
Damage

Armor

Hit Points

Name Homeland

Look 

Level: XP

Alignment

•  10 •  11  •  12 •  13 •  14 •  15 •  16 •  17 •  18 •  19 •  20

STRENGTH

STR

CHARISMA

CHA

DEXTERITY

DEX

WISDOM

WIS

CONSTITUTION

Base:

Bonds:

Total:

Current:

Total:

CON

INTELLIGENCE

INT

Weak  -1

Scarred  -1

Shaky  -1

Confused  -1

Sick  -1

Stunned  -1

Starting Moves:

Arthem of Greymoore Greymoore
Wild copper hair, dark green eyes, Lithe body, calloused skin Neutral - Teach someone the ways of your people

D10

8 + CONSTITUTION

Unencumbered, Unharmed
So long as you are below your Load and neither wear armor nor 
carry a shield, take +1 Armor.

Herculean Appetites
Choose two.  While pursuing one of  your appetites if  you would roll 
for a move, instead of  rolling 2d6 you roll 1d6+1d8.  If  the d6 is the 
higher die of  the pair, the GM will also introduce a complication or 
danger that comes about due to your heedless pursuits.

 

 

The Upper Hand
You take +1 ongoing to last breath rolls.  When you take your last 
breath, on a 7-9 you make an offer to Death in treturn for your life.  
If  Death accepts he will return you to life.  If  not, you die.

Musclebound
While you wield a weapon it gains the Forceful and Messy tags.

What Are You Waiting For?
When you cry out a challenge to your enemies, Roll+CON.
On a Hit they treat you as the most obvious threat to be dealt with 
and ignore your companions, take +2 Damage ongoing vs. them
On a Pass only a few (the weakest or the most foolhardy among 
them) fall prey to your taunting.

 Appetite for Destruction
Take a Move from the Fighter, Bard or Thief  class list, you cannot take 
multiclass moves from those classes.

 My Love For You Is LIke A Truck
When you perform a feat of  strength, name someone present whom 
you have impressed, and take +1F to Parley with them.

 Usurper
When you prove yourself  superior to a person in power, take +1F with 
their followers, underlings, and hangers on.

 What is Best In Life
At the end of  a session, if  during this session you have crushed your 
enemies, seen them driven before you, or have heard the lamentations 
of  their kinfolk mark XP.

ARchaeous
[Signature Weapon]  Crystal blade reforged by a 
paladin of  Anu, sentient and ancient.

Make:  Sword - Hand, Close, Reach

Enhancements:
 Sharp - +2 Piercing
 Perfectly Weighted - add Precise
 Serrated Edge - +1 Damage
 Versatile - Choose an additional range.
 Well-crafted - -1 Weight
 Glows in the presence of  one type of  creature:

______________________________________

 Heirloom
When you consult the spirits that reside within your signature 
weapon, they will give you an insight relating to the current situation, 
and might ask you some questions in return, roll+CHA.
On a 10+, the GM will give you good detail.
On a 7-9, the GM will give you an impression.

 Improved Weapon
Choose one extra enhancement for your signature weapon.

 Interrogator
When you parley using threats of  impending violence as leverage, 
you may use STR instead of  CHA.

 Steel Hide
Replaces: Iron Hide
You gain +2 armor.

 Superior Warrior
When you hack and slash on a 12+ you deal your damage, avoid 
their attack, and impress, dismay, or frighten your enemy.

 Multiclass Dabbler
Get one move from another class. Treat your level as one lower for 
choosing the move.
Cast a Spell ::  Commune  ::  +WIS
Starting Cleric Moves:  Level 9
Hit - Cast :: Pass - Pick 1:
• Draw unwanted Attention
• -1 Ongoing to Cast A Spell until next Commune
• Spell is revoked until next Commune

 Wide-Wanderer
You’ve travelled the wide world over.  When you arrive someplace ask 
the GM about any important traditions, rituals, and so on.  They’ll 
tell you what you need to know.

 Samson
You may take a debility to immediately break free of  any physical or 
mental restraint.

