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Getting 
Started

What You Need

If you’re a Player in a game of Zafir, here’s what 
you’ll need:

• Four different colors of standard six-sided 
dice. One color for Aim Dice, another for 
Crit  Dice, a third color for Damage Dice, and 
a fourth color for use as counters on your 
character sheet.

• A pencil.
• A character sheet for your character. You 

can photocopy one from the back of this 
book, or download and print one from  
www.zafirgame.com.

• A token or a miniature of your character. This 
will represent your character on the battlefield.

If you’re the GM, you’ll need the following things:

• Your own dice.
• A battlefield playmat with a 1-inch square grid. 

Zafir is a tactical strategy game and the grid 
is essential for tactical decision making. (See 
Chapter 12 - Running the Game for alternatives 
to the 1-inch battlemat.)

Let’s Play!

To start playing Zafir, gather some friends. Zafir 
works best with two to five players plus a game 
master (GM) who will be committed to running 
the session. Grab some snacks and gather around 
a table, living room, or another comfortable shared 
space that has room for a gridded play area, places 
to write on sheets of paper, and surfaces on which 
to roll dice. The time you all get together to play is 
called a session. During each session you’ll do a va-
riety of things, but the most important thing you’ll 
do is have fun!

Start your first session by creating characters to-
gether, following the steps in Chapter 2 - Character 
Creation. Think of ways they connect to each other 
and start putting yourself in their shoes. The GM 
should talk to each of you about your characters 
and why you all are working together on your first 
mission.
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For a formula of d3 + 2 (a common damage roll for 
weapons, see Chapter 6 - Equipment & Items) you 
roll a d3 and add 2 to the result.

Rolling Dice Pools
The game will sometimes have you rolling multi-
ple dice at once, called a Dice Pool, and checking if 
any dice have a result greater than or equal to some 
number. For example, when making attacks you roll 
an Aim Dice pool, a Crit Dice pool, and a Damage 
Die all at once. That means, roll the number of Aim 
Dice in your pool (use one color of dice) and the 
number of Crit Dice in your pool (use a different 
color of dice) together and check if any Aim Dice 
show a result of 5 or 6 and if any Crit Dice show a 
result of 6. (A Damage Die isn’t a pool, you just use 
its result to determine the damage of a successful 
attack.)

Character Sheets

The players will keep track of all their character’s 
information on a character sheet. You will learn 
all about creating characters in the next chap-
ter. Character sheets can be found at the back 
of this book and photocopied for personal use, 
or character sheet files can be downloaded from  
www.zafirgame.com and printed out.

Dice Counters on your 
Character Sheet
Certain areas of your character sheet have sections 
with a dice icon. You can certainly use a pencil and 
just fill in the information, but these fields are for 
information that will change often during battle. 
They’re designed to have a single die placed on that 
part of the character sheet as a tracker for the value 
of that field. So if your character’s autorifle has an 
ammo capacity of 4, write in 4 so you know what the 
maximum value is, then start each mission with a 
die placed on the section showing a 4 on top. When 
you attack with that weapon, adjust the die so the 
next lower number is showing. This technique is 
also used for item charges, ability charges, and abil-
ity cooldowns.

• Wet- or dry-erase pens or markers, for drawing 
the walls, platforms, cover, and other terrain 
on the playmat.

• Several colored tokens or miniatures to repre-
sent enemy units on the battlefield.

• This book (if only one person actually has a 
copy of this book, it should be the GM).

That’s it! You’re ready to play!

Rolling Dice

Not everything in combat (or life!) is completely pre-
dictable, so to take into account the inherent ran-
domness of the battlefield you will roll dice. There 
are three kinds of dice rolled in Zafir, and each type 
is denoted by a lowercase “d” followed by a numer-
al. The three types of dice used are: d6, d3, and d2. 
Fortunately they can all be rolled by using regular 
six-sided dice you can find in any game shop or toy 
store. If you accidentally roll a die onto the floor or 
it lands leaning up against a book or your drink and 
doesn’t have a clear result, just reroll it.

d6 - A regular six-sided die. The result is whatever is 
shown on the top face after rolling.

d3 - Roll a d6 and divide the result by 2, rounding 
up. A roll of 1 or 2 counts as a 1, a 3 or 4 counts as a 2, 
and a 5 or 6 counts as a 3.

D6 ROLL 1-2 3-4 5-6
D3 RESULT 1 2 3

d2 - Roll a d6 and divide the result by 3, rounding 
up. That means that a roll of 1, 2, or 3 counts as a 1, 
and a 4, 5, or 6 counts as a 2.

D6 ROLL 1-3 4-6
D2 RESULT 1 2

Rolling Dice and Adding Constants
A dice roll might sometimes be described as a for-
mula with this pattern: dX + Y. X is the type of die, 
and Y is a constant you add at the end. This formula 
means “roll a d(X) and then add (Y) to get the final 
result.”
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The Game Master
If you’re being the game master this session, your 
role-playing job is more difficult but just as re-
warding. While each player has one character to 
role-play, you might have dozens. It’s your job to 
act out or tell your players about the actions of all 
the people in the world they might meet that aren’t 
their characters. These people are non-player char-
acters, or NPCs. Like the players, feel free to act out 
the players’ interactions with the NPCs in first- or 
third-person, whichever you prefer.

It’s also your job to provide challenging, tactical 
combat puzzles for your players to solve. You’ll 
play the NPCs that give them their missions, you’ll 
describe for them the conditions on the battlefield, 
and you’ll choose the actions that the enemy units 
will take. Remember, you’re not playing the game to 
win, you’re playing the game to provide a fun, inter-
esting challenge to your players.

It’s not up to the GM to determine everything that 
happens in the game, it’s a collaboration between 
them and the players, with the ultimate goal of 
having fun and sharing the experience. Ask your 
players, “What do you see?” or “How does your 
character feel about that?” and let their suggestions 
lead the story.

Anatomy of a Session

There are two main parts of a gaming session. The 
first is the Adventure phase, and it’s the least rigid 
and has the fewest governing rules, but also the 
most open ended. During this part of the game, the 
group will talk about what their characters want to 
do and the GM will describe what happens. A wide 
variety of things could happen during this phase. 
Maybe the crew wants to hire a cook for their base, 
so they travel to a major city to find one. Maybe they 
want to get in a little trouble and look for a crime 
boss to do some jobs for. Perhaps they are tired and 
hurt from a previous mission and want to spend 
time recovering and looking after one another. If 
there is non-combat conflict, or actions with real 
consequences, the players make dice rolls to deter-
mine the outcome. The possibilities for the Adven-
ture phase are just about endless. This phase might 

Role-playing

Players
Every person in your group except one will be play-
ing a role during the session. Your character is an 
extension of you during the session. You ought to 
consider what your character thinks and feels, why 
your character believes the things they do, and how 
they would react to situations they find themselves 
in.

Role-playing is a lot like acting, and if you want to 
pretend to be your character, you are encouraged to 
do so! Just be clear with the other players when you 
are speaking as your character or “in character” and 
when you are speaking as yourself or “out of charac-
ter”. In this style of role-playing you’ll often speak 
in the first-person when describing your character’s 
actions. The player playing Dalinus might say things 
like, “I move over behind that wall,” or “I punch the 
gang boss in his stupid face!”

Role-playing is a lot like storytelling too, so don’t 
worry if you’re not comfortable acting out your role 
as your character. Feel free to tell the other players 
what your character says or does in the third-per-
son. You tell your group what your character does 
as a narrator, rather than as a character. The person 
playing Kira might say, “Kira is also mad at the gang 
boss. After Dalinus punches him, she scowls men-
acingly at the rest of the gang.”

The session is also a safe place. If you feel uncom-
fortable with something happening at the table or 
with something another player is doing, say so right 
away. The GM will stop the session immediately and 
as a group you can work out how to continue. Maybe 
you need to take a break to calm down. That’s fine! 
You’ll be back to the table and playing in no time. 
See Session Zero, below, for how and when to dis-
cuss the use of Safety Tools.

Author’s Note: It is the author’s recommendation 
that unless your group is composed of close friends 
and you’ve all already agreed to discuss such con-
tent, you should avoid potentially traumatic and 
sensitive subjects such as sex, sexual assault, tor-
ture, real-world racial/sexual/gender oppression, 
and enslavement.
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Session Zero

Before jumping in and starting your first game of 
Zafir, the author recommends having a Session 
Zero. Get together with the group of players and 
the GM and make sure everyone is on the same 
page regarding the tone and content of the game. 
Address the “Let’s Be Bad Guys” question and the 
safety tools in Chapter 4 - Adventuring. This way, 
everyone starts with the same expectation of what 
will and won’t happen in the campaign.

Session Zero is a great time to create characters as 
well. Talk it over with the rest of your crew, what 
species is everyone playing? What class does every-
one want to be? Zafir is well-balanced for a variety 
of crew class configurations, but it’s a good idea to 
have at least one character that can get Breaking 
abilities (start as Recruit, become Arcanist or Sapper 
or start as Novice, become Adept) and one character 
that has access to healing abilities (start as Recruit, 
become Arcanist or start as Novice, become Adept).

take as little as a few minutes, or up to several hours 
of discussion and role-playing. It’s up to the players 
and the GM when to move on to the next phase.

The second phase is the Mission. The mission is 
combat focused and strongly governed by rules, 
turn-taking, and the GM. During the mission you’ll 
have several combat encounters and an opportu-
nity to pit your characters against the villains and 
monsters of Zafir. During the mission the players 
take turns performing their actions. Missions take 
roughly 30 minutes per encounter, so missions with 
three encounters often take around an hour and a 
half but may vary based on the complexity of the 
encounters and how familiar your group is with the 
combat rules.

After the mission, the GM will tell the players 
what they get for completing the mission, plus the 
players will earn some Experience Points (XP) and 
maybe spend some time leveling up their charac-
ters. If some of the characters were gravely wound-
ed during the mission, they would check to see what 
happens to them. Once all that is taken care of, it’s 
back to the Adventure phase and off to find the next 
mission!
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Character 
Creation

10. Starting Responsibilities: Choose starting 
responsibilities and record them on your 
sheet.

11. Starting Languages: Choose which languag-
es you speak fluently and which ones you 
have conversational ability with.

For reference, see the example, level 1 character 
sheet at the end of this chapter.

Random Characters: Almost every section has 
an option for you to use dice to randomly generate 
that part of your character. It’s optional, so feel 
free to select the choices that you want.

1. Starting Class

Your character’s Class defines their abilities in 
battle. It broadly represents the types of skills and 
experience they have gained in their lives that allow 
them to be proficient on the battlefield. In Zafir, 
newly created characters begin as one of three start-
ing classes: Recruit, Novice, or Seeker.

You’ve printed out a character sheet and sharpened 
your pencil. You and your friends have gathered 
around the table. The GM is setting up the battle-
field for the first mission. It’s time to make your 
character.

Follow these steps to create a character:

1. Starting Class: Pick one of the starting class-
es: Recruit, Novice, or Seeker.

2. Origin: Choose a species (and optionally a 
religion) for your character.

3. Pronouns: Decide on the pronouns your 
character will use.

4. Name: Give your character a name.
5. Base & Combat Attributes: Write down your 

base attributes based on your starting class.
6. Starting Equipment: Add the starting 

equipment to your character sheet.
7. Starting Items or Ability: Add the starting 

ability or item to your character sheet.
8. Starting Inventory: Choose a set of items 

you start with, randomly determine how 
much money you start with, and write those 
things on your character sheet.

9. Starting Proficiencies: Add the starting pro-
ficiencies to your character sheet.
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with sidearms. They almost always play the 
damage-dealer or finisher roles in the crew.

Novice
Novices are the starting mage class. A mage is the 
term in Zafir for anyone that uses magic. More spe-
cialized mage classes invoke the magical powers of 
the gods to wreak havoc on the battlefield. Novices 
can eventually become full mages with a vast array 
of magical abilities to choose from, or a powerful 
arcane monk that specializes in magically-aug-
mented hand-to-hand combat. Novices become the 
Adept base class:

Adept: As a proficient magic user, the Adept 
has access to low level magical powers across 
a wide range of uses: support, healing, or 
damage-dealer. Adepts gain the optional use 
of an arcane focus, a device that can modify 
or augment their magical ability. Magic users 
must prepare their spells in advance, bringing 
along material components and practicing 
the intricate incantations, therefore most 
magic abilities have charges instead of 
cooldowns.

Seeker
Seekers are the starting spiritist class. The worlds 
of the spirits overlap our own and the Spiritists use 
their strange science to contact those worlds. Spirit-
ists interact with spirits and daeva to influence the 
minds of their enemies and cause them harm. Seek-
ers can eventually choose to specialize in speaking 
with the spirits of the dead and convincing them 
to aid them and their allies on the battlefield, or in 
summoning and controlling daeva to unleash de-
struction upon their enemies. Seekers become the 
Acolyte base class:

Acolyte: As they’ve experimented further and 
sought more secret and more desperate 
knowledge of the Ether and the Nether, the 
Acolyte has found themselves more tools for 
interacting with the proper resonances to 
manipulate the spirits and the daeva. Bells, 
tuning forks, or singing bowls are often used 
by Acolytes to help them harness the spiritual 
power they need and pierce the veil between 

Recruit
Recruits are the starting soldier class. They use 
guns, equipment, and specialized training to be ef-
fective on the battlefield. They rarely use magic or 
spirits. Recruits can eventually specialize into sol-
dier classes with expertise in close-combat fighting, 
explosives, long-range sharpshooting, or dabble in 
support magic. At level 2 they can become one of 
the following base classes, Trencher, Sapper, Arcan-
ist, or Sharpshooter:

Trencher: Trenchers are the only base class pro-
ficient with melee weapons and play a vital 
role in close-quarters combat. They often take 
shotguns and submachine guns (SMGs) into 
battle because of their effectiveness at close 
range. They specialize in being highly mobile, 
stealthily infiltrating the battlefield, and even 
equipping a grappling gun for maximum 
vertical mobility. Trenchers are excellent 
damage-dealers and finishers.

Sapper: A combat concept born half a century 
ago with the invention of n-powder, an 
explosive purplish-black powder derived 
from an impure form of daevacite, the sapper 
reached its full potential during the Blue War, 
blowing up caverns and forming new tunnels 
for the invading insaan armies. Modern 
sappers are master explosives engineers, 
capable grenadiers, and proficient anti-armor 
troops. Sappers excel in playing the roles of 
damage-dealer and finisher, and to a lesser 
degree, support.

Arcanist: The Arcanist is a soldier who has taken 
a support role on the battlefield by dabbling 
in magic and training in medical or artifact 
disruption abilities. A true generalist, the 
arcanist uses their abilities to help their allies 
and hinder their enemies, all while laying 
down effective weapons fire themselves. Ar-
canists can skillfully play the damage-dealer, 
healer, or support roles on the crew.

Sharpshooter: Sharpshooters have honed their 
skills with weapons of all types and gain 
proficiency with long-range sniper rifles. 
They can acquire abilities that give them extra 
bonuses at elevation and deadly accuracy 
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2. Origin

Our pasts always inform our present. Your origin 
may have a part in what you look like, but only your 
actions can determine your future.

When choosing your origin, feel free to be as detailed 
or as vague as you like. Your origin should include 
at least what species of sapient being you would 
like to be before your first mission, but could also 
include your age, appearance, height, coloration, 
birthplace, city of residence, citizenship, religion, 
former occupations, family, social status, deepest 
fear, secret desire, or any combination thereof.

Sapient Species
The sapient species of Zafir are listed below with 
brief descriptions. For more information about the 
species and their societies, detailed descriptions of 
each can be found in Chapter 7 - Sapient Species of 
Zafir. Choose one and add it to the “Origin” field of 
your character sheet. 

Insaan: The insaan of Zafir are identical to the 
humans of Earth. They are the most populous 
species in Zafir, but also the most fractious, 
versatile, and contentious. Vast empires, 
tiny tribes, and numerous nations of insaan 
people exist across all the landmasses of Zafir.

Hinn: The hinn trace their lineage back for thou-
sands of years to a people beloved by the gods 
and created from pure ethereal substance...or 
so they claim. These folk appear similar to the 
insaan but tend to be slightly smaller in stat-
ure and have large, pointed ears and narrow 
features. The hinn are wary and distrustful 
towards the other sapient species, but must 
often bury their own pride to work alongside 
them as the hinn have but one formal nation 
of their own and often integrate into the 
societies of primarily insaan nations.

Rhuthari: A proud and upright folk, the leonine 
rhuthari form a massive nation of intercon-
nected, semi-nomadic tribes. Standing a full 
head above most insaan with broad shoulders 
and a lion’s facial features, the rhuthari are 
imposing figures. They care deeply about 
justice and what is right. Some rhuthari have 

the real-world and the Nether. Acolytes can 
play the role of finisher, support, or inhibitor 
on the battlefield.

As your character gains more experience by com-
pleting missions, they’ll have the opportunity 
to become a more specialized class with unique 
abilities.

Experienced Players & Starting Class: If you 
and the other players have played Zafir before and 
are experienced with its rules and content, feel free 
to use this optional rule. Players may start at Level 
2 with 1 XP. They start as a base class instead of 
a starting class, choose an ability from their class 
ability list, and pick starting equipment from the 
Tier 1 equipment list. Characters who start as 
Adepts or Acolytes also start with the Novice and 
Seeker starting abilities, respectively.

Randomly Pick a Starting Class:

D6 STARTING CLASS
1-2 Recruit
3-4 Novice
5-6 Seeker

Mage Guild Affiliation: If you select Novice as 
your starting class, you can choose a mage guild to 
join as part of character creation. You may also ran-
domly choose a guild by rolling on the table below. 
More information about the guilds can be found in 
Chapter 14 - Zafiri Society.

Randomly Pick a Mage Guild:

D6 MAGE GUILD
1 International Zafiri Mages Association (IZMI)
2 A’motak Makari (The Society Of Mages)
3 Mages Guild of Delardia
4 Sanctuary, The Mage College of Astin
5 Imperial College of Magic
6 None, roll again - 1-3: unaffiliated by choice, 

4-6: looking to join but still undecided

Write down your selected class in the “Class” field 
on your character sheet.

Example: Johnathan likes the idea of playing a 
character with specialized combat training, so he 
chooses the Recruit class.
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pale, the ath’enki can appear alien to those 
not used to seeing them. They have pupil-less 
varicolor eyes, two sharp tusks protruding 
upwards from their lower jaws, and skin that 
is a seemingly unnatural pale color ranging 
from cyan to blue to purple.

Jaan: The semi-aquatic jaan live peaceful lives 
on the coasts of their island nation far from 
conflict. These lizard-like people are tall and 
broad with long tails but have a hunched 
over posture when walking on land. Despite 
their adaptations for island life and peaceful 
nature, they are fierce warriors on land when 
given proper training. A subspecies of arbore-
al jaan live in dense forests.

Example: Johnathan thinks he would like to play 
as a young, hot-headed hinn woman, so he writes 
that on her character sheet under the Origin sec-
tion. He might fill it out with more details later.

violated the strict codes of one of the Great 
Tribes and are currently living as Exiles.

Dyn: The dyn are a species of short, fox-like 
humanoids with two subspecies. The agrarian 
dyn-essat rarely travel away from their home 
island of Essat. The adventurous dyn-errad, 
however, can be found anywhere in the world, 
mingling with the other sapients, and are 
generally well-regarded or at least tolerated. 
All dyn have a fox-like face with bright eyes, 
bodies covered in fur, and short tails. The 
dyn-essat have completely white fur and 
blue or gold eyes, the dyn-errad have red-
dish-brown fur and golden eyes.

Ath’enki: The ath’enki were completely un-
known to the surface dwellers until 22 years 
ago, at the outbreak of what would become 
known as the Blue War. Tall, thin, wiry, and 

Antaa, insaan woman. Oliana, rhuthari woman. Molichar, hinn man. Art by Kiana Hamm.
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Atheist: An atheist believes that the gods do 
not exist and that magic is simply a natural, 
scientific phenomena. They have no religious 
practices.

The Fivefold Church: Members of the Fivefold 
Church are known as Adherents. They believe 
in a pantheon of five gods: The Father, The 
Mother, The Messenger, The Zephyr, and the 

Religion (Optional)
Religion plays a large part in every-day life in Zafir. 
If you want, choose one of the major religions for 
your character to practice, or choose agnosticism or 
atheism. More information on these religions can 
be found in Chapter 8 - Cosmology & Religion.

Agnostic: An agnostic does not care or does not 
know whether the gods are real and has no 
religious practices.

Randomly Pick a Species (and details):

D6 SPECIES ROLL AGAIN
1 Insaan 1-2: Delardian, 3: Sultain, 4: Transient, 5-6: Other insaan nation
2 Hinn 1-3: From an enclave, 4-5: Integrated into insaan society, 6: Eskandar
3 Rhuthari 1-3: Savanna (GTS), 4-5: Coastal (CGT), 6: Exile
4 Dyn 1-5: Dyn-errad, 6: Dyn-essat
5 Ath’enki 1-4: Subterranean, 5: Moved to the surface, 6: Born on the surface
6 Jaan 1-4: Aquatic, 5-6: Arboreal

Rhys, dyn-essat man. Am’chak, ath’enki man. Elli, arboreal jaan woman. Art by Kiana Hamm.
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Ur-Father Worship: A primarily rhuthari re-
ligion, and one with waning membership. 
These traditional rhuthari believe that Baldyr, 
the Father (the same god worshiped by the 
Fivefold Church) is actually the Ur-Father, the 
father of all, including the other gods. They 
teach that the Ur-Father exists outside of 
time and created the whole universe, and that 
every sapient is a descendent of the Ur-Father 
and shares a kinship in that way.

Kakkara: The traditional faith of the Jaan, 
although not practiced much in the modern 
day. These folks worship Azoria, the forgotten 
god of the Ether, whom the Fivefold Church 
insists does not exist. The tenets of Kakkara 
are Kindness, Charity, and Altruism.

Earth Mother: Less of a religion and more of a 
philosophy about the world, the Earth Mother 
cult holds that the earth, plants, animals, and 
all people are, in essence, part of the goddess 
Gaia, the Mother (the same god worshiped 
by the Fivefold Church). The dyn typically 
believe in this philosophy/religion, as well as 
the Cave Soul Cult, a heretical but popular 
ath’enki cult that believes in the feminine 
spirit of the cavern walls themselves.

Moon Priesthood: A secretive and primarily 
hinn religion, the Priestly Order of the Moon 
and Her Goddess reveres Iomi the Messenger 
(the same god worshiped by the Fivefold 
Church). Membership is limited and exclu-
sive; those who seek to become Moon Priests 
must be invited and undergo years of train-
ing. Moon Priests congregate at night and are 
concerned with signs and omens given by the 
interpretation of the stars, moon, and planets 
in the Zafiri night sky.

Daeva. This is the most popular religion in 
Zafir. Many adherents revere one of the gods 
of The Five above the others and consider that 
god their patron deity.

Holy Zephyrian Church: A primarily ath’enki 
religion, this is the organization that controls 
the ath’enki nation-state as a theocracy. 
Zephyrians believe in only one god, Xi’lat 
the Zephyr (the same god worshiped by the 
Fivefold Church), and in the ascension of the 
Great Prophet Agachak, who will return one 
day.

Adeptus Daevonium: The state religion of the 
Sultain Imperium, the Adeptus Daevonium 
is a highly ritualized religion involving the 
worship of daeva and the reading of signs and 
omens. Many who worship the daeva feel a 
special kinship with a particular shahdaeva 
(daeva king), or to the daeva king of kings 
himself, Afrit (the same god worshiped by the 
Fivefold Church). This religion and its practi-
tioners are looked down upon and persecuted 
outside the Sultain Imperium.

Disciples of Jack: A covert religion practiced in 
secret, the Disciples of Jack worship and work 
with the secret sixth god, Jack, the god of 
thieves, knowledge, and the Void. Jack, unlike 
the other gods, is a mortal ascendant, having 
risen to godhood in unknown circumstances 
934 years ago. Their most famous (and an-
noying) holiday is known as “Jokes!”, during 
which the Disciples play pranks on each other 
and on Adherents of the Fivefold Church, who 
regard them as heretics.

Randomly Pick a Religion:
D6 RELIGION ROLL AGAIN
1 Agnosticism Beliefs - 1-4: Agnostic, 5-6: Atheist
2 The Fivefold Church Patron Deity - 1: The Father, 2: The Mother, 3: The Messenger, 4: The Zephyr, 

5: The Daeva, 6: Worship all equally
3 Holy Zephyrian Church Piety - 1-4: Devout, 5-6: Just attend on holidays
4 Adeptus Daevonium Personal Shah Daeva - 1-3: Afrit, 4: Adrammalech, 5: Ahriman, 

6: (name your own shahdaeva)
5 Disciples of Jack Manifestation - 1-5: Has not met Jack, 6: Has met Jack
6 Other 1-2: Ur-Father, 3: Kakkara, 4-5: Earth Mother, 6: Moon Priesthood
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4. Name

Give your character a name. It can be anything, 
but your friends would probably prefer that they 
can pronounce it. The origin you chose can give 
you some naming suggestions for people from that 
culture. There are more examples of names for the 
various species and cultures in Chapter 7 - Sapient 
Species of Zafir, or you can read the brief naming 
patterns for each species below. Choose a name or 
roll for a random name, then write your character’s 
name on your character sheet.

Insaan Names
Insaan are named like the humans of the real world, 
they have a name given to them by their parents and 
a family name, which they share with their family.  
Given names are often gender specific, but can be 
gender neutral.

Hinn Names
Hinn use names similarly to insaan, with both given 
and family names. In fact, many Hinn families have 
very similar family names to insaan family names. 
Hinn from the enclaves and wildlings, however, 
use familial names they find meaningful or ancient 
names from Etherian.

Rhuthari Names
Rhuthari generally have two names, a chosen name 
and a tribal name. All members of one tribe share the 
tribal name, which has a prefix “al-” which means 
“of”. When a rhuthari comes of age, they choose for 
themselves a name they find appropriate or desir-
able. Savanna rhuthari have chosen names similar 
to African or Middle Eastern people of Earth, while 
coastal and islander rhuthari tend to have names 
that sound like Indonesian and Polynesian names.

Dyn Names
Dyn prefer single-syllable given names, but often 
have three or four familial names tracing their her-
itage back a few generations. The family names of 
any one dyn are simply the given names of their 
ancestors: one name from one of their parents, their 

3. Pronouns

Sex, gender, and gender expression are intensely 
personal in both our real world and on Zafir. All 
the GM and the other players really need to know 
is how to address your character, so choose some 
pronouns to use and write them in on your charac-
ter sheet. Common pronouns for people in Zafir are 
they/them, she/her, and he/him.

This book will use “it” when referring to units on the 
battlefield, the neutral “they/them” pronouns when 
referring to any unnamed hypothetical characters, 
and the pronouns of any named example characters 
or players.

Example: Johnathan has decided to use the she/
her pronouns for his hinn character since she 
identifies as a woman, so he writes those in on her 
character sheet in the Pronouns section.

From this point on in the book, when the author 
uses the word “you” they may be referring to the 
character you’re playing or you the player, depend-
ing on context.

Note on Gender: In Zafir, all people, regard-
less of their sexuality, gender identity, or gender 
expression are considered equal. It is one of 
the most important commands of the gods and 
anyone expressing sexist, homophobic, or trans-
phobic views is regarded with disdain. The gods 
themselves do not conform to a gender or sexu-
ality binary: Afrit is non-binary and asexual, 
Xi’lat considers themselves bi-gender, gender-
fluid, and demisexual, Gaia is feminine and 
pansexual, Iomi is feminine and a bisexual and 
calls herself a lesbian, Jack is masculine and gay. 
 
In the world of Zafir, men, women, and non-bina-
ry folks can be found at every level of every society, 
from the rulers of nations to the footpads of ma-
rauder gangs.

Randomly Pick Pronouns:
D6 PRONOUNS
1-2 she/her
3-4 he/him
5-6 they/them
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Randomly Pick an Insaan Name:

INSAAN GIVEN NAMES
D6 MASCULINE FEMININE ANY GENDER
1 Jonathan Koichi Aki
2 Marcus Jennifer Bevan
3 Atandwa Naima Hunter
4 Nozumo Layla Rei
5 Farid Yasmine Scout
6 Yousef Gertrude Zaza

INSAAN FAMILY NAMES
2D6 1-2 3-4 5-6

1 Baker Smith Higge
2 Holstead Sunkett Al-Kwarismi
3 Akosh Nyongo Gurira
4 Takashi Petrunich Hernandez
5 Trewella Shao Amedda
6 Pin Vanater Zulu

Randomly Pick a Hinn Name:

HINN GIVEN NAMES
D6 MASCULINE FEMININE ANY GENDER
1 Elleran Aleria Aramani
2 Omar Gelleneth Auden
3 Malon Fareena Janus
4 Relanor Tela Hadli
5 Makatosh Nadia Katana
6 Kevin Octavia Reinn

HINN FAMILY NAMES (ETHERIAN)
2D6 1-2 3-4 5-6

1 Orivaris Elion Nephinae
2 Elpharae Alavara Ilmadia
3 Elandor Halanaestra Saphielle
4 Xilren Thaola Zestari
5 Umeleth Vaeri Aenwyn
6 Myrdin Zilyana Haera

Randomly Pick a Dyn Name:

D6 DYN NAMES - ANY GENDER
1 Ash Bekke Gage
2 Bo Jai Wren
3 Denn Perl Star
4 Kye Quin Poz
5 Jax Chik Bru
6 Mack Viv Xed
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Randomly Pick a Rhuthari Name:

RHUTHARI CHOSEN NAMES
D6 MASCULINE FEMININE ANY GENDER
1 Fetu Tueila Ainalani
2 Palueiite La-ei Aputi
3 Rangi Lanuola Laki
4 Tamati Asoese Kerubo
5 Barmasai Akinyi Kioko
6 Lo-ikerra Makena Nataana

RHUTHARI TRIBAL NAMES
2D6 1-2 3-4 5-6

1 al-Njeri al-Arana al-Omondi
2 al-Kikuyu al-Kura al-Devi
3 al-Maina al-Ora al-Juma
4 al-Mwangi al-Turi al-Palakiko
5 al-Kimani al-Kama al-Shah
6 al-Odhiambo al-Kaukai al-Ashi (Exile)

Randomly Pick an Ath’enki Name:

ATH’ENKI GIVEN NAMES
D6 MASCULINE FEMININE ANY GENDER
1 L’uriz Chabat Marzuk
2 Kathaxo Bann’ika Lazgak
3 Li’vogorak Ch’koda B’hak
4 Ha’rakan Kruthani Vet’kag
5 Koshtuko Eshozi Gonka
6 Kagan'a Inkathu Za’kath

ATH’ENKI FAMILY NAMES
2D6 1-2 3-4 5-6

1 K’tuj Fromdak Harstarni
2 Lashtal Zetroc Ong’kud
3 Oh Merk’ikot Thal’nuut’ong
4 Vox Mol’vixo Ghazat
5 N’guchat Vasht Inzego’no’gorek
6 Uzak Zagnatz Zarod

Randomly Pick a Jaan Name:

D6 JAAN NAMES - ANY GENDER
1 Agoranamchanigaragara “Gara”
2 Maltinoragbarinthia “Malta”
3 Farudammangeringthoriadishmalchannagath “Chi-chi”
4 Torrakamundabaruthadaring “Rakamunda”
5 Ishinsherishawankalatisheevarundi “Ishi”
6 Lalamomoannanciama “Lala”
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Accuracy: The character’s ability to consistently 
hit enemies with weapons. A measure of their 
fine motor skills, breath control, and practice 
with their weapons.

