


Animal Handling

(Canines)........ccceeennnnnn 12
Animal Handling
(Equines).......cccevvvnnnene 12
Animal Handling
(Felines).......cceeeeernnnnne 12
Animal Handling
(Snakes)..ccceeenrenneennnen 12
Armoury (Body Armor).. 73
Armoury

(Melee Weapons) .......... 3
Armoury

(Missile Weapons) ........ 13
Autohypnosis.......c...eues 31
Axe/Mace......cccevvvuennnns 81
Blind Fighting.............. 32
Blowpipe.....ccovvurrinnnns 83
Boating........ccoevuvrinnnnn. 13
Body Control............... 32
Body Sense................. 13
Bolas......ccoevviuniinnnnnns 3
Bow ...cuviiiiniiiiniiiinnns 83
Boxing....ccoeveveniennnnnans 93
Brawling ........ccoeveunnees 93
Breaking Blow ............. 32
Breath Control............. 32
Broadsword ................ 81
Camouflage................. 3
Carousing.....ccoeeeevenenns 13
Cartography.........c...... Th
Climbing .....ceevvvvennnnns Th
CloaK....coeuveneenrenrennnnne e
Connoisseur (Art)......... T4

Connoisseur (Luxuries) .. T4
Connoisseur (Weapons) . 74

Counterfeiting ............. T4
Crossbow ......cevvvnnneeee 83
Current Affairs ............ T4
Dancing ...cceeevenveninnnns 5
Detect Lies........ceuuue.ee 5
Diagnosis ......coveuveenneee 5
Diplomacy ......oeevvuneneee V5]
Disquise ....ccceverrenrnnnnns 5

SkiL Rererence LisT
(Al page numbers from Doneeon Fantasy RPG AbveNTURERS)

Disquise (Animals)........ 15
Escape...ccceeuvinreninnnnnne 5
Esoteric Medicine (Chi) .. 32
Esoteric Medicine

(Druidic) «oeevvvveeeennnnnnes 25
Esoteric Medicine (Holy) 22
Exorcism...cccoveveninnnnens 22
Fast-Draw (Arrow) ....... 76
Fast-Draw (Knife)......... 76
Fast-Draw (Potion)....... 76
Fast-Draw (Scroll)........ 76
Fast-Draw (Sword) ....... 76
Fast-Draw

(Two-Handed Sword) .... 76
Fast-Talk
Filch cevveveieniiinininianns
First Aid....cccvevenennnnen.

Forced Entry ............... 11
Forgery...ccccovvvvuninnnens
Gambling
Garrote..........
Gesture....veeerenreennenns
Hazardous Materials ..... 11
Heraldry
Herb Lore....
Hidden Lore (Demons) ... 78
Hidden Lore

(Divine Servitors)......... 18
Hidden Lore

(Elder Things).............. 18
Hidden Lore (Elementals) 78
Hidden Lore (Faerie)...... 18
Hidden Lore

(Lost Civilizations) ....... 18
Hidden Lore (Magic Items)
................................ 78
Hidden Lore

(Magical Writings) ........ 18
Hidden Lore

(Nature Spirits) ........... 18

Hidden Lore (Spirits)..... 78
Hidden Lore (Undead).... 78

Immovable Stance........ 32
Innate Attack (Beam) .... 79

Innate Attack (Breath)... 79
Innate Attack (Gaze) ..... 19
Innate Attack (Projectile) 79
Interrogation .............. 79
Intimidation ............... 79
Jitte/Sai eeuuuneeeenrenenees 81
Judo..cueniinniiinniiinnne. 92
Jumping....ceeevenvnninnens 79
Karate .....cccoevvuneninnnne. 94
(T P 32
Knife....cooveeniiinniinnnnes 81
Knot-Tying .....cceuvvenenns 79
Kusari ....ccoeeeveeveennnnns 82
Lasso ...ovvvuniiiniiinnnnees 80
Leadership........cceuveueee 80
Lifting c..oeeenveennennnnees 80
Light Walk.................. 33
Lip Reading..........c...... 80
Lockpicking................. 80
Main-Gauche............... 81
Meditation..........ccc..... 80
Mental Strength........... 33

Merchant.........ccccceuueee 82
Mimicry (Animal Sounds)83
Mimicry (Bird Calls)...... 83
Mimicry (Speech) ......... 83
Mind Block.......c....c..... 33
Musical Composition..... 83
Musical Instrument....... 83
Naturalist.......ccoeveennnee

Navigation.........ceeuveuns

Net voieiiiiiiiniiieiennans

Observation
Occultism...cceveennrennnnee
Panhandling
Parry Missile-Weapons .. 33
Performance
Pharmacy.......cocevvuvenne

Physiology (Animals) .... 85
Physiology (Constructs) . 85
Physiology (Demons) .... 85
Physiology (Elementals). 85

Physiology (Plants)....... 85
Physiology (Undead) ..... 85
Pickpocket
Poetry ...ccovvenvinveninnnns

Power Blow ..........
Pressure Points
Propaganda........... .
Prospecting........cccuveent
Psychology (Constructs). 86
Psychology (Demons) .... 86
Psychology (Elementals) 86
Psychology (Faeries) ..... 86
Psychology (Undead)..... 86
Public Speaking
[TT | N
Rapier ....ccoevvvenvennnnnnns
Religious Ritual
Religious Ritual (Druidic)86
Research .......c..cuuveueeee
Riding (Camel).......

Riding (Dolphin)
Riding (Dragon)
Riding (Horse) .......
Running.....ccevevvenvannns
Saber ....coevuiiiniinniinnnns
Savoir-Faire
Scrounging ...........
Seamanship .
Search.....cccevvnienninnnes
Sex Appeal............
Shadowing............
Shield (Buckler)
Shield (Shield) .......
Shortsword........... .
Singing .c.evvvvvniinnnnnnnns
SKiing..ooveeiveniennnnnnns
Sleight of Hand
B 11T/ R
Smallsword...........
Smuggling ............
Spear ....oevieniiiinnininnns
Spear Thrower

Hiking ..oeeeeereeeennnnnnne. 78  Physiology (Faeries)...... 85 Speed-Reading
Holdout ....ccevnrinnnnnnnee 78  Physiology (Hybrids)..... (i N ¢ 1 .
Your Final Skill Cost IF Skill Difficulty Is...
Level Fasy Average Hard  Very Hard

Attribute-3 - - - 1
Attribute-2 - - 1 2
Attribute~1 = 1 2 i
Attribute+0 1 2 L 8
Attribute+1 2 L 8 12
Attribute+2 L 8 12 16
Attribute+3 8 12 16 20
Attribute+4 12 16 20 24
Attribute+5 16 20 24 28
Attribute+6 20 24 28 32