 Smash!
When you hack and slash, on a 12+ deal your damage and choose 
something physical your target has (a weapon, their position, a limb):  
they lose it.

 Indestructible Hunger
When you take damage you can choose to take -1 ongoing until you 
sate one of  your appetites instead of  taking the damage.  If  you 
already have this penalty you cannot choose this options.

 A Good Day To Die
As long as you have less than your CON in current HP (or 1, or 
whichever is higher) take +1 ongoing.

 Kill 'Em All
Requires:  Appetite for Destruction
Take another move from the Figher, Bard or Thief  class list.  You 
may not take multiclass moves from those classes.

 War Cry
When you enter battle with a show of  force (a shout, a rallying cry, a 
battle dance) roll +CHA.  On a Hit, both, on a Pass, pick 1:
• Your allies are rallied and take +1F
• Your enemies feel fear and act accordingly (avoiding you, hiding, 

attacking with fear driven abandon)

 Mark of Might
When you take this move and spend some uninterrupted time 
reflecting on your past, you may mark yourself  with a symbol of  
your power (a long braid tied with bells, ritual scars or tattoos)  Any 
intelligent mortal creature who sees this symbol knows instinctively 
that you are a force to be reckoned with and treats you appropriately.

 More! Always More!
When you satisfy an appetite to the extreme (destroying something 
unique and significant, gaining enormous fame, riches, power) you 
may choose to resolve it.  Cross it off  the list and mark XP.  While 
you may pursue that appetite again, you no longer feel the burning 
desire you once did.  In its place, choose a new appetite from the list 
or write your own.

 The One Who KNocks
When you defy danger, on a 12+ you turn the danger back on itself, 
the MC will describe how.

Arthem



Gear

Healing Potions

Rations

WEight: 1 - 50 Coins

1 WEight

WEight: 13 coins

20 coins = 3 uses

Your Load: STR+

Adventure Gear

Heals 10 damage or 
removes 1 debility

Dungeonworld

Level: [9] • 1 • 2 • 3 • 4 • 5 • 7 • 8 • 9

Hack and Slash
When you attack an enemy in melee, roll+STR. 
On a Hit (10+) you deal your damage to the enemy and avoid 
their attack. At your option, you may choose to do +1d6 damage 
but expose yourself  to the enemy’s attack.
On a Pass (7–9) you deal your damage to the enemy and the 
enemy makes an attack against you.

Volley
When you take aim and shoot at an enemy at range, roll+DEX. 
On a Hit (10+) you have a clear shot—deal your damage. 
On a Pass (7-9) deal your damage, but choose one:
• You have to move to get the shot placing you in danger of  the 

GM’s choice
• You have to take what you can get: -1d6 damage
• You have to take several shots, reducing your ammo by one.

Defy Danger
When you act despite an imminent threat or suffer a calamity, say 
how you deal with it and roll. If  you do it…

 …by powering through, +STR
 …by getting out of  the way or acting fast, +DEX
 …by enduring, +CON
 …with quick thinking, +INT
 …through mental fortitude, +WIS
 …using charm and social grace, +CHA

On a Hit (10+) you do what you set out to, the threat doesn’t 
come to bear. 
On a Pass (7-9) you stumble, hesitate, or flinch: the GM will offer 
you a worse outcome, hard bargain, or ugly choice.

Defend
When you stand in defense of  a person, item, or location under 
attack, roll+CON.
On a Hit (10+) hold 3. On a Pass (7–9) hold 1. So long as you 
stand in defense, when you or the thing you defend is attacked you 
may spend hold, 1 for 1, to choose an option:

• Redirect an attack from the thing you defend to yourself
• Halve the attack’s effect or damage
• Open up the attacker to an ally giving that ally +1 forward 

against the attacker
• Deal damage to the attacker equal to your level

Spout Lore
When you consult your accumulated knowledge about something, roll+INT. 
On a 10+ the GM will tell you something interesting and useful about 
the subject relevant to your situation. On a 7–9 the GM will only tell you 
something interesting—it’s on you to make it useful. The GM might ask you 
“How do you know this?” Tell them the truth, now.