Discipline: The character’s capability to resist 
mind-affecting abilities and the strength of 
their magical or spiritual abilities. A measure 
of their self-confidence, intelligence, and 
willpower.

Use the chart below to find your starting class’s 
initial base attributes and write them down in the 
Base Attributes section of your character sheet. Re-
cruits start with 1 more Toughness than the other 
starting classes (2 instead of 1), and the Novice and 
the Seeker both start with 1 more Discipline than 
a Recruit (2 instead of 1). All characters start with 
1 Agility and 1 Accuracy. During the course of the 
game, your character will be able to improve these 
attributes as they level up.

Starting Base Attributes by Class:

ATTRIBUTE RECRUIT NOVICE SEEKER
Toughness 2 1 1

Agility 1 1 1
Accuracy 1 1 1

Discipline 1 2 2

Combat Attributes
The attributes you’ll use during combat are 
Max HP, Speed, Aim, and Will, based on your base 
attributes, your equipment, and your abilities.

For Aim and Will, you won’t be getting any bonuses 
to those attributes at level 1, so you can just write 
the value in the box for both attributes.

Your Speed is 6 plus your Agility times 2, so it starts 
at 8.

Speed = 6 + (Agility × 2)

For your Max HP, you’ll get a +2 bonus from your 
body armor in the next section. Calculate your Max 
HP using the following formula:

Max HP = 2 
+ Half Character Level (rounded down) 
+ Toughness 
+ Body Armor

grandparents, their great-grandparents, etc. It’s un-
common to have five or more family names, and it’s 
considered somewhat pretentious to use that many. 
Insaan often mistakenly combine all the familial 
names into a single last name when creating re-
cords of dyn associates. Littermates are often given 
names that rhyme with each other.

Ath’enki Names
Ath’enki have, like the insaan, a given name and 
family name. The ath’enki language (Batarak) in-
cludes an apostrophe in many words to denote an 
implication of subtextual meaning, similar to how 
it denotes missing letters in contractions in English 
on Earth. It also favors fricative sounds like TH and 
V and hard consonants such as G, T and K combined 
with vowels. Names follow a similar form.

Jaan Names
Jaan usually have one name, and that name can 
be quite complex to insaan ears. The mothers of a 
child give them their name on the dawn of the 6th 
day after they are born, traditionally arguing about 
what the name should be, and who it should honor. 
Compromises are made, and the name tends to 
become long by the 6th day.

Example: Johnathan has chosen a name he thinks 
sounds strong and beautiful, and writes “Kira” in 
the Name section of the character sheet.

5. Base & Combat Attributes

You start at level 1 with zero experience points, so 
you can put 1 in the “Level” field and 0 (zero) in 
the “XP” field now. Each character has a set of base 
attributes that determine their skill and prowess in 
battle.

Toughness: The character’s resilience to bodily 
harm. A measure of the amount of damage 
the character’s body can take before they 
become so seriously wounded that they can 
no longer fight.

Agility: The character’s physical fitness, flexibil-
ity, and dexterity. A measure of how fast they 
can move and how maneuverable they are.
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Armor section, write in “Utility” on the first pocket 
line. All body armor has at least one utility pocket.

After adding the weapons, you can fill in the Attacks 
section for your weapons on the front of your char-
acter sheet. The Aim Dice for the attack is the Aim 
Dice of the weapon plus your Aim attribute. These 
attacks have no Breaking or Piercing.

After adding the ballistic vest, you can fill in the 
Body Armor line in the Max HP box on the front of 
your character sheet with the +2 Max HP and write 
the total up in the large box for Max HP.

Example: Johnathan equips Kira with an Autori-
fle, a Combat Knife, a Ballistic Vest, and a Frag 
Grenade (chosen from the next section). He writes 
the equipment attributes on the back of her char-
acter sheet and fills in the Attacks  and Equipped 
Items sections on the front. He remembers to add 
Kira’s Aim to the Aim Dice attribute of the weapon 
when writing in the attacks.

7. Starting Items and 
Abilities

For starting characters, Recruits will have 6 Max HP 
and Novices and Seekers will have 5 Max HP.

Example: Since Kira is a Recruit, Johnathan 
writes in her base attributes in that section on her 
character sheet. He also fills out the Combat Attri-
butes using the above calculations.

6. Starting Equipment

You can’t just run off into battle without proper 
weapons and equipment. Each character starts with 
a set of gear that will get them through their first 
mission. Choose one of two starting primary weap-
ons and one of three starting secondary weapons. 
Novices and Seekers can choose an arcane focus or 
spiritual resonator, respectively, instead of a pri-
mary weapon. Every character starts with the same 
body armor: a ballistic vest.

Once you’ve selected your starting equipment, flip 
your character sheet over and write them down in 
the “Primary Weapon,” “Secondary Weapon,” and 
“Body Armor” sections of the back. In the Body 

Starting Primary Weapon Table:

NAME RANGE
AIM 
DICE

CRIT 
DICE DAMAGE

CRIT 
DAMAGE AMMO

MOD 
SLOTS SPECIAL

Light Carbine Med 0 0 d2 + 2 +1 4 1 Lightweight 2 (+2 Speed)

Autorifle Med 0 0 d3 + 2 +2 4 1 -

Special Starting Equipment Table:

NAME
MOD 
SLOTS SPECIAL

Idiophone (Seeker Only) 1 Improved Resonator 1 (+1 Will when making Will Attacks)

Spell Focus (Novice Only) 1 Channel Energy 1 (Once per mission, reduce a magic ability’s cooldown by 1)

Starting Secondary Weapon Table:

NAME RANGE
AIM 
DICE

CRIT 
DICE DAMAGE

CRIT 
DAMAGE AMMO

MOD 
SLOTS SPECIAL

Combat Knife Adj +2 0 d3 +1 - 0 -

Pistol Short +1 0 2 +1 ∞ 1 -

Heavy Pistol Short 0 0 3 +1 ∞ 1 -

Starting Body Armor Table:

NAME TYPE MAX HP
ARMOR 
POINTS

SHIELD 
POINTS MOD SLOTS UTILITY POCKETS

Ballistic Vest Medium +2 0 0 1 1
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Starting Items Table (Choose One):

NAME RANGE RADIUS DAMAGE
CRIT 
DICE

CRIT 
DMG

BREAK-
ING

DAMAGE 
TYPE EFFECT

Frag Grenade Short 1.5 d2 + 2 0 0 1 Explosive Destroys cover

NAME CHARGES EFFECT
Medkit 1 Target self or adjacent allied unit. Heal target unit for 4 HP

2 charges. “Range: Medium” means that you must 
be within 16 tiles to use this ability on an enemy. See 
Chapter 3 - Missions for more information on how 
to make a Will Attack, and on the Panic and Disori-
ented conditions.

Terrorize

Activation: > Cooldown: 2 Charges: 2 
Range: Medium

Type: Debuff / Daeva Summoning

Effect: Target a Living unit in range and in line of 
sight and make a Will Attack against it. On Success: 
target unit gains Panic. On Resist: target unit gains 
Disoriented.

You subject your enemy’s mind to the abject terror of 
the Nether, destroying their confidence and sending 
them into a blind panic.

Recruit’s Starting Items: Choose 
either Frag Grenade or Medkit
If you’re a Recruit, you don’t start the game with 
any class abilities, but worry not, you start the 
game with a choice between a grenade and a util-
ity item and you’ll get new abilities once you level 
up. Choose either the Frag Grenade or the Medkit 
below and add it to the “Equipped Items” section on 
the front of your character sheet and in the utility 
pocket of your equipped body armor on the back.

Refer to the Basic Actions Table in the Reference 
Sheets for detailed rules on how to use these items. 
“Charges: 1” means that this item can only be used 
once during the mission, so be sure to use it when 
it’s most effective! See Chapter 6 - Equipment & 
Items for a more thorough description of these 
items.

Recruits start with a single item of their choice, 
either a Frag Grenade or a Medkit. Novices get the 
Ignite ability, and Seekers get the Terrorize ability. 
More explanation on the Ability descriptions in 
Chapter 3 - Missions.

Novice’s Starting Ability: Ignite
If you’re a Novice, you start the game with the 
Ignite ability, a bit of basic fire magic that sets an 
enemy on fire. Add your starting ability to the 
“Active Abilities” section of your character sheet.  
“Activation: >|” means that using the ability costs 
an action and ends your turn. “Cooldown: 2” means 
that after you use this ability, you have to wait until 
two turns later before you can use it again. “Charges: 
2” means that you can only use it twice for the whole 
mission. “Range: Short” means that you must be 
within 8 tiles to use this ability on an enemy. The 
Burning condition deals d3 Fire Damage every 
round and prevents ability use.

Ignite

Activation: >| Cooldown: 3 Charges: 2 
Range: Short

Type: Offensive / Fire Magic

Effect: Target unit in range and in line of sight gains 
Burning.

You focus your will on an enemy, snap your fingers, 
and set them alight.

Seeker’s Starting Ability: Terrorize

If you’re a Seeker, you begin with a simple mind-af-
fecting spell: Terrorize. Add your starting ability 
to the “Active Abilities” section of your character 
sheet. “Activation: >” means that using the abil-
ity costs an action but does not end your turn. 
Like Ignite, Terrorize has a 2-turn cooldown and  
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Starting Money
The currency of most of Zafir is the Imperial Riyal, 
formerly a gold coin minted by the Delardian 
Empire, but currently paper notes and silver-copper 
alloy coins issued by the Federal Bank of Delardia.

A Riyal is denoted with this symbol, ₹, and is divis-
ible into 100 cents. Twelve riyals and fifty cents is 
written ₹12.50. Riyal notes are issued in denomina-
tions of ₹1, ₹5, ₹10, ₹20, ₹50, and  ₹100. The Delard-
ian Federation also issues three coins, one worth 50 
cents (₹0.50), one worth 10 cents (₹0.10), and one 
worth 1 cent (₹0.01).

₹1 in Zafir is worth roughly $10 USD in real-world 
money. See Chapter 6 - Equipment & Items for more 
information on the average prices of goods and ser-
vices throughout Zafir.

Roll Starting Money: Each character starts with 
2d6 + 20 riyals. Roll these dice in front of the 
other players, add them up, and mark the 
total on the back of your character sheet in 
the “Money” section.

Example: Johnathan rolls a 7 on 2d6 and puts 27 
riyals in the Inventory section on the back of Kira’s 
character sheet along with a set of basic items.

9. Starting Proficiencies

Classes are able to equip weapons and body armor 
and use magic based on their proficiencies. Charac-
ters get different proficiencies from their starting 
classes and earn new proficiencies when choosing 
a new class.

8. Starting Inventory

Your characters probably start out with a very 
simple, transient lifestyle. They might only make 
enough money to survive day-to-day. Whatever 
your character’s aspirations and motivations are, 
they’re most likely starting from humble means.

Choose any number of the following useful items 
that feel appropriate for your character (or random-
ly generate a few trinkets) and add them to your 
character sheet’s “Inventory” section:

• Bag, backpack, or rucksack
• Two sets of common clothing
• Rifle cleaning & maintenance kit
• Canteen
• Mess kit (metal plate, fork & spoon)
• Small folding knife
• Crowbar
• Toolkit (screwdriver, hammer, wrench, 

pliers, file, fasteners)
• Auranite-powered flashlight, or hooded 

nethane lantern
• Tinderbox & chemical matches, or artifact 

fire-starter
• 15 meters of rope
• Lock picks
• Musical instrument
• Journal & pencil
• Personal keepsake (jewelry, photograph, etc.)
• Deck of cards or set of dice
• Tobacco or qunubu cigarettes
• (or randomly generate some trinkets 

using the table below)

Randomly Generate a Trinket:
D66 1 2 3 4 5 6

1 Pen & Pencil Small Journal Foreign Coins Coffee Mug Deck of Cards Crowbar
2 Flask Dainty Napkin Bag of Snacks Butter Crock Monocle Leather Wallet
3 World Atlas Spyglass Padlock & Key Flute Setar Compass

4 Toolset Folding Knife Matches Qunubu 
Cigarettes Tobacco Pipe Locket w/ 

Portrait
5 Fancy Hat Fine Gloves Spectacles Box of Tea Leaves Azi Statue Hand Mirror

6 Wooden Animal 
Figurine

Ath’enki Toen 
Hourglass

Piece of katta'ka 
shell

Salacious 
Romance Novel

Package of Dried 
Mushrooms

Tiny Zephyrite 
Shard
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Security: Street smart, reads a room. Enforces 
order, keeps the peace, causes a ruckus. Likes 
guns; knows about guns, bullets, and bombs; 
keeps their guns ready. Will punch folk.

Spirituality: Has a big heart, but knows how to 
guard it. Helps others think, feel, and know 
their own hearts. Knows about gods, religions, 
and rituals. Knows about spirits, daeva, love, 
and loss.

Sustenance: Dependable, confident. Grows 
food, buys food, cooks food. Keeps people 
healthy. Knows about plants, animals, soil, 
and seasons.

Your character starts at Expert skill level in one re-
sponsibility and gains 3 points in that responsibility. 
They also start at Basic skill level with the duties of 
two other responsibilities and gain 1 point in each of 
those. Your character starts with zero points in the 
rest of the responsibilities. It’s okay if some people 
in the crew have overlapping responsibilities and 
if not all responsibilities are handled by the crew. 
Choose your responsibilities and put their respec-
tive points on your character sheet.

Expert = 3 Points

Basic (x2) = 1 Point each

Randomly Pick Responsibilities:
Roll a d66 on the random responsibility three times, 
once for Expert, and twice for Basic. If you get a 
repeat responsibility, reroll.

D66 RESPONSIBILITY
11-13 Acquisition
14-16 Arcana
21-23 Engineering
24-26 Entertainment
31-33 Leadership
34-36 Medicine
41-43 Navigation
44-46 Security
51-53 Spirituality
54-56 Sustenance
61-66 roll again

Write these new proficiencies in the “Proficiencies” 
section on the back of your character sheet.

Starting Proficiencies by Class:

CLASS STARTING PROFICIENCIES
Recruit Autorifles, Sidearms, Medium Armor

Novice Autorifles, Sidearms, Arcane Focuses, 
Medium Armor, Fire Magic

Seeker Autorifles, Sidearms, Spiritual Resonators, 
Medium Armor, Daeva Summoning

Example: Since there’s nothing to choose here, 
Johnathan simply copies Kira’s starting proficien-
cies into the Proficiencies section on the back of her 
character sheet.

10. Starting Responsibilities

Responsibilities describe your character’s 
skill in non-combat situations. There are ten 
responsibilities:

Acquisition: Clever. Finds stuff, buys stuff, or 
steals stuff. Negotiates a good price. Knows 
the value of things. Completely 100% trust-
worthy, probably.

Arcana: Knows secrets, themselves, and a little 
bit of everything else. Identifies monsters and 
magic. Understands the layers of the cosmos. 
Strong willed. Reads a lot of old books.

Engineering: Smart, intuitive. Understands 
machines. Fixes stuff, makes stuff, upgrades 
stuff. Has a lot of tools you’ve never heard of.

Entertainment: Fun! Tells stories, sings songs, 
brightens spirits. Likes to laugh. Knows how 
to talk to people, understands them.

Leadership: Respected, loved, or feared. Gives 
orders, commands. Knows how to talk to 
people, public relations, roots in the commu-
nity. Convinces others to act.

Medicine: Steady hands, keeps their tools sharp, 
cleans things. Keeps people alive, keeps 
people healthy. Knows about drugs.

Navigation: Good memory, reads a lot, book 
smart. Reads maps. Can fly airships and drive 
autocars. Probably won’t get lost.
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Etherian: Ancient hinn language (archaic, most 
modern hinn speak Everan or Sultain).

Everan: Common surface world language, mainly 
insaan, Delardian Federation official language.

Morrillian: Morril regional dialect of Everan, 
insaan.

UZS (Universal Zafiri Sign): The official sign 
language of Zafir, adopted worldwide in 919 
MA3.

Jaxton (Jack’s Tongue): Secret code/cant of the 
Disciples of Jack (usually in Everan).

Rhuthari: Rhuthari common language.

Sultain: Sultain Imperium official language.

Old Sultain: Ancient Sultain language, still used 
for religious purposes (archaic).

Example: Johnathan chooses Everan as Kira’s 
Fluent Language and three other conversational 
languages: Sultain, UZS, and Batarak.

Ready to Play!

That’s it, you’re all ready to play! Introduce your 
character to the other players and listen as the GM 
sets the first scene. Welcome to Zafir!

Example: Johnathan feels like Kira would care 
about keeping her crew safe, so he chooses Security 
as her Expert responsibility and writes a “3” in the 
Security box of the Responsibilities section on the 
back of her character sheet. He chooses Naviga-
tion and Leadership as her Basic responsibilities 
and writes a “1” in each of those boxes.

11. Starting Languages

Every character can communicate using language. 
For any language, your character can either be 
fluent, meaning they speak the language well with 
a wide vocabulary; conversational, meaning they 
speak the language well enough to get by in daily 
life but lack an extended vocabulary; or not at all, in 
which they do not understand that language at all.

You may choose to start with one of the following 
sets of language capabilities:

Option 1:

• 1 Fluent Language
• 3 Conversational Languages

Option 2:

• 2 Fluent Languages

Choose your Languages from 
the following list and write them on your character 
sheet, indicating your level of skill (either Fluent or 
Conversational).

Languages of Zafir
Akkor: Jaan common language.

Kikkir: Arboreal jaan dialect of Akkor.

Batarak: Ath’enki common language.

Gabat’ura: Ath’enki religious/ultra-formal dia-
lect of Batarak (sometimes called Zephyrian).

Daevic: The language of daevas.

Daulite: Daul regional language, insaan.

Dynish: Dyn common language.
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NAME
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3

Missions

Max HP by starting at a base of 2 HP, adding half 
the character’s level, rounded down, the unit’s 
Toughness, and any bonuses from Body Armor or 
other equipment.

Max HP = 2 + Half Character Level +  
Toughness + Bonuses

When calculating Max HP, round down to the 
nearest whole number.

Speed: How fast the unit can move and maneuver 
on the battlefield. The Speed attribute represents 
the number of tiles the unit can move when using 
the Move Action. Calculated by adding bonus Speed 
from equipment and abilities to six plus double the 
unit’s Agility.

Speed = 6 + (Agility × 2) + Bonuses

Agility: While not technically a Combat Attribute 
(as it’s one of the unit’s base attributes), Agility is 
used to calculate Agility Points for Agility Moves. 
See the Movement section, below.

Aim: How well the unit can successfully hit enemies 
with their attacks. The Aim attribute represents the 
number of Aim Dice the unit adds to every attack, 
calculated by adding bonus Aim from equipment, 
mods, or abilities to the unit’s Accuracy. Note: each 
weapon can add additional Aim Dice for its own 

A mission is the tactical combat portion of a game 
session. It has a distinct start and end with clear 
goals defined by the GM. During the mission, the 
players’ characters and the enemies they face are 
represented as Units on a Battlefield. Each mission 
is divided into a series of Encounters that the play-
ers will need to complete to finish the mission.

Units

The players each control a single Unit, a represen-
tation of their Player Character in battle. The Game 
Master controls all Enemy Units: any units that are 
opposing the players. Allied Units that are not player 
characters are controlled by the players together.

Combat Attributes
Units have a series of values called Combat 
Attributes. These attributes are calculated by 
adding the unit’s base attributes to any bonuses 
they get from equipment, abilities, or conditions. 
The Combat Attributes are as follows:

Max Hit Points (Max HP): Amount of damage the 
unit can take before it goes Out of Action. The Max 
HP attribute represents the highest number of Hit 
Points (HP) that this character can have. Calculate 



Zafir: Basic Rules 25

Missions & Encounters

Combat in Zafir happens during Missions, which 
are divided into a number of Encounters. The GM 
will introduce the players to the mission and inform 
them of how many encounters it will have.

Start of the Mission
The players start the mission at full HP, full charges 
on items and abilities, full ammo in their weapons, 
and all abilities ready to use. They should choose 
which items to take and what equipment to use on 
the mission before they begin, as this cannot be 
changed during the mission.

Mission Objectives
The GM will give the players one or more Mission 
Objectives to complete in order to succeed in their 
mission. The default objective is to eliminate all 
enemy units in every Encounter, but the GM may 
introduce more complex objectives to give the play-
ers a more interesting challenge. Once the players 
complete all the objectives, the mission is over.

The GM may also specify Optional Objectives. For 
each of these objectives completed before the end 
of the mission, the players may receive additional 
rewards (or avoid penalties) at the GM’s discretion.

Encounters
Each encounter begins with the GM describing the 
scene and setting up the Battlefield. The GM will tell 
the players where to place their units or if they begin 
the encounter with Concealment, which lets the 
players set up wherever they want. Unless the GM 
says otherwise, encounters last until all the enemy 
units are defeated, including reinforcements.

End of the Mission
Upon completing all the mission objectives, the 
mission ends. Players receive one Experience Point 
(XP) for completing the mission. If player charac-
ters ended the mission Out of Action, check the 
Grievous Wounds table later in this chapter to find 
out what ultimately happens to them.

attacks, so don’t include those in the Aim combat 
attribute.

Will: The strength of the unit’s mental fortitude. The 
Will attribute represents the number of Will Dice 
the unit has when making or resisting Will Attacks, 
calculated by adding bonus WIll from equipment, 
mods, and abilities to the unit’s Discipline.

Hit Points (HP): HP refers to the player’s current 
Hit Points. Cannot be greater than the unit’s Max 
HP or fewer than zero.

Armor Points (AP): Incoming damage is reduced 
by this amount. Armor Points (abbreviated to AP) 
can be destroyed by attacks with Breaking.

Shield Points (SP): Shield Points (abbreviated to 
SP) are a technomagical force that protects the unit 
from incoming damage. They act like temporary HP 
on top of the unit’s Max HP. Damage is applied to 
Shield Points before HP and before Armor Points 
reduce damage.

Attack Attributes
Units make Attack Actions over the course of the 
battle. Each attack has the following attributes, 
which can be modified by equipment, mods, or 
abilities:

Range: The Range category for this attack, which 
can be Adjacent, Short, Medium, or Long.

Aim Dice:  The base number of Aim Dice used for 
this attack. This is calculated by adding the 
unit’s Aim attribute to the Aim Dice attributes 
from their equipped weapon and mods.

Crit Dice: The base number of Crit Dice used for 
this attack. This is calculated by totalling the 
Crit Dice attributes from the unit’s equipped 
weapon and mods.

Damage: The amount of Damage this attack 
does.

Crit Damage: The amount of extra damage 
added if this attack scores a Critical Hit.

Breaking: The number of Armor Points to 
destroy after dealing damage.

Piercing: The number of Armor Points to ignore 
when dealing damage.
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Start of Round/Phase 
Checklists

At the start of every round, before the player phase, 
the GM should do the following in this order:

1. Reduce duration counters by 1 for tile fea-
tures and remove expired tile features.

2. If there are reinforcements in this encounter, 
move all pending reinforcements down 
the reinforcements track. Place any rein-
forcements that move off the end of the track 
onto the battlefield.

3. Reinforcements that were just placed on the 
battlefield make a free move action.

Then the Player Phase begins. At the start of every 
Player Phase, the players should do the following in 
this order:

4. Apply start-of-round effects from condi-
tions and abilities for all the players’ units.

5. Reduce duration counters by 1 for condi-
tions on the players’ units and remove ex-
pired conditions.

6. Reduce cooldown counters by 1 for each 
ability on cooldown for the players’ units.

7. Choose a player to go first.

Once the players’ units (and allied units) have com-
pleted their turns, the Enemy Phase begins. At the 
start of every Enemy Phase, the GM follows a simi-
lar checklist for the enemy units:

8. Apply start-of-round effects from condi-
tions and abilities for all the enemy units.

9. Reduce duration counters by 1 for condi-
tions on the enemy units and remove expired 
conditions.

10. Reduce cooldown counters by 1 for each 
ability on cooldown for the enemy units.

Example Mission Sequence
The players are infiltrating the base of a bandit gang 
known for causing serious trouble in the badlands 
around Delard City. The mission objective, elimi-
nate all bandits. There will be three encounters in 
this mission.

Encounter 1: Start with Concealment. Fight the 
guards at the entrance to the bandit camp.

Encounter 2: Fight through the twisted interior 
of the camp.

Encounter 3: Engage with the bandit boss in his 
hidden underground lair.

Once the players defeat all enemies in each encoun-
ter, they progress to the next one. Once they defeat 
all the enemies in the last encounter, they success-
fully complete the mission.

Taking Turns

Combat happens in Rounds and Turns. One round 
contains two phases, the Player Phase, where each 
player takes one turn for their unit and their allies, 
followed by the Enemy Phase, where the GM takes 
one turn for each of the enemy units. During each 
round, each unit gets a turn. On their turn, the unit 
gets two Actions.

The players always have the first turn.

At the start of the Player Phase, the players choose 
one player from among themselves to go first. (It 
may help to use some object as a first-player token 
and place it in front of the chosen player.) That 
player’s unit goes first, performing its actions until 
its turn is over, then play proceeds to the player to 
the left of the first player and continues around the 
players clockwise. After all the players’ turns are 
completed, the players collectively act for any allied 
units’ turns. The GM then takes turns for all the 
enemy units. During the Enemy Phase, the GM con-
trols the enemy units and takes each enemy unit’s 
turn in any order they choose.
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(|) represents that this action will end the unit’s 
turn even if it has actions remaining. A dash (-) 
represents a free action, taking this action will not 
count against the unit’s two-action-per-turn limit. 
The word “Passive” means that this ability is a Pas-
sive Ability. The word “Reaction” means that this 
ability is a Reaction Ability.

Basic Action List

Move  >
The unit moves a number of tiles up to the value of 
its Speed attribute.

Attack (Ranged)  >|
(Unit has a ranged weapon equipped with at least 
1 ammo.) Target an enemy unit within the maxi-
mum range of the equipped weapon and within 
line-of-sight. Make an attack roll against the target 
unit, and if successful apply damage. Reduce the 
equipped weapon’s current ammo by 1.

Attack (Melee) >|
(Unit has a melee weapon equipped.) Make a free 
move action that puts this unit into Adjacent range 
of a target enemy unit. Then make an attack roll 
against the target unit with its equipped melee 
weapon, and if successful apply damage.

Attack (Grenade) >|
(A usable grenade item with charges remaining is 
equipped on this unit.) Target an area of effect with 
radius equal to the Radius of the equipped grenade 
centered on a tile in range and in line of sight. 
Target all units in the area of effect. Target units 
take damage according to the grenade’s Damage, 
rolling damage individually for each target. Destroy 
armor points equal to the grenade’s Breaking. Fi-
nally, follow the directions in the grenade’s Effects 
field.

Actions & Abilities

Each unit gets two actions per turn. Some actions 
are free actions and do not count against the two 
action limit. Other actions may end that unit’s turn 
regardless of how many actions remain unused. 
Some abilities may grant bonus actions of a speci-
fied type.

Abilities
All units can have Abilities. An ability is either a 
special action that only that unit can perform, a 
passive bonus to some attribute or attack, or a reac-
tion to another action being performed.

Passive Abilities

Passive Abilities are always in effect. Passive Abil-
ities provide a bonus to attacks, other abilities, or 
attributes.

Reactions

Reaction Abilities allow a unit to respond to anoth-
er unit’s action. These abilities always have a limit 
to how often they may be used as specified in the 
effect description.

Basic Actions
Any unit, including enemy units, can take the Basic 
Actions on their turn. The basic actions and their 
descriptions are listed below.

Activation Symbols

All actions and abilities contain one or more of the 
following symbols representing their Activation: an 
arrow (>), a bar (|), a dash (-), the letter P, or the letter 
R. An arrow (>) means that performing the action 
counts against the two-action-per-turn limit. A bar 

Action or Ability Activation Symbols:
SYMBOL DESCRIPTION

> The action or ability counts against the action limit, but does not end the unit’s turn.

>| The action or ability counts against the action limit and ends the unit’s turn, regardless of any available 
actions remaining.

- The action or ability can be performed as a free action, it does not count against the action limit and 
does not end the unit’s turn

Passive The ability is a Passive Ability.

Reaction The ability is a Reaction Ability.
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charges, reduce its charges by 1. If it has a cooldown, 
put it on cooldown. Use the ability as directed by its 
activation symbol.

Pickup Body >
(Unit is adjacent to an unconscious or dead unit.) 
The unit picks up and carries a body from an adja-
cent tile. While carrying a body, the unit may only 
take Move or Drop Body actions.

Drop Body -
(Unit is carrying a body and there is an unoccupied 
adjacent tile.) The unit drops the carried body on an 
unoccupied adjacent tile.

Movement

Zafir is played on a 3-dimensional 1-inch grid. Each 
grid square is called a tile. When a unit is in any par-
ticular grid square, it is considered “on” that tile and 
that tile is considered “occupied”. Only a single unit 
can occupy a tile at a time. Units are 1 tile wide and 
2 tiles tall (unless otherwise specified.)

The units can move around the battlefield using a 
Move Action. Units spend a number of movement 
points up to their Speed attribute when performing 
a move action. For cardinal movement, the move 
costs 1 movement point. For diagonal movement, 
the move costs 1.5 movement points. The unit 
must have movement points remaining equal to or 
greater than the required movement cost in order to 
move to that tile.

