
 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Are you on a quest, haggard traveler? Scraping dirt and brickwork like a worm in the deep sea - there is no joy 

in what you do, but you do it because you think there's nowhere else to go. 
I have to say, you truly are one of the most foolish ghosts I've met. 

 
 
 
 
 
 
 
 
 
 

 



 

Below this point are depictions of self-harm, gore, empire, delusions, and the depths. 

 

I​ The world is undead. Systems continue regardless of 

function; people continue the work maintaining these 

systems, as they see little else beyond them. 

⬣​ There was a time of life and death, where 

conquest and capital peaked, and empires 

buried their roots into the fertile soil. The 

roots remain, life does not. 

II​ The powers that be are senselessly inhumane. They are 

cruel for cruelty’s sake. 

⬣​ The powers that be no longer feel the need to 

justify their cruelty, instead using pointless 

complexity and invented apathy to shield from 

criticism. 

III​ Always on the periphery, there are guerrilla prophets 

IV​ Anything new being built is a hollow imitation of what 

came before. Nothing new is built. 

V​ This world does not matter to ghosts. 

VI​ There is no reason these holes in the ground were dug. 

Nothing is down there. 

 



 

This game can be played with one or more players. Players take the role of fatestarved. 
On your delves, you will use a hex map to represent the dungeon you're traversing; you'll travel 

from hex to hex, with each row representing a layer of the crypt.  
 

Fatestarved  
Fatestarved - ghosts in common parlance - are individuals that search for meaning in the depths. 
Unlike normal dungeoneers, fatestarved do not stop when they are hurt. They have little self 
preservation, not when there's another layer to go; self-mutilation, violence, and isolation are 

simply tools required to go deeper. A ghost's body is unimportant, so long as they continue 
haunting the realm.  
Fatestarved are regarded with discomfort in civilization, particularly when they arrive with a 
“monstrous form” that is rarely seen in sunlight.  
 

Darkness, Desperation, & Dread Dice 
There are 3 types of dice you can choose to use in this game. Whenever a rule does not specify what 
die to use, you'll use the one you chose here. 

If you want an easier time with less strain on resources, you can use a d6.  Far below the surface, in 
yet another unimportant dungeon, a message that will never be read is scrawled on a rock: 6 is for 
the darkness beckoning you deep.  

If you want a more tense experience while still not needing to lose so much light for every roll, 
you can use a d8.  In a common sailor anecdote, desperation is step 8 in the process of becoming a 
seafarer.  

If you want to put more strain on yourself in the face of your impending failures, you can use a d12. 
12 is the final god in the night sky, facing the yawning expanse beyond 

 
 
 

 



 

Dungeon Crawling 
 

 

Light 
Light is a resource you keep track of while 
delving dungeons. To determine your Light 
at the start of a delve, multiply your Will 
value by six, and add your Depth Score. 
In dungeons, you must spend light to go 
deeper. When you try to overcome a trial or 
consequence, you spend light. Then, roll, 
subtract the relevant attribute modifiers, 
and compare it to the light you spent. If you 
roll lower than the light, you succeed. 
Circumstances can add modifiers to the 
result.  
If you run out of light, you can continue as 
normal, but go into negatives. While you 
have negative light, your spirit form will 
need to go that many layers further into the 
dungeon to find the next body that will 
accept you. 
 
 

Attributes 
For most prompted rolls in these rules, 
you’ll be told to roll an attribute, which 
will be Strength, Dexterity, or Will. When 
you do this, you’ll spend light, roll, and 
subtract your attribute score from the roll 
result. If you have a negative score in an 
attribute, you'll add the number instead. 
These attributes are determined in 
character creation. 
 
 
 
 
 

Guidance 
Guidance is a situational modifier to Light, 
adding to your chances of a successful roll. 
Guidance can be gained through abilities, 
environments, or equipment, which will 
specify what actions it'll apply in.  
Guidance will also apply to overworld dice 
rolls. 
 

Equipment 
The number of inventory slots you have is 
based on your current Light +Strength, as 
well as any bonus slots afforded by certain 
items such as bags. Zero or negative light is 
one inventory slot.  
If an item is around the size of a torch, an 
inventory slot can hold up to 6 of the same 
item; if it's smaller than a torch, a slot can 
hold up to 12 of the same item. 
Add +1 to all Strength & Dexterity rolls 
for each item you have exceeding your total 
inventory slots. 
You have immediate access to a number of 
items equal to your Dexterity; anything else 
will require an action to equip. 
 
 
 
 
 
 
 
 
 
 
 
 

 



 

Delving Dungeons 
Dungeons are represented with hexmaps, 
with each row of hexes representing a floor 
of the dungeon (also called a level or depth). 
You'll move along each floor until you 
reach the edge of the hexmap or a way down 
(usually a staircase).  
 
 
 

Physical & Spiritual Forms 
Once you get to a certain level in a dungeon, 

labeled the Ghost Depth, your spirit will 
not perish. Instead, you will leave your 
former body and all its possessions, and drop 
down a level. If you had negative light when 
you died, you’ll drop a number of additional 
levels equal to how much negative light you 
had. As a spirit, you'll ignore the dungeon's 
usual mechanics, and will only be able to 
explore deeper until you find your next form. 
To determine what body to inhabit next, 
choose from that floor's corpse list. If the 
floor has already been unshrouded, you'll 
wake in the hex where the body showed up, or 
choose a hex if the corpse isn't described in 
the discovery table. If the floor hasn't been 
unshrouded, you'll choose a random hex, and 
wake up in whatever result on the discovery 
table has the corpse, or roll on the table if 
the corpse isn’t described. If there's no 
corpse list, you’ll need to check the lower 
floors. 
Species attribute bonuses only apply while as 
that species; they do not affect your base 
attribute values determined during 
character creation. 
 
 
 

Corpse List 
Each floor has a corpse list, which is exactly 
what it sounds like. Many floors likely 
already have a couple bodies on the corpse 
list. When you kill an enemy, add that enemy 
to the corpse list.  
 

