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) 1o TN 270Table of Contents 3Introduction Introductionelcome to Dragon Age, a roleplaying game of Thedas, but begins as just another hungry adventurer scrab- dark fantasy adventure. In Dragon Age you and bling for glory. You do not get to start play as an Inquisitor or a Grey Warden. Those are positions that must be

earned, andWyour friends take on the personas of warriors, thats what playing the game is all about. mages, and rogues in the world of Thedas andtry to make your names by overcoming sinister foes and Your character is your primary responsibility as a player in andeadly challenges. You may face down one of the vile dark- RPG. This is your alter
ego in the world of Thedas. Over thespawn in ancient dwarven ruins, engage in a duel of wits with course of many game sessions, your character will grow andan Orlesian noble, or uncover the secrets of the Fade. You may change, but every hero needs a starting point. That is exactlywin renown or you may die alone in the trackless wilderness. what
Chapter 1: Character Creation provides, giving youWhatever your fate, your story is your own to tell. In Dragon not only game statsthe abilities and corresponding numbersAge you make the choices and try to survive the consequences. that tell you what your character is good atbut also a char- acter concept, starting goals, and ties to other Player
Charac- What Is a ters. Once play begins, the portrayal and development of your Roleplaying Game? character is all up to you. Playing your character, achieving goals, and navigating the perils of a fantasy worldthis is theDragon Age is whats known as a tabletop roleplaying game, fun of playing an RPG.so named because you usually play while sitting
around atable with your friends. The action is similar to computer role- Playing Your Characterplaying games. You will play a character who goes on excitingand dangerous adventures in a fantasy world. The differ- What do you do?ence is that you do it all with your imagination instead of acomputer. One person must be the Game Master (GM). The
When playing an RPG, thats the question you must ask your-GM presents the story and acts as a referee. Those remaining self all the time. The Game Master will describe a situation,are the players. Each player makes a character and roleplays framing a scene for one or more of the Player Characters. It ishim or her in the ensuing adventures. then up
to you to decide what your character does and why. You tell the GM what you want to do, as do the other players,If you dont grasp how this works, dont worry. Keep reading and then you all work out what happens. Sometimes, you useand by the time you finish the introduction, you should dice to resolve actions. Other times, you simply interact
withunderstand the basics of tabletop roleplaying and the Dragon the other players and the characters portrayed by the GM,Age RPG. which are known as Non-Player Characters, or NPCs.The Dragon Age RPG takes place in the world of Thedas, the Who are you?featured setting of BioWares video games Dragon Age: Origins,Dragon Age II, and
Dragon Age: Inquisition. Thedas has also This is the question to keep in mind when making decisions.been explored in novels from Tor Books and comics from Dark When you create your character, you will decide on someHorse. If you are not familiar with Thedas, never fear. This traits and goals as a starting point. You can then flesh out yourbook
provides all the background you need to understand the PC; there are two basic approaches to this. The first is to paintsetting and your characters place within it. If you are a fan of your character in a few broad strokes and then jump rightthe video games, novels, and comics, so much the better! in to playing. The intention here is to come up with
details about your character during play, often by using the spring- Getting Started board of the current adventure to create touchstones to your characters past. This is a common storytelling technique andThe first thing you need is a group of friends to play with, a perfectly valid approach if you dont want to spend a lotand one of you must take on
the role of Game Master, or GM. of time working on your character before starting play. TheWhile you can play with as small a group as one GM and one second approach is to come up with a lot of details and role-player, the game works best with one GM and three to five playing ideas before the first session. If you can come to theplayers. It is
possible to play with more players, but that can table with a good idea of who your character is before the firstslow down the pace of the game. die is rolled, that can help get the game going.The GM has a key position, so try to make sure that they really However you approach your character, playing the game willwants the job. Running a game is
fun, but its a different expe- help you refine your ideas. After you have played your char-rience than playing. The second half of this book, the Game acter for a while, you should have a strong sense of person-Masters Guide, explains the GMs role in detail. The GM ality and an intuitive sense of what your character would do(and only the GM) should
read that part of the book. If you in a particular situation. Of course, not all situations presentare a player, you should only read the first half of the book, easy choices. It is from difficult choices that tension andthe Players Guide. drama emerge.Once youve settled on a GM, everyone else needs to make Adventure & Campaigncharacters, known as PCs
or Player Characters. In Dragon Ageyour character has the potential to become a great hero of An adventure is a discrete story and scenario in an RPG. You can think of it as a single novel or an episode of a TV show.Introduction 5There may be several plot threads, but in the end it tells one Peter (GM): You approach the caravan and no threats
emerge.story. The difference between a roleplaying adventure and a When you get close, you see the bodies. There are at leastbook or show is that you have authorship. It is the decisions six corpses spread out around the carts. They look likeof you and your fellow players that will drive the story to its dwarves.conclusion. Jess (Warrior): That seems
strange.A campaign is a series of interlinked adventures. If an adven-ture is a novel or TV show, a campaign is a series or a season. Troy (Mage): Not really. The surface dwarves are greatSome adventures may have self-contained plots, while others merchants. They buy and sell from almost everyone.will tie together to tell a larger story. During a
campaign thecharacters of the adventuring group earn experience points Kate (Rogue): How did they die? Do I see any arrows stickingand gain levels. Over time they will gain more powers and from the corpses?abilities, face greater challenges, and perhaps gain renown fortheir deeds. A full Dragon Age campaign will take characters Peter (GM): You
can try to figure that out with a Perceptionfrom levels 1 through 20, and provide hundreds of hours of (Seeing) test or a Cunning (Healing) test.entertainment. Kate (Rogue): Im better at Perception so Ill stick with that. Example of Play [Rolls dice] Ha, I got a 15 this time.What follows is an example of play with three characters. Peter (GM): You
approach one of the corpses and look itThis should give you an idea of what a game of Dragon Age over. The wounds were not made by weapons. The way theis like. Youll note various points where the example refers clothing and armor are torn, youd guess claws. Big claws.to dice rolling and its results. You dont need to worry aboutthe particulars of
that right now. Just follow along with the Troy (Mage): Do the corpses smell?action and see how the GM uses the rolls to test the skill ofthe characters. Peter (GM): Now that you are closer, yes, they do. The hot sun is making it worse by the minute, too.In this example Peter is the Game Master (GM). Kate isplaying a city elf rogue, Troy is playing a
Fereldan Freeman Troy (Mage): So theyve been dead for a while, which prob-mage, and Jess is playing an Avvar warrior. ably means the attack ended some time ago. I dont see any creatures with claws in the area, so Im going to move intoPeter (GM): Youve been traveling for several hours under the caravan and search for survivors. the hot midday
sun. The road passes through a small forest and for a few minutes at least you find some respite in the Jess (Warrior): Im going to climb onto one of the carts and shade the trees provide. As you emerge on the other side of use the vantage point to keep an eye on things. the forest, you see a caravan up ahead. It is not moving, but neither has it set up
camp. Peter (GM): Roll a Perception (Searching) test, Troy.Kate (Rogue): Do I see any guards around the caravan? Troy (Mage): [Rolls dice] I got a 9. Not a great roll.Peter (GM): Make a Perception (Seeing) test and tell me your Peter (GM): No, not great. You find more bodies but no survivors. result. Jess (Warrior): Maybe some of the dwarves ran
away. If IKate (Rogue): [Rolls dice] I got a 13. watched my friends get torn open like that, I might hoof it.Peter (GM): Good roll. Your eyes quickly adjust to the Kate (Rogue): You might be right. Ill look for tracks. Thats a sunlight and you scan the caravan. You see many carts Perception (Tracking) roll, right? and wagons but no people. The only things
moving are the draft animals and they seem restless. Peter (GM): Thats correct.Jess (Warrior): This doesnt look good. I want to take a closer Kate (Rogue): I rolled an 11. look. Peter (GM): The tracks are confusing around the caravan.Peter (GM): Just you, or are you all going? You can seemany sets of prints, some dwarf and some from larger
bipeds.Troy (Mage): Lets all go. If this is a trap, better to be together than separated. Troy (Mage): Bipeds with large claws. I dont like the sound of that.Kate (Rogue): Why dont you two go straight up the road and Ill swing around the right side and approach from there. Peter (GM): You do find one set of dwarf prints leaving Ill try to move quietly,
crouched down with my bow out. the scene though. Whoever it was seems to have been wounded, as there are drops of blood every few feet. TheJess (Warrior): My sword and shield are out and Im heading trail leads off the road and back towards the forest. straight up the road. Troy (Mage): Lets follow it.Troy (Mage): I stay behind the warrior and
keep an eye on the woods as we advance. We dont need any surprises from Kate (Rogue): Agreed. I will lead the way. that direction. Peter (GM): You follow the trail back into the woods. Maybe 30 feet from the edge you find a dwarf under a fallen log. He looks unconscious and wounded, but alive. Troy (Mage): No time to mess around. I approach the
dwarf and cast my heal spell. Im using 2 mana points. Peter (GM): Make your casting roll. As I recall, Heal has a target number of 10.6 IntroductionTroy (Mage): It does indeed. [Rolls dice] And I got a 12. [Rolls The Group Dynamic dice again] He gets back 7 Health from the spell. Much of the Players Guide is focused on teaching you thePeter (GM):
You touch the prone dwarf and the healing rules and how to make a character. It is important to remember magic spreads from your hands. Hes lost a lot of blood but that roleplaying is a group activity. There are two aspects to the spell revitalizes him and he wakes up with a start. this: the adventuring group and the player group.Troy (Mage): Easy,
friend. Youre safe now. Your character is one member of the adventuring group (also known as a party). Each character in the group has individualPeter (GM): The dwarf relaxes a bit and regards the three of you. goals, but there are also larger group goals. The characters Thank you for helping me. Where are the rest of my friends? may have their
disagreements and even feuds, but for the game to go on they must remain together. The adventuresKate (Rogue): You are the first dwarf weve found alive Im themselves often assure this by their plot and structure, but a afraid. good group dynamic can help. This can start during character creation when everyone is settling on what they want to
play.Jess (Warrior): Can you tell us what happened? Its a smart idea, for example, to make sure you have at least one character of each class in the group. When working outPeter (GM): It was the damn caravan master, says the dwarf. ties and goals amongst the PCs, you can build in reasons for He thought we could save time if we pulled up camp in
the characters to adventure together. the middle of the night. I argued with him but he wouldnt listen. I was worried when we passed into those woods but The people gaming with you make up the player group and thought we were all right once we made it through. Then that too has a dynamic. You and your friends are going to be they came at us
from the shadowsbig brutes with claws spending a lot of time together, so you want a group of people as big as my head. After I saw three of the guards go down, who fundamentally get along. Roleplaying is meant to be fun I made a run for it. One of them caught me in the shoulder for everyone, so be aware of tension around the table. Some with a
claw but I kept running. I made it to the woods and players try to make the game all about them, hogging the hid. After some time the screams and sounds of battle faded, spotlight and trying to insert themselves in every scene. Dont then I passed out. Next thing I saw was you. act that way; it just makes other players angry. Everyone deserves a
chance to shine, so be ready to take a step back]Jess (Warrior): Are you thinking what Im thinking?Troy (Mage): I am: darkspawn.Kate (Rogue): Darkspawn. So much for a sunny day of leisurely travel.Introduction 7Theres a recipe to a good hero, Hawke. Its like alchemy. One part down-to-earth, one part selfless nobility,two parts crazy, and you season
liberally with wild falsehoods. You let that percolate through a goodaudience for a while, and when its done, youve got your hero. Varricwhen someone has a good idea or is pursuing something You can then use these points to pull off a number of specialimportant for their character. maneuvers. Stunts help keep combat dynamic and fun. There are
also spell stunts, which let mages enhance their spells.If a game session didnt go well for some reason, talk aboutit afterwards. It wont do any good if everyone goes home to Game Dicestew. Try to figure out where things went wrong and see ifyou can come up with solutions so it doesnt happen again. Dragon Age only uses one type of die: the six-
sided die, also known as the d6. This is the most common die and it can beA common problem is a player who is unhappy with their char- found in many classic boardgames if you need to scrounge foracter. Maybe the character doesnt fit into the group well, or some. We also have the Dragon AgeDiceSet, available throughmaybe the player finds
another class preferable after some play game retailers and at GreenRoninStore.com. It features sixexperience. This doesnt have to be a problem. Its perfectly high-quality dicefrom Q Workshop, four emblazoned withfine for a player to make a new character of the same level and symbols from the Circle of Magi and the Templar Order, andretire the
old character. It is preferable to do that than to make a two bearing the Grey Warden griffon and the blood dragon.player continue to play a character they arent having fun with. In general dice are rolled four different ways in Dragon Age: Basic Game Concepts 1d3: Sometimes you need to generate a number from 1-3. In that case you roll a d6 but
halve the result, so a roll of 1Before you delve into the Players Guide, heres a brief over-or 2 = 1, aroll of 3 or 4 = 2, and a roll of 5 or 6 = 3.view of the basic concepts of the game. Youll learn moreabout all of these things as you read on. d6: You roll a single die and simply read the result. Sometimes there is a modifier attached, for exampleln the
Dragon Age RPG you will make a character. You can play 1d6+3. In that case, just add the modifier to the die roll.a human, an elf, dwarf, or Qunari of various backgrounds. If you rolled a 2, for example, youd add the modifier ofYou then pick one of three classes: mage, rogue, or warrior. 3 to get a result of 5.Your class defines the core of your
character and determinesthe powers at your command. Your character begins at level 1 2d6: As above, but you roll two dice and add themas an inexperienced adventurer. By surviving encounters and together. If you rolled a 3 and a 6, for example, yourovercoming challenges, your PC gains experience points and result would be 9.rises in level. Your
character may eventually make it to level20 and become one of the mightiest heroes of Thedas. It wont 3d6: As above, but you roll three dice and add thembe easy, though. together. If you are making an ability test, you must ensure that two of the dice are one color and the thirdYour character has eight abilities, such as Strength and a different color.
That third die is known as the DragonCunning, and each one has a numeric rating, with 1 being Die, and its important. The result of the Dragon Dieaverage. When your character wants to do something, the can determine your level of success and allow you toGM may call for an ability test. This is a dice roll to deter- perform stunts.mine success or
failure, and its the most common roll in thegame. To make an ability test, you simply roll three six-sided Whats Next?dice (3d6), add the results together, and add the appropriateability. This generates a test result, which you want to be as If you are a player, you want to look over the chapters of thehigh as possible. Players Guide first. They provide
the key information you need to know about the game. When you are ready to make Test result = 3d6 + Ability a character, go to Chapter 1: Character Creation. That will explain the process and get you going.You may have to apply other bonuses or penalties, mostcommonly ability focuses that represent areas of special If you are the Game Master,
you too should familiarize your-expertise. Once you determine your test result, you tell the self with the chapters of the Players Guide, as they containGM what you got and theyll let you know if its a success or the core rules of the game. You should then move on to thea failure and what happens. chapters of the Game Masters Guide. They explain your
unique and important role in a tabletop RPG and give youYour character also has a Health score. When damage is valuable advice and resources.inflicted, this reduces Health. If it reaches 0, your charactermay die. You are now ready to enter the world of Thedas. Game on, and may the Maker protect you!In combat your character can perform stunts.
When doublesare rolled on an attack roll, this generates stunt points.8 IntroductionPlayers GuideChapter 1 character creationMaking a Dragon Age character is a straightfor- 1. Create a character concept. This is a rough idea of the sort ward process that you can complete in eight of character youd like to play. See the following section. easy steps.