Stealth ...covvenvenienennnns 89
Strateqy.....ccevevveninnnns 90
Streetwise ......ceeeevenenns 90
Sumo Wrestling ........... 92
Surgery.....ceeveiinnninnnns 90
Survival (Arctic)........... 90
Survival (Desert).......... 90
Survival (Island/Beach).. 90
Survival (Jungle).......... 90
Survival (Mountain)...... 90
Survival (Plains) .......... 90

Survival (Swampland) ... 90
Survival (Woodlands) .... 90

Swimming ......cceevveneans 90
Tactics.uereuerenrenrennnennes I
Teaching .......cceovvuernnnee I
Thaumatology .............. 9N
Theology.....ccueeurenennnns 9N
Theology (Druidic)......... 91
Throwing .....cccuvveunvnnnee I
Throwing Art .............. 34
Thrown Weapon

(Axe/Mace)......cccvvvunnnn. 91

Thrown Weapon (Dart) ...91
Thrown Weapon

(Harpoon).......ccevvveennn. 91
Thrown Weapon (Knife)..91
Thrown Weapon

(Shuriken) ...ceeeeerennnnnnnn 91
Thrown Weapon (Spear) .91
Thrown Weapon (Stick) ..91

Tonfa..ccccvenveneeneennnnen. 82
Tracking.....cceveveevnnennns 92
Traps coeeeevenveneenennnnnnns 92
Two-Handed Axe/Mace .. 81
Two-Handed Flail ......... 81
Two-Handed Sword ...... 82
Urban Survival ............ 94
Ventriloquism ............. 94
Veterinary .......c.coeeveuene Pl
Weather Sense............. 94
Whip .ceviiniiiiinniiennns 82
Wrestling .....c.ooeevnnneen. 93
Writing .ooooveenvennnnnennns Pl



Delvers TO GROW

DELVEKS m GROW

DESIGN AND> WRITING

Kevin Smyth (Author)
Douglas H. Cole (Additional Material)

ART PROPUCTION

Billy Blue: billyblueart.com Juan Ochoa: www.juanochoa.co Douglas Cole (Editinq, Layout,
Dean Spencer: deanspencerart.com Kriz Villacis: artstation.com/krizevil G hic Desi d Art Direction)
Eren Arik: erenarik.com Ksenia Kozhevnikova: kseniakoz.com raphic Uesign, an rtUirection
Gerasimos Kolokas: gerasimoskolokas.com Rick Troula: ricktroula.artstation.com

John Blaszczyk: artstation.com/johnmblaz

THE SKOGURENDA MEATGRINDER PROGFREADING
Andrew “Dalin” Roy, Andy Motdoch (Stix4armz), Dan “The Aleksandr Valkov, Captain Joy, Che Webster, Erik

Klosh” V., David E. Nichols, Esa Lord, Filip Obsieger, kreios, Forslund, John B. Harmon 1V, Joseph Fries, Matthew

Marko S. Vujnovic , Mati Morag, Paul Henrichsen (Woeful HC) Senkow, Michael Begel, Riley Williams Il, Vic LaPira
Introduction ..........c........ 2 Fast Delvers..........ceeeune.. 12 Spell Lists.ooiiniiiniiiniinninn, 26
Build-A-Bjorn Basic modules ...........cceeeeenns U Recover Energy .......oco.eeeevsscenennes 26
(How To Use This Book).......... 2 Advanced modules ................ 15 Dlsadyantaqe Modules 30
Slush Fund and Quirks................... 3 Keeping Your Distance .................. 15 Adjusting Secondary Characteristics.30
Cross Training .......ccocvuiiniiiniinnns % Upgrade Modules .................. 17 New Advantages..............33

Strong Delvers................. 5 Smart Delvers ............... 20 Loadouts ........ccevvvurreeen..36

Basic modules .......cccoevuveinenens 6 Basic modules ..eeeeeeenenennnnnn, 71 Like New, Barely Used .......cc..ec.n... 37
Advanced modules ................. 7 Advanced modules ....unenenn.n.. 77 Nordlond Battle Shield.................. 38

Throwing Hands.......cocoeeeaensuseecees & Upgrade Modules................. 23 IndeX....cccevveviiiiininnn 10
Upgrade Modules....................

ISBN: 978-1-950368-42-6 (Softcover); 978-1-950368-43-3 (PDF)
DELVERS TO GROW ©2021 GAMING BarLListic, LLC

The following is designated as product identity of GamiNg BaLLisTIC: GAMING BaLLIsTICc and DELVERS To GRow, are trademarks of GamInG
BatListic, LLC.

DunceoN Fantasy RoLEPLAYING GAME™, PoweRED BY GURPS®, GURPS®, and the names of all products published by STEVE JacksoN GAMES
Incorporated are trademarks or registered trademarks of STEVE JacksoN GAMEs Incorporated, and used under license by Gaming Ballistic.
DunGeoN FaNTasy RoLEPLAYING GAME™ and all derived works © 2017 by STEVE JacksoN GAMEs Incorporated. All rights reserved.

The scanning, uploading, and distribution of this material via the Internet or via any other means without the permission of the publisher is illegal, and
punishable by law. Please purchase only authorized electronic editions, and do not participate in or encourage the electronic piracy of copyrighted materials.

Your support of the authors’ rights is appreciated.

1



DELVERS T¢ GROW

INTROPUCTION

Stories about dungeon delving present forays into dank, dark, monster-filled catacombs as scary. You
don’t expect to enter, loot, and leave without breaking a sweat. And yet dungeons—and the DuncEoN
Fantasy RPG monsters books—are full of “fodder,” and the 250-point PCs presented in ADVENTURERS
smack them down as such. That is not terribly scary. But what if the adventure centered around the
spear-carriers, wizards’ apprentices, and fledgling rogues who make up delving’s equivalent of minor

league baseball?

This book helps you create delvers for whom a few
hobgoblins or a large, angry animal can be a real
threat. Even if the story centers on more competent
delvers, the templates presented here are suitable for
hirelings (ExpLoITts, P. 90) at 62 or 125 points.

Moreover, DELVERS To Grow is designed to get you
into the game quickly. Many of the decisions inherent
to creating a character for the DuncEON FaNTASY RPG
have been cooked into the templates and modules
here: Even a novice player should be able to go from
concept to playable character in minutes. For the
experienced player, DELVERs To GrRow offers a handful
of new advantages—special abilities that can still be
earned by existing characters, or to new characters
built without the book’s modular method.