Example: Vishtek has a Speed attribute of 8. She 
can move 8 tiles in a straight line in a cardinal 
direction. She can move 5 tiles in a straight line 
in a diagonal direction, because after 5 diagonal 
movements she has spent 7.5 movement points and 
has 0.5 remaining; not enough to move one more 
time diagonally or cardinally. Alternatively, she 
can move 5 tiles in a cardinal direction and then 
2 tiles in a diagonal direction, or any combination 
thereof, so long as she doesn’t exceed her 8 move-
ment points.

Other Units

Attack (Subdue) >|
(Target is a Living unit with 2HP or fewer, or with 
Stunned or Disoriented.) Make a melee attack 
against the target unit without adding the Aim Dice 
from any equipped weapon, do not roll any Crit 
Dice or a Damage Die. If the attack hits, it deals no 
damage and the target unit gains Unconscious. If 
the unit has either the Stunned or Disoriented con-
dition, the subdue attack can be made against them 
even if they have more than 2 HP.

Overwatch >|
(Unit has a ranged weapon equipped with at least 1 
ammo.) Until the beginning of their next turn, if any 
enemy unit moves within this unit’s line of sight 
and within their ranged weapon’s maximum range, 
this unit may make a reaction attack against it at a -1 
Aim Dice penalty. While units are moving they are 
considered to be out of cover.

Reload >
(Unit has an equipped weapon with less than full 
ammo.) A weapon equipped on this unit has its 
ammo reset to full.

Use Item >
(A usable item is equipped on this unit and, if the 
item uses charges, has charges remaining.) The unit 
follows the directions for using the item. If the item 
uses charges, reduce the charges by 1.

Use Ally’s Item >
(A usable item is equipped on a willing allied unit that 
is adjacent to this unit.) So long as the allied unit’s 
player consents to this unit using its item, perform 
the Use Item basic action with the ally’s item.

Interact -
(Unit is on or Adjacent to an interactive environmen-
tal object.) The unit interacts with some object or 
part of the environment, the GM will give guidance 
on what is interactable.

Use Ability ?
(The unit has a usable ability with charges remain-
ing that is not on cooldown.) The unit follows the 
directions for using their ability. If the ability has 
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spending Agility Points (see Agility Moves - Climb-
ing, below).

Vaulting

A unit can move over cover that is 1 tile tall, but 
cannot end their turn on top of it. If the unit wants 
to vault over a piece of cover and end their move 
action on the ground on the other side, they must 
have available movement points to make the whole 
move.

A unit can move over multiple tiles of cover this 
way, so long as they have enough movement points 
for the whole move and don’t end their turn on top 
of the cover.

Example: Kira is taking cover at the end of a long 
table but has been outflanked by a Sultain loyal-
ist. She uses her move action to vault onto the table 
(up one tile), run its whole length (three more tiles) 
and hop down and take cover at the other end (one 
tile). The move only costs 5 movement points.

Agility Moves
Some athletic and acrobatic moves on the battle-
field take a special level of skill and fitness. Agility 
Moves can be performed as part of a move action. 
Each turn, the unit can spend a number of points 
equal to their Agility attribute, called Agility Points, 
to perform these special moves. The moves and 
their Agility Point costs are listed below.

Units may move through allied units but not end 
their turn on the same tile as another unit. Units 
may not move through tiles occupied by enemy 
units.

Dropping

A tile that is adjacent to the unit’s tile and lower than 
it is considered adjacent for movement. The unit 
can drop down safely from a height of 3 tiles. They 
can spend Agility Points to safely drop greater dis-
tances (see Agility Moves - Safe Dropping, below). If 
the unit decides to drop farther than 3 tiles without 
using Agility Points to drop safely, the unit falls and 
takes falling damage (see Falling, below).

Ladders

Any tile that is adjacent to the bottom of a ladder is 
considered 1.5 movement points away from the tile 
adjacent to the top of the ladder. A unit cannot end 
its move action in the middle of a ladder. Climbing 
from the bottom to the top is a move of a single tile 
that costs the full 1.5 movement point cost. Moving 
down a ladder is always considered a safe drop, and 
only costs 1 movement point and no Agility Points 
(see Safe Dropping, below).

Clambering

A tile that is adjacent to the unit’s tile and one tile 
higher is considered adjacent. If the tile is 2 or 
more tiles higher than the unit’s tile, then it is not 
adjacent. Units can clamber up a ledge 1 tile high, 
but cannot clamber up a ledge 2 tiles high without 

A) Cardinal Movement: 1 Movement Point 
B) Diagonal Movement: 1.5 Movement Points

C) Dropping 3 or Fewer Tiles: 1 Movement Point, No 
Agility Points 
D) Climbing a Ladder: 1.5 Movement Points

AA

BB
CC DD
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E) Clamber Up 1 Tile: 1 Movement Point 
F) Mantle Up 2 Tiles: 1 Agility Point + 2 Movement Points 
(see Agility Moves)

G) Vault Over Cover: 1 Movement Point per tile 
H) Running Along Cover: Allowed, cannot end turn on top 
of cover

Note: Agility Points are available per turn, not 
per move action.

Safe Dropping

Normally a unit can only drop a height of 3 tiles 
without falling and taking damage. A unit can drop 
from any height safely by spending 1 Agility Point 
in addition to the regular Movement Points for the 
move.

Mantling

A unit can jump up to a ledge two tiles above their 
current tile even if the wall is otherwise unclimbable 
by spending 1 Agility Point and 2 Movement Points.

Climbing

If the GM rules that a wall is climbable and the tile 
at the top of the wall above the unit is unoccupied, 
a unit may spend 1 Agility Point and 2 Movement 
Points per tile they wish to climb up. The unit must 
be able to spend all the required Agility Points and 
Movement points to climb the full distance in order 

EE

FF GG

HH

to perform this move, they cannot end their turn 
halfway.

Leaping

A unit can leap from one tile to another during 
their move action. This can be used to clear a gap 
or avoid a hazard. To make a leap, the unit must 
choose a landing tile that is at or below the current 
tile’s height, unoccupied, and within the unit’s re-
maining movement range. A leap costs a number 
of Agility Points equal to the number of tiles leaped 
over (or, the movement cost from the current tile 
to the landing tile minus one) and they must still 
spend the Movement Points for the full distance. If 
the target tile is more than 3 tiles below the unit, 
safe dropping rules apply as well.

Falling

Agility Moves Table:

MOVE COST DESCRIPTION

Safe Drop 1 Drop from any height safely by spending 1 Agility Point plus the regular Movement Points for the 
move.

Mantle 1 Jump up to a ledge 2 tiles above their current tile even if the wall is otherwise unclimbable by 
spending 1 Agility Point and 2 Movement Points.

Climb 1/tile To climb up a climbable wall, spend 1 Agility Point and 2 Movement Points per tile higher than 2 
tiles above ground. Must spend points for the full height of the wall to climb (can’t stop part way).

Leap 1/tile Spend 1 Agility Point per tile to leap over, plus the regular Movement Points for the move.
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The battlefield will contain pieces of Cover. Con-
ceptually, cover might be a stack of crates, a wall of 
sandbags, or a tree trunk. On the battlefield, pieces 
of cover are represented as 1-tile-cubes occupying 
a tile.

A unit is in Full Cover if it is on the opposite side 
from its attacker and it is against the side of a piece 
of cover that is at least 2 tiles tall. Attacking unit’s 
attacks get no additional Aim Dice against target 
units in full cover.

In the diagram on the opposite page, Soldier (A) 
has full cover against Tyrain (B), because Tyrain 
is on the opposite side of the plane of full cover.

A unit is in Half Cover if it is on the opposite side 
from its attacker and it is against the side of a piece 
of cover that is 1 tile tall. Attacking units’ attacks 
get an additional +1 Aim Dice against target units in 
half cover.

Soldier (A) has half cover against Vishtek (C).

A unit has No Cover if there is no cover between the 
attacking unit and this unit. If the unit is out in the 
open, not adjacent to any cover, then it is considered 
to have No Cover. If the unit is adjacent to cover but 
the attacking unit is on the same side of that cover 
as this unit, then this unit also has No Cover. Attack-
ing units’ attacks get an additional +2 Aim Dice and 
+2 Crit Dice against target units with no cover.

Soldier (A) has no cover versus Tiz (D).

Line of Sight
Every unit (unless otherwise specified) has a sil-
houette of two one-tile sized cubes stacked on top 
of one another, i.e. a rectangular prism that is 1 tile 
wide, 1 tile across, and 2 tiles high. When a unit tar-
gets another unit and must ensure the target unit 
is in line-of-sight, the target unit is counted as “in 
line-of-sight” if the player can draw an imaginary 
straight line from any part of the attacking unit’s 
silhouette to any part of the target unit’s silhouette 
without intersecting any battlefield terrain.

Other units do not block line of sight (they are as-
sumed to have a measure of training and teamwork 
so they can safely shoot through spaces occupied 

If the structure the unit is standing on is destroyed, 
or a unit drops from a height 4 tiles or higher with-
out spending Agility Points for safe dropping, then 
they fall and take falling damage. The unit takes 
2 Damage, ignoring Armor Points, and its move 
action ends, leaving it on the tile where it fell.

Some equipment or abilities make a unit immune 
to falling. A unit that is immune to falling can drop 
from any height without taking falling damage or 
prematurely ending its move action.

Cover

A) Safe Dropping 4 or More Tiles: 1 Agility Point required 
B) Falling 4 Tiles or More: Take 2 Damage

C) Leaping a 1-Tile Gap: 1 Agility Point + 2 Movement Points 
D) Leaping a 2-Tile Gap: 2 Agility Points + 3 Movement Points

CC DD

AABB
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If a unit is in cover and making an attack or using an 
ability, it may make that attack from any adjacent 
tile as if it moved to that tile, made its attack, and 
moved back. A unit may not Step and Fire to a tile 
that is above or below it in elevation. A unit may 
Step and Fire to make a melee attack. Step and Fire 
is not a move action and does not trigger overwatch 
or reaction attacks. A unit may use the Step and Fire 
rule for determining line of sight.

Tile Features

by allies or target specific enemies even if one is 
closer).

Enemy units with Large have silhouettes that are 
2 tiles wide, 2 tiles across, and 2+ tiles tall, at the 
GM’s discretion. Some Large enemies are taller than 
others.

If a unit is targeting a tile instead of another unit, 
treat the target tile’s silhouette as a cube 1 tile wide, 
1 tile across, and 1 tile high. Just like checking line of 
sight against units, if any part of the attacking unit’s 
silhouette can see the tile’s silhouette, the tile is in 
line of sight.

Step and Fire

The Soldier (A) has Full Cover vs Tyrain (B), Half Cover vs Vishtek (C), and No Cover vs Tiz (D)

CC

DD BB
AA

The Soldier (A) normally has half cover to Tyrain 
(B) in the situation above. But Tyrain can Step and 
Fire from the highlighted tile and leave the Soldier 
with no cover against his attack. Remember, Step 
and Fire is not a move action.

BB

AA
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obstacles are ignored so long as the target unit is 
within line of sight. Ignore vertical distance, and 
treat the battlefield as flat when measuring range.

Range is described as one of several categories: 
Adjacent, Short, Medium, and Long. How range 
is measured is slightly different for attacks with 
ranged weapons versus abilities.

Attacks with ranged weapons use two factors to de-
termine range. The first is Maximum Range. Units 
may not make ranged attacks against targets that 
are beyond the maximum range. (If the target is 
beyond maximum range, the unit may not make 
this attack, but it does not cost them an action just 
to measure range.) The second is Optimal Range. 
This is denoted as a minimum optimal range and 
maximum optimal range. If the target is outside this 
range, i.e. closer than the minimum optimal range 
or farther than the maximum optimal range, then 
the attacker takes a penalty when trying to hit that 
enemy.

For abilities, there is no optimal range. The target 
unit must simply be within the maximum range 
to be targeted. The maximum range of abilities is 
equal to the maximum optimal range of an equiva-
lent ranged attack.

Roll to Attack

Once a target unit has been selected and its range 
has been checked, the attacking unit makes an 
attack roll. The attack roll is actually three different 
rolls in one: the Aim Dice pool, the Crit Dice pool, 

The battlefield can sometimes be a dangerous place 
itself. Any tile can contain a tile feature. Some ef-
fects and abilities can create tile features on tiles. 
If a tile feature has a duration, the GM will set a du-
ration counter (a die with the side representing the 
remaining duration facing up) next to it on the bat-
tlefield and decrement it at the beginning of every 
round. When the counter reaches zero, the GM will 
remove the tile feature.

Attacks

Units can make the attack action on their turn. It 
uses one of their actions and ends their turn, even 
if it’s the first action that unit takes. Some weap-
ons and abilities allow attacks to be made without 
ending the unit’s turn. Additionally, some abilities 
provide free actions before or after an attack is 
made.

To make an attack, first choose an enemy unit 
within line of sight to target. Then check if that unit 
is in range and, if making a ranged attack, in opti-
mal range. Next, roll the attack dice, and if success-
ful, apply damage to the target unit.

Range
Once the target of the attack has been chosen, check 
the range from the attacking unit to the target unit 
using the most direct path between units. Check-
ing the distance when checking range is similar to 
movement measuring, except that cover and other 

Ranged Weapon Range Table: Ability Range Table:
WEAPON RANGE MAXIMUM OPTIMAL ABILITY RANGE MAXIMUM

Adjacent: 1.5 1 - 1.5 Adjacent: 1.5
Short: 16 1 - 8 Short: 8

Medium: 24 2 - 16 Medium: 16
Long: 36 8 - 36 Long: 36

Tile Feature Table:
TILE FEATURE DURATION EFFECT
Flames 3 turns Any unit that enters this tile gains Burning

Poison Cloud 3 turns
Any unit that enters or leaps through this tile gains Poisoned. Poison Cloud extends up from 
the tile in a space 2 tiles tall.

Acid Pool Indefinite Any unit that enters this tile gains Acid Burn
Shallow Water Indefinite Any unit with Burning that enters this tile removes Burning
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Melee attacks can be made over low walls, or up or 
down one tile in elevation. Melee attacks may gain 
the bonus Aim Die from elevation.

If the Aim Dice pool contains zero dice, it automat-
ically misses.

Example 1: Tyrain is firing his autorifle at an 
enemy unit with full cover. He gets 1 Aim Die to 
start with from his Aim attribute, but doesn’t add 
any more because of the enemy’s full cover. He 
doesn’t have any other bonus dice, so the entire 
Aim Dice pool is just 1 Aim Die. This is going to be a 
tough shot to make...

Example 2: Dalinus is firing their sniper rifle at 
an enemy soldier. Dalinus has an Aim of 2, and 
the sniper rifle has +1 Aim Dice, so the Aim Dice 
pool starts at 3 dice. Dalinus is attacking a unit in 
half-cover, so we add one die. They’re also attack-
ing from an elevated position, so we add another 
die, for a total of 5 Aim Dice in the Aim Dice pool.

Rolling for Critical Hits: Crit Dice Pool
The player rolls their Crit Dice pool at the same 
time as their Aim Dice as long as they use different 
colored dice to distinguish the two and they have at 
least 1 Crit Die in the pool. Often, there will be no 
Crit Dice.

Roll a number of dice for the Crit Dice pool to deter-
mine if the attack hits a weak point on the target; a 
successful critical hit occurs if one or more of the 

and the Damage Die. Create two dice pools of dif-
ferent colored dice, one for the Aim Dice pool, and 
another for the Crit Dice pool. Add a die of a third 
color for the damage dealt by the attack. Roll all the 
dice together. More explanation of each dice pool is 
found below.

First, check if the attack hits the target unit. Check 
the results of all of the Aim Dice. If one or more 
of the Aim Dice has a result of 5 or 6, the attack is 
successful: it’s a hit! If none of the Aim Dice results 
are 5 or 6, the attack is a miss, and the attack ends 
unsuccessfully.

If the attack successfully hits, and at least one Crit 
Die resulted in a 6, the attack is a critical hit!

Now use the damage die to determine total damage 
(see Rolling for Damage, below).

Attack Roll:

Aim Dice + Crit Dice + Damage Die

Rolling to Hit: Aim Dice Pool
The player will roll a number of dice to determine if 
the attack hits their target, called the Aim Dice pool. 
If one or more of these dice results in a 5 or 6, the 
hit is a success. To figure out the number of dice in 
the pool, choose which unit to be the target unit and 
which weapon the attacking unit will be using for 
the attack. Then use the Aim Dice Pool Table below, 
adding or removing dice from the Aim Dice pool for 
various reasons.

Aim Dice Pool Success Rate Table:

AIM DICE POOL SIZE 1 2 3 4 5 6 7 8 9
Approx. Percent Chance to Hit 33% 55% 70% 80% 87% 92% 94% 96% 97%

Aim Dice Pool Table: 
AIM DICE BONUS REASON

+1 die per Attack Aim Dice The attack’s Aim Dice (unit’s Aim + weapon Aim Dice).
+0 dice The target unit has full cover against the attacking unit.
+1 die The target unit has half cover against the attacking unit.

+2 dice The target unit has no cover against the attacking unit.
+1 die The attacking unit is making an attack from a higher elevation than the target unit.
-1 die The target unit is outside the optimal range for the attacking unit’s weapon.

Any bonus or penalty Aim Dice Aim Dice from conditions, active abilities, equipment, or mods.
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Example 1: Lotoku the Sapper has hit with his 
Autocannon which has a Damage field of “d3 + 
3”. He rolled his damage die with the attack roll, 
a d3, and got a result of 2. He adds the +3 from the 
damage field and gets a base damage result of 5.

Example 2: Tyrain the Acolyte scores a hit with his 
Heavy Pistol. The damage entry for that weapon is 
just “3”, so he doesn’t roll any damage dice and just 
uses 3 as the base damage result.

Example 3: Kira the Trencher is attacking an 
enemy without cover with her Shotgun. She rolls 4 
Aim Dice (+2 Aim Dice from her base Aim, +2 Aim 
Dice from the enemy having no cover), 3 Crit Dice 
(+1 Crit Dice from her shotgun, +2 Crit Dice from 
the enemy having no cover), and her damage die 
(d3 from the shotgun’s Damage field). Her Aim 
Dice pool results are a 2, 3, and a 5, so she scores a 
successful hit because Aim Dice pools are success-
ful if at least one die results in a 5 or better. Her 
Crit Dice pool results are a 2, 2, and a 6, so she also 
gets a critical hit! Her damage die result is 3, max 
damage! The damage from the shotgun is d3 + 3, 
so the base damage is 6. Then she adds the Crit 
Damage from the shotgun (+3) for a total damage 
of 9. The enemy unit takes 9 damage and is taken 
Out of Action.

Calculate Total Damage
Begin with the base damage result from the attack-
er’s damage roll. From that damage result, add the 
following modifications:

Base Damage: Start with the base damage 
rolled for the attack. Use the Damage field 
of the weapon’s entry to determine the base 
damage.

Crit Dice result in a 6. To find the number of dice 
in the Crit Dice pool, use the Crit Dice Pool Table, 
below.

If the unit has no Crit Dice in the pool then don’t roll 
any. This attack will not be able to score critical hits.

If the Aim Dice pool did not result in a successful 
attack, there is no critical hit even if the Crit Dice 
pool result was a success.

On a successful critical hit, add extra damage from 
the Crit Damage field of the attacking unit’s weapon 
to the result of the base damage roll.

Example 1: Continuing the previous example, 
Dalinus’ sniper rifle has +1 Crit Dice, so our Crit 
Dice pool is just 1. Dalinus’s player rolls 5 Aim 
Dice, 1 Crit Dice, and a single d3 Damage Die for 
their attack roll.

Example 2: Kira has flanked an enemy soldier 
and exposed them without any cover. She’s attack-
ing them with her shotgun, which has +1 Crit Dice. 
Because the enemy soldier has no cover against 
Kira, she gets to add an additional +2 Crit Dice to 
her Crit Dice pool. In total, when she attacks, she 
gets to roll 3 Crit Dice.

Rolling for Damage
Roll the base damage as part of the attack roll using 
the Damage field for the attacking unit’s weapon. 
If a weapon or ability has no dice listed as part of 
its damage, don’t roll anything and just use the 
number provided. If there is a die listed, roll that die 
and add the results with any other numbers listed. 
The player rolls their damage die along with their 
Aim Dice pool and their Crit Dice pool by using a 
different colored die for the damage die.

Crit Dice Pool Success Rate Table:

CRIT DICE POOL SIZE 1 2 3 4 5 6 7 8 9
Approx. Percent Chance to Crit 17% 30% 42% 52% 60% 66% 72% 77% 80%

Crit Dice Pool Table:

CRIT DICE BONUS REASON

+1 die per Attack Crit Dice Bonus Crit Dice from the attack.

+2 dice The target unit has no cover against the attacking unit.
Any bonus or penalty Crit Dice Bonus from conditions, active abilities, equipment, or mods.
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Crit Damage: If the attack was a critical hit, 
add additional damage to the base damage 
as specified in the Crit Damage field of the 
weapon’s entry.

Bonus/Reduced Damage: Increase or reduce 
the damage based on any vulnerabilities, 
immunities, conditions, or passive abilities 
on the target unit, or on any active abilities, 
passive abilities, equipment, or mods on the 
attacking unit.

Shield Points: If the target unit has Shield 
Points, apply the damage to the Shield Points 
first, reducing the Shield Points by 1 point for 
each point of damage, down to zero. If there 
is damage remaining, continue. Lightning 
Damage is doubled against shields.

Armor Points & Piercing: Reduce the damage 
by the number of armor points the target 
unit has, to a minimum of 1 (a successful 
hit always does at least 1 damage unless the 
target has Immunity to that damage type, 
see Immunity below). If the attacking unit’s 
attack has Piercing, ignore that many armor 
points when reducing damage.

Breaking: If the attacking unit’s attack has 1 or 
more Breaking, reduce the target unit’s Armor 
Points by the attacker’s Breaking value, down 
to a minimum of zero.

Damage HP: Reduce the defending unit’s HP 
by the resulting final damage amount, to a 
minimum of zero.

Example 1: Tiz takes aim at a sky pirate Officer 
with her autorifle, who currently has 7 HP. She hits 
and rolls a 2 on her Damage Die. Her base damage 
is 4 (autorifle damage is d3+2), and since the Offi-
cer unit has no Armor Points or Shield Points the 
damage is applied directly to its HP. The Officer’s 
HP is reduced from 7 to 3 by the attack.

Example 2: Lotoku the Sapper makes a successful 
ranged attack with his autocannon against an An-
tique Battlemech the sky pirates reprogrammed 
and deployed on the battlefield. He rolls a 3 on his 
Damage Die, for 6 base damage. The battlemech 
unit has 8 HP and 1 AP, and Lotoku’s attack has 1 
Breaking. First, the damage is reduced by the AP 

to 5 damage, and the rest is applied to the unit’s 
HP. The battlemech now has 3 HP remaining. 
Then Lotoku’s Breaking is applied to the target’s 
AP, destroying 1 point. The battlemech now has 
zero Armor Points.

Example 3: Kira the Trencher is fighting a Hedge 
Mage and a Shield Mage. The Shield Mage just 
used its Arcane Shields ability, giving itself and 
the Hedge Mage 3 Shield Points. The Hedge Mage 
now has 7 HP and 3 SP. Kira makes a successful 
attack with her sword against the Hedge Mage. 
She rolled a 1 on her Damage Die for 4 damage, 
and because she has the Trench Fighting passive 
ability, adds an additional +1 damage for a total 
of 5 base damage. Because the Hedge Mage has 
Melee Damage vulnerability, another +3 damage 
is added for a final total of 8 damage. The damage 
is first applied to the Hedge Mage’s Shield Points, 
so 3 damage goes to destroying all 3 SP. The re-
maining 5 damage is applied to the Hedge Mage’s 
HP, leaving them with only 2 HP remaining.

Area of Effect Damage: for area effect weapons 
like grenades or abilities that target all units in an 
area of effect, the attack automatically hits, but 
make a separate damage roll for each unit in the 
area of effect.

Zero HP

When an enemy unit is reduced to zero HP, it goes 
Out of Action. When a player character’s unit is re-
duced to zero HP, that player rolls once on the Ca-
sualty Table below. Enemy units never roll on the 
casualty table; they immediately go Out of Action.

When an enemy unit goes Out of Action, if that unit 
was a Living type unit, its body drops on the battle-
field in that tile.

Units cannot have less than zero HP. If an attack 
or effect would reduce a unit’s HP to a number less 
than zero, set that unit’s HP to zero.

If the defending unit’s HP drops to zero, some abili-
ties or equipment might react in some way. Resolve 
these reactions before rolling on the Casualty table. 
The reacting ability might cause the unit to be 
healed or otherwise prevent them from staying at 
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target unit only has 1 SP and it takes 1 or more points 
of Lightning Damage, it’s SP is reduced to zero by 
the first point of Lightning Damage, but the extra 
point it would have been reduced by because of the 
double damage is not applied to HP.

Sources

Usually, units have zero SP or only gain SP from a 
single source, like their equipped Mage Armor or 
a Shield Mage’s Arcane Shields ability. However, 
when units gain SP from multiple sources, it’s im-
portant to track how many points are gained from 
each source. For example, when the Shield Mage is 
killed, any units with SP from the Arcane Shields 
ability lose those SP.

Shield Points Source Stack

Each time a unit gains SP, imagine adding each 
point like placing a playing card on the table. Each 
card has a source and represents a single SP. If the 
unit gains more SP, those SP go “on top” of the stack 
of cards, and if the unit takes damage to SP, the SP 
on top of the stack are removed first.

For example, suppose a single soldier is affected 
by two Shield Mage’s Arcane Shields +3 abilities si-
multaneously. The Soldier has 6 SP total, three from 
Mage #1 and three from Mage #2. The soldier then 
takes 2 points of damage. This removes the “top” 2 
SP from the soldier’s SP stack, which were provided 
by Mage #2’s ability. They now have a total of 4 SP. 
Mage #1 is killed by the players and so her Arcane 
Shield’s effects are removed from the soldier. 
Since Mage #1 put the shield on first, those are the 
“bottom” 3 SP of the soldier’s SP stack, so all three of 
those SP are removed, leaving the soldier with only 

zero hit points. If the unit has 1 or more hit points 
after these reactions resolve, do not roll on the Ca-
sualty Table.

Armor Points
Armor Points, abbreviated AP, reduce all incoming 
damage to a unit, unless the attack specifies that it 
ignores armor. When the attack’s damage has been 
calculated, reduce that damage by the number of 
AP the target unit has.

Piercing

Some attacks can ignore or partially ignore the 
Armor Points of the target unit. If an attack has 
points of Piercing, ignore that many Armor Points 
when reducing damage.

Breaking

Armor Points can be broken, reducing the amount 
of AP the unit has for the rest of the mission. If an 
attack has points of Breaking, reduce the target 
unit’s AP by that amount after the damage has been 
reduced by the AP.

Shield Points
Shield Points, abbreviated SP, act like temporary hit 
points on top of the unit’s current HP. All damage is 
applied to SP first, then reduced by armor and ap-
plied to the unit’s HP.

Lightning Does Double Damage

Shields are technomagical constructs and are par-
ticularly susceptible to damage from electrical 
energy. Each point of Lightning Damage applied to 
shields reduces the unit’s SP by 2 instead of 1. If the 

Casualty Table:

D6 RESULT

1-2 Choose 
One:

Eye of the Void: The unit stares into the Eye of the Void and wills themselves back into the world of the 
living. Set the unit’s HP to 1 and apply Eye of the Void, which is a condition that lasts until the end of 
the mission and cannot be removed. While the unit has Eye of the Void, if their HP is reduced to zero 
they do not roll on the Casualty Table and instead go Out of Action immediately.

Bleeding Out: The unit will go Out of Action in 3 turns. Apply the Bleeding Out condition to the unit 
and lay the unit’s miniature on its side.

3-4 Stunned: Set the unit’s HP to 1 and apply the Stunned 2 and Disoriented conditions to the unit (the 
unit loses both actions on its next turn).

5-6 Knocked Down: Set the unit’s HP to 1 and apply the Stunned 1 condition to the unit (the unit loses 1 
action on its next turn).
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If a unit is immune to a damage type and is going 
to take damage of that type, it instead takes zero 
damage from that attack, ability, or condition.

Example: our heroes, Kira and Vishtek, are fight-
ing a Battlemech. Kira tosses a Venom Grenade 
such that the Battlemech unit is inside its area of 
effect. Normally the grenade applies the Poisoned 
condition, but because the enemy unit has Poi-
soned listed as one of its immunities, it does not 
gain the Poisoned condition.

If an attack has more effects than just damage the 
other effects are not affected by the unit’s immuni-
ties. If an attack does Lightning Damage and applies 
the Stun condition and the target unit is immune 
to Lightning Damage, the unit still gains the Stun 
condition from the attack.

Vulnerability
As well as immunities, units may also have 
vulnerabilities. If a unit is vulnerable to a damage 
type and it takes damage from an attack that deals 
that type, it takes an additional +3 Damage.

Example: since Kira’s Venom Grenade was ineffec-
tive against the Battlemech, Vishtek spends her 
action casting Lightning Strike, an ability that 
deals 3 Lightning Damage. Battlemechs are vul-
nerable to Lightning Damage, so it takes 6 Light-
ning Damage instead.

If a unit is vulnerable to Melee Damage, this means 
any damage dealt by a weapon with the Melee 
Weapons required proficiency.

Area of Effect

Some attacks and abilities affect all units on a set 
of tiles instead of targeting a specific unit. Attacks 
with an area of effect automatically hit all targets in 
the area, no Aim Dice are rolled. To determine a cir-
cular area of effect for a given radius, use the same 
measuring rules for movement radiating out from 
the central target tile.

Target every unit on any of the tiles in the area of 
effect. If the ability or attack does damage, roll 
damage individually for each target unit in the area.

1 SP remaining. If Mage #2 had died instead, only 
the SP from that mage’s ability would have been 
removed, leaving the soldier with 3 SP from Mage 
#1’s ability.

Unit Types

Every unit has a type. There are four unit types: 
Living, Undead, Artifact, and Animated. Unit types 
may be specifically mentioned in abilities. The 
player characters are all Living type units. 

Living: The unit is flesh and blood. It has a brain 
and a nervous system and a body that needs 
to breathe air.

Undead: A corpse reanimated by Nether energy. 
It does not think, feel pain, or breathe.

Artifact: A unit made of magitech parts. Nothing 
about this unit is alive, it’s just a piece of very 
complex artificery.

Animated: This unit is non-living material 
inhabited by a spirit or a daeva. The spiritual 
being animates the inhabited material.