The steps are listed here, and the rest of the chapter covers each step in order. 2. Determine abilities. These are your characters core physical and mental attributes. See page 11.To play in a game of Dragon Age, you must first make a char-acter. This is your alter ego in the land of Thedas, the persona 3. Choose a background. This represents your
culture andyoull be taking on as you experience exciting and perilous upbringing, and also determines your race (dwarf, elf,adventures. Since your character is the focus of your play human, or Qunari). See pages 12-31.experience, making the right character for you is quite impor-tant. If you end up with a character you find unappealing 4. Choose a
class. This is your characters calling in life.or who isnt fun to play, your enjoyment of the game will You can choose mage, rogue, or warrior. See pages 31-39.diminish. So dont be afraid to take some time and put somethought into creating your character. This chapter explains 5. Pick equipment. Your character needs gear before thethe whole process
and provides examples so you can see adventures begin. See page 40.how its done. When you are finished, youll have a characterready to play. 6. Calculate Defense and Speed. Both are very important in combat. See page 41.The first time you read this chapter, you will come acrossrules and terms you dont understand yet. Dont panic. Youll 7. Pick a
name. Every hero needs a name! See pages 41-44 learn everything you need to know as you work your waythrough the Players Guide, and youll want to at least skim 8. Choose goals and character ties. They help give yourthe whole book before you sit down to make a character. Also character personality. See page 44.remember that there is a
glossary at the back of the book. Youcan look up important terms there at any time. Character ConceptBefore you start making a character, you will need a character Before you sit down to make a character, you should knowsheet. Youll use this record to keep track of your characters a little bit about the setting. If you are already familiar withvarious
abilities and powers. There is a blank character sheet Thedas from the Dragon Age video games, youre probablyon the back of this book, or you can download a PDF version ready to get started. If not, you might want to skip ahead afrom www.greenronin.com. bit in this book and read through Chapter 7: Welcome to Thedas It will give you an idea of
what Dragon Age charac- ters can be like.10 Chapter 1 - Character CreationNow that you know more about the setting, you can start Abilities are a key component of the game and youll be usingthinking about what kind of character you want to play. Youll them frequently. Youll find it useful to understand the naturebe making the two most important
choicesyour back- of each ability, so descriptions of them follow.ground and classin steps 3 and 4 of character creation, butbefore you get there its a good idea to come up with a basic Communication covers your characters social skills,character concept. This can be quite broad to start; the process personal interactions, and ability to deal with
others.of character creation will help you focus it. Constitution is your characters fortitude andWhen coming up with a character concept, remember that resistance to harm.one of the conceits of the game is that your character beginsas an unknown and struggling adventurer. You dont get to Cunning is a measure of your characters intelligence,start
play as the crown prince or a senior enchanter. You have knowledge, and education.to earn your honors with deeds, and you can be sure therewill be a price. So start thinking about who your character is Dexterity encompasses agility, hand-eye coordination,and how he became an adventurer. Here are some example and quickness.character
concepts: Magic determines your characters innate arcane power. A guttersnipe raised on the streets wholl do anything to survive. Perception covers all the senses and the ability to interpret sensory data. A free spirit who fled from an arranged marriage for a life of adventure. Strength is your characters physical prowess. A nave farmer who wants to
travel farther than 5 miles Willpower encompasses mental toughness, discipline, from where they were born. and confidence. The child of a disgraced knight who wants to return Determining Abilities honor to the family name. You roll dice to determine your starting abilities. You will A cynical mercenary who trusts little but coin. need three 6-sided
dice (3d6). Roll all three and add them together to get a result. If you rolled 3, 4, and 6, for example, A seeker of forbidden knowledge who often acts before your result would be 13 (3 + 4 + 6 = 13). thinking. You need to make eight of these rolls all together, one per An artist seeking inspiration in dark and dangerous places. ability. On your character
sheet, youll notice a section for abilities that begins with Communication and ends with Will- A refugee from a village that was sacked and destroyed. power. Starting at the top with Communication, make a dice roll, and consult the Determining Abilities table to determine A child of the forest more comfortable around animals your starting ability. A
roll of 11 on the chart, for example, than people. means the abilitys starting score is 1. Once youve recorded The scion of a merchant family who wants more from Determining Abilities life than ledger books. 3d6 Roll Starting Ability Example 3 2 Kate and her friends are starting a Dragon Age campaign, 4 1 so she must make a character. She decides
to play a char- acter with a crusading spirit and a keen sense of justice, 5 1 probably from the lower rungs of society. Shes a little light on the details for starters, but these basic ideas will guide 60 her as she creates her character and you can follow along in examples throughout this chapter. 70 Abilities 80Your character is defined by eight abilities:
Communica- 91tion, Constitution, Cunning, Dexterity, Magic, Perception,Strength, and Willpower. Taken together these abilities 10 1map out your characters strengths and weaknesses. Youdetermine your abilities randomly by rolling dice, giving 11 leach one a numeric rating ranging from 2 to 4. A 2 is quitepoor while a 4 is outstanding; a 1 is
average. The higher the 12 2ability, the better. During play your abilities can increase asyou gain experience and learn how to better harness your 13 2natural aptitudes. 14 2 15 3 16 3 17 3 18 4Chapter 1 - Character Creation 11Ability Options is, for example, a Heraldry focus would indicate a special knowledge of coats of arms and royal families. In
game The character creation rules were designed with the system terms, if you have a focus, your ability is effectively 2 beginner in mind. Random elements make the process higher than normal when working within that specialty. This easy because they cut down on decision making. If you is explained in greater detail in Chapter 2: Playing the
Game. have some RPG experience or just want more control when determining your abilities, however, you can use Ability focuses (or focuses for short) are one of the ways to one of the following two options for determining abili- make your character unique. There may be another warrior in ties with your GMs permission. your adventuring party, but
your focuses can be completely different. You dont need to worry about choosing focuses now; OPTION 1: ARRANGING ABILITIES that happens later in the character creation process. Your char- acter will get access to focuses through backgrounds, classes, In this option you roll your abilities randomly as described. and talents. For a complete list of
and more information about However, you can assign the results as you wish, so you ability focuses, see Chapter 3: Focuses, Talents, & Specializa- can decide which rating goes with which ability. Instead tions. of rolling in the ability order of the character sheet, you simply roll eight times on the Determining Abilities table Backgrounds and note the
results on a piece of scratch paper. Then you assign each rating to the ability of your choice. Your character did not spring from nothing. Just like real life, culture and upbringing shaped their personality and attri- OPTION 2: BUYING ABILITIES butes. In Dragon Age you pick a background to represent these facets of your character and to determine
your race. Option 1 provides you with more power over your char- acters starting abilities, but some players want total You should read over the following section and then pick control. In this option your characters abilities start at the background you find most appealing or suitable for your 0 and you get 10 advancements to increase them. Each
character concept. The descriptions of the backgrounds will advancement you spend raises an ability by 1, but no also give you a better sense of the setting and help you place ability can be greater than 3. You must spend all ten your character within it. Choosing a background modifies advancements. Backgrounds then modify these starting your
character in several ways. These are spelled out in each ratings as normal in Step 3 of character creation: Choose description, but generally include the following: a Background. So you could buy your characters Consti- tution up to 3 with advancements, for example, and then An increase to one or more of your abilities. choose the Fereldan Freeman
background to make it a 4. One or more ability focuses. Note that unlike some similar systems in other RPGs, this option does not allow you to make some abilities worse Determination of your race (dwarf, elf, human, or so you have more advancements to spend on others. Qunari).Communication, move on to Constitution, and then so on
Determination of your class choices.down the list until all eight abilities have starting scores. The languages you can speak and read.When you are done, you may swap any two of the abilities.This gives you a chance to customize your abilities a bit. Example Example Now that Kate has rolled her abilities, its time to pick a background. She is drawn to
city elf because of the injustice Kate must now roll for her characters starting abilities. She of elves treatment, and this works well with her character rolls 3d6 and gets a 13. Looking at the chart, Kate sees this concept. Shes already thinking about how growing up in gives her character a starting score of 2 on her first ability an alienage explains her
characters poor Constitution. (Communication). Kate makes seven more dice rolls, getting The background increases her characters Dexterity by 1, 5, 8, 16, 11, 6, 11, and 15. Her characters starting abilities making it an impressive 4. She can choose one of the two are thus Communication 2, Constitution -1, Cunning 0, offered focuses, and settles on
Perception (Seeing). She Dexterity 3, Magic 1, Perception 0, Strength 1, and Will- notes that she speaks the Trade Tongue, the most common power 3. Kate then has the option of switching two of her language of Ferelden. She then must choose a class and has scores. She decides to swap Perception and Willpower, so the option of playing a warrior or
a rogue. With her charac- she ends up with a Perception 3 and Willpower 0. ters high Dexterity, shes leaning toward rogue, but wants to read over the classes before deciding for sure. Lastly, sheAbility Focuses rolls on the city elf background table twice to get two more benefits. She gets a +1 to her Perception, which brings itA focus is an area of
expertise within the larger ability. While up to 4, and gains another focus, Dexterity (Bows).Cunning as a whole determines how smart your character As noted previously, backgrounds have limits on race and class of character. For example, you cant have a Dalish back- ground unless youre an elf. Of course, rare exceptions might12 Chapter 1 -
Character CreationBuying Background BenefitsIf you use the option for buying abilities, you may want to apply the same kind of system to background benefits. Insteadof rolling twice on the table for your chosen background, you get 3 advancements instead. You can buy one of the abilityincreases from your backgrounds table for 2 advancements, or
any of the other listed benefits for 1 advancement each. Ifyou decide to play an Antivan Wayfarer, for example, you could choose to increase your Cunning by 1 for 2 advancementsand to gain the focus Dexterity (Initiative) for 1 advancement. If you wish, you can choose three non-ability benefits for 1advancement each, but choosing two ability
increases wont work, obviously.exist. For example a human raised by a Dalish band might You can speak and read Ander and the Trade Tongue.have a background similar Dalish elves. Unique backgroundsmight also be possible in some campaigns, such as Shale, the Choose a class. You can play either a rogue or a warrior.golem from Dragon Age:
Origins. Players wanting to play suchunusual concepts should talk to their GMs to customize an Roll twice on the Ander Survivor table for additional bene-existing background or come up with their own using the fits. Roll 2d6 and add the dice together. If you get the sameguidelines provided at the beginning of this section. result twice, re-roll until
you get something different. Ander Survivor ApostateThe Anderfels is a nation in the northwest of Thedas, distant In those nations outside the Tevinter Imperium (includingand remote from Ferelden. It is the home of the Grey Wardens Ferelden) during much of the history of Thedas, only theheadquarters, Weisshaupt Fortress, and is the one nation in
members of the Circle of Magi may legally practice magic.which the Wardens retain an important political influence. Those who defy the law are known as apostates. The CircleNo region of Thedas has paid a higher price for defeating the of Magi is supposed to find humans and elves with magicalBlights. The Anderfels, once a part of the Tevinter
Imperium, power and train them before they endanger themselves andwas the center of three of them and its steppes have still not others. All those who practice magic risk demonic posses-recovered. The Blights poisoned the land to such an extentthat they are utterly devoid of life. Even with the defeat of theold Blights, however, the Ander people
could not rest easy.Darkspawn raids have been common there since the DivineAge. This has made the Anderfels a nation of survivors. Youmust be tough to see your adult years there. A surprisingnumber of Anders choose to remain in this harsh environ-ment but those who decamp for other parts of Thedas arequite capable of taking care of
themselves. PLAYING AN ANDER SURVIVORIf you choose to play an Ander survivor, modify your char-acter as follows: Add 1 to your Constitution ability. Anders must be tough. Pick one of the following ability focuses: Constitution (Stamina) or Strength (Climbing).2d6 Roll Ander Survivor 2 Benefit 34 +1 Dexterity 5 Focus: Constitution (Running) 6
Focus: Cunning (Historical Lore) Focus: Perception (Tracking) 78 +1 Strength 9 Focus: Dexterity (Brawling) Focus: Willpower (Courage) 1011 +1 Perception 12Chapter 1 - Character Creation 132d6 Roll ELf Apostate sion and could turn into abominations, and there is always 2 the risk that any mage might turn to the same forbidden 3-4 Elf Benefit
arts practiced by the magisters of the Tevinter Imperium, 5 +1 Cunning dangerous blood magic that relies on ritual sacrifice and 6 Speak Elven subverts the minds of other men. This is why there are 7-8 Focus: Cunning (Cultural Lore) Chantry templars in every Circle tower, and why templars 9 Focus: Willpower (Self-Discipline) hunt down apostates.
+1 Magic 10-11 Focus: Dexterity (Stealth) While the law treats all apostates the same way, the category 12 +1 Dexterity is a broad one. Some are self-taught mages who discovered Weapon Group: Bows how to use magic by trial and error. Some come from magical 2d6 Roll traditions that pre-date the formation of the Circle of Magi, like 2 Human
Apostate hedge mages and Avvar shamans. Others are rebels, opposed 3-4 to the Circle of Magi, the Chantry, or both. They resent the law 5 Human Benefit and choose to go their own way despite the risks. 6 +1 Constitution 7-8 Focus: Constitution (Stamina) If you choose to play an apostate, your character will have 9 Focus: Willpower (Self-
Discipline) a disadvantage that those of other backgrounds do not. Focus:Cunning (Healing) Namely, your characters powers must be used carefully lest 10-11 they draw unwanted attention from the Circle of Magi or the 12 +1 Magic Chantry templars. The upside is that this conflict can lead to Focus:Dexterity (Riding) some great stories, but you
should understand that your char- Focus: Communication (Deception) acter will face challenges others do not. +1 Cunning PLAYING AN APOSTATE14 If you choose to play an apostate, modify your character as follows: Add 1 to your Willpower ability. An apostate needs strength of will to fend off possession. Pick one of the following ability focuses:
Cunning (Natural Lore) or Willpower (Self-Discipline). Choose whether your character is a human or an elf. You can speak and read the Trade Tongue. Take the mage class. Roll twice on the Apostate table that matches your chosen race (elf or human) for additional benefits. Roll 2d6 and add the results together. If you get the same result twice, re-roll
until you get something different. Antivan Wayfarer Antiva is a coastal nation north of Ferelden and east of the Tevinter Imperium. While technically a monarchy, Antiva is really ruled by its merchant princes. It produces little of note but excellent wine, so trade is a way of life. Antiva is famous for its merchants and sailors, though it has little in the
way of a warrior tradition. It is said that Antivans are good at everything but fighting. Or at least fighting on the battle- field. In fact, they excel at dirty fighting and Antiva is home to the most notorious guild of assassins, thieves, and spies in Thedas: the House of Crows. The Crows are part and parcel of the political structure in Antiva, though the
identities of the rich and powerful that direct its council are a secret. The system seems anarchic but the House of Crows have proved a valuable safeguard to Antivan independence. While the nation may not have a standing army, the leaders of any invading force know that the Crows will get to them in the end. This is an effective deterrent to would-
be conquerors. Chapter 1 - Character CreationAntivan Wayfarer2d6 Roll Benefit 2 +1 Cunning 34 Focus: Cunning (Evaluation) 5 Focus: Communication (Seduction) 6 Focus: Communication (Persuasion) 78 +1 Dexterity 9 Focus: Dexterity (Initiative) Focus: Perception (Hearing) 1011 +1 Perception 12Since Antivans trade all over Thedas, they are
frequently found 2d6 Roll Avvarin port cities and other commercial centers. The Crows, too, 2export their services. They are valued for their skill, discretion, 3-4 Benefitand professionalism. 5 +1 Dexterity 6 Focus: Communication (Gambling) PLAYING AN ANTIVAN WAYFARER 7-8 Focus: Constitution (Swimming) 9 Focus: Strength (Intimidation)If



you choose to play an Antivan wayfarer modify your char- +1 Communicationacter as follows: 10-11 Focus: Strength (Might) 12 Focus: Constitution (Stamina) Add 1 to your Communication ability. Antivans are +1 Constitution expressive and love to talk. PLAYING AN AVVAR Pick one of the following ability focuses: Communication (Bargaining) or
Cunning (Navigation). If you choose to play an Avvar, modify your character as follows: You can speak and read Antivan and the Trade Tongue. Add 1 to your Strength ability. Avvar must be strong to Choose a class. You can play either a rogue or a warrior. survive the mountain life.Roll twice on the Antivan Wayfarer table for additional bene- Pick one
of the following ability focuses:fits. Roll 2d6 and add the dice together. If you get the same Communication (Animal Handling) or Strengthresult twice, re-roll until you get something different. (Climbing). Avvar You can speak the Trade Tongue.The Avvar are a rugged human people who make their Choose a class. You can play either a warrior or a
rogue.homes in the Frostback Mountains. In centuries past theywere one of the many barbarian tribes that lived in and Roll twice on the Avvar table for additional benefits. Roll 2d6around the Fereldan region. When the Alamarri clans united and add the dice together. If you get the same result twice,400 years ago under the first king of Ferelden, the
Avvar re-roll until you get something different.refused to join them. The Avvar were too independent, tooproud, and too stubborn to pay homage to any king. Theircontinued raiding into the lowlands led to many long andbitter wars, but ultimately they could not stand up to theunited forces of Ferelden. The Avvar were driven back intotheir mountain
homes, but no commander dared to fightthem on their home ground. Since then there has been anuneasy peace with Ferelden.Today the Avvar are largely isolated in the Frostbacks. They dotrade with the dwarves and some Avvar descend to the lowlandsto work as mercenaries or adventurers. Most people in Fereldenconsider them uncivilized
barbarians, while the Avvar thinktheir old foes weak and corrupt. It is thus no great surprise thatthere are still sporadic raids from the Frostbacks, but the Avvarhave learned to strike quickly and retreat to their holds beforethey are counterattacked.Chapter 1 - Character Creation 15Chasind Wilder Today the Chasind are a more peaceful folk but
there are many superstitions regarding them. They live in houses buildThe Chasind are a barbarian folk that live to the south of on stilts and do some trading with Fereldans living in theFerelden in the Korcari Wilds. While they did unite on several south. Some Fereldans still consider the Chasind a threat andoccasions with the Avvar and the Alamarri
to fight against the fear the day a charismatic figure will unite them once again.Tevinter Imperium, Fereldans have stronger memories of themany times the Chasind surged north into their land. It is said PLAYING A CHASIND WILDERthat ages ago the Chasind conquered the Alamarri, the ances-tors of the modern-day Fereldans, until the latter rose
up in If you choose to play a Chasind Wilder, modify your characterrebellion. Later the legendary witch Flemeth led an army of as follows:Chasind into Ferelden to take vengeance on the bann whohad been her husband. While Flemeth is said to have been Add 1 to your Dexterity ability. The Chasind move likekilled at that time, many claim that she
and her daughters ghosts in the wilds.(the Witches of the Wild) lived amongst the Chasind well intothe Dragon Age. Pick one of the following ability focuses: Dexterity (Stealth) or Strength (Climbing).2d6 Roll Chasind Wilder 2 You can speak the Trade Tongue. 34 Benefit 5 +1 Cunning Choose a class. You can play a rogue or a warrior. 6 Focus:
Cunning (Natural Lore) 78 Focus: Perception (Tracking) Roll twice on the Chasind Wilder table for additional bene- 9 Focus: Dexterity (Traps) fits. Roll 2d6 and add the dice together. If you get the same +1 Constitution result twice, re-roll until you get something different. 1011 Focus: Dexterity (Brawling) 12 Focus: Strength (Jumping) circle mage +1
Strength In ages past the use of magic was outlawed outside the Tevinter Imperium, and those who practiced it were persecuted and hunted. This only got worse with the rise of the Chantry, as the new religion spoke out against magic as corrupt and evil. Magic, of course, was also quite useful, particularly when fighting creatures like darkspawn.