RecoMMENDED READING

DELVERS T0 GROW provides all the information needed
to put traits on your character sheet and get ready
to play—quickly!—but those traits are detailed in
ApvVENTURERS and Exprorrs for the DuNGEON FANTASY
RPG. Ifyou're planning to play a spellcaster you'll need
SpeLLs. The wrestler professional template is detailed
in Pyramip #3/111—while the needed advantages are
reprinted here, to get a full rundown on what the
profession can do you'll want the article. NorbpLONDR
Fork offers a wider selection of racial templates; HaND
oF Ascarp offers many new holy abilities and options
to customize your holy warrior or cleric. Neither is
required, but each offers players more customization
options.

Bup-A-Biorn (How To Use TrHis BOoK)

To build a character, first select a template, then make the choices needed to customize it by selecting
modules as directed. Add the resulting attribute and secondary characteristic levels, advantages,
disadvantages, skills, and spells to the character sheet, remembering that attribute increases also
improve secondary characteristics. This modular approach means attribute and skill levels are
unpredictable, so templates and modules instruct players to spend a number of points on a given skill
or distribute a number of points between several skills instead of simply presenting it as “Stealth-13
[4]” When your choices are finalized, you can convert points to skill levels using the Skill Cost Table

(ADVENTURERS, P. 70).

TEMPLATES

As in ADVENTURERS, every character starts with a
template. These follow the same guidelines from
that book (see Understanding Professional Templates,
ADVENTURERS, P. I3). The templates in DELVERs To GRow
are divided into three categories:

- STroNG DELVERS. The well-rounded athletes of the
bunch. Strong delvers include the barbarian, holy
warrior, and knight professions from ADVENTURERS
and the wrestler from Pyramip #3/111. The strong
template also makes a suitable starting point for
NPC guards, haulers, or blacksmiths.

« Fast DELVERS. These characters focus on skills that
require accuracy and reaction speed. Fast delvers
include the martial artist, scout, swashbuckler, and
thief; the template also serves for NPC artisans who
do fine work, as well as physical entertainers like
acrobats and dancers.

 SMART DELVERS. Experts, lore-masters, and wielders
of supernatural power: spellcasters. Smart delvers
include the bard, cleric, druid, and wizard, but the
category also suits merchants, sages, scribes, and
other NPCs who need to exercise brains instead of
brawn.



Each category provides templates at three power
levels:

+ Novice (62 points). These adventurers are just
starting out their career, with barely enough points
to cover their profession’s basic module and one
upgrade module. Playing at this power level can be
a challenge—with primary skills in the 11-13 range,
there’s little room to get fancy—but with a little
caution and good teamwork they can thrive.

+ JOURNEYMAN (125 POINTS). At this power level
adventurers have acquired their profession’s
advanced module. The template features slightly
higher attributes, while skill levels start to move into
the generous end of the bell curve. A journeyman
delver still finds adventuring to be a dangerous
challenge (if it weren’t dangerous, it wouldn'’t pay so
well), but they have nearly all of their profession’s
tools to help them survive.

+ MasTER (187 PoINTs). With 75% of the points needed
for a full 250-point professional template, master
delvers have come into their own. A second upgrade
module allows for more customization, and heroes
at this level of power should have most (if not all) of
the skills and advantages their profession requires.
By this point in their career delvers probably
won't find individual minion-level enemies to be
a significant threat, but should still avoid getting
caught alone by groups of foes. Really, that’s always
good advice.

INTRODUCTION

MobuLES

DeLvers To GrRow takes a modular approach to
character generation, simplifying the decisions
needed to build a character and significantly reducing
the time to table. Each template requires selecting two
disadvantage modules, a basic module, and an upgrade
to set you down the path of your profession and give
you a bit of specialization. Higher cost templates offer
advanced professional modules and an additional
upgrade module.

Basic MobuLes. These correspond to the 11 professions
presented in ADVENTURERS, plus the wrestler. They
typically include one or two advantages, a handful
of key skills, and a list of options from which to
choose the character’s primary weapon skill. The
combination of template and basic module sets your
selected profession right away.

Apvancep MobuLes. These are first available on
the 125-point templates, and further enhance the
character’s professional competence. They include
more advantages, an expanded list of skills, and
options from which to select a character’s secondary
weapons (usually ranged attack skills). With the
advanced module, the character should have all of the
“required” advantages, disadvantages, and skills for
their profession.

UrGrRADE MobpuLes. These focused packages help
a character stand out from the crowd. Most of

SuusH Funn and QUIRKS

professional templates can be found here, as

the optional advantages and skills from the
well as increases to attributes and secondary

SLusH FuNp. Sometimes a player doesn’t have 25 (or 50)
character points lying around to buy a module, but would
really like to purchase pieces of it. In other cases, they
may purchase a module and find that the recommended
skill point allocations don’t quite add up to a full skill
level (you can’t make use of just three points in Knife) or
that they already have some of the advantages it contains.
In the former case, it’s just fine to buy a module one piece
at a time: This is just normal advancement (ExpLorts, PP.
91-94) with the module as a guideline. In the latter case,
save the points as a ‘slush fund’; they can be used to buy
advancement outside of the module (for when you really,
really need to learn Speed-Reading) or saved to purchase
another module later.

Quirks. Even with Delvers to Grow and pre-built
disadvantage packages, delvers are encouraged to take up

to five quirks, which can go into the slush fund or be traded
gy for cash (this reduces the character’s total point value). dff§
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characteristics. At its simplest, an upgrade
module is just 25 points of related purchases
that make a character better at a particular
aspect of their profession. Unless otherwise
noted, each upgrade module can only be taken
once.

Di1sapvaNTAGE MobuLEs. Using modules for your
disadvantages is optional—players can always
choose their character’s disadvantages freely—
but these provide pre-selected groups of themed
disadvantages. This can make characters
seem somewhat like caricatures (“Wait, you're
Curious, Impulsive, and Overconfident?”), but
packaging them together serves as an easy
jumping-off point for new and experienced
players alike: characters in the DUNGEON FANTASY
RPG tend to be just five familiar tropes in
a horned helmet anyway. Even without the
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caricature, the disadvantage packages provide two
strongly linked sets of behavioral, social, or physical
traits. It’s easier for a player to remember and play
their character as a DiISINHERITED PALADIN than keep in
mind a list of six to eight separate disadvantages that
spell out the particulars ... even though they are the
same thing in the end.

NorPLONDR FOLK

Not every novice delver needs to be human. When it
comes to building delvers on a budget, there can still
be room for a racial template. Consider these options
to make a racial template fit (in order of best to worst):

+ Replace an upgrade module (or two) with a racial
template, moving any overflow into the slush fund
(see SLusH Funp aND Quirks). This is the simplest
way to handle it and works for most of the races
presented in ADVENTURERS or NorRPLONDR FoLk. In
a pinch, add the five points a character gains from
taking quirks to help pay for the racial package.

- Use points spent on attributes or secondary
characteristics that the racial template improves:
Elves get +1 DX, so an elf using the 62-point Strong
Template can spend 20 points on the racial template
instead of DX and still end up with DX 11.

