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A

Size Households Die

Hamlet 1–10 D4

Village 10–100 D6

Town 100–1000 D8

City 1000+ D10

“We’re all just trying to be comfortable, and well fed,
and unafraid.”

— Becky Chambers, A Psalm for the Wild-Built

steading can be any secure place of civilization,

from a small countryside hamlet up to a capital

city of an empire. People live here full-time and

go about their trade and business. For adventurers, a

steading offers a secure place to rest, hear rumors, take

on quests, buy provisions and procure specialized items.

The rules here can be used either by GMs to build and

progress settlements in their game worlds, or for players
to start building up or improving their chosen home vil-

lage, or even to start their own settlement from the

ground up. In either case, the rules are meant as quick

and simple guidelines, not as iron laws that cannot be

changed. When in doubt, work it out with your table.

Measuring Time
Four more units are used to measure time in the long-

term game. Days and weeks are used for things like travel,

while months and seasons are mostly used for steading

and world development.

Unit of
Time Duration Enought time to…

Day 24 hours Work for 2 shifts or travel 30

kilometers

Week 7 days Heal some injuries or build a

small structure.

Month 4 weeks Heal any severe injury or

build medium structure.

Season 3 months Build a large structure.

Steading Features
Population
The population of a steading is measured in households

of about 5 people on average. Each household specializes

in an occupation or trade, like farming, or a craft, and

usually have one or two members in charge.

Steading Dice: The

size of a steading de-

termines its Steading

Die, which is used for

some random tables,

such as the recruiting

hirelings or the wan-

dering trader table.

Surplus: In largely self-sufficient communities, the

most important resource is a surplus of food. Most

households in a steading are farmers and produce

enough food to feed themselves, plus one surplus that

can feed another person in the community. 1 Surplus

equals roughly a month worth of food for one person.

Famine: If a steading’s surplus production drops below

its total surplus costs, people don’t have enough to eat

and go hungry, and food prices skyrocket.

Unrest: If famine or external troubles grow too dire and

those in charge do not seem to take any effective action,

the population of a steading will start to protest or even

revolt – tensions are high and guards on edge.

Steading Assets
Every steading has some important landmarks, build-

ings, institutions or people that make it unique, influen-

tial or simply an attractive place to live.

Structures: A steading develops through the use of

structures like a palisade or tavern. You can find a collec-

tion of example structures on the following pages.

Named People: Aside from the faceless masses, a

steading has a number of named inhabitants, including

the artisans who run structures, a guard captain or lord.

Steading Defence
A steading has to defend itself from roaming monsters,

bandits or attacking armies. These can attack a steading

and destroy its structures, threatening its survival. A

steading can either depend on its inhabitants to form a

militia, or employ full-time guards by spending surplus.

Militia: A steading can muster a militia of about as

many fighters as there are households. These volunteers
don’t cost any surplus but are only equipped with simple

weapons like spears and short bows. They are untrained,

with an average skill rating of 7 in both weapons.

Guards: A trained guard or defender costs 1 supply and

is at least a novice in a weapon skill. There are different

types of guards, either specialized in ranged or melee

fighting. Steadings usually don’t employ individual

guards, but recruit units of 5 guards for 5 surplus.

Steadings
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Steading Structures

he following structures – farms, hunters, a mill –

build the foundation of most settlements you will

find in your world. They generate food and other

basic goods that the people require to live in a place

long-term. When lacking these, a steading will likely

have to import both food and basic materials to survive.

Staff & Cost: Many structures require an artisan or

worker to run. They bring a family or work crew with

them and require 5 surplus to live in the steading. In re-
turn, they offer their services to the steading.

Surplus Costs: The surplus produced, as well as the

surplus costs of a structure, are typically due every

month. So if the steading doesn’t change, you don’t need

to track them every month. Simply note the total surplus

produced by the steading and make sure that the total

costs remain below the total surplus produced.

Requirements: Most structures require permanent ac-

cess to a source of material, a resource, a type of land or

access to another type of structure to work.

Construction
Most steading structures require about a month to build,

or two if they cost 10 surplus to run. Most farmers and

artisans build their own homes and workshops, often

with the help of some neighbors or one or two hired

helpers. This means that during construction, they are
not able to work or craft items yet, but also don’t need

professional builders to get settled.

Upgrades: Some structures can be upgraded to gain

more functions. Each upgrade takes about a month to

build and can only apply once, unless otherwise stated.

Build Costs: Some structures have a build cost and re-

quire access to a material like stone or wood to construct.

Unlike the normal costs, build costs have to be paid only

once during construction by employing build crews.