This led to a compromise in which mages could legally practice magicbut only under the watchful eye of the Chantry. Blood Magic, the practice of the dreaded maleficarum, was also strictly forbidden. During the Second Blight the mages proved their worth and helped save humanity. This allowed them to gain a measure of autonomy, and thus was
born the first Circle of Magi. While there are still Chantry templars stationed in every Circle tower, it is the mages who police those with magical power. Circle mages find humans and elves with magical talent and bring them to their towers for training and supervision, and to teach them to defend themselves against demonic possession. Practicing
magic outside a Circle is a serious or even capital offense in many time periods. PLAYING A CIRCLE MAGE If you choose to play a Circle mage, modify your character as follows: Add 1 to your Magic ability. This represents the training you have received from your Circle. Pick one of the following ability focuses: Cunning (Arcane Lore) or Cunning
(Historical Lore). Choose whether your character is a human or an elf. Most Circle mages are human, but some elves choose to join to avoid becoming apostates. You can speak and read the Trade Tongue and language of your native land, if different from Trade Tongue. You can read Ancient Tevene. Take the mage class.16 Chapter 1 - Character
Creation2d6 Roll Elf Circle Mage 2 3-4 Elf Benefit 5 +1 Communication 6 7-8 Speak Elven 9 Focus: Cunning (Healing) Focus: Perception (Seeing) 10-11 12 +1 Cunning Focus: Cunning (Cultural Lore)2d6 Roll 2 +1 Dexterity 3-4 WEAPON GROUP: Bows 5 6 Human Circle Mage 7-8 9 Human Benefit +1 Willpower 10-11 Focus: Willpower (Self-
Discipline) 12 Focus: Communication (Etiquette) Focus: Cunning (Heraldry) +1 Cunning Focus: Constitution (Stamina) Focus: Cunning (Religious Lore) +1 ConstitutionRoll twice on the Circle Mage table and reference the colum 2d6 Roll City Elfthat matches your chosen race (elf or human) for additional 2benefits. Roll 2d6 and add the results
together. If you get the 3-4 Benefitsame result twice, re-roll until you get something different. 5 +1 Cunning 6 Focus: Perception (Searching) city elf 7-8 Focus: Cunning (Evaluation) 9 Focus: Dexterity (Initiative)It is said that over two millennia ago the elves and dwarves +1 Perceptionwere the powers of Thedas. The elves ruled above the earth 10-11
Focus: Communication (Deception)and the dwarves below it. The elves spent centuries becoming 12 Focus: Dexterity (Bows)master magicians, craftsmen, and artists, and it is said they +1 Communicationwere nearly immortal. When humans first arrived in Thedas,the elves gave them aid despite what they considered impa- (see the Dalish Elf entry)
but the rest were absorbed into thetient and rude behavior on the humans part. The elves were various human kingdoms. Here the so-called city elves stillshocked when diseases carried by the humans began killing live as second-class citizens, mostly working as servants andthem. They were horrified when they discovered that just laborers. Few
remember the culture of their heritage, fewerbeing near humans shortened their lifespan and made them still can even speak elven any more, and almost none have amortal. They attempted to shut themselves away from the lifespan much longer than that of a human these days. Theyrest of Thedas, but the rising Tevinter Imperium attacked live in
segregated sections of cities and towns known as alien-them with its legions and its blood magic. The elf kingdom ages. Bitter and downtrodden, many city elves turn to crime.of Arlathan fell and the survivors spent the next 500 years as These rogues, all too common, only reinforce the prejudiceslaves of the Imperium. most humans have towards city
elves.When freedom did come, it was all too brief. The new elf home- PLAYING A CITY ELFland, the Dales, tried to revive the lost culture of Arlathan.That included worship of the ancient elven pantheon and this If you choose to play a city elf, modify your character as follows:the Chantry would not tolerate. It declared an Exalted Marchagainst the
Dales, accusing the elves of blood magic and prac- Add 1 to your Dexterity ability. The city elves retainticing other forbidden rites, and for a second time the elves their races natural agility.lost their homeland. Some of the survivors became wanderersChapter 1 - Character Creation 17 Pick one of the following ability focuses: Dexterity 2d6 Roll Dalish
Elf (Stealth) or Perception (Seeing). 2 3-4 Benefit You can speak and read the Trade Tongue. 5 +1 Communication 6 Focus: Perception (Seeing) Choose a class. You can play either a warrior or a rogue. 7-8 Focus: Perception (Hearing) 9 Focus: Cunning (Cultural Lore)Roll twice on the City Elf table for additional benefits. Roll2d6 and add the results
together. If you get the same result 10-11 +1 Dexteritytwice, re-roll until you get something different. 12 Focus: Willpower (Self-Discipline) Dalish Elf Focus: Dexterity (Riding) +1 PerceptionAfter 500 years of slavery, the elves won their freedom as partof the rebellion that broke the power of the Tevinter Imperium. The remaining leadership of the
Dales would not bend a kneeWhile liberated humans and barbarians from the south took to the humans, however. They chose a life of exile instead.over former lands of the Imperium, the human leader Andraste These Dalish elves are descended from some of the oldestgifted the elves a region of southern Orlais as a reward for elven families and they
retain a strong sense of duty to theirtheir role in the rebellion. Here they established the Dales, a people. They have taken it upon themselves to preserve elvennew elven homeland to replace the long-destroyed kingdom culture and lore, so that when the day comes that the elvesof Arlathan. Despite the centuries of slavery, the elves remem- once
again have a homeland they can teach the ancient waysbered much of their heritage and in the Dales their culture had to their city elf brethren. Until that time the Dalish elvesa rebirth. As part of this they began to worship the ancient wander in the ornately carved wagons they call aravel. Calledelven pantheon and this ultimately caused their
downfall. landships by the humans, aravel are pulled by halla, a uniqueThe Chantry in the Orlesian Empire would not stand for such breed of white stag that originated in long lost Arlathan. Theheresy and it declared an Exalted March against the Dales. A Dalish elves travel in small family groups for the most partsecond elven homeland was destroyed
and most of the survi- and do not stay in one place for long. Rumor has it that theyvors went to live in human lands and became the city elves. have rediscovered the secrets of elven magic, but if that is true no human has seen proof of it. PLAYING A DALISH ELF If you choose to play a Dalish elf, modify your character as follows: Add 1 to your
Willpower ability. The stubbornness of the Dalish elves is legendary. Pick one of the following ability focuses: Dexterity (Bows) or Willpower (Courage). You can speak and read the Trade Tongue. You can speak Elven. Choose a class. You can play either a warrior or a rogue. Roll twice on the Dalish EIf table for additional benefits. Roll 2d6 and add the
results together. If you get the same result twice, re-roll until you get something different. Dwarf Duster Dwarven society in Orzammar is rigidly hierarchical. Most dwarves belong to a caste, with the nobles on top and the servants on the bottom. All citizens with a caste receive certain protections under the law. There exists an underclass of dwarves
who have no caste, however. The casteless are known as dusters, after their neighborhoodDust Townin Orzammar. These dwarves lost their caste or are descended from those who did. Dusters receive no protection under the law and they are forbidden from doing any job controlled by a caste. Practically speaking, this means almost no legal work is
open to them. They cant be miners, craftsmen,18 Chapter 1 - Character Creation2d6 Roll Dwarf Duster 2 34 Benefit 5 +1 Perception 6 Focus: Constitution (Running) 78 Focus: Perception (Searching) 9 Focus: Dexterity (Stealth) +1 Communication 1011 Focus: Communication (Bargaining) 12 Focus: Cunning (Evaluation) +1 Cunningtraders, or even
servants. To survive in Dust Town, most have Escaped Elven Slavelittle option but to turn to crime. Many work for the Carta,a powerful organized crime syndicate that controls a virtual 2d6 Roll Benefitshadow economy in the slums. 2 +1 CommunicationDusters are the most likely dwarves to leave Orzammar. They 34 +1 Magichave little to lose by
going to the surface world, since they are 5 Focus: Communication (Deception)already casteless. If there is a surprising facet to dwarf society, 6it is that so many dusters stay in a city that treats them like Focus: Dexterity (Brawling)rubbish. Those who escape to the surface rarely look back. 78 +1 Dexterity 9 PLAYING A DWARF DUSTER Focus:
Strength (Driving) 1011 Focus: Willpower (Self-Discipline)If you choose to play a dwarf duster, modify your character 12as follows: +1 Willpower Add 1 to your Dexterity ability. Dusters must be quick Some slave-lords go to great lengths to recover their prop- to survive in the slums of Orzammar. erty (particularly those who know magic), even
chasing escaped slaves into other nations. It is difficult for escapees Pick one of the following ability focuses: Communication to truly feel free with the threat of recapture hanging over (Deception) or Dexterity (Legerdemain). their heads. You have Magic Resistance, a side effect of growing PLAYING AN ESCAPED ELVEN SLAVE up in a lyrium-rich
environment. You gain a +2 bonus on ability tests to resist the effects of spells and other If you choose to play an escaped elven slave, modify your magical attacks. character as follows: You can speak and read Dwarven and the Trade Tongue. Add 1 to your Strength ability. Only the strong survive bondage in the Tevinter Imperium. Take the rogue
class. Pick one of the following ability focuses: PerceptionRoll twice on the Dwarf Duster table for additional benefits. (Hearing) or Strength (Might).Roll 2d6 and add the dice together. If you get the same resulttwice, re-roll until you get something different. Escaped Elven SlaveThe elves were first enslaved when the Tevinter Imperiumconquered the
ancient kingdom of Arlathan. After theyhad suffered 500 years of bondage, Andraste helped to freethe elves and the rising slaves helped defeat Tevinter. Thatshould have been the end of slavery in Thedas but it wasnot. The Tevinter Imperium slowly returned to its old waysand today slavery is practiced openly there. Indeed, in somealienages elves
sell themselves or their relations into slaveryto provide for their families. Tevinter slave-hunters operatein secret all over Thedas, kidnapping elves and othersand shipping them back to the Imperium for a handsomeprofit. Most who succeed in escaping slavery flee Tevinteras quickly as they can, for runaways are not treated kindly.Chapter 1 -
Character Creation 19 You can speak and read Tevinter and the Trade Tongue. some sort (smithing, wood carving, building, etc.) but there are Choose a class. You can play a mage, a rogue, or a warrior. two exceptions. First, there is the Traders Crafthouse, which is an organization of merchants. Surface dwarves founded itRoll twice on the Escaped
Elven Slave table for additional originally, since the rough and tumble barbarians of Fereldenbenefits. Roll 2d6 and add the dice together. If you get the looked down on middlemen. The dwarves are still in charge,same result twice, re-roll until you get something different. but most of the day-to-day work is done by Fereldans now. Second, the Chantry
is considered part of the crafting class. Fereldan Craftsman This gives priests an honored position but not as much political sway as the Chantry would like. The Chantry in other nations,The crafting class in Ferelden is essentially the middle class: particularly Orlais, has much greater political power.above the freemen but below the nobility. The class
is dividedinto a series of guild-like organizations called crafthouses. Fereldan craftsmen are not as likely as freemen to becomeMost of these groups are indeed concerned with crafting of adventurers. Their lives are generally more settled and most have obligations to their crafthouse or the Chantry. There Fereldan Craftsman are always those who
seek more from life, however, be it the armorer in search of rare metals, the explorer looking to open2d6 Roll Benefit up new trade routes, or the priest in search of ancient artifacts. 2 +1 Communication 34 Focus: Communication (Bargaining) PLAYING A FERELDAN CRAFTSMAN 5 Focus: Cunning (Evaluation) 6 Focus: Willpower (Faith) If you
choose to play a Fereldan craftsman, modify your char- acter as follows: 78 +1 Cunning 9 Focus: Cunning (Brewing) Add 1 to your Dexterity ability. Craftsmen are good Focus: Strength (Smithing) with their hands. 1011 12 +1 Strength Pick one of the following ability focuses: Dexterity (Crafting) or Cunning (Religious Lore). You can speak and read
the Trade Tongue. Choose a class. You can play a rogue or a warrior. Roll twice on the Ferelden Craftsman table for additional benefits. Roll 2d6 and add the dice together. If you get the same result twice, re-roll until you get something different. Fereldan Freeman Ferelden, described in detail in Chapter 7, is a young nation that human barbarians
founded 400 years ago. The Alamarri tribes had come to the region long before that, but they were so frac- tious that it took extraordinary events for them to come together to form Ferelden. Now it is a nation on the rise, hoping to build on its successes to become a great power. Nobles rule Ferelden, and the craftsmen and the priests have a powerful
influence upon them. The bulk of the population, however, is made up of freemen. As their name indicates, they are not slaves or serfs but free men and women. They are soldiers, shopkeepers, laborers, farmers, entertainers, hunters, and so on. The freemen are not rich but they are proud and pragmatic. In Ferelden a freeman with ambition and
ability can climb the social ladder and many do just that. PLAYING A FERELDAN FREEMAN If you choose to play a Fereldan freeman (or freewoman), modify your character as follows: Add 1 to your Constitution ability. The people of Ferelden descend from tough barbarian stock. Pick one of the following ability focuses: Constitution (Stamina) or
Willpower (Courage).20 Chapter 1 - Character Creation You can speak and read the Trade Tongue, or as you call 2d6 Roll Fereldan Freeman it, the Kings Tongue. 2 3-4 Benefit Choose a class. You can play either a warrior or a rogue. 5 +1 Communication 6 Focus: Willpower (Self-Discipline)Roll twice on the accompanying table for additional benefits.
7-8 Focus: Communication (Animal Handling)Roll 2d6 and add the results together. If you get the same 9 Focus: Dexterity (Riding)result twice, re-roll until you get something different. 10-11 +1 Willpower Fereldan Noble 12 Focus: Strength (Driving) Focus: Constitution (Swimming)Nobility in Ferelden is hereditary but not exclusive. It ispossible for
commoners to become nobles through deeds and +1 Strengthservice, which stands in stark contrast to nations like Orlais.Perhaps the most famous example of this is Loghain Mac Tir, 2d6 Roll Fereldan Noblewho rose from nothing to become one of Fereldens teyrns. The 2most common nobles in Ferelden are the knights, heavy foot Benefitsoldiers
who swear direct allegiance to an arl, bann, teyrn, or 34 +1 Constitutionthe king/queen. Many young nobles, knowing they will not 5 Focus: Cunning (Heraldry)inherit a position unless an elder sibling dies unexpectedly, 6 Focus: Communication (Etiquette)turn to adventuring to make a reputation for themselves. Focus: Dexterity (Riding) 78 PLAYING
A FERELDAN NOBLE 9 +1 Cunning Focus: Communication (Leadership)If you choose to play a Fereldan noble, modify your character 1011as follows: 12 Focus: Cunning (Historical Lore) +1 Dexterity Add 1 to your Strength ability. Nobles in Ferelden must be strong to protect their people. Pick one of the following ability focuses: Cunning (Military
Lore) or Strength (Intimidation). You can speak and read the Trade Tongue. or as you call it, the Kings Tongue. Choose a class. You can play either a rogue or a warrior.Roll twice on the Fereldan Noble table for additional benefits.Roll 2d6 and add the dice together. If you get the same resulttwice, re-roll until you get something different. Free
MarcherNorth of Ferelden, across the Waking Sea, are the Free Marches.This loose confederation of city-states is known as the bread-basket of Thedas due to its rich farmland and abundant crops.The Free Marches have no central government and most of thetime its member cities are embroiled in any number of minorfeuds over trade, tariffs, and
territory. When threatened by anoutside power, however, the Marchers pull together and putarmies in the field that rival those of their neighbors. The majorcities of the Free Marches are Ansburg, Hercinia, Kirkwall, Markham, Ostwick, Starkhaven, and Tantervale.The Marchers are a dynamic people. They are great tradersbut also fierce defenders of
their home cities. Some prac-tice their martial skills to compete in the Grand Tourney, atraveling tournament and fair that moves from city to city.Roughly once every three years, the Grand Tourney settlesdown for a year to hold a Contest of Arms. People from allover Thedas travel to the Free Marches to see or compete inthis legendary
event.Chapter 1 - Character Creation 21PLAYING A FREE MARCHER Roll twice on the Free Marcher table for additional benefits. Roll 2d6 and add the dice together. If you get the same resultIf you choose to play a Free Marcher, modify your character twice, re-roll until you get something different.as follows: High-Born Dwarf Add 1 to your Cunning
ability. The Free Marches are nothing if not competitive and it takes a sharp mind to At the top of dwarven society are the noble houses, whose thrive there. feuds and fights go back many generations. The rest of the population is divided into castes, within the top tier of which Pick one of the following ability focuses: Cunning are the Warrior Caste,
Smith Caste, and Artisan Caste. The (Evaluation) or Communication (Bargaining). Warrior Caste is the most prestigious. The warriors fight a never ending war against the darkspawn in the Deep Roads, You can speak and read the Trade Tongue. as well as providing the rank-and-file soldiers of the noble houses. There are so many warriors that the
caste is actually Choose a class. You can play either a rogue or a warrior. divided into several sub-castes, including those of officers, soldiers, and guardsmen. The Smith Caste is the next most2d6 Roll Free Marcher importanthow would the warriors fight without arms 2 and armor? Finally, there is the Artisan Caste. They, too, are 34 Benefit highly
esteemed in dwarf society, for they are the builders 5 +1 Constitution and makers that make Orzammar hum. 6 Focus: Constitution (Swimming) 78 Focus: Communication (Gambling) Since upper caste dwarves have privileged positions in 9 Focus: Cunning (Cultural Lore) Orzammar, it is rare for them to leave for the surface world. +1 Communication
Some are exiled for committing crimes or being on the wrong 1011 Focus: Communication (Deception) side of a dispute between houses. Others may be sent on 12 Focus: Dexterity (Legerdemain) missions to the human lands, though this an unusual occur- rence. If you want to play an upper caste dwarf who has left +1 Dexterity Orzammar, you
should talk to your GM about the circum- stances of your departure and whether this will lead to the loss of your caste should you return home. PLAYING AN HIGH-BORN DWAREF If you choose to play an high-born dwarf, modify your char- acter as follows: Choose a caste: Artisan, Smith, or Warrior. Add 1 to your Strength ability. You must be strong
to survive the politics of Orzammar. Pick one of the following ability focuses: Dexterity (Crafting), Strength (Intimidation), or Strength (Smithing). You have Magic Resistance, a side effect of growing up in a lyrium-rich environment. You gain a +2 bonus on ability tests to resist the effects of spells and other magical attacks. High-born Dwarf 2d6 Roll
Benefit 2 +1 Willpower 34 Focus: Willpower (Courage) 5 Focus: Communication (Etiquette) 6 Focus: Cunning (Heraldry) 78 +1 Cunning 9 Focus: Cunning (Engineering) 1011 Focus: Constitution (Stamina) 12 +1 Constitution22 Chapter 1 - Character Creation You can speak and read Dwarven and the Trade Tongue. Roll twice on the Low-Born Dwarf
table for additional bene- fits. Roll 2d6 and add the dice together. If you get the same Choose a class. You can play a rogue or a warrior. result twice, re-roll until you get something different.Roll twice on the High-Born Dwarf table for additional bene- Nevarran Adventurerfits. Roll 2d6 and add the dice together. If you get the sameresult twice, re-roll
until you get something different. Low-Born Dwarf Nevarra was once one of the Free Marches, and it still might be if not for the military genius of the Pentaghast clan. A seriesThe dwarves of the Miner, Merchant, and Servant Castes do of strong rulers and brilliant commanders enabled Nevarra tothe hard work, day after day, that keeps Orzammar
func- expand and become a powerful nation in its own right. Thistioning. The Miner Caste is the most prestigious of these was cemented in the Blessed Age when Nevarra defeatedthree, particularly those that do the dangerous job of mining Orlais in a war and conquered the mineral-rich hills to itslyrium. The Merchant Caste is the next most
important, as west. Despite the military tradition of Nevarra, few thoughtthey bring money into the city and arrange valuable trade that this upstart nation could beat the empire and its vaunteddeals. The Servant Caste is the lowest, though even they rank chevaliers. The hills remain under Nevarran control but areabove surface dwarves and the
casteless. a troubled territory. The Nevarrans tax their new subjects heavily and Orlais foments unrest there.Of this group it is the members of the Merchant Caste whoare most likely to leave Orzammar or become adventurers. The Nevarrans are proud of their heroic tradition and this isTrade deals often lead to contact with humans and the surface
celebrated with statuary throughout the country. Nevarra isdwarves were originally part of the Merchant Caste. Some- famous for its dragon hunters, who were thought to have eradi-times a member of the Merchant Caste will join their kin on cated dragonkind until the start of the current age. The romancethe surface despite the loss of status at
home. This happens of such deeds exerts a strong pull on the young and many seekmore rarely with members of the Miner and Servant Castes, their own adventures throughout Thedas. They hope they toothough it is not unknown for miners to sell their expertise to will be celebrated in song and statue in their homeland one day.human nations for
gold and other riches. PLAYING A LOW-BORN DWARFIf you choose to play a low-born dwarf, modify your char-acter as follows: Choose a caste: Merchant, Miner, or Servant. Add 1 to your Communication ability. Members of the lower castes need to make friends to get ahead. Pick one of the following ability focuses: Communication (Persuasion) or
Constitution (Stamina). You have Magic Resistance, a side effect of growing up in a lyrium-rich environment. You gain a +2 bonus on ability tests to resist the effects of spells and other magical attacks. You can speak and read Dwarven and the Trade Tongue. Choose a class. You can play a rogue or a warrior.2d6 Roll Low-Born Dwarf 2 34 Benefit 5
+1 Perception 6 Focus: Communication (Etiquette) 78 Focus: Perception (Hearing) 9 Focus: Communication (Bargaining) +1 Constitution 1011 Focus: Constitution (Drinking) 12 Focus: Strength (Might) +1 StrengthChapter 1 - Character Creation 23Nevarran Adventurer PLAYING A NEVARRAN ADVENTURER 2d6 Roll Benefit If you choose to play a
Nevarran adventurer, modify your 2 +1 Communication character as follows: 34 Focus: Communication (Leadership) 5 Focus: Perception (Tracking) Add 1 to your Willpower ability. It takes inner strength 6 Focus: Willpower (Self-Discipline) to face the challenges of Thedas. 78 9 +1 Strength Pick one of the following ability focuses: Strength Focus:
Strength (Jumping) (Might) or Willpower (Courage). 1011 Focus: Constitution (Stamina) 12 You can speak and read Orlesian and the Trade Tongue. +1 Constitution Choose a class. You can play either a rogue or a warrior. Orlesian Commoner Roll twice on the Nevarran Adventurer table for additional benefits. Roll 2d6 and add the dice together. If
you get the same 2d6 Roll Benefit result twice, re-roll until you get something different. 2 +1 Communication 34 Focus: Cunning (Religious Lore) Orlesian Commoner 5 Focus: Dexterity (Crafting) 6 Focus: Communication (Bargaining) Commoners in Orlais have a hard lot in life. The nobility rules 78 and the chevaliers have the power of life and death
over any 9 +1 Willpower commoner. Most of the population of Orlais consists of serfs Focus: Dexterity (Legerdemain) laborers tied to estates with little to no social mobility. They 1011 Focus: Communication (Deception) spend their entire lives within a few miles of where they were 12 born and have little hope that their children will lead better +1
Constitution lives than they did. In the cities there is an emerging middle class of merchants and tradesmen. They have more wealth24 and opportunity than the serfs and many travel within the empire and even beyond. Still, the difference between even the successful common folk and the opulent nobility is glar- ingly obvious to outsiders and the
observant. PLAYING AN ORLESIAN COMMONER If you choose to play an Orlesian commoner, modify your character as follows: Add 1 to your Dexterity ability. Life is fast-paced in Orlais. Pick one of the following ability focuses: Dexterity (Brawling) or Willpower (Faith). You can speak and read Orlesian and the Trade Tongue. Choose a class. You can
play either a rogue or a warrior. Roll twice on the Orlesian Commoner table for additional benefits. Roll 2d6 and add the dice together. If you get the same result twice, re-roll until you get something different. Orlesian Exile Orlais is the most powerful and cultured nation in Thedas. The Empress Celene I rules from the glorious city of Val Royeaux.
