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Sacred Heroes

ntroduction

This is a game about the clash and exploratiodesls, morality, ethics, and
opinions.

The world of Pentasymm is in moral flux. A spidtevolution is taking place as
ideas come in conflict. Threads of thought aredpevaluated, old ones broken, new
ones spun, and all are being woven into the faifrtbe world.

Pentasymm has always been a world of many bebeatsntil recently these
different philosophies and religions were kept safgaand insulated from each other split
up into “Domains” which were defined by the RosauBdaries. For the people of the
lands of Pentasymm, there was no true realizatiahthe entire world didn’t share the
same beliefs, religions, and philosophy aboutdgehey did locally. People moving
across the Rose Boundaries, marked by strangdusses, went through a kind of
mental shift so that the beliefs of the new landensiddenly their own. But now for
some reason the Rose Boundaries have broken davaiéed. Why is not known, but
with the roses confused or dead, beliefs are comirgnflict as people realize there are
other beliefs, many of which are very inconsistent,there and no longer does the
mental shift take place going from land to land.

The world is also filled with spirits of many kisdwith some tied to beliefs and
ideals, others which are the personifications whfas well as others. Like the people,
the spirits somehow were kept apart by the bouaddrut now they flow through the
world and it seems the spirits are very intent onging their beliefs to all the lands and
people they can. The number of spirits seems\e lmcreased and they are all in a
struggle to find their way and express their outloothis new open world.

A new kind of spirit that is now active in Pentasyns the Sacred Hero. For a
long time the spirits of great heroes of the pasided at rest in a realm deep within the
fabric of the world. But now with the Rose Bournidarcoming down, the heroic spirits
are suddenly free and have returned to the warltese spirits are charged with great
purpose and convictions. The Heroes are attrdntede inconsistency of beliefs or
ideals. Drawn to where these inconsistenciesracenflict the Sacred Heroes manifest
in physical form to be judges, defenders, or ewestrdyers of the many, varied, and
inconsistent beliefs of the world.

It is the role of these Sacred Heroes that thegptatake on and play out the
Heroes’ struggles with all the conflicted beliefsladeas. One person is the Game
Master or GM. The GM plays the part of all theestbharacters and creatures the
Heroes come across. The GM also creates the tdsttd events that the characters
take part in and adjudicates the actions the cteratake.

To play you will need some pencils and paper, dnéast one set of polyhedral dice

ranging from a d4 to a d20. You may want sevestd ef dice. A few small items for
tokens such as glass beads is also needed.
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haracter Creation

Players take on the role of the Sacred Heroeseoivtirld. So what is a Sacred Hero?

Sacred Heroes are the spirits of great people thenpast of the world of
Pentasymm. These heroes have been called forthtfre fabric of the world and
charged with a sacred purpose. When differenetslideals, philosophies, or religions
come in contact which are inconsistent and conflith each other, this inconsistency
pulls on Sacred Heroes and brings them to wheredh#ict is taking place.

The Heroes tie their essence to facets of the palysiorld with character threads,
take physical form and enter the material worldhede summoned heroes of sacred
purpose must find and understand the inconsistandyfind a way to resolve it. The
heroes choose a side and then decide how theytavisinto resolve the situation, be it
by discussion, force of arms, or some other methbthe Sacred Heroes succeed in
defending their side then they strengthen themsedwd their beliefs. Fail and the
heroes may have their own beliefs changed to ntaethwhich defeated them.

Once resolved one way or another, the heroes qgdiyisrm passes away as the
character threads which tie them to the world sdearhe Sacred Heroes again float
through the world to the next inconsistency to agaake ties and enter the world.

Creating Your Hero

To create a Sacred Hero character you take thenfl steps:

1. Choose a Name

2. Define the Rose Threads
Then after all the players have a Hero, the grafmes a starting set of beliefs they
hold.

1. Choose a Name

Each Sacred Hero has a name. This name is inmpagat will always be the
same, regardless of what the character looks like @ble to do. Decide on the name of
your character and write it on the character sheet.

2. Define the Rose Threads

Sacred Heroes are defined by a group of multiedldnreads which tie to
different facets of their being. These threadd kagether into a form known as the Rose
Knot, as it looks much like a rose of many colarshie Sacred Heroes when they are in
their spirit form. Heroes actually do see eaclep#s roses that move through the
spiritual level of the world before they take ramid enter the physical world. Heroes are
sometimes known to move in groups sometimes reféa@as bouquets. Heroes,
especially those in a bouquet, can communicate \enare in spirit form although that
is as far as the interaction goes.
So the next part of defining a Hero is to define Rose Threads. There are eight threads
each with a different color. Each color of thréed a different meaning listed below.
For each thread come up with something about thie that is appropriate for the
meaning of that thread. You can choose just adoything for these threads, such as a
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person, an event in life, or some other facet scdption that the character is tied to.
There is no reason all the threads need to bereliffeand they can be related if you wish.

In play if these threads are pulled, you may a&bse Die to your roll (see the
conflict resolution section).

The colored threads have the following meanings:

Red: Love. Who or what does your character lo¥é®s could have been a
person in their original life, but it could be jugiout anything such as a culture, animals,
or art.

Yellow: Friendship. Who are your Hero’s closegrids? This can be one or
more of the other characters in the group, butula be a guild or other group of people
to whom you are particularly sympathetic.

White: Loyalty. Who or what is your characterabyo? This could bonds of
oaths to a king or nation that you still hold torfr life, or just to your own ideals. It
could be to your friends or even that you haveayalty but to money.

Purple: Fear. What does your Hero fear? Thisdcbe something from life or
something that has come about recently. It coalddmething concrete like snakes or
the dark, or something more abstract, like letpegple down.

Pink: Happiness. What does your character emaynaakes them happy. Like
fear this could be concrete like a good ale, oppega But it could also be walking in a
forest, or justifying people’s faith in you.

Orange: Pride. What is your character really drof? Again something you did
in life, a great adventure or overcoming a big ablt. Or it could be something more
like you are proud of your helpful and compassienvaays.

Blue: Dreams. What are the Hero’s dreams? Yeuwnaw a spirit that has
returned to life, is there something you didn’t@oplish in life or perhaps you just want
to continue to strive for something in your newstéance? What do you strive for?

Black: Death. How did the character originallg®i Did they pass peacefully of
old age with large families around them, or aloné deep in a dungeon at the hands of a
troll?

Although normally permanent, these threads cangdar be forced to change in
some cases. Such as your character may find davewor develop a new fear.

Other Aspects of a Hero

Besides the multicolored threads of the Rose, Isehage two other important colors of
threads, green threads and brown threads. A Hesanore then one of each of these
threads. Green threads are used for the experamtgrowth of the Hero, and the
brown threads are what are used to define the Bl@toysical form and abilities for a
particular inconsistency.

Green Threads are the threads of the leaves anmdddtthe Rose. These threads
tie to people, places, events, or something indwerture. What they tie to are chosen
by the player after the adventure to something whied meaning to their character.
Depending on what type of thing the thread is teedhe thread will have different
effects on the character. Looking over these ttes&an remind you of times your
character has had and see a record of their spifgurney. See the chapter on
advancement for more on the green threads.
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Brown Threads are the most active of the thre&tswn threads are the root of
the Rose which defines the character. When youwo iddirst created they have five
brown threads. When the brown threads are conthéata facet of the physical world
you become rooted in the world, physically manifesmtd again walk the face of
Pentasymm.