Damage Types, Immunity, & 
Vulnerability

Some weapons and abilities deal damage of a spe-
cific damage type. Grenades deal Explosive Damage 
and the Fireball ability, unsurprisingly, deals Fire 
Damage. The weapon or ability will clearly state 
what type of damage it deals if it does. If no specific 
damage type is listed, then the damage is not affect-
ed by any immunities or vulnerabilities.

Immunity
Units sometimes have immunity to particular 
damage types or conditions because of their innate 
properties, such as a zombie being immune to 
Poison Damage and the Poisoned condition because 
it is already dead, or because of abilities or equip-
ment, i.e. a unit that has body armor equipped with 
the Hazmat Lining mod is immune to Acid Damage 
and the Acid Burn condition.
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Making a Will Attack

Some abilities or effects attack the mind directly, 
testing the mental fortitude of units on the battle-
field. To represent such a mental assault, the at-
tacking unit will make a Will Attack by rolling a Will 
Attack Dice pool. If one or more of these dice results 
in a 5 or 6, the roll is a success. If the ability specifies 
a number of Crit Effect Dice, the player will also roll 
a Crit Effect Dice pool with success on 6. If the de-
fending unit has a Will of 1 or more it can attempt to 
resist the Will Attack by making a Resist Dice pool 
roll as a response.

Will Attack roll:

Will Attack Dice (5+) + Crit Effect Dice (6)

Resist Roll:

Resist Dice (6)

To calculate the number of dice in the Will Attack 
Dice pool, use the Will Attack Dice Pool Table below.

If there are zero dice in the Will Attack Dice pool 
after modifications, the attack is automatically 
resisted.

If the attacking unit has bonus critical dice for Will 
Attacks or the ability adds bonus critical dice, that 
unit makes a Critical Effect roll. Like a Critical Hit 
roll, the Critical Effect Dice pool has success on 6 
only.

If the defending unit has a Will value of 1 or more, 
they may make a Resist roll. The defending unit 

For area-of-effect targeting on a battlefield that has 
terrain with significant verticality, treat the area of 
effect as a cylinder with a height of double the effect 
radius and the target tile directly in the center. The 
cylinder extends upwards by the effect radius and 
downwards by the effect radius.

Destroying Cover

An ever changing and modifiable battlefield re-
quires more strategic decision-making and tactical 
maneuvering. Some attacks and abilities have a 
“Destroy Cover” effect. When those attacks or abil-
ities are activated, destroy all pieces of destructible 
cover in the area of effect. It is at the GM’s discretion 
to determine if any piece of cover is destructible or 
not, as some battlefield terrain might be extra du-
rable, structurally sound, or otherwise unable to be 
destroyed. A player may ask the GM in advance if a 
piece of cover is destructible or not.

Example: Lotoku and Vishtek are holed up in a 
bunker being assaulted by Sultain extremists. An 
enemy soldier has taken cover behind a stack of 
crates next to the bunker’s interior wall. Lotoku 
tosses a Frag Grenade at the enemy. The grenade 
deals damage to the enemy unit and destroys the 
crates he was hiding behind, but does not destroy 
the wall of the bunker, as the GM determines that 
it is too durable and structurally sound to be 
destroyed.

Circular Areas of Effect with radius = 1, 1.5, 2, 2.5, and 3.
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condition that it already has, reset that condition’s 
duration (if it has one) to its full amount.

Some conditions have a duration and are removed 
from the unit once a number of turns have passed. 
When the unit gains a condition with a duration, use 
a die to track the condition’s remaining duration.

At the start of each Phase, decrease the duration 
counter by 1 for each condition a unit (who acts 
during that phase) has applied to them. If the count-
er reaches zero, remove that condition.

Some conditions are removed for other reasons 
than their duration expiring. The condition will de-
scribe when it should be removed.

Removing Conditions
Each condition has a set of things that can end that 
condition’s effect on the unit. They may have noth-
ing that can remove the condition, or they may have 
several. If there are several ways for a condition to 
be removed, if any one happens, the condition is 
removed immediately. All conditions are removed 
immediately when the mission ends.

rolls a Resist Dice pool with a successful resist on 
one or more results of 6.

If the Will Attack roll is successful and the Resist 
roll fails, the effects of the On Success section of the 
ability description is applied to the defending unit. 
If the Critical Effect roll is also successful, the addi-
tional effects of the On Crit section are also applied. 
If the defending unit’s Resist roll is successful, do 
not apply either the On Success or On Crit sections of 
the ability’s description, instead apply the On Resist 
section if it exists. If there is no specific On Resist 
section, the attack simply has no effect. If the Will 
Attack roll fails, the attack is automatically resisted 
by the defending unit (they don’t need to make a 
Resist roll), apply the effects of the On Resist section 
only.

Conditions

During the course of battle, units may be affect-
ed by conditions. A unit may have any number of 
conditions applied to them, but they may not gain 
the same condition twice. If a unit would gain a 

Will Attack Dice Pool Table:

WILL ATTACK DICE BONUS REASON

+1 die per Will Will of the attacking unit.

+1 die The target unit is wounded (it is not at full health).

+1 die The target unit has a negative condition.

+1 die The target unit is isolated (it has no allied units within 4 tiles).

+1 die The target unit, or an ally of the target unit within line of sight, has Panic.

Any bonus or penalty Will Attack Dice Bonus dice from conditions, active abilities, equipment, or mods.

Will Attack Crit Effect Dice Pool Table:

CRIT EFFECT DICE BONUS REASON
+2 dice The target has Panic.

Any bonus Crit Effect dice Bonus dice given by the description of the Will Attack ability.

Any bonus or penalty Crit Effect dice Bonus dice from conditions, active abilities, equipment, or mods.

Resist Dice Pool Table:

RESIST DICE BONUS REASON

+1 die per Will Will  of the defending unit.

Any bonus or penalty Resist dice Bonus dice from conditions, active abilities, equipment, or mod
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Condition Table:

CONDITION DURATION EFFECT REMOVED BY

Acid Burn Indefinite At the start of each round, the affected unit takes d3 Acid 
Damage.

Healing

Bleeding Out 3 turns The affected unit can take no actions. The affected unit has 
a bleeding out counter that starts at 3. At the start of each 
round reduce the bleeding out counter by 1. If the counter is 
zero, the unit becomes Out of Action. If the unit is Healed for 
1 or more HP, remove Bleeding Out and add Disoriented.

Healing, Resurrect

Burning Indefinite At the start of each round, the affected unit takes d3 Fire 
Damage. The affected unit can only take the following 
actions: Move, Attack, Overwatch, Use Item, or Stop Drop & 
Roll (use an action, end this unit’s turn, remove Burning from 
this unit).

Healing, Water Tile, 
Stop Drop & Roll

Disoriented 2 turns Psychological. The affected unit has -3 Speed, -1 Aim, -1 Will. Restore

Ethereal 
Suspension

2 turns The affected unit can take no actions, is unable to be targeted 
by attacks or abilities, and is immune to all damage.

-

Exhausted 2 turns The affected unit has -1 Damage to melee attacks, -3 Speed, 
-2 Will when resisting Will Attacks, has Overwatch removed, 
and cannot make reaction attacks.

-

Marked Indefinite Attacks made against the affected unit by enemy units gain +1 
Aim Dice.

Marking unit is killed

Mind 
Controlled

Indefinite Psychological. The player of the controlling unit chooses what 
actions the affected unit takes. The affected unit acts on the 
controlling unit’s turn. If either the controlling unit or the 
affected unit becomes Disoriented, remove Mind Controlled 
from the affected unit. If the controlling unit dies, remove 
Mind Controlled from the affected unit.

Controlling unit is killed 
or gains Disoriented, 
controlled unit gains 
Disoriented

Out of Action Indefinite The affected unit can take no actions. The unit is wounded 
beyond the point of being able to function on the battlefield.

Resurrect

Panic 2 turns Psychological. The affected unit makes a single move action 
as far away as it can from enemies and still be in cover and 
takes no more actions for the remainder of the duration. 
Enemy units may flee the battlefield entirely when Panicked.

Restore

Poisoned 4 turns At the start of each round, the affected unit takes 1 Poison 
Damage. It has -2 Aim and -3 Speed.

Healing

Shattered Indefinite All attacks or abilities that deal damage made against the 
affected unit gain +1 Damage and +1 Breaking.

-

Stunned X Varies Psychological. The affected unit has the next X actions 
removed (i.e. skips actions until X is reached. If a unit gains 
Stunned 2, the next turn the unit loses 2 actions and cannot 
act. If it gains Stunned 1 then the following turn it loses 1 
action and only has 1 remaining).

Restore

Unconscious Indefinite The affected unit can take no actions. If the unit is Healed for 
1 or more HP, remove Unconscious and add Disoriented.

Healing, Restore

Testing for Panic

When the battle is about to overcome a unit’s 
psyche and send them into an uncontrollable panic, 
they have a chance to dig deep inside themselves 
and resist. When a unit must test for panic, the GM 

makes a Will Attack against the unit with 2 Will 
Attack Dice and no Crit Effect Dice with the unit re-
sisting with its Will as normal. Apply the Will Attack 
Dice pool modifiers as normal. On Success: the unit 
gains Panic. On Resist: This unit gains +3 Will when 
resisting Panic attacks for the rest of the mission 
(not cumulative).
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Units that are concealed can use Overwatch, but 
can only take overwatch attacks by revealing them-
selves. If an enemy unit would trigger a reaction 
attack, a unit on Overwatch may choose to make 
their reaction attack, but become revealed imme-
diately afterward. Units that normally remain con-
cealed when the team is revealed may choose to use 
their Overwatch attacks and become revealed when 
the team is revealed.

Enemy Unit Behavior During 
Concealment
If the encounter starts with concealment, enemy 
units will act as if the players are not there. Some 
will stand in their spot without moving, and others 
will patrol an area. The GM controls the enemy units 
moving in these patrol routes during the Enemy 
Phase. The moment the players are revealed, each 
enemy unit on the battlefield may make 1 free move 
action. This represents their desperate dive for 
cover once they spot the players. This movement 
triggers reaction attacks.

Re-entering Concealment
Some units’ abilities allow them to become con-
cealed again after they’ve been revealed. These 
newly concealed units are revealed in the same way 
as units that started concealed. Concealed units 
are ignored by enemy units until they are revealed 
individually.

Concealment

If the GM designates, for the first encounter of a 
mission, the entire crew of player units may start 
with concealment. While concealed, enemy units 
will not initially see the players’ units and the play-
ers will be able to set up an ambush.

The GM will set up the encounter battlefield and 
then place enemy units as normal, but will place the 
enemy units as if they were unaware of any immi-
nent danger. The players may then place their units 
on any tile on the battlefield, so long as they are not 
Revealed from that tile.

A unit can be revealed in several ways:

Too Close: If it moves anywhere within the 
detection range of an enemy unit (default: 5 
tiles) then it is revealed.

No Cover: If the unit is within line of sight to an 
enemy unit to which it has no cover, then it’s 
revealed.

Takes Action: If the unit makes an attack or 
uses an ability that targets an enemy unit, it’s 
revealed. (Note: abilities that do not target 
enemy units may not reveal the unit, at the 
GM’s discretion.)

If a player’s unit becomes revealed, then all player 
units become revealed at the same time. Some spe-
cial abilities allow a unit to remain concealed once 
everyone is revealed, or to re-enter concealment at 
a later point in the mission.

Condition Removal Method Table:

REMOVAL METHOD REMOVE THE CONDITION IF...
Healing The unit is healed for 1 or more HP
Restore The unit is Restored via the Restoration ability or Restore effect from items or equipment

Resurrect The unit is Resurrected via the Resurrection ability
Water Tile The unit moves on to a tile that has the Shallow Water tile feature

X Unit Takes Damage The specified unit takes 1 or more points of damage to their HP, damage to Shield Points does not 
trigger this effect.

X Unit is Killed The specified unit has their HP reduced to zero
X Unit gains Condition The specified unit gains the specified condition
Stop Drop & Roll The affected unit takes the special Stop Drop & Roll action (use 1 action, end the unit’s turn, 

remove the condition)
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Grievous Wounds

Sometimes a character is just unlucky. Maybe you 
moved to a risky piece of cover and got flanked. 
Maybe you got shotgunned in the back by a 
mind-controlled ally. Sometimes it just doesn’t go 
your way. If your character finished the mission Out 
of Action, you must roll on the Grievous Wounds 
chart to determine the ultimate outcome for your 
character.

Roll a d66 and look up the entry on the table and do 
what it says now. If you gain a disability, trauma, or 
effect, write it and its effects in the Passive Abilities 
section of your character sheet.

Rolling a d66: The Grievous Wounds table asks 
you to roll a d66. To roll a d66, roll two dice of 
different colors, one color die representing the tens 
place and another representing the ones place, 
and put them together. This gives you a result be-
tween 11 and 66. If you do not have different color 
dice, roll one die for the tens and reroll that die for 
the ones.

Gaining Disabilities & Using Aids

As part of the result of rolling on the Grievous Wounds 
table, your character might have gained a disability, 
trauma, or other permanent effect. Disabilities have 
many forms: physical or mental trauma, deep and 
lasting wounds, chronic pain, or chronic psycholog-
ical conditions like depression and anxiety. Disabil-
ities can make it difficult for characters to perform 
some tasks in combat or in their daily life, but they 
can be given support through a variety of means. 
Having a disability is like a passive ability, with its 
effects always active for your character. For any dis-
ability that your character might have there are one 
or more ways to continue playing that character. 
Characters can gain aids, treatment, or medication 
to help them function in the world of Zafir. This will 
require roleplaying with the group and your GM to 
find the resources and spend the time necessary. 
Once you’ve gained an aid, treatment, or medica-
tion, your character still has the disability, but the 
effects of that disability are negated by the way your 
character has chosen to treat it.

Reinforcements

Reinforcements are additional enemy units that 
join a battle in progress.

If there are reinforcements, the GM will set 
up the Reinforcement Track and designate a 
Reinforcement Area, where the reinforcements will 
enter the battlefield. The GM will place units’ min-
iatures along the track, showing how many rounds 
it will be before those units enter the battlefield. The 
units on the “1” mark will show up at the beginning 
of the next round.

At the beginning of the round, the units at the “1” 
mark on the Reinforcement Track are put onto 
the battlefield and all the other units on the track 
are moved down one number to the next lowest 
number.

When the GM places reinforcements, they must 
place them on unoccupied tiles in the Reinforce-
ment Area. Each reinforcement unit then gets one 
free move action, taken immediately (like all move 
actions, this triggers overwatch attacks).

Ending the Mission

The mission ends once the players complete all the 
required mission objectives or if they fail any re-
quired mission objectives. The GM describes what 
happens, either the consequences for the players’ 
failure or a depiction of their success.

After the mission ends players will take the follow-
ing actions: 

1. Grievous Wounds: Each character that ended 
the mission Out of Action rolls on the Griev-
ous Wounds chart to determine what happens 
to them.

2. Earn XP: Every character that is still alive 
after the mission gains 1 XP.

3. Earn Rewards: The characters earn the re-
wards for the mission either immediately or 
soon after as part of the Adventuring phase.
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Grievous Wounds Table:
D66 RESULT EFFECTS

11-13 Dead
The character is dead. The character’s player can no longer play this character. If the crew 
extracted from the mission without the character’s body, then all the items and equipment 
the dead character was carrying or had equipped are lost.

14-16 Multiple Wounds Roll two more times on the table, reroll any Dead, Multiple Wounds, Captured, or Robbed 
results.

21 Amputated Leg Gain the Leg Amputation disability (-4 Speed).
22-23 Amputated Arm Gain the Arm Amputation disability (lose Secondary Weapon Slot).

24 Chest Wound Gain the Chronic Pain disability (-2 Toughness).
25 Brain Injury The character’s XP progress towards the next level is lost.
26 Lost Eye Gain the Enucleation disability (-1 Accuracy).

31-32 Leg Wound Gain the Leg Trauma disability (-1 Agility).
33-34 Joint Wound Gain the Joint Trauma disability (no Agility Moves allowed).
35-36 Nervous Condition Gain the Chronic Anxiety trauma (-1 Discipline).

41-44 Fear

If the character had a negative condition when they were put Out of Action, they gain 
the Fear of Condition trauma for that condition. If the character was put Out of Action by 
magic damage, they gain the Fear of Magic trauma. Otherwise, roll a d6. On a 1-3 they gain 
Fear of Enemy Type trauma for the type of unit that killed it (GM’s discretion). On a 4-6 
they gain the Fear of Failure trauma. A character cannot gain more than one Fear trauma, 
if they roll this result, treat it as Full Recovery instead.

45 Captured
The character survives, but was captured by the enemy before they could be recovered. 
The GM should set up a future mission where the players can recover their crew mate. If 
the crew extracted with this unit’s body, treat this result as Full Recovery instead.

46 Robbed

The character was recovered some time after the battle without serious injury. In that 
time, scavengers had looted their unconscious body, and all items and equipment carried 
by or equipped on this character were lost. If the crew extracted with this unit’s body, treat 
this result as Full Recovery instead.

51-61 Full Recovery The character is found unconscious with minor wounds but not permanently injured.

62 Miraculous Recovery
The character is found unconscious but otherwise completely unhurt. Either by believing 
that they must be invincible, or simply relieved that they survived such an ordeal, they gain 
a permanent +1 Discipline.

63 Bitter Enemy If the character was put Out of Action by an attack, the character gains the Hatred of 
Enemy Type trauma for units similar to the one that killed them (GM’s discretion).

64 Extensive Scars The character makes a full recovery but is now covered in extensive visible scarring.

65 Hardened The character makes a full recovery, removes all Fear and Hatred trauma, and gains the 
Hardened effect.

66 Valuable Lesson The character makes a full recovery, learns something valuable, and gains 1 XP.

Disability Aids

Magitech Prosthetic

A magitech prosthetic is an extremely advanced 
and expensive artifact, costing upwards of ₹1,000 
to ₹2,000. It integrates with a person’s nervous 
system and actually provides sensory feedback to 
the wearer. Magitech eye prosthetics even restore 
some sight. A magitech prosthetic must be installed 
by both an accomplished surgeon and an artificer 

working in tandem. Once it is installed, it requires 
a remarkably short amount of time to become pro-
ficient in its use.

Medication

Some chronic mental and physical conditions can 
be successfully treated with medication. First, a 
player must be seen by a skilled doctor and then 
prescribed the appropriate medication. For chronic 
conditions, one dose of the medicine must be taken 
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are somewhat costly. They don’t need to be custom 
built for the user, but cost around ₹200. Charac-
ters on the battlefield with wheelchairs cannot use 
stairs, climb ladders, clamber up ledges, or make 
any Agility Moves.

A powered, magitech version of the wheelchair 
which uses aerium lift technology is available, al-
though in the experimental stages. Characters using 
magitech hover-wheelchairs in battle can use stairs, 
clamber up ledges and make Agility Moves with 3 
Agility Points per turn, regardless of their Agility 
attribute. The chairs cost over ₹3,000.

Earn XP

At the end of every mission, successful or not, each 
character that participated earns 1 XP. If the char-
acter has XP equal to or greater than the required XP 
amount for the next level, they level up. Refer to the 
“XP Needed” column of the XP & Progression Table 
in Chapter 5 - Classes to see how much XP is needed 
to level up.

Earn Rewards

If the mission had explicit rewards for a success-
ful completion or bonus rewards from completing 
bonus objectives, then the players should receive 
those rewards immediately or at the beginning of 
the next Adventuring phase at the GM’s discretion. 
The rewards might be monetary, like getting paid 
for completing the job the crew agreed to, physical, 
like finding weapons or mods from the mission 
itself, or personal, like securing the trust of a con-
tact that can provide more work or information.

every day and costs about ₹40 for one month’s 
worth of doses.

Physical Therapy

Chronic injuries and other physical trauma can 
often be treated by physical therapy. To reduce the 
effects of a physical disability, the character must 
see a specially trained doctor of physical therapy 
or licensed physical therapist for several sessions a 
week for 3-6 months. These types of therapies cost 
around ₹10 per session.

Prosthetic

Some amputation disabilities can be aided with a 
specially crafted mechanical prosthetic. These pros-
thetics are relatively easy to acquire and reasonably 
priced. It must be specially crafted for the wearer 
by a well-trained technician and can cost between 
₹100 and ₹300. Learning to use a prosthetic effec-
tively enough to reduce the effects of the disability 
can take 3-6 months.

Psychotherapy

For emotional, psychological, or mental trauma and 
other chronic conditions like anxiety or depression, 
some people can work through their disability by 
using psychotherapy sessions. To reduce the effects 
of these kinds of trauma, the character must find 
a well-trained therapist or counselor and attend at 
least one session per week for 3-6 months. Sessions 
can be one-on-one with the therapist or in a group 
setting. Sessions generally cost ₹25 each.

Special Training

Sometimes when a person’s body is permanently 
changed by their disability, they can learn new ways 
of doing the same things they used to do. The char-
acter can spend 6 months training and practicing 
with their new disability to re-learn how to do those 
things. If they work with a professional occupation-
al therapist or other skilled trainer once a week, the 
time is reduced to 3 months. These training sessions 
cost about ₹15 each.

Wheelchair/Hoverchair

Those who have lost mobility can give themselves 
mobility through a wheelchair. These apparatuses 
let the character move without using their legs, but 
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Disability, Trauma, & Effects Table:
DISABILITY/TRAUMA EFFECTS AIDS

Arm Amputation
The character loses their Secondary weapon slot and may no longer equip 
Secondary weapons. If the character gains Arm Amputation again and 
does not have at least one aid for it, then they must retire from combat 
until they have at least one aid for this disability.

Special Training 
Prosthetic 
Magitech Prosthetic

Chronic Anxiety The character’s Discipline is permanently reduced by 1 (to a minimum of 
zero).

Psychotherapy 
Medication

Chronic Pain The character’s Toughness is permanently reduced by 2 (to a minimum of 
zero).

Physical Therapy 
Medication

Enucleation
The character’s Accuracy is permanently reduced by 1 (to a minimum of 
zero). If the character gains Enucleation again and does not have at least 
one aid for it, then they must retire from combat until they have at least 
one aid for this disability.

Special Training 
Magitech Prosthetic

Fear of Condition Each mission, the first time this character or an allied character gains the 
specified condition (Burning, Poisoned, etc), they test for Panic. Psychotherapy

Fear of Enemy Type
Each mission, the first time this character sees a character of the feared 
type, they test for Panic. The GM can choose what traits of the enemy unit 
type cause the reaction: species, nationality, specific type of unit (soldier, 
heavy, etc.), or general type of unit (living, undead, animated, or artifact).

Psychotherapy

Fear of Failure Each mission, the first time this character misses an attack, they test for 
Panic. Psychotherapy

Fear of Magic Each mission, the first time this character or an allied character within line 
of sight takes magical damage, they test for Panic. Psychotherapy

Hardened This character is immune to Panic, Fear, and Hatred, but has trouble 
communicating and feeling emotions. Psychotherapy

Hatred of Enemy 
Type

This character gains +1 Aim Dice and +1 Crit Dice against hated enemies, 
but they must attack hated enemy units each turn if they are able. Each 
mission, the first time this character takes damage from the hated enemy 
unit, they test for Panic. The GM can choose what traits of the enemy unit 
type cause the reaction: species, nationality, specific type of unit (soldier, 
heavy, etc.), or general type of unit (living, undead, animated, or artifact).

Psychotherapy

Joint Trauma The unit cannot perform Agility Moves. Physical Therapy 
Medication

Leg Amputation
The character has a permanent -4 reduction to Speed. If the character 
gains Leg Amputation again and does not have at least one aid for it, then 
they must retire from combat until they have at least one aid for this 
disability.

Prosthetic 
Magitech Prosthetic 
Wheelchair

Leg Trauma The unit’s Agility is permanently reduced by 1 (to a minimum of zero).
Physical Therapy 
Medication 
Wheelchair
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Adventuring

4

Downtime

Between missions, you’ll have some time to do other 
things besides fight.

Mission Follow-up &  
Collecting Rewards
Since the mission is over, it’s probably a good time 
to check back in with whoever you were doing the 
mission for. If you were successful, you might report 
back and let them know the job’s done. If you agreed 
to work for some kind of monetary reward, this is 
when you would receive it.

Rest & Recuperate
You and your crew-mates now have an opportuni-
ty to take a break. If you were wounded during the 
mission, you can take time to rest and heal back up 
to full health. Automatically heal to full health at 
the end of every mission.

Buying & Selling
Since you were just rewarded for your previous-
ly successful job, it’s time to spend that cash! You 
can role-play the interactions with various NPC 

Adventuring is the non-combat, roleplaying portion 
of the game session. This section is driven by GM 
and Player interactions that progress the story. It 
represents the downtime between missions where 
your players can spend their hard-earned money, 
grow their relationships with one another, and find 
themselves a new mission.

During this time, players can rest and recuperate, 
buy and sell gear, interact with the world through 
skill actions, and perform duties relating to their 
responsibilities within the crew.

The Crew

Your squad, your fellow sky pirates, your airship 
crew, whatever you call them, they’re the most 
important people in your life right now. You’ve got 
their backs and they’ve got yours. Time to make 
some trouble!

You may start out as a ragtag bunch of barely associ-
ated ruffians held together by nothing more than fi-
nancial self-interest. But a crew built on such shaky 
alliances will not last. Eventually, you’ll learn to 
trust and depend on one another and forge deeper 
relationships. Together you’ll become stronger.
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In order to keep flying, keep eating, and continue 
living your life, you’re going to have to work. You’ll 
need money to pay for a place to sleep, fuel for an 
airship, or food for the pantry. And to get money, 
you’ll need to work. Potentially, jobs can be found 
anywhere. Wealthy collectors need protection while 
searching for priceless artifacts in the wild. Freedom 
fighters need some extra muscle to break their com-
rade out of prison. Cities need brave mercenaries to 
fight off the scourge of sky pirates and bandits.

An essential part of your downtime should be role-
playing with your group and the GM to set up the 
next mission.

Ability Utilities

Some class abilities have a section labeled “Utility.” 
This section describes how the ability can be used 
while adventuring, outside of a mission. These util-
ities are limited to a number of times per day, which 
resets at dawn. If the utility has uses left, the char-
acter uses it by simply following the directions in 
the Utility section of the ability.

Responsibilities

Every person on the crew has to pull their weight 
or the whole lot of you will end up in the gutter. 
Your team depends on you. Ships and guns need 
maintenance, folks need bullet holes patched up, 
and people gotta eat. Each responsibility describes 
a particular area of expertise that your character 
has, as well as what kind of jobs they perform for 
the crew.

Responsibilities Overview
There are ten responsibilities. Each one represents 
a small part of what’s needed to run a crew.

Acquisition: Clever. Finds stuff, buys stuff, or 
steals stuff. Negotiates a good price. Knows 
the value of things. Completely 100% trust-
worthy, probably.

Arcana: Knows secrets, themselves, and a little 
bit of everything else. Identifies monsters and 
magic. Understands the layers of the cosmos. 
Strong willed. Reads a lot of old books.

shopkeepers, or your GM can tell you what items are 
available and let you purchase what you like from a 
list. Any large city will have basic weapons, armor, 
and items available for sale from an assortment of 
merchants.

Prices for weapons, armor, services, and vehicles 
can be found in Chapter 6 - Equipment & Items. 
Your downtime is a perfect opportunity to hit the 
bazaar, the gun shop, and the mechanic to get new 
and upgraded stuff. Several retailers offer catalogs 
and a buy-via-Nexus option, although delivery 
might take several days.

Be sure you agree among your crew how to handle 
money ahead of time. Will you keep a communal 
fund for anyone’s needs? Or will you split every-
thing evenly and have each crew member only 
spend money from their own stash?

Loot you acquired from the mission, like weapons 
or airships found along the way, can be sold to mer-
chants at one-fifth (20%) of the price listed in the 
Equipment & Items chapter.

Alternate Rule - Rest: If you and your game group 
would like to play with more realism, you can have 
HP heal slowly over time. Instead of automatically 
and instantly healing after the missions, heal 1 HP 
per day of rest up to your Max HP. Each day, have 
someone with the Medicine Responsibility make 
a Tinker Skill Action (see below) for each wound-
ed crew member. On success, heal an extra +1 HP 
that day. Alternatively, you can hire a doctor or 
visit a hospital for ₹2/day and heal the extra +1 HP 
per day (you can’t do both). If you have to start a 
mission before healing completely, you start that 
mission with your current HP.

Make New Contacts
Downtime is a good time to learn more about the 
world of Zafir and the area that your crew is operat-
ing in. The people in this world live there too, and 
the GM is helping build the world as you explore it, 
so reach out to Non-Player-Characters in the world 
for help or for information.

Find a Job
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Responsibility Skill Levels

None (0): Cannot perform any tasks associated 
with this responsibility.

Basic (1): Can perform assistant duties and 
handle basic tasks.

Proficient (2): Can competently perform routine 
tasks.

Expert (3): Can confidently perform complex 
and difficult tasks.

Master (4): Can perform any associated task and 
invent new and improved techniques.

Renowned (5, Max):  Can perform tasks better 
than most masters in the world.

Starting Responsibilities
Every character begins with one responsibility at 
Expert level (three points) and two other responsi-
bilities at Basic level (one point). It’s okay if some 
people in the crew have overlaps in responsibility 
and if not all responsibilities are handled by the 
crew.

Improving Responsibilities
At 4th level and every other level thereafter your 
character gains one responsibility point that they 
may use to increase the skill level of their responsi-
bilities. See Gaining Responsibility Points in Chap-
ter 5 - Classes for more information on leveling up 
your responsibilities.

Responsibility Descriptions

They are listed here with descriptions about the 
various ways a character might gain the experi-
ence needed to be an expert in the duties of the 
responsibility.

Acquisition
Those with the Acquisition responsibility might 
perform duties related to materials and inventory. 
They sometimes play the role of a quartermaster, 
keeping track of all the weapons, items, and supplies 
that the crew owns. Heading into town to purchase 

Engineering: Smart, intuitive. Understands 
machines. Fixes stuff, makes stuff, upgrades 
stuff. Has a lot of tools you’ve never heard of.

Entertainment: Fun! Tells stories, sings songs, 
brightens spirits. Likes to laugh. Knows how 
to talk to people, understands them.

Leadership: Respected, loved, or feared. Gives 
orders, commands. Knows how to talk to 
people, public relations, roots in the commu-
nity. Convinces others to act.

Medicine: Steady hands, keeps their tools sharp, 
cleans things. Keeps people alive, keeps 
people healthy. Knows about drugs.

Navigation: Good memory, reads a lot, book 
smart. Reads maps. Can fly airships and drive 
autocars. Probably won’t get lost.

