
THE BARBARIAN (DRAFT 1)

 CHAOTIC
REJECT THE CONVENTIONS OF THE “CIVILIZED” WORLD.

 GOOD
Show mercy towards the undeserving

 NEUTRAL
Teach someone the ways of your people

.

 YAKSHA
You know how to make the most of a good time.  When you 
carouse you gain +1 to the roll.  You must still spend a 
minimum of 100 coins.

 VANYARA
You may choose one Starting ability from the Ranger or Druid 
playbooks.

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

____________  is weak and foolish, but amuses me.

____________ 's ways are confusing and make me 
uncomfortable

____________ incites my passion!

When I am fighting side-by-side with ____________ we are 
invincible!

Unencumbered, Unharmed
When you are below your Load and wear no armor, take +1 armor

The Upper Hand
Take +1 Ongoing to Last Breath rolls.  When you take your last breath, on a 7-9 you 
make an offer to the gods in return for your life.  If a god accepts you are returned to life.  
If not, you die.

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

What are you waiting for? (CON)
When you cry out a challenge to your enemies roll+Con.  On a 10+ they treat you as the 
obvious threat and ignore your companions, on a 7-9 only a few (the weakest and most 
foolhardy) fall prey to your taunting.

Herculean Appetites
Choose 2 appetites.  While pursuing one of your appetites, if you would roll for a 
move, instead of rolling 2d6 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 pursuit

 Power over others
 Mortal pleasures
 Conquest
 Riches and prosperity
 Fame and glory
 Enlightenment

 

 

Race/Background

Yaksha names (gender neutral):  Devout, Spiritual Wealth, Moon, Progress, Subduer
Steadfast, Merit, Auspicious, Enlightened Activity, Life Empowerment
Vanyara names (gender neutral):  Sunita, Nichal, Shristi, Gagan, Shirisha, Raju, Bina,
Bibek, Yangani, Yash, Kunja, Prakash, Menkhu, Suraj, Hina, Sahmi, Dipendra, Suskriti
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Alignment/Drive

Eyes:  fierce, cold, knowing, wild, calm, assured, bloodthirsty
Hair:  lots, none, hirsute, wild, tangled, perfect, braided, dreads
Hero Mark:   colored skin, animal face, oversized weapon
Body :  blocky, supple, muscular, scarred, rounded, thin



Your load is 6+STR.  You start with dungeon rations (5 uses, 1 weight), dagger
(hand, 1 weight), and a token of your homeland or family. 
Choose one:
 Halberd (reach, +1 damage, 2-handed, 2 weight)
 Spear (reach, thrown, near, 1 weight) X2
 Scimitar (close, +1 damage, 2 weight)
 Item (tags, # uses, # weight)
 Item (tags, # uses, # weight)

Choose one:
 Bow (near, far, 2 weight) and arrows (3 ammo, 1 weight)
 Shield (+1 armor, 2 weight)
Choose two:
 Adventuring gear (5 uses, 1 weight)
 Personal feast (Ration, 1 use, 1 weight)
 Poultices and herbs (2 uses, slow, 1 weight)
 Bling (worth 75 coins, 0 weight)

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

 STILL HUNGRY
Choose an additional appetite

 APPETITE FOR DESTRUCTION
Take a move from the Artist, Fighter, or Thief class list.  You may not take 
multiclass moves from those classes.

 MY LOVE FOR YOU IS LIKE A TRUCK
When you perform a feat of strength name one person present whom you 
have impressed.  You take +1 forward to parlay with them.

 WHAT IS BEST IN LIFE
If, at the end of a session, you have crushed your enemies, seen them driven 
before you, and heard the lamentations of their significant others, mark XP

 WIDE WANDERER
You have travelled widely.  When you arrive someplace ask the GM about 
any important traditions or rituals.  The GM will tell you what you need to 
know.

 USURPER
When you prove yourself superior to someone in power, take +1 Forward 
against their followers, underlings, and hangers on

 KHAN OF KHANS
Your hirelings always accept the gratuitous fulfillment of one of your 
appetites as payment.

 SAMSON
You may take a debility to immediately free yourself from one physical or 
mental restraint

 SMASH!
When you Hack & Slash on a 12+ pick one physical item that your 
opponent has,  They lose it.

 INDESTRUCTIBLE HUNGER
When you take damage you may choose instead to take -1 ongoing until you 
sate one of your appetites instead of taking damage.  If you already have this 
penalty you cannot choose this option.

 EYE FOR WEAKNESS
When you discern realities, add “What here is weak or vulnerable?” to the 
list of questions

 ON THE MOVE
When you defy danger caused by movement (such as falling off a cliff or 
rushing past armed guards) take +1

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

 A GOOD DAY TO DIE
As long as you have less than your CON in current HP (or 1, whichever is 
greater) take +1 ongoing

 KILL 'EM ALL
(requires Appetite for Destruction)
Take a move from the Artist, Fighter, Thief, or Ranger class list.  You may 
not take multiclass moves from those classes.

 WAR CRY
When you enter a battle with a show of force roll +CHA.  On 10+ take 
both, on 7-9 take 1

Your allies are rallied and take +1 Forward
Your enemies feel fear and act accordingly

 MARK OF MIGHT
When you spend some uninterrupted time reflecting on your past glories,
you may mark yourself with a symbol of your power (a long hair braid with 
bells, ritual scarification, tattoos, etc.)  Any intelligent mortal creature that 
sees you knows instinctively that you are a power to be reckoned with and 
treats you accordingly.

 MORE!  ALWAYS MORE!
When you satisfy an appetite to the extreme (destroying something unique 
and precious, gaining enormous fame, riches, power, etc.) cross it off the list 
and mark XP.  In it's place choose another appetite from the list or write your
own.

 ONE WHO KNOCKS
When you Defy Danger on a 12+ you turn that danger back upon itself.  The
GM will describe what happens.

 HEALTHY DISTRUST
Whenever unclean magic wielded by mortal men requires you to Defy 
Danger, treat rolls of 6- as 7-9

 FOR THE BLOOD GOD
Choose something that is pleasing to the gods – gold, blood, bones, etc.  
When you sacrifice those things as per your rites and rituals roll +WIS.  On a
10+ the GM will grant you insight into your current trouble or a boon to help
you.  On a 7-9 your sacrifice is not enough, and the gods take of your flesh 
or spirit as well, but you still gain some insight or boon.  On a 6- you incur 
the wrath of the gods.

 