- Use points spent on attributes or secondary
characteristics that your racial template doesn’t
improve. This should be done carefully: A
swashbuckler or thief with DX 10 isn’t going to be
much good to a party!

- As a final option, a character could abandon

H Cross TRaINING L !

gy Picces by Sean Punch in Prraww #3/113. ]

Strong warriors benefit from DX; fast martial
artists are more effective when their strikes
land with power. Both strong and fast templates
can make use of 1Q-based skills, and specifically
benefit from Will and Perception. Cross-training
is good! But the templates and modules present-
ed here are designed so that they focus on and
eventually build to (more or less) match the full
professional templates presented in Apvenrurers:
You should be able to track a character’s pro-
gression all the way from a 62-point knight to
a 250-point knight. Players looking for a more
free-form or less specialized character should
use the advice under Custom Professions (Apven-
TURERS, P. 14), or check out the article Five Easy

the template entirely; just pick a racial template,
then spend the remaining available points on the
attributes, advantages, and skills offered by one of
the templates and a related basic module. They’ll
catch up eventually, assuming they survive their
adventures!



STRONG DeLvers

STRONG DELVERS

With a focus on physical attributes—especially ST and HT—every delving party will want a strong
delver or two to dish out damage, soak up attacks, and (perhaps most importantly) carry loot. Keep in
mind that while strong delvers are “fighters,” novice delvers aren’t capable of the same feats of arms that
are the hallmarks of their 250-point counterparts. Succeeding in a fight when your primary weapon
skill is 13-14 requires intelligent tactics, teamwork, and the occasional dirty trick instead of simply
swinging away with multiple limb-cleaving attacks and rapid strikes.

Novice [62 Points]

JourneYman [125 points]

ST 12 [20] HP 12 [0] Basic Speed 5.50[0]
DX 11[20] Will 10 [0] Basic Move 5 [0]
IQ10[0] Per 10[0]

HT 11[10] FP11[0]

MobuLes

 Two -25-point disadvantage modules.
+ One basic 25-point module.

+ One 25-point upgrade module.

SKiLLs
Choose one of these options:

+ Spend 12 points on a two-handed melee combat skill
from your professional template, or

« Spend eight points on a one-handed melee combat
skill from your professional template and four points
on the Shield (DX/E) skill.

Orrions: Instead of two disadvantage modules and an
upgrade module, take just one disadvantage module
and no upgrade module; this is often appropriate for
hirelings, who may have trouble getting a job if they're
bogged down by disadvantages.

ST 12 [20] HP 12 [0] Basic Speed 5.75 [0]
DX 11[20] Will 10 [0] Basic Move 5[0]
IQ10[0] Per 10[0]

HT 12 [20] FP 12 [0]

MobuLEs

+ Two -25-point disadvantage modules.

« One 25-point basic module and its matching 50-
point advanced module.

+ One 25-point upgrade module.
SKiLLs

First spend these mandatory points:
« Spend one point on Brawling (DX/E).

« Spend two points on a ranged or secondary weapon
skill from your professional template.

Then choose one of these options:

+ Spend 12 points on a two-handed weapon skill from
your professional template, or

« Spend eight points on a one-handed weapon skill from
your professional template, and four points on the
Shield (DX/E) skill.
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Master [187 points]

ST 13[30] HP 13 [0] Basic Speed 6.00 0]
DX 12 [40] Will 10 [0] Basic Move 6 [0]
IQ10(0] Per 10 [0]

HT 12 [20] FP 12 [0]

MobuLes

- Two -25-point disadvantage modules.

+ One basic 25-point module and its matching 50-
point advanced module.

« Two 25-point upgrade modules.

SKILLS
First spend these mandatory points:

- Spend four points on one of your advanced module’s
secondary weapon skills.

+ Spend two points on Brawling (DX/E).
Then choose one of these options:

+ Spend 16 points on a two-handed melee combat skill
from your professional template, or

« Spend 12 points on a one-handed melee combat skill
from your professional template, and four points on
the Shield (DX/E) skill.

BAsic MobULE£S

The basic modules are a delver’s first steps into a larger world. That world consists of defeating foes
through strength, skill at arms, and possibly the assistance of various divine beings.

BagrsariaN [25 poinTs]

Hory Warrior [25 poinTs]

When starting their career, barbarians are less
“mountain of meat” and more “flank steak.” With High
Pain Threshold and a smattering of wilderness skills
boosted by their Outdoorsman talent, the barbarian’s
basic module positions them well to grow into the
strongest delver on the team.

Apvanraces: High Pain Threshold [10]; Outdoorsman 1
[10].

SkiLLs: Spend one point each on the following skills:
Camouflage (IQ/E),

Naturalist (IQ/H),

Navigation (IQ/A),

Survival (any) (Per/A), and

Tracking (Per/A).

WEAPON RECOMMENDATIONS:
Axe/Mace and Shield or
Two-Handed Sword.

At this point level the holy warrior is best suited to
stamping out minor evil like skeletons and imps;
leave the peshkali and liches for more experienced
delvers. There’s an extra disadvantage on this module
to represent the holy warrior’s code of behavior,
which helps buy their additional abilities and Higher
Purpose. With the gods on their side, the holy warrior
is destined to become the strongest delver on the team.

SECONDARY CHARACTERISTICS: +1 Will [5].

Apvantaces: Higher Purpose (Slay Demons
or Slay Undead) 1 [5]; Holiness I [5]; Rest in
Pieces[1].

DiSADVANTAGES: Replace -10 points
in disadvantages from one of your
disadvantage modules with one of the
following: Honesty (12) [-10], Sense of
Duty (Good Entities) [-10], or Vow (Own
no more than horse can carry)[-10].

SkiLLs: Spend one point each on the
following skills: Hidden Lore (Demons
or Undead) (IQ/A), Leadership (IQ/A),
Meditation (Will/H), Physiology
(monster type) (IQ/A), Psychology
(monster type) (IQ/A), Religious Ritual
(IQ/H), Strategy (IQ/H), Tactics (IQ/H),
and Theology (IQ/H).

WEeAPON RECOMMENDATIONS: Axe/Mace
and Shield or Polearm.



SwasHBUCKLER [25 PoINTS]

FasT DeLvers

Thier [25 pPoints]

The swashbuckler’s initial skill choices focus on
mobility both in and out of battle, with Carousing
allowing you to play socialite when hanging out at
the inn. They're the only delver whose basic module
includes Weapon Master: They don’t need high ST
to deal damage, letting them focus on becoming the
fastest delver on the team.

ADVANTAGES: Weapon Master (One Weapon) [20];
Weapon Bond (One Starting
Weapon)[1].

SkiLLs: Spend one point
each on Acrobatics,
Carousing,

Jumping, and

Stealth.