Build Crews: Build crews are made up of a builder and

about 4 helpers. Each build crew working for one month

reduces the build costs by 5 surplus. Multiple crews can

work together on the same structure to reduce the con-

struction time. For example, a build cost of 20 surplus

can be paid by 1 work crew working 4 months, by 2 crews

working 2 months, or 4 crews for 1 month, etc.
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Fortifications

ortifying a steading requires building walls, gates

and towers along its perimeter. When you build a

palisade or wall, decide how many gates it has

and place them somewhere reasonable along the wall.

Guards towers are placed in viewing distance of each-

other along the walls or, if no walls are present, at the

perimeter or the steading.

Fortification Build Costs: The following structures

list the build cost for a part of the fortification long

enough to protect an average hamlet. For larger

steadings, multiply the costs as follows:

Size: Hamlet Village Town City

Build Costs: ×1 ×2 ×3 ×4

CHAPTER 1 – STEADINGS
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Steading Defence
The Point-Crawl Battlefield
Label a number of strategically important points in the

steading, such as the gates, central squares, bottlenecks,

a keep, or long stretches of the wall. Then draw connec-

tions between points that can be reached from each

other – try to make it, so player have some interesting
choices.

Battle Groups: All combatants that take part in the

battle can be put into groups of around 5 creatures of the

same type. Strong monsters or especially powerful

bosses count as a group by themselves.

Defenders: Defender groups stationed on a wall or

tower defending against attackers from the outside gain

a boon on their rolls as long as the wall or gate has not

yet been breached.

The Party: The player characters form their own group

and can move along the battlefield like any other group.

You can split up into smaller groups or even single

player characters and each move along the battlefield

separately. Beware, however, that splitting the party has

to be done with great care and caution!

Battle Activities
The battle plays in turns of one stretch each. Each

stretch, a group can move between two connected points

and engage in one activity. However, if two opposing

groups occupy the same point, they cannot move away

until either one defeats the other or until one side flees
the encounter with successful EVADE rolls.

Combat Encounters: When you enter a point occu-

pied by one or more enemy group, a combat encounter

starts. Play out the scene like a normal combat, placing

enemy combatants and allies as fits the situation.

Background Activities: If two opposing groups meet

while the players are not there, resolve their encounter

with a open opposed roll on their primary weapon skills

(15 for monsters). Each group rolls their skill separately,

the side with the most successes wins the encounter.

Destruction: When an attacking group is left alone for

a turn, it can use its activity to destroy structures nearby,

like burning fields or houses. Or it can breach a section of

the wall – if successful, draw a new connection across.
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“I don’t know half of you half as well as I should like;
and I like less than half of you half as well as you

deserve.”

— J.R.R. Tolkien, The Fellowship of the Ring

our group of PCs is the main focus of every game,

but it’s character and goals often remain unde-

fined. This chapter offers some rules to flesh out

the group and build a home or base of operations.

Group Identity
Every adventuring group is defined by its quirks and fea-

tures. How you came together and what keeps you from

going your own separate ways.

Uniting Event: Your group came together at one point

for a specific reason. Write down what brought you to-

gether and your relations towards each-other. Are you a

group of mercenaries, members of a secret order, in the

service of a lord, or simply treasure hunters?

What brought you together must not be what keeps

you together. But it is the uniting event of your group’s

history. It should only be replaced if you experience

something even more defining during your adventures.

Goal: No matter your origins, your group stays together

for a shared cause. While each character might have

their own reasons to stay, set a common goal for your

group. This can be as simple as to find treasure and earn

money, or it can be way more complicated.

When your group has reached their current goal or

comes to find that they no longer have reason to pursue

it, you can set a new common goal for the group.

Open Questions: To flesh out the origins and current

situation of your group, ask some leading questions at

the beginning of your adventure. For some example, see

the boxed text below.

The Group

C h a p t e r  2

Group Roles

To make things easier on your GM, consider

dividing the following roles among the PCs:

Quartermaster: You track shared wealth,

manage pack animals and buy enough ra-

tions. You’re the brains of the group.

Guide: You chart your travel routes, track

the shifts in a day, and find a good place to

make camp. You’re the eyes of the group.

Taskmaster: You keep a record of your

contacts, quests, tasks and group reputation

score. You’re the face of the group.

CHAPTER 2 – THE GROUP
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Reputation
“The nicest feeling in the world is to do a good deed

anonymously – and have somebody find out.”

— Oscar Wilde

eputation is a valuable and hard to come by re-

source. While adventuring and accomplishing

great deeds, your group will gather a certain rep-

utation. Whether it is one of nobility and heroism or one

of villainy and greed – that is up to your deeds.