Solving Open-Ended Problems/ Puzzles 
When you come across a puzzle in a dungeon, 
you’ll need to spend light, add your current 
discovery stat to the light total, and roll to 
determine the success of each solution you 
come up with.  

Traps 
When a trap is detailed in a room, roll Will, 
adding your discovery stat to the spent light. 
On a failure, you'll set off the trap and take 
its effects.  

Some rooms might simply be labeled trapped. 
If there isn't a description of the trap, you 
can try to deduce what trap it might be; roll 
Will, adding your discovery stat to the spent 
light. Then, when crossing the trap, roll on 
the trap table; if the trap result is between 
your Will roll and the spent light 
(+discovery), write down the trap and find a 
way around it. If you fail the Will roll, the 
list result is not between the two numbers, 
or you don't check for traps at all while 
crossing the room, roll on the trap table and 
take the effects. 

Trap Table (d8): 
1.​ Pit: dmg = 2d8; +1 depth; you find 

yourself in a 1 hex pit, you can climb 
or you can die 

2.​ Darts: dmg = 3d6 -Dexterity 
3.​ Flame: roll dexterity; on a success, 

take 1 level of aflame, on a failure, 
take 1d6 levels of aflame.  

 



 

4.​ Pendulum: roll dexterity; on a 
success, take no dmg, on a failure, 
take 3d12 dmg. 

5.​ Boulder: a massive stone sphere drops 
from the ceiling and rolls 1 hex 
toward your position at the end of 
each turn; if you don't get to the 
next room before it hits you, dmg = 
8d12 -Strength. 

6.​ Acid pool: take 3 levels of aflame 
until you leave the pool and remove 
all clothing. 

7.​ Nothing: lucky you! 
8.​ Nothing: you think. 

 
 

Darkness & Discoveries 
The darkness holds the unknown, the miasma 
you so desperately crave. In a dungeon, blank 

hexes are considered shrouded. When you 
move into a shrouded hex, you'll roll on your 
current depth's discovery table, and that hex 
will be unshrouded with whatever result you 
rolled. Many results will reveal rooms, 
which are made up of multiple hexes, all of 
which become unshrouded.  
You have a discovery stat, and each time you 
get a result on the discovery table, gain +1 
discovery. You'll add your discovery stat to 
the floor's discovery rolls. Each time you go 
down a level, reset your discovery. 
Some discovery tables have (predetermined) in 
place of a die, which means you'll go through 
the list linearly, adding to your discovery 
stat for each result you've reached. 
 
If you reach the final available hex on the 
level without having a way down, that means 
the way down is hidden; you'll need to roll 
Will, adding your current discovery stat and 

depth score to the spent light to discover 
the way down.  
 

Backtracking 
Whenever you go into an already unshrouded 
area, on a floor you've already cleared, roll a 
die. On a 1-4, nothing has changed; on a 5-8, a 
corpse on the floor's corpse list stands in 
front of you; on a 9-12, a different enemy 
stands in front of you, from the corpse list 
on the floor above or below you. 
 

Keys 
Small keys can open locks for items like 
chests or boxes in the dungeon. When you use 
a small key, it can't be used for any other 
locks. 
Skeleton keys can open every locked door in a 
dungeon.  
Keys do not work in other dungeons. 
 

Combat 
Turn order is determined by everyone’s 
Dexterity attribute, highest going first. All 
enemies have attributes of 1 + species 
attribute bonuses, unless specified otherwise. 
On your turn, you can move a number of 
hexes equal to your Dexterity (minimum of 
1), and perform an action. Actions include 
making an attack or using an item. 
 
When you attack, you'll choose an enemy 
with your weapon's range, roll like a normal 
attribute check, spending Light to 
determine if the attack hits. Then, use the 
weapon’s damage, usually determined by a 
specific attribute.  
 
When something dies, add it to the corpse 
list of the current dungeon layer. 

 



 

 

Enemy Turns 
The ecosystem of a dungeon is an echo 
chamber; spirits of the dead inhabit the 
corpses of other creatures, leaving nearly all 
the creatures in a dungeon with a predictable 
series of actions as the instincts of distinct 
organisms meld into each other. 

Enemy actions: 
●​ If you succeed a roll in range of an 

enemy's attack: 

○​ Avoid the attack 

●​ If you fail a roll in range of an 
enemy's attack: 

○​ take enemy's attack, full dmg 

●​ If you don’t make a roll in range of 
the enemy's attack: 

○​ take enemy's attack, reduce 
dmg by your Dexterity 

●​ If you are out of range of the enemy's 
attack: 

○​ Enemy moves in a direction to 
put you in range of an attack, 
and makes the attack. Enemy 
movement works the same as 
player movement. 

This list is what will generally happen after a 
fatestarved’s turn, but can change with 
certain types of attacks or abilities. 
 
When an enemy lands an attack, roll a d6; on 
a 1-3, the enemy moves away, on a 4-6, the 
enemy stays put.  
 
If you have to choose between multiple 
possible enemy attacks, choose the one that 
hurts more. 
 
 

 

Weapon Range 
Weapons list the hexes they can apply attacks 
to.  

●​ Self: on the same hex as you 

●​ 1 forward: one hex either 
horizontally in front or behind you 

●​ 1 any: one hex in any direction around 
you 

●​ 1 around: each hex around you 
 
Ranged attacks will apply to the first 
possible target unless stated otherwise; e.g. if 
an enemy is 1 hex in front of you, that enemy 
is blocking anything behind them. 
 

Specific Weapon Rules 
-​ The attribute you use for attacks 

will probably be the same as whatever 
attribute determines the weapon's 
damage, but it largely is determined 
on how you choose to use the weapon. 

-​ Sharp weapons without explicit bleed 
effects can inflict 1 point of bleed if 
you roll a 1 on the attack roll. 