Brown threads are tied to Anchors. Anchors aapfee occupations, places,
things, magic and basically just about any aspkttteophysical world. At the beginning
of each adventure you will get a general idea efrtature of the inconsistence and the
environment you are entering. You then take ed&theobrown threads and then choose
an Anchor to tie the thread to. (See the chaptehenvorld where the the Anchors are
listed with the various facets of the world suchases and classes.)

Defining the Group’s Initial Beliefs

The last part of character creation is for the/@ta to come up with the beliefs
and ideals that are held and most important tgtbep of Heroes. All together the
players should decide on five ideas or beliefs thatHeroes hold in general. This set of
ideals should be things that the players are iatedein and which to explore. For the
Heroes hese are ideals are a starting point abab tivey believe and remember from life
as basically being the status quo about right amhge This is the basic status quo they
understanding as being right and righteous. Thesal ideals do not have to be deep or
well thought out as they will probably shift andacige as the heroes experience things.

Now that you have your character, and have the Ibalgefs of the group, it is time to
enter the world. Next we will look at the charaudics your character will take on when
rooted and manifesting in the world.

Physical Characteristics
Once a Hero defines what their brown threads atktt, they have the attributes and
skills of a physical being.

Attributes

Attributes are the basic qualities of a personhsaagchow strong they are or how
perceptive they are. These are not learned b besic component of the person.
Attributes for the common races range from onevie. f An attribute of three is average,
with one being the level of a child or the infirmeahd five being amazing. Although

five is in general the limit of a person, there anémals and creatures which have higher
ratings then this.

There are five attributes, Strength, Vigor, DexyefPerception, and Beauty.

A question that may be asked at this point is elaee the mental attributes like
intelligence or wisdom? There are none. The mentiabutes of a Hero are not
provided by stats the same way as the physical. stastead mental capabilities of the
Hero are provided by the player. Such as for ligece, the character is as smart as the
player or as smart as the player wants to play thiémme player wishes to play dumb
that is fine, but at most the character is as sasthe player and no smarter. If the
player figures something out, then the character i€@he player thinks something is a
bad thing to do, then the character thinks thatels
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Strength — A measure of a person’s muscle capandystrength of body. Used
for lifting and other things requiring muscles.

Vigor — This is the health and constitution of ge¥son. Used to resist poisons,
as well as resisting injury and healing wounds wihety happen. Also used when
exerting the character for a long period of time.

Dexterity — This is a measure of the flexibilitydaprecision that a person has.
Used to do both delicate work with the hands a$ agelarger bodily movements such as
acrobatics.

Perception — This is how sharp the character'sesare and how in tune they are
with their surroundings. Noticing someone or sdnmef out of place, searching or
listening are all uses of perception.

Beauty — This is the basic physical attractivertgdthe person. Making a first
impression or using your body to influence otheeskath uses of beauty.

Skills

Skills are simply things a character has learnethardo, such as cooking, lore on
subjects, diplomacy, or ability with weapons. Vehileroes do experience things and
grow, skills are another place that they do notntaén permanently and instead tie to
Anchors which provide different skills or pointsadd to apply to skills.

Skills are rated on five levels, with each leveligg a size of die. This die is
added to the dice rolled in a conflict. The fiegéls are d4, d6, d8, d10, and d12. A d4
means you are at least a little familiar with thiél.s A d6 is someone who has had some
training. A d8 is an average level of proficiedoy anyone that uses that skill. A d10
means you are considered a professional, and da@swe®u are a master with that skill.

There is no complete list of skills. Just aboutthimg that can be known, studied,
or practiced can be a skill. The only set of skiMhich is well defined is the set of five
skills needed for casting spells. These are définehe section on Spells. A player can
look some of the Anchors in the world section fengral ideas of skills and a few
examples are given here. Often Anchors will justvle points to buy skills with a
certain theme, such as thieving skills. A playayrdefine skills that they would like to
have. A skill should not be overly specific, bt totally inclusive either. Such as
Weapon — Swords is fine. Skill with all weaponsos broad, while Weapon — Long
Sword is too narrow. The GM and player should uisahe skills and decide on a good
balance.

Examples of Skills

Lore — Nature Lore — History
Survival Weapon — Swords
Diplomacy Conjuring
Acrobatics Riding

Dancing Pick Lock
Cooking Search

Wounds
Wounds are described in the section on combat.
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Non-player Characters or NPCs

The GM will be need characters to interact anddié bllies and foes of the Heroes. These
characters are called non-player characters orlgiNIPCs, NPCs are very much like the Hero
characters of the players with a couple of diffeemn NPCs do have a name, and they can have
a defining Rose. The GM may fill out the Rose aimas they need for the task at hand, and
may ignore it for a very minor one shot charactdRCs may also have green threads if they
have lived and advanced in their life. But NPCswdbhave root threads. For things like the
physical form, this is decided of course by bintiul @ an aspect noted on the character sheet.
An NPC may also a class (or possibly more then whgdh is tied to them with a green thread
as that is what they have studied and follow afeghth. Skills and other learning events are
also tied with green threads. Generally thersiaadvancement for NPCs as the GM simply
creates the NPCs as needed and at an approprat®etekill and ability as needed for a story.
So classes, skills, any special abilities are syrfipted as part of the NPC. NPCs have physical
attributes, but mental ability is simply noted akerplaying notes as to how the character should
generally be played.
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he World

The world of Pentasymm is a wide and varied woflkimgdoms, realms, domains, forests and
magic. Pentasymm is not a planet, that is, ibisanlarge spheroid celestial body in space
revolving around a star. All the lands and ocezfrthe world are laid out in a massive flat
world. Travel west and you will never return toewé you started as you might on a globe,
instead you will come to one of the Great Bordé&re Great Borders are massive and seemingly
endless walls of elemental materials of wood, watetal, earth, and fire. These borders may
also be called the Great Walls as that is what eeyn to be. The Wood Wall seems to be a
wall made of wood, the Water Wall seems to be asmége, the Metal Wall is an iron wall, the
Earth Wall is a mass of broken stone, and theWiadl is a burning inferno. No one has ever
been able to find a way through or around thesésw@ecause of these walls, the people of
Pentasymm do not use the normal compass direatfomsrth, east, south, and west, but instead
refer to directions by the elements of the wallthat direction. What we would call “north” is
called “wood”, and what is approximately the “west™water”, the “east” is “fire”, the
“southwest” is “metal”, and the “southeast” is “d€r A person might say, “Go to Water five
miles then turn to the Wood”, rather then go west #nen north.

Across this massive world between these greatdosrate countless lands, climates,
people, creatures, and magic. Massive continérds ih great oceans, islands dot here and
there.

Kingdoms and lands that are politically divided almost always divided by some form
of water, be it just a river, or a lake, masses®fr glaciers.