WEAPON
RECOMMENDATIONS:
Rapier or

Rapier and

Shield (Buckler).

With a focus on high Per, finesse work, and entry/
egress skills, the thief’s basic module is about making
them a stealthy dungeon explorer, not a killing
machine. Choose this profession if you want to
focus on finding traps and hidden doors, bypassing
locks, and scouting for the party. With a little time,
experience, and remembering that treachery always
defeats skill, you'll earn the title of
fastest delver on the team.

SECONDARY CHARACTERISTICS: +2

Perception [10].
Apvantaces: High Manual Dexterity [5].

SkiLLs: Spend one point each on Acrobatics (DX/H
Carousing (HT/E), Climbing (DX/A), Escape (DX/H),
Filch (DX/A), Forced Entry (DX/E), Shadowing (IQ/A),
and Sleight of Hand (DX/H). Spend two points on one
weapon skill or one point each on two weapon skills.

),
)

WEAPON RECOMMENDATIONS: Main-Gauche, using a long
knife. Or two long knives.

ADVANCED MODULES

The advanced modules for fast delvers contain some truly excellent advantages that are, in many cases,
unique to these professions. These abilities act as force multipliers, mitigating the lower ST that the

heavy investment in DX and HT required.

MartiaL Artist 11 [50 points]

With this module, the martial artist adds Trained by a
Master and some Chi skills. Depending on your other
choices, the best options for those are likely the ones
based on DX or HT. If you plan to take Throwing Art,
you can spend points from your ranged weapon skills
allocation to that instead.

SECONDARY CHARACTERISTICS: +1 Basic Move [5].
Apvanrtaces: Trained by a Master [30].

SkiLLs: Spend three points on Acrobatics. Spend two
points each on five Chi Skills (ADVENTURERS, PP. 31-34).
Spend one point on Meditation. Spend one point on one
of your secondary weapon skills. Ideally drop this
point into a skill you already have: Ranged weapon skills
require dedicated investment to be useful!

SeEcoNDARY WEAPON SkiLLs: Blowpipe (DX/H), Sling
(DX/H), Throwing (DX/A), or Thrown Weapon (Dart,
Knife, or Shuriken) (DX/E).

L KeepiNGg Your Distance B

Sometimes all the acrobatics in the world
won’t let a delver close the gap. The desper-
ate or daring can simply throw their blade!
Anyone with a an appropriate Weapon Master
specialty can learn Thrown Weapon (Swords),
which can be used to hurl any blade wielded
using the Broadsword, Rapier, Saber, Shorts-
word, Smallsword, or Two-Handed Sword skill.
Ranged combat stats are: Acc 0; Range x0.5/x1
(for weapons up to 4 Ibs) or x0.2/x0.5 for
heavier ones; RoF 1; Shots T(1); ST as usual for
the weapon; and Bulk equal to weight in pounds
plus longest Reach in yards, rounded up (e.q.,
-5 for a rapier). Damage is the same as when
used for a melee thrusting attack, modified as
usual for quality, magic, weapon master, and

il S0 on. I'E
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Drun 1l [50 points]

SMART D€LveRs
Wizarp 11 [50 poins]

Like the cleric, the druid’s advanced package
makes them a little bit more buff. Improving Power
Investiture greatly increases the available spell list,
and this package also rounds out the profession’s
wilderness skills. The druid’s role is still very much
“the one who deals with the nature stuff’—they’ve
hardly turned over a new leaf—but with an expanded
spell repertoire at least they can branch out from those
roots.

AtTRIBUTES: +I ST [10]; +1 HT [10].

Apvantaces: Upgrade Power Investiture 1 (Druidic) [10]
to Power Investiture 3 (Druidic) [30].

SkiLLs: Spend two points each on Climbing (DX/A)
and Stealth (DX/A). Spend one point each on Disguise
(Animals) (IQ/A), Esoteric Medicine (Druidic) (Per/H),
Mimicry (Animal Sounds or Bird Calls) (IQ/H), Poisons
(IQ/H), and Veterinary (IQ/H). Spend an additional point
on your chosen secondary weapon skill.

SeEcoNDARY WEAPON SkiLLs: Blowpipe (DX/H), Bolas
(DX/A), Innate Attack (any) (DX/E), Lasso (DX/A), Net
(DX/H), Sling (DX/H), Throwing (DX/A), or Thrown
Weapon (Spear or Stick) (DX/E).

Urcrabe

The wizard’s strength is always going to be their
big spell list, and a big part of making that useful is
increasing Magery. This upgrade does that, as well as
giving a lot of spell choices (important when you're
navigating complex prerequisite chains), and rounds
out the brainy delver’s skill list.

ApvanTaces: Energy Reserve (Magical) 3 [9]. Upgrade
Magery 1[15] to Magery 3[35].

SkiLLs: Spend four points on Alchemy. Spend three more
points on your chosen secondary weapon skill. Spend

one point each on Meditation (Will/H), Occultism (IQ/A),
Speed-Reading (IQ/A), and Teaching (IQ/A).

SpeLLs: Spend one point each on ten additional spells.

SEcONDARY WEAPON SKILLS: Innate Attack (any) (DX/E),
Sling (DX/H), Throwing (DX/A), or Thrown Weapon
(Dart) (DX/E).

MobuLes

The smart delver upgrade packages provide an eclectic mix of specialization and shoring up the
weaknesses which naturally occur buying powers and IQ, which both can be quite expensive.

Acent [25 points]

Like the Fixer module, your focus is on enriching
yourself and the party. Unlike the fixer, you operate
on charm instead of breaking the law. You sell loot at
80% of its value, and should have an easy time making
the reaction roll to get an additional 20% (see Getting a
Good Price, EXPLOITS, P. I5).

PREREQUISITE: Bard.
ApvanTaces: Wealth (Wealthy) [20].

SkiLLs: Spend three points on Merchant (IQ/A). Spend
one point each on Connoisseur (Art Objects) (IQ/A) and
Connoisseur (Luxuries) (IQ/A).

Beast-Tamer [25 points]

Normal animals don’t pose much of a threat to 250-
point delvers. Earlier in their careers, though, a pack of
vicious wolves or a stampeding bison can be a serious
problem. These are commonly encountered when
traversing the wilds to get to where the treasure is.
Intelligent foes also use animals as guards or scouts.
Fortunately for you, the animals usually like you more.

PRreREQUISITE: Druid, or Bard with Expanded Bardic
Talent focused on the Animal college.

ApvanTAaGEs: Animal Empathy [5]; Animal Friend 3 [15].

SkiLLs: Spend one point each on Intimidation, Veterinary,
and on three different specializations of Animal
Handling.