-​ Items that don't have weapon stats 
can be used as weapons, but the damage 
will be half (rounded down) of the 
attribute you use. They could inflict 
status effects if there is a clear 
reason for them to (e.g. a torch 
inflicting aflame or a broken bottle 
inflicting bleed) 

 
 
 
 
 
 
 

 



 

Status Effects 
Adventurers can be inflicted with certain 
dangerous status effects, particularly when 
dungeon diving. Status effects do not 
transfer between bodies. 
 

Status effects: 
●​ Hunger: gain +1 hunger after every 

combat encounter  

○​ Add every point of hunger 
that you have above your 
current Light total to 
Strength and Will dice 
results 

●​ Bleed: inflicted by sharp objects.  

○​ Take damage equal to each 
point of bleed you have for 
each hex moved. 

○​ Having the bleed condition in 
certain situations can also 
inflict Infection. 

○​ Armor allows you to ignore 
bleed effects from nonmagic 
attacks. 

○​ Open wounds can be patched 
up with certain items. 

●​ Infection: inflicted by various 
weapons or curses.  

○​ Infection effects are based on 
the thing infecting you. 

○​ Burns can cure infections. 

●​ Aflame: inflicted by high levels of 
heat. 

○​ Inflicts 2 base harm for each 
action taken. The harm 
increases by +1 on each action 
before putting the fire out, 
so the damage will stack up 
quickly.  

○​ Fire can be put out by dousing 
it with water (which is 
considered an action), or 
dropping to the ground and 
rolling (which is considered 
two actions) 

●​ Cold: inflicted by having less than 10 
light throughout 3 dungeon layers, 
or from certain environments. This 
condition stacks. 

○​ Reduce all attributes by 1 for 
each layer you delve 

○​ Each stack of cold can be 
healed by resting in a warm 
space for an hour 

●​ Blindness: inflicted by certain 
environments. 

○​ Fail any sight-based actions 

○​ If you move while blind and 
alone, all hexes on the floor 
become shrouded again. You 
must cure blindness to 
unshroud hexes. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 

Death 
When you lose all HP, your physical form 
gives way.  
 

Death Saves: 
If you want to keep this form, spend Light 
and roll Will; on a success, you'll return 
with HP equal to the number rolled. When 
you return, your form will have a scar.  
If you lose all your HP in the overworld, you 
must roll a death save. To make a death save 
in the overworld, roll Will using the 

overworld dice procedure; on a success, 
you'll return with HP equal to the number 
rolled. When you return, your form will 
have a scar. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Scars: 
1.​ A broken bone that will never heal. 

Pain weathers your nerves when you 
use it. Take one to effect: 

a.​ Lose 3 light when making an 
attack, take 1 dmg for each 
attack in the overworld. 

b.​ Lose 1 light when moving a 
hex in a dungeon, you cannot 
move in the overworld 
without some form of vehicle 
or aid. 

2.​ A facial deformity that will break 
out in hives when cut with glass, and 
is easy to infect 

3.​ A massive gash across your skin 
4.​ A bloodless wound left open to 

infection, never healing 
5.​ Trauma-induced hemophilia.  

a.​ Bleed points cannot be reduced. 
If you patch a wound, the bleed 
damage will stop but will return 
if you take damage. 

6.​ Missing teeth 
7.​ Part of skull caved in 
8.​ Lost sense 

a.​ Lose your sense of sight,  
smell, sound, taste, or touch 

9.​ You can’t stop shaking 
10.​ Skin peels off 
11.​ You wake up, groggy. Many, many years 

have passed. 
12.​ Cuts in your skin form bleeding gills. 

You can no longer breathe air. 
 

 
 

 



 

 
 
 
 

Crypt Worms 
These are the dungeon bosses, residing in pits 

extending to unknowable depths. There is no floor 

to fight on, you simply must fall. 
After each turn in the fight, you'll fall 1 level. 
You can't move like usual, but you can use your 

move to change the direction of where you fall as 
long as you can push off of something.  

Attacks can go in any direction, and using a melee 
attack against an enemy will push you 1 hex away.  

If you die while fighting a crypt worm, your spirit 
finds a true home. Your character is lost to the 
depths, make a new one, start a new adventure. 

If you kill the worm, you have a choice; stay in the 
depths, truly becoming a worm, or climb your way 

out. If you stay, create the stats of your crypt 
worm, or discard your body and use the worm corpse 

you just created. If you climb your way out, you 
must roll attribute checks for each level you 

climb; on a failure, you stumble down a number of 
levels equal to how much higher you rolled over 
your spent Light. You'll need to climb up to the 

last floor of the dungeon, before the drop.  
Upon reaching the floor, gain a spirit ability. 

 



 

Overworld 

True Lorinth lies underground. Outside the dungeons is nothing but a crumbling gravestone, 
holding kingly leftovers and marking the shovelwounds they never made.  

 



 

Traveling the overworld 
Traversing landscapes is based around paths between dungeon entrances. Paths have encounter 
tables to roll on whenever you use them. Paths can intersect with others, but you'll also need to 
roll on the intersecting path’s encounter table if you choose to take it. 
Paths take a minimum of 3 hours to travel.  
 