A List of Your Deeds
At the end of a session, if you have accomplished a

mighty deed that session, write it down in your reputa-

tion list. When deciding whether it is important enough

for the list, ask the following questions:

✦   Is it something few people could or have done?

✦   Does it affect many people positively or negatively?

✦   Can news of it spread, or are all witnesses dead?

Write your worst deeds, that people fear or hate you for,

at the bottom, starting at 20, counting down. Write your

noblest deeds, that people love or admire you for, at the

top of the list, starting with 1, counting up. If a deed is es-

pecially noteworthy, heroic or vile, it can take up two

lines – or more if it is really impressive.

Good and bad deeds can overlap in the middle of the

list, see the example on the right, but you can never have

more than 20 good and 20 bad deeds on your list.

Spreading Rumors: With some effort or a dragon roll,

you can spread lies or rumors about you, to write down a

fake deed and portray it as heroic or villainous. You can

also try to flip a bad deed to the good list, or vice versa,

this way. Or you can sing of your heroic deeds, to in-

crease the line count of a deed on the list.

Setting Things Right: If you have committed a crime

or wronged people, you can try to make amends and

make things right again. If you do, you can strike

through the bad deed. Whenever someone rolls it again,

they have heard that you paid your dues.

Reputation Rolls
When you enter a tavern, approach a town gate, or have

an audience at a noble’s court, you can make a reputa-

tion roll to determine whether people have heard of you.

If you roll low enough to roll a number on your good

deeds list, assume that they have heard of the good deed
that was rolled but probably also good deeds below it on

the list. If you roll high enough to roll a number on your

bad deed list, they have heard the bad deed rolled and

bad deeds above it.

Boons & banes: Reputation rolls can be rolled with one

or more boons or banes, depending on a number of cir-

cumstances. An NPC who is already positively disposed

towards your group has maybe mainly listened to posi-

tive things, they roll with a boon. Your rivals, who mainly

seek for leverage against you, roll with a bane.

Individual Reputation

If your group often splits up, or is in a large

campaign with many sub-plots, you can

track reputation lists for each character and

roll reputation rolls separately – some of you

might be recognized while others remain

unknown. Joint deeds can be written down

on all the separate lists.

CHAPTER 2 – THE GROUP
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Reputation Options
Faction-Based Reputation
Different groups or factions might have differing opin-

ions about what counts as good or bad deeds. One way

to deal with this is to have a general list tracked by the

players, which normal folk, villagers and the like roll on,

and separate lists, written by the GM, for faction mem-
bers to roll on. What counts as good or bad depends on

the interests and creed of the group in question.

Starting Reputation
You can give your player characters a number of deeds to

begin with, work out what they have already achieved

before the start of your game, as part of their backstory,

and make a list of deeds. If you are young, you get 2

deeds, 4 if you are adult, or 6 if you are old. If you only

have a group list, take the highest number in the group,

and each member provides at least one deed to the list.

Dark Secrets
If you want to spice things up, each player character can

start with a dark secret. Roll on the table below, or make

up your own for every member of the group.

On the deed list, take the line with number 20 and

write “Dark Secret” on it. Now, whenever a demon is

rolled on a reputation roll, the person recognizes one of

you and knows their dark secret. They might be someone

from your past or knows someone you know. The GM

can either decide who they know, depending on what

makes most sense in the narrative, or number each PC

through and roll a die on it.

Location and Time
You might have become famous in one area of the world,

but nobody has heard of you on the other side of that

large mountain range – or beyond the ocean. When you

move to a place that is far enough away that your reputa-

tion did not spread there, but close enough that people
might have heard some rumors, make a new list of

deeds, lower the line count of every entry by one (or 2 if

it’s really far), and only keep the deeds that remain.

The same method can be used if you return a long

time later or jump forward in time for several years, so

people have forgotten the smaller deeds on your list.

D6 Artisan Bard Fighter Hunter Knight

1-2 You are known for

shoddy work

You were once

booed off the stage

You started many

fights while drunk

You were outcast by

your own village

You never finished

your initiation trials

3-4 You hit customers

and apprentices

You actually have a

family back home

You are brutal and

desire to inflict pain

You were scarred by

a demon attack

Your family lost

their wealth & title

5-6 You killed someone

with that tool

You once escaped a

jealous husband

Cultist hunt you for

killing one of theirs

You left a friend to

die in the woods

You have assumed a

knight’s identity

D6 Mage Mariner Merchant Scholar Thief

1-2 You were technically

dead for an hour

You used to be a

feared pirate

You have large

gambling debts

You plagiarized your

graduation thesis

You ratted out your

former gang

3-4 You were caught

doing dark rituals

You’re sworn to keep

a treasure secret

You have ripped off

a lot of people

You consumed a lot

of halfling weed

You stole from an

influential person

5-6 You accidentally got

your master killed

You are wanted in

another port

You sold weapons to

both sides of a war

You are accused of

libel by a petty noble

You have a huge

open bar tab

Dark Secrets by Profession
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“We’re all just trying to be comfortable, and well fed,
and unafraid.”