Pentasymm is also a world of many beliefs, religiaand ethics. A region where a
religion or other system of belief or philosophysheld is often called a Domain. Domains
may coincide with a kingdom or other political didn, but not always as Domains can span
many lands, or instead be very small such as desinglding. When in a Domain, the beliefs of
that Domain are very strong and can even defineltirmate and true nature of the world. Such
as one Domain may have a pantheon of gods, andfdhese gods is the sun. In that Domain
the sun really is a god riding across the sky,@m&l could theoretically travel to the god and
have a talk. Another Domain may say the Sun ialledb elemental fire. Travel to the sun in
that domain and you will just find an painful baflfire. Domains at tone time were quite
definite and could influence those within as walltleose that came from outside the Domain. A
person entering a Domain changed to believe tred [gulosophy and definitions of reality, and
they did not even notice the change. The bordeitseoDomains are or were well defined as
they were always marked by rose bushes, the Rogeddoies. These boundaries were not
aways continuous or massive as they may simplyndoborder, but they are always there and
normally any point on the border would have onenore rose bushes within sight. These Rose
Boundary bushes are unusual because they will gke@m in climates that do not support roses,
and the bushes normally have two colors of ro$estwo colors being on opposite sides of the
bush. Well normally there are two colors becawseething has happened.

But now the Rose Boundaries are not as absoluteegonce were. Beliefs and
philosophies have started to bleed over, confugiagninds of people and causing tension.
Open war over religion and beliefs has startedke place, and a growing feeling that there is a
need to spread and bring belief to other Domailssieaome increasingly prevalent. A kind of
evolution or survival of the fittest competion deals has started to take place. Where this is
happening the rose bushes have started to haveth@réwo colors of roses, or the roses have
been dying out completely and so philosophies Iséarted to crash together like great waves.

What has caused the Rose Boundaries to changevandlie? No one knows. But now
along with the sudden interaction of ideals, theitsghat personify those ideals or religions are
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also on the move. Other spirits just see a widmtdnin which to feed and prey. The
Boundaries that had at once kept spirits contamédn a Domain are breaking down and the
spirits suddenly realize there are other spirithwifferent ideas and people who believe other
things. Now all over the world there are spiritattare trying to spread their ideals and beliefs.
Some of the spirits are generally trying to do wihaty feel is right and bring illumination to
people. But others just want to cause trouble Bygiing beliefs and twisting the people in the
world.

The Spirits
There are five types of spirits in the world. Easlists and interacts with the world in its own
way. The Hero characters are actually one ofytped of spirits. Heroes may come across these
other spirits, including other Sacred Heroes inrttiavels as the spirits are often trying to
express the ideals and beliefs that are their eatur

Spirits do not have Anchors like the other paftdhe world. The spirits of the world do
not tie to other spirits.

Feeders: Feeders are spirits that need to acajiteonsume other spiritual energy in
order to continue to exist. They are not immoota¢ternal like many of the other spirits.
Feeders will in time wane and vanish. In ordegebspiritual energy, Feeders need living
people to willingly give over their souls to thedgers. This may be done in several ways, but
the most common is for the Feeders to make pronaisédargains with a person with the price
being the person’s soul. Feeders make Faustids, ddten with contracts or other trapping as
they convince people to accept the terms. Wheeeaé&r does whatever was bargained for then
the person’s soul is forfeit to the Feeder, thegn#ows into the Feeder where it powers them
like a battery for a period of time, and the Feeagis¥s on to the next victim. Feeders will do
anything to pervert a bargain so they don’'t havastonuch, and they will also try to cause as
much misery as possible. If a Feeder can makesaper group betray their beliefs, and then
manage to stick to the letter of the bargain buitgnang the people what they expected, then
the Feeder is truly happy. Feeders can often lmedf@around inconsistencies because of the
tension and possible conflict in such places. Gaafoften make people ripe to make deals with
Feeders.

Feeders don’t have much in the way of attribugethay cannot spare the energy to
manifest. They do however often have many myspioalers to give people what they want,
such as telekinesis, misfortune, hypnotism and datian powers.

Riders: Riders are spirits that cannot manifediact they are blocked from just about
any meaningful interaction with the physical woullless they can gain a host. Riders can
contact people on the physical plane generallyudinadreams, visions, or rituals. The Riders
then try to convince the person to allow the Rigja&rit to enter them. Once within a body, then
the Rider becomes physical and can interact wghatbrld through the body. In this way a
Rider becomes a power source for the host and eanifest amazing powers and magic. For
some Riders they are truly only riders in the bedgecially if the host is strong. The host i stil
in control of their body and the Rider can onlywdoat the host allows. But at least the Rider
gets to experience the world, and if they can fagelationship with the host the Rider may still
influence the world. Other Riders are very strang the host person is lost, the Rider totally
takes over the body and becomes a physical pergdrihe death of the host. Not all Riders
wish to be in a single host forever. There arees®&iders that only wish to enter for short
periods just to experience life, and these are §oree summoned in ritual because the
experience is ecstatic for the host and often dibte fulfilling. But many Riders have their
beliefs, and they want a host so they can entewtrlel and spread these beliefs.
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Land Spirits: The great land spirits are perithpsmost alien of the spirits. Land Spirits
are massive beings that can cover whole regiongavidonment. There are Land Spirits for
just about every type of terrain, climate and reltaspect. So there are forest land spirits, tleser
land spirits, and so forth. They are more likeftbrees of nature then a small spirits you might
have contact with. Still being massive and strdmgjags, these spirits can be contacted and
talked to on some level, although it often takést @f work and meditation to make the contact.
For Heroes such contact often requires tying tdahd which is related to the Land Spirits to
create a common connection. So Heroes cannat &ddrest spirit, but a Hero can tie to forests
and so be able to talk to a forest spirit becatfiskeoconnection to physical forests.

Heroes: These are the spirits that players taikedle of. There are many Sacred Heroes
in the world. Although they are called Heroes, leéefs of the Heroes run the spectrum of
beliefs from the virtuous to the villainous. Altigh all Heroes are Sacred, those who have
beliefs that are counter to a person or group byatled Profane by that group instead of Sacred.
This however is a point of view and Profane isaxdtially a real title or a specific type of Hero.
Although some Sacred Heroes are almost universallgd Profane because they believe in
enslavement, pain, and suffering, even Sacred wke heliefs commonly held to be virtuous
may come into conflict on an issue. In these caghsr side may be called Profane by the other
side. Sacred never like being called Profane,jtaisd highly insulting word.

Gods: Gods are great spirits which are formegeasonifications of the collective belief
of the followers of a religion. These beings hawgreat deal of power, but only as defined by
the religion and normally only within their own Dam. Now with the breaking of the Rose
Boundaries the Gods have found that they can lestasd recognize that there are other lands
and people. Almost all gods feel an almost irraianeed that all people must be brought to
believe in them and that other religions and beliatist be shown to be the falsehoods they are.
Although there is an opening for gods to have powside their Domain with the borders being
blurred, the powers of the gods are inconsister@ndcting in areas of overlap with other
religions.

Gods do not normally manifest, and if they d ieither overly ostentatious or it must be
in very abstract or obscure forms. Gods are ttgelenovers of whole belief systems, and so
they work on a vast level that is often beyonddbepe of people or Heroes.

Some Heroes do find they believe in the thingsligion or god represents and so may
become champions of the faith.

Aspects of the Physical World

The world is filled with people and creatures, pwand things. All these aspects of the physical
world provide an Anchor which allows Heroes todieoot thread to. Some aspects may provide
several Anchors rather then just one, providingsfiidg different facets of the aspect.

