
THE WARRIOR-POET (DRAFT 1)

 LAWFUL
Deny mercy to a criminal.

 GOOD
Endanger yourself to protect someone weaker than you are.

 EVIL
Force those weaker than yourself to serve you or your cause.

 HUMAN
When you pray for guidance, even for a moment, and ask 
“What here is evil?” the GM will tell you, honestly.

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

____________ misguided behavior threatens us all!

   

 ____________  has stood by me in battle, and I trust them 
completely.

I can always count upon ____________ to best me in a poetry 
contest.

The soul of ____________ is a worthy one, even if their flesh 
is sometimes weak.  I shall guard them from temptation.

Quest
When you dedicate yourself to a mission through prayer and ritual cleansing, state 
what you set out to do
 Slay [       ], a great blight upon the land
 Defend [     ] from the great iniquities that beset them
 Discover the truth of [     ].
Then choose up to two boons

• an unwavering sense of direction towards [     ]
• invulnerability to [      ] (edged weapons, fire, enchantment, etc.)
• Senses that pierce lies
• Freedom from hunger, thirst, and sleep
• A mark of divine authority (choose)
• A voice that transcends language

The GM will then tell you what vow or vows are required to maintain your boons
• Honor (cowardly tactics and trickery forbidden)
• Temperance (gluttony and sex forbidden)
• Piety (required observance of daily holy services)
• Valor (suffering an evil (or good, if character is evil) creature to live forbidden)
• Truth (may not lie)
• Hospitality (must comfort those in need, no matter who they are)

Lay On Hands
When you touch someone, skin to skin, and pray for their well-being, roll +CHA.  On 
a 10+ you heal 1d8 points of damage.  On a 7-9 they are healed but the damage is 
transferred to you.

I am the Law
When you give an NPC an order based on your divine authority, roll +CHA.  On a 7-9 
they choose 1
 They do what you say
 They back away slowly, then flee
 They attack you
On a 10+ you take +1 Forward against them.  On a miss they do as they please and you 
take -1 Forward against them

Armored
Ignore the clumsy tag on armor you wear

 

Race/Background

Human Names(male):  Rifat, Mithun, Zaman, Tuhin, Ornob, Mohan, Samir, Tanvir

Human Names (female):  Shoma, Ojana, Saba, Rahi, Nahar, Rodosi, Rimi, Mila, Shema

#

Alignment/Drive

Eyes:  kind, wise, fiery, confident, alert, sympathetic, hard
Hero Mark:  glowing eyes, crown, colored skin, noble bearing
Clothing:  rich, sumptuous, plain, simple, immaculate
Body:  fit, bulky, thin, handsome, shapely, noble, perfect



Your load is 10+STR.  You start with dungeon rations (ration, 5 uses, 1 weight)
, scale armor (2 armor, clumsy, 3 weight) and a bag of poetry books (5 uses, 2 
weight).  
Choose one:
 Aruval (Halberd) (reach, +1 damage, two-handed, 2 weight)
 Tulwar (long sword) (close, +1 damage, 1 weight) and shield (+1 armor, 2 
weight)

Choose one:
 Adventuring gear (5 uses, 1 weight)
 Dungeon rations (ration, 5 uses, 1 weight) and healing potion (0 weight)

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

 DIVINE FAVOR
You dedicate yourself to the service of the gods.  You gain the commune and
cast a spell cleric moves.  When you select this move, treat yourself as a 
cleric of level 1 for using spells.  Every time you gain a level thereafter 
increase your effective cleric level by 1.

 BLOODY AEGIS
When you take damage you can grit your teeth and accept the blow.  If you 
do you take no damage but suffer a debility of your choice instead.  If you 
already have all six debilities you can't take this move.

 SMITE
While on a quest you deal +1d4 damage

 HOLY PROTECTION
You gain +1 armor while on a quest

 VOICE OF AUTHORITY
You take +1 to order hirelings

 HEALER
When you heal an ally, heal +1d8 damage

 EXTERMINATUS
When you speak aloud your promise to defeat an enemy, you deal +2d4 
damage against that enemy and -4 damage against anyone else.  This effect 
lasts until the enemy is defeated.  If you fail to defeat the enemy or give up 
the fight, you can admit your failure but the effect lasts until you redeem 
yourself.

 CHARGE
When you lead the charge into combat, those you lead take +1 Forward.

 STAUNCH DEFENDER
When you defend, you always get +1 hold, even on a 6-

 SETUP STRIKE
When you hack and slash, choose an ally.  Their next attack against your 
target does +1d4 damage

 WARRIOR OR POET?
Choose one move from the Fighter or Bard playbook.  Consider your level to
be one lower than it is for purposes of which moves you have access to.

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

 EVIDENCE OF FAITH
(Requires Divine Favor)
When you see divine magic as it happens, you can ask the GM which deity 
granted the spell and its effects.  Take +1 when acting on the answers

 HOLY SMITE
(Replaces smite)
While on a quest you deal +1d8 damage

 EVER ONWARD
(Replaces:  Charge)
When you lead the charge into combat, those you lead take +1 forward and
+2 armor forward

 IMPERVIOUS DEFENDER
(Replaces:  staunch defender)
When you defend, you always get +1 Hold, even when rolling a 6-.  When 
you get a 12+ instead of gaining a hold, the nearest attacking creature is 
stymied, giving you a clear advantage.  The GM will describe it.

 PERFECT WARRIOR, PERFECT POET
When you quest you may choose up to three boons instead of two.

 TANDEM STRIKE
(Replaces:  setup strike)
When you hack and slash, choose an ally.  Their next attack against your 
target does +1d4 damage and they also take +1 forward against them.

 DIVINE PROTECTION
(Replaces:  holy protection)
You get +2 armor when on a quest

 PERFECT HEALER
(Replaces:  Healer)
When you heal an ally, heal +2d8 damage

 INDOMITABLE
When you suffer a debility (even through Bloody Aegis) take +1 Forward 
against whatever caused it.

 POET OR WARRIOR?
(Requires:  Warrior or Poet?)
Choose one move from the Fighter or Bard playbook.  Consider your level to
be one lower than it is for purposes of moves you have access to.

 