— Becky Chambers, A Psalm for the Wild-Built

our home is a place to rest, recover, and prepare

for new adventures. A player home is typically

part of or located close to a steading or another

source of food and services. If not, you will have to hunt

or grow your own food, which can be both time-con-

suming and dangerous.

Types of Home
Your player home can take on different functions de-

pending on its type and room functions.

Residence: If you simply rest and recover in your player

home, it is a residence. This can take the form of a simple

house, a grand mansion, or even a fortified keep. While

you can have servants or hired guards also living in your

residence, its basic function remains rest and recovery.

Business: If your player home is also a source of in-

come, it is a business. For example, you could own a farm

that grows crop, or run a tavern or inn, or live above your

workshop. If your business relies on continued care, such

as a farm or inn, you will have to hire help (see

“Followers”) to maintain it while you are on adventures.

Special: Aside from a residence or business, your player

home can also take on more exotic or mysterious forms.

If you live in a pocket-dimension, a ship on the high seas,

or in a sanctum protecting the portal to hell, your player

home will have its own special rules and functions.

Buildings
To build a home, you need a building like a hut or a

house – or a fully enclosed wagon if you want it to be

mobile. The building provides shelter and warmth,

which allows you to rest without a BUSHCRAFT roll.

Location: A building can either be located in or outside

a steading, or be mobile, as in the case of a caravan, see

below. While inside a steading it counts as a safe place to

rest, as long as the steading is not under attack.

Rooms: Every building has a certain amount of rooms.

These rooms can be used to house specific functions,

such as a kitchen or bedroom. The stated number refers

to standard rooms of about 4×4 meters. You can combine

rooms as you like to create larger sized halls.

Room Functions
Rooms can be furnished or built out to house a specific

function, such as a bedroom, kitchen or workshop. You

can find a list of typical room functions on the next page.

Building Rooms: To build out a room, you need an ar-

tisan with a specific talent, mostly a carpenter, and

enough time to build its structures and furniture.

Rooms, workshops, and other inside function typically

require one room, while outside functions like a field or

garden list their land requirement.

Customizing Rooms: The room functions presented

here can be adapted, furniture or small structures

swapped, added or removed as you wish. See the appen-

dix I for furniture or small structure prices and descrip-

tions of what they do.

Character Homes

C h a p t e r  3

Structure Cost Rooms Description

Caravan 90 gold 1/2 Pulled by two horses (sold separately). Contains a bed, desk, chair, an inside and

an outside chest – storing a field kitchen stored away for outdoor cooking.

Hut 160 gold 1 A thatched hut with a fireplace, table, a bench and a couple of beds and chests.

Cottage 600 gold 3 A small home with one room that has a cooking area with a fireplace and an

eating area next to it, and two bedrooms in the back.

Tavern 1200 gold 5 A half-timbered building, with a kitchen, a common room and a dining room on

the first floor. On the second floor are a private bedroom and a study.

House 1300 gold 5 A solid timber and stone house, with a full kitchen, a dining room and a study on

the first floor and two comfortable bedrooms on the second floor.

Inn 2400 gold 10 A large house, with a kitchen, a common room and a dining room on the first

floor, with a private bedroom and a study in the back. Two rentable bedrooms, a

bathroom and a large dormitory are located on the second floor.

Example Homes (furnished)

CHAPTER 3 – CHARACTER HOMES
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Brian: “Look, you’ve got it all wrong! You don’t need
to follow me. You don’t need to follow anybody! You’ve

got to think for yourselves! You’re all individuals!”
Crowd: [in unison] “Yes! We’re all individuals!”

— Monty Python, The life of brian

o create useful followers, you can either start with

an existing NPC, a typical NPC stat block (Rule-

book p.105), or the NPCs table (Rulebook p.106).

Follower Type
Followers come in two types: Hirelings and Retainers.

For rules about hiring the services of artisans (page 14).

Hireling: Hirelings are helpers, mercenaries, or special-

ists who sell their services. They typically ask for a fixed

payment per day, with hazard pay for dangerous circum-

stances. But if they are to accompany you into a dun-

geon, they will expect a share of the loot.

Retainer: Retainers are apprentices, students, or

squires whom you take into your service. You are their

master and can order them around quite a bit. But in ex-

change, they expect to learn from you, and gain experi-

ence – and a half share of your exploits.