General Effects of Anchoring
For the most part an Anchor will describe what fexgpwhen you tie to it. But there are a few
areas which need special consideration.

Form Race: A Hero will need to take the form qfesison of some race. These are
called the Form Races and a Hero must use atdeaghread to tie to one of the Form Races.
You can tie to more the one of the Form Racesufwish, in which case the physical traits of
both races will blend. So if you tie to human affdthen you will have a physical form that
combines the two and you might be called a “hdlfal “half-hnuman.” Other aspects will often
say what changes happen to the base form if ydo ite When you tie to a Form Race you are
often just “non-descript” version of that race.h@taspects, specifically the Lands may give you
more ethnic qualities and more define the lookafrycharacter.
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Gender: In general gender is not a part of tyiWhen you physically manifest you may
chose either gender which is then constant forabeenture. However there are some Anchors
which will define a gender for your form.

Equipment: There are various Anchors for typesiohdane equipment or magical items,
if no thread are used for equipment then the Hees ahot manifest with anything, they appear
naked and so must gather any equipment and cloth@ygwant after the manifestation.

Form Races

These are the most common of the humanoid rackare®well known and are able to mate and
produce offspring. These races are referred tbeasorm Races by the Sacred Heroes because
they give a basic physical form to the Heroes,kenthany other creatures such as monsters and
animals which only modify an already existing forBecause of this all Sacred must tie to at
least one of these races to manifest.

Humans: Humans of Pentasymm are the same as ienisof our own world. Anchoring
provides a basic human body. As a human the Hédrbave base attributes of 2, with a
Strength of 3. You may also choose five skill$eviel 3.

Elf. Elves are generally slightly taller then humsabut are very slender. They have large eyes
and their ears which come to a define point. Thair is fine and often worn long, but elves
have little to no body hair and males do not gr@ards. Elves are known for sharp eyes, living
in forests and are good with bows.

Anchoring will give the Hero a basic elf body bgitall and slender of build with pointed
ears. As an elf the Hero will have attributes ofith a Dexterity of 3. You also have
exceptional night vision and ability to see twicefar as a human in the dark. You have the
skills of Survival — Forest Level 4, and WeaponewB Level 4, Lore — Nature Level 3, and
Tracking Level 3

Dwarf: Dwarves are generally shorter then humbasmuch more stocky and big boned.
Dwarves have thick hair, with men often having éaagnd impressive beards. Some women as
well can grow beards, although this is not commbmarves are known for being tough and for
metalworking and mining. They live in the mountafor the most part.

Anchoring to dwarves will give the Hero a basicagiAbody. Attributes are all 2 with
Vigor being 3. You also gain the skills of Metakkimg Level 4, Mining Level 4, Weapon —
Axes Level 4, Survival — Mountains Level 3.

Ilkan: lkans are merfolk. They are water breathiagple who live under the sea. They may
have hair or be bald, and often have fine scales atleast part of their body. lkans have gills
and so breathe water. They cannot breathe aioutitmagic. lkans are of course incredible
swimmers.

Anchoring to the ikan will give the Hero the boofyan lkan. This means you have gills
so they have to breathe water. However if yottianother Form Race then the blend allows
you to breath air. Attributes are set to 2 acéepPerception which is set to 3. You can see
underwater as far as a human can on a clear day.ahé resistant to cold and pressure, and are
able to handle the deep sea. You also gain tlis skiSwimming Level 4.

Vlinder: Vlinders are very short humanoids beiagth butterfly or dragonfly like wings.

Vlinder are very light and can fly at the same sp@&uman can walk or run and have the same
agility as a medium sized bird. Vlinder are coesatl very delicate but also quite attractive by
the other races.
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Anchoring to the vlinder will give the Hero thedyoof a vlinder. The Hero is very short,
less then half the height of a human, and have sniingt look like a butterfly or dragonfly (your
choice). These wings allow you to fly.

Classes
Classes are basic categories of professions oroakgth character might have.

Wizard: Wizards are any person who uses magic and casls spany way. This many be a
classic wizard with a long beard, old books, arwhiae knowledge. It could be a priest who
prays to their deity to heal or cure disease.oltid be a shaman, or a person who creates magic
through music. What the wizard can do and how #reysion their magical ability depends on
their own outlook. So a priest may feel that spt#lat do damage to other beings is wrong, and
so will not cast such spells, instead using onblisghat are sanctioned by their faith. Spell
casting is skill based. A character must knowsghell formula for a spell, although the nature of
this formula may be quite different between a wilzamd a shaman.

Anchoring to the wizard class gives you the aptiit cast spells and access to the magic
skills. You have all five magic skills at Level\®ijth one of your choice being Level 3. You can
also make two skill rolls during a single actionemht comes to casting spells (see magic).

Soldier: Soldiers are any person who lives mdsglgtrength of arms and knowledge of
weapons and combat tactics. This can be the banbaarrior or the shining knight, or an actual
soldier of a standing military.

Anchoring to the Soldier gives you ability with amons, and access to combat and
military skills. Pick three types of weapons togk@led with, also choose 3 skills with combat
or military application. All these skills startlag¢vel 3. You also have the ability to make an
attack action in combat and still react to an &ttater.

Thief: Thieves are people who live by stealth andning. They may live by stealing things
from others, or they use lies and deceit to gett\iiiey need or want. This can be the
pickpocket, the con man, or the assassin.

Anchoring to the Thief gives you ability with liglveapons, such as daggers or clubs at
Level 3. You also gain the skill of stealth at eé¢. You may choose 8 other skills that have
stealth or thieving application all at Level 3.sAlif you can attack unaware, then when you
resolve the attack you cause twice as many woundsmal.

Artisan: Artisans are people who are talentedtorsar who focus on a discipline. The most
common is the artist such as a painter or sculptBre any skill could be the focus of an artisan
such as cooking, or an expert tracking.

Anchoring to the Artisan gives you Level 5 skillane skills, as well as Level 4 in two
related skills. You can also take 5 lore skilldatel 3 which are related to your areas of
expertise.

Courtier: Courtier are people that live by chamd dealing with others. Nobles and politicians
are courtiers, although the Courtesan who movéggim society would also be a Courtier
Anchoring to the Courtier you may choose 8 skibaling with diplomacy and
knowledge of society, all at Level 3. You can atatl on a special bonus when making roles to
manipulate others, you may reroll any one die afrymool one per action in such a situation.
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Equipment
Heroes tie to physical equipment in packages atedlgear. If they don't tie to any equipment
then they manifest without any mundane equipmeall agappearing naked. Heroes that don’t
tie to regular equipment may still have some itéisey have tied to specific items such as any
magic items. These packages are all based onasses.
A note on weapons: Weapons of any kind for thetmpart are treated the same as each
other in combat, that is a skilled person with ggia is deadly just like a skilled person with a
sword. It is a matter of knowing your weapon asthg it to advantage. A warrior with a
dagger and a one with a sword is different mostigow they approach combat. So the actual
weapon used is a flavor choice rather then therrgglsn inherent advantage to the weapon itself.
The exact weapon is therefore left as being whatHaracter likes and has skills in using.
Other equipment available: In general any equigrtieat would be available in a middle
ages time period is available in the world of Psyitam. Unusual equipment might be found in
different lands as well.