Security: Street smart, reads a room. Enforces 
order, keeps the peace, causes a ruckus. Likes 
guns; knows about guns, bullets and bombs; 
keeps their guns ready. Will punch folk.

Spirituality: Has a big heart, knows how to 
guard it. Helps others think, feel, and know 
their own hearts. Knows about gods, religions, 
and rituals. Knows about spirits, daeva, love, 
and loss.

Sustenance: Dependable, confident. Grows 
food, buys food, cooks food. Keeps people 
healthy. Knows about plants, animals, soil, 
and seasons.

Responsibility Points
Each responsibility has a number of responsibility 
points associated with it. That number indicates 
how experienced your character is with the tasks 
associated with that responsibility. The more 
points you have, the better you are at performing 
your duties. Responsibilities can have between 
zero points, indicating that you’ve got no clue what 
you’re doing when it comes to those tasks, and five 
points, at which point you’ve moved beyond just 
mastery and become renowned. At five responsibil-
ity points, people across all of Zafir have heard of 
your skills.
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made themselves familiar with the science of the 
arcane.

Studying arcana often requires the use of an Arcane 
Sanctum, a special place dedicated to the study of 
magic and the cosmos. On land, it may be situated 
on a confluence of leylines or near a place of power. 
In a vehicle, it’s carefully shielded from external 
magical forces.

Engineering
Engineers keep the engines running and the lights 
on, making sure everything that should move does, 
and everything that shouldn’t does not.

An Engineering specialist could certainly be the 
crew’s mechanic, repairing equipment, keeping the 
engines online, and making sure everyone’s weap-
ons and armor are well-maintained. They’ll know 
how every tool works (or doesn’t work) and can ju-
ry-rig a solution even with limited means . They’ve 
probably got experience across a wide variety of 
systems: mechanical, electrical, techno-magical, 
and hydraulic.

Alternatively, they may be an armorer or weapon-
smith, keeping a well-organized machine shop with 
countless tools and intricate metal components.

Or perhaps they’re a demolitionist with a workshop 
set up far from everyone and everything important. 
These folk keep the crew’s munitions depot well-
stocked with grenades and ammo.

An Engineering crew member needs some kind of 
space to work and to keep their tools, probably a fa-
cility like a workshop or even just a toolshed.

Entertainment
Those with the entertainment responsibility have a 
very important job: to keep up crew morale.

An entertainer might be an accomplished musi-
cian and songwriter, with a beautiful voice and 
well-crafted instrument. They’ll lead rowdy songs 
around the campfire at night or play a bittersweet 
and mournful tune at the funeral of a fallen crew 
member.

supplies or hire an expert would be among their 
responsibilities.

The Acquisitions specialist might be a trader or 
merchant. They know all about the current markets, 
where the bargains are, who has the worst import 
taxes, and can spot quality goods from among the 
dross. This is the person you want carrying the 
crew purse, because they might come back from 
the market with their whole shopping list plus more 
money than they started with.

Perhaps the Acquisitions crew member is a smug-
gler and a thief. They know all about how to keep 
your valuables safe because they have experience 
getting their hands on other people’s valuables. 
They’ve probably shown you a few little smuggling 
holes on the crew’s airship, but you’re positive 
there’s a dozen more they’ve kept secret. They know 
the value of illicit goods and contraband, how to get 
it through customs, and how to find a reputable 
fence.

Acquisitions usually requires a facility in the form 
of storage and inventory of various kinds: store-
rooms, warehouses, smuggler’s niches, safes, and 
lockboxes.

Arcana
Mages and arcane specialists, those with the Arcana 
responsibility advise the crew on all things magical. 
Whenever the mysterious or the unexplained is en-
countered, this is the person the team will turn to.

These folks are generally the most studious on the 
crew. The breadth and depth of their knowledge is 
unmatched. Those practicing the magical arts have 
to know, very precisely, how the science of their 
arcane effects work.

They also know the most about the mythical beasts 
and monsters of Zafir. Many expeditions into the 
wilds have been made in recent years. A large 
amount of information on creatures found there has 
made its way into volumes of published literature.

An arcana specialist doesn’t necessarily need to be 
a practitioner of magic themselves, they may just 
be an incredibly well-educated individual who has 
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themselves. This leader is not soft, they are ready to 
do what is necessary for those they care about, and 
the crew knows it.

A leader needs a kind of place to be by themselves, 
or to plan for the future. They often require a facility 
like a study or a war-room.

Author’s Note: Remember, a good leader doesn’t 
just boss everyone around. The leader doesn’t 
need to tell experts how to do their job just because 
they’re in charge. They’re someone who always has 
the bigger picture in mind. A player portraying 
a good leader always shows respect to the others 
around the table. If you’re being bossy, even if you 
are the boss, it will be much less fun for everyone 
else.

Medicine
The world is a dangerous place, and someone who 
knows the ins-and-outs of the sapient body is going 
to be vital for any crew.

This specialist might be a doctor, surgeon, nurse or 
someone else with dedicated medical training and 
education. These folks don’t often make their way 
to crews on the fringes of society, they’re in too high 
of demand in the big cities and wealthy hospitals. 
But sometimes they venture that far, and they’re so 
invaluable that nobody dares ask them too many 
questions about why.

Some folk gain medical know-how through tradi-
tion and ancient knowledge, passed down through 
generations. Perhaps their mother was a healer, and 
their mother before them. They know quite a lot 
about the natural world and the healing (or harm-
ful) properties of plants. They may have had to per-
form emergency surgery without precise tools or 
pain medication, and yet they’ve saved many lives.

Others have gained their knowledge through their 
compassion for the poor and needy, driven by a spir-
itual impetus. These benevolent people are natural-
ly drawn to those hurting and invest considerable 
time and money gaining the skills and equipment 
they require to help those in need. Many Deacons of 
the Fivefold Church or Holy Zephyrian Priests have 
medical training.

The crew might have a Game Master as entertain-
ment, always inventing and designing new board 
games, card games, and roleplaying games for the 
crew to enjoy in their downtime. They’re constantly 
asking the engineering crew member to machine 
them new game pieces.

The crew member who has taken on the enter-
tainment responsibility is possibly a jokester and 
talespinner. Long into the night, the crew listens 
and laughs uproariously as the entertainer weaves 
stories, cracks jokes, and shares riddles.

An entertainment crew member might have set 
aside a dedicated facility for their performances 
like a huge stage with a complex fly system or just 
a corner of the cargo hold that’s got a microphone 
and speakers.

Leadership
A leader is critical for every crew. What is a crew 
without a plan? Just a mob, and a mob can’t accom-
plish anything in the long term.

The leader might be someone with formal military 
training, having led others in the past. They’ve got 
the experience to stay calm under pressure and 
keep morale up among their comrades. Often sur-
rounded by a hard-nosed exterior, these types of 
leaders command respect through their voice and 
demeanor. They have complete focus on and off the 
battlefield and excel at strategic planning.

Other leaders lead simply because they’re the first. 
They have a vision of success, and they pursue it 
relentlessly. The rest of the crew is practically swept 
up in their momentum and carried along for the 
ride. They’re a torchbearer lighting the way for-
ward, full of courage and not afraid to be the first to 
step into the unknown.

One of the rarest kinds of leader is the beloved 
leader. This kind of person you naturally follow; 
you can’t seem to help yourself. They exude a 
quiet confidence that comes from an overwhelm-
ing sense of self-worth utterly devoid of arrogance 
and draw others into it. When they tell you they 
believe in you, you feel like you can conquer the 
world. A person of integrity, honesty, and humility, 
they inspire others to become the best version of 
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Your security officer might be someone from a pri-
vate security force. Organizations all around the 
world have a need to protect their people and their 
assets, and security guards, bodyguards, and sen-
tries are common in every nation and every level 
of society. This person has extensive training in 
protecting people or guarding locations and knows 
their way around weaponry, armor, and possibly 
even armored vehicles as well.

Perhaps the person with the security responsibility 
is former military, a veteran soldier with combat 
experience in theaters all over the world. Of course 
they have weapons and armor training, and tactical 
combat training as well. They’re an excellent addi-
tion to a crew.

Maybe your security expert has worked and even 
lived outside of the law. Maybe the mean streets of a 
major metropolis helped shape them into the whip-
smart, no-nonsense fighting machine they are now. 
These “fixers” sometimes come from organized 
crime and often work for the highest bidder. But 
hey, at least they’re on your side. For now.

A security officer often utilizes a facility that helps 
them keep the crew safe. They might have a well-
stocked armory they run with the engineer, full of 
weapons, armor, ammo, and the equipment needed 
to maintain all that firepower. Or maybe they’re 
concerned with keeping the crew in fighting shape, 
so they run a gym or training center to keep every-
body fit and trim.

Spirituality
Part counselor, part professional spiritist, the crew 
member responsible for spirituality helps people 
recover from the mental and emotional trauma of 
the battlefield. In addition, they’re the crew’s fore-
most authority on issues regarding the spiritual 
realms, the Ether and the Nether.

The spiritualist might come from a clerical back-
ground, serving as a leader in a church or other re-
ligious group. These kinds of religious leaders often 
double as advisors, counselors, and therapists for 
their congregation and thus bring that experience 
to the crew. They’re usually well-versed in all mat-
ters of sapient relationships.

A medic is nothing without their facilities: some 
kind of clinic, medbay, or infirmary fully stocked 
with medicine, surgical tools, and diagnostic 
devices.

Navigation
If you want to pull successful jobs with your crew, 
you’re going to need a navigator, and hopefully 
you’ve got a good one. You don’t want to get turned 
around while fleeing from a pack of ravenous ghuls, 
do you?

The navigator on your crew might be a specially 
trained one. Many pilots coming from flight acad-
emies receive extensive navigation and orientation 
training. In the Merchant Navy, second mates are 
often skilled navigators and have lots of opportuni-
ty to practice their skills.

Perhaps the navigator gained their excellent ori-
entation skills through a profession as a surveyor, 
map-maker, or cartographer. Many years of reading 
and creating maps or traveling to locations to record 
their geography would provide plenty of navigation 
experience. Charting for the navy or for a private 
shipping company would do the same.

Maybe the navigation specialist on the crew is actu-
ally a guide. They might have grown up near a wil-
derness area and offered their services to explorers 
and tourists as a wilderness trail guide. Or maybe 
they joined the army and operated as a scout for 
many years.

The navigator’s post on an airship will always be the 
bridge, but they might operate out of a chart room 
or war room when making plans with the leader. 
Often, the leader and the navigator will work closely 
together, as they usually have some skill overlaps in 
piloting and planning. On large airships, the navi-
gator is usually not the pilot or the captain.

Security
The world isn’t a safe place. Monsters roam the 
wilds and crime is rampant even in civilized areas. 
You’re going to want an observant, intelligent secu-
rity expert on your team. When violence is inevita-
ble, even the leader relies on their security officer to 
get them through it.



Zafir: Basic Rules 53

Out in the wilds, survival is the highest priority, and 
that means water and food. The sustenance respon-
sibility on your crew might fall to a mighty hunter or 
skilled forager. Give them a weekend in the woods 
and they’ll come back and fill your magi-freezer full 
of enough meat to feed everyone for a season. If lost 
in the wilds, this is the person you want with you.

Those with the sustenance responsibility abso-
lutely need the use of two facilities: some kind of 
food storage like a pantry, larder, or freezer; and a 
working kitchen or galley in which to prepare food. 
Optionally, they may have some kind of facility that 
produces food like a garden or chicken coop.

Skill Actions

Sometimes you find yourselves in trouble outside 
of a mission, in a situation you can’t resolve with 
violence (or don’t want to). In those cases, you’ll 
be making Skill Actions. Rolling to check if a skill 
action is successful is similar to making an attack. 
Create a Skill Dice Pool for the non-combat skill and 
roll that dice pool with success on 5 or 6.

Be clear with the GM about what you’re trying to 
accomplish and they’ll be clear with you about how 
difficult it will be to succeed and what the conse-
quences will be for failure.

Start with a base pool for the skill action you’re 
trying to accomplish. If the task is Easy, start with 
2 Skill Dice. If it’s of Average difficulty, start with 1 
Skill Die. If accomplishing the task is Difficult, don’t 
start with any dice in the Skill Dice Pool.

Your responsibilities contribute quite a lot to your 
ability to deal with non-combat situations. If your 
responsibilities would help you succeed at a skill 
action, add a number of dice equal to the responsi-
bility points you have in the contributing responsi-
bility to the Skill Dice Pool. You’ll need to convince 
the GM to let you use your responsibility points as a 
bonus for a skill action.

If there are extra circumstances that contribute to 
the success of a skill action, talk to the GM about 
adding dice to the Skill Dice Pool to represent those 
advantageous circumstances. If there are circum-
stances or part of the situation that is detrimental to 

The person with this responsibility might be a literal 
spiritist with extensive knowledge of the Ether, the 
world of spirits. Their knowledge of the spirit-realm 
is unparalleled among the crew.

They might even be a summoner of daeva. A bold 
and brash violator of the natural order who seeks 
to control the power of the Nether. A huge portion 
of their training involves mastering their own emo-
tions and disciplining themselves to protect their 
mind from corruption. Skills they can teach to the 
rest of the crew.

The person with this responsibility on the crew will 
need a facility dedicated to meeting with other crew 
members and working through emotional and spir-
itual issues, like a quiet chamber reserved for this 
purpose.

Sustenance
Everyone’s gotta eat. A well fed crew is a happy crew. 
Your crew might be the fiercest, toughest, meanest 
guns this side of Delard City, but if they don’t get 
good grub and grog now and again, they won’t stay 
fighting fit for long. Someone’s gotta make sure 
that everyone stays well-fed and watered. A healthy 
crew starts with the cook.

On your crew, the sustenance responsibility might 
fall to a farmer or a rancher. They’ll have experience, 
perhaps lifelong, with raising food from the ground 
or driving it around on legs. On the airship, they’re 
maintaining the hydroponics and katta’ka pods so 
everyone has fresh veggies and bug meat to eat. On 
land, their green thumb keeps the garden flourish-
ing and the chickens happy, and everyone loves 
their tomato and garlic shakshuka in the morning!

Maybe they come from a culinary background. 
Perhaps they ran the galley on a large naval vessel, 
churning out heaping piles of grub for thousands 
of personnel every day. Maybe they left the life of 
a professional restaurateur under dubious circum-
stances, but the food tastes far too good for you to 
ask any probing questions. This person runs a tight 
kitchen, ropes in other crew members for sous chefs 
and dishwashers, and commands them like a mili-
tary general.
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character is assisting you, you may add +1 Skill Die 
to the Skill Dice Pool for that Skill Action.

The character performing the action is the Acting 
Character, and the character helping them out is 
the Assisting Character. The Assisting Character 
must have at least one point in the same responsi-
bility being used for the skill action by the acting 
character and must have a number of points equal 
to or greater than one less than the skill level of 
the Acting Character. If it’s any lower, the assisting 
character will just be in the way and can’t contrib-
ute meaningfully to the Skill Action.

Skill Action Assist Requirement Table:

ACTING CHARACTER ASSISTING CHARACTER
Basic (1) Basic or higher (1+)
Proficient (2) Basic or higher (1+)
Expert (3) Proficient or higher (2+)
Master (4) Expert or higher (3+)
Renowned (5) Master or higher (4+)

Equipment Bonus
If you’ve got a particularly useful tool, item, or piece 
of equipment that could help with a Skill Action, 
tell the GM. If they agree that it will help, you get a 
bonus Skill Die.

Example: Tiz is trying to stop the bleeding of an 
innocent bystander that was shot during a fire-
fight. She tells the GM that she rips off one of her 
sleeves and tears it into strips. These makeshift 
bandages will help the Skill Action of stabilizing 
the civilian. The GM feels that that’s a good and 
useful item to have in this situation, so Tiz gets an 
Equipment Bonus of +1 Skill Die on the action.

the success of the skill action, the GM will take dice 
away from the Skill Dice Pool to represent those 
disadvantages.

Skill Dice Pools are successful if any of the dice 
rolled show a result of 5 or 6.

Example: Say that Dalinus is negotiating for the 
pay on a particular job with a scummy and dis-
honest gang boss. This is a pretty tough task but no 
more difficult than any other business dealing, so 
the skill action is an Average difficulty action. Da-
linus has a history working security for a wealthy 
and prosperous merchant, so they gave themselves 
the Acquisition responsibility as a secondary re-
sponsibility. The extra circumstantial modifiers 
for this negotiation might be something like this: 
+1 if Dalinus is highly respected in the underworld, 
+1 if the gang boss finds them intimidating, or -1 if 
they are unknowledgeable about this kind of thing. 
 
Dalinus creates a Skill Dice Pool that starts with 
1 die for the Average difficulty, and adds another 
die because of their Acquisition responsibility. The 
GM says that the gang boss is particularly scared 
of jaan, so they give the Skill Dice Pool +1 die be-
cause of Dalinus’ intimidating nature. Dalinus 
rolls 3 Skill Dice in the pool and is successful on a 
5 or a 6.

Assists
Sometimes, two heads are better than one. If al-
lowed to do so (see the Skill Action Assist table 
below), another character can assist your character 
while they are performing a skill action. If another 

Skill Dice Pool Bonus Dice Table:

SKILL DICE POOL BONUS REASON
+2 dice For Easy actions.
+1 die For Average actions.

+0 dice For Difficult actions.

+X dice From Responsibilities that contribute to the success of the action.
+1 die When being Assisted by another character.
+1 die When utilizing a useful item or piece of equipment.
+1 die For each other advantageous circumstance.
-1 die For each other disadvantageous circumstance.
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Potential Consequences:

• The person ignores you.
• The person becomes angry with you.
• The person flees from you in fear.

Responsibilities & Possible Situations:

Acquisition: Bribing someone.

Leadership: Giving commanding orders.

Security: Intimidating someone by threatening 
them with violence.

Deceive
Lie, cheat, steal, hide, disguise, pretend or other-
wise fool someone into believing an untruth.

Potential Consequences:

• Your lie is not believed.
• The object you hid is found.
• Your disguise is seen through.
• You are caught cheating.

Responsibilities & Possible Situations:

Acquisition: Lying about the value of an item, 
cheating at a betting game.

Engineering: Making a sabotage attempt appear 
harmless.

Entertainment: Spread a malicious story about 
someone through song.

Leadership: Convince others that you have a 
plan when you do not.

Persuade
Use charm, reason, or pleading to convince a person 
to change their mind, become friendlier, or follow 
your direction.

Potential Consequences:

• The person does not change their mind or 
follow your orders.

• The person’s opinion of you sours.
• The person tries to oppose you.

Critical Success
If there is a chance that the skill action can succeed 
beyond your desires and some circumstance gives 
you a chance to achieve that, ask the GM if you can 
use a Skill Crit Dice Pool and add dice because of 
those extraordinary circumstances. The GM will 
tell you how many dice the pool should have for this 
particular action. The Skill Crit Dice Pool has a suc-
cess on 6 (just like the Crit Dice Pool).

Skill List

The following is a list of skills across several broad 
categories. Use the following skills where you feel 
appropriate, and discuss with your GM and the 
other players if you want to use a skill that isn’t on 
this list. The goal of this list isn’t to be an exhaustive 
set of all actions the players can take out of combat, 
but to inspire you to think about how to solve prob-
lems using your character’s responsibilities.

The three main categories of skills are Interpersonal 
Skills, skills that rely on your charisma and ability to 
communicate with others; Observation Skills, skills 
related to perceiving, understanding, and gaining 
information; and Trained Skills, skills that have 
been honed over time and rely on a strong body, 
quick hands, or highly specific knowledge.

Interpersonal Skills: Coerce, Deceive, Persuade

Observation Skills: Intuit, Investigate, Notice

Trained Skills: Pilot, Stunts, Tinker

Each skill in the list has a simple description de-
scribing the types of outcomes you can hope to 
achieve, a set of potential consequences that might 
happen if you fail, and some examples of how you 
could use your responsibilities to help you succeed 
in this skill action. It’s not comprehensive, so get 
creative with how you convince your GM to let you 
use your responsibility bonus.

Coerce
Compel someone to change their mind or follow 
your orders using fear or the threat of force.
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Responsibilities & Possible Situations:

Acquisition: Finding a specific type of object.

Arcana: Learning specifically magical or cosmo-
logical information.

Engineering: Testing a system to determine the 
source of a mechanical problem.

Entertainment: Getting people to open up and 
provide more information because they like 
you.

Leadership: Access a network of informants to 
gather information.

Medicine: Diagnosing an illness from symptoms.

Navigation: Using landmarks, charts, or the 
stars to determine your exact location.

Spirituality: Learning or understanding infor-
mation specifically regarding spirits or the 
human soul.

Sustenance: Assessing the ingredients of a dish 
or the nutritional value of food.

Notice
Notice something out of the ordinary. This is a pas-
sive skill that the GM might instruct you to make.

Potential Consequences:

• You don’t notice the thing.

Responsibilities & Possible Situations:

Entertainment: Noticing a master musician’s 
telltale signature.

Leadership: Noticing the morale of the enemy 
beginning to slip.

Navigation: Spotting a well-hidden landmark.

Security: Detecting a concealed weapon.

Pilot
While piloting an airship, driving a vehicle, or riding 
an animal, perform some specific maneuver, put on 
a burst of speed, or avoid an obstacle.

Potential Consequences:

• The airship crashes into the obstacle.

Responsibilities & Possible Situations:

Acquisition, Engineering, Medicine, Navi-
gation, Sustenance: Convincing someone 
using your expertise or insider knowledge.

Entertainment: Getting on someone’s good side 
so they cut you a break.

Leadership: Finding someone’s motivation and 
exploiting it.

Spirituality: Appealing to someone’s better 
nature.

Intuit
Gain information or understanding using gut feel-
ings, instinct, and personal experience or wisdom. 
Instant judgments.

Potential Consequences:

• Your gut instinct is wrong.
• You learn nothing.

Responsibilities & Possible Situations:

Arcana: Determining the abilities of a monster.

Engineering: Judging the source of a mechani-
cal problem.

Leadership, Security: Determining the weakest 
member of a group of people.

Navigation: Getting a sense of whether you’re 
lost or on the right track.

Spirituality: Judging the emotional state of a 
friend.

Sustenance: Telling if food is spoiled, poisoned, 
or skillfully-prepared.

Investigate
Gathering evidence and determining information 
from that evidence. Using this skill often takes sig-
nificant amounts of time.

Potential Consequences:

• You fail to find the evidence you were looking 
for.
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Tinker
Manipulate a mechanical, techno-magical, or bio-
logical object to damage, repair, modify, improve, 
or maintain it

Potential Consequences:

• You fail to make the modification you wanted.
• The object breaks and becomes unusable.
• The object explodes.

Responsibilities & Possible Situations:

Acquisition: Booby-trapping a chest, or disarm-
ing a trap.

Engineering: Tinkering with any mechanical 
object.

Entertainment: Repairing a complex musical 
instrument or stage fly system.

Medicine: Performing a complex surgery.

Navigation: Tinkering with the controls or 
engine of a vehicle.

Let’s Be Bad Guys

In the world of Zafir, not everything is black and 
white when it comes to morality. Is it right to steal 
from the Imperial troops occupying your village? 
Is it right to murder them in cold blood? When 
you’re caught by the guards stealing from a richly 
ornamented mansion, how much violence are you 
willing to unleash to get out of the jam?

Maybe your answer is, “Yeah, let’s be bad guys,” and 
that’s okay. At the Roleplaying Game table, we get to 
pretend to be some of our favorite anti-heroes and 
scoundrels and it can be a lot of fun! Just remember 
that it’s pretend.

The important thing to note here is that the table 
should be in agreement about being bad guys. Use 
this phrase (famously spoken by Jayne Cobb in the 
film Serenity) “Let’s be bad guys” to ask the players 
at the table, before even starting the first mission, 
if they’re fine with roleplaying illegal activity and 
lethal collateral damage. If everyone is on board, go 
for it!

• You can’t convince the camel to run faster or 
jump the ditch.

• The autocarriage fails to handbrake turn and 
slides to a stop instead.

Responsibilities & Possible Situations:

Engineering: Knowing exactly how a particular 
kind of vehicle handles and can push it to its 
limits.

Leadership: Overpowering an animal’s fear 
through force of will.

Medicine, Sustenance: Pushing an animal to its 
limits.

Navigation: Finding shortcuts or using raw skill 
to lose a pursuer.

Stunts
Perform some feat of acrobatics or agility, like walk-
ing across a narrow ledge, catching a small falling 
object, or diving out a window. It can also mean 
some time sensitive or dangerous challenge, like 
stabilizing a bleeding person or pushing someone 
out of harm’s way.

Potential Consequences:

• You lose your balance and fall.
• You don’t catch the object.
• You hurt yourself while tumbling.
• You fail to stop the bleeding.
• You are harmed instead.

Responsibilities & Possible Situations:

Acquisitions: Executing feats of nimbleness and 
agility from their years of experience as a cat 
burglar.

Entertainment: Performing a complicated 
series of dance moves.

Leadership: Making a selfless decision to leap 
for the ladder dangling from an airship.

Medicine: Performing an emergency surgery or 
diagnosis.
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and your crew have the best time in Zafir, where all 
players and the GM feel safe and comfortable.

The X-Card
The X-Card is an optional tool, created by John Stav-
ropoulos (@JStav_ on Twitter), that allows anyone 
in your game (including you) to edit out any content 
anyone is uncomfortable with as you play. Since 
most RPGs are improvisational and we won’t know 
what will happen until it happens, it’s possible the 
game will go in a direction people don’t want. An 
X-Card is a simple tool to fix problems as they arise. 

To use the X-Card (as a player or as the GM), at the 
start of your game, simply say:

“I’d like your help to make this game fun for every-
one. If anything makes anyone uncomfortable in 
any way… [draw X on an index card] …just lift 
this card up, or simply tap it [place card at the 
center of the table]. You don’t have to explain 
why. It doesn’t matter why. When we lift or tap this 
card, we simply edit out anything X-Carded. And 
if there is ever an issue, anyone can call for a break 
and we can talk privately. I know it sounds funny 
but it will help us play amazing games together 
and usually I’m the one who uses the X card to pro-
tect myself from all of you! Please help make this 
game fun for everyone. Thank you!”

Some Notes on X-Card Use

The X-Card speech above can be more useful than 
the X-Card itself. It makes it clear that we are all 
in this together, will help each other, and that the 
group of people playing are more important than 
the game.

Use the X-Card early, even on yourself, to lead by 
example, and model the behavior.

The X-Card does not have to be a tool of last resort. 
The less special it feels, the more you use it, the 
more likely someone will use it when it really is 
badly needed.

The X-Card is not a replacement for conversation. 
If you prefer to talk about an issue that comes up 
instead of using the X-Card, please do. Just because 
the X-Card is available does not mean it has to be 

...Actually Let’s Not
These are questions you’ll have to ask yourself both 
as a player and as your character. If you’re not com-
fortable with being the Bad Guy while playing Zafir, 
that’s okay! As a player, you live in the real world 
with real problems, and violence isn’t the same in 
reality as it is in games and movies. Motivations are 
never just “good” versus “evil”. You don’t always 
want to bring senseless violence into your game, 
especially if you consider it a safe space of imagina-
tion separate from the real-world. If being the bad 
guys makes you uncomfortable, that’s completely 
understandable.

However, Zafir is a game of tactical gunfighting. 
Shots will be fired. People will get hit. Remember 
that when an enemy unit or one of your player 
characters is reduced to zero HP, they don’t neces-
sarily die, they just go “Out of Action”. Out of Action 
can mean a lot of things: in shock, knocked out 
cold, too hurt or too injured to fight, playing dead, 
or surrendering unconditionally. Lean into those 
meanings of Out of Action if you’re uncomfortable 
with your heroes mowing down security guards and 
conscripted soldiers who are just doing their jobs. 
Maybe save death for NPCs that you and your char-
acters believe truly deserve it.

Alternatively, ask your GM and the other players 
if it’s okay to focus on fighting monsters, daeva, 
undead, and mechanoids instead of people. Maybe 
it feels better to you if you’re fighting magitech 
robots, wild beasts, and mindless undead. Most im-
portantly, have fun and stay comfortable. If some-
thing is making you uncomfortable, notify your 
GM immediately and they’ll try to help you feel 
more comfortable with the action. See the following 
Safety Tools section for more information on how to 
make your table an awesome and comfortable place 
to play.

Safety Tools

The author would very much like you to enjoy play-
ing games of Zafir with your friends. To that end, the 
author has presented or reprinted some common 
RPG safety tools and their descriptions to help you 
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Script Change
Often it’s good to discuss with your group a “rating” 
for your game content, however sometimes people 
don’t know their boundaries yet. Maybe they do, 
and they just aren’t expecting to kick down the door 
and find something that really makes them scared 
or uncomfortable. This is where Script Change, cre-
ated by Brie Beau Sheldon (@Brie_Beau on Twitter), 
comes in.

At any point during the game, if a player or GM finds 
that they are uncomfortable with the subject matter 
or actions happening in the game, they can call 
for a Script Change. To make things easier, the GM 
should write “Rewind,” “Fast Forward,” and “Pause” 
on individual index cards, and place them where it’s 
easy for anyone to reach. Players can tap or hold up 
the cards to communicate the following:

“Rewind” backs up a scene to revise the content.

“Fast Forward” skips over part of a scene.

“Pause” gives the players a quick breather before 
continuing the scene without making any 
changes.

used. But when it is used, respect the person who 
uses it and don’t ask why or start a conversation 
about the issue. The X-Card is optional. 

The X-Card is a safety net, but not everyone will 
feel comfortable using it in all situations. If a player 
had a problem with the game during the session 
and wants to talk to you about it afterward, please 
listen. It is not okay to say “but you didn’t use the 
X-Card” as a defense. Don’t use the X-Card offen-
sively. Listen and talk it out.

If you aren’t sure what was X-Carded, call for a break 
and talk with the person in private.

Don’t use the X-Card as an excuse to push boundar-
ies. It’s not a Safe Word. 

Some GMs (usually those who haven’t used the 
X-Card) fear that the X-Card will limit their creativi-
ty. Many GMs who use the X-Card find the opposite 
is true. Since the GM doesn’t have to be a magical 
mind reader, it frees up their energy to focus on 
other elements of GMing. 

The X-Card is not an excuse to try to get back to the 
game as soon as possible. People matter more than 
the game. If you need to take a break, take a break. 

While we have referenced triggers in the past, we 
have moved away from using the term. There is a lot 
of misunderstanding over what a trigger is or isn’t. 
Additionally X-Cards can be useful even in situa-
tions unrelated to triggers and PTSD.