Follower Rank
Followers fall into three ranks: Novice, adept or master.

These are tags to group NPCs based on their highest skill

rating, and determines how much they are paid or what

share they demand.

Novice: Retainers and low-skilled Hirelings, like scouts

or carriers, are typically Novices.

Adept: Adepts are more competent NPCs, like your typi-
cal mercenary hireling. If they join you in a dungeon

delve, they expect to get a share of the loot.

Master: Masters tend to be very expensive to hire on a

day-by-day basis. Therefore, they are more suited as

teachers or artisans rather than followers.

Follower Motivation
Each follower has their own motivation for joining you.

They might just want gold, or seek adventure or ancient

knowledge (For more examples, see Rulebook p.106).

While hirelings mostly ask for money, retainers come

with their own type of motivation for following you.

Shares: Followers who join you in delving into a dan-

gerous area expects to get a share of the treasure you

find. To calculate one share, add up all the expected
shares and divide the treasure by that number.

Disgruntled: When you neglect a follower’s motiva-

tion or don’t pay them on time, they gain the

Disgruntled condition, which gives you a bane on inter-

actions with them. If they are already Disgruntled and

would gain it again, they will abandon you unless you

can persuade them to stay. You can get rid of the

Disgruntled condition by giving them what they want.

Giving Orders
When you ask a follower to do what they are good at and

what they agreed to do, they will just do it. If they join

you in combat, they act on their own initiative.

However, if you ask one of your followers to take on

additional risks, or if they are scared, hungry, or sleep-

deprived, roll on Persuasion to convince them to go on. If

you succeed, they do so—for now. If you fail, they refuse

to go on or even bail on you.

If you push this roll, instead of marking one of your

conditions, you can also choose to make them become

Disgruntled. The bane from this condition does only ap-

ply to any subsequent rolls, not the pushed one.

Followers
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Hirelings

irelings are mercenaries or specialists who typi-

cally offer their services for a fixed daily fee.

They are not particularly loyal and will abandon

you if you stop paying them, but they are also (mostly)

capable and worth the money.

Recruiting Hirelings
To recruit some people to join you on a quest, put out the

word that you are looking for hirelings and what kind of

quest you are pursuing. Each player character who helps

recruit can roll on PERSUASION, modified as follows:

✦   If you’re going to a deadly place, you get a bane.

✦   If you have a very bad reputation, you get a bane.

✦   If you only want a specific profession, you get a bane.

✦   If you offer to pay double, you get a boon.

✦   If you have a very good reputation, you get a boon.

If you roll with one or more boons, each die that is equal

or lower than your skill rating counts as one success. A

dragon counts as two successes. For each success, you

find a suitable candidate who is willing to be hired.

On a failed recruiting roll, you either find nobody. If

you push your roll, you must also make an even better

offer. If you roll a demon, you also raise the unwanted at-

tention from an enemy, rival, or ill-disposed officials.

Random Hirelings: To generate a random hireling,

use the quick NPC method and roll a steading die on the

table below to determine their profession: Hamlet (D4),

Village (D6), Town (D8), City (D10). Add a D8 to the re-

sult to determine their top skill (or a minimum of 8).

Hireling Motivation
A hireling’s main motivation is money. This comes in

two types: Pay or Shares. However, even if they demand a

share, they might still ask for an advance payment.

Pay: Hirelings typically demand a fixed rate of pay per

day or per shift depending on their Rank (given below).

Shares: If a hireling accompanies you into a dungeon,

they expect a share of the loot. Typically, a Novice only

demands half a share, an Adept demands one full share,

and a Master demands a double share. They might also

demand more if you attempt a particularly deadly delve.

Rank Top Skill Pay Share

Novice 8–11 Skill in silver / day 1/2

Adept 12–14 Skill-10 in gold / day 1

Master 15–18 Skill-10 in gold / shift 2

Type Top Skill Gear Description

1 Peasant Bushcraft Wooden club (D10) Works in a field.

2 Helper Evade Backpack, knife (D8) Can hold a torch for you or carry 6 items for you.

3 Forester Crafting Handaxe (2d6)

carpentry tools

Cuts trees in the forest and is proficient in crafting

and building out of wood.

4 Trapper Hunting & Fishing Short bow (D10),

quiver, snares

Can provide on average D4 units of meat and pelt

per shift in the forest.

5 Guide Awareness Short spear (D10)

hemp rope (10 meters)

Knows the area and can guide you through it, rolls

pathfinder rolls with a boon.

6 Guard Awareness Broadsword (2D6)

studded leather (2)

Mercenaries or former guards or soldiers that can

protect you or fight for you.