Wizard Equipment: Clothing appropriate for theeygf wizard the character is, backpack,
appropriate spell paraphernalia, herbs, and a ngktaff.

Soldier Equipment: Weapon and armor of choice. rAppate clothing or uniform. Backpack
and belt.

Thief Equipment: Leather armor and a weapon ofaghoBackpack, belt, soft boots, and
thieves’ tools.

Artisan Equipment: Clothing and equipment appraterfor whatever skills the artisan practices.
Courtier Equipment: Fine clothing and accessobel,and fine shoes.

Animals

Pentasymm is full of animals. Any animal foundur own world can be found somewhere in
Pentasymm. Animals are similar to the way theyeapn our own world. Here are some
examples of animals and their Anchors. Tying tonats can give powerful attributes, but also
changes a person’s appearance blending it witartireal.

Bear: Anchoring to bear gives a Hero great Stteagtd Vigor. Gain a Strength of 8 and a
Vigor of 4. You can also use claws or a bite &ta¢ou have a skill of Level 3 with your natual
weapons. Anchoring to bear also lowers your Déxytand Perception by 1. Your form takes
on the looks of a bear, with fur and a bear likachand ears.

Horse: Anchoring to horses gives the Hero the tdveely of a horse and so they take on the
look of a centaur. You have the ability to mogdast as a horse, and gain a Vigor of 4.

Tiger: Anchoring to Tiger can gives a Hero greeigth and Dexterity. You gain a Strength
of 6 and a Dexterity of 5. You can attack withtbolaws and a bite and are skilled with both at
Level 3. A Hero anchored to tiger also has grégtitrvision being able to see like a human
would in the day. Anchoring to Tiger gives thegmar tiger stripped fur, a tiger’s tail, and a tiger
like head.

Wolf: Anchoring to Wolf gives a person scent amaiting, as well as Strength. You gain a
Strength of 5 and a Perception of 4. You can stk by scent. You can make a bite attack
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and are skilled with the bite at Level 4. You ded the ability to distinguish colors, but can see
better in the dark. Anchoring to wolf gives therslgrey or black fur, a bushy tail, and a wolf
like head and ears.

Eagle: Anchoring to Eagle can give a person intiedrision, as well as talons, and wings. The
wings are in addition to your normal arms rathentbeing the arms. You can see four times as
far as a human, and you can make attacks with lyeak or talons and have skill with both at
Level 4. Flight is not normally possible unlesgasitied to the Vlinder, although in any case
the Hero can glide and float to the ground. Iflmder is tied to eagle the wings of character
change to bird wings and their flight speed triplésHero tied to Eagle gives the person
feathers and a feathery tail. They also haveagiedike head with a beak.

Monsters

Pentasymm is a world of magic and mystery and hionmeany strange creatures of legend.
Tying to monsters can change a Hero’s appeararntte@ne people might consider them to be
monsters.

Goblins: Goblins are short misshapen humanoid greatwith brownish green skin. Their short
stature is exaggerated because of their normabpsid stance. There is some belief that
goblins are related to dwarves or elves, but bates deny that harshly. Goblins seem to breed
quickly as they are one of the most common monstecsuntered, although no female goblins
have been found. Because of this it seems got#preduce through other races and is one
reason they tend to raid others quite a bit.

Tying to Goblin gives you a bent and stooped ptaldorm with twisted features and
brownish green skin. You gain the ability to se¢hie dark as if it were day. You also gain a
Strength of 4, your Beauty is reduced to 1 andl®tea Level 4. Tying to Goblin makes you
male.

Trolls: Trolls are very large, much larger thenuartan. They have long noses and rubbery green
skin and stringy greasy hair. They wear no clgland often use clubs. They are cruel
creatures that live to eat the flesh of other crest

Tying to Troll gives you great size. You gaintaefigth of 10, but Dexterity is lowered
by one, and Beauty is reduced to 1. You have skili clubs at Level 5. You also have two
extra levels of wounds.

Dragons: Dragons are great reptilian beings witly lnecks, horns, and great leathery wings.
Dragons are found to be nearly any color, with klageen, and brown being the most common.
Dragons are intelligent and long lived. They amewn to be cruel and love to hoard massive
piles of treasure. Dragons breath fire, which bugo hot that it can melt even stone and metal.
People generally hold dragons in awe and somehsdiyite Dragons had something to do with
the sudden conflict of beliefs, possibly by burnthg Rose Boundaries.

Tying to Dragon gives you scaly skin, and a sraalland wings. These wings do
nothing unless you are ties to Vlinder in whichectieey are larger functional wings. Tying to
Dragon gives you the ability to breath fire.

Zombies: Zombies are the bodies of dead peopleive been reanimated by some force,
possibly spiritual, magical, or something totalhknown. Zombies are slow, but relentless and
difficult to kill. Although some think that attasko the head or beheading the zombies stop
them, in fact it does not, although it often maitekfficult for them to function. Those killed by
a zombie rise again as a zombie. Even just actclat a zombie causes a terrible infection and
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illness which will kill just about any person argeh they rise as zombies. Heroes have little to
fear as even infected they simply return to sfariin and do not become a zombie.

Tying to Zombie makes you look like a walking ceep Wounds do not lower your
ability to use higher description dice (see Mecbghi You are also immune to disease and
poison. Also undead will treat you as one of thand may not attack you unless you attack
them.

Lands
Tying to a kingdom, nation, realm, or an area pa#icular culture generally causes a Hero to
take on some of the ethnic qualities of the peoplbat land. Such tying will generally give
skills that are commonly used as well as knowleafgbe culture and its history, ability to
handle the environment, and skill with weapons epin the culture.

Lands can normally only be tied to if a Hero hetally been to that land and has tied a
green thread to it. However if a Hero has tiedeRibseads to a land could then use that land as a
Anchor. The GM and player can decide what are@pjate benefits for a land.

Environments

All environments and climates known exist somewlmgréentasymm, and some which are not
known. Tying to environments can give a persomaegbwer when in that environment. Tying
to any environment gives a few common abilitiegstfyou always have Lore and Survival
skills for that environment at Level 4. Any otlskill used in that environment that involves or
could possibly be helped by the environment hakeatel increased by 1. You can also
commune and talk to Land Spirits of the same tyg#a Environment you tied to.

Forest: Great forests from deciduous to rain feregist in the world of Pentasymm. There is a
very large forest near the Wood Wall. Besides ti&dobenefits you have the ability to climb
and move through trees at great speed.

Desert: Referring specifically to the dry sandyeyyy desert, there are several great deserts in
the world, and quite a few smaller ones. The gsdaif the deserts is near the burning Fire Wall.
Tying to desert gives you the ability to go withewdter for long periods and you can withstand
the sun as well as the standard benefits.

Mountain: There are many mountain ranges, espgciadr the Earth Wall. Anchoring to the
Mountains gives the ability to climb and scale ntaims easily, and ability to endure cold and
thinner air as well as the standard benefits.