Path Encounters 
1.​ roll 1d6 

⃟​ 1-3: nothing 
⃟​ 4-5: ruins of half-started dungeons 
⃟​ 6: a peasant family immigrating to Amaril in hopes of finding economic stability 

2.​ Swamplands; roll 2d12 
⃟​ 2-5: a regal black horse emerges from a swamp 
⃟​ 6-8: 1d6 apprentice bloodletters start trailing you, looking to have some fun 
⃟​ 9-11: 1d6 apprentice bloodletters stop you, looking for money 
⃟​ 12-18: nothing 
⃟​ 19-21: you pass by a hut adorned with some kind of religious symbol; the dark 

figures smoking outside sneer at you 
⃟​ 22-24: a giant spider holding a bastard sword, a lantern, and a surgeon's kit passes by 

3.​ roll 2d8 
⃟​ 2-4: you find a wishing well with 2d12 GP 
⃟​ 5-16: nothing 

4.​ City; roll 2d12 
⃟​ 2-4: you find 1d6 GP on the ground 
⃟​ 5: smoke and mist burns your eyes as a crowd of dark figures are fired upon 
⃟​ 6-8: lose 2d6 GP or a small item 
⃟​ 9-12: nothing 
⃟​ 13-14: someone comes up to you, offering you work in moving small boulders across 

The Belt, 30 GP per trip. 
⃟​ 15: a busker plays a song you like 
⃟​ 16: a dark figure paints something on the wall before running away from royal 

guards 
⃟​ 17: A person cries out from a pillory. Its face is dripping and inflamed. 
⃟​ 18-19: a homeless person asks for money 
⃟​ 20: a royal guard demands you tell him where a shoplifter has gone. If you don't 

point to something, you'll be arrested for it. 
⃟​ 21: someone comes up to you, mistaking you for someone else, begging you to come 

home 
⃟​ 22-24: roll two more times on this table, ignoring this result 

5.​ roll 1d8 

 



 

⃟​ 1-4: nothing 
⃟​ 5: a gang of 1d6 thieves 
⃟​ 6-7: a cathedral, empty and overgrown 
⃟​ 8: a root garden 

6.​ Forest; roll 2d8 
⃟​ 2-4: a ring of mushrooms 
⃟​ 5-6: a rotting animal carcass 
⃟​ 7-12: nothing 
⃟​ 13-14: a goblin hamlet 
⃟​ 15: a small encampment of dark figures. They'll try to tie you up if they notice you 

looking at them. 
⃟​ 16: a tree burning 

7.​ roll 1d6 
⃟​ 1-2: nothing 
⃟​ 3: a reanimated skeleton climbs up a deep hole, before falling back down 
⃟​ 4-5: a shepherd searches for his herd 
⃟​ 6: a dark figure approaches you, asking for directions to somewhere you've never 

heard of. If you are a Guillotine Maiden, the Headless will try to avoid looking 
you in the eyes; she has lost faith in Goddess, and you should fix that. 

8.​ City; roll 2d12 
⃟​ 2-4: Rats crawl around in a dumpster 
⃟​ 5: A public execution is underway. A maiden, likely young & wealthy, with an 

ornate hood places someone on the block. The convict's nose is caved in; the only 
thing you can make out is the blood covering its face before the blade is dropped. 

⃟​ 6-8: A public execution is in the midst of being cleaned. You can sometimes get a 
couple of coins by helping out. 

⃟​ 9-12: nothing 
⃟​ 13-14: a nun sings sweetly on the street corner 
⃟​ 15: 1d6 bodies, hanging in the gallows 
⃟​ 16: a dark figure sits on a bench, writing carefully in a tome 
⃟​ 17: lose 2d6 GP or a small item 
⃟​ 18-19: a homeless person asks for spare change 
⃟​ 20: 1d12 blindfolded children search for their new families in the crowd 
⃟​ 21: a woman spits at you 
⃟​ 22-24: roll two more times on this table, ignoring this result 

9.​ roll 2d12 
⃟​ 2-4: a scavenger crow begins circling just above you 
⃟​ 5: a dark figure sits on a rock, looking up at something and smoking. She asks what 

you do for a living, between drags. If you tell her, she simply raises her eyebrows 

 



 

and returns to looking upward. If you ask what she's looking at, she'll say “the 
sky” 

⃟​ 6-8: a class of nuns walk to a town church 
⃟​ 9-15: nothing 
⃟​ 16-17: 1d6 bandits ambush you 
⃟​ 18-19: a party of dungeon delvers look awkwardly at their feet while passing you 
⃟​ 20-23: a cart of prisoners is transported along the road 
⃟​ 24: you see an elephant. Their tusks are impossibly valuable; you don't know how to 

hunt one or even who you could sell the tusks to, but you might get a couple of 
coins for the info. 

10.​ A scar in the earth; roll 2d12 
⃟​ 2-4: a ramshackle gallows crosspiece posted against the wall, bodies swinging on it. 

You hear choking. 
⃟​ 5-7: a goblin is chained to a rock, their breathing barely noticeable 
⃟​ 8-15: nothing. All swept away by the lorinth river 
⃟​ 16-17: a party of fatestarved, idly shivering in the cold 
⃟​ 18-19: a caravan of slaves being transported  
⃟​ 20-23: 2d12 corpses, dropped by their families and their kingdoms or left dry from 

Erae as an example of humans before Lorinth 
⃟​ 24: there was a hole here. It's gone now. 

11.​ roll 2d8 
⃟​ 2-4: 2d8 dark figures stand still, stargazing 
⃟​ 5-6: a dark figure crafts a torch 
⃟​ 7-12: nothing 
⃟​ 13-15: a small village of goblins and humans, as well as a small population of 

underlife 
⃟​ 16: a graveyard 

12.​ roll 1d12 
⃟​ 1: an entry room; a skeleton lies face down against the stone tile, a rusted metal 

dagger between its broken ribs 
⃟​ 2: storage room with broken barrels. There’s a coin pouch with 40 gp soaking in a 

puddle of exquisitely aged wine. 
⃟​ 3: Hallway 
⃟​ 4: Hallway 
⃟​ 5: Hallway with an unarmed animated skeleton. It wants food and protection and 

will try anything to get it. 
⃟​ 6: 1 hex empty room. Roll will; if the result is under your discovery stat, you find a 

stairway down (+1 depth) 
⃟​ 7: torture chamber, tools of state violence left abandoned 

 



 

⃟​ 8: room of unclear purpose. There’s a crumbled statue in the center, with an 
animated skeleton kneeling behind it, scratching the floor with a scalpel. It will 
try to inflict pain.  

⃟​ 9: a small fountain of water 
⃟​ 10: a worm wriggles its way out of the eye of a corpse 
⃟​ 11: nothing 
⃟​ 12: Hole in the ground (+1 depth; must be climbed out of). 