The Andrastian Chantry is also centered in the city. Its leader, the Divine, rules from her seat in the Grand Cathedral, one of the most breathtaking buildings in Thedas. In Orlais secular power and religious power meet and it is not often clear where one ends and the other begins. Despite the power of the empire, however, Orlais has seen serious
setbacks in the last 60 years. First, it lost a war with Nevarra over a slice of valuable territory. Then the Orlesians were Chapter 1 - Character CreationOrlesian Exile2d6 Roll Benefit2 +1 Perception34 Focus: Perception (Empathy)5 Focus: Cunning (Heraldry)6 Focus: Communication (Deception)78 +1 Strength9 Focus: Dexterity (Riding)1011 Weapon
Group: Light Blades*12 +1 Dexterity* If you get this from your class already, you can take the focus Dexterity (Light Blades) instead.defeated in Ferelden and their occupation there ended. The Orlesian Noblesituation remained tense for some years, but under KingMaric relations with Orlais were eventually normalized and Benefitthe threat of
renewed war receded. +1 Constitution Focus: Communication (Leadership)Within Orlais, and in Val Royeaux in particular, the nobles Focus: Cunning (Cultural Lore)play an endless game of status and politics. The gossip of the Focus: Dexterity (Riding)salons can end a mans life as quickly as a sword thrust. Thefickle nature of factions and fashion can
see a family ruined +1 Strengthone year only to return triumphant the next. Like any game, Focus: Cunning (Heraldry)this one has losers and sometimes the wisest course of action Focus: Communication (Persuasion)is to leave Orlais, at least for a time. Some are formally exiledfor crimes real or implied, while others choose to wander +1
CunningThedas until conditions at court change. Such Orlesian exilescan be found all over Thedas. PLAYING AN ORLESIAN EXILEIf you choose to play an Orlesian exile modify your character 2d6 Rollas follows: 2 Add 1 to your Communication ability. Orlesians are 34 artful in their use of language. 5 6 Pick one of the following ability focuses:
Communication 78 (Persuasion) or Cunning (Cultural Lore). 9 You can speak and read Orlesian and the Trade Tongue. 1011 12 Choose a class. You can play a rogue or a warrior.Roll twice on the Orlesian Exile table for additional benefits.Roll 2d6 and add the dice together. If you get the same resulttwice, re-roll until you get something different.
Orlesian Noble to be silly country bumpkins whose opinions are as laughable as they are irrelevant.Nowhere in Thedas is it better to be a noble than Orlais.There they stand atop the social order, unchallenged by the PLAYING AN ORLESIAN NOBLEcommoners they rule. It is perhaps a blessing to the commonfolk that the nobles spend most of their
time engaged in the If you choose to play an Orlesian noble, modify your char-Grand Gamea never-ending battle for power, prestige, and acter as follows:status amongst the nobility. While this sometimes leads tothe spilling of blood, the real battlefields of the Game are the Add 1 to your Communication ability. In Orlais the onlyball, the salon, and the
court. The nobles of Ferelden find the thing worse than being talked about is not being talkedwhole thing ridiculous, but of course Orlesians find Fereldans about. Pick one of the following ability focuses: Communication (Etiquette) or Strength (Intimidation).Chapter 1 - Character Creation 25 You can speak and read Orlesian and the Trade Tongue.
best education money can buy. Since eldest sons tend toward Choose a class. You can play either a rogue or a warrior. military careers, it is often the younger sons who go to the university. Thinking at University is often freer than withinRoll twice on the Orlesian Noble table for additional benefits. the Chantry and this has led to the occasional
conflict withRoll 2d6 and add the dice together. If you get the same result Chantry fundamentalists.twice, re-roll until you get something different. Note: You can use this background to represent nobles of Orlesian Student other nations who come to the University of Orlais to study. Speaking and reading Orlesian is required, as most classes areThe
University of Orlais in Val Royeaux is a rare institution taught in that language.in war-torn Thedas. While the Circles of Magi are centersof learning, they are focused on magic. The university is a PLAYING AN ORLESIAN STUDENTSsecular school where nobles from across Thedas enjoy the If you choose to play an Orlesian student, modify your char-
Orlesian Student acter as follows:2d6 Roll Benefit Add 1 to your Cunning ability. Intelligence is prized at 2 +1 Perception the university. Focus: Dexterity (Calligraphy) 34 Focus: Communication (Etiquette) Pick one of the following ability focuses: 5 Focus: Cunning (Historical Lore) Communication (Persuasion) or Cunning (Research). 6 +1
Communication 78 Focus: Cunning (Cultural Lore) You can speak and read Orlesian and the Trade Tongue. 9 Focus: Willpower (Self-Discipline) If you choose to come from another nation, you also +1 Dexterity speak its language (if any). 1011 12 Choose a class. You can play either a rogue or a warrior. Roll twice on the Orlesian Student table for
additional bene- fits. Roll 2d6 and add the dice together. If you get the same result twice, re-roll until you get something different. Qunari Beresaad It is fair to say that the humans of Thedas have little under- standing of the Qunari. To outsiders they appear a diabolic race of giants bent on conquest. It is often assumed that Qunari live under a military
dictatorship. This is under- standable because it is the leader of the military, the Arishok, who handles diplomacy with foreign nations. The Qunari do not have a dedicated group of diplomats, however. Instead they have the Beresaad, the vanguard of the Qunari people. The Beresaad are soldiers first and foremost, and they view the world as such.
They are trusted to go into foreign lands and deal with humans, elves, and dwarves. Sometimes these are formal diplomatic missions, but in other instances the Arishok sends the Beresaad to do intelligence work or inves- tigate specific aspects of foreign cultures. The Beresaad always have a mission, even if its nature is not apparent. If you choose
this background, you should work out with your GM what brought you to Ferelden and what your orders are. Soldiers of the Beresaad are sometimes gone for years at a time, but they are still part of a military machine and at a certain point they must report in. In a long-running campaign, this is something youll have to deal with eventually. PLAYING
A QUNARI BERESAAD If you choose to play a Qunari Beresaad, modify your char- acter as follows: Add 1 to your Strength ability. Qunari are large. Pick one of the following ability focuses: Cunning (Qun) or Strength (Intimidation).26 Chapter 1 - Character Creation You can speak and read Qunlat and the Trade Tongue. 2d6 Roll Qunari Beresaad 2
You are male. Qunari females do not join the military. 34 Benefit 5 +1 Constitution Like all Qunari, you are susceptible to magic. You suffer 6 Focus: Constitution (Stamina) a 1 penalty on all ability tests to resist spells and other 78 Focus: Communication (Leadership) magical effects, such as magic item powers. 9 Focus: Cunning (Military Lore)
Choose a class. You can play either a warrior or a rogue. 1011 +1 Cunning 12 Focus: Cunning (Historical Lore)Roll twice on the Qunari Beresaad table for additional bene-fits. Roll 2d6 and add the dice together. If you get the same 2d6 Roll Focus: Strength (Might)result twice, re-roll until you get something different. 2 +1 Strength Rivaini Merchant
34 Rivaini Merchant 5Rivain is a nation in northeast Thedas that was once part of 6 Benefitthe Tevinter Imperium. While it survived two Blights on its +1 Willpowersoil, Rivain was conquered by the invading Qunari in the Steel 78 Focus: Communication (Persuasion)Age. Three Exalted Marches later, the Qunari were pushed 9 Focus: Constitution
(Swimming)back to a single city, Kont-aar. The Chantry then turned its Focus: Dexterity (Brawling)forces on the Rivaini, for those people continued to follow 1011 +1 Communicationtheir old ways and honor their traditional seers. Nowadays, 12 Focus: Cunning (Evaluation)Rivain is a center of trade, even with the Qunari. Where there Focus: Strength
(Climbing)is shipping there is smuggling and piracy, of course, and +1 Cunningsometimes the line between a merchant a smuggler is blurry.The Rivaini are used to being the underdogs but they have aspirit no force in Thedas has been able to crush. PLAYING A RIVAINI MERCHANTIf you choose to play a Rivaini merchant, modify your char-acter as
follows: Add 1 to your Dexterity ability. Rivaini hands are as fast as their mouths. Pick one of the following ability focuses: Communication (Seduction) or Dexterity (Acrobatics). You can speak and read Rivaini and the Trade Tongue. Choose a class. You can play either a rogue or a warrior.Roll twice on the Rivaini Merchant table for additional bene-
fits. Roll 2d6 and add the dice together. If you get the sameresult twice, re-roll until you get something different. Seheron ConvertSeheron is a large, jungle-dominated island north of theTevinter Imperium. It was part of the Imperium for manycenturies but the Qunari conquered it in the Steel Age. Sincethen the Imperial Chantry has launched
countless offensivesagainst the Qunari on Seheron and the fighting has beenfierce. The Qunari even lost the island in the Storm Age butre-conquered it in the Blessed Age. When part of the Impe-rium, Seheron had a large population of elven slaves. Manyof these (and some humans as well) converted to the Qun andenjoy a much higher status as a
result. If you play a Seheronconvert, youll want to read about Qunari beliefs on page 193.You can use the background to represent Rivaini converts aswell, since the Qun has had a marked influence there.Chapter 1 - Character Creation 272d6 Roll Seheron Convert PLAYING A SEHERON CONVERT 2 Benefit If you choose to play a Seheron convert,
modify your char- 34 +1 Perception acter as follows: 5 Focus: Cunning (Historical Lore) 6 Focus: Strength (Might) Add 1 to your Willpower ability. It takes strength of will Focus: Constitution (Stamina) to embrace the demands of the Qun. 78 +1 Cunning 9 Focus: Communication (Persuasion) Pick one of the following ability focuses: Cunning (Qun)
Focus: Perception (Empathy) or Willpower (Self-Discipline). 1011 +1 Strength 12 Choose whether your character is an elf or a human. Most converts on Seheron are elves, but some humans2d6 Roll Surface Dwarf also embrace the Qun. 2 3-4 Benefit You can speak and read Qunlat, Tevinter, and the Trade 5 +1 Strength Tongue. If you choose to be a
Rivaini convert, you also 6 Focus: Strength (Axes) speak and read Rivaini. 7-8 Focus: Strength (Driving) 9 Focus: Communication (Persuasion) Choose a class. You can play either a rogue or a warrior. +1 Communication 10-11 Focus: Cunning (Engineering) Roll twice on the Seheron Convert table for additional bene- 12 Focus: Willpower (Courage)
fits. Roll 2d6 and add the dice together. If you get the same +1 Willpower result twice, re-roll until you get something different. Surface Dwarf In ancient times the dwarves ruled a huge underground empire. They had many cities and settlements, all connected by Deep Roads that ran far beneath the surface. Today only two dwarven cities remain:
Orzammar in the Frostback Mountains and far-distant Kal-Sharok. Both are waging an endless war against the darkspawn that conquered the old dwarven lands. While the two fortress-cities remain strong, dwarven numbers have been dwindling slowly for the past thousand years. For the most part Orzammar and Kal-Sharok look inward. Dwarven
society is rigid and caste-based and politics are notably vicious. One caste stands apart from the others though: the surface dwarves. They play a vital role in dwarven society, but curi- ously other dwarves look down on them. Surface dwarves are largely merchants and middlemen, trading goods and raw materials to humans and elves. They provide
ore, gems, finely-forged steel, expertly-crafted goods, and the precious mineral lyrium. Dwarf adventurers and wanderers also belong to the Surface Caste. In Orzammar and Kal-Sharok dwarves of this caste rank below all others except the casteless and the criminals. It is ironic that the most famous dwarf adventurers in human lands have little
standing and no prestige in their homelands. PLAYING A SURFACE DWAREF If you choose to play a surface dwarf, modify your character as follows: Add 1 to your Constitution ability. Dwarves are famous for the toughness. Pick one of the following ability focuses: Constitution (Stamina) or Communication (Bargaining). You can speak and read
Dwarven and the Trade Tongue. Choose a class. You can play either a warrior or a rogue.28 Chapter 1 - Character CreationRoll twice on the Surface Dwarf table for additional benefits. 2d6 Roll Tal-VashothRoll 2d6 and add the results together. If you get the same 2result twice, re-roll until you get something different. 34 Benefit 5 +1 Willpower Tal-
Vashoth 6 Focus: Willpower (Courage) 78 Focus: Constitution (Running)The Qunari people follow a philosophy known as the Qun. 9 Focus: Strength (Might)Before they embraced the Qun, it is said they were a barbaric +1 Constitutionpeople prone to violent rages. The Qun made these barbar- 1011 Focus: Constitution (Swimming)ians into thinkers,
planners, and technicians, though they also 12 Focus: Strength (Climbing)remained warriors. There are those Qunari, however, who +1 Strengthreject the Qun. Some of them want to return to the old ways 2d6 Rollof their people, while others just want to live by their own 2 Tevinter Altusrules. These rebels are known as vashoth, or grey ones,
andthey must leave Qunari lands before they are detected or face 34 Benefitreeducation or punishment. Such exiles are not considered 5 +1 Cunningpart of the Qunari people any more. In the spirit of defiance, 6 Focus: Dexterity (Riding)they call themselves Tal-Vashoth, or true grey ones. Many Focus: Cunning (Heraldry)of them worship the old,
animist gods of their people and see 78 Focus: Magic (Arcane Lance)themselves as the real inheritors of their ancestors legacy. 9 +1 Communication Focus: Cunning (Historical Lore)Tal-Vashoth live in foreign lands and get by as they can. Many 1011 Focus: Communication (Etiquette)work as mercenaries, while others become raiders, pirates, 12 +1
Willpowersmugglers, or even slavers. Roving bands of Tal-Vashoth arenot uncommon in the north and they pose problems for bothQunari and human settlements. PLAYING A TAL-VASHOTHIf you choose to play a Tal-Vashoth, modify your character asfollows: Add 1 to your Strength ability. The Tal-Vashoth revel in their physical dominance. Pick one
of the following ability focuses: Constitution (Stamina) or Strength (Intimidation). You can speak and read Qunlat and the Trade Tongue. Like all Qunari, you are susceptible to magic. You suffer a 1 penalty on all ability tests to resist spells and other magical effects, such as magic item powers. Choose a class. You can play a mage, a rogue or a
warrior.Roll twice on the Tal-Vashoth table for additional benefits.Roll 2d6 and add the dice together. If you get the same resulttwice, re-roll until you get something different. Tevinter AltusThe Tevinter Imperium is one of the few places in Thedaswhere mages are not under the thumb of the Chantry. This,in fact, was a root cause in the Schism within
the Chantry.Tevinter has its own Divine and Chantry, though it is amuch less powerful institution than the Chantry centered inOrlais. In ancient times the Imperium was ruled by magis-ters, though it was their hubris that is said to have led to thecreation of darkspawn and the Blights. After Andraste freedthe elven slaves and brought the Chant of
Light north, themages were in check for a time but no longer. The Altus arethe noble mages who rule the Imperium.Chapter 1 - Character Creation 292d6 Roll Tevinter Laetan PLAYING A TEVINTER ALTUS 2 34 Benefit If you choose to play a Tevinter Altus, modify your character 5 +1 Constitution as follows: 6 Focus: Cunning (Evaluation) Focus:
Dexterity (Riding) Add 1 to your Magic ability. The bloodlines of mages 78 Focus: Communication (Deception) are tracked carefully in Tevinter and those of the noble 9 families are the strongest. +1 Magic 1011 Focus: Communication (Persuasion) Pick one of the following ability focuses: 12 Communication (Leadership) or Cunning (Arcane Lore).
Focus: Cunning (Cultural Lore) +1 Communication You can speak and read Tevinter and the Trade Tongue.2d6 Roll Tevinter Soporati Take the mage class. 2 Benefit Roll twice on the Tevinter Altus table for additional benefits. 34 +1 Perception Roll 2d6 and add the dice together. If you get the same result 5 Focus: Cunning (Evaluation) twice, re-roll
until you get something different. 6 Focus: Willpower (Courage) Focus: Communication (Deception) Tevinter Laetan 78 +1 Constitution 9 Focus: Strength (Driving) The Altus are mages with the power and prestige of Tevinters Focus: Communication (Animal Handling) old noble families, but they are not the only users of magic in 1011 +1 Willpower
the Imperium. The Laetans are those mages who come from 12 the mundane class (the Soporati). While they do not have all the advantages of the Altus, their magical power still puts them ahead of the majority of Tevinters citizens. They are identified at a young age and trained to serve. Some question the old ways and strike out for a life of
adventure in other nations of Thedas. Outside of the Imperium, of course, few understand the difference between the Altus and the Laetans. PLAYING A TEVINTER LAETAN If you choose to play a Tevinter Laetan, modify your character as follows: Add 1 to your Cunning ability. Laetans must be clever to get ahead in Tevinter. Pick one of the following
ability focuses: Communication (Deception) or Cunning (Arcane Lore). You can speak and read Tevinter and the Trade Tongue. Take the mage class. Roll twice on the Tevinter Laetan table for additional bene- fits. Roll 2d6 and add the dice together. If you get the same result twice, re-roll until you get something different. Tevinter Soporati
Commoners in the Tevinter Imperium dont have it as bad as those in Orlaisslavery is still legal in the Imperium and thus slaves are given the worst jobs. Tevinter commoners, known as Soporati, or more disparagingly as mundanes, work hard but they benefit from the existence of a despised underclass. Many Soporati become soldiers, as the
Imperium is in near constant conflict with the Qunari in Seheron. While they do follow Andraste and worship in the Imperial Chantry, the emphasis on magic as a positive force, sometimes even referenced in prayer, can be shocking to people from other parts of Thedas.30 Chapter 1 - Character CreationWaking Sea Raider2d6 Roll Benefit 2 +1
Constitution 34 Focus: Cunning (Evaluation) 5 Focus: Strength (Intimidation) 6 Focus: Constitution (Swimming) 78 9 +1 Perception1011 Focus: Cunning (Navigation) 12 Focus: Constitution (Rowing) +1 StrengthPLAYING A TEVINTER SOPORATIIf you choose to play a Tevinter Soporati, modify your char-acter as follows: Add 1 to your Strength
ability. The Tevinter common folk retain the hardiness that helped build an empire. Pick one of the following ability focuses: Constitution (Stamina) or Dexterity (Brawling). You can speak and read Tevinter and the Trade Tongue. Choose a class. You can play either a rogue or a warrior.Roll twice on the Tevinter Soporati table for additional bene-fits.
Roll 2d6 and add the dice together. If you get the sameresult twice, re-roll until you get something different. Waking Sea Raider ClassesThe Raiders of the Waking Sea are pirates. Once there were If background is where you came from, class is what youvemany individual pirate chiefs operating in the Waking Sea but become. Classes are both mythic
archetypes and frameworksduring the Exalted Marches against the Qunari the nations of for your characters advancement. You have your choice ofThedas needed naval support for the war. The pirate ships came three: mage, rogue, and warrior. If you want a character whotogether as the Felicisima Armada and provided key support can cast spells,
play a mage. If you want a character who isin the conflict. At the end of the Exalted Marches, most hoped sneaky, play a rogue. If you want a character who can fight,the Armada would disband, but the pirates had found their play a warrior.strength together and kept the Raiders going. This isnt to saythat the Raiders wont fight against each other, but
any threat to The classes are quite broad by design. A rogue could equallythem as a whole is met with a fierce and unified response. represent a thief with a penchant for burglary or a scout in a mercenary company. Your class helps define what your char- PLAYING A WAKING SEA RAIDER acter can do, but its up to you to interpret how those
capabili- ties fit with your character concept.If you choose to play a Waking Sea raider, modify your char-acter as follows: Example Add 1 to your Dexterity ability. A sailors life requires agility. Kate must now pick her class. After reading the descrip- tions, she goes with her first inclination and picks the Pick one of the following ability focuses:
Dexterity rogue class. Since most city elves in Thedas are poor, more (Acrobatics) or Perception (Seeing). than a few turn to crime. Kate decides that her character is going to buck that trend. She is going to take the rogue You can speak and read the Trade Tongue and one of the class, but use it to represent a sort of elven freedom fighter. following
languages: Antivan, Orlesian, or Rivaini. Her character wants to liberate her people and give them a new homeland. Fighting the power this way will require Choose a class. You can play either a rogue or a warrior. stealth and that makes rogue a good match.Roll twice on the Waking Sea Raider table for additionalbenefits. Roll 2d6 and add the dice
together. If you get thesame result twice, re-roll until you get something different.Chapter 1 - Character Creation 31Your character starts at level 1, which means that theyre a This is summarized in the accompanying table. Younovice adventurer. As your character completes adventures get no benefit from advancements spent until youveand gains
experience points, theyll go up in level and get gained the new rating. You should obviously keep aaccess to new powers. There are 20 levels total in the game, careful record of advancements spent that have not yetwith 1-5 roughly being beginner levels, 6-12 middle increased the relevant ability rating.levels, and 13 and up being high level.
