
THE ARTIST-ADVENTURER 

 GOOD
Perform your art to aid the unfortunate

 NEUTRAL
Avoid a conflict or defuse a toxic situation

 CHAOTIC
Spur others to unplanned decisive action

 HUMAN
When you enter a civilized settlement someone who respects the 
custom of hospitality will take you as a guest in exchange for 
entertainment.

 VANYARA
When someone tries to detect your alignment, you can tell them 
anything you like

Fill in the names of your companions in at least one:

____________  is often the butt of my jokes.

I am creating a masterpiece regarding the adventures of 
____________ 

  

  ____________ does not trust me, nor do I trust them.

Only one person knows my greatest secret - ____________ 

MY ART FORM IS (circle 1)
Singing Dancing Storytelling Musical Instrument

Arcane Art 
When you weave a performance into a basic spell, choose an ally and an effect
 Heal 1d8 damage
 +1d4 Forward to damage
 Their mind is shaken clear of one enchantment
 The next time someone successfully assists the target with Aid, they get +2 instead of 

+1
Then roll +CHA.  On a 10+ the ally gets the selected effect.  On a 7-9 your spell works, 

but you draw unwanted attention or your magic reverberates to other targets, affecting 
them as well.  GM's choice.

Charming and Open
When you speak frankly with someone you can ask their player a question from the list 
below.  They must answer it truthfully, then they may ask you a question from the list 
which you must answer truthfully
 Whom do you serve?
 What do you wish I would do?
 How can I get you to - ?
 What are you really feeling right now?
 What do you most desire?
 Are you a god?

Lore
Choose an area of expertise
 Spells and magic
 The dead and undead
 History of the Known World
 Legends of past heroes
 The gods
When you first encounter an important creature, location, or item covered by your lore you
can ask the GM one question about it, which must be answered truthfully.  The GM can 
then ask you what tale, song, legend, etc. you heard that information from

A Port in the Storm
When you return to a civilized settlement that you have visited before tell the GM when 
you were last there.  They'll tell you how it has changed since then.

 

Race/Background

Human Names (Male):  Akesh, Sumon, Zahir, Rana, Sharnim, Rassel, Mamun, Imran
Human names (female):  Rupa, Kanta, Sadia, Mika, Kadia, Nipa, Laboni, Chandni, Ripa
Vanyara names (gender neutral):  Hriteek, Stwornima, Prishant, Bishnu, Asim, Proudel,
Santosh, Malashree, Mishal, Puspika, Prem, Sushant, Rajendra, Bikash, Poudel
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Alignment/Drive

Eyes: Happy, clever, knowing, deep, mysterious, attentive
Hair Fancy, wild, stylish, lustrous, frizzy, cap
Hero Mark:  colored skin, unusual eye color, aura, animal trait
Body:  Fit, rolly-polly, thin, tattooed, wiry



Your load is 7+STR.  You start with  dungeon rations (5 uses, 1 weight) 
Choose 1 (all are Weight 0)
 Your grandmother's saraswati veena
 A finely crafted dotara
 A lucky Shehnai
 Stolen pambai
 A half-dozen kathputli puppets, worn but well-loved
 KATHAI DANCE COSTUME

Choose one:
 Leather armor (worn, armor 1, 1 weight)
 Brightly colored clothing (worn, 0 weight)
Choose two:
 Khanda (rapier) (Close, precise, 2 weight)
  Worn bow(near, 2 weight), bundle of arrows (3 ammo, 1 weight)
 Adventuring Gear (5 uses, 1 weight)
 Bandages (slow, 3 uses, 0 weight)

When you gain a level from 2-5, choose from these moves.

 HEALING ART
When you heal with Arcane Art, you heal +1d8 damage

 SAVAGE EXPRESSION
When you grant bonus damage with Arcane Art, you grant an extra +1d4 
damage

 GOES TO ELEVEN
When you unleash a crazed performance, choose one target who can hear 
you and roll+CHA.  On a 10+ the target attacks the nearest ally in range.  On
a 7-9 they attack their nearest ally, but you also draw attention to yourself.

 METAL HURLANT
When you shout with great force or play a shattering note choose a target and
roll +CON.  On a 10+ the target takes 1d10 damage and is deafened for a 
few minutes.  On a 7-9 you still damage your target its out of control.  The 
GM will choose an additional target nearby

 A LITTLE HELP FROM MY FRIENDS
When you successfully aid someone you gain +1 Forward as well.

 ARCANE TONES
Your Arcane Art is now so strong that you can choose two effects instead of
one.

 DUELIST PARRY
When you Hack and Slash you may take +1 armor forward

 BAMBOOZLE
When you parlay with someone on a 7+ you gain +1 forward with them

 MULTICLASS DABBLER
Get one move from another class.  Treat your level as one lower for choosing
the move.

 MULTICLASS INITIATE
Get one move from another class.  Treat your level as one lower for choosing
the move.

When you gain a level from 6-10, choose from these moves or the level 2-
5 moves.

 HEALING CHORUS
(replaces Healing Song)
When you heal with Arcane Art, you heal +2d8.

 VICIOUS BLAST
(replaces Vicious Cacophany)
When you grant bonus damage with Arcane Art, you grant an extra +2d4 
damage

 UNFORGETTABLE FACE
When you meet someone you've met before (your call) after some time apart 
you take +1 Forward against them.

 REPUTATION
When you first meet someone who's heard songs about you roll +CHA.  On a
10+ tell the GM two things they've heard about you.  On a 7-9 tell the GM 
one thing, and they tell you one thing.

 ELDRICH CHORD
(replaces Eldrich Tones)
When you use Arcane Art, you choose two effects.  You also get to choose 
one of those effects to double.

 AN EAR FOR MAGIC
When you hear an enemy cast a spell, the GM will tell you the name of the 
spell and its effects.  Take +1 Forward when acting on the answers.

 DEVIOUS
When you are Charming and Open you may ask “How are you vulnerable to 
me.  Your subject may not ask this question of you.

 DUELIST'S BLOCK
(replaces Duelist's Parry)
When you Hack and Slash you take +2 armor forward.

 CON
When you parlay with someone, on a 7+ you also take +1 with them and get 
to ask their player one question which they must answer truthfully.

 MULTICLASS MASTER 
Get a move from another chass.  Treat your level as one lower for choosing 
the move.

 Advanced Move
Advanced Move text.

 