OrtioNAL: If you have Song of the Wild (ADVENTURERs, P.
18), Speak With Animals (ADVENTURERS, P. 24), or Beast
Speech (SPELLs, p. I8) you can replace Intimidation
with either Diplomacy or Fast-Talk.
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Tarentep Caster [25 points]

You've focused on improving your spellcasting
prowess. This module can be taken multiple times, but
your total spellcasting talent can never exceed 6.

PREReQuUISITE: Bardic Talent, Power Investiture, or
Magery.

SPeLL

ADVANTAGES: Add one level to your existing spellcasting
talent for 10 points. Buy five levels of an appropriate
Energy Reserve (Clerical, Druidic, or Magical) [15].
Druids may buy FP instead of Energy Reserve, up to
1.5% their HT.

LisTs

These spell lists are offered as packages to speed up character creation. Experienced or choosy players
can always pick spells themselves instead of selecting one of these themed lists. Each spell list is broken
into three groups: one with eight spells for 67-point delvers, one that adds two more for 125-point
delvers, and one with five more spells for 187-point delvers. Wizard spell lists include the extra spells that
profession gets in its basic and advanced modules. All Very Hard spells are noted (VH); the rest are Hard.

Barp

Bards’ limited college selections mean that a bard
early in their career should pick a focus and stick
with it. Offensive mind control spells tend to have
high FP costs and are resisted, making them dicey
prospects when starting out. Effective choices focus on
improving allies’ abilities or on the bard’s information-
gathering and communication specialties.

AUDIOPHILE

Most bards need instruments to make music. You
don’t, though the music produced by the Voices spell
doesn’t substitute for the singing needed to cast bardic
spells! In addition to its entertainment value, you can
use sound as a weapon, silencing enemy spellcasters
or potentially stunning foes with a focused jet of noise.
You should take the Innate Attack skill to get the most
use out of Sound Jet. At higher point values your songs
can take weak-willed foes out of the fight entirely.

62 poInTs: Noise, Silence, Sound, Great Voice, Sound
Jet, Thunderclap, Voices, and Wall of Silence.

125 poINTs: Hush and Mage-Stealth.

187 roInTs: Daze, Delayed Message, Foolishness, Mass
Daze, and Sense Life.

Recover ENERGY

None of the spell lists have Recover Energy
on them. This requires Skill-15, and at these
ability levels, that means spending points
best spent elsewhere. Either dig into your
Slush Fund, spend Quirk points, or wait to
grow into it as you gain in experience.

KNOWLEDGE-SEEKER

Your magic is useful for detecting potential danger
(even seeing through walls!) and for determining what
sort of magical challenges the party is dealing with. At
higher point values, you can help your party’s scouts
see trouble coming or even pull answers from your
foes’ minds.

62 POINTS: Analyze Magic, Aura, Detect Magic, Glass
Wall, Identify Spell, Measurement, Sense Emotion,
and Sense Foes.

125 POINTS: Lend Language and Sense Evil.

187 poINTs: Alertness, Borrow Language, Keen Hearing,
Keen Vision, and Mind-Reading.

MENTALIST

Your songs manipulate peoples’ minds. Early in your
career this package focuses on improving your allies’
abilities and spooking your enemies, but eventually
you’ll be able to control your foes or force them
to switch sides. Many of these spells are resisted:
Consider taking upgrade modules that improve your

spellcasting ability in order to overcome your subjects’
WilL

62 poINTs: Bravery, Fear, Keen Hearing, Keen Vision,
Panic, Sense Emotion, Sense Foes, and Truthsayer.

125 PoINTS: Mind-Reading and Soul Rider.

187 poiNTs: Charm, Control Person, Loyalty, Possession,
and Terror.
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DISADVANTAQE MOPULES

Anything that constrains your choice among many possible actions is a Disadvantage within the context
of DELVERs To GRow (and the DuncEoN Fantasy RPG in general). Being law-abiding constrains your actions,
especially if laws are unjust or arbitrary. An abrasive personality cuts off some avenues for social
climbing or hiring needed henchmen. In some fantasy societies (and many historical real ones), some
Social Stigmas—such as being excommunicated or outcast—can have tragic, even fatal consequences.

All templates call for acquiring two of these Disadvantage modules; some allow buying back some
number of points as part of certain modules. These serve the same function (and cost the same amount)
as the —50 points of Disadvantages referenced in Disadvantages (ADVENTURERs, P. 13). If you prefer, you can
always choose -25 or —50 points in disadvantages from that book instead of picking the modules below.
Moreso than most modules, these are meant to be guides rather than requirements. Some modules
are incompatible with one another (you can’t be Overweight and Skinny, or Callous and Charitable,
for instance): They can’t be taken together. In some cases, multiple modules may have the same
disadvantage—Sense of Duty (Adventuring Companions) is popular. These should also not be taken
together, or you can make up for the duplicated disadvantage by choosing another one of equal value.

Accursep [-25 roints]

Some magical accident—or serious transgression
against the gods—in your past has left you bearing
an unusual curse. Animals shy away from your
very presence, and holy magic is twisted into
ineffectiveness by your foul aura (you can’t be a cleric).
This even manifests as some visible supernatural
weirdness that makes it nearly impossible to disguise
yourself or blend in. Getting rid of the supernatural
taint takes more than a simple Remove Curse; see
Buying off Disadvantages (ExpLorts, P. 93).

DisabvanTacks: Frightens Animals [-10]; Social Stigma
(Excommunicated) [-10]; Unnatural Features 5 [-5].

ArrOGANT NoBLE [-25 PoINTS]

You may not actually be of noble birth, but you're
determined to act as if you are. You value good
breeding and good manners, and look down your
nose those who have the temerity to have been born
low-class. Even among your adventuring peers, your
superiority complex makes you more than a little

Crookep [-25 points]

You and the law never really got along. It's not your
fault things keep finding their way into your pockets,
really, and if people didn’t want their stuff stolen they
shouldn’t just leave it lying around. Or in their pockets.
Or tied to their belts. You do have a code of behavior—
more guidelines than actual rules—but it hasn't really
been enough to keep you out of trouble.

DisapvanTaGes: Code of Honor (Outlaw’s) [-5];
Kleptomania (12) [-15]; Social Stigma (Criminal Record)

[-5]

Darr Knigt [-25 poinTs]

Not necessarily a formal knight—not necessarily any
kind of warrior at all—you uphold a code of behavior
dedicated to protecting those who can’t protect

themselves and meting out justice to evildoers. Your
brand of justice, however, is usually terminal.

DisabpvanTaces: Bloodlust (12) [-10]; Code of Honor
(Chivalry)[-15].

difficult to work with.
DisapvaNTAGES: Code of !I

AniusTING SEconDary CHaRACTERISTICS

Honor (Gentlemen’s) [-10];
Intolerance (Low-Class
Rabble) [-5]; Stubbornness (6)
[-10].