ExampleAbility Advancements The mage Lorrahn reaches level 6 and so receives oneWhen characters gain a level, they get an ability advance- ability advancement. He wants to raise his Magic, which isment. For lower ranked abilities this translates into a direct currently 5. It takes two advancements to raise his Magicincrease, but as a character
grows in power it becomes more to 6, so Lorrahn spends one now to start the process. Fordifficult and expensive to increase their most potent abili- the time being his Magic is still 5, but he is halfway to aties. The exact number of advancements required to advance higher rating. He receives another advancement at levelyour rating to the next
number depends on the new rating 7 but must spend it on a secondary ability (he choosesyoure trying to obtain. Constitution). It is not until he achieves Level 8 that he gets another advancement he can spend on a primary For abilities up to 5, it costs a single advancement. ability. He once again uses it to raise Magic, and with two advancements now
spent, his Magic increases to 6. For abilities from 6 to 8, it costs two advancements. Gaining Levels For abilities from 9 to 12, it costs three advancements. There are two ways to gain levels in Dragon Age. First, theAbility Advancement Table GM may simply elect to inform players when their charac- ters advance a level. This usually occurs after a
major mile-New Ability Rating Advancements Required stone or campaign event is reached, such as the end of an 1 to 5 1 adventure or plot arc. However, sometimes advancement can occur during a session, especially if there is a lot of in6 to 8 2 game downtime.9 to 12 3 The other way to advance is through experience points. If the GM prefers, they
can award experience points at the endExperience Point Table of every adventure or session. When a character has enough experience, they advance to the next level. GMs can awardXP Total Level more or less experience if they want to slow or increase 0 1 advancement during play. The rules and guidelines for 2 awarding experience points are in
the Game Masters Guide. 2,000 The experience points required to attain each level are4,000 3 summarized on the accompanying table. When your experi- ence point total is high enough, your character gains a level.6,000 4 When this occurs, four things happen immediately:8,000 5 Your characters Health increases by 1d6+Constitution10,000 6 at
levels 110. From levels 11-20, your Health increases just by your Constitution ability. Gaining Health at13,000 7 higher levels is not as easy.)16,000 8 You get one advancement to spend on one ability. When19,000 9 you gain an even-numbered level, you must spend it22,000 10 on a primary ability. When you gain an odd-numbered level, you must
spend it on a secondary ability.25,000 11 You can pick one new ability focus. When you gain28,000 12 an even-numbered level, you must choose a focus32,000 13 from one of your primary abilities. When you gain an odd-numbered level, you must choose a focus from one36,000 14 of your secondary abilities. Starting at level 11, you can select a focus
you already have to increase your bonus40,000 15 with that focus from +2 to +3; see Chapter 3 for details.44,000 16 You gain the class powers for your new level. You can48,000 17 find them in the class descriptions.52,000 1856,000 1960,000 2032 Chapter 1 - Character CreationWhen you go up a level, you may also want to review your Class
Descriptionsgoals. Have any of them been achieved? Based on the eventsof the campaign, do you have any new goals? You can do Each class determines certain key features of your character.this any time, of course, but leveling up is a convenient time A class description includes the following elements: The classto check in and reassess. descriptions
can be found on pages 34-39. Example PRIMARY ABILITIES At the end of her most recent adventure, Kates character A class has three primary abilities. These are the abilities most receives enough experience points to make it to level 2. important to the class and the ones used most often. First, she rolls to add to her Health. She gets a 4, subtracts
1 for her poor Constitution, and ends up gaining 3 SECONDARY ABILITIES Health. Second, she adds 1 to her Dexterity, making it 5. She had her choice of Communication, Dexterity, or A class has five secondary abilities. These abilities are not as Perception (the rogues primary abilities) and decided important as primary abilities but all can be useful
in the right pumping her Dexterity was the best option at this level. circumstances. Third, she takes Communication (Investigation) as a new ability focus. She could have chosen any focus from STARTING HEALTH Communication, Dexterity, or Perception. Lastly, she gains a stunt bonus as her class power for becoming a Health is a measure of your
characters fitness and wellbeing. level 2 rogue. Class choice determines starting Health.Specializations WEAPON GROUPYour class also gives you access to more focused ability Your class determines the weapons your character knowsgroupings called specializations at levels 6 and 14. They how to use. Weapons are divided into groups and this
entryprovide a way to focus your character and each unlocks a tells you which ones your character is trained in. For morenew type of talent. All rogues are good at being sneaky, for information in weapons and weapon groups, see Chapter 4:example, but you can become a master of stealth if you take Weapons, Armor, & Gear.the Shadow
specialization. Each class has several special-izations to choose from. You can learn more about them in CLASS POWERSChapter 3: Focuses, Talents, & Specializations. A class provides your character with a variety of special powers, such as ability focuses and talents. These powers are listed out by level in each class description.Chapter 1 -
Character Creation 33Mage There is magic in all living things, but only a rare few beings can manipulate it. The mage class represents these users of magic. They have been gifted (or cursed, depending on your point of view) with the ability to absorb mana, the life force of living beings, and use it cast magical spells. This sets them apart from normal
people. In some times and places, mages have been honored for their power and wisdom. In others they have been feared and hunted, especially once the dangers of demonic possession were understood. Blood magic, as practiced by the mages of Tevinter and the maleficarum, has also made mages widely feared. The mage class represents users of
magic in Thedas, most commonly from the Circle of Magi but some- times the renegade apostates or other sources. A mage is capable of amazing feats, but must be wary of demonic attack when using powerful magic. The very gift that allows mages to use magic also makes them vulnerable to possession. As a mage you will be a master of arcane
powers. You should stay away from melee combat (let warriors handle that) and use your spells to help your allies and harm your enemies. Mages generally dont wear armor, so your Defense will be low. You also have limited access to weaponry. Your access to spells makes up for these limitations, though. You get access to many different spells; a
mage who masters their use is a powerful character. While mages only start with three spells, they gain more over time. These ever-increasing options require more decision making than other classes during encounters. If youve never played an RPG before, you might want to consider that before choosing this class. Whatever your experience, youll
want to read Chapter 5: Magic to learn more about the rules and terms used in spell casting. Like Warriors and Rogues, Mages gain Specializations as they level up, allowing them to focus and increase their powers when dealing with certain situations, elements, or types of magic. There are multiple specializations for mages, including Force Mage
and Shapeshifter. Special- izations are detailed later. Primary Abilities: Cunning, Magic, and Willpower. Secondary Abilities: Communication, Constitution, Dexterity, Perception, and Strength. Starting Health : 20 + Constitution + 1d6. Weapon Groups: Brawling and Staves. Class Powers Mages gain the following powers at the specified level.34
Chapter 1 - Character CreationLEVEL 1 LEVEL 5 LEVEL 12Arcane Lance: Mages learn to focus New Talent: You become a Novice in a Stunt Bonus: You are so practiced withmagical power through a staff. If you new talent or gain a degree in a talent your Arcane Lance that you can makeare holding a quarterstaff, you can make you already have.
attacks faster than lesser mages. Whena special ranged attack that damages attacking with an Arcane Lance, youfoes with a lance of magical energy. LEVEL 6 can perform the Lighting Attack stuntThis is resolved like a normal ranged for 2 SP instead of the usual 3.attack (so stunts are possible), but the New Specialization: You may chooseattack roll
is a Magic (Arcane Lance) one specialization for your class. You LEVEL 13test. An Arcane Lance has a range of 16 gain the Novice degree of its special-yards and inflicts 1d6 + Magic damage. ization talent. See Chapter 3: Focuses, New Spell: You gain one new spell.It requires no mana points to make this Talents, & Specializations. New Talent: You
become a Novice in aattack. new talent or gain a degree in a talent LEVEL 7 you already have.Magic Training: This is the mostimportant of the mages powers. It Long Lance: The range of your Arcane LEVEL 14allows a mage to cast the spells that Lance attack becomes 24 yards.are the hallmark of the class. Magic New Specialization: You may
choosetraining gives you three spells to start New Talent: You become a Novice in a one new specialization for your class.with, and you can gain more through new talent or gain a degree in a talent You gain the Novice degree of itstalents and class powers. See Chapter you already have. specialization talent.5: Magic for more information
aboutchoosing and casting spells. LEVEL 8 LEVEL 15Mana Points: You use mana to power New Specialization Talent: You gain New Spell: You gain one new spell.your spells. You start with a number the Journeyman degree in the special- New Talent: You become a Novice in aof mana points equal to 10 + Magic + ization talent you gained at level 6.
new talent or gain a degree in a talent1d6 and you gain Magic + 1d6 more you already have.whenever you gain a new level. You New Spell: You gain one new spell.must keep track of your current mana LEVEL 16points; this is a measure of how much LEVEL 9magical power is at your command at New Specialization Talent: You gainany given time.
You spend mana points New Talent: You become a Novice in a the Journeyman degree in the special-when you cast spells; you can regain new talent or gain a degree in a talent ization talent you gained at level 14.them through rest and meditation. See you already have.Chapter 5: Magic for details. LEVEL 17 Power Lance: You can increase
theStarting Talent: You become a Novice damage of an Arcane Lance attack by New Spell: You gain one new spell.in one of the following talents: Chirurgy, 1d6 by spending 2 mana points. You New Talent: You become a Novice in aLinguistics, or Lore. See Chapter 3: must spend the mana before making the new talent or gain a degree in a
talentFocuses, Talents, & Specializations for attack roll, and you cannot do this more you already have.more information. than once per attack. LEVEL 18 LEVEL 2 LEVEL 10 New Specialization Talent: You gainNew Spell: You gain one new spell. New Specialization Talent: You gain the Master degree in the specialization the Master degree in the
specialization talent you gained at level 14. LEVEL 3 talent you gained at level 6. LEVEL 19New Talent: You become a Novice in a New Spell: You gain one new spell.new talent or gain a degree in a talent New Spell: You gain one new spell.you already have. LEVEL 11 New Talent: You become a Novice in a new talent or gain a degree in a talent
LEVEL 4 New Spell: You gain one new spell. you already have.New Spell: You gain one new spell. New Talent: You become a Novice in a LEVEL 20 new talent or gain a degree in a talentSpell Lance: You can cast a spell after you already have. Epic Mage: Pick one type of stunthitting a foe with an Arcane Lance. This (combat, exploration, roleplaying,
oris a stunt that costs 3 stunt points, and Mana Points: Starting at level 11, you spell). You gain a +1 bonus when gener-the spell you cast cannot have a mana only gain mana points equal to your ating stunt points of that type.point cost greater than 3. A casting roll Magic ability when you gain a newis required as usual. For more infor- level.
Increasing your power at highermation about stunts, see Chapter 2: levels is not as easy.Playing the Game.Chapter 1 - Character Creation 35Rogue The rogue class represents the classic trickster. You can use this class to represent a thief, scoundrel, or conman, or a scout, expert, or spy. While a warrior gets by on brute strength and a mage on
arcane power, a rogue relies on quickness and cleverness. Whether engaging in witty repartee or slipping a dagger between an enemys ribs, a rogue must be artful to win the day. As a rogue you are the eyes and ears of your adventuring group. You are excellent at ranged combat and can launch devas- tating melee attacks with your Backstab ability.
You are not, however, a true frontline fighter. Your Defense will be good due to your Dexterity, but your light armor means you cant absorb a lot of damage. Let the warriors go toe to toe with the enemy while you use stealth and surprise to keep them off balance. The rogue is the most open-ended of the classes. If you arent sure where you want to go
with your character, rogue is a good choice, as the class provides the flex- ibility to develop in many directions. Like Mages and Warriors, Rogues gain Specializa- tions as they level up, allowing them to focus and increase their powers when dealing with certain situations, elements, or skills. There are multiple specializations for rogues, including
Assassin and Shapeshifter. Specializations are detailed later. Primary Abilities: Communication, Dexterity, and Perception. Secondary Abilities: Constitution, Cunning, Magic, Strength, and Willpower. Starting Health: 25 + Constitution + 1d6. Weapon Groups: Bows, Brawling, Light Blades, Staves. Class Powers Rogues gain the following powers at the
speci- fied level. LEVEL 1 Backstab: You can inflict extra damage with an attack if you can strike an opponent from an unexpected direction or catch them unawares. You must approach your oppo- nent with a move action If attacking with a melee weapon. Then you must win an opposed test of your Dexterity (Stealth) vs. your targets Perception
(Seeing). If you win the test, you can use your major action this round to Backstab him. This is an attack with a +2 bonus to the attack roll that inflicts +1d6 extra damage. You cannot Backstab an enemy that you begin your turn adjacent to (but see the Bluff power at level 4. .36 Chapter 1 - Character CreationRogues Armor: You are at home in LEVEL
7 Stunt Bonus: You know how to actleather armor. You can ignore the with style and grace. You can performArmor Penalty of leather armor alto- Dirty Fighting: You can daze oppo- the With a Flourish exploration stuntgether. It affects neither your Speed nor nents with sharp blows to vulner- for 3 SP instead of the usual 4.your Dexterity. able areas.
To use Dirty Fighting, you must first hit with a melee attack. If LEVEL 14Starting Talents: You become a successful, you inflict no damage butNovice in one of the following talents: your opponent must make a successful New Specialization: You may chooseContacts, Scouting, or Thievery. See TN 15 Constitution (Stamina) test or one new
specialization for your class.Chapter 3: Focuses, Talents, & Special- become stunned. A stunned character You gain the Novice degree of itsizations for more information. can attempt the test again at the start specialization talent. of their turn, and if successful can act LEVEL 2 normally. Otherwise, the only thing a LEVEL 15 stunned character can do
on their turnStunt Bonus: You become more adept is take a single move action. While your New Talent: You become a Novice in aat finding the weak spots in your oppo- opponent is stunned, all attacks against new talent or gain a degree in a talentnents armor. You can perform the them from rogue characters are consid- you already have.Pierce
Armor stunt for 1 SP instead of ered Backstabs. Stunts are possible onthe usual 2. your initial attack roll, so you could Perforate: You know how to take advan- stun your opponent and then use Light- tage of an enemy when their guard is LEVEL 3 ning Attack for an immediate Backstab, down. Perforate is a special stunt that for example. you can
perform for 2 SP if youve justNew Talent: You become a Novice in a hit an opponent with a Backstab. You cannew talent or gain a degree in a talent LEVEL 9 make a second Backstab attack againstyou already have. the same opponent; this second attack Lethality: You use your wits to hit does not generate stunt points. LEVEL 4 enemies where it
hurts. You can add your Cunning to your damage when LEVEL 16Bluff: You can try to Backstab an oppo- making ranged attacks.nent that you begin your turn adjacent New Specialization Talent: You gainto. You must first use a minor action to New Talent: You become a Novice in a the Journeyman degree in the special-try to deceive him. This is an
opposed new talent or gain a degree in a talent ization talent you gained at level 14.test of your Communication (Decep- you already have.tion) vs. your opponents Willpower LEVEL 17(Self-Discipline). If you win, you have LEVEL 10wrong-footed your opponent and can New Talent: You become a Novice in aBackstab him. As usual with a Back- New
Specialization Talent: You gain new talent or gain a degree in a talentstab, you make a melee attack with a +2 the Master degree in the specialization you already have.bonus and inflict +1d6 extra damage if talent you gained at level 6.you hit. Quick Shot: You can make a ranged LEVEL 11 attack vs. a visible opponent within LEVEL 5 range as a
minor action. The attack roll New Talent: You become a Novice in a and damage of the quick shot suffer aNew Talent: You become a Novice in a new talent or gain a degree in a talent 2 penalty. You cannot combine Quicknew talent or gain a degree in a talent you already have. Shot with other powers such as Dirtyyou already have. Fighting or
Backstab. LEVEL 12 LEVEL 6 LEVEL 18 Slippery: You are hard to pin down inStunt Bonus: You become adept at combat. Opponents do not gain an New Specialization Talent: You gaininstantly noticing the many dimensions attack bonus for outnumbering you in the Master degree in the specializationof a tricky situation. You can perform melee
combat. Normally, attackers can talent you gained at level 14.the That Makes Me Wonder exploration gain up to a +2 bonus in such circum-stunt for 2 stunt points instead of the stances (see page 216). If you also have LEVEL 19usual 3. See Chapter 6: Advanced Role- the Master degree in the Single Weaponplaying for information on exploration
Style, your Defense bonus increases to New Talent: You become a Novice in astunts. +3 when fighting in that style. new talent or gain a degree in a talent you already have.New Specialization: You may choose LEVEL 13one specialization for your class. You LEVEL 20gain the Novice degree of its special- New Talent: You become a Novice in aization
talent. See Chapter 3: Focuses, new talent or gain a degree in a talent Epic Rogue: Pick one type of stuntTalents, & Specializations. you already have. (combat, exploration, or roleplaying). You gain a +1 bonus when generating stunt points of that type.Chapter 1 - Character Creation 37WarriorThe warrior is the classic fighter. You can use this class to
represent any kind martial character. Your character could be anex-soldier, a caravan guard, a mercenary, a member of a militia, or a former blacksmith turned adventurer. A warrior may fightfor honor, revenge, justice, money, or a better tomorrow. Some members of the warrior class have received formal training andothers fight by instinct; all can



handle themselves in a fight.As a warrior youll usually find yourself in the thick of combat. You have access to heavier armor and more weapons thanmembers of any other class, and you can dish out and take a lot of damage. It is often up to you to engage the hardest-hittingenemies, so the rogues and mages of the group have the chance to use their
abilities.If youve never played a tabletop RPG before, the warrior is a good class to start with. Your powers are straightforward and youhave plenty to do in any combat encounter. Primary Abilities: Constitution, Dexterity, and Strength Secondary Abilities: Communication, Cunning, Magic, Perception, and Willpower Starting Health: 30 + Constitution
+ 1d6 Weapon Groups: Brawling, plus any three of the following: Axes, Bludgeons, Bows, Heavy Blades, Lances, Light Blades, Polearms, Spears, or Staves.Class powersWarriors gain the following powers at You can perform the Dual Strike stunt New Weapon Group: You learn a newthe specified level. for 3 stunt points instead of the usual 4. weapon
group of your choice. LEVEL 1 LEVEL 5 LEVEL 9Starting Talents: You become New Talent: You become a Novice in a Expert Strike: You know when to strikea Novice in two of the following new talent or gain a degree in a talent with precision and when to strike withtalents: Archery Style, Dual Weapon you already have. power. When you make a
attack withStyle, Single Weapon Style, Throwing a weapon belonging to a group youWeapon Style, Two-Hander Style, or LEVEL 6 possess, you can take up to a 3 penaltyWeapon and Shield Style. You also start on your attack roll to receive a corre-as a Novice in Armor Training. New Specialization: You may choose sponding bonus to your damage roll.
one specialization for your class. You For example, you can take a 2 penalty LEVEL 2 gain the Novice degree of its special- on your attack roll to get a +2 bonus on ization talent. See Chapter 3: Focuses, your damage roll. Alternately, you canNew Ability Focus: You now gain one of Talents, and Specializations. receive up to a +3 bonus on your
attackthe following ability focuses: Cunning roll if you take a corresponding penalty(Military Lore), Dexterity (Riding), or LEVEL 7 on your damage roll.Strength (Climbing). New Talent: You become a Novice in a New Talent: You become a Novice in a LEVEL 3 new talent or gain a degree in a talent new talent or gain a degree in a talent you already
have. you already have.New Talent: You become a Novice in anew talent or gain a degree in a talent Stunt Bonus: You know how to unhinge LEVEL 10you already have. your opponents. You can perform the Threaten stunt for 1 stunt point instead New Specialization Talent: You gain LEVEL 4 of the usual 2. the Master degree in the specialization
talent you gained at level 6.New Weapon Group: You learn a new LEVEL 8weapon group of your choice. LEVEL 11 New Specialization Talent: You gainStunt Bonus: You can strike so fast in the Journeyman degree in the special- New Talent: You become a Novice in acombat that your weapons are a blur. ization talent you gained at level 6. new talent
or gain a degree in a talent you already have.Whats the most pieces youve ever cut someone into in a single swing? Im up to three, but I have someideas. -The Iron Bull38 Chapter 1 - Character CreationLEVEL 12 LEVEL 17 targets (the original target and the two secondary targets) must be adjacent toVeteran: Persevering through long New Talent:
You become a Novice in a you either when you made the attack orhours of practice and many bloody new talent or gain a degree in a talent after youve used the Skirmish stunt toencounters has made you a fearsome you already have. move next to them.combatant. When you inflict damagewith an attack, you can add your focus Stunt Bonus: You can
sweep oppo- LEVEL 18bonus to your damage total if you have nents before you. When you performan applicable weapon group focus. The the Dual Strike stunt with a melee New Specialization Talent: You gainfocus must match the weapon group attack, you can hit two secondary the Master degree in the specializationof the weapon you attack with.