7 Burglar Sneaking

Sleight of Hand

Dagger (D8)

lockpicks (simple)

Experts in cutting purses, picking locks and getting

into places without being seen.

8 Minstrel Performance Musical instrument

fine garments

Can note your adventures and improve your

reputation, or spread rumors & gossip.

9 Healer Animism

Healing

Staff (D8),

holy book (Grimoire)

Can cast Birdsong, Sense Magic, and Treat Wounds

using a pool of 10 WP.

10 Scribe Languages

Myths & Legends

A notebook, parchment

quill & ink

Experts in specific areas of knowledge, such as

history, cosmology or religion.

Hireling Professions

CHAPTER 4 – FOLLOWERS

15



R
Retainers

etainers are apprentices, students, or squires

whom you take into your service. You are their

master and can order them around quite a bit.

But in exchange, they expect to learn from you, and gain

experience – plus a half share of your exploits.

Retainer Callings
Instead of having a profession, retainers follow a calling,

which gives them a set of skills and defines their main

motivation to follow you into danger. For some common

retainer callings, see the table below. If you have an idea

for a different calling for a retainer, it can be a fun way

for GM and players to develop this idea together.

Retainer Motivation
The main motivation of a retainer to follow your party is

not the promise of gold, but rather to learn from you.

Training: Retainers typically follow you because they

want to benefit from your knowledge and experience. If

you have an apprentice or student, you will have to take

time during your downtime to train them, otherwise

they will feel neglected and also become Disgruntled.

Shares: Retainers who follow you into dangerous areas

only expect half a share, but might start demanding a

full share once they reach an adept skill rating or to ap-

pease them after they have become Disgruntled.

Finding a Retainer
You don’t recruit retainers as you do with hirelings.

Instead, you can sometimes find them during your ad-

ventures. Especially for small groups of only two or three

PCs, it can be useful to get a retainer during character

creation to act as a sidekick for the PCs.

To generate a retainer stat block, choose a top skill

from the calling and give it a novice rating (8–11 or

D4+7). Choose two other skills at a rating of 7.

D8 Secret Flaw

1 No secret flaw

2 Allergies: At an inopportune time, when the

party tries to sneak, they have to sneeze.

3 Reckless: Their over-confidence always gets

them into dangerous situations.

4 Phobia: Fear of (1) insects (2) canines (3) heights

(4) drowning (5) darkness (6) tight spaces

5 Entitled: They are (1) boastful (2) greedy or

(3) lazy and more easily become Disgruntled.

6 Kleptomania: At some opportune point, they

will try to steal from one of the PCs.

7 Monster: Is a (1) vampire spawn (2) shapeshifter

or (3) lycanthrope, trying to keep it secret.

8 Traitor: They secretly serve a different master

and will betray you at a crucial moment.

Optional: Secret Flaws

As an optional rule, you can pick or roll on

the table below for a secret flaw for a newly

found retainer. This flaw can range from

something minor, like having allergies to

major problems, like being a traitor, that

will cause difficulties for the PCs at some

point and can even serve as whole new ad-

venture hooks.

D6 Calling Skills Motivation

1 Apprentice Crafting A bright young kid who wants to learn the art of your artisanal craft.

2 Recruit A Melee Weapon An inexperienced fighter who wants to improve their fighting skill.

3 Squire Swords, Riding A young noble who wants to learn the code of knightly deeds.

4 Disciple A School of Magic An magic initiate who wants to learn and master magic spells.

5 Student Myths & Legends A young mind who is eager to uncover ancient hidden knowledge.

6 Scoundrel Sleight of Hand A reliable lookout who wants a share of the loot, and learn some tricks.

Retainer Callings
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Artisans

ome NPCs sell their services as artisans. They are

skilled in crafting a type of item and work mostly

on commission by you or other townspeople.

Most artisans only have a small collection of items to sell

out of stock, so most orders first have to be crafted.

Artisan Rank
An artisan’s rank determines the supply (Rulebook p.73)

of the items they are able to craft. While you usually find

an adept blacksmith in any village, for a master weapon-

smith or a good tailor, you have to visit a proper town.

Rank Top Skill Crafting Ability

Novice 8–11 Can only assist a senior artisan

Adept 12–14 Common and uncommon items

Master 15–18 +Rare and Mastercrafted items

Prerequisites
To practice their craft, artisans need to have a workshop

and the materials from which they craft their products. If

not stated otherwise, crafting an item takes an artisan

one shift for every 5 gold of its price (rounded up).