You’ve got lower secondary characteristics than your basic attri-
butes would indicate. This disadvantage module is special: instead of
taking —25 points in disadvantages, replace up to —15 points worth of
disadvantages from a different disadvantage module with the same
value in reduced Secondary Characteristics: HP, Will, Per, FP, Basic
Speed, or Basic Move. These reductions are subject to the limitations
on Apventurers, rr. 9-11. It’s most common to reduce Basic Speed to
the nearest whole number!

30



New ADVANTAGES

NEW APVANTARGES

Delvers to Grow presents many abilities that are directly taken from Adventurers. But it also has a few
new abilities, collected here for convenient reference.

Expanpep Barpic TaLent [10 poinTs]

Bardic traditions vary: In the tales of some cultures,
bards (or other magicians whose focus is music) can
weave illusions, ward against attacks and hostile
magic, tame animals, or heal the injured. When you
choose this advantage, also choose one magical college:
Animal, Healing, Illusion, or Protection and Warning.
You can cast spells from those colleges as though they
were bardic spells; for wizardly spells, use the existing
prerequisites but treat Magery as Bardic Talent. For
druid or cleric spells, read the existing casting talent
prerequisite as if it were a Bardic Talent prerequisite.
These are bard spells in all respects: They're affected
by mana instead of sanctity or nature’s strength and
they require the bard to sing as part of the casting
ritual.

Feverep Derense [1 point]

Sometimes you really, really need to get out of the way.
When those times come up, you can spend 1 FP before
rolling to get +2 on a single active defense roll. This can
be done for any number of rolls, costing 1 FP each.

HerBaceous Mastery [10 poinTs]

Most practitioners of the Herb Lore skill take hours
or days to brew up their concoctions. You do it in
minutes from easily-scavenged plants. When crafting
a natural preparation (anti-toxin, garlic, wolfsbane, or
other plant the GM rules needs processing), balm of
regeneration, a potion of healing (of any potency), true
water, or universal antidote with the Herb Lore skill,
ignore the rules on Exprorts, p. 13. Crafting simply
takes you 1dx5 minutes and costs nothing—instead
just make a roll against Herb Lore. Pharmacy and
Naturalist can act as complementary skills.

Mobiriers: -1 per full $250 of the concoction’s value; -3
for each cumulative attempt (successful or not) in the
same day at the same location (at least an hour’s travel
is needed). If you have time to spare, taking 1dx5 hours
instead of minutes gives you +3. Modifiers for nature’s
strength (SPELLs, PP. 6-7) also apply to this roll: it’s
much easier to find what you need in the wilderness
than in town!

Success creates the item; failure (including critical
failure) just wastes your time. On a critical success, you
make two of whatever you were crafting. Concoctions
prepared this way have two disadvantages. First, they
only last 24 hours before breaking down (or wilting
into uselessness), and second (as a result of the first)
they cannot be sold in town.

As a final benefit, if you have the Gizmos advantage
you can use it to instantly produce one healing
potion or natural preparation, which must be used
immediately. Use the standard rules above, but ignore
any penalties for repeat attempts or nature’s strength
(bonuses still apply). The GM may optionally extend
this advantage to allow the brewing of poisons as well,
using the Poisons skill in place of Herb Lore but with
all the same modifiers.

Heroic SPeLLSLINGER [20 poinTs]

PRrEREQUISITE: Spellcasting talent 1+; at least one Missile
spell.

You've mastered the art of casting Missile spells,
providing you with a number of special benefits:

+ You use a Concentrate maneuver to cast and throw a
Missile spell in a single turn. This follows most of the
normal rules for Missile spells. If your spellcasting
roll succeeds, you can invest energy up to the normal
limit for a single turn, then immediately make a roll
against the Innate Attack skill to hit a target instead
of holding it in hand. If you choose to do this, both
the casting and attack roll are at —3.

« You add your Spellcasting Talent to your Innate
Attack (Projectile) skill.

+ When using an Attack or All-Out Attack maneuver
to throw a Missile spell (not when using the special
‘cast and blast’ Concentrate maneuver above), you
automatically add your missile’s Acc bonus to your
attack roll. If you Move and Attack, instead ignore
the normal penalties for that maneuver.

« Finally, you take no penalty to hit if you are in close
combat, and halve all penalties for pop-up attacks
(ExrLorts, P. 42) or opportunity fire (ExPLOITS, P. 43).
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LOADQUTS

No adventurer is complete without a set of gear. Each of the loadouts in this chapter is presented with

the following information:

» Loadout Name. A descriptive name, followed by the
cost (in $) and weight (in 1bs). This is the total.

- An itemized list of gear in the loadout. Unless
otherwise noted, these items can be found in
ADVENTURERS, PP. 95-1I8.

» The damage resistance of any armor included in
the loadout, along with which locations it protects
(see Piecewise Armor, ADVENTURERS, P. 109). This value
includes the benefits of any enchantments on the
armor.

Some of these loadouts are more expensive than a
starting delver’s $1000 can cover. For those without
the Wealth advantage, trading points for cash—from
the slush fund or from quirks—is always an option
(Extra Money, ADVENTURERS, P. 95). Buying armor on the
cheap is also an option: Reduce the cost of the armor
package by 60% and reduce all DR values by 1. Be
careful: Some ‘cheap’ armor is still heavier and more
expensive than just using a lower-DR armor type! The
GM may also want to forego detailed bookkeeping and
let characters begin with gear that makes sense for

their profession and chosen skills, just letting players
select the kits appropriate to the character. This is the
best approach for NPCs: Hirelings should bring the
tools of their trade with them.

None of these packages include any weapons (though
ammunition features in some of them). That’s because
weapon skill choices are so broad that DELVERs To GROwW
would have to provide an individual “loadout package”
for each weapon—a job that’s already been done in
ADVENTURERS, PP. 96-106. Whatever weapon skill you
choose for your character, make sure you save enough
money to buy one: A swashbuckler without a sword
isn't going to get far!

If you're in a hurry, then the fastest approach to
gearing a new delver is to take the Basic Kit (below);
purchase a melee weapon (matching the character’s
weapon skills), a shield if applicable, and a ranged
weapon (if appropriate). Then evaluate your remaining
encumbrance limit and funds and distribute it
among armor, the tools of your trade (lockpicks for
thieves, a power item for spellcasters, etc.), and useful
consumables.
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Increased Perception

........................ DFA10
Increased Strength DFAS
Increased Will ..... DFA10
Indomitable

Infravision

Injury Reduction .. DEMI1
Intuition ........... DFA50
Invisibility.......... DEMII
Language............ DFA51
Language Talent... DFA51
Lifting ST ........... DFA16
Limited Camouflage
............... ... DFM11
| 1TV SN DFA51
Luck, Extraordinary
........................ DFA51
Luck, Ridiculous... DFA51
Magery .............. DFAL41
Magic Resistance.. DFA51
Mantis Strike ...... DFA31
Mind Shield......... DFA51
Multi-Aim ...DFA35

Nature’s Shield....DFA24
Nictitating Membrane
... DFMI11
... DFA51
... DFM11
... DFM11
... DFMI11
..DFM11

Night Vision..
No Blood......
No Brain ...
No Eyes ....
No Head....