Discern Realities
When you closely study a situation or person, roll+WIS. On a Hit (10+) ask 
the GM 3 questions from the list below. On a Pass (7–9) ask 1.
Take +1 forward when acting on the answers.
• What happened here recently?
• What is about to happen?
• What should I be on the lookout for?
• What here is useful or valuable to me?
• Who’s really in control here?
• What here is not what it appears to be?

Parley
When you you have leverage on a GM character and manipulate them, 
roll+CHA. Leverage is something they need or want. On a Hit they ask you 
for something and do it if  you make them a promise first. On a Pass (7–9), 
they need some concrete assurance of  your promise, right now.

Aid or Interfere
When you help or hinder someone you have a Bond with, roll+Bonds with 
them. On a 10+ they take +1 or -2, your choice. On a 7–9 you also expose 
yourself  to danger, retribution, or cost.

Recover
When you do nothing but rest in comfort and safety after a day of rest you 
recover all your HP.  After three days of rest you remove one debility of  
your choice.  If  you’re under the care of  a healer (magical or otherwise) you 
heal a debility for every two days of  rest instead.

TAKE WATCH
When you’re on watch and something approaches the camp, roll+WIS.  On a 
Hit you’re able to wake the camp and prepare a response, the camp takes +1 
Forward.  On a Pass you react just a moment too late; the camp is awake 
but hasn’t had time to prepare.  You have weapons and armor but little else.  
On a miss whatever lurks outside the campfire’s light has the drop on you.

Your Armor:
 Chainmail 1 armor, 1 weight
 Scale armor 2 armor, 3 weight
 Adventuring Gear 1 weight

Starting Gear:
 Dungeon Rations 1 weight
 Shield +1 Armor, 2 weight
 Antitoxin  (0 weight)
 Poultices and herbs (1 weight)

8

Spells:

Inventory

ROTES
Every time you commune, you gain access to all of  your rotes without 
having to select them or count them toward your allotment of  spells.

 Light Rote
An item you touch glows with divine light, about as bright as a torch. 
It gives off  no heat or sound and requires no fuel but is otherwise like 
a mundane torch. You have complete control of  the color of  the flame. 
The spell lasts as long as it is in your presence.

 Sanctify Rote
Food or water you hold in your hands while you cast this spell is 
consecrated by your deity. In addition to now being holy or unholy, the 
affected substance is purified of  any mundane spoilage.

 Guidance Rote
The symbol of  your deity appears before you and gestures towards 
the direction or course of  action your deity would have you take then 
disappears. The message is through gesture only; your communication 
through this spell is severely limited.

Level One
 Cure Light Wounds

At your touch wounds scab and bones cease to ache.  Heal an ally you 
touch of  1d8 Damage.

 Sanctuary
As you cast this spell, you walk the perimeter of  an area, consecrating 
it to your deity.  As long as you stay within that area you are alerted 
whenever someone acts with malice within the sanctuary (including 
entering with harmful intent).  Anyone who receives healing within a 
sanctuary heals +1d4 HP.

 Speak with the Dead Death
A corpse converses with you briefly.  It will answer any three questions 
you pose to it to the best 

 Bless Ongoing
Your deity smiles upon a combatant of  your choice.  They take +1 
ongoing so long as battle continues and they stand and fight.  While 
this spell is ongoing you take -1 to cast a spell.

 Magic Weapon Ongoing
The weapon you hold while casting does +1d4 damage until you 
dismiss this spell.  While this spell is ongoing you take -1 to Casting

 Cause Fear Ongoing
Choose a target you can see and nearby object.  The target is afraid 
of  the object so long as you maintain the spell.  Their reaction is up 
to them:  flee, panic, beg, fight.  While the spell is ongoing you take 
-1 to cast a spell.  You cannot target entities with less than animal 
intelligence (magical constructs, undead automatons, and the like).