Plains: There are many great plains the world afyrtypes. One of the largest is near the
Metal Wall. Tying to Plains gives the standarddféa as well as the ability to move across
them quickly as your speed is doubled when on thieq

Tundra: The frozen wastes. There are variousleolds in Pentasymm, with a great tundra near
the Water Wall. Anchoring to the Tundra gives yio@ basic abilities plus the ability to
resistance to cold and to walk on snow and icdyeasi

Magic Items

The world is home to many wondrous magical itents@vices. Heroes will often wish to have
a magical item to help them in their adventuresaghd items cannot just be picked up and used
by just anyone. A magic item must be made a datperson to function, spending time with it

and attuning to it. For living beings when thaydfior create a magic item, then they must tie a
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green thread to it, and then that magic item wadlkvfor them. A magic item can have any
number of green threads tied to it so it can worknfiore then one person, but all must have a
green thread tied to that particular magic item.

For Heroes magic items are created by tying attoefd to an item and then it is created
in their possession when the Hero manifests andeheis usable by them for that
manifestation. Still there is nothing however thimps the item from being lost or destroyed
while manifested and then it is lost for that adues unless it is recovered normally. But next
time the Hero manifests with an Anchor to that itemill come back fully formed and
functional again.

Heroes can tie a green thread to a specific meiggra so they can Anchor to it with a
root thread in the future.

Here are some common examples of magical itemsddanay tie to.

Sword: Tying to the magic sword gives you a magiorsl which will deal an extra wound of
damage of a type you choose, such as fire or cold.

Cloak: Anchoring to the magic cloak gives you a matpak which has a power you choose
when tying the thread. The cloak can allow yobeéoome invisible. Or the cloak can protect
you against a kind of attack or environment, sugfira or cold. Or will protect you as if it were
metal armor and yet is still as light and flexibea cloak 0/3/0.

Wand: Tying to the magic wand gives you a magicdvafhe wand increases two of your
magical skills by one Level. You can chose whikiissto increase when tying.

Armor: Tying to the armor gives you magic armor grhprotects much more against damage, or
is resistant to damage. Such as 3/6/0 platentathainmail that takes one damage for every
two wounds it protects against. (See the comlmiosefor more about armor and ratings)

Boots: Anchoring to boots gives you magic bootsatgan give you a variety of movement
abilities such as faster movement, jumping, or wajlon water.

Events

There are great events in history that as the kdea@n about them they can tie to them to gain
bonuses when in similar situations.
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echanics

Sacred Heroes uses a basic mechanic of opposedaalécide the outcome of any action or
conflict. When the character can take an actioe player decides what they want the character
to attempt to do and describes the attempt. Thauatrof description then has an effect on what
dice the player then rolls to attempt the actitirthis is against another character then that
character may be able to react and describes heywitsh to prevent that action, and this helps
decide what dice they roll to resist. The higlarwins and the action is done or prevented
depending on who won. If a character is just gyim do something which is not against another
character, such as picking a lock or making atooknow something through a lore skill, then
there is still an opposed roll but there is gerngrab description component.

Creating the Dice Pool

When you attempt an action, you get a group o died bonuses based on various things
to roll to see if you succeed.

To see what you roll, you get a Base die and gold ht the following: Attributes, Skills,
Rose Threads, Green Threads, and the Description.

1. Base Die — All actions start with a d12 asfite die.

2. Attributes — Depending on the action, if iplsysical and related to an attribute then that
attribute is added to the final roll as a bonuse $he character creation section for more on
attributes

3. Skills — If your character has an applicabld,gsken you add a die based on the skill level.
See the character creation section for more otsskil

4. Rose Threads - If something relates to or mull®ne of the Rose threads of the character,
then the player may add a die to the roll. Thisasnally a d8, but if the GM feels it is only a
cursory relationship then it may be a d6, or i§iparticular close then it can be a d10.

5. Green Threads — Experience is the best teadhitre situation is close to an experience that
is tied to a green thread, then the character gk experience. In this case the smallestrdie i
roll is replaced with a bonus equal to half its maxm + 1. So for a d4 the bonus is +3, d6 is
+4, d8 is +5 and so forth).

6. Description - The description of the player @hihe action being attempted will provide a die
to the roll. The more to the description and degthassion displayed, the more the die is
increased in size. Basically each component @fs&ription increases the die size by one.

So if a player says they want to hit the goblgrt they get no bonus description die at
all. If the player instead says that they swirgjrtsword at the goblin’s head, then they would
get a d4. If the player instead says their Hereaus with rage, hate burns in their eyes, and
grips their sword with white knuckles as they swihgir sword at the goblin’s head, that is
great, so the player gets a d10. The actual $ideeas based somewhat on the judgment of the
GM. Basically the GM should look at the numbethohgs going on in the description and
increase the die size for each one. However iptager simply repeats the same description
over and over, then this is not showing the pasamhfocus of the situation that the description
die is representing and so no bonus may be given.

The description die can be increased all the al\hy to d20 (six components to the
description) but a bonus may be dangerous wherhtghat A bonus of any size may be
dangerous when the character is wounded (see helplayer does not have to use the full
bonus if they don’t want to.
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Combat

Heroes and NPCs are probably going to get intagighVhen combat or a complex conflict
presents itself it is time to go into combat turns.

The Combat Turn: This game uses a turn by tusedbaystem for the combat turn.
Each turn in combat is generally about 3 secofidsngs happen quickly and generally almost
at the same time, so the difference between clasaatting and reacting is very slim. A
combat turn is made up of rolling for initiativéeh each character acting or reacting in turn
based on that initiative.

Role Initiative: Characters roll their PerceptiolBase Die to decide who has the chance
to be proactive first. Ties go to the person i higher Perception, then higher Dexterity, if
still tied then roll off.

Actions: Beginning with the character with theliegt initiative, the player chooses
whether to act, or wait to react to something el§¢he character is going to act then the player
declares basically what they intend to do (attackaracter, disarm someone, knock someone
down, dive for cover, cast a spell, etc.). Theargone else, again in order of initiative has a
chance to decide to react to that action. Onceyeme who has decided to react or not, the
acting player describes what they are going tagdming appropriate bonuses and creating their
dice pool.

Each reacting player then describes what theirachers are doing to react or interact
with the acting character. The reacting playechdauiild their die pool.

Everyone rolls their die pool. The results ofdatle are added together and bonuses
added. The results are compared, and the highlesticceeds. If the acting character succeeds
then the action happens and consequences are dledidbe reacting character or characters
succeed then the action is stopped or amended aitiva reaction was.

Once a character has acted or reacted then ttie end of their actions for that round
unless they have a special ability or spell thiained more actions or reactions. So the person
who has the lowest initiative might react to thstfacting character. But then for that last
character they have taken their action and so tigetca proactive action later in the round.

The turn continues with the player with the neighlest initiative who has yet to act or
react. Once everyone has acted, or used theomatctireact, the turn ends and a new turn
begins. If a player was waiting to react and sbrdit act on their initiative then they get no
action that round if they did not react to someeise.

Initiative is rolled and the next turn begins.

Wounds
One of the consequences of physical combat isngettounded.

Characters have five wound levels. A characteln wi wounds is healthy and uninjured.
One wound is lightly wounded to five wounds whem@haracter is unconscious and may die. As
a character is wounded they cannot function as widle most basic effect is that the maximum
description die size a character can use safddgsed on the wounds the character has suffered.
A healthy unwounded character can safely use a Wigh one wound the maximum safe
description die is d10. Two wounds is d8, threeimds is d6, four wounds is d4, and five the
character is unconscious and cannot act.