Learn more about the X-Card at 
http://tinyurl.com/x-card-rpg

Lines/Veils
We all have our limits and boundaries. Lines and 
Veils are different ways to handle those boundaries 
in play.

A Line is a hard limit and indicates the topics we 
don’t want to explore in our game.

A Veil is a “pan away” or “fade to black” moment. 
When we veil something, we’re making it 
a part of the story, but keeping it out of the 
spotlight. Think of it as a way to still deal 
with certain themes while avoiding having to 
describe them in graphic detail.
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Classes

5

see Gaining Attribute Points below. Finally, if there 
is a checkmark in the +1 Responsibility column, 
your character gains the option of increasing one 
of their responsibilities’ skill levels, so long as they 
meet the requirements to do so.

Class Upgrade
At 2nd, 6th, and 11th level, your character upgrades 
their current class to a new class. Choose a class 
from the Class Upgrade Table below that matches 
the tier specified. Except for the starting classes, 
the new class must be a class specialization of the 
unit’s previous class. When the character becomes 
a new class, they gain all of the proficiencies listed 
in the Proficiencies section of their new class’s sec-
tion. They also automatically gain all of the abilities 
listed in the Starting Abilities section. Specific in-
formation about each character class is listed later 
in this chapter.

Ability Activation Symbol: When adding active 
abilities to your character sheet, there is a light 
gray activation symbol in each ability box: >|. Use 
your pencil to fill in the part that matches the abil-
ity’s activation.

This chapter contains information about your char-
acter’s progression and descriptions of the various 
classes they may become throughout their career.

Character Progression

As you play more missions, your character will get 
stronger, more skilled, and gain new abilities.

Earning XP & Leveling Up
At the end of every mission (successful or unsuc-
cessful) every character who was on the mission 
earns 1 XP. If the character now has XP equal to 
or greater than the required XP amount for the 
next level, they level up. Refer to the “XP Needed” 
column of the XP & Progression Table below to see 
how much XP is needed to level up.

To level up your character, refer to the row on the 
XP & Progression Table corresponding to their new 
level. If the Class Upgrade column lists a class tier, 
your character becomes a new class of that tier, see 
Class Upgrade below. If there is a checkmark in the 
New Ability column, your character gains a new 
ability, see Gaining New Abilities below. If there is a 
checkmark in the +1 Attribute column, your charac-
ter gains an increase to one of their base attributes, 
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Gaining New Abilities
Every level, starting at 2nd level, your character 
gains a new ability. They may choose abilities from 
the Ability List of their class description or the lists 
of any of their previous classes. They may not gain 
an ability more than once. If an ability’s description 
contains “Requires: (other ability)” then your char-
acter may not take that ability until they acquire the 
prerequisite ability.

If the Ability has an activation of Passive or Reac-
tion, add it to the “Passive Abilities” section of your 
character sheet. Otherwise, add the new ability to 
your character sheet under the “Active Abilities” 
section.

Gaining Attribute Points
At 3rd level and every four levels thereafter, your 
character permanently increases one of their base 
attributes. You may choose one of the following 
base attribute increases and apply it immediately, 
changing the value on your character sheet.

• +1 Toughness
• +1 Agility
• +1 Accuracy
• +1 Discipline

Remember to re-calculate your Combat Attributes 
and Attacks with the updated value. Reminder: 
each point of increased Agility adds 2 Speed.

Gaining Responsibility Points
At 4th level and every other level thereafter your 
character gains one responsibility point that they 
may use to increase the skill level of their respon-
sibilities. There are limitations and requirements 
for increasing to certain levels. In order to increase 
a responsibility to a particular level, your character 

must meet the requirements for that skill level on 
the following table.

If your character does not meet the requirements 
right now, while you are leveling them up, you 
may save the Responsibility Point and spend it to 
upgrade one of their responsibilities at a later time, 
when they do meet the requirements.

Learning New Languages
Learning new languages, just like in real life, takes 
time and practice. In Zafir, learning a new language 
isn’t connected with your character’s level, but 
instead takes consistent practice over a number of 
in-world months.

Learning a dialect of a language you already know 
takes 3 months of practice. Learning a new lan-
guage, unrelated to any languages you know, takes 
9 months. If the language is the common, spoken 
language of the region in which your character 
spends that time, reduce the time to learn the lan-
guage by half.

Learning Daevic or Jaxton requires learning it from 
an already fluent speaker, who may be difficult to 
find. For the other languages, any major city will 
have resources available to learn these languages 
in public libraries or via Nexus correspondence 
courses.

XP & Progression Table:

LEVEL XP NEEDED CLASS UPGRADE NEW ABILITY +1 ATTRIBUTE +1 RESPONSIBILITY
1 0 Starting
2 1 (+1) Base ✔️

3 3 (+2) ✔️ ✔️

4 6 (+3) ✔️ ✔️

5 9 (+3) ✔️
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Suggested Builds

Each class has many options for how they will build 
their set of abilities, as there are far more abilities 
in the class’s ability list than your character will be 
able to gain. Provided as inspiration, several sug-
gestions for which abilities to choose are listed in 
the class description, depending on what kind of 
character they want to be or what role they want to 
play on the battlefield.

Suggested Builds are not listed for Advanced Class-
es. By that level the decisions you make are your 
own.

Ability List

Every ability the character is capable of learning is 
listed here in alphabetical order. Each ability de-
scription may have the following fields.

Requires: If this section is present, the character 
must have the required ability before gaining 
this one.

Class Descriptions

The thirty-three classes are each described in this 
chapter. Each class has several sections detailing 
information about its place in Zafiri society, its abil-
ities, and its proficiencies.

Upgrade From & To

Each class lists the class it upgrades from, and the 
list of classes that characters of this class may up-
grade to. When choosing the Class Upgrade level 
up action above, this is the list of classes that your 
character may choose from when upgrading.

Proficiencies

A list of the proficiencies your characters gains 
when they become this class.

Starting Abilities

When your character becomes this class, they gain 
these abilities immediately.

Responsibility Level Increase Requirements Table:
POINTS NEW SKILL LEVEL REQUIREMENTS

0 → 1 Basic None - Anyone can put the first point in a new responsibility and pick up a basic under-
standing of the new skills.

1 → 2 Proficient Mentor - There must be a person on the crew with at least Expert level in this responsi-
bility to mentor you while gaining proficiency.

2 → 3 Expert Education - You must learn from several people with Expert skill level or one person with 
at least Master level for an extended period of time.

3 → 4 Master Practice - You must have been performing the tasks of this responsibility at Expert Level 
on a daily basis for a significant amount of time (Five Player Levels).

4 → 5 Renowned Fame - You must prove that you are better than other masters by finding them in the 
world and demonstrating your superior or unique technique.

Languages & Dialects Table:
LANGUAGE DIALECTS SPOKEN IN...
Akkor Kikkir Amagar Confederation
Batarak Gabat’ura Ath’enki Prelacy
Daevic
Daulite Daul
Dynish Dyn-Essat, Dyn communities
Etherian Eskandar, Hinn enclaves
Everan Morrillian, UZS Delardian Federation, Burvor, Morril, worldwide
Jaxton
Rhuthari GTS, CGT
Sultain Old Sultain Sultain Imperium
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Activation: May be one of: Passive, Reaction, 
Action & End turn (>|), Action (>),  
Free Action (-).

Cooldown: The number of turns before this 
ability can be used again.

Charges: The number of times this ability can be 
used per mission. If marked with a “U”, this 
ability uses an Ultimate charge (see Ultimate 
Abilities, below).

Range: The range category for this ability.

Type: The type and category of this ability.

Effect: The rules to follow when using this ability.

Utility: If this section is present, this ability can 
be used during the Adventuring phase a 
limited number of times per day.

Flavor Text: Some extra description of the ability 
or in-world flavor.
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Recruit

Recruit → Arcanist, Sapper,  
Sharpshooter, or Trencher

The soldier starting class, the Recruit has some lim-
ited training in combat, either from being part of a 
professional army, working with a security compa-
ny or local militia, or some other experience.

Soldiers use their wits, training, and special equip-
ment in battle to gain advantage over their enemies. 
The recruit starts with training in the use of one 
special item, either a frag grenade or a medkit.

Recruits just don’t have a lot of live combat experi-
ence, and aren’t trained to deal with the harsh real-
ities of the battlefield. Once they seen some action, 
they’ll be able to specialize into one of several base 
classes: Arcanist, Sapper, Sharpshooter, or Trencher

PROFICIENCIES

Autorifles, Sidearms, Medium Armor

STARTING ABILITIES

none

Novice

Novice → Adept

The mage starting class, the Novice is just begin-
ning to understand the depths of power that reside 
within them. They’re learning the most basic of 
basic spells and must practice every day to main-
tain their new magical skills.

Mages practice magic and perform it through a 
technique known as Intent/Trigger casting. They 
imagine the effect they wish to produce in reality 
in their mind’s eye, focus their will upon their in-
tention, and then trigger the effect with special in-
cantations or gestures. Novices at the mage guilds 
and colleges are only taught a simple fire spell used 
to light candles and such. The spell can be altered 
for the battlefield by changing the magnitude of the 
flame.

Once the novice gains some experience in the field, 
they can become an Adept mage, qualified to learn 
more complex and dangerous magic but still essen-
tially a beginner.

PROFICIENCIES

Autorifles, Sidearms, Arcane Focuses,  
Medium Armor, Fire Magic

STARTING ABILITIES

Ignite

Activation: >| Cooldown: 3 Charges: 2 
Range: Short

Type: Offensive / Fire Magic

Effect: Target unit in range and in line of sight gains 
Burning.

Utility: At will, the unit summons a fist-sized ball 
of flame. It provides bright light like a torch and can 
be used to ignite objects like a campfire or cigarette.

You focus your will on an enemy, snap your fingers, 
and set them alight.

Starting Classes
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STARTING ABILITIES

Terrorize

Activation: > Cooldown: 2 Charges: 2 
Range: Medium

Type: Debuff / Daeva Summoning

Effect: Target a Living unit in range and in line of 
sight and make a Will Attack against it. On Success: 
target unit gains Panic. On Resist: target unit gains 
Disoriented.

Utility: Once per day, the unit can use this ability 
on another character. If successful, they experience 
extreme fear for a few moments.

You subject your enemy’s mind to the abject terror of 
the Nether, destroying their confidence and sending 
them into a blind panic.

Seeker

Seeker → Acolyte

Seekers rarely have any real training. Spiritism and 
daeva summoning are regarded with suspicion or 
are outright illegal in most of Zafir. The seeker has 
only gained their small amount of skill through 
experimentation of their own volition. Seekers are 
rare because many do not survive that reckless, un-
guided experimentation.

Spiritism involves the thinning of the veils be-
tween the real world and the two spiritual worlds, 
the Ether and the Nether. The Ether is the realm of 
benevolent spirits, a place of mist and uncertainty. 
The Nether is the realm of the daeva, evil and ma-
levolent intelligences who want nothing more than 
to corrupt a hapless and inexperienced sapient who 
dares to bind them.

This thinning of veils and binding of daeva or spirits 
is accomplished by using a spiritual resonator. The 
resonator projects a tone, or series of overlapping 
tones called a chord, that resonates the real world 
into alignment with a spiritual realm. The seeker 
has only learned to produce a discordant tone by 
whistling.

Seekers have only learned the easier of the two 
types of summoning, daeva summoning. Spirit 
summoning is harder than daeva summoning so it’s 
not often the first thing that Seeker spiritists learn. 
The daeva want to cross the veil...

Once a seeker has the basics down, they’ll be able to 
become an Acolyte, craft a resonator, and seek out 
a more experienced spiritist to train them. They’ll 
learn more powerful tones and chords and bind 
bigger, badder daeva.

PROFICIENCIES

Autorifles, Sidearms, Spiritual Resonators, 
Medium Armor, Daeva Summoning

Tyrain, insaan Seeker. Art by Angela O’Hara.
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ABILITY LIST

Animate Cover
Curse
Daevic Claws
Discarnate
Encourage

Ethereal Suspension
Focus
Guidance
Mind Flay
Soul Rend

Animate Cover

Activation: > Cooldown: 3 Range: Short

Type: Support / Spirit Summoning

Effect: Target a radius 2 circular area with a dura-
tion of 2 turns. While the area is active, all half cover 
in the area counts as full cover for allied units and 
any allied units in cover in the area get +1 Aim when 
making ranged attacks.

Imbue an area with helpful spirits that both protect 
your allies and guide their attacks. “Rocks that react 
to incoming fire? Now I’ve really seen everything.”

Curse

Activation: > Cooldown: 2 Range: Medium

Type: Debuff / Daeva Summoning

Effect: Target an enemy unit in range and line of 
sight. The target unit takes a penalty of -2 Aim and 
-1 Speed until the beginning of this unit’s next turn.

Channel the force of the Nether as you denounce 
your enemy. Afrit’s displeasing gaze feels almost 
tangible, while its consequences are definitely 
measurable.

Acolyte

Seeker → Acolyte → Warden, Warlock

A powerful beginner spiritist, the acolyte’s experi-
ence has granted them access to deeper secrets of 
the Ether and the Nether. The acolyte is a generalist 
and learns basic summonings of both spirits and 
daeva.

Acolytes can build or acquire their first resonator 
device. These devices help them thin the veil be-
tween the real world and the spiritual realms by 
vibrating. For acolytes, their resonators are usually 
idiophones, a device that produces sound by vibrat-
ing the whole object. Bells, singing bowls, and even 
small xylophones are commonly used as resonators.

Once they’ve mastered the basics of spiritism and 
proven themselves on the battlefield, the acolyte 
can become a Warden and specialize in interacting 
with the spirits of the Ether, coercing and persuad-
ing them to help in battle, or become a Warlock and 
specialize in binding and enthralling the daeva of 
the Nether.

PROFICIENCIES

SMGs, Spirit Summoning

SUGGESTED BUILDS

Tormentor: Daevic Claws, Focus, Mind Flay, 
Soul Rend

Benefactor: Guidance, Encourage, Animate 
Cover, Ethereal Suspension

Flexible: Encourage, Mind Flay, Curse, Animate 
Cover

Harasser: Curse, Ethereal Suspension, Discar-
nate, Mind Flay

Base Classes
Acolyte - Adept - Arcanist - Sapper - Sharpshooter - Trencher
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Focus

Activation: Passive

Type: Utility / Training

Effect: This unit may now gain Focus Points up to a 
maximum equal to its Discipline. Each kill this unit 
makes earns it 1 Focus Point. Each Focus Point adds 
+1 Damage to any attack that does Arcane, Fire, 
Lightning, Nether, or Void damage and +1 healing 
to any Life Magic ability that heals HP.

Utility: Once per day, the unit may add +1 Skill Dice 
to any Skill Action.

Temporarily drown out the din of battle to connect 
with your inner energies.

Daevic Claws

Activation: >| Cooldown: 3 Range: Medium

Type: Offensive / Daeva Summoning

Effect: Deal Nether damage equal to this unit’s Will 
+ 1 to target unit within line of sight, ignoring cover 
and armor (Damage is still blocked by shields).

For a moment, reality itself is sliced asunder, as is 
the unfortunate soul caught in the cut.

Discarnate

Activation: Passive

Type: Debuff / Spirit Summoning

Effect: Ethereal Suspension may target enemy 
units.

Dragged into the Ether and forced into ethereal 
suspension, invulnerable but harmless. “I’ll deal 
with you later!” - Tyrain

Encourage

Activation: > Cooldown: 3 Range: Long

Type: Support / Spirit Summoning

Effect: Target ally within range and line of sight 
gains one action on their turn this round. If their 
turn is already over, they get to use the additional 
action at the end of this unit’s turn.

Just when you thought you couldn’t make it, your 
ally’s voice, powered by a surge of spiritual energy, 
lifts you up to greater things.

Ethereal Suspension

Activation: >| Cooldown: 3 Range: Long

Type: Defensive / Spirit Summoning

Effect: Target this unit or an allied unit in range and 
line of sight. The target gains Ethereal Suspension 
(cannot take actions, cannot be targeted, immune 
to damage).

Placed into ethereal suspension, your ally is now 
only a barely visible shimmer in the air. They’re 
rendered both harmless and safe from harm. Tyrain, insaan Acolyte. Art by Ringlov.
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Adept

Novice → Adept → Dervish, Warmage

The Adept has earned their place as a true mage. No 
longer a novice, but a practitioner of the art of magic. 
They may not be the most skilled mage, and they 
are still learning, but a true mage, none-the-less.

Adepts have a wide range of magic to choose from 
when learning new spells. Life magic, for healing; 
fire and lightning magic, for destruction; and Arcane 
magic for a variety of purposes. They have access to 
the basic spells of each of these magic types.

Adepts can augment their abilities by using a 
Spell Focus in their Primary Weapon equipment 
slot. These are usually geometrically-symmetrical 
objects such as spheres or cylindrical rods made 
from pure, natural materials like hardwood, quartz, 
obsidian, or glass. They’re not too difficult to have 
made, but can sometimes be expensive if the mate-
rials used are rare or of a particularly high quality.

If an Adept proves themselves as a capable mage, 
they can specialize into warmagic and learn pow-
erful battle spells as a Warmage. However, some 
adepts find a special spark inside themselves that 
they would prefer to nurture through meditation 
and discipline. These adepts can join the Order of 
Rushing Wind as a Dervish.

PROFICIENCIES

SMGs, Lightning Magic, Arcane Magic,  
Life Magic

STARTING ABILITIES

Animal Familiar

Activation: Passive

Type: Utility / Life Magic

Effect: When the character gains this ability, they 
find, befriend, and become mentally bonded to 
a small animal. The animal, through a mental 
awakening from bonding with the character, gains 
pseudo-sapience. Non-attack actions and abilities 
including Use Item and Interact that are normally 

Guidance

Activation: >| Cooldown: 2 Range: Medium

Type: Support / Spirit Summoning

Effect: Target this unit or an allied unit in range and 
line of sight. The spirits guide the weapons of the 
target unit, conveying a bonus +2 Aim Dice and +1 
Crit Dice to attacks until the beginning of this unit’s 
next turn.

Utility: Once per day, the unit may add +1 Skill Dice 
to any ally’s Skill Action.

The spirits of the Ether, drawn from outside of 
time, help the caster read the movements of battle, 
whispering advice in the back of their mind.

Mind Flay

Activation: >| Cooldown: 3 Range: Long

Type: Offensive / Daeva Summoning

Effect: This unit makes a Will Attack with +3 Crit 
Dice against a Living enemy unit. On Success: 
Target unit gains Disoriented, On Crit: Target unit 
becomes Mind Controlled (remove Disoriented), On 
Resist: No Effect.

A brain-burning mental assault that leaves no scars 
yet can dismantle the victim’s sense of self.

Soul Rend

Activation: >| Cooldown: 3 Range: Long

Type: Offensive / Daeva Summoning

Effect: This unit makes a Will Attack against a 
target Living or Animated unit. On Success: Target 
unit takes 2 Nether Damage, gains Disoriented and 
Panic. On Resist: Target unit takes 2 Nether Damage 
and gains Disoriented.

A terrifying attack that attempts to rip the soul itself 
asunder.
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Arcane Defenses

Activation: > Cooldown: 2 Range: Medium

Type: Defensive / Arcane Magic

Effect: Target an allied unit within range and line of 
sight. Attacks against it to suffer a -2 Aim Dice pen-
alty until the beginning of the next round.

A crackling, semi-transparent energy field envelops 
the caster or their ally, blurring their position and 
distorting their shape.

Baldyr’s Gait

Activation: > Charges: 2 Range: Self

Type: Utility / Fire Magic

Effect: Make a move action with double Movement 
points and +3 Agility Points. Every tile this unit 
leaves while moving gains the Flames tile feature.

Put on a burst of speed as you channel the energy 
of the Sun King, leaving a pillar of fire in every 
footprint.

Blinding Sunlight

Activation: >| Cooldown: 3 Range: Medium

Type: Debuff / Fire Magic

Effect: Target an enemy unit within range and line 
of sight. The target unit gains Disoriented.

Utility: Three times per day, the unit may create a 
beam of light from its palm that is as bright as sun-
light. The beam lasts for up to 10 minutes.

The light of Baldyr can penetrate even the very 
depths of the earth and the very darkest corners of 
the night.

Bolt Splitting

Requires: Arcane Bolt

Activation: Passive

Type: Offensive / Arcane Magic

Effect: Arcane Bolt now targets two enemy units si-
multaneously. Make a separate attack roll for each.

Pew pew.

performed at Adjacent range can be performed by 
this unit’s familiar at up to Medium range.

Utility: Three times per day, the unit may open 
a telepathic connection to the familiar and look 
through the familiar’s eyes, hear through its ears, 
and issue it mental commands, from up to 100 
meters away, for up to 10 minutes.

An extra pair of hands, paws or even tentacles are 
invaluable under fire.

SUGGESTED BUILDS

Healer: Heal Wounds, Healing Fountain, Resto-
ration, Empowered Healing

Fire Mage: Fireball, Focus, Baldyr’s Gait, 
Blinding Sunlight

Battle Mage: Lighting Strike, Focus, Fireball, 
Foe-shatter

Support Mage: Foe-shatter, Lethargy, Arcane 
Defenses, Pylon

ABILITY LIST

Arcane Bolt
Arcane Defenses
Baldyr’s Gait
Blinding Sunlight
Bolt Splitting
Fireball
Focus

Foe-shatter
Heal Wounds
Healing Fountain
Lethargy
Lightning Strike
Pylon
Restoration

Arcane Bolt

Activation: >| Cooldown: 3 Range: Medium

Type: Offensive / Arcane Magic

Effect: Target an enemy unit within range and line 
of sight. Make a ranged attack against the target 
unit with this unit’s Aim + 2 Aim Dice and +1 Crit 
Dice. On a successful hit, the attack deals d3 Arcane 
Damage and deals maximum damage (3) on a suc-
cessful critical hit.

A missile of magical energy flies across the battle-
field to strike your enemy. May not be used to attack 
“the darkness.”
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Fireball

Activation: >| Charges: 2 Range: Medium

Type: Offensive / Fire Magic

Effect: Target a radius 1.5 circular area. Each unit in 
the area takes d2 + 2 Fire Damage.

Hurl an orb of fire that explodes on impact, setting 
everything and everyone ablaze. As the Sultain say, 
“Give your friends a warm welcome, your enemies a 
searing salutation.”

Focus

Activation: Passive

Type: Utility / Training

Effect: This unit may now gain Focus Points up to a 
maximum equal to its Discipline. Each kill this unit 
makes earns it 1 Focus Point. Each Focus Point adds 
+1 Damage to any attack that does Arcane, Fire, 
Lightning, Nether, or Void damage and +1 healing 
to any Life Magic ability that heals HP.

Utility: Once per day, the unit may add +1 Skill Dice 
to any Skill Action.

Temporarily drown out the din of battle to connect 
with your inner energies.

Foe-shatter

Activation: > Charges: 2 Range: Medium

Type: Debuff / Arcane Magic

Effect: Target an enemy unit within range and line 
of sight. The target unit gains Shattered.

A magical assault embrittles your enemy’s armor 
and weakens their body and mind.

Heal Wounds

Activation: > Charges: 2 Range: Medium

Type: Healing / Life Magic

Effect: Target this unit or an allied unit within 
range and line of sight. Target unit is healed for  
2 HP + 1 HP per this unit’s Will. Removes Burning, 
Poisoned, Acid Burn, Unconscious, and Bleeding 
Out from the target unit.

Utility: Twice per day, the unit may use this ability 
on a willing or unconscious character. That char-
acter’s non-life-threatening wounds are healed, 
bleeding is staunched, and their pain is reduced.

Channel life energy into your ally’s body, willing 
their lacerations to close and their bruises to heal. 
Watching wounds stitch themselves back together 
may be a gruesome sight, but it beats bleeding out.

Healing Fountain

Activation: >| Charges: 1 Range: Medium

Type: Healing / Life Magic

Effect: Target a radius 2 circular area. Now and at 
the beginning of this unit’s next two turns, any allied 
unit in the area heals for an amount of HP equal to 
this unit’s Will. Removes Burning, Poisoned, Acid 
Burn, Unconscious, and Bleeding Out from allied 
units in the area.

A circle of glowing, green motes of life energy rise 
from the earth, refreshing, reinvigorating, and 
restoring your allies within.

Lethargy

Activation: > Cooldown: 3 Range: Medium

Type: Debuff / Arcane Magic

Effect: Target a radius 2 circular area. Living enemy 
units in the area gain Exhausted.

When Xi’lat steals the air from their lungs, it drains 
the vigor of even the hardiest and mightiest of 
creatures.
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Lightning Strike

Activation: >| Charges: 4 Range: Long

Type: Offensive / Lightning Magic

Effect: Target an enemy unit within range and line 
of sight. Deal 3 Lightning Damage to the target unit, 
ignoring cover. Deal double damage to shields.

Utility: Twice per day, the unit may provide power 
to a device that runs on electricity that they have 
physical access to.

One of nature’s fiercest manifestations takes on an 
unearthly hue as it streaks through the air, striking 
with unerring accuracy and staggering speed.

Pylon

Activation: > Charges: 3 Range: Medium

Type: Defensive / Arcane Magic

Effect: Create a pillar of arcane energy on any un-
occupied tile within line of sight that lasts until the 
end of the encounter. The pillar is 1 tile wide and 
2 tiles tall, cannot be destroyed, occupies 
the tile, and offers full cover. If this abil-
ity has no charges remaining, you may 
use it by spending 1 Focus point. If this 
unit becomes unconscious, the pylon is 
destroyed and dissipates into wisps of 
energy.

A tower of thrumming energy surges out to ground, 
dense and strong.

Restoration

Requires: Heal Wounds

Activation: Passive

Type: Healing / Life Magic

Effect: Heal Wounds gains an additional charge. 
Heal Wounds now Restores a unit (in addition to its 
healing ability), removing all negative psychologi-
cal effects. (Restoring a unit with Unconscious also 
removes the resulting Disoriented.)

Both the mind and the body are rejuvenated in a 
brilliant burst of magical life energy.

Vishtek, ath’enki Adept. Art by Julia Nguyen.
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Arcanist

Recruit → Arcanist → Mechanist, Paladin

Some soldiers have magical ability within them and 
choose to pursue the role of the Arcanist. They train 
extensively to augment their battlefield skills with 
basic combat magic. Arcanists also gain abilities 
and strategies to deal with a myriad of battle situa-
tions, including leadership and field medicine.

Arcanists also gain training in basic artificery and 
mechanical engineering. They build a small au-
tomaton to assist them on the battlefield. When 
the artifact familiar is deployed, the artificery can 
look through its magitech eyes and control its limbs 
using a remote control device. This allows them to 
perform first aid while out of harm’s way, among 
other beneficial applications.

As an Arcanist improves their skills, they can 
continue along the path towards full Artificer and 
become a Mechanist, training in the use of several 
magitech devices to aid them and their allies on the 
battlefield. Alternatively, Arcanists with skills in 
medicine and a powerful desire to do good may be 
recruited as a Paladin. Once initiated into the secret 
order, they’ll gain access to new skills and magic 
spells.

PROFICIENCIES

SMGs, Shotguns, Light Armor, Arcane Magic

STARTING ABILITIES

Artifact Familiar

Activation: Passive

Type: Utility / Artifact

Effect: When the character gains this ability, they 
build and imbue a small mechanical automaton 
with pseudo-sapience. This unit has +2 Will when 
making Will Attacks against Artifact units. Non-at-
tack actions and abilities including Use Item and 
Interact that are normally performed at Adjacent 
range can be performed by this unit’s familiar at up 
to Medium range.

Utility: Three times per day, the unit may use its 
remote control device to look through the artifact 
familiar’s eyes and control its behavior, from up to 
100 meters away, for up to 10 minutes.

It might look a little like a toy, but it’s just about as 
shrewd and smart as the person who animated it.

Disrupt Artifact

Activation: > Cooldown: 2 Range: Medium

Type: Hacking / Arcane Magic

Effect: Make a Will Attack against an enemy Arti-
fact unit within range and line of sight. On Success: 
Target unit gains Stunned 2, On Resist: No effect.

Utility: Twice per day, the unit may use this ability 
on a non-combat artifact or logical drive that they 
have physical access to.

Hack into an artifact’s logical drive and wreak 
havoc. Constructive application of magic can create 
wonderful things. Disruptive application can make 
a real mess of things.

Hack Logical Drive

Activation: > Range: Medium

Type: Hacking / Arcane Magic

Effect: Make a Will Attack against a logical drive’s 
Will attribute, which represents the complexity of 
the system’s security. On Success: The system is ac-
cessed, On Resist: No effect.

Utility: At will, the unit may use this ability on a 
logical drive that they have physical access to.

Attempt to hack into a logical drive, bypassing its 
security and overriding its protocols.  “If I can’t take 
control of it, you can bet I’m still gonna make sure 
nobody else gets it!” -Tiz

SUGGESTED BUILDS

Medic: Combat Medic, Deployable Cover, Dis-
traction, Tower Shield

Squad Leader: Arcane Target Marker, Breaker, 
Charge, High Ground

Tech Soldier: Deployable Cover, Control Arti-
fact, Tower Shield, Blast Training
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ABILITY LIST

Arcane Bolt
Arcane Target Marker
Blast Training
Breaker
Charge
Combat Medic

Control Artifact
Deployable Cover
Distraction
High Ground
Pick Lock
Tower Shield

Arcane Bolt

Activation: >| Cooldown: 3 Range: Medium

Type: Offensive / Arcane Magic

Effect: Target an enemy unit within range and line 
of sight. Make a ranged attack against the target 
unit with this unit’s Aim + 2 Aim Dice and +1 Crit 
Dice. On a successful hit, the attack deals d3 Arcane 
Damage and deals maximum damage (3) on a suc-
cessful critical hit.

A missile of magical energy flies across the battle-
field to strike your enemy. May not be used to attack 
“the darkness.”

Arcane Target Marker

Activation: Passive

Type: Support / Arcane Magic

Effect: Attacks made with this unit’s primary 
ranged weapon, hit or miss, apply Marked to the 
target.

To you and your allies, the enemy is surrounded by a 
bright outline and becomes clearer, sharper, against 
the background of battle.
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Blast Training

Activation: Passive

Type: Defensive / Training

Effect: Start each mission with +1 Armor Points and 
gain Dodge 2 vs attacks that deal Explosive Damage.

This training is as much about knowing how to 
modify your armor as it is knowing how to duck and 
cover. Not that the latter ever becomes irrelevant.