 
 

Weather 
When you exit a dungeon, roll a d6 on the following seasons list. Seasons affect how you can 
travel between dungeons, but don’t matter much beyond that. 

 
Seasons: 

1.​ Winter: take 1 Cold for each path you begin. For each encounter, roll Will; on a failure, 
you are blinded. The harsh white snow obscures the path ahead as the wind bites at your 
flesh. 

2.​ Autumn: no effect. Leaves cover the ground, in various states of colorful decay. 
3.​ Monsoon: paths in ravines and valleys become untraversable. Heavy rain soaks the dirt, 

returning to the underground. 
4.​ Hearth: if you have a depth score of 6-, gain +1 Will for each path traversed. If you have a 

depth score of 8+, take 1 dmg for each path traversed. After traversing 1d6 paths, roll the 
season again. Grass grows a content green where it still can, as the warmth and light of 
the sun softly radiates from the horizon. 

5.​ Undel: gain +2 guidance on any rolls related to discovering dungeons. Shimmering specks 
of dim blue light slowly rise from the ground, anywhere that a dungeon isn't.  

6.​ Spring: take the blind status when outside. Thick fog overtakes the realm, choking you in 
a pale ocean. 

 

Overworld Dice 
While in the overworld, if you come across a trial or tribulation, you can try to overcome it by 
choosing the most applicable attribute and rolling a die. If the rolled result is less than the 
attribute score, your action succeeds. Guidance will add to your attribute number for the rolls 
it applies to. 
 
If you need to convince an NPC of something, you'll usually roll Will. 
If you are talking to someone who's never been in the dungeons, roll a die and add your Depth 
Score to determine how off-color and discomforting you come off. If the result is over your 
current Will score, you get -1 Will.  
 

 



 

Overworld Combat 
If you're forced to engage in combat in the overworld, each attack roll you make determines if 
your enemy will attack. If you roll under your target's Dexterity attribute, you hit them and 
avoid being countered; if you roll over, your opponent makes a successful attack.  
If you deal damage equal to or over your opponent’s Will in one turn, they will back down (if 
they're still standing).  
 
 

Overworld Status Effects 

●​ Hunger: gain 1 hunger after each encounter. 

○​ Add your hunger level to Strength and Will dice results 

○​ Reduce hunger by eating food. 

●​ Bleed: inflicted by sharp objects 

○​ Take damage equal to each point of bleed you have every 10 minutes. 

○​ Having the bleed condition in certain situations can also inflict Infection. 

○​ Open wounds can be patched up with certain items, and you can increase the 
damage time limit by 5 minutes if you put pressure on it. 

●​ Infection: inflicted by various weapons or curses.  

○​ Infection effects are based on the thing infecting you. If an infection effect does 
not function in the overworld, roll Strength. On a success, the infection goes 
away; on a failure, roll a scar. 

○​ Burns can cure infections. 

●​ Aflame: inflicted by high levels of heat. 

○​ Inflicts 2 base harm for each action taken. The harm increases by +1 on each action 
before putting the fire out, so the damage will stack up quickly.  

○​ Fires can be put out by dousing it with water (which is considered an action), or 
dropping to the ground and rolling (which is considered two actions) 

●​ Cold: inflicted by certain environments. This condition stacks. 

○​ Reduce all attributes by 1 every ten minutes 

○​ Each stack of cold can be healed by resting in a warm space for an hour 

●​ Blindness: inflicted by certain environments. 

○​ Fail any sight-based actions 

○​ Unless you have an aid of some kind, you can't track what paths you're on. Roll a 
die to determine how many paths you cross before you arrive at a location 

 
 
 
 

 



 

Money 
To pay for food, housing, life insurance, and 
equipment, you take jobs to do during delves. 
Most people aren’t looking to hire 
Fatestarved unless they need something from 
the dungeons, or it's a job nobody else is 
willing to take for low enough pay.  
 

Debt: 
If you don’t have enough money for 
something, you can go into debt. When you 
are in debt, you must work it off, or your life 
insurance broker will take whatever your 
monthly payment is and instead use it to pay 
off your debt, either cutting off your 
insurance or keeping you on it and leaving 
you in debt to your broker as well. You are 
required to do whatever jobs given by those 
you’re in debt to until your employer 
determines you’ve worked all of it off; while 
your life insurance broker could conduct an 
investigation over unjust devaluing of labour 
or inflation of cost of whatever you went 
into debt for, they’d need a good reason to 
take time out of their day to do so, and even 
after that, it would be up to them and their 
interests to side with you or not. 
 
 
 

Life Insurance: 
Life insurance makes sure you don't die while 
outside dungeons; if you receive mortal 
harm, your soul is transported to your 
broker’s keep, where you are provided a new 
body. Life insurance brokers are mysterious, 
powerful entities that have knowledge 
comparable to a god’s.  
To pay your broker, they will be at the 
entrance of each dungeon, where you can 

give your monthly payment of cash and 
provide bodies for their keep. Life insurance 
generally costs 400 GP a month. 
 

Powerful Life Insurance Brokers 
●​ Coffinkeeper: A seemingly average 

animated skeleton with a friendly 
demeanor. It likes to ask its 
customers how they're holding up, 
and sometimes offers to play cards 
with them. Wants 400 GP & bodies 
(you don’t got any, you can't have 
any) 

●​ Skald Callione: it is known that they 
are a Bloodletter of Myrenvul, but 
exactly which one remains a mystery. 
They wear a mask in the shape of a 
dead horse, and use hand signals in 
the rare event that they 
communicate. Wants 300 GP a month 
& access to favors (conditions may be 
negotiated) 

●​ The Wicker Mistress: An old being, 
its towering body is covered by a 
patchy, dark cloak and its avian head 
is hidden by a yellowing plastic bag. 
At his side, a scythe as large as him is 
often found resting against his cloak. 
Its voice is deep, soft, inviting, but it 
often seems to be making jokes at your 
expense, though they always feel too 
layered for you to comprehend. Its 
movement is jerky, but elegant, like 
he has choreographed a subtle dance 
specifically for each conversation. 
Wants 100 GP & 1 pure-gold 
ceremonial dagger a month 

●​ Priest Richard: the last prophet of 
Erae. Wants 250 GP a month, and 
daily professions of dogma. 

