
ASCETIC (DRAFT 1)

 CHAOTIC
Defy or circumvent authority

 GOOD
Defend or aid those who cannot defend or help themselves

 NEUTRAL
Destroy an item of monetary significance but no spiritual value

 EVIL
Utterly crush an enemy, but leave them alive and uncrippled

 HUMAN
When you observe a humanoid enemy's fighting style, ask the 
GM how much damage they do.

 GUHYAKI
Ignore the Forceful tag on any attacks made against you

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

____________  has badly misaligned energy, and needs my 
help to find inner peace

Though  ____________  is still hopelessly mired in illusion, I 
can still learn much from them.

Traveling with  ____________ disturbs my energies.  I must 
correct them or correct myself.

I must ignore the temptations presented by ____________.

Chakra Alignment
When you take a few minutes to meditate and align your chakras, set your Kundalini to 3. 
Your maximum kundalini is 3.  You may spend one kundalini to gain one of the following
effects
 Deal 1d6 damage forward, once per attack
 Flow around an incoming attack, halving its effect
 Break an inanimate object no larger than yourself with a seemingly effortless touch
 Use the ability granted to you by your Ascetic's path

 Turn undead per the Cleric move by forcefully chanting the sutra “Humee hum 
tumee tum wahe guru!” 

Martial Artist
You have perfected a personal style of fighting, such as braiding weights or blades into 
your hair, using your mustache as a whip, or fighting with elongated finger or toenails.  
Choose 1
 Hand, precise
 Hand, stun
 Hand, forceful 
 Close
You may always use unarmed strikes against creatures with dangerous forms without 
Defying Danger from these natural defenses.  In addition, whenever you use an unarmed 
strike against an opponent, you may choose to take 1d4 damage (ignoring armor) to deal 
+1d4 damage.

Path of Enlightenment
You follow a path of extreme self-denial, abstinence, and discipline to achieve personal 
enlightenment.  Choose a path from the list on page 3.  Each path gives you an additional 
move, a way to mark XP, and a restriction.  In addition you may never own anything more
than a loincloth or robe, a begging bowl, and (if you are feeling stylish) some beads.  If 
you ever violate any of your path's restrictions lose all held kundalini and take -1 ongoing 
until you have a chance to realign your chakras.

Wire Fu
When you perform an act of uncanny agility, balance, or coordination roll +DEX.  On
a 10+ choose 1.  On a 7-9 choose 2
 The action requires spiritual focus.  Spend 1 kundalini
 You expose yourself to danger or retribution, or you wind up somewhere you did not 

intend to be
 Your action causes some unintended collateral damage or change to the environment
 You strain yourself.  Take -1 ongoing to all DEX moves until you align your chakras.

 

Race/Background

Human names (male):  Meheddi, Bappi, Rashed, Adnan, Antu, Reza, Mishkat, Rajib
Human names (female):  Shoma, Ojana, Saba, Rahi, Nashar, Sunita, Nisita, Hasina
Guhyaki names (male):  Ratu, Sharang, Hemal, Jai, Tashi, Parash, Jul, Rajiv, Jas
Guhyaki names (female):  male name with prefix “Tai”, Khawe, Mindu, Letho

10#

Alignment/Drive

Eyes :  wise, eager, wild, crazy, clouded, crossed, mismatched
Hair:  long and – matted, infested, tangled, filthy, knotted
Heroic Mark:  animal mannerism, colored skin, aura, aroma
Body :  dirty, painted, scarred, pierced, hairless, hairy, wasted



Ayudhapurusha

Your Load is 4+STR.  This increases to 12+STR when you are carrying items 
for a holy purpose, such as a statue for a shrine or food to feed a starving 
village.

1 begging bowl (weight 0)
Loincloth or robe (weight 0)

Choose 1
 Beads (0 weight)
 Body paint (0 weight)

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

 AWAKENING
When you contemplate your surroundings and see the truth in things, 
you may Spout Lore with WIS instead of INT

 BE LIKE WATER
Add these to the list of deeds you can spend kundalini to perform

• Flow around a missile attack, preventing all damage
• Slip free from anything restraining you
• When you make camp, do not spend one ration
• Produce a small, useful item without spending Adventuring Gear

 OPEN HAND STRIKE
When you Hack and Slash with an unarmed attack and are holding 
kundalini, on a 10+ choose one of the following tags to add to your attack:   
+1 damage, Forceful, Ignores Armor, Messy, Precise, Stun

 INNER PEACE
When you align your chakras, set your kundalini to 4.  Your maximum 
kundalini is 4.

 MONKEY MOVES
When you try to get inside of a foe's reach, no matter what their size, 
take +1 to the attempt and +1 armor forward.

 ONE HUNDRED PATHS
You have learned much from studying other paths.  When you gain this 
move, choose a second path of Enlightenment  You may use that path's 
special ability by spending one kundalini.  This does not give you the path's 
restriction or the extra ability to mark XP.

 PRESSURE POINTS
Weapons you wield with the precise tag, including your unarmed strikes, 
gain +piercing equal to your WIS.

 SILENT
You are preternaturally silent and never make noise unless you want to.  You
never need to Defy Danger in order to move silently.

 STONE GUARD
While you hold Kundalini, you have 2 armor.

 WIND WALKER
When you use Wire Fu, on a 10+ you do not need to choose from the list.  
On a 7-9 you choose 1.

 ADVANCED MARTIAL ARTS
When you make an unarmed strike you may choose to take 1d4 damage 
(ignoring armor) and do +1d6 damage

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

 CHAKRA
When you manipulate the flow of kundalini energy in your body, take a 
debilitation of your choice and gain 1 kundalini, up to your maximum

 DANGER SENSE
When something hidden threatens you, the GM will give you a warning in 
the form of a hunch about where the danger lurks, but not it's nature.

 ENLIGHTENMENT
When you meditate, the GM will give you a useful insight into a problem at 
hand.  Take +1 Forward when you act on this information.

 FLOWING DEFENSE
When you use flowing movements and quick reflexes to turn an attack back 
upon itself you may defend with DEX instead of CON.

 ANAGAMI
Your unarmed strikes gain the magical tag.  When you deal damage with an
unarmed strike, if that damage is less than your WIS you may reroll your 
damage die.  You must accept the second roll.

 MOUNTAIN GUARD
(Replaces Stone Guard)
You have 2 armor.  When you hold kundalini, you have 4 armor instead.

 KUNDALINI STRIKE
(Requires Pressure Points)
When you Hack and Slash with a precise weapon (including your unarmed 
attacks) on a 12+ you disrupt your opponent's energies.  Choose 1:

• Disable one of your opponent's limbs
• Reduce your opponent's Kundalini by 1
• Immediately revoke one of your opponent's spells
• If your opponent is undead, immediately destroy it.

 ONE THOUSAND PATHS
(Requires One-Hundred Paths)
When you choose this move, choose a third path.  You may use that path's 
ability by spending 1 kundalini.

 ARAHANT
You may use the Master Move of your path.

 RISING PHOENIX
You do not take your last breath as long as you hold kundalini.  If you take 
damage while at 0 HP, lose 1 Kundalini instead

 ULTIMATE MARTIAL ARTS
(Replaces:  Advanced Martial Arts)
When you make an unarmed strike you may choose to take 1d4 damage 
(ignoring armor and do +1d8 damage.
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