Breaker

Activation: Passive

Type: Debuff / Training

Effect: Attacks made with this unit’s primary 
ranged weapon have +1 Breaking.

Some attacks not only punch right through, they 
also leave a gaping hole in their wake.

Charge

Activation: >| Cooldown: 3 Range: Self

Type: Mobility / Training

Effect: Make a free move action followed by an 
attack action.

Sometimes bravery and self-confidence are just as 
important as skill and raw speed.

Combat Medic

Activation: Passive

Type: Healing / Training

Effect: Medkits carried by this unit gain +2 charges 
and when used by this unit heal for +1 HP.

Advanced trauma training allows a combat medic 
to work both more skillfully and more efficiently.

Control Artifact

Activation: >| Charges: 1 Range: Long

Type: Hacking / Arcane Magic

Effect: Make a Will Attack against an enemy Artifact 
unit within range and line of sight. On Success: gain 
control of the Artifact unit for 3 turns, On Resist: 
Target unit gains +1 Will when resisting Control Ar-
tifact for the rest of the encounter (cumulative).

Utility: Twice per day, the unit may use this ability 
on a non-combat artifact that they have physical 
access to.

Hack into the artifact’s logical drive and gain 
control. Beware: the same magic used to animate 
and articulate can be used to overpower and 
manipulate.

Deployable Cover

Activation: > Charges: 1 Range: Short

Type: Defensive / Artifact

Effect: Place a piece of cover on the battlefield 
within range. The cover is three tiles long and one 
tile wide, the first and last tile is half cover, and the 
center tile is full cover. You may choose the cover’s 
orientation when placing it.

You toss your deployable cover kit, as compact as a 
tiny suitcase, onto the ground. It springs up, unfold-
ing its artifact mechanisms, into a sturdy wall.

Distraction

Activation: Reaction

Type: Defensive / Training

Effect: Once per round as a reaction, the first reac-
tion attack against this unit each turn automatically 
misses.

Sometimes it’s a feint, sometimes it’s a handful of 
sand tossed in an opponent’s eye. The unexpected is 
so often a life-saver.
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High Ground

Activation: Passive

Type: Support / Training

Effect: Attacks made with a primary ranged weapon 
from elevation gain +2 Crit Dice.

A little altitude can bring a lot of perspective... 
which is a deadly blessing to a sniper.

Pick Lock

Activation: > Range: Adjacent

Type: Utility / Training

Effect: Make a Will Attack against a locked object’s 
Will attribute, which represents the complexity of 
the lock. On Success: The locked object is unlocked, 
On Resist: No effect.

Utility: At will, the unit may use this ability on a 
locked object that they have physical access to.

Just the right application of subtlety, dexterity and 
timing can open just about any lock in the land.

Tower Shield

Activation: > Range: Self

Type: Defensive / Artifact

Effect: When used, this ability becomes active; it 
can be deactivated at any time during this unit’s 
turn as a free action. While active, this unit is con-
sidered to be in half cover, cannot use cover, and 
cannot make attacks with its primary weapon.

Utility: At will, the unit may open or close the 
shield.

If you can’t find cover, making your own miniature, 
handheld, collapsible equivalent is just about as 
good.
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Sapper

Recruit → Sapper → Berserker, Heavy Gunner

A significant portion of the battles of the Blue War 
occurred underground in caves and tunnels. The 
Sappers of that era had to be brave, precise, and a 

little reckless to survive pitched battles in darkness 
and dust.

Sappers are explosives experts. They supply armor 
breaking and cover destroying raw power to the 
crew. They’re the only base class that has proficien-
cy with autocannons. Sappers train in a wide variety 
of abilities that improve their skills with grenades.

As deadly and efficient soldiers, Sappers can even-
tually become better at fighting with heavy weap-
ons and become a Heavy Gunner. Extremely rarely, 
the Sapper becomes so close to death and destruc-
tion that their minds naturally begin to connect to 
the spirits of the Ether. These Sappers may embrace 
this connection and become Berserkers, a rage-fu-
eled heavy fighter powered by their connection 
with violent and vengeful spirits.

PROFICIENCIES

Autocannons
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Blast Training

Activation: Passive

Type: Defensive / Training

Effect: Start each mission with +1 Armor Points and 
gain Dodge 2 vs attacks that deal Explosive Damage.

This training is as much about knowing how to 
modify your armor as it is knowing how to duck and 
cover. Not that the latter ever becomes irrelevant.

Breaker

Activation: Passive

Type: Debuff / Training

Effect: Attacks made with this unit’s primary 
ranged weapon have +1 Breaking.

Some attacks not only punch right through, they 
also leave a gaping hole in their wake.

Demolitionist

Activation: >| Cooldown: 2 Range: Weapon

Type: Support / Training

Effect: Uses 2 primary weapon ammo. Target a 1.5 
radius circular area. Destroy cover in the area of 
effect.

“This gun fires custom-tooled cartridges at ten 
thousand rounds per minute. Watch this.” -Lotoku

STARTING ABILITIES

Grenadier

Activation: Passive

Type: Explosives / Training

Effect: Gain an additional grenade pocket in any 
equipped Body Armor. This pocket can only hold 
Grenade items.

“Look, this one has pockets! Very, very special 
pockets.” -Lotoku

SUGGESTED BUILDS

Anti-Armor: Breaker, Blast Training, Shrapnel, 
Throwing Arm

Grenadier: Throwing Arm, Bigger Booms, Shrap-
nel, Explosives Engineer

Heavy: Suppressive Fire, Demolitionist, Blast 
Training, Breaker

ABILITY LIST

Bigger Booms
Blast Training
Breaker
Demolitionist
Explosives Engineer

Shrapnel
Suppressive Fire
Throwing Arm
Tripmine

Bigger Booms

Activation: Passive

Type: Explosives / Equipment

Effect: Grenade attacks made by this unit have their 
effect radius increased by 1.

Utility: Once per day, the unit may create a Fire 
Flask, Acid Flask, or Poison Flask for materials cost-
ing half the cost to purchase it new. See Chapter 6 
- Equipment & Items for the prices of these items.

“I, uh, made a little modification. You may want to 
stand back...” -Lotoku
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Explosives Engineer

Activation: Passive

Type: Explosives / Training

Effect: Grenade attacks made by this unit have +2 
Crit Dice and +2 Crit Damage (roll for critical hit and 
damage individually for each target in the grenade’s 
area of effect).

Utility: Once per day, the unit may create an Impro-
vised Bomb, Frag Grenade, Flashbang Grenade, or 
Smoke Grenade for materials costing half the cost to 
purchase it new. See Chapter 6 - Equipment & Items 
for the prices of these items.

“So this time I’ve made a whole bunch of modifi-
cations and... it’s easier if I just show you. Did you 
bring ear protection?” -Lotoku

Shrapnel

Activation: Passive

Type: Explosives / Equipment

Effect: Grenade attacks made by this unit have +1 
Piercing.

“Another modification? Actually, yes, I did make 
one! How did you know? Was it... the spikes?” 
- Lotoku

Suppressive Fire

Activation: >| Range: Weapon

Type: Debuff / Training

Effect: Uses 2 primary weapon ammo. Target an 
enemy unit within range and line of sight. Until the 
beginning of this unit’s next turn, the target unit has 
a -3 Aim Dice penalty on attacks. Once per round 
as a reaction, if the target unit moves, this unit may 
make a reaction attack with their primary weapon 
against it. Suppression is removed if this unit takes 
damage.

If you can’t neutralise your enemy, restricting their 
ability to act is the next best thing.

Throwing Arm

Activation: Passive

Type: Explosives / Training

Effect: Grenade attacks made by this unit can be 
made at up to Medium range.

It takes practice and patience to throw higher and 
further, but a skilled grenadier can do this with ease.

Tripmine

Activation: >| Range: Short

Type: Explosives / Equipment

Effect: Make a grenade attack, but instead of the 
grenade exploding immediately, the effect radius of 
the grenade is marked on the battlefield. If any unit 
(enemy or allied) moves within the area of effect, 
the grenade is detonated. (This is a grenade attack, 
other abilities that affect grenade attacks affect this 
ability.)

The simplest battlefiend boobytrap remains one of 
the most effective.
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Clarity in the Chaos

Activation: Reaction Charges: 1

Type: Defensive / Training

Effect: Once per encounter as a reaction, when a 
ranged attack is made against this unit, it gains a 
bonus action on its next turn.

Amidst the chaos of battle, experience a sudden 
moment of clarity. Your next actions are laid before 
you, your path forward is assured.

Sharpshooter

Recruit → Sharpshooter → Gunslinger, Sniper

Raining invisible death down on the battlefield, 
Sharpshooters are trained to provide targeted risk 
elimination and cover fire to allies. Sharpshooters 
lack mobility but make up for it in high-precision, 
high-damage attacks.

Trained to fight at long range in a squad-support 
role, Sharpshooters are the only base class with 
proficiency in sniper rifles. As an improvement to 
their mobility, they also train with light 
armor. Sharpshooters can also gain spe-
cial training with sidearms, making them 
deadly when too close to effectively use 
their sniper rifles. Additionally, sharpshoot-
ers can learn basic stealth skills and fire from 
hidden implacements. Sharpshooters are one of 
the most straightforward of the base classes to play.

As Sharpshooters gain more skill, they can choose 
to specialize in long-range combat and stealth and 
become Snipers. Alternatively, they may forgo the 
long-range weapons altogether and become a Gun-
slinger, wielding pistols akimbo and dominating at 
short-range.

PROFICIENCIES

Sniper Rifles, Light Armor

SUGGESTED BUILDS

Death from Above: High Ground, Grapple, 
Spotter, Subterfuge

Warfighter: Kill Shot, Suppressive Fire, Clarity in 
the Chaos, Return Fire

Pistolier: Quickdraw, Return Fire, Kill Shot, 
Clarity in the Chaos

ABILITY LIST

Clarity in the Chaos
Grapple
High Ground
Kill Shot
Quickdraw

Return Fire
Spotter
Subterfuge
Suppressive Fire

Dalinus, jaan Sharpshooter. Art by Alexandre Honore.
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Grapple

Activation: - Cooldown: 4 Range: Short

Type: Mobility / Equipment

Effect: If equipped with a grappling gun, this unit 
shoots a grappling hook at a tile within range, line 
of sight, and at a higher elevation and moves to it 
instantly.

Utility: At will, the grappling hook can be used to 
scale objects up to a height of 15 meters (approxi-
mately the height of a four-story building)

“Climbing is too slow, too hard and so last year.” 
-Dalinus

High Ground

Activation: Passive

Type: Support / Training

Effect: Attacks made with a primary ranged weapon 
from elevation gain +2 Crit Dice.

A little altitude can bring a lot of perspective... 
which is a deadly blessing to a sniper.

Kill Shot

Activation: >| Cooldown: 3 Range: Weapon

Type: Offensive / Training

Effect: Make a ranged attack with a primary weapon 
with -1 Aim Dice and +3 Damage.

A focused sharpshooter will hold their breath, adjust 
their stance and, for one brief moment, shut out the 
rest of the world.

Quickdraw

Activation: - Cooldown: 3 Range: Weapon

Type: Offensive / Training

Effect: Make a free ranged attack with a secondary 
weapon.

It’s barely out of the holster before it’s firing its first 
shot. Gunplay as impressive as it is dangerous.

Return Fire

Activation: Reaction

Type: Offensive / Training

Effect: Once per round as a reaction, after a ranged 
attack is made against this unit, it may make a free 
ranged attack against the attacking unit with its 
equipped secondary weapon.

Guts and discipline suppress the urge to duck and 
replace it with an immediate, lethal response.

Spotter

Activation: > Range: Long

Type: Support / Training

Effect: Target enemy unit in range and in line of 
sight gains Marked. Only one unit can be Marked by 
this unit at any one time. If Spotter is used again, 
the previously Marked unit loses Marked.

A little triangulation goes a long way.

Subterfuge

Activation: Passive

Type: Stealth / Training

Effect: When the team is revealed, this unit may 
remain concealed.

Utility: Twice per day, the unit may add +2 Skill 
Dice to any Deceive Skill Action used to hide.

Hiding in plain sight is the ultimate test of the covert 
ops soldier.

Suppressive Fire

Activation: >| Range: Weapon

Type: Debuff / Training

Effect: Uses 2 primary weapon ammo. Target an 
enemy unit within range and line of sight. Until the 
beginning of this unit’s next turn, the target unit has 
a -3 Aim Dice penalty on attacks. Once per round 
as a reaction, if the target unit moves, this unit may 
make a reaction attack with their primary weapon 
against it. Suppression is removed if this unit takes 
damage.
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STARTING ABILITIES

Pick Lock

Activation: > Range: Adjacent

Type: Utility / Training

Effect: Make a Will Attack against a locked object’s 
Will attribute, which represents the complexity of 
the lock. On Success: The locked object is unlocked, 
On Resist: No effect.

Utility: At will, the unit may use this ability on a 
locked object that they have physical access to.

The right application of subtlety, dexterity and 
timing can open just about any lock in the land.

SUGGESTED BUILDS

Close Quarters Fighter: Charge, Trench Fight-
ing, Mirage, Dodge

Recon: Premeditated, Subterfuge, Voidwalk, 
Mirage

Swordfighter: Trench Fighting, Riposte, Clarity 
in the Chaos, Dodge

High Mobility: Grapple, Trench Fighting, Scor-
pion Strike, Mirage

ABILITY LIST

Charge
Clarity in the Chaos
Dodge
Fireteam Tactics
Grapple
Mirage

Premeditated
Riposte
Scorpion Strike
Subterfuge
Trench Fighting
Voidwalk

Charge

Activation: >| Cooldown: 3 Range: Self

Type: Mobility / Training

Effect: Make a free move action followed by an 
attack action.

Sometimes bravery and self-confidence are just as 
important as skill and raw speed.

Trencher

Recruit → Trencher → Operative, Vanguard

The overland fighting between the Delardian Fed-
eration, who allied itself with the Ath’enki Prelacy 
during the Blue War, and the Sultain Imperium, 
their enemy, was fierce and brutal. Trenches 
proved to be the most effective defensive structure 
in the early years of the war, and most Delardian 
Army units spent time stationed in them. Life in 
the trenches was miserable and warfare between 
trench-lines was especially violent and dangerous. 
Some soldiers specialized in dealing with these dan-
gerous conditions by utilizing a hunter’s weapon, 
the shotgun, and various bladed weapons, bayonets 
or family-heirloom swords.

Specializing in rapid maneuvering and close-quar-
ters-combat, the Trencher provides an aggressive 
front-line fighter to any crew. They gain some 
stealth abilities and are the only base class profi-
cient with melee weapons. In addition, they can 
improve their versatility and mobility by equipping 
light armor. For some reason, the life of a Trencher 
invariably draws them to the Void. Trenchers accept 
the danger of their role by embracing the Void and 
some find that it lends them power.

After gaining experience as a front-line fighter, the 
Trencher can become a vastly improved close-quar-
ters combatant, the Vanguard. Alternatively, they 
can focus on stealth and mobility and become an 
Operative, a sneaky and deadly secret agent.

PROFICIENCIES

Melee Weapons, Shotguns, SMGs, 
Light Armor, Void Magic
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Clarity in the Chaos

Activation: Reaction Charges: 1

Type: Defensive / Training

Effect: Once per encounter as a reaction, when a 
ranged attack is made against this unit, it gains a 
bonus action on its next turn.

Amidst the chaos of battle, experience a sudden 
moment of clarity. Your next actions are laid before 
you, your path forward is assured.

Dodge

Activation: Reaction Range: Self

Type: Defensive / Training

Effect: Once per round as a reaction, when this unit 
is hit with a successful attack, roll a Dodge Dice Pool 
with a number of Dodge Dice equal to the unit’s 
Agility attribute with successes on 6. On success, 
the attack misses completely.

The natural instinct to avoid is improved by exten-
sive training.

Fireteam Tactics

Activation: Passive

Type: Support / Training

Effect: Ranged attacks made by this unit 
against units that have already taken 

damage this round deal +1 Damage.

When the enemy is on the back foot, 
a well-trained team knows how to 

intensify the pressure -- to deadly effect.

Grapple

Activation: - Cooldown: 4 Range: Short

Type: Mobility / Equipment

Effect: If equipped with a grappling gun, this unit 
shoots a grappling hook at a tile within range, line 
of sight, and at a higher elevation and moves to it 
instantly.

Utility: At will, the grappling hook can be used to 
scale objects up to a height of 15 meters (approxi-
mately the height of a four-story building)

“Climbing is too slow, too hard and so last year.” 
-Dalinus

Tamati, rhuthari Trencher. Art by Kian.
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Equipment & 
Items

6

enough ammo for the whole mission with them as 
well. The mage’s and the spiritist’s special eqquip-
ment, the arcane focus and the spiritual resonator, 
count as primary weapons and must be equipped in 
the primary weapon slot, despite not actually being 
weapons.

A character can also equip a secondary weapon, like 
a sidearm or melee weapon. Secondary weapons are 
equipped in a sheath or holster and accessible at a 
moment’s notice.

To protect themselves, each character can equip a 
suit of body armor. Body armor comes in a variety of 
styles, but any body armor entry in the table below 
counts as one piece of equipment and is equipped 
in the body armor slot. The character can wear 
whatever clothes they like under their equipped 
body armor.

Headgear can provide a range of benefits for the 
wearer: simple protection, built-in optics, or other 
magical powers.

Proficiency
Not all characters are able to use every weapon or 
type of body armor. Your character will have a set 
of proficiencies granted to them by their class and 

Equipment Slots

Characters can equip weapons, armor, and items to 
help them survive and succeed on the battlefield. 
Each character has four types of equipment they 
can equip: a primary weapon, a secondary weapon, 
a suit of body armor, and a piece of headgear. Only 
equipment of that type can be equipped in the 
equipment slot, so a character isn’t allowed to equip 
two primary weapons or two different pieces of 
headgear. They also can’t equip a primary weapon 
in a secondary weapon slot and vice versa.

Primary Weapon: The primary weapon or 
special equipment used by this unit.

Secondary Weapon: A smaller sidearm or melee 
weapon.

Body Armor: The clothing and armor worn by 
the unit. The unit’s equipped body armor 
adds a number of pockets that can be 
equipped with items.

Headgear: An additional item worn on the unit’s 
head or face.

Primary weapons are the character’s main tool 
for dealing damage. When the primary weapon is 
equipped, it’s assumed that the character is carrying 
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devastating impact on the battlefield. They’re 
too big and cumbersome to be carried by 
hand and must be attached to heavy armor.

Item Charges
During a mission, an item has a number of charges. 
This represents the number of times it can be used 
before it’s depleted. For grenades, this represents 
the number of that type of grenade the unit is car-
rying. For medkits, it indicates how many times the 
medkit can be used until it’s not useful anymore. 
For a magic crystal, it represents the number of 
times its magical energy can be used before it be-
comes depleted. For electrical devices, it represents 
how many times they can be activated before their 
power runs out, and must be recharged between 
missions.

Mods

Most equipment can be modified with add-ons, at-
tachments, or accessories.

Adding a mod takes up a mod slot on the piece of 
equipment. The equipment’s entry in the item table 
shows how many mod slots it has. Mods also have a 
Slot Type. This is the area or part of the equipment 
where the mod is placed or installed. Equipment 
with multiple mod slots cannot have two mods with 
the same slot type.

Mods may be removed to make room for other 
mods.

Example: Kira’s Stormblade has two mod slots. 
She can’t put both a Serrated Blade and Vibro-
blade mod on the sword at the same time, because 
those mods’ slot type are both “blade”. Instead of 
the Vibroblade, she could add a Parrying Hilt, 
which occupies the “hilt” slot and doesn’t conflict 
with the blade mod. Tiz wants to put both an auto-
loader and an extended magazine on her Arcanite 
Autorifle. This works fine because the mods use 
different mod slots, “accessory” and “magazine”.

experience level. To equip a weapon or body armor 
the character must have the required proficiency 
listed in item entry in the item tables.

Pockets & Hardpoints
Body Armor also provides pockets for items and 
some suits of heavy armor provide a hardpoint to 
which the character can mount a heavy weapon. 
The types of pockets are restricted to different kinds 
of items and the hardpoint can only mount heavy 
weapons.

Utility Pockets: Utility item pockets can hold 
utility items or grenades. All suits of body 
armor have at least one utility pocket.

Ammo Pocket: The ammo pocket can only hold 
Special Ammo up to a maximum of 5 reloads 
worth.

Hardpoint: This hardpoint can hold a Heavy 
Weapon so long as it is not higher tier than 
the armor.

Grenade Pocket: The Sapper class has a special 
ability that allows them to carry an additional 
grenade item in a special grenade pocket.

Items

In battle, having the right item can turn the tide in 
your favor. Characters can bring a number of items 
with them on the mission so long as they fit in the 
pockets of their body armor or attach to their heavy 
armor’s hardpoint.

Utility Items: Utility items serve many purposes 
and have a variety of uses. This is the catch-all 
term for any item that doesn’t fall into the 
other categories.

Grenades: Any thrown, area effect weapon with 
a single use is considered a grenade.

Special Ammo: Special Ammo can be equipped 
in the Ammo Pocket. This represents the extra 
space needed to store all the primary weap-
on’s ammo in the special version. Up to five 
reloads worth of Special Ammo can be stored 
in the Ammo pocket and taken on a mission.

Heavy Weapons: Heavy Weapons are pow-
erful but single use items that can have a 
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cannot be purchased from a vendor and must 
be acquired by other means.

Weapon Special Properties

Blunt: No Blade slot mods allowed: This melee 
weapon doesn’t have a blade, so no melee 
weapon mods with the slot type of “Blade” are 
allowed to be put on this weapon.

Lightning Damage: Instead of ballistic or 
slashing damage, this weapon does Lightning 
damage.

Lightweight X: +X Speed: The weapon is de-
signed to be lightweight and easy to carry. 
While the weapon is equipped, the unit has 
+X Speed, where X is specified in the special 
field of the weapon’s entry.

Move or Fire: Takes 2 actions to Attack or 
Overwatch: This weapon is heavy, cumber-
some, and requires time to set up before it can 
be fired accurately. The unit must use both of 
its actions to make Attacks with this weapon 
or go into Overwatch.

Single-shot: No Magazine slot mods allowed: 
This weapon doesn’t use a magazine to hold 
its ammunition. No ranged weapon mods 
with the slot type of “Magazine” are allowed 
to be put on this weapon.

Point Blank: +1 Aim at Adjacent range: This 
weapon is deadly at very short ranges. Attacks 
made within 1.5 tiles get a bonus +1 Aim Die.

Silent: While concealed, Attacks do not reveal 
this unit: This weapon is inherently silent 
when firing. Attacks made with this weapon 
while the attacking unit is concealed do not 
reveal the unit or their allies.

Stun Weapon X: On Crit, target gains Stunned 
X: On a successful critical hit with this 
weapon, the target unit gains Stunned X, 
where X is specified in the special field of the 
weapon’s entry.

Versatile: Attack action does not end turn: 
This weapon is highly versatile and easy to 
use. When the unit attacks with this weapon, 
it does not automatically end their turn.

Equipment Tiers

The equipment and items lists are separated into 
three distinct tiers of equipment. Tier 1 gear is ap-
propriate for character levels 1-5, Tier 2 for levels 
6-10, and Tier 3 for levels 11 and higher. Tiers above 
Tier 1 are available in the full Zafir Rulebook.

Equipment List

Weapons
The weapon tables below for primary weapons, sec-
ondary weapons, and legendary weapons all use the 
same format.

Weapon Entry Fields

Name: The name of the weapon.

Range: Range category for this weapon.

Aim Dice: How many aim dice are added to the 
attack roll when using this weapon.

Crit Dice: How many crit dice are added to the 
attack roll when using this weapon.

Damage: How many points of damage this 
weapon deals when it makes a successful 
attack.

Crit Damage: How many bonus points of 
damage this weapon deals when it makes a 
successful critical hit.

Ammo: The amount of ammo this weapon holds 
in its magazine. The value represents the 
number of times the unit can attack with this 
weapon before they need to reload, not the 
actual number of bullets in the magazine.

Mod Slots: The number of mods that can be 
attached to this weapon.

Special: Unique properties or rules for this 
weapon.

Proficiency: The proficiency required to equip 
this weapon.

Price: The average cost of this weapon when 
buying it new from a vendor. Weapons 
marked with an asterisk (*) are rare, exper-
imental, or otherwise hard to obtain. They 
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Primary Weapons
The following lists the primary weapons available 
to characters in Zafir and their properties. Primary 
weapons can be equipped in a character’s primary 
weapon equipment slot, and only one can be taken 
on a mission.

Light Carbine: A lightweight semi-automatic 
rifle with carrying strap and folding stock to 
reduce weight.

Autorifle: Standard issue for soldiers in the field, 
a fully-automatic assault rifle with wooden 
stock, box magazine, and iron sights.

SMG: A submachine gun. A small-frame auto-
matic weapon that fires pistol caliber rounds. 
Compact and portable.

Shotgun: A large bore pump-action firearm that 
fires shot, a handful of small metal balls. Orig-
inally a hunter’s weapon, shotguns were first 
used for combat in the trenches and tunnels 
of the Blue War.

Autocannon: Intended for use as a vehicle 
mounted machine gun, the autocannon is 
modified to allow a soldier to carry it in the 
field by hand. Belt-fed by an ammunition 
canister held on the waist or back.

Left to right, from top: Autorifle, SMG, Shotgun, Autocannon, Sniper Rifle, Sword. Art by Biagio D’Alessandro.

Primary Weapon Table:

NAME SPECIAL PROFICIENCY PRICE

Light Carbine Med 0 0 d2 + 2 +1 4 1 Lightweight 2 Autorifles ₹45

Autorifle Med 0 0 d3 + 2 +2 4 1 - Autorifles ₹85

SMG Short 0 0 d2 + 2 +2 3 1 Versatile SMGs ₹70

Shotgun Short 0 +1 d3 + 3 +3 4 1 Point Blank Shotguns ₹50

Autocannon Med 0 0 d3 + 3 +2 3 1 - Autocannons ₹300

Scout Rifle Long 0 0 d3 + 2 +2 3 1 - Sniper Rifles ₹80

Sniper Rifle Long +1 +1 d3 + 3 +2 3 1 Move or Fire Sniper Rifles ₹90

Crossbow Med +1 0 d3 + 1 +2 1 1 Move or Fire, Silent, Single-shot Sniper Rifles ₹81
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Scout Rifle: Designed to excel at long-range 
combat without sacrificing mobility, the scout 
rifle is a semi-automatic rifle chambered with 
full size rifle rounds in a small box magazine.

Sniper Rifle: A sharpshooter’s weapon, the 
sniper rifle is a large-caliber, bolt-action rifle 
equipped with a long-range scope and bipod.

Crossbow: An archaic weapon upgraded for 
modern hunting, the crossbow fires a steel-
tipped bolt at high velocity and operates 
almost silently.

Spiritual Resonators & Arcane 
Focuses (Primary Weapon Slot)
The mage and spiritist’s special equipment, the 
arcane focus and spiritual resonator respectively, 
use the same equipment slot as the primary weapon. 
A mage or spiritist that wants to equip one of these 
tools will not be able to take a primary weapon on 
the mission.

Idiophone: The simplest of any spiritual resona-
tor, an idiophone is any musical or tone-pro-
ducing device that resonates by vibrating the 
entire object. Tuning forks, bells, and singing 
bowls are all examples of idiophones used by 
spiritists as spiritual resonators.

Spell Focus: A solid piece of material conducive 
to focusing magical energy. Spell focuses 
come in a variety of shapes, usually with 
some kind of rotational symmetry: spheres, 
cylindrical rods, extruded polygonal rods, 
and toruses, among other shapes. They are 
constructed of materials like glass, crystal, 
obsidian, or hardwood.

Spiritual Resonator & Arcane Focus Fields

Name: The name of the focus or resonator.

Mod Slots: The number of mods that can be 
attached to this focus or resonator.

Special: Unique properties or rules for this focus 
or resonator.

Proficiency: The proficiency required to equip 
this focus or resonator.

Price: The average cost of this focus or resonator 
when buying it new from a vendor. Focuses 
or resonators marked with an asterisk (*) 
are rare, experimental, or otherwise hard to 
obtain. They cannot be purchased from a 
vendor and must be acquired by other means.

Spiritual Resonator & Arcane Focus Special 
Properties

Channel Energy X: Reduce Cooldown by X: 
Once per mission, the unit equipped with this 
focus may reduce the cooldown of one of their 
magic abilities by X.

Improved Resonator X: +X Will when making 
Will Attacks: This resonator is improved with 
engineering or artificery. When making Will 
Attacks, this unit gets X bonus Will Attack 
Dice, where X is specified in the special field 
of the weapon’s entry.

Secondary Weapons
The following section lists the secondary weapons 
available to characters in Zafir and their properties. 
Secondary weapons can be equipped in a charac-
ter’s secondary weapon equipment slot, and only 
one can be taken on a mission.

Combat Knife: A simple steel knife kept in a 
sheath on the belt or in a boot.

Pistol: Semi-automatic magazine fed pistols are 
fairly cheap and easy to come by. They’re re-
liable for self-defense and often the standard 
equipment of security guards and police.

Heavy Pistol: A heavy-frame semi-automatic 
pistol or large-bore revolver, these pistols 
pack a punch.

Spiritual Resonators & Arcane Focuses Table:

NAME
MOD 
SLOTS SPECIAL PROFICIENCY PRICE

Idiophone 1 Improved Resonator 1 Spiritual Resonators ₹9

Spell Focus 1 Channel Energy 1 Arcane Focuses ₹54
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its Abilities field, then the character has that ability 
so long as they are wearing the armor.

Body armor is divided into three types: light, 
medium, and heavy. Light armor has bonuses to 
mobility at the cost of less durability. Medium 
armor is standard for soldiers and offers decent 
protection without any additional bonuses. Heavy 
armor has special reinforcement and provides a lot 
of protection, and includes hardpoints on which to 
mount heavy weapons, but requires special training 
to use. Characters can only use body armor types 
with which they are proficient.

Ballistic Vest: Standard issue armor for security 
guards, soldiers, and mercenaries the world 
over. Ballistic weave vest with metal plates 
front and back and pouches to hold ammo.

Tactical Harness: A lightweight version of the 
ballistic vest, this harness has no plate protec-
tors, providing less defense but more pouches 
and straps to hold equipment and is generally 
easier to move in.

Autopistol: A fully-automatic pistol variant, 
often with some kind of small fore-grip to 
keep recoil in check.

