
THE RELIC BEARER V1.0

 GOOD
Defend the weak and unfortunate.

 CHAOTIC
Destroy a corrupt figure of authority

 LAWFUL
Bring a lawbreaker to justice.

 EVIL
Kill or enslave the weak and unfortunate

 GUHYAKI
You are so tenacious and tough that it's scary.  When you Bend 
Bars/Lift Gates roll +CON instead of +STR

 HUMAN
When you suffer a debility you may take 2 damage to take +1 
Forward when using that stat.

 YAKSA/YAKSHA
When you Defy Danger and use your small size to your 
advantage, take +1.

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

____________ bond text.

Bond text ____________ bond text.

Bond text ____________.

Ayudhapurasha (Holy Weapon Personified)
You carry with you some sort of relic of the gods.  Though outwardly it may not appear to 
be a weapon, you can use it in combat with deadly effect.
Choose a base description (all are 2 weight)
 Trishula (trident) Vel (spear)
 Anka (elephant goad) Ghanta (bell)
 Gada (mace) Dhunanchi (incense burner)
 Khatvanga (club) Mala (prayer beads)
Choose the range that best fits your weapon

• Hand
• Reach
• Close

Choose two enhancements
• Hooks and spikes - +1 damage, +1 weight
• Perfectly balanced.  Add precise tag
• Sharp - +2 piercing
• Serrated or studded - +1 damage
• Glows in the presence of one type of creature – your choice
• Huge – add messy and forceful tags
• Versatile – choose an additional range
• Well-crafted - -1 weight

Choose a look
• Ancient Made of precious metal
• Unblemished Sinister
• Ornate Made of bones

This may never be taken as a multiclass move.

Bend Bars/Lift Gates
When you use pure strength to destroy an inanimate obstacle roll +STR.  On a 10+ 
choose 3.  On a 7+ choose 1.
 It doesn't take a long time
 Nothing of value is damaged
 It doesn't make much noise
 You can fix the thing later without much effort

Personified
Your holy weapon has a personality and can talk to you.  Name your relic and give it a 
personality trait.  Choose one Hireling skill (see pp. 36-37) to give your relic at +1.  You 
may make use of this skill as long as the relic is in your hands.

 

Race/Background

Human Names (male):  Tanvir, Mamun, Ornob, Zubayar, Antu, Parvaz, Apon, Rifat
Human Names (female):  Rupa, Hilli, Tamana, Rahi, Hasina, Disha, Kusim, Borna
Guhyaki Names (male):Sharang, Hemal, Jai, Tandin, Dorji, Bikash, Jigme, Bhuwan
Guhyaki Names (female):  Male name with prefix “Tai-”, Yangti, Chimi, Pelden, Khawae
Yaksha/Yaksa Names (Gender Neutral):  Moon, Gentle Voice, Steadfast, Merit, Life

10#

Alignment/Drive

Eyes :  harsh, weathered, wise, astonished, squinty, beady
Hair: helmet, elaborately styled, simple, bald, long and lustrous
Hero Mark:  your relic is your hero mark
Body Fit, bulky, musclebound, whipcord, squarish, no neck



Your load is 10+STR.  You start with your relic  and dungeon rations (ration, 5
uses, 1 weight).  Choose your defenses:

 Chainmail (1 armor, worn, 1 weight)
 Reinforced Scale (2 armor, worn, clumsy, 2 weight)

Choose two:
 2 healing potions (0 weight)
 Shield (+1 armor, 2 weight)
 Antitoxin (0 weight)
 Adventuring gear (5 uses, 1 weight)
 Poultices and herbs (2 uses, slow, 1 weight)
 22 coins

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

 MERCILESS
When you deal damage, do +1 damage.  When you deal damage with your
relic, do +1d4 damage.

 AUGURY
When you consult with the spirit of your relic it will give you insight into 
your current situation and might ask you something in return.  Roll +CHA.  
On a 10+ the GM will give you an honest, straightforward answer.  On a 7-9 
the GM will give you an obscure answer.  The GM may then ask one 
question that you must answer honestly.

 AUGMENTED
Choose one extra enhancement for your relic.

 AWAKENING
The Hireling move you chose under Personified improves to +2.  Choose an 
additional Hireling move that you gain while holding your relic at +1.

 IRON HIDE
As long as your relic is with you (held or on your person) gain +1 armor.

 ARMOR MASTERY
When you make your armor take the brunt of damage dealt to you, the 
damage is negated but the value of your armor or shield(your choice) is 
reduced by 1 each time you make this choice.  If the armor value is reduced 
to 0 the item is destroyed.

 SEEING RED
When you discern realities while in combat, take +1

 INTERROGATOR
When you parlay using threats of violence as leverage, you may use STR 
instead of CHA.

 SCENT OF BLOOD
When you Hack and Slash an enemy with your relic, your next attack 
against the same foe deals +1d4 damage

 MULTICLASS DABBLER
Choose another non-multiclass 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.

 BLOODTHIRSTY
(Replaces:  Merciless)
When you deal damage deal +1d8 damage.

 FULLY AWAKE
Requires:  Awakening)
Your relic is now fully awake and aware, and can take on the form of 
someone of your race and act independently of you.  Your original move 
under Personified increases to +3, the move you took under Awakening 
increases to +2, and you gain a third Hireling move at +1.

 EYE FOR WEAPONRY
When you look over an enemy's weaponry ask the GM how much damage 
they do.

 SUPERIOR WARRIOR
When you hack and slash on a 12+ you do your damage, avoid their attack, 
and impress, dismay, or frighten your enemy.

 STEEL HIDE
(Replaces:  Iron Hide)
As long as your relic is with you (held, on your person, or in your presence) 
you gain +2 armor.

 ARMORED PERFECTION
(Replaces:  armor mastery)
When you make your armor take the brunt of the damage dealt to you, 
the damage is negated and you take +1 forward against the attacker, but the 
value of your armor or shield (your choice) is reduced by 1 each time you 
make this choice.  If the armor value is reduced to 0 the item is destroyed.

 TASTE OF BLOOD
(Replaces:  scent of blood)
When you Hack and Slash an enemy while in the presence of your relic, 
your next attack against the same foe deals +1d8 damage

 MULTICLASS INITIATE
You may choose a non-multiclass move from another class.  Treat your level
as one lower for choosing the move.

 BLESSED BY ASSOCIATION
You may choose one non-multiclass move from the Priest class.  Treat your 
level as one lower for choosing the move.

 