 



 

Housing 
Almost all known land in Vivetra's Greed has 
been bought out by a small percentage of 
landowners; most of that small percentage 
have disappeared, searching for potential 
growth underground. Despite the 
disappearance of this ruling class, their 
institutions remain, continuing to enforce 
the policy of their lords, if somewhat more 
lax than before.  
If you choose to pay rent for a place to stay 
between delves, you'll have a place for allies 
or loved ones to stay, as well as a place you 
can consistently store items, heal, and rest 
in. 
Once you find a region for your house, add it 
as a point on the map and create a path from 
it to the nearest point. 
 
 

Housing Prices: 
Where your house is depends on the price you 
rolled; you'll roll within the range of 
percentile, and be able to choose a house in a 
region where prices are in that percentile. 

●​ 1-Bedroom Apartment: 4d6 GP a 
month (Lower Percentile = 4-10 GP ; 
Middle Percentile = 11-16 GP ; Upper 
Percentile = 17-24 GP)  

●​ 2-Bedroom Apartment: 6d6 GP a 
month (Lower Percentile = 6-15 GP ; 
Middle Percentile = 16-25 GP ; Upper 
Percentile = 26-36 GP) 

●​ Cabin: 4d8 + 4 GP a month (Lower 
Percentile = 8-17 GP ; Middle 
Percentile = 18-23 GP ; Upper 
Percentile = 24-32 GP) 

 
 
 

Regions 
Vivetra's Greed is made up of various 
kingdoms & empires, borders left hazy after 
the slow disappearance of the powers that 
controlled them. Regions have different 
economic, cultural, and natural climates. If 
you or any dependents stay in a region's 
overworld for the majority of 1+ month(s), 
pay the cost of living at the start of each 
month for you and any dependents; if there 
isn't enough for someone, they will drop to 0 
HP at some point in the following 4 weeks.   
 

Telmont 
Housing prices: middle percentile 
Cost of Living (food, water, taxes): 40 +1d12 
GP a month 
Climate Notes: none 
 

North Gravenholme 
Housing prices: upper percentile 
Cost of Living (food, water, tithes): 20 +1d6 
GP a month 
Climate Notes: none 
 

South Gravenholme 
Housing prices: lower percentile 
Cost of Living (food, water, tithes, 
ventilation & medicine): 30 +1d8 GP a month 
Climate Notes: roll 1d6 each day, on a 1-2, 
take blind status outside 
 

Myrenvul 
Housing prices: upper percentile 
Cost of Living (food, water): 40 GP a month 
Climate notes: doors & windows are boarded 
up during autumn 
 
 
 

 



 

The Belt 
Housing prices: lower percentile 
Cost of Living (food, water, sewage, heat): 50 
+2d8 GP a month 
Climate notes: floods during monsoon; all 
dungeons have a ghost depth of 0 
 

Graykeep 
Housing prices: upper percentile 
Cost of Living (food, water): 40 +2d8 GP a 
month 
Cost of Living [undying] (food, water, 
painkillers/surgery): 90 +3d6 GP a month 
Climate notes: organisms become undying 
after 1d6 years 
 

Solun 
Housing prices: middle percentile 
Cost of Living (food, water, heat, 
insulation): 30 +2d12 GP a month 
Climate notes: if climate rolled is autumn or 
undel, reroll once and take new result; take 
1 cold for each hour outside at night 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 

 
Character Creation 

 
Character Creation Basics: 

1.​ Assign your attributes 
a.​ Distribute up to 6 points across your attributes; the max an attribute can 

have is 4 
b.​ Points that you don’t assign determine the money you start with, 10 GP for 

each point. 
2.​ Choose your spirit 

a.​ Spirits define fundamental parts of your character, and grant starting 

items and spirit abilities 
3.​ Assign a depth score 

a.​ Depth score is the furthest you've gotten in any dungeon 
b.​ A character without any experience would have a depth score of 0. Multiply 

the depth score you choose by 5, and lose that amount of GP, potentially 
putting you in debt. The highest depth score you can assign during 
character creation is 6.  

i.​ If you end up in debt, decide what entity you are indebted to. 
4.​ Decide on a hook that pulls you back to the surface 

a.​ There are some example hooks after the spirits section. 
5.​ Find a body  

a.​ Use the creatures chapter; this can be your first body, or just another pit in 
an ever-growing graveyard; the creature must have a depth equal to or 
lower than your depth score. If this is your first body, it must have depth 0. 

b.​ Bodies determine your HP and can affect your Dexterity or Strength, as 
well as occasionally having additional abilities. 

6.​ Who will never see you again?  
a.​ You don’t remember what they said to ruin your relationship.  
b.​ It might’ve been advice. 

 
 
 
 
 
 

 



 

Attributes 
Attributes provide the main ways to interact with trials & tribulations.  

●​ Strength: physical strength and resilience  

●​ Dexterity: speed and agility 

●​ Will: strength of will and charisma 
 

Increasing Attributes 
Completing certain quests can give you bonuses to attributes; some bonuses are temporary 
and will be removed upon losing a body, and some are permanent, giving you knowledge of 
how to use physical forms in correct ways. 
 
 
 

Spirits 
Your spirit is who you are and must always be. Your desires, your drives, your 

fears, your traumas, all the things that bring you deeper.  

 



 

Penitent Blade / Wandering Angel 
Death is a kindness you will never experience. You are a missionary of the Hearts of 
Xalina, wandering town to town, crypt to crypt, freeing spirits from their material 
strings as you suffer the punishment for the sins of mortals. 
 