A character may attempt to use a descriptiontdieis higher then they can safely use,
even a d20, which is always dangerous even fonarounded character. A character using an
unsafe bonus must make a Vigor check (base diger\Yating) opposed by the description die
+ base die. So if a character with a Vigor of @ &mo wounds tries to use a description die of
d12, they must immediately make a Vigor Check (B)24erses a d12 + d12. If the character
fails they take one wound for each die size abbeestfe level, so in this case the character
would take two more wounds, for a total of four.
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When a character gains five wounds they fall uncmos and may die. If the character
takes any further wounds, they automatically dtach round after falling unconscious the
character must roll a single die. The first roitnd d4, if they roll a four then they are stable
and will not die but remains unconscious until atidethey heal at least one wound. If they
don’t roll a four then the next round the playdisra d6. Each round they do not roll the
maximum on the die the die is increased in size¢ rexnd up to a d20. If the d20 does not roll
maximum then the character dies. For physicaldseihis is really death, but for Sacred Heroes
this causes them to return to spirit form anda@d threads untie. There may be further
consequences to being killed in this way as it vexy well mean they have failed, but death is
never permanent for a Hero.

Being Hit in Combat
Attempting to hit someone with your weapon andr@jiinem is one of the most common things
to attempt in combat.

If an attacker succeeds on hitting another combatdh a weapon (including a simple
fist or kick), then compare the description dieute@f there is no description die for a character
then it is treated as a zero). The attacker donesmmund (of the defender is unarmored, see
armor below) plus one for every two full pointsithdescription die is higher then the
defender’s. A single point of difference doesmtiaany wounds. If the defender’s is higher
then only the one wound is done. So if a solidecseds in a hit and for the attack roll used a
d10 for the description die and got a 6, and tHerdker who tried to get out of the way but failed
rolled a d8 and got a 3, then the solider doesvaonds. One base wound just for hitting, one
more for the first two points of difference andmag for the last single point, for a total of two
wounds. If the defender rolled the 6 and the soldad the 3 then only one wound would be
done.

Armor is very useful when being hit in combat. eTiirst benefit is that an attacker does
not get one automatic wound just for hitting. Amadso has three numerical ratings. Normally
the two first numbers are the same unless the asmagical.

The first number is the penalty to Dexterity thenar gives to all Dexterity based checks,
because as armor becomes more protective it atsothdt much more mass, stiffness, and
inertia to the wearer.

The second number is the basic bonus to the déscrighe for the defender when
calculating the number of wounds the characterivese

The third number is how much damage the armordiantin preventing wounds.

So armor with a rating of 3/3/0 will subtract 8rin your Dexterity (even going to a
negative number and becoming a penalty) any tinnerglh something that uses Dexterity. But
when you are hit in combat the armor will add ausoaf +3 to your description die for figuring
wounds. So in the above example, the soldier aviBhagainst the defender with 3 would not
succeed in harming the foe as their armor defletttedblow. If for whatever reason just being
touched is enough for an effect then a hit wasestdsut nothing useful in damage was
achieved. In the second example where the defentied the 6, again no wound is done
because no base wound is caused.

Armor is useful but it will not last forever. Arigie armor prevents a wound it takes
damage, and you must add one to its damage ratirepth wound it prevents. For every five
damage the armor receives (prevented five woutitseffective defense rating is lowered by
one. If the effective defense rating reaches #e@rmor is destroyed and cannot be repaired.
So armor of 3/3/5 would add +2 to a description demor of 3/3/15 is destroyed.

Magic armors often either have a much less imfmabiexterity, or much higher bonus to
defense, as well as being more resistant to damage.
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Examples of Armors: Leather Jerkin: 1/1/0, Chaaiir8/3/0, Plate mail 5/5/0, Magical
Chainmail 2/4/0.

Social or Non-physical Combat

There are many ways in which combat can take ptheajse of weapons is only the most
blatant example. There are other kinds of dua@ssibly through words, or skills such as a
contest with musical instruments.

Combat in this way actually works very much theeas physical combat, but there are
no physical wounds taken, instead the idea is ito g@ough advantage over the other to be
declared the winner.

The first thing is to decide who or what has thtnds”. That is in the case of say
someone having a fiddling contest with someonetékse the wounds would apply to each of
the contestants. On the other hand if the hen@eyang to sway a group to their way of
thinking (see more about debating below), in tlaisecthe heroes’ side or their point of view has
the wounds and the same is true for the opposegpoint.

Once it is decided who or what is in conflict, twmnbat takes place, with both sides
again rolling initiative, and getting a chance ¢tb @ react. In the case of fiddling the contetstan
will try to outplay the other, in the case of dissions both sides will try to put forward ideas or
react to ideas with counter examples.

On each roll just like with physical combat, theeswhich succeeds deals wounds based
on the description dice of each side. When one sidhe other takes a total of five wounds,
they have failed and the other side is declaredvihaer. But even being declared the winner, if
the winning side has taken wounds, then concesstomsld be made based on how close the
conflict was. Basically in physical combat a perseay “win” by knocking another person
unconscious, but if the character has taken fowmals then they are nearly as hurt and only
won by the skin of their teeth. The same is targlie non-physical. This will not always make
much difference, but it can in other cases. Ssdwomathe fiddle contest if the idea is there are
two people and one wins and one loses, theretisyjaging and losing and nothing else needs to
be considered. But if there are say five contéstdnen the different wounds could point to who
is first, second, and so forth. On the other dageu barely win a debate, then you have only
perhaps come up with a technicality and won the erdnbut few people are convinced for
long.

Debate

A big part of the game is the discussion of whae she heroes should be on and what they feel
is the best opinion between two inconsistent idedlse players can debate and decide what the
group feels on an issue between each other, bygnslanay also want their characters to discuss,
debate, or convince NPCs of a different point efwui This is then a conversation, or if it is
needed a conflict using the above rules, betweepldyers and GM. But a GM may not be a
debating master how has thought out every poiattilosophical outlook. So to help in this,
when debate or arguments are taking place betvineeplayer characters and NPCs, a player can
declare that they are being a Devil's Advocatee Pplayer then can put forward argument
againstwhat the heroes believe or an example which dgtaapports the opposition’s

viewpoint. If the argument is good and solid, @ can reward that player with an token

called a “philosopher’s stone.” A philosopher'srs may be exchanged at any time in order to
re-roll any die in a dice pool. A player can havsy number of stones, and can use any number
of them on a single roll.
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Casting Spells

Casting magic spells in the game is skill baseder& are five skills, each that applies to the
different components which can make up a spelsp@ll may have one or more of these
components as part of it, depending on what it d&ells require an opposed roll for each of
its component parts against the skills of the castée spell rolls dice based on how much the
spell is trying to do in bringing change to the ldorSucceeding on the rolls causes the spell to
take effect. Failing a roll may mean the spelsfar possibly something bad happens as a
component of the spell is lost as the option of@Gh who should use how badly the rolls are
failed to decide what happens.

When not directly dealing with other charactengré is often not much in the way of
extra description, this is not true with spell aagt A player can come up a description of what
they are doing to cast the spell such as wordstuals or sacrifices, and this applies to a
description die for the casting.

The spell components and skills are:

1. Apportation — The spell involves movement aving the point of effect from you to
some other area. Basically spells that are edghegmourself, or delivered by touch do not use
Apportation, but most other spells will use it onse way.