Workshops: An artisan requires access to a workshop

that provides the tools of their profession. A blacksmith

requires a smithy, a carpenter a wood shop, and cooks or

herbalists require access to a fireplace, workbench and

lots of pots, bottles, knives, etc.

Materials: Artisans need a reliable source of materials

for crafting. A blacksmith needs metals, a carpenter

wood, a cook raw food and a herbalist ingredients.

Artisans usually open shop close to such a source.

However, they might ask the PCs to fetch a rare material

for a unique item. For example, a tanner can craft special

leather armor from monster skin (Rulebook p.38).

Helpers: Experienced artisans often employ novice

helpers or apprentices that help with their work. Each
helper increases the artisan’s crafting speed by +1 gold

per shift but don’t change the item’s final price.

Artisan Motivation
In contrast to followers, you rarely need to push an arti-

san to do something. Therefore, there is little opportu-

nity to disgruntle them – unless you don’t pay them.

Pay: An artisan’s pay does not depend on how long they

take to craft an item, but is included in the item’s final

price. Although some might try to haggle for more.

When you hire an artisan as staff in your home, or as a

teacher (requires master rank), they demand the same

pay as a hireling (see page 13).

Haggling: When haggling over the price of an item you

want to order, use the normal rules and roll BARTERING

to determine the price of the item (Rulebook p.73).

Note, however, that a reduced price does not deter-

mine the time it takes to craft the item. The number of

shifts required still only depends on the listed price.

d8 Type Top Skill Gear Description

1 Blacksmith Crafting Hammer (3D4),

blacksmithing tools

Crafts metal weapons or armor (Rulebook p.73–75). It

requires a smithy (forge, anvil, etc.) and metal.

2 Carpenter Crafting Handaxe (2D6), knife

(D8), carpentry tools

Crafts furniture (see p.20), clubs, staves, or wooden shields

(Rulebook p.73–75), requires wood and a workshop.

3 Tanner Crafting Knife (D8),

tanning tools

Crafts leather armor from animal or monster skin (see

Rulebook p.38). It takes a shift per point of armor rating.

4 Chef Bushcraft Knife (D8),

field kitchen

Prepares food and drink enough for a full banquet. It

requires ingredients, a kitchen and takes a shift to cook.

5 Tailor Crafting Dagger (D8),

needle & thread

Crafts clothes, costumes, boots and hats (Rulebook p.75).

It requires cloth, leather and thread.

6 Herbalist Healing Sickle (D8), antidote,

herbalist tools

Crafts potions, poisons, medicine (Rulebook p.79) and other

concoctions (see p.20). Requires ingredients and bottles.

7 Builder Crafting Hammer (3D4),

Handaxe (2D6)

Builds houses and other structures. It takes a shift of work

per 5 gold of the structure’s final price (rounded up).

Typical Artisan Professions
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Artisan Options
n this page you find two new heroic abilities, al-

lowing you to play a Tailor or a Builder, which

you can use with the Artisan profession. Below,

you can find a profession option to play as a herbalist.

Herbalist
he ancient knowledge of healing the sick, and poi-
soning the healthy, has always been passed down

from one apothecary to the next. These sages are

often known as the local witch doctor, healer, or apothe-

cary. They brew all kinds of concoctions, from herbal

remedies to vile toxins, to alchemical solutions.

✦   Key Attribute: INT

✦   Skills: Beast Lore, Bushcraft, Crossbows, Healing,

Knives, Myths & Legends, Spot Hidden

✦   Heroic Ability: Master Herbalist

Starting Gear: Herbalist tools, treatise, ingredients
(D6 uses), knife, D6 food rations, D8 silver and roll D6.

1–2: herbal concoction, 3: sleeping poison (potency 12),

4: deadly poison (potency 9), 5: paralyzing poison (po-

tency 9), 6: antidote.

D6 NICKNAME

1 Bilebrewer

2 Witch Doctor

3 Newt’s-eye

D6 NICKNAME

4 Wisdom

5 Quacksalver

6 Herbmixer

New Herbalists: As a newly created herbalist, you may

select three recipes for common or uncommon poisons

and medicine (Rulebook p.79 or Appendix I). You can

learn additional recipes by finding or purchasing them.

Learning New Recipes: If you attempt to brew a new

recipe, you need to carefully follow its text. For each shift

working on the item, spend WP and roll against INT. On

a success, you progress towards creating the item equal

to the WP spent. On a failure, you still spend the WP but

don’t make any progress – you don’t lose any prior

progress. Once you successfully create the item, you have

mastered the recipe and can now create it normally.