What drags you deeper? 
You must endure the suffering of life, as penitence for the sinful requiem mortals sing 
with every step they take on the corpses of gods.  
 

Sigils of angels:  
For each scar you gain on your body, mark one spirit ability. These marks are lost upon 
losing your body. 
 

Spirit Abilities: (choose 2) 
​ Devoted: +2 Will 

​ Guilt Ties: +2 guidance on death rolls made outside a dungeon 

​ Light in Opened Veins: Gain +2 light when you deal harm to yourself 

​ True Hearts’ Masochist: when you are faced with a seemingly insurmountable 
obstacle of suffering, surpass it and gain a scar.  

​ Cleansing Starvation: every time you gain a level of hunger, gain +2 light 

​ Death to the Worthy, Isolate the Reaper: spend 10 light to slay a close friend. 

Possessions: 
-​ Thorned Katana, Bastard Sword, or Black Powder Crossbow with 8 rings of 

powdershot ammo 
-​ Thorned Katana: self & 1 forward; dmg=Will; deals +2 dmg for the first 

attack in an encounter; inflicts 1 harm on user when drawn 
-​ Bastard Sword: 1 forward; dmg=Strength 
-​ Black Powder Crossbow: 1-6 forward; dmg=Dexterity; 6 ammo; stuns enemies 

in arena for 1 round after first shot; requires powdershot ammo 
-​ Ring of powdershot ammo: contains 6 shots for a black powder crossbow. 

Rings can only be loaded between encounters. 
-​ 5 torches or 3 flasks of oil with reusable flame-wrap 

-​ Torch: +8 Light when lit, only requires a spark to be lit while dry; 
temporary. 

-​ Oil Flask: can be poured onto something to help it light on fire; temporary.  

 



 

-​ Reusable Flame-wrap: +4 Light when lit; requires oil or other flammable 
substance to be lit; permanent. You need to wrap it around something. 

-​ 10 ft of barbed wire, iron gauntlet, or a vocal chord 
-​ Barbed wire: you can wrap it around yourself to take 1 harm whenever you 

move. You carry the rose to the graves of gods. 
-​ Iron gauntlet: you can wear it to take 1 harm for each attack you make. It 

belonged to someone else, once. 
-​ Vocal chord: you screamed too much. 

 
 

 



 

Displaced Soul 
You are from a different time. A time of kings, of adventure, of glory. You remain in that 
time even as it rots underground. You are a heroic pioneer braving new lands and making a 
story for the ages. Just like those that made these dungeons. Some may look at you with 
pity, with confusion in this decaying world, but you know that great honor can be found 
in the pits. 
 

What drags you deeper? 
You must go deeper, for there are riches and stories underneath. Soon, you'll strike gold.  
 

Whale: 
For every dungeon that you reach the Ghost Depth in, mark a spirit ability. 
 

Spirit Abilities: (choose 2) 
​ Lost Kingdoms: when you discover a relic of lost times, gain +2 light. 

​ Storyteller: when telling of your journeys to an employer, you can use stories you 
know from history to help out, giving you +4 guidance to fabricate an experience. 
You can convince yourself of your rewritten narrative, which will instead give you 
+5 guidance. 

​ Shared Grandeur: You can convince people you’re close to of your worldview, and 
they will help you on your quests. They can survive a maximum of 3 delves before 
their soul is lost to a dungeon. 

​ Great Men of History: You can spend 8 light to recognize a crypt worm. 

​ Return: When you enter a dungeon, you are taken aback by the grandiosity of the 
old world, the beautiful architecture everyone else ignores, and gain +8 light. 

​ Fool’s Luster: Gain +1 light when you are lied to. 

 
Possessions: 

-​ Greatsword, holy sword, or king’s sword 
-​ Greatsword: 1 forward; dmg=Strength +3; requires a move & attack to swing 
-​ Holy sword: self & 1 forward; dmg=Will -2; shorter than it looks 
-​ King’s sword: self & 1 forward; dmg=Will; -1 Light on each swing 

-​ 5 Torches or a rucksack 
-​ Torch: +8 Light when lit, only requires a spark to be lit while dry; 

temporary. 
-​ Rucksack: +5 inventory 

 



 

-​ 6 provisions, carcass, or a golden vessel 
-​ Provisions: when consumed, +3 Light & heals hunger status. Stale. 
-​ Carcass: when consumed, -4 light & heals hunger status. Tastes like apple 

seeds and iron. 
-​ Golden vessel: priceless. Cracks if in the sun for too long. 

 
 

 



 

Reverent Shield / Hallowed Vessel 
The world has nearly forgotten its past rulers, but you have not. You search for an idol 
to worship and protect in the darkness that they have sunken into. You must find them to 
fulfill your purpose and serve a being higher than yourself. You have no use except to 
preserve them. 
 

What drags you deeper? 
You must search for your honor, for the chance that they were one of the many who 
retreated into the dark after the world fell into disarray. 
 

Only Service: 
When you are praised by someone more important than you, mark a spirit ability.  
 

Spirit Abilities: (choose 2) 
​ Self-sacrifice: you can take damage or a status effect to prevent another from 
taking that damage or status effect. When you do this, gain +3 Light. 

​ Hope: when you find a suggestion to the existence of your object of devotion, gain 
+6 Light. 

​ Projection: you attach to anybody resembling your object of devotion; they will 
fill a similar role for your other abilities. 

​ Divine Light: Gain +3 Guidance for any action related to finding or defending 
your object of devotion 

​ Angler Spirit: your object of devotion pulls you downward in the form of a spirit, 
and you must find a body befitting of their nobility. They help you on this quest, 
giving you guidance when lost and warning you of danger. 

​ Final Push: Gain +5 Guidance on all strength or will rolls when at exactly 1 HP. 