2. Conjuring - Creating a creature, object, argg. Conjuration will create whatever is
being conjured where you are. If the conjured iteto appear someplace else, then Apportation
is also used.

3. Transmutation — Changing one thing to anothghen used on yourself or other
creatures Enchantment is also often used.

4. Divination - Gain information about a persplace or thing.

5. Enchantment — Bestowing magic on people aackegl this could be using magic to
influence the minds of living beings, or give magipowers unto people and objects.
Enchantment is special in that the person or creatou are enchanting can make the opposing
roll to resist the spell.

Often the mechanics of the spell are very simiaif) there being a difference really only
in flavor. So a spell that causes a fiery explosiauses damage, as does an electrical discharge,
as does a blast of cold. All are basically thees&md of spell and have the same components
and skill requirements. Although these effectdd@dave side-effects, for the most part having a
damaging spell is the basis and the rest is bas¢leooutlook and theme of the character. Also
some spells could be done in several ways to cteateame effect. The GM and player can
work to design specific spells for the character.

Examples of Spells
Fire Blast — An explosion of energy, commonly falehough other types of explosions could be
used instead. One wound is caused to the targetfd two points the Conjuring skill succeeds
by. If the Apportation fails then the blast stdkes place, but affects the caster as the endigy d
not move.

Conjuring: d12+2+d6 (bringing the energy intost&nce)

Apporation: d12+1+d8 (moving the energy from youhe target creature)

Light — Create a ball of light which glows like@¢h and follows at your shoulder.
Conjuring: d12+1+d4 (creating light)
Apportation: d12+2+d6 (moving light)
If the Light were instead cast on a stick or wahdn Enchantment would be used
instead of Apportation.

Telekinesis — Move a small object from one placartother, no more then 10 Ibs in weight.
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Apportation: d12+2+d6 (simply moving an object)

Heal — Cure the wounds of a person. One woundatel for every two points the skill check
succeeded by.
Enchantment: d12+3+d8

Wolf Shape — The caster changes into the form dff feoone minute per point the
Transmutation check succeeded by. If the Enchamttsid| fails then the caster forgets they are
not a wolf and will act as a wolf for the duratiohthe spell.

Transmutation: d12+4+d10 (Changing shape to thatveolf)

Enchantment: d12+2+d6 (Bestowing a magical efbecthe caster, as well as
maintaining things like color vision and the mindtlee caster.)
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dvancement and Consequences

Adding Green Threads

Green threads are added at the end of each adeerifach player gets to add one green thread
to their character. This new green thread is tlehto something from that adventure that was
meaningful to the character. This could be a pgrepevent, item or something else. This
happens whether the Heroes where successful ofFootevery five green threads added, the
character gains a new brown root thread.

Depending on what kind of thing you tie a grearall to, you gain different benefits.

New Anchoring World Aspect: Sacred Heroes an@o$ipirits are not omniscient. They
do not know everything or somehow have a way taeonto all things. So when it comes to
tying threads to Anchors the Heroes can only tieaimething they know of or have experience
with. All the things detailed in the rules here generally common knowledge and so a Hero
can tie to any of them, but other things, landgpais or magic items may not be known enough
to Anchor to. If a Hero comes across something Weuld want to Anchor to, say an
interesting magic item, then they can assign argtieead to that item, and now in the future
they may tie a root thread to that item. This agplies to specific people, particular ethnicities
of the different Form Races, places, and events.

Bonus to Attribute or Skill: If a Hero has hagarticular important event that involved
an attribute or skill, then the hero may wish &digreen thread to the event. From that point on
when they manifest they will have a +1 bonus td #tiibute or the next higher level in a skill.

Experience Bonus: A person, place or an evenbedared to for a bonus. If a situation
in the future involves the person or place or s&nailar event then a Hero can pull a green thread
for an experience bonus (see the mechanics section)

NPCs and Green Threads
Like Heroes, NPCs also advance through the useeehghreads. In order to use a magic item
of any kind a person must attune to it by tyingeeg thread to it. For heroes the magic item is
created by the actual act of tying a brown threadlaorks for them. For living creatures they
need to actually have the magic item and tie to itse it.

NPCs may have green threads tied to events i tvdeve higher attributes or skills
just like a Hero. Also NPCs may gain experienceuses.

Shifting Beliefs

Players can decide that their Hero’s beliefs neethtinge because of what they have learned
during play. If so then the change is simply natadhe character sheet. This can be an
important event and so often comes with a greezathtied to the event which brought this ned
to change outlooks.

However changes in beliefs may also be forcedusecthe Heroes did not manage to
defend their current beliefs. Because Heroesregual beings tied to ideals, beliefs, and
connected to inconsistency of ideals, if the Herbebefs are found wanting then the
inconsistency is resolved by a shift in the Hevdhatever the method that the Heroes decided to
take to defend a certain belief, if they fail irithmission, then the Heroes must adopt the belief
that they were opposing. This change is then notetthe character sheet.

Other Penalties for Failure

Shifting beliefs is not the only thing that can pap to a Hero. Although Heroes cannot
permanently die, there are things which can maek #gpirit. If a Hero is forced back to spirit
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form then for them an Anchor may be lost. The eftapust choose one Anchor they have tied
to, and this anchor is now dead to them. The lKdarmot tie to that Anchor again.
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Adventure and Play

What is the basis for an adventure? Any beligflea can be the basis for an adventure. Look at
the news, podcasts, forums, or blogs and you aatmapty find many people in conflict over an
issue. Perhaps it is religion, morality, sexualdypolitics. Any issue from the current

headlines might make for an interesting adventurere/the players and Heroes can consider the
issue within the backdrop of the world of Pentasymm

Example of an Adventure

The GM has decided to consider civilization asdetpansion verses the environment.
The heroes have shown to be more sympathetic iltzation, so this is a chance to consider this
stance more.

The GM creates a powerful elf. The elf is tezong the local land, attacking through
stealth from the forest. The elf is even goindasaas to kill townsfolk. The elf wants the
people to stop expanding and doing so much daneathe tforest building and polluting all the
way. The town is growing and needs more spacevatdrials and is taking it from the forest.
There is now an inconsistency, and the Heroesdledpto the situation.

The GM tells the players basically what the sitwats, and what the feel of the
inconsistency seems to be.

The players can consider what they feel abousitis@tion to begin with and how they
want to start dealing with the situation. The rttweads of the Heroes are tied and physical
forms are generated.

After finding out more about what exactly is goimg, the Heroes may decide to search
the countryside looking for the elf. When theydfinim, the elf is angry that the heroes are
trying to stop him. If allowed, the elf an Heraeay debate about the problems of the forest
verses the needs of the town. The Heroes mayeléugdelf has a point and either help him, or
trying to mediate with the town. Or the heroes rhafpre or after debate attack the elf to stop
his attacks on the town.

Depending on what they do the Heroes’ beliefs nify and they get a green thread to tie to the
adventure. Once the inconsistency is dealt with Heroes vanish again to be pulled to the next
inconsistency.
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acred eroes Character Sheet

[

[ [

Attributes Skills Equipment

Strength
Vigor
Dexterity
Perception
Beauty

Wounds — None 1 2 3 4 5
dl2 di10 d8 d6 d4 --
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