For targets instead of one. All three of your talent you gained at level 14.example, if you attack with a battle axe,you must have the Strength (Axes) LEVEL 19focus to get the +2 bonus damage ofthis power. If you have the same focus New Talent: You become atwice, the damage bonus increases to Novice in a new talent or gain a+3 as well. degree in
a talent you already LEVEL 13 have.New Talent: You become a Novice LEVEL 20in a new talent or gain a degree in atalent you already have. Epic Warrior: Pick one type of stunt (combat, LEVEL 14 exploration, or role-New Specialization: You may choose playing). You gainone new specialization for your class. a +1 bonus whenYou gain the Novice
degree of its generating stuntspecialization talent. points of that type. LEVEL 15New Talent: You become a Novicein a new talent or gain a degree in atalent you already have.Quick Strike: You can make amelee attack vs. an adjacent oppo-nent as a minor action. The attackroll and damage of the quickstrike suffer a 2 penalty. Thisaction cannot be
combined with anexpert strike. LEVEL 16New Specialization Talent: Yougain the Journeyman degreein the specialization talentyou gained at level 14.Chapter 1 - Character Creation 39Equipment Player characters do not generally start their adventures with much to their names. In play your character will have a chance to get better equipment but
must start with the basics. Think of better gear as something to aspire to. Characters begin play with the following: A backpack, travelers garb, and a waterskin. If you are a mage, you get one weapon and a staff (for your Arcane Lance). If you are a rogue, you get light leather armor and two weapons. If you are a warrior, you get heavy leather armor
and three weapons. If you choose a bow or crossbow, you get a quiver and 20 arrows or bolts. If you have the Weapon and Shield talent, you get a medium shield. Make sure to pick weapons from weapon groups your char- acter knows. Otherwise, youll suffer penalties when you wield them, and there will be little point in carrying the weapons around.
Also remember that some weapons have a minimum Strength requirement, so be sure your character is strong enough before picking something like a two-handed sword. Youll also want to write down your armors Armor Rating on your character record sheet. This is a measure of the armors protection and youll need to know that during combat. Your
character also gets 50 + 3d6 silver pieces to buy addi- tional gear. Youll find a complete list of available items in Chapter 4: Weapons, Armor, & Gear. Example Kate is ready to outfit her rogue. She writes on her char- acter sheet that she has a backpack, travelers garb, and a waterskin. As a rogue, she starts with light leather armor and two weapons.
She can choose anything from the rogues weapon groups: Bows, Brawling, Light Blades, Staves. She decides to take a short bow and a shortsword, so she can make both ranged and melee attacks. Since she took a bow, she also gets a quiver and 20 arrows. She then rolls 3d6 and gets 12. That means she starts with 62 silver (50 + 12). She spends 15
of that on a light shield for when things get up close and personal. She also spends 2 silver on 20 yards of rope. That leaves her with 45 silver as the campaign begins, so she has some resources for food, lodging, bribes, etc. Of course starting equipment is merely a suggestion and should be tailored to individual campaigns and concepts as needed. A
game centering around a group of Orlesian nobles might have characters who start out with substantially better arms, armor, and resources while a game where everyone is an escaped slave or prisoner might not even have the modest equipment provided here.40 Chapter 1 - Character CreationDefense& Speed NamesThere are two final numbers you
need to calculate for your What is a character without a name? Although this step ischaracter: Defense and Speed. towards the end of the character creation process, it should not be an afterthought. The right name can be that littleDefense something that sums up who the character is or wants to be. This section contains some naming guidelines for
differentDefense measures how hard it is to hit your character in cultures in Dragon Age and some example names for male andcombat. The higher the Defense, the better. You calculate female genders. Do feel free to make up your own names inDefense as follows: the same style, but try to avoid silly name syndrome (Orf the Dwarf, for example).
Defense = 10 + Dexterity + shield bonus (if applicable) ExampleShield bonuses are explained in Chapter 4: Weapons, Armor, Kates character is a city elf and they typically go by one& Gear. For the moment, you just need to know that light name. Though some have elven names, others try to fit in byshields have a +1 bonus and mediums shield a +2
bonus. giving their children more common Fereldan names. Kate decides her character is named Locke, and that her charac- Example ters cruel human mistress used to call her Lack instead. Kate now calculates her rogues Defense. With her Dwarven Names Dexterity of 4, her Defense is 14 (10 + 4). If she equips her light shield, it rises to 15.
Dwarven society is made up of various houses, each of which comprises a group of families. A dwarf has a given name andSpeed a house name. The house name is sometimes used as a last name and sometimes as part of a title. A dwarf might callSpeed measures gait and quickness of foot. Basically, your himself Bhelen Aeducan or Bhelen of House
Aeducan, forcharacter can move up to a number of yards equal to Speed example, depending on the situation.when taking a move action. This is explained in greater detailin Chapter 2: Playing the Game. You calculate Speed as Sample Female Namesfollows: Althild, Branka, Ethelwid, Hildred, Dwarf Speed = 8 + Dexterity Jarvia, Orta, Peada, Sigge.
armor penalty (if applicable) Sample Male Names Elf Speed = 12 + Dexterity armor penalty (if applicable) Eadrek, Gorim, Kerdik, Legnar, Oerik, Oswulf, Roshek, Vengest, Witred. Human Speed = 10 + Dexterity armor penalty (if applicable) Sample House Names Qunari Speed = 10 + Dexterity Azagale, Cadash, Dunnharg, Gundaar, Korkill, armor
penalty (if applicable) Kitrik, Moratin, Ortan, Tethras, VarenMost suits of armor have a penalty that represents their Elven Namesweight and bulk; this naturally slows characters down some.You can learn more about this in Chapter 4: Weapons, Armor, City elves follow the Fereldan standard. Though they have& Gear. For the moment, you just need
to know that light family names, they are rarely used outside of formal settings.leather armor has no penalty and heavy leather armor has a Dalish elves generally only identify themselves by first namel penalty. as well, but they also have a clan name. These clan names are shared among all members and have been passed down for Example
generations. Clan names are said to date back to a time before the reign of humans, though this is hard to prove given the Kate is ready to calculate her rogues speed. Since her char- lack of historical evidence from that era. acter is an elf, she takes a base of 12 and adds her Dexterity of 4 for a total Speed of 16 (12 + 4 = 16). Her light leather Sample
Female Names armor has no armor penalty, so Speed 16 it is. Kates rogue is quite light on her feet. Adanna, Ashalle, Desta, Elora, Hanan, Maram, Lanaya, Rinalla, Shianni.Chapter 1 - Character Creation 41Sample Male Names the Roman influence of Tevinter has made this hardly the rule for naming there. The people of Par Vollen are Qunari,
Athras, Falos, Harel, Lindel, Masarian, Nethras, so most names there follow their rules. Seheron is a mix of Pellian, Ralath, Sarel, Zathrian. Tevinter and Qunari sensibilities. Common people in most human cultures tend not to make Sample Dalish Clan Names much of their family names, though most do have them. In some places, they may identify
themselves by their trade Alvar, Brightmore, Brunwyn, Ellwood, Fadrick, (Jannelle the Baker) or by their place of origins (Darran of Litwyn, Redway, Winbow, Yonwyn. Highever) if needed. Among the nobility, however, ones family name and title may carry all the clout, and are usedHuman Names liberally by those who care about such things.Human
names tend to be based on their nation of origin. ANDER NAMESEach nation has a rough, real world equivalent. Tevinternames generally sound Roman. For Ferelden and much of Sample Female Namesthe Free Marches, mostly think England or Ireland, thoughthe multicultural Marcher states allow for some freedom Adelheide, Anke, Gunda, Jana,
Korinne,from rules generally followed elsewhere. Orlais is old Marliss, Narika, TheaFrench. Nevarran names tend to have an Austrian edge tothem, like Pentaghast or Van Markham. Antivan names are Sample Male Namespredominantly Italian or otherwise Mediterranean. Trevisoand Rialto are two major centers there. Rivain is similar, Axel, Detlef,
Ewald, Friedal, Gerlach, Janko,though the Spanish influence is more apparent. There are Konrad, Otwin, Raimund, Velkeralso significant numbers of Qunari in Rivain. The names ofpeople from the Anderfels are roughly Germanic, though ANTIVAN NAMES Avvar Names Sample Female Names The Avvar are divided into clans, each centered on a
Abele, Chiara, Donata, Gemma, Leonor, settlement called a hold. Clans are usually named for Marisa, Nives, Piera, Reyna, Valeria. their hold beast, or occasionally for deeds of valor, so the Stone-Bear clan resides in Stone-Bear Hold. Sample Male Names Avvar go by two names, a first name and either a byname Adan, Basilio, Dimas, Gianni, Ignacio,
or a legend-mark. First names are roughly Nordic or Marzio, Roldan, Sabas, Tore, Zacaras. Germanic inspired. Bynames indicate the parent of the same gender as the child with sen for son of or dotten CHASIND NAMES for daughter. Sample Female Names Legend-marks replace the byname, and are awarded by the clan for notable deedsnotable, but
not necessarily Ancret, Branwayn, Denore, Gaenor, Jocosa, good, heroic, or great. So Thane Svarah Janesdotten, Lisotta, Meryld, Tiriel, Vanora, Yismay. who gained notoriety for having once caught her hair set on fire during a battle might be given the legend- Sample Male Names mark Sun-Hair, but she might not be pleased about it. Like clan and
hold names, legend-marks are usually Aleyn, Cenayn, Drystan, Gawne, Helayn, hyphenated. Jasce, Neel, Ronayn, Tygell, Walgan. Sample Female Names FERELDAN NAMES Agnes, Anja, Astrid, Dagmar, Lilja, Sigrid, Svarah Sample Female Names Sample Male Name Anora, Brianne, Leandra, Meghan, Moira, Sarah Amund, Arne, Bertil, Dietmar,
Gurd, Helsdim, Olaf Sample Male Names Sample Clan Names Adam, Alistair, Edward, Garrick, Landon, Marden, Robert, Richard Stone-Bear Hold, Wyvern Hold, Red-Lion Hold, Eagle-Reach Hold RIVAINI NAMES Sample Legend-marks Sample Female Names Bright-Ax, Sun-Hair, First-Thaw, Star-Caller, Feather-Fall Carmen, Daniela, Isabela, Lucia,
Nina, Sol Sample Male Names Alano, Amador, Felipe, Gil, Lalo, Rafe, Ruy42 Chapter 1 - Character CreationMARCHER NAMES 43 Sample Female Names Aida, Becca, Erie, Gwyneth, Hilde, Lilla, Mildred, Tetwin, Wilhelmina. Sample Male Names Aidan, Burgess, Cedric, Orsino, Paul, Sebastian. NEVARRAN NAMES Sample Female Names Ada,
Cassandra, Emmeline, Forsythia, Gabriele, Klara, Rosamund Sample Male Names Almeric, Aurelian, Caspar, Leonid, Matthias, Nestor, TyphonORLESIAN NAMES Sample Female Names Aline, Carrine, Elodie, Evette, Josette, Manon, Perrine, Roselle, Solange, Violette. Sample Male Names Bastien, Fulbert, Ghyslain, Guy, Justien, Lazare, Michel,
Pierre, Urbain. Sample Family Names Azoulet, Belal, Chavel, Gautron, Mellerin, Pallier, Richomme, Trillaud, Vedel. TEVINTER NAMES Sample Female Names Calpernia, Claudia, Julia, Livia, Murcia, Severina Sample Male Names Almadrius, Amatus, Darinius, Dorian, Ether, Florian, TarsianQunari &Tal-Vashoth NamesThere are very few if any Qunari
who know their birth name.These names, kept by the Tamassrans, are made secret.Instead, Qunari are named for the role they play in society.For those of the Beresaad this is specifically a military rank.Some suitable ranks are given below, with descriptions inparenthesis.The Tal-Vashoth, having generally rejected Qunari society,do not abide by
these naming conventions. Since the namesof their ancestors are lost to them, many take to choosing aqunlat word and using that as their name. Examples again arebelow, with descriptions in parenthesis.Chapter 1 - Character CreationSample Beresaad Ranks Ties Ashaad (scout), Karasaad (mid-rank infantry soldier), The classic RPG set-up has the
group meeting up in a tavern Karashok (private), Karasten (corporal), Sten (infantry and embarking on a series of death-defying quests together despite being virtual strangers. That sort of approach can platoon commander). work if you are developing the characters as the campaign goes on. The groups cohesion will be stronger, however, if Sample
Tal-Vashoth Names the characters start with some ties. It doesnt mean that all the characters need to know each other before play begins, Aban (the sea), Dathras (cattle), Hissra (illusion), Issala but they should have some connections. Characters might(dust), Kadan (friend), Kata (death), Maraas (nothing), Sataa have grown up in the same village,
served in the same mili- tary unit, or even been romantic rivals. Or maybe they are (the world), Shok (struggle), Taam-kas (battle axe). distant cousins, chased by a shared enemy, or in debt to the same underworld figure. Goals & Ties You should try to come up with at least one tie for each otherNow your character is almost ready to go. Before you
jump player character, even if its a tenuous one. The group bondinto your first adventure, though, take a few minutes to think will grow over time but its a good idea to plant the seed earlyabout your characters goals and what ties you might have so it can grow.to other characters in the group. Even if youve made yourcharacter on your own, its a
good idea to take these last steps Exampletogether. Setting up goals and ties as a group allows you toriff off each other and come up with ideas that are comple- The other players in Kates group are Gloria, who is playingmentary. a Ferelden warrior named Ulla, and Keegan, who is playing a circle mage named Oswald. Gloria was intrigued byGoals
Lockes goal to find her missing brother. She decides that Ullas best friend also left home and never returned. UllaYour character can have any number of goals, but try to come found out that Lockes brother was on the same journey andup with at least three. Goals usually have something to do tracked down Locke to see if she knew any more.
Keeganwith why your character became an adventurer in the first decides that Oswald has but slight connections with theplace. Its not a common calling after all, and certainly not a other characters. Locke was briefly a servant in his Circlesafe one. These driving forces often translate into one or more tower (perhaps they share a secret from this
time?) and Ullagoals. served as bodyguard for some of his Circles mages. With that finished, they are ready to play!When making your list, try to come up with a mix of short-and long-term goals. Short-term goals are things you want to The Next Stepfocus on now, and long-term goals are of a size and scope thatmay require years or even decades of
struggle. A good GM Once everyone has completed making characters, you arewill take your goals into account when running the game, and ready to get your game on! The next logical step is for you tothe more info the GM has to work with, the better. read a bit more deeply into the next few chapters.So what makes a good goal? Two things. First, a
good goal If you havent already, take a look at Chapter 2: Playingshould help define your character by making explicit what is the Game. It explains the basic rules of Dragon Age andimportant to him. Second, it should provide story hooks that should prepare you for your first session.other players and the GM can grab and use in play. If youd like to
learn more about some of your Example characters abilities and perhaps look at ahead at ways to develop in the future, take a look at Chapter 3: Kate is nearly finished with Locke. At the first session of Focuses, Talents, & Specializations. the campaign, she gets together with her group to finalize their characters. Kate decides that a good short-term
goal If you want to delve more deeply into what it means is that Locke wants to find her missing brother. He left to be a player in a roleplaying game and read about the alienage on a mysterious mission and never returned. some additional ways to develop your character, read Lockes next goal is to learn the elven language. Few city Chapter 6:
Advanced Roleplaying. elves speak it anymore and she wants to reconnect with her heritage. Lastly, she picks a long-term goal of destroying If you want to learn more about the world, check out the alienages and finding a new homeland for her people. Chapter 7: Welcome to Thedas. She may not see this in her lifetime but she will strive to make it a
reality. If all that reading sounds like too much bother, thats all right! Learning the game through play is a perfectly valid methodGuidelines for designing more complex and longer-term char- too. Jump on in, and explore the world of Dragon Age!acter goals can be found in Chapter 6: Advanced Roleplaying.44 Chapter 1 - Character CreationChapter
2By now youve seen almost all the elements of the Playing the Game Dragon Age RPG, but you havent seen how they all work together. That is what this chapter is Tools of the all about. First, it gives some practical advice on Roleplaying Tradebeing a player. It starts with the basics of roleplaying andthen follows that up with the remaining rules of
play, giving Your character sheet is a good place to start. Youll find ayou what you need to know when you sit down at the table. character sheet at the back of the book and you can photocopyHere you will find rules for ability tests, narrative and action this as needed. You can also find printable versions of thetime, combat, stunts, and healing. After
that it returns to a Dragon Age character sheet at the Green Ronin Publishingmore advanced discussion of roleplaying for those ready to website. The character sheet is the cornerstone of your PC.move on from the basics. Make sure you bring it to each game session, as playing without it is difficult. Some players leave their characterIf you feel a bit
overwhelmed after reading this chapter, dont sheets with, or make copies for, the GM to make sure this isntworry. You dont need to memorize all this to play. The GM is a problem.there to help adjudicate the rules, and youll pick things up asyou play. And while reading the rules is important, nothing is You should also ensure that your character sheet
is up toa substitute for play. It is during a live game that youll really date. Its up to you to track Health, experience points, abilitysee how it all fits and works together. increases, money, and other details. When you show up at a session, your character should be ready to go. Health Player Basics is going to change the most, going up and down as your
character gets into fights and heals up. You may want toAs youve surely noticed by now, this book contains a fair track this on scratch paper so you dont have to constantlyamount of rules material. The nuts and bolts of the game erase your sheet during play. If your character is woundedsystem are explained, along with plenty of examples to make at
the end of a session, be sure to note current Health so youeverything clear. If youve never played a roleplaying game have that for next time.before, though, you may still be wondering what it meansto be a player. Before getting into the nitty-gritty of ability Youll also want to bring dice (at least 3d6, with a differenttests and running combats, its
worth taking a step back and color for the Dragon Die), a pencil, some scratch paper forreviewing a few basics. notes, and any drinks and snacks you might want during play. You may also need to bring one or more miniatures if you are using battle maps (see page 52).Chapter 2 - Playing the Game 45Playing Adventures Ability TestsDuring a session
you will play your character through an The Ability Test is at the core of all the rules for Dragon Age.adventure. Its the GMs job to present the adventure and If you can understand this one rule, youre well on your wayyours to play a leading role. An adventure is played out in a to figuring out the rest of the game as everything from castingseries of
scenes known as encounters. Each encounter builds spells to carving up an ogre with your sword derives fromon the last and leads ultimately to a climax and a conclusion. it. Yes, combat, magic, and other special circumstances doAt the end of each play session you get experience points have additional rules that help model certain concepts
andbased on the resolution of each encounter. keep things varied and interesting, but at the heart of conflict, action, and interaction in the rules is the Ability Test. So whatThere are three basic types of encounters in Dragon Age: is it? Lets find out. Combat Encounters: These are the classic action scenes During a game session, the GM sets the scene
and then the that pit the adventuring group against one or more foes. players decide how their characters act and what they do in that scene. As a player, you narrate the actions of your Exploration Encounters: These scenes are about character. You might say, I search the library for a tome about delving into the environment, and include such the
Fade. The GM tells you the results of your action, and challenges as finding clues, overcoming natural hazards, may introduce new elements into the scene. Their response avoiding traps, and solving puzzles. might be: You search for 10 minutes but before you find what you are looking for an angry priest bursts into the library and confronts
Roleplaying Encounters: These scenes are for you. conversation, intrigue, and investigation. When your character is taking everyday actions that doEach type of encounter has different challenges and rewards. not have a significant chance of failure, no dice need to beSome require a lot of dice rolling and others none at all. rolled. Its enough to say
that you are walking to the tavernDifferent players around the table may prefer different types or buying a dagger from the local weaponsmith. When youof encounters. One may live for the thrill of combat, another want your character to do something that requires risk or hasfor the challenge of problem solving, and another for the a real chance of
failure, thats when the dice come out.immersion of roleplaying. A good adventure will use all threetypes of encounters to mix things up and provide something To resolve actions you must roll an ability test. These tests arefor everyone. the heart of the Dragon Age system and youll make many in each game session. Ability tests are easy to learn and
quick to resolve, so the game can keep moving at a good pace. To make an ability test, first pick up three six-sided dice (3d6). Two of the dice should be one color and the third a different color. The off-color die is known as the Dragon Die (see The Dragon Die sidebar on page 47). Roll all three dice and add the results together; you want to roll high.