No Neck.... ... DFMI11
No Vitals...... ... DFM11
Qutdoorsman...... DFA51

Penetrating Voice .DFA52
Perfect Balance....DFA52
Peripheral Vision .DFA52
Photographic Memory

Power Investiture

(Clerical) ........... DFA20
Power Investiture

(Druidic) ..vevvenene. DFA23
Pressure Support . DEMI11
Rallying Cry ....... DFAZ8
Rapid Healing...... DFA52

Rapid Healing, Very

Rapier Wit.........
Recovery............
Regeneration.......
Regeneration.......
Regrowth ...........
Resist Evil ..........
Resist Good ........
Resistant to Disease
........................ DFA52
Resistant to Poison
........................ DFA52
Rest in Pieces ..... DFAZ2T

Sacrificial Block.. DFAZ8
Sacrificial Parry...DFAZ9

Sealed ............... DFM11
Sensitive Touch ...DFA39
Serendipity ......... DFA52
Sharp (laws........ DFA43
Shield-Wall Training

........................ DFAZ9
Shield Mastery.....DFAZ9
Signature Gear-.....DFA53
Silence.....ocuueenns DFA35
Single-Minded ..... DEMI1
Slippery ....ccuuuveee DFMI2
Sonar......oeeueenens DFM12

Song of Command DFA18
Song of Echoes....DFA18
Song of Humiliation

........................ DFA18
Song of Sending...DFAI8
Song of Terror ....DFA18
Song of the Wild..DFA18
Speak With Animals

Disadvantages and Disadvantageous Traits

Compulsive Carousing

Compulsive Lying .DFA59
Compulsive Spending

Decreased Health... DFA9
Decreased Intelligence

......................... DFA8
Decreased Perception
........................ DFA10
Decreased Strength DFA8
Decreased Will..... DFA10
Dependency ........ DFM13
Disciplines of Faith

(Chi Rituals)........ DFA59

Disciplines of Faith

(Mysticism)......... DFA59
Disciplines of Faith

(Ritualism) ......... DFA59
Disturbing Voice ..DFMI3
Divine Curse ....... DEM13
Dread ......cccuuvvee. DFM13
Easy to Read...... DFA60
Fanaticism......... DFA60
it | GO DFAGH

Fewer Fatique Pts.DFA10
Fewer Hit Points .. DFA10
Frightens Animals DFA60

Gluttony ........... DFA60
Greed ......ccuuuenee DFA60
Gregarious......... DFA58
Gullibility ........... DFA61
Ham-Fisted......... DFA61
Hard of Hearing... DFA61
Hidebound........... DEM13
Honesty ............. DFA61
Horizontal .......... DEM13
llliteracy ............ DFA61
Impulsiveness ..... DFA61
Incurious ........... DFM13
Infectious Attack.. DEM11
Intolerance......... DFA61
Invertebrate........ DEM13
Jealousy ............ DFA61
Kleptomania ....... DFA62

....................... DFA48
Pickaxe Penchant DFA4L
Plant Empathy.....DFAZ4
KUtz .oveineennnnnns DFA62
Lame (Crippled Legs)
........................ DFA62
Lame (Legless).....DFA62
Lame (Missing Legs)
........................ DFA62
Laziness............. DFA62
Lecherousness...... DFA62
Lifebane....

Loner .....cceeuveene

Nervous Stomach .DFA63
No Fine Manipulators

No Manipulators ..DFM13
No Sense of Humor

Oblivious
Obsession

One Hand .......... DFA6L
Overconfidence... DFAG%
Overweight........ DFA64
Paranoia DFA6L
Phobia.............. DFAGH
Post-Combat Shakes
........................ DFA65
Pyromania..........DFA65
Quadruped.......... DFM13
Reprogrammable..DFM13
Sadism .....c.oeeeeee DFM13
Selfless....ccuuveenn DFA65
Semi-Upright ..... DFM14
Sense of Duty...... DFA65
Sessile.....couuneen. DFM14
Short Attention Span
.......... DFA66
Skinny DFA66
Slave Mentality... DFM14
Slithers............. DFM14
Social Stigma (Criminal
Record)............. DFA66
Social Stigma
(Disowned) ........ DFA66

Social Stigma
(Excommunicated) DFA66
Social Stigma
(Half-Breed)....... DFA66
Social Stigma
(Minority Group) . DFA66

........................ DFA24
Speak With Plants DFAZ4
Spider-Climb........ DFM12
Spider Climb ....... DFA31

Spirit Empathy ....DFA53
Springing Attack ..DFA37

Striking ST ......... DFA53
Strongbow.......... DFA35
Super Jump ........ DEMI2
Supernatural Durability

........................ DFM12
Teeth, Sharp....... DFAL3

Telescopic Vision .DFA35
Temperature Tolerance

(Cold) wevveerrnnnnes DFA16
Temperature Tolerance
(Hot) eveeeeerennnees DFA16
Terrain Adaptation
........................ DFM12
Terror ...ccveuveeneen DFMI2
Tiger Sprint........ DFA31
Tough Skin ......... DFA16

Trademark Move ..DFA53
Trained by a Master

........................ DFA31
Turning.............. DFAZ1
Unfazeable.......... DFA53
Uninterrupted Flurry
........................ DFA31
Universal Digestion
........................ DFM12
Unkillable........... DFM12
Unkillable (Total) .DFM12
Unliving............. DFMI2
Vibration Sense ...DFM12
Voice..coervuniriannns DFASYH
Wealth............... DFA54
Weapon Bond...... DFASH

Weapon Master....DFA54
Widget-Worker ... DFALY
Wild Magic.......... DFA41
Wild Talent......... DFA54

....................... DFA66
Stubbornness ..... DFA66
Total Klutz ......... DFA62
Trickster ........... DFA66
Truthfulness....... DFA67

Unfit (Very) ........ DFA67
Unhealing.......... DFM14
Unhealing (Total) DFM14
Unnatural.......... DFM14
Unnatural Features

........................ DFA6T
VoW ..eevvvnnnnnnnen. DFA67
Weakness .......... DFM14
Wealth............... DFA67
Weirdness Magnet DFA67
Wild Animal....... DFM14
Wounded............ DFA67
Xenophilia......... DFA68
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