Teachers: When you are taught a new recipe by a

teacher who already knows it, you get a boon on the INT

roll for every shift in which the teacher instructs you.
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his appendix lists a number of items that can be

normally crafted by artisans but are not listed in

the Rulebook. It also features furniture that can be

crafted by a carpenter and structures that can be built by

a builder or a build crew. A build crew of 5 workers can

take a day to build up to 20 gold of a structure’s price per

day, or 100 gold per week.

Items & Structures

C h a p t e r  5

Item Cost Supply Weight Description

Pan 6 silver Common 1 Used to cook or as a light blunt object (Rulebook p.74).

Pot 8 silver Common 1 Holds 2 units of liquid. Used to cook.

Cauldron 4 gold Common 2 Holds up to 8 units of liquid. Used to cook or brew.

Anvil 20 gold Common 5 Required to craft most metal items.

Firewood 4 copper Common 2 Keeps a fireplace or oven burning for up to one shift of time.

Coal 1 silver Uncommon 1 Keeps a forge running for up to one shift of time.

Iron 5 silver Common 1 Required to craft most metal items.

Blacksmith Tools & Materials

Structure Cost Description

Fireplace 20 gold Hearth with hooks for a pot. Grants a boon to cooking rolls (Rulebook p.103). Burns firewood.

Oven 30 gold Capable of baking multiple loaves of bread at once. Burns firewood.

Forge 60 gold A fireplace heated up using bellows required for smithing. Burns coal.

Well 100 gold Grants reliable access to fresh water.

Small Structures

Structure Cost Rooms Description

Hut 100 gold 1 A thatched little hut consisting of a single room with fireplace.

Cottage 500 gold 3 A small home including a main room with a fireplace and two further rooms.

House 1000 gold 5 A solid timber and stone house, with a large fireplace and several more rooms.

Villa 2000 gold 10 A large house with all amenities and many available rooms.

Manor 5000 gold 20 A sizable manor with all comforts and rooms for several servants.

Mansion 10K gold 40+ A huge building that can house a small village.

Fortification ×10 Stone walls (100 HP, armor rating 20) with added arrow slits.

Large Structures
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Item Cost Supply Description

Herbalist Tools 15 gold Rare A mortar, pestle & other tools required for herbalism.

Treatise 30 gold Uncommon Holds plant information and your herbalist recipes.

Potion Belt 20 gold Uncommon Worn in an at hand slot. Can hold up to 4 potions or bottles.

Ingredients (10 uses) 4 gold Uncommon Herbs, fungi, fats, alcohol and more.

Bottle 1 gold Common Can hold 1 concoction or unit of liquid.

Glue (8 uses) 2 gold Common Bonds two items together – roll STR to rip apart.

Soap (20 uses) 6 silver Common Required to remove grime during a bath.

Acid 24 gold Uncommon Deals D4 damage per round (ignores armor).

Smoke Bomb 5 gold Uncommon Boon on SNEAKING rolls in the smoke.

Antidote 20 gold Uncommon Instantly ends the effect of a poison.

Invigorating Tonic 40 gold Rare Blue colored potion. in-stantly restores 2D6 WP.

Ogre Strength Potion 60 gold Rare Gives you Strength 19, a STR dmg bonus of +D8, and a carry capacity

of 10 for 1 stretch, but leaves you Exhausted afterward.

Herbalist Tools & Concoctions

Item Cost Supply WGT Description

Stool 5 silver Common 3 A backless wooden seat for a bar or workbench.

Chair 1 gold Common 4 A plain wooden chair with four legs and a back rest.

Armchair 2 gold Common 5 A larger chair with arm rests.

Bench 3 gold Common 5 A long, backless wooden bench, seats 4–6 people.

Bed 2 gold Common 10 A simple wooden frame with a mattress.

Simple Table 5 gold Common 10 A sturdy rectangular table.

Banquet Table 10 gold Uncommon 20 A large table for formal dining or gatherings.

Bar Counter 16 gold Uncommon 20 A long wooden counter with storage beneath; found in taverns.

Writing Desk 8 gold Uncommon 10 A compact desk, ideal for scribes and scholars.

Workbench 14 gold Uncommon 15 A solid desk and storage for artisan tools and materials.

Bookshelf 10 gold Common 8 Holds up to 100 books.

Wardrobe 13 gold Common 10 Holds up to 50 items of clothing (HP 15, armor rating 3).

Chest 5 gold Common 3 Holds up to 20 weight units (HP 25, armor rating 5).

Add a Lock +10 gold Makes a wardrobe or chest lockable.

Cushioned ×2 Padded for your comfort. Applies to chairs, benches and beds.

Decorated ×3 Required to pass as a noble or rich merchant.

Reinforced ×5 +1 to armor rating. Applies to containers.

Wooden Furniture
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