You then add the ability youre testing and another 2 if you have an applicable ability focus. The final number is your test result. Test result = 3d6 + ability + focus Even if you have several focuses that could apply, you can only use one on a test. You can never gain the benefits of more than one focus on an ability test. Example The rogue Gerhard is
trying to vault over a fence while on the run. The GM decides this is a Dexterity test. Gerhards player rolls 3d6 and gets a 10 (3 + 3 + 4). He then adds his characters Dexterity of 3 and another 2 because he has an applicable focus (Acrobatics). Gerhards final test result is 15 (10 + 3 + 2). When ability tests are referred to in Dragon Age books, they
use the following format: Ability (Focus). Cunning (Arcane Lore) and Constitution (Swimming) are examples of this format. In most cases, it does not matter if you have the listed focus. You can still attempt the test; you just wont get the bonus a focus provides. Some tests demand specialized skill46 Chapter 2 - PlayinAgdtvheersGaramieesUsing the
Rules and Introducing New OnesAs youll probably notice when you first start playing Dragon Age, the best way to assimilate all the information and rulesis to jump right in and give them a try in your campaign. The best way to approach the rules presented is simply to startusing them. Dont study and agonize. Just go for in.Of course, this can get
overwhelming and you dont need to introduce every single rule in your first session or even firstfew sessions. In fact, you probably shouldnt. Start with the basics: combat, ability checks, and basic stunts like combatand magic. If exploration and roleplaying stunts are too confusing or intimidating at first, add them later. Some rules, likethose for
running Organizations and the Advanced Spell Stunts from the Magic chapter, should definitely be added onlyonce youre comfortable with the basic rules.If, when you try out some new rule, you get confused or things dont go exactly the way you were expecting, the GM shouldmake a quick ruling and keep the game going forward. Then, after the
session, anyone whos interested in revisiting whathappened can talk, with a little bit of distance, about any troubles the group had. You can figure out what you might havedone wrong, or, if you just dont dig the rule, you can introduce a house rule for use in the future. Keep the game going inthe moment and debate the rules later.or knowledge to
even attempt, however, and those require The Dragon Dieyou to have the focus to even attempt the test. If you donthave the required focus, you automatically fail. These testsnote that the focus is required by using this format: Cunning(Navigation required).Example The mage Lorrahn and the rogue Gerhard find a book You always roll three dice
when taking an ability written in a strange script. Naturally, they try to decipher test, two dice of one color and one die of another. The it. The GM tells the players that the test will be Cunning off-colored die is known as the Dragon Die and it has (Arcane Lore required). Lorrahn has the Arcane Lore several uses in the game system. It is used to
measure focus so he is able to make a test and read the book. Gerhard degrees of success, to break ties, and to generate stunt does not have the focus, so he has no hope of deciphering points. When you see a reference to the Dragon Die, the book. Its gibberish to him. just remember its the off-colored die from ability tests. The official Dragon Age
dice created by Q-Workshop areStunt Points pictured above, but you can use any 6-sided dice.When doubles are rolled on certain types of tests, this gener- 1. You tell the GM what you are trying to do.ates stunt points. You can then use these points to pull off anumber of special maneuvers. Stunt points are used primarily 2. The GM determines the
ability to be used and thein combat encounters (see page 54) to keep fights dynamic applicable focus (if any). They then assign a targetand fun, along with spell stunts, which let mages enhance number to the task based on its difficulty and thetheir spells (see page 106). prevailing circumstances.If your GM permits it, you can also use stunt points in
explo- 3. You make an ability test and figure out your test result.ration and roleplaying encounters Check out Chapter 6:Advanced Roleplaying for more information on those options. 4. If your test result is equal to or greater than the target number, you have successfully passed the test andTypes of Tests completed the action.Now that you have the
final result of the ability test, you need to Examplecompare it against another number to determine the outcomeof the attempted action. There are two common types of test, The rogue Gerhard is trying to climb a building in thebasic and opposed, and you resolve each in a different way. dark of night. The GM decides this is a Strength test and
Climbing is the obvious focus. The wall has many handholdsMaking a Basic Test but it is dark, so the GM decides the target number is 13. Gerhards player rolls and his test result is a 14. Despite theThis is the most common sort of test. In a basic test, you darkness, the rogue skillfully climbs the wall.are rolling against a fixed target number
(abbreviated TN)determined by the GM.Chapter 2 - Playing the Game 47Basic Test Difficulty ExampleWhen a character takes a basic test, the must roll vs. a Gerhard has made his climb, but he notices that a womantarget number (TN) picked by the GM. The GM determines is stargazing on the opposite side of the roof. He wantsthe target number
based on their assessment of the tests to quietly sneak to the trapdoor and slip into the buildingdifficulty. The GM should take all relevant factors into without the woman noticing. The GM decides that thisaccount, including terrain, weather, equipment, assistance, is an opposed test of Gerhards Dexterity (Stealth) vs.and so on. The GM may also
choose to keep the target the womans Perception (Hearing). Gerhards playernumber secret under certain circumstances. The following rolls a 10 and the GM rolls a 12 for the woman. The GMtable provides benchmarks for basic test difficulty. relates that the rogue was approaching the trapdoor when he kicked a potted plant he hadnt seen in the
dark. At theBasic Test Difficulty sound, the woman whips around and sees Gerhard. Now the rogue may be in trouble.Test Difficulty Target Number Routine 7 Tests and TimeEasy 9 The GM determines how much time each test takes. This can vary from just a couple of seconds to an hour or more Average 11 depending on what you are attempting.
Sliding a dagger upChallenging 13 your sleeve without anyone seeing would be a minor action taking but a moment, while asking around town about aHard 15 specific person might take two hours.Formidable 17 While you most commonly take tests when you initiate an Imposing 19 action, sometimes you take them as a reaction or to resist something
or someone. If pushed to the edge of a cliff, forNigh Impossible 21 example, you might have to pass a Dexterity test to avoid falling. Or if a mage cast a spell at you, you might have toMaking an Opposed Test make a Magic test to resist the effects. These sorts of reaction tests usually happen on another characters turn and takingWhen your character
is competing with another character them is considered to take no time. When it comes around todirectly, you must make an opposed test to see what your turn again, you get your two actions as usual.happens. In this type of test, both characters get to roll andthe results are compared. Another way to think about it is Degrees of Successthat your
target number is determined by your opponentstest result. Most of the time, you only need to know if you succeeded in your ability test. Sometimes, however, its important to know1. You tell the GM what you are trying to do. how well you succeeded. This is one of the uses of the Dragon Die. Check the dice on your ability test and note the number?2.
The GM determines the ability and applicable focus (if on the Dragon Die. If you are level 6 or higher, you can add any) to be used by you and your opponent. They may the tests focus to the Dragon Die if you have it. The higher then assign bonuses or penalties to the ability rolls to the final number, the more impressive your success. A 1 on either of
you that take circumstances into account. the Dragon Die means you barely pulled it off, while a 6 or better means you did it spectacularly. Note that if you failed3. You and your opponent both make ability tests and the test, the result of the Dragon Die is irrelevant. figure out the test results. Example4. Compare the test results. If you beat your
opponents test result, you win. If theres a tie, whoever rolled The rogue Gerhard, forced to flee the scene of an higher on the Dragon Die wins. If its still a tie, whoever attempted burglary, wants to stash his gear in a stables has the higher ability wins. while he hides in plain sight at a tavern. Guards will be searching for clues so the GM wants to know
how goodThis same process can be used when more than two characters a job Gerhard did hiding his kit. Gerhards player rollsare competing. In such cases, everyone makes an ability test a successful Dexterity (Legerdemain) test and gets aand all results are compared. The highest test result is the 5 on his Dragon Die. That means the gear is very
wellwinner, with ties broken as in step 4. hidden indeed. When guards search the stable, the GM reflects that by adding 2 to the tests target number. WithAlso note that that it isnt necessarily the case that all the added difficulty, none of the guards find the kit andcharacters will be using the same ability. That would Gerhard enjoys his drink in
peace.make sense in an arm wresting bout, for example, withboth characters making Strength tests. Other situationsmay require pitting one ability against a different one. Abodyguard trying to penetrate a spys disguise, for example,would take a Perception (Seeing) test and their opponent aCommunication (Disguise) test.48 Chapter 2 -
PlayinAgdtvheersGaramieesNarrative Time When action time begins, the following procedure is used.It is the GMs job to track time in the game. It is divided into 1. The GM says, Roll for initiative. Action time is now intwo types: narrative time and action time. effect.For much of play, time tracking will be rough. It isnt important 2. Each player makes
an initiative roll. This is a Dexterityto track things to the minute in most circumstances. If you (Initiative) ability test. The GM rolls initiative for eachtell the GM you want to climb a ridge to get a view of the major NPC and each group of minor NPCs (major NPCssurrounding countryside, they might say, It takes you about an act individually, while
minor NPCs act together in groups).hour to make the climb. Long distance travel is usually handledthis way. A GM might say, Three days later you ride into town. 3. The GM compares the test results of all the charactersThis sort of loose tracking is narrative time. A typical game will and arranges them from highest to lowest into anhave sections of
narrative time and action time interspersed. initiative list. This is the order that characters will takeWhen the GM says, Roll for initiative, thats the signal that the their turns in each round of the combat. If theres a tie,game is switching into action time. whoever rolled higher on the Dragon Die wins. If its still a tie, whoever has the higher ability wins.
Action Time 4. The character at the top of the initiative list takes theirWhen things get tense and it starts to matter who does what turn. On a turn, a character can take a major action andin which order, narrative time ends and action time begins. a minor action or two minor actions. Once the actionsAction time is most commonly used to handle
combat, but it are resolved, this characters turn is over.has other uses as well. Anything that would be considered anaction scene in a movie can be handled with action time. 5. The next character on the initiative list takes their turn.While narrative time is loose, action time is more tightly 6. Repeat step 5 until each character has taken a turn.defined.
Once it begins the GM tracks time in 15-secondincrements called rounds (so there are 4 rounds in a minute). 7. Once each character has taken a turn, the round endsDuring each round every character or creature in the and a new one begins. Continue steps 4-7 each round.encounter gets an opportunity to act. Once everyone has Initiative does not
need to be rolled each round. Thetaken a turn, the round ends a new one begins. order remains set for the duration of the encounter. If new characters join the encounter, they roll initiative at the start of the round they appear and are added to the initiative list. 8. When the encounter is finished, the GM declares that action time is over. Narrative
time now resumes.Chapter 2 - Playing the Game 49 The Dalish Curse was originally in Dragon Age RPG Set 1 and is the most-played adventure for the game. Set 1 is out of print, and the adventure doesn't appear elsewhere, so we've released it as a free download.Duty Unto Deathis a complete, free adventure for characters of level 2 or 3, including
player handouts and the same 3rd level pre-generated Grey Warden recruits that the aforementioned quartet adventured within Ferelden. Just addDragon Age Set 1,and you're ready to go! (You canget the PDF versionright now if you don't have it.) This section presents an index, automatically generated by our server, of all the free downloads
available for fans of the Dragon Age RPG, as well as Fantasy AGE and Titansgrave. We hope you find this page useful. Sort: [Newest first] [Oldest first] [Alphabetical] Modern AGE RPG: Free DownloadsThis section presents an index, automatically generated by our server, of all the free downloads available for fans of the Modern AGE RPG.Sort:
[Newest first] [Oldest first] [Alphabetical] Blue Rose AGE RPG: Free DownloadsThis section presents an index, automatically generated by our server, of all the free downloads available for fans of Blue Rose: The AGE RPG of Romantic Fantasy.Sort: [Newest first] [Oldest first] [Alphabetical] Dragon Age is a tabletop roleplaying game of dark fantasy
adventure based on BioWares computer game. In the Dragon Age RPG you and your friends can take on the personas of warriors, mages, and rogues in the world of Thedas and try to make your names by overcoming sinister foes and deadly challenges. You may face down one of the vile darkspawn in ancient dwarven ruins, engage in a duel of wits
with an Orlesian noble, or uncover the secrets of the Fade. You may win renown or you may die alone in the trackless wilderness. Whatever your fate, your story will your own to tell. In Dragon Age you make the choices and try to survive the consequences.What is tabletop roleplaying? Dragon Age is whats known as a tabletop roleplaying game, so
named because you usually play while sitting around a table with your friends. The action is similar to computer roleplaying games. You can play a character who goes on exciting and dangerous adventures in a fantasy world. The difference is that you do it all with your imagination instead of a computer. One person must be the Game Master (GM).
The GM presents the story and acts a referee. Those remaining are the players. Each player makes a character and roleplays him or her in the ensuing adventures.More about Dragon Age Fantasy roleplaying goes back to its dark and gritty roots with the Dragon Age RPG, the latest game from the company that brought you A Song of Ice and Fire
Roleplaying and Mutants & Masterminds. Based on the highly anticipated Dragon Age: Origins computer game, the Dragon Age RPG brings the excitement of BioWares rich fantasy world to the tabletop. Make your own heroes and control your own destiny in the lands of Ferelden and beyond.Designed by award-winning author Chris Pramas
(Warhammer Fantasy Roleplay, Freeport), Dragon Age features an all-new game system thats both easy to learn and exciting to playthe perfect portal to tabletop roleplaying. The game includes everything you need to get started, from character creation and rules of play to Game Master advice and an introductory adventure. So gather your friends,
grab some dice, and get ready to enter a world of heroes and villains, of knights and darkspawn, of gods and demonsthe world of Dragon Age!Dragon Age RPG Quickstart Guide (Free!)With this free download and three six-sided dice (two of one color and one of another) you can learn how to play Dragon Age for free!Dragon Age RPG Set 2 PDF
PreviewDragon Age RPG Set 1 ErrataBlood in Ferelden Developers JournalDragon Age Grimoire (PDF)Dragon Age Two-Page Character Sheet (PDF)GM Aid: Quick Reference Sheets (PDF)GM Aid: Combat Cards (PDF)Sample Dragon Age Characters (PDF)Set One Preview 2: Magic (PDF)Set One Preview 1: Rogue (PDF)Design Diary 3: Character
CreationDesign Diary 2: The Heart of the GameDesign Diary 1: The Dragon Age BeginsDragon Age RPG Cover PreviewPress ReleaseHeres the press release from when we announced getting the Dragon Age license back in May 2009. It seems like just yesterday I was wondering if this Y2K bug would indeed wreak global havoc (spoiler alert: it didnt)
while working on plans to start a new game company. Now here we are 18 years later and Green Ronin is still going strong. Although last year was challenging in many ways, we are starting 2018 in a great position. We have a bunch of projects nearing completion, fantastic new games in the works, and great prospects for the future. Today Im going
to talk about our plans for the next six months. Ill then do another one of these in June to discuss the second half of the year.The Expanse Our biggest project this year is The Expanse RPG. We announced that wed licensed James S.A. Coreys terrific series of scifi novels last year and since then Steve Kenson hasbeen leading the team designing the
core rulebook. In a few months we will be Kickstarting The Expanse RPG and the rules will actually be done before we even start the crowdfunding campaign. The game uses our popular Adventure Game Engine, as previously seen in our Dragon Age, Fantasy AGE, and Blue Rose RPGs. Were excited to take AGE into the future! The Expanse RPG will
release in August, debuting at GenCon.Modern AGE and Lazarus Want a new AGE game before the summertime? Weve got you covered! Modern AGE launches in the Spring thanks to the hard work of Malcolm Sheppard and his team. The game lets you run games anywhere from the Industrial Revolution to the near future, with or without
supernatural powers as you prefer. Concurrent with that well be releasing the World of Lazarus, a campaign setting based on the amazing Lazarus comic by Greg Rucka and Michael Lark. Its compelling setting provides some timely commentary on current political trends and is a great place to tell stories.Fantasy AGE, Dragon Age, and Blue Rose
Fantasy AGE and Dragon Age fans will be delighted to hear that two long awaited books are nearing release. Jack Norris and his team have finished the Fantasy AGE Companion and Faces of Thedas and both are now in layout. The Fantasy AGE Companion is the first big rules expansion for FAGE, offering up many ways to expand your game. Faces of
Thedas brings a plethora of Dragon Age characters from the video games, novels, and comics to life, and adds some great new rules for relationships and romance. Speaking of romance and fantasy, Joe Carriker and his team have been working on the next book for our Blue Rose RPG. Aldis: City of the Blue Rose is a comprehensive sourcebook about
the capital of the Kingdom of Aldis.Mutants & Masterminds We are kicking off 2018 with a bang with the release of the new edition of Freedom City, the signature setting of M&M since the games first edition. It releases to stores this week so now is the time to check out the city that started it all. Later in the Spring well be releasing Rogues Gallery,
a new collection of villains for your campaign. Crystal Frasier skillfully shepherded both of the books to completion, though they were begun by her predecessor. The first book she led from start to finish was actually the World of Lazarus but youll be seeing more of her vision of Mutants & Masterminds later in the year with the Basic Heros Handbook
and Superteam Handbook.Nisaba PressLast year we hired Jaym Gates to start a fiction line for us, and this year her diligent work will pay off as Nisaba Press takes off. We will be releasing short fiction from our various settings monthly, and releasing two novels a year. The first will be Shadowtide, a Blue Rose novel by Joe Carriker. Well be following
that up later in the year with our first Mutants & Masterminds novel.Freeport and Ork At the start of this article I mentioned the beginnings of Green Ronin back in 2000. The companys very first releases were Ork! The Roleplaying Game and Death in Freeport, a modest adventure that launched our longest running property. The new edition of Ork is
finished and entering layout. Its great beer and pretzels fun. Return to Freeport is a six-part Pathfinder adventure coming later in the Spring in which Owen K.C. Stephens and his team really captured the feel of the City of Adventure.SIFRP and Chronicle System All good things must come to an end and such is the case with our beloved Song of Ice
and Fire Roleplaying. Our license expired in 2017 so there will be no new material forthcoming. We can continue to sell the books weve already released, however, so those will remain available to those who want to adventure in Westeros. Our series of compatible Chronicle System PDFs will also continue, first with Desert Threats, a new collection of
creatures. Some of the rules material from our last planned SIFRP book, the Westeros Players Companion, will be released under the Chronicle System brand with the Westeros specific content removed.To the Future! As you can see, weve got an action packed six months ahead of us. Later in the year weve got excitement like the Sentinels of Earth-
Prime card game and the Lost Citadel campaign setting for D&D 5E. Thanks for your continued support! We really do appreciate it. Heres to some great gaming in 2018!Welcome to the Green Ronin Freebooter GM Information Hub!Green Ronin Publishing is looking for some great new folks to run our games at select conventions. You may have seen
us promoting our program at GaymerX and Gen Con, but for 2018, were expanding out to more shows. Heres some information about various shows were looking for folks to submit games.Gen Con 2018Many of our games, especially Mutants & Masterminds, are on the list of Gen Con High Demand Games. Over the years, we have also received a lot
of requests for more Dragon Age, plus were always happy for more Song of Ice & Fire. For 2018, we hope to expand that out more with lots of submissions for Blue Rose RPG, The Lost Citadel RPG, Fantasy Age, Titansgrave, Freeport, Critical Role Campaign Setting, Lazarus, Love 2 Hate, and more.Were looking for volunteers to run games, whether
one session or 4-days of sessions. Heres how it works:Green Ronin arranges for a GM Badge in return for 12-hours worth of game time scheduled.For 16+ hours of game time scheduled, wewill reimburse your hotel based on of a regular rate. As an example, if a room is $200 per night well pick up your part, so $50 per night!Green Ronin must submit
your games to count towards the GM Badge reimbursement and hotel room reimbursement.You are still welcome to submit games via your favorite game group or other game companies, but we will only pick up badges/hotel reimburse for our submitted games.Dont need a free badge or hotel reimbursement? Wed still love to feature your game! If
you submit a game with your favorite gaming group, or on your own, let us know and well promote your game via our social media and at the Green Ronin Publishing Booth.Other shows:Well also be looking for Freebooter GMs at the following shows in 2017 and 2018! We will update the info here when we know what we can offer folks who can do the
shows. If youre interested in any of these shows below, please submit on the form at the bottom!2017GeekGirlConPAX Unplugged20180rcaConNorwesconChupacabraConUK Games ExpoOrigins Game FairGen Conlf youre interested in the Gen Con Volunteer GM Program for 2017, you canfill out this handy formso we can email you with information.