Sword: A melee weapon of an ancient era, still 
valuable today. A meter of sharp steel and a 
hilt.

Waraxe: Both a tool and a weapon, the modern 
waraxe was favored by jaan soldiers who often 
operated in dense jungle. It has been adopted 
by various militaries around the world.

Stun Baton: A minor artifact weapon, this blunt 
rod has an electrical discharger at the end, 
stunning living beings when they are struck.

Body Armor
Body armor is worn by characters on the battlefield 
to provide extra protection. In general, body armor 
provides more hit points for a unit. Some types of 
body armor provide armor points or shield points as 
well. If a suit of body armor has an ability listed in 

Secondary Weapon Table:

NAME SPECIAL PROFICIENCY PRICE
Combat Knife Adj +2 0 d3 +1 - 0 - none ₹8

Pistol Short +1 0 2 +1 ∞ 1 - Sidearms ₹15

Heavy Pistol Short 0 0 3 +1 ∞ 1 - Sidearms ₹51

Autopistol Short 0 +1 d3 +1 ∞ 1 Versatile Sidearms ₹79

Sword Adj +1 +1 d3 + 2 +2 - 1 - Melee Weap. ₹25

Waraxe Adj 0 +2 d3 + 2 +2 - 1 - Melee Weap. ₹17

Stun Baton Adj 0 +2 d3 + 1 +1 - 1 Stun Weapon 1, Blunt, Lightning Dmg Melee Weap. ₹20
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Body Armor Table:

NAME ABILITIES SPECIAL PRICE
Ballistic Vest Med +2 0 0 1 1 - - - - ₹90

Tactical Harness Light +1 0 0 1 2 - - - Lightweight 1 ₹55

Mage Armor Med 0 0 +3 1 1 - - - Powered: 1 Zephyrite Shard ₹190
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Mage Armor: Highly specialized and expensive 
armor, this framework of steel and baldyr 
encloses the wearer in a network of arcane 
shields. The framework provides no physical 
protection by itself. It requires magical energy 
to function.

Body Armor Entry Fields

Name: The name of the suit of body armor.

Type: Light, Medium, or Heavy; the general build 
and toughness of this kind of body armor.

Max HP: The number of hit points to increase 
the character’s Max HP by when wearing this 
body armor.

Armor Points: The number of armor points 
provided by this body armor.

Shield Points: The number of shield points 
provided by this body armor.

Mod Slots: The number of mods that can be 
installed on this body armor.

Utility Pockets: The number of pockets for 
items on this body armor.

Ammo Pockets: The number of pockets for 
special ammo on this body armor.

Hardpoints: The number of hardpoints for 
mounting heavy weapons on this body armor.

Abilities: Abilities granted while wearing this 
body armor.

Special: Unique properties or rules for this body 
armor.

Price: The average cost of this body armor when 
buying it new from a vendor. Suits of body 
armor marked with an asterisk (*) are rare, 
experimental, or otherwise hard to obtain. 
They cannot be purchased from a vendor and 
must be acquired by other means.

Body Armor Special Properties

Lightweight X: The body armor is designed to be 
lightweight and does not restrict the move-
ment of its wearer. While the body armor is 
equipped, the unit has +X Speed, where X 
is specified in the special field of the body 
armor’s entry

Powered: 1 Zephyrite Shard: This body armor 
is a complex object of advanced artificery and 
requires magical energy to function. In order 
to use this armor on a mission, the character 
must expend the energy of one zephyrite 
shard or spend two of their magical abilities’ 
charges.

Ballistic Vest, Tactical Harness, and Mage Armor. Art by Biagio D’Alessandro.
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Headgear Entry Fields

Name: The name of the piece of headgear.

Effect: The constant passive effect given to the 
wearer of the headgear during a mission.

Price: The price of the piece of headgear when 
bought new at a vendor.

Headgear
Headgear can be worn by characters to give them 
extra protection or other effects during battle. Only 
one piece of headgear can be worn at once. The 
headgear effect is a passive effect that is always 
active during a mission.

Ballistic Helmet: A helmet made of metal or 
composites that covers the wearer’s cranium 
and is held in place by straps. Excellent 
protection against blunt trauma.

Ballistic Mask: A full-face mask made of metal 
or composites designed to protect the user’s 
brain from damage from the front.

Farsight Monocle: A magical artifact worn over 
the user’s eye that allows telescopic vision 
further than normally possible for sapients. It 
makes seeing things up close more difficult, 
however.

Oxygen Mask: A cloth and composite mask that 
covers the user’s nose and mouth connected 
to a bottle of clean, pressurized air. Must 
be custom fit for optimal use and account-
ing for different species’ mouth and nasal 
configurations.

Reactive Visor: A shield worn over the eyes and 
ears that provides normal vision under most 
circumstances, but reacts instantly to blasts 
of intense light or sound, blocking vision and 
hearing momentarily to protect the wearer’s 
senses.

Headgear Table:
NAME EFFECT PRICE

Ballistic Helmet When rolling on the Casualty Table, treat Stunned results as Knocked Down instead. ₹29

Ballistic Mask
The first time the unit would take damage that reduces its HP to zero, destroy the 
Ballistic Mask and roll a d6. On a 4+, reduce the damage dealt by the attack to zero, 
otherwise, take damage as normal.

₹58

Farsight Monocle
For Ranged Attacks, increase the Minimum Optimal Range by 6 and the Maximum 
Optimal Range by 8.

₹48

Oxygen Mask This unit is immune to the effects of Poison Cloud. ₹20

Reactive Visor This unit is immune to becoming Disoriented from attacks or abilities. ₹55

Ballistic Helmet. Art by Biagio D’Alessandro.
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Item List

Items can be equipped for a mission in pockets or 
on hardpoints of your body armor. Each one has a 
number of charges that denotes how many times it 
may be used during the mission.

Utility Items
Utility items are any object or hand-held piece of 
equipment that you can use on a mission. You may 
equip one utility item per Utility Item Pocket on 
your equipped body armor.

Medkit: A satchel or bag filled with medical and 
first-aid supplies. Restocking a medkit after 
use costs half the total cost of buying a new 
one.

Magitech Medkit: These automatic first-aid kits 
use artificery to apply the correct medication, 
stitch up wounds, and stop bleeding just by 
holding the kit to the affected area. Restock-
ing a magitech medkit costs half the total cost 
of buying a new one.

Shield Charger: When powered, this oblong 
metal and glass object can be discharged into 
a shield generator or suit of mage armor to 
recharge the shields. To use on a mission, it 

requires the power of one Zephyrite Shard or 
for a spellcaster to charge it with two charges 
of their magical abilities.

Grappling Gun: Required for a character to use 
the Grapple ability, this is an aerium-powered 
artifact gun that fires a grappling hook at-
tached to a composite fiber line. An automatic 
reel can pull up to 300 kg straight up and is 
activated with a button on the grip.

Salvation Charm: This charm, usually a piece of 
jewelry about the size of a palm, is created by 
an artificer, blessed by a priest, and enchant-
ed by a mage. When attuned to a character’s 
life force, the charm detects major harm to 
the bearer and shunts them into a state of 
ethereal suspension if they get too hurt. A 
salvation charm is destroyed by its use.

Manticore Detector: Prospectors for zephyrite 
out in the desert steppe and badlands soon 
found that manticores were a huge problem. 
These artifacts are powered by regular au-
ranite power and detect underground distur-
bances caused by burrowing manticores. The 
power runs out after continuous use but can 
be recharged by any source of electricity for 
an hour or so.

Utility Items Table:
NAME CHARGES EFFECT PRICE
Medkit 1 Target self or adjacent allied unit. Heal target unit for 4 HP. ₹10
Magitech Medkit 2 Target self or adjacent allied unit. Heal target unit for 7 HP. ₹125

Shield Charger 1 Recharge this unit’s currently equipped body armor’s shield points to full. 
Powered: 1 Zephyrite Shard. ₹160

Grappling Gun - Required for Grapple ability. ₹40

Salvation Charm 1 If a unit has its HP reduced to zero, set its HP to 1 instead and gain Holy 
Shield. ₹200

Manticore Detector 3 Target a radius 4 circular area in Medium range. Any units currently Burrowed 
in the area are revealed. ₹15

Undead Detector 3 When targeted by an attack made by an Undead unit, automatically spend 
one charge and reduce that attack’s Aim Dice by -2. ₹25

Zephyrite Shard 1 This unit gains 1 charge of one of its magical abilities, or the cooldown of one 
of its magical abilities is reset. ₹200

Daevacite Shard 1 This unit gains 1 charge of one of its spiritual abilities, or the cooldown of one 
of its spiritual abilities is reset. ₹210

Gaianite Shard 1 Target self or adjacent allied unit. Heal target unit for 8 HP. ₹100

Voidstone Shard 1 Expend the energy in this shard to change the result of one die that has just 
been rolled, before the effects of the roll are resolved. *
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Charges: How many times the item can be used 
on a mission before it needs to be restocked or 
recharged. See the item description for how 
its charges can be restored, some items are 
destroyed when they are used up.

Effect: Follow these instructions when using this 
item.

Price: The cost of this item when buying it new 
from a vendor.

Grenades
Grenades are thrown explosives that target an area 
of effect. Using a Grenade is an attack action. Gre-
nade charges represent how many of that type of 
grenade you have (but they still all fit in one pocket).

Improvised Bomb: Any improvised explosive: 
gunpowder packed in a pipe, fireworks 
wrapped in tape, or some homemade 
concoction.

Frag Grenade: Standard issue military grade 
hand-thrown explosive device.

Flashbang Grenade: A non-lethal device de-
signed to blind and disorient targets with a 
loud bang and bright flash of light.

Smoke Grenade: A non-lethal device that 
provides a dense smoke screen, limiting 
visibility.

Nethane Flask: A fragile, air-tight container 
filled with flammable jet fuel. Once thrown, 
the flask breaks and the liquid ignites, cover-
ing the area in flames.

Acid Flask: A breakable container filled with a 
caustic and corrosive green sludge.

Poison Flask: A breakable container filled with a 
compressed toxic gas that is released into an 
area on impact.

Grenade Entry Fields

Name: The name of the grenade.

Range: How far the character can throw the 
grenade.

Radius: The blast radius of the grenade, see 
Chapter 3 - Missions for rules on measuring a 
circular area of effect.

Undead Detector: Like the manticore problem, 
those trying to salvage technology and scrap 
from past battlefields and airship wrecks 
often encountered violent undead. This de-
tector provides a last-second defense against 
ghuls and other undead by beeping loudly 
when one gets too close. The power runs out 
after continuous use but can be recharged by 
any source of electricity for an hour or so.

Zephyrite Shard: A shard of pure charged 
zephyrite about the length of an outstretched 
hand and as big around as a drinking glass, 
this crystal glows bright blue with magical 
energy. It has a variety of uses. A depleted 
zephyrite charge can be recharged by a mage 
by focusing their own magical energy on it 
for a sustained amount of time. A mage can 
spend two charges of their magical abilities 
over twenty-four hours to charge a depleted 
zephyrite shard.

Daevacite Shard: Like a zephyrite shard, this 
shard holds energy, but instead of magical 
energy it holds pure nether energy. In the 
hands of a skilled spiritist it can be used to 
control daeva or rip open the veil between our 
world and the Nether. Depleted daevacite can 
only be recharged by ensnaring a minor daeva 
and extracting their essence into the shard.

Gaianite Shard: Gaianite is a form of zephyrite 
charged with pure life energy. It can be 
discharged directly into a wound to provide 
a massive surge of natural healing. Gaianite 
shards can be recharged by a lifemage focus-
ing their magical energy into it and spending 
two charges of their Life Magic abilities over 
twenty-four hours.

Voidstone Shard: An incredibly rare form of 
zephyrite that contains the power of the void. 
It can be discharged to change the very fabric 
of time and space. Voidstone is recharged as a 
special reward given by the GM for exception-
al play: an excellent role-play scene, a clever 
battle tactic, or altruistic self-sacrifice.

Utility Item Entry Fields

Name: The name of the item.
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Damage: How much damage the grenade does. 
Remember to roll damage for each target unit 
separately.

Crit Dice: The number of Crit Dice to roll for 
each target.

Crit Damage: If the grenade has Crit Dice, the 
amount of extra damage it does on a critical 
hit.

Breaking: The amount of Breaking this grenade 
attack has.

Damage Type: The type of damage dealt by this 
grenade.

Effect: Any additional effects that happen when 
making an attack with this grenade.

Price: The cost of the grenade when buying new 
from a vendor. Grenades marked with an as-
terisk (*) are rare, experimental, or otherwise 
hard to obtain. They cannot be purchased 
from a vendor and must be acquired by other 
means.

Mod List

Weapons and body armor can be modified with ac-
cessories, devices, or attachments to improve their 
performance or give some benefit to the user. Mods 
only work on certain kinds of weapons; the equip-
pable weapon types are listed in the individual mod 
lists.

A piece of equipment has a limited number of 
mod slots. You can’t install more mods on a piece 
of equipment than it has mod slots, but you can 
remove mods to make room for new mods. Mods 
also have a slot type. Only one mod of the particular 
slot type can be installed to the piece of equipment.

Mod Entry Fields

Name: The name of the mod.

Effect: The rules to follow when playing a 
mission with this mod attached to a piece of 
equipment.

Slot: The slot type of this mod.

Price: The cost to purchase this mod from a 
vendor. Mods marked with an asterisk (*) 
are rare, experimental, or otherwise hard to 
obtain. They cannot be purchased from a 
vendor and must be acquired by other means.

Grenade Table:

NAME EFFECT
Improvised Bomb Short 1.5 d2 + 1 0 0 1 Explosive Destroys cover. ₹2
Frag Grenade Short 1.5 d2 + 2 0 0 1 Explosive Destroys cover. ₹5

Flashbang Grenade Short 3 - - - - - Applies Disoriented to all targets, removes 
Overwatch, removes Mind Control. ₹6

Smoke Grenade Short 3 - - - - -

Applies a smoke screen to the area of effect, 
duration: 3 turns. Attacks made against units 
inside the area of effect take a -1 Aim Dice 
penalty.

₹4

Nethane Flask Short 1.5 1 0 0 0 Fire Applies Burning to all targets, adds Fire tile 
feature to 3 random tiles in area of effect. ₹11

Acid Flask Short 1.5 2 0 0 0 Acid
Applied Acid Burn to all target units, adds Acid 
Pool tile feature to target tile (center tile of 
area of effect).

₹15

Poison Flask Short 1.5 1 0 0 0 Poison
Ignores Armor. Applies Poisoned to all targets, 
adds Poison Cloud tile feature to all tiles in 
area of effect for 3 rounds.

₹27
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Melee Weapon Mods
Melee weapon mods can only be installed on sec-
ondary weapons with the Melee Weapons proficien-
cy requirement.

Arcane Focus Mods
Arcane focus mods can only be installed on second-
ary weapons with the Arcane Focuses proficiency 
requirement.

Spiritual Resonator Mods
Spiritual resonator mods can only be installed on 
secondary weapons with the Spiritual Resonators 
proficiency requirement.

Body Armor Mods
Body armor mods can be installed on any suits of 
body armor.

Details for mods of all types are found in the  
Mod Tables below.

Mod Abilities
Some mods give the equipped unit an ability while 
the mod is installed on a piece of equipment.

Dodge X vs Attack Type

Activation: Reaction

Effect: Once per round as a reaction, when this 
unit is hit with a successful attack of the specified 
type, roll a Dodge Dice Pool of a number of Dodge 
Dice equal to X with successes on 6. On success, the 
attack misses completely. If the unit already has the 
Dodge ability, they add their base Dodge Dice to this 
ability when using it.

Ranged Weapon Mods
Ranged weapon mods can only be installed on pri-
mary or secondary weapons with one of the follow-
ing proficiency requirements: Sidearms, Autorifles, 
Shotguns, SMGs, Autocannons, and Sniper Rifles.
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Ranged Weapon Mod Table:
NAME EFFECTS SLOT PRICE

Optics +1 Aim Dice. Sights ₹325

Reflex Sight +1 Crit Dice if within 2-5 tiles of target unit, +2 Crit Dice if Adjacent. Sights ₹55

Grip Missed shots deal 1 bonus damage (ignores armor). Stock ₹36

Extended Magazine +1 Ammo. Magazine ₹40

Autoloader First reload of the mission does not use an action. Accessory ₹220

Small Bayonet While this weapon is equipped the unit may make melee attacks 
(as Combat Knife). May only be installed on primary weapons. Barrel ₹30

Undermount Launcher Grenade attacks made by this unit can be made at Medium range. May 
only be installed on primary weapons. Stock ₹45

Autotracker Seeking: Prevent enemy reactions (including Dodge or Overwatch). Sights ₹145

Suppressor When concealed: +1 Aim Dice and +1 Damage. Barrel ₹200

Hair Trigger Reaction attacks with this weapon made within optimal range  
gain +1 Aim Dice. Stock ₹190

Lucky Charm +2 Will when resisting Will Attacks. Accessory ₹60

High-power +1 Damage, -2 Ammo. May only be installed on primary weapons. Magazine ₹350

Melee Weapon Mod Table:
NAME EFFECTS SLOT PRICE

Serrated Blade +1 Crit Dice, +1 Crit Damage. Blade ₹45

Parrying Hilt Dodge 2 vs melee attacks. Hilt ₹22

Lightweight Blade +1 Speed. Blade ₹40

Vibroblade +1 Piercing. Blade ₹66

Chainsaw Blade +1 Breaking. Blade ₹94

Spiritual Resonator Mod Table:
NAME EFFECTS SLOT PRICE

Gold Etching Gain 1 charge of Encourage (does not put Encourage on cooldown). Decoration ₹150

Silver Etching Gain 1 charge of Soul Rend (does not put Soul Rend on cooldown). Decoration ₹150

Decorative Charm +1 Will. Accessory ₹75

Sandalwood Parts +1 Animate Cover radius and duration. Increase its cooldown by 1 
(requires Animate Cover). Material ₹110

Hemlock Parts Guidance may target up to two allied units, but its cooldown is increased 
by 1 (requires Guidance). Material ₹140

Arcane Focus Mod Table:
NAME EFFECTS SLOT PRICE

Gaia Rune Heal Wounds has +1 Charge (requires Healing Wounds). Surface ₹130

Baldyr Rune Fireball has +1 Charge (requires Fireball). Surface ₹130

Zephyr Rune Lightning Strike has +1 Charge (requires Lightning Strike). Surface ₹130

Auranite Substructure Arcane Defenses provide 2 Shield Points for 3 turns (requires Arcane Defenses). Material ₹120

Zephyrite Substructure Arcane Defenses provide +1 Aim and +1 Crit Dice (requires Arcane Defenses). Material ₹65

Gaianite Substructure Arcane Defenses heals the target for 1 HP each round (requires Arcane Defenses). Material ₹90

Decorative Charm +1 Will. Accessory ₹75

Copper Lattice Gain 1 charge of Blinding Sunlight (does not put Blinding Sunlight on cooldown). Lattice ₹150

Platinum Lattice Gain 1 charge of Lethargy (does not put Lethargy on cooldown). Lattice ₹150

Titanium Lattice Gain 1 charge of Arcane Defenses (does not put Arcane Defenses on cooldown). Lattice ₹150
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Lodging

Finding a safe, warm, and dry place to sleep is im-
portant. The following table lists average prices for 
hotels and other temporary lodgings in most major 
cities.

Lodging Table:
LODGING PRICE
Hostel (shared room) ₹3.50 / night
Boarding House (own room) ₹5.00 / night
Cheap Hotel ₹8.00 / night
Fancy Hotel ₹30.00 / night
1-Bedroom Apartment ₹75 / month
2-Bedroom Apartment ₹125 / month
Large Apartment ₹300 / month

Housing & Real Estate
The crew might find it easier to simply purchase 
some real estate and live together. The following 
table lists the average costs of purchasing property 
or a house in most major cities in Zafir.

Housing Table:
HOUSING PRICE
¼ Acre Property ₹10,000
1 Bedroom House ₹30,000
2 Bedroom House ₹50,000
Large House ₹150,000
Mansion ₹800,000

Inventory

Characters have more stuff than just the equipment 
and items they bring with them on the mission. 
This is their inventory. Characters in Zafir usually 
start out in a humble financial situation, their only 
possessions being their equipment and a few ne-
cessities. They live from job to job, payment to pay-
ment, city to city, seeking fortune (or at least a hot 
meal and a warm bed) in trade for strength of arms.

Cost of Living
Living is expensive. You gotta eat. You gotta sleep 
somewhere. The tables below list the average price 
for various goods and services for everyday living.

Food & Drink

Every culture of Zafir has a rich culinary history and 
culture. The following table lists several basics that 
the characters might encounter across the world.

Food & Drink Table:

FOOD & DRINK PRICE
Loaf of Bread ₹0.20
Dozen Eggs ₹0.19
Pastry ₹0.07
Street Kebabs ₹0.40
Dinner - Meat Dish ₹1.00
Dinner - Vegetable Dish ₹0.80
Dried Fruit & Nuts ₹0.50
Fresh Water Free
Half-liter of Beer or Mead ₹0.50
Glass of Wine ₹0.50
Bottle of Wine (fancy) ₹5.00
Cocktail ₹1.00
Bottle of Liquor ₹3.00

Body Armor Mod Table:
NAME EFFECTS SLOT PRICE

Reinforced Materials +1 Max HP. Material ₹20

Lightweight Materials +1 Speed. Material ₹20

Lover’s Token +2 Will when resisting Will Attacks. Pocket ₹75

Blast Padding +1 Armor Point. Undervest ₹65

Extra Pocket This armor has 1 additional Utility Pocket. Pocket ₹50

Flexible Materials +2 Agility Points per turn when making Agility Moves. Material ₹45

Knee Pads Dodge 1 vs ranged attacks. Material ₹40



Attack Dice Pools
Aim Dice Pool (5+)

+1/Aim Attack Aim

+0 Target has Full Cover

+1 Target has Half Cover

+2 Target has No Cover

+1 Higher Elevation Bonus

-1 Range Penalty

±X Abilities/Conditions

Crit Dice Pool (6+)

+1/Crit Dice Attack Crit Dice

+2 Target has No Cover

±X Abilities/Conditions

Will Attack Dice Pools
Will Attack Dice Pool (5+)

+1/Will Attacking Unit’s Will

+1 Target Wounded

+1 Target has Negative Condition

+1 Target Isolated (4 tiles)

+1 Target or Ally of Target has Panic

±X Abilities/Conditions

Will Attack - Critical Effect Dice Pool (6+)

+2 Target has Panic

+X Ability Crit Dice

±X Abilities/Conditions

Will Attack - Resist Dice Pool (6+)

+1/Will Defending Unit’s Will

±X Abilities/Conditions

Range: Ranged Attacks
BALLISTIC RANGE MAXIMUM OPTIMAL

Adjacent: 1.5 1 - 1.5

Short: 16 1 - 8

Medium: 24 1 - 16

Long: 36 8 - 36

Range: Abilities
ABILITY RANGE MAXIMUM

Adjacent: 1.5

Short: 8

Medium: 16

Long: 36

Casualty Table
D6 RESULT

1-2
Choose 

One:

Eye of the Void: The unit stares into the Eye of the Void and wills themselves back into the world of the 
living. Set the unit’s HP to 1 and apply Eye of the Void, which is a condition that lasts until the end of 
the mission and cannot be removed. While the unit has Eye of the Void, if their HP is reduced to zero 
they do not roll on the Casualty Table and instead go Out of Action immediately.

Bleeding Out: The unit will go Out of Action in 3 turns. Apply the Bleeding Out condition to the unit and 
lay the unit’s miniature on its side.

3-4
Stunned: Set the unit’s HP to 1 and apply the Stunned 2 and Disoriented conditions to the unit (the unit 
loses both actions on its next turn).

5-6
Knocked Down: Set the unit’s HP to 1 and apply the Stunned 1 condition to the unit (the unit loses 1 
action on its next turn).



Basic Actions
ACTION/ACTIVATION DESCRIPTION
Move > Move the unit a number of tiles up to the value of its Speed attribute.

Attack (Ranged) >| (Unit has a ranged weapon equipped with at least 1 ammo) Target an enemy unit within the 
maximum range of the equipped weapon and within line-of-sight. Make an attack roll against the 
target unit, and if successful apply damage. Reduce the equipped weapon’s current ammo by 1.

Attack (Melee) >| (Unit has a melee weapon equipped) Make a free move action that puts this unit into Adjacent 
range of another unit. It then makes an attack roll against the target unit with its equipped melee 
weapon, and if it’s successful, then it applies damage.

Attack (Grenade) >| (A usable grenade item with charges remaining is equipped on this unit) Target an area of effect 
with radius equal to the Radius of the equipped grenade centered on a tile in range and in line 
of sight. Target all units in the area of effect. Target units take damage according to the grenade’s 
Damage, rolling damage individually for each target. Destroy armor points equal to the grenade’s 
Breaking. Finally, follow the directions in the grenade’s Effects field.

Attack (Subdue) >| (Target is a Living unit with 2HP or fewer) Make a melee attack against the target unit without 
adding the Aim Dice from any equipped weapon and do not roll Crit Dice or a Damage Die. If the 
attack hits, it deals no damage and the target unit gains Unconscious.

Overwatch >| (Unit has a ranged weapon equipped with at least 1 ammo) Until the beginning of their next, if 
any enemy unit moves within this unit’s line of sight and within their ranged weapon’s maximum 
range, this unit may make a reaction attack against it at a -1 Aim Dice penalty. While units are 
moving they are considered to be not in cover.

Reload > (Unit has an equipped weapon with less than full ammo) A weapon equipped on this unit has its 
ammo reset to full

Use Item > (A usable item is equipped on this unit and, if the item uses charges, has charges remaining) The 
unit follows the directions for using the item. If the item uses charges, reduce the charges by 1.

Use Ally’s Item > (A usable item is equipped on a willing allied unit that is adjacent to this unit) So long as the 
allied unit’s player consents to this unit using its item, perform the Use Item basic ability with 
the ally’s item

Interact - (Unit is on or Adjacent to an interactive environmental object) The unit interacts with some 
object or part of the environment, the GM will give guidance on what is interactable.

Use Ability ? (The unit has a usable ability with charges remaining that is not on cooldown) The unit follows 
the directions for using their ability. If the ability has charges, reduce its charges by 1. If it has a 
cooldown, put it on cooldown. Use the ability as directed by its activation symbol.

Pickup Body > (Unit is adjacent to an unconscious unit) The unit picks up and carries a body from an adjacent 
tile. While carrying a body, the unit may only take Move or Drop Body actions

Drop Body - (Unit is carrying a body and there is an empty adjacent tile) The unit drops the carried body on 
an adjacent tile

Agility Moves
MOVE COST DESCRIPTION

Safe Drop 1 Drop from any height safely by spending 1 Agility Point plus the regular Movement Points for the 
move.

Mantle 1 Jump up to a ledge 2 tiles above their current tile even if the wall is otherwise unclimbable by 
spending 1 Agility Point and 2 Movement Points.

Climb 1/tile To climb up a climbable wall, spend 1 Agility Point and 2 Movement Points per tile higher than 2 
tiles above ground. Must spend points for the full height of the wall to climb (can’t stop part way).

Leap 1/tile Spend 1 Agility Point per tile to leap over, plus the regular Movement Points for the move.



Conditions
CONDITION DURATION EFFECT REMOVED BY

Acid Burn Indefinite At the start of each round, the affected unit takes d3 Acid Damage. Healing

Bleeding Out 3 turns The affected unit can take no actions. The affected unit has a bleed-
ing out counter that starts at 3. At the start of each round reduce the 
bleeding out counter by 1. If the counter is zero, the unit becomes 
Out of Action. If the unit is Healed for 1 or more HP, remove Bleeding 
Out and add Disoriented.

Healing, 
Resurrect

Burning Indefinite At the start of each round, the affected unit takes d3 Fire Damage. 
The affected unit can only take the following actions: Move, Attack, 
Overwatch, Use Item, or Stop Drop & Roll (use an action, end this 
unit’s turn, remove Burning from this unit).

Healing, Water 
Tile, Stop Drop 
& Roll

Disoriented 2 turns Psychological. The affected unit has -3 Speed, -1 Aim, -1 Will. Restore

Ethereal 
Suspension

2 turns The affected unit can take no actions, is unable to be targeted by 
attacks or abilities, and is immune to all damage.

-

Exhausted 2 turns The affected unit has -1 Damage to melee attacks, -3 Speed, -2 Will 
when resisting Will Attacks, has Overwatch removed, and cannot 
make reaction attacks.

-

Marked Indefinite Attacks made against the affected unit by enemy units gain +1 Aim 
Dice.

Marking unit is 
killed

Mind Controlled Indefinite Psychological. The player of the controlling unit chooses what actions 
the affected unit takes. The affected unit acts on the controlling 
unit’s turn. If either the controlling unit or the affected unit becomes 
Disoriented, remove Mind Controlled from the affected unit. If the 
controlling unit dies, remove Mind Controlled from the affected unit.

Controlling unit 
is killed or gains 
Disoriented, 
controlled unit 
gains Disoriented

Out of Action Indefinite The affected unit can take no actions. The unit is wounded beyond 
the point of being able to function on the battlefield.

Resurrect

Panic 2 turns Psychological. The affected unit makes a single move action as far 
away as it can from enemies and still be in cover and takes no more 
actions for the remainder of the duration. Enemy units may flee the 
battlefield entirely when Panicked.

Restore

Poisoned 4 turns At the start of each round, the affected unit takes 1 Poison Damage. 
It has -2 Aim and -3 Speed.

Healing

Shattered Indefinite All attacks or abilities that deal damage made against the affected 
unit gain +1 Damage and +1 Breaking.

-

Stunned X Varies Psychological. The affected unit has the next X actions removed (i.e. 
skips actions until X is reached. If a unit gains Stunned 2, the next 
turn the unit loses 2 actions and cannot act. If it gains Stunned 1 then 
the following turn it loses 1 action and only has 1 remaining).

Restore

Unconscious Indefinite The affected unit can take no actions. If the unit is Healed for 1 or 
more HP, remove Unconscious and add Disoriented.

Healing, Restore

Tile Features
TILE FEATURE DURATION EFFECT

Flames 3 turns Any unit that enters this tile gains Burning.

Poison Cloud 3 turns
Any unit that enters or leaps through this tile gains Poisoned. Poison Cloud extends up 
from the tile in a space 2 tiles tall.

Acid Pool Indefinite Any unit that enters this tile gains Acid Burn

Shallow Water Indefinite Any unit with Burning that enters this tile removes Burning
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