Thank you for your interest in running games for Green Ronin Publishing! Questions? Email Veronica at rubytemplar@greenronin.comHappy Gaming! Happy 50th Anniversary to Gen Con!Team Ronin is super excited about Gen Con this year, especially with the success of our updated Freebooter GM Program. We decided to focus on our one big
event, as were kinda small to support events all over the country and beyond. Make with the clicking to read about the program here.Many folks think Green Ronin is a huge company, but were actually very small. The upside to this is that we can work closely with our GMs to grow this program; it wouldnt be as successful without their spectacular
feedback. And since it was our first big push, with setting up GM Badges and hotel reimbursement, it helped us make the 2017 Gen Con program even better. Last year, we fielded 24 GMs running over 90 games. Some folks ran one or two games, and some ran more. Some folks ran 2-hour games, and some ran 6-hour games. Really, it was great to
have so many folks concentrating on Green Ronin games. We were even in our own room in the Convention Center itself, which was WONDERFUL. For the folks who signed up early, who communicated well with us about their needs and desires, it was super easy to accommodate folks, like subbing out GMs when we had scheduling issues. For folks
to get hotel reimbursements, it was super easy! You just had to email me your receipt and we sent you the reimbursement! Almost everyone followed directions well so we were able to take care of just about everyone by the time Gen Con was all finished! We had a lot of folks GMing for us who had never been to Gen Con before, or GMd at a
convention ever, which meant so much to us. And our experienced Veteran GMs were on hand to help out the new folks. The Freebooters are a small team, but a wonderful team! Heck, a bunch of new folks to our program even got together and split a room together! They held each other together while I was off doing Geek & Sundry and Gen Con
Industry Insider stuff! Many GMs kept things simple, and many of them printed out great color sheets, special hand outs, and whatnot. Some GMs used our published Quick Start adventures, some used their own home brew. Some used adventures which we havent yet published, to be the first to run said adventures. Why am I tell you all this?
Because we want you to run our games! Everyone is welcome, no matter your experience, or lack thereof. If you have GMd a home game, you can GM for us! You can run what you want, when you want.And if you want to, well arrange a GM badge for you, so you can get reimbursed by the Gen Con system, and well reimburse you for part of your
hotel. For 12-hours of games submitted, well arrange the GM badge. For 16+ hours of games scheduled, we will reimburse your hotel based on of a regular rate. As an example, if a room is $200 per night well pick up your part, so $50 per night!Green Ronin must submit your games to count towards the GM Badge reimbursement and hotel room
reimbursement.You are still welcome to submit games via your favorite game group or other game companies, but we will only pick up badges/hotel reimburse for our submitted games.AND! Based on feedback from the 2016 GM Team, well have ribbons and dice for you to give your players, plus a variety of other hand outs. And maybe something
cool for YOU, too! Were still hammering out those details.If youre interested in signing up, click here to fill out this quick contact form. Early submissions have started this week, and will run until Feb 19th. Regular Event submissions are due by March 26th, so we want to get your games in the system as soon as possible. I can help!If you have general
questions, you can email me directly! donna@greenronin.com New Years Message 2017Welcome to the new year, my friends and fellow gamers! Here at Green Ronin we have been rousing ourselves from our holiday torpor and getting ramped up for 2017. As long time fans know, I traditionally write a message in January to discuss what we have
coming up in the new year. And that is true but Im going to do it a little differently this year. Today I will talk about what we have coming your way through the Spring, then in June I will do a second one of these that covers the rest of the year. So lets get to it!New FacesIn December Crystal Frasier came onboard as our new Mutants & Masterminds
developer. She introduced herself in a previous Ronin Round Table, which you can read hereif youd like to learn more about her. We are confident that Mutants & Masterminds is in great hands with Crystal.Today Id like to welcome another new Ronin to the ranks: Malcolm Sheppard. He is a 17 year veteran of the game industry who has done a
boatload of work for White Wolf and Onyx Path, amongst others. Malcolm will be doing design and development work for us on a variety of lines. You can think of him as a sort of developer-at-large. Hell be working on Adventure Game Engine (AGE) games for sure, as well as some other projects youll hear more about later. Please help me welcome
Malcolm to Team Ronin!Mutants & MastermindsWe are kicking off the year with a major release for Mutants & Masterminds: the Atlas of Earth-Prime. Youve seen parts of this setting before in Emerald City, the Cosmic Handbook, Hero High, and many other Mutants & Masterminds books, but now Earth-Prime is getting full campaign setting
treatment. The Atlas of Earth-Prime releases in just two weeks. You can still get in on the pre-order nowif you are quick about it.In the Spring well be following that up with Freedom City. This was the original campaign setting for the Mutants & Masterminds RPG going back to 2003. The new book brings Freedom City fully into Third Edition, and
creates a triumvirate of super power with Emerald City and the Atlas of Earth-Prime!AGE GamesThe big Adventure Game Engine excitement for the first half of the year is the release of Blue Rose, our RPG of Romantic Fantasy, in February. Blue Rose was our most successful Kickstarter to date, and were delighted to get this book out to backers and
then released to the general public. The BackerKit went live over the weekend. While we typically do pre-orders through our online store, with Blue Rose were trying out BackerKit for that. If you didnt back the Kickstarter, you can pre-order now at this link . Youll note some follow up releases on the BackerKit page. Were making Blue Rose dice with
Q Workshop, Blue Rose conviction Tokens with Campaign Coins, and then an adventure anthology called Six of Swords. Those should all come out in the Spring.For Fantasy AGE itself weve got Titansgrave: The World of Valkanacoming in the Spring. This is a full campaign setting book that greatly expands the information in Titansgrave: Ashes of
Valkana. A lot of stuff that was only hinted at in the show will be revealed in Titansgrave: The World of Valkana!ln other Fantasy AGE news, well be creating a community content program for the game in conjunction with OneBookShelf (the parent company of RPGNow and DriveThruRPG). People have been asking us if they can publish Fantasy AGE
content since the game came out and soon that will be possible. OneBookShelf already runs several of these programs, for games like D&D and the Cypher System. Ours will be similar to these but not identical. For starters the products you can do will be limited to settings and adventures because that is the support Fantasy AGE needs most right
now. There will be more info about the program and how it all works when we launch it. That should happen in a couple of months.Freeport and PathfinderOur big Pathfinder release this Spring is the Freeport Bestiary. The City of Adventure hasnt had a monster book since Creatures of Freeport in 2004. The Freeport Bestiary brings together the
settings many monsters and a bunch of new ones in a beautiful full color hardback. Meanwhile, the Return to Freeport adventure series continues. Weve released three of these PDFs so far. The remaining three will follow over the next few months and then well collect them all together for a printed book in June.D&D 5EYou may recall that we worked
with Wizards of the Coast to create two D&D books: Out of the Abyss and the Sword Coast Adventurers Guide. Now were following those up with D&D books of our own. The first is Book of the Righteous, which presents a fully detailed mythology and pantheon you can use in your campaigns. The original edition of Book of the Righteous was our most
critically-acclaimed book in the d20 era. We did a Kickstarter for a new 5E version last year and it should be out in May. As with Blue Rose, Book of the Righteous will have a general release after books ship to Kickstarter backers.Im going to make an exception and discuss one Summer release because I know Id get pilloried if I didnt mention it. Of
course Im talking about Critical Role! We had originally intended to release this in the Spring but weve scheduled it for Gen Con instead. This is Gen Cons 50th anniversary (and my 28th Gen Con!). We wanted a big marquee release for the show and the Critical Role: TalDorei Campaign Setting book is a perfect fit. We want to make this a real event
and hope to have the cast out to Gen Con again.Love 2 HateTowards the end of last year we released Love 2 Hate: Politics, the first expansion for the game. We are following that up in April with Love 2 Hate: Comics. Both expansions have 108 cards. You can mix them in with the core game, or play with them on their own for a more themed
experience.Dragon Age and SIFRPWe have Dragon Age and A Song of Ice and Fire Roleplaying books in development but licensed game lines require approvals and how long those take can vary quite a bit. It could be one week or three months depending. So dont worry, books are coming. Weve just decided to wait until everything is approved before
we make formal announcements about their release. PDF SupportWe have a variety of PDF releases planned to support our various lines. We have more Fantasy AGE Encounters and short Titansgrave adventures coming for Fantasy AGE, as well as the Short Cuts series for Pathfinder. Well also be continuing our series of Chronicle System PDFs,
which provide non-canon rules support for A Song of Ice and Fire Roleplaying. In the past year weve released rules for magic (Chronicle of Sorcery) and gunpowder/firearms (Spark to Powder), for example.Chronicle System: Spark to Powder (PDF)Chronicle of Sorcery (PDF)ConventionsAs a company Gen Con is, of course, our biggest show. Last year
we had a room dedicated to Green Ronin games for the whole convention and that was great. Were doing it again this year, so if youd like to run games for us please contact Donna. If you run enough games, well cover your badge and even subsidize your hotel room.Donna and Barry also run OrcaConin Everett, WA (just north of Seattle). OrcaCon is
happening this coming weekend, so come on out if youre in the area. Its the unofficial Green Ronin convention and most of our staff will be there. Weve got folks running games and giving seminars, though personally I just want to play some games this year!Green Ronin is once again a sponsor of the JoCo Cruiseand Nicole and I will be on onboard.
Havent heard of the JoCo Cruise? Well, imagine a convention on a ship and youve got a pretty good idea, except it also includes music, comedy, and more. If its nerdy, its probably happening on the ship! There are still cabins available (the cruise is in March) and this year we have the entire ship to ourselves. Should be a great time.Well also be
attending various trade shows, like GTS, the Alliance Open House, and the ACD Gamesday. If you are a game retailer, come see us!More to Come!So thats what we have coming the first half of the year. We also have some exciting news to share in the coming months. Well be announcing soon a new card game were bringing to Kickstarter in April and
a new campaign setting for D&D 5E. Weve licensed a comic book for RPG treatment. Weve also got another AGE game in development, as well as Ork, Second Edition. Following us on Twitter (were @GreenRoninPub) is probably the best way to keep up with our announcements or just bookmark our website.This is Green Ronins 17th year in business.
Thank you for your continued support over the years. I started the company as a side project and its become so much more than that thanks to you. Come back in June when I reveal our Summer and Winter plans. Until then, game on!Chris PramasToday (along with a new Humble RPG Book Bundle) we are pleased to present two new PDFsone villain
for Mutants & Masterminds and an encounter for the Fantasy AGE RPG.Rogues Gallery: The DealerRogues Gallery: The DealerOnce a small-time crook, the man now known as the Dealer has spent his life bringing misfortune to others to stave off a supposed family curse! When he cheated his way into some winnings, he used them to become a super-
villain to see what would happen with his curse if he could really spread his bad luck around! Fantasy AGE Encounters: Drive for JusticeFantasy AGE Encounters: Drive for JusticeOur heroes are asked by a local sheriff to prove the innocence of an accused knight. Can they save him before its too late?Drive for Justiceis a Fantasy AGE RPG adventure
for heroes of levels 1-3.Fantasy AGE Encounters: Drive For Justice (PDF)If you are a publisher, you of course want people to have the opportunity to play your games at GenCon. You can run demos at your booth but the exhibit hall is no place for long form RPG adventures (its super loud and booth space is limited). Those are better handled as
scheduled events. Finding good and reliable game masters for your RPGs can be challenging though. In past years weve had mixed success with our GenCon events. What I really wanted was a dedicated area filled with Green Ronin games. To get that, you have to have a certain number of events. Coordinating that is a job in itself. Enter Donna Prior,
Green Ronins events manager. I told her what I wanted and wow, did she deliver. We had over 90 scheduled events this year and GenCon gave us a dedicated room for them on the second floor of the convention center. Going into that room and seeing tables full of gamers playing Fantasy AGE, Dragon Age, Mutants & Masterminds, and A Song of Ice
and Fire Roleplaying was amazing. Read more By Hal MangoldTodays Ronin Round Table draws back the curtain on some of the behind-the-scenes parts of creating our products. Art is an essential part of the look and feel of most games, and its the role of the art director (thats me) to make sure all that art gets created. To give you all a little insight
into the job, were going to answer a few common questions about what being an art director is all about. What does the art director do? As the art director, my responsibility is to make sure that all of the art that goes into Green Ronins games and publications is up to the standard weve tried to set over the years. I select the artists, assign and
approve the art, and herd cats to make sure it all comes into our hands by the deadline necessary for publication. How does the art direction process work? It all starts for me with scouting out the artists who have the right style to fit the project. Games like Mutants & Masterminds have a radically different art style than Dragon Age or A Song of Ice
& Fire. I contact the artists I want on the project, see if they are available during the timeframe I need them, and get them contracted if theyre interested in working on the project. Ideally, this is done about 4-5 months ahead of time, but circumstances often compress this a bit. The art order or brief comes next. This is a description or set of
descriptions for the piece of art needed for the product. These can be written either by me or, more often, by the developer of the product, with my role being more to tweak or jazz up those basic descriptions. Sometimes the descriptions are general, sometimes really specific, and different artists work well with each type. In general, I try to art direct
with a light touch when I can. Im hiring the artist for their talents and inspiration, after all. I try to give them as much room to improvise as I can. The next step is to take that art order transfer it to the artist or artists. For a cover piece, this part is simple. For interior work with multiple artists, its a bit more involved of a process. The art assignments
get broken up between the artists, taking into consideration both spreading the artists throughout the book for a unified look, and assigning the right pieces to the right artists based on their relative strengths.Next the artists submit their sketches for the assignments. I review them to make sure the composition is as strong as it should be, that the
basic look is right, that any characters depicted have the correct look, and so on. If revised sketches are needed, the artist submits them, and once everyone is happy with where the piece are going, the artist takes the piece to its final state. If the project is for a licensed property, theres one extra step: approval by the licensor. Most licensors require
us to submit all of the original art we commission to them so they can make sure it depicts their world and characters properly. Some licensors want to see sketches, and some just care about the final result. There was a time when there was another step: the artists physically shipping their work to us for scanning. Fortunately almost all artists today
(even those working in non-digital mediums) submit digital files. Considering the international nature of the artists we work with, thats especially fortunate today, with international shipping costs being what they are. Once all the art is approved, the art director gives it a look to ensure its in the proper color and file format, and that it will reproduce
properly when actually printed. After that, the image file is handed off to layout for insertion into the product. The art directors work is done. Where do you find artists? Anywhere and everywhere! The Internet is a fantastic source, of course. Sites like DeviantArt, Artstation and DrawCrowd give artists a place to put their portfolios, and I browse
around on them quite often. Sites like Tumblr and Pinterest are also fantastic art resources, both for finding new artists, and building mood boards for how I want a particular project to look. It sometimes takes a little internet detective work to find out who created an image found that way, however. Not everyone is great about tagging sources for
what they post. Conventions are another great source for artists. Whether its a comic, gaming, anime or just overall sci-fi show, I always keep an eye out for creators whose style might work with one of our games. If were actually displaying at a show (like GenCon, for instance), portfolio reviews are another great source for me. And finally, email
submissions come in all the time, and have provided me with some great people I might not have noticed before. Can I submit my art to Green Ronin? Absolutely! Anyone is welcome to submit their work (or a link to an online portfolio, preferably), to art@greenronin.com.If just for one game.On January 10th, 2016 David Robert Jones, known to the
world as David Bowie, passed away after a private and protracted battle with cancer. He was a singer, songwriter, musician, actor, and many many more things and his influence was felt far and wide.He was not, to my knowledge, a gamer.But he was totally a role player.From his personas of Ziggy Stardust to the Thin White Duke and various acting
roles and constant innovation and re-invention, Bowie was great at making and playing characters. He communicated concepts and ideas not just with evocative music and lyrics, but with performance. Even his battle with cancer is depicted metaphorically through his last album, putting him it a category of unique works that range from Warren
Zevons The Wind to John Waynes The Shootist. Read more 67%(3)67% found this document useful (3 votes)3K views5 pagesFelicia Day created the character of Tallis and portrays her in both projects. This short DLC for the Dragon Age tabletop roleplaying game lets GMs import her into their own campaigns. We alSaveSave Dragon Age RPG For
Later67%67% found this document useful, undefined67%(3)67% found this document useful (3 votes)3K viewsb pagesFelicia Day created the character of Tallis and portrays her in both projects. This short DLC for the Dragon Age tabletop roleplaying game lets GMs import her into their own campaigns. We also present a short interview with day,
spotlighting her creation and portrayal of tallis.67%(3)67% found this document useful (3 votes)3K views5 pagesFelicia Day created the character of Tallis and portrays her in both projects. This short DLC for the Dragon Age tabletop roleplaying game lets GMs import her into their own campaigns. We al 422.3K
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