Possessions: 
-​ Hollow Armor 

-​ Hollow Armor: reduce all damage taken by -2; ignore bleeding effects; you 
will always have this armor equipped, no matter what body you inhabit 

-​ Broken blade or bastard sword 
-​ Broken Blade: self; dmg=Will 
-​ Bastard Sword: self & 1 forward; dmg=Strength 

-​ 5 torches or a heater shield 
-​ Torch: +8 Light when lit, only requires a spark to be lit while dry; 

temporary. 

 



 

-​ Heater Shield: spend a move to ignore an attack 
-​ 5 provisions or an emblem 

-​ Provisions: +3 Light & heals hunger status when consumed. Stale. 
-​ Emblem: represents your object of devotion in times of need. 

 
 

 



 

Guillotine Maiden 
You would have once been a revered and isolated figure throughout the kingdom of 
Gravenholme. Now, you drop into dungeons, collecting the heads that roll from your 
ill-fitting necks. You pierced your thighs, your ribs, your heart, your skull and the 
temporary meat inside of it with a piece of the Goddess's eye, in the shell your soul 
emerged from.  You carry the depths with you, your spirit eternally tied to the organic 
remains littering Gravenholme and Goddess's unbroken minds. Your soul remains true to 
the decision of Goddess, even while you receive looks built more for monsters than 
women. This body will rot soulless some day. This head is temporary, and so is the next, and 
so was the one hanging on your hip. Your collection belongs to Goddess, your head is hers 
to take, as hers is for you.  
 

What drags you deeper? 
Goddess is down there. Search for her, for the hand that drags you by your hair into the 
cold stone, holds you warmly in her divinity. You must reach her, relieve her of her head, 
or give your own to her. Your bodies belong to Goddess, your soul is attached to every 
artery, every larynx, every spinal cord that she has.  
 

Head collection: 
For each head of a previous form you carry, mark a spirit ability. Two heads take up one 
inventory slot. 
 

Spirit Abilities: (take marked one and choose 1 more) 
​ Bound: You do not die outside of dungeons. Your spirit will search for the corpse 
of another Guillotine Maiden. 

​ Trained Executioner: attacks deal +1 harm against humanoid enemies 

​ Extra Pairs of Eyes: each head you carry gives you +2 light. 

​ Heads Will Roll: When seeing your reflection or when you talk to others, you 
feel certain urges, requests made by your goddess. When you fulfill these requests, 
you are granted a blessing. 

○​ You can roll on the following requests table or make your own at any time: 
i.​ Touch the first humanoid you see, delicately hold their head in your 

hands. 
ii.​ Pet someone's head, or one of your own. 

iii.​ Test the sharpness of your blade. Watch the blood run from the split 
skin, crawling across Goddess's flesh. 

 



 

iv.​ You feel a deep connection to a man near you. Treat the man like 
your Goddess, have him understand her new role through your 
example.  

v.​ Collect the head of someone near you. 
vi.​ Dig a hole. 

○​ Blessings table (d6): 
i.​ Gain +4 light 

ii.​ Gain +1 strength 
iii.​ Feel Goddess caress your chest 
iv.​ Gain +6 guidance on your next roll 
v.​ Discover the head of another Guillotine Maiden when you next wake 

up 
vi.​ Your current body becomes immune to Hunger. 

​ Uncollared: You can pull your head from your neck at any time, which will inflict 
8 levels of bleed. For a moment, you will feel what Goddess feels, the softness of 
the head under your grasp. You cannot reattach it. 

​ Unbroken Spinal Cord: You've felt the body your spirit belongs to, once. Each time 
you die, gain +8 light. 

 

Possessions: 
-​ 0+ heads of previous forms 
-​ Modified guillotine, great ax, or Executioner’s Sword 

-​ Modified Guillotine: self; dmg = will + dexterity  
-​ Great Ax: 1 forward; dmg = strength +2 
-​ Executioner’s Sword: self & 1 forward; dmg = strength +1; deal +2 dmg to 

Self targets 
-​ 1 iron torch with 4 rings of gravewax or executioner's bowl 

-​ Iron torch: reusable torch, requires flammable material to light; +2 Light 
when lit. 

-​ Gravewax Ring: highly combustible material; +10 Light when lit. Used for 
ceremonies in Gravenholme, including important funerals and executions. 

-​ Executioner's Bowl: a single bowl from which you eat meals provided to you 
by Gravenholme nuns. When in Gravenholme, you may offer this to any nun, 
who will be obliged to feed you as long as you eat anything she puts in it, and 
you eat it where she says is acceptable.  

-​ 1d6 heads or executioner’s hood 

 



 

-​ Head: once someone else. 
-​ Executioner's Hood: A traditional garment of guillotine maidens, a long 

dark veil loosely draped over the head. The image of your head doesn't 
matter for a guillotine maiden, and you don't like the way it looks anyway. 

 

 



 

Graykeep Doctor  
A healer from Graykeep, The Sunken City. After mining too deep, Graykeep’s citizens 
became functionally immortal. You were a healer there, removing the parasites that 
infested the undying bodies of the walled city. 
 

What drags you deeper? 
You have a job to do. Researching the mechanics of death outside of Graykeep will help 
you understand the condition of your home and what you can do there. 
 

Medical Records: 
When you fail to save a body from death, mark a spirit ability. 
 

Spirit Abilities: (choose two) 
​ Halt Bleeding: you gain +3 guidance when you try to stop a bleeding wound 

​ Disease: when you encounter an infection, roll Will. If you succeed, you know how 
to treat the infection, reducing the symptoms (if applicable, subtract the 
infection effect by -2) 

​ Intermortal Bonds: If you have a corpse near you, you can choose to replace a limb 
from a living body with the corpse’s. This will heal any conditions applied on the 
limb, but every time the new limb is strained (e.g. attacking or running), roll a d6; 
on a 6, the seams split and inflict 1 level of bleed. 

​ Lichworm Removal: +4 guidance when extracting worms 

​ Resuscitate: If someone near you loses all HP, you can bring them back by giving 
them a scar. 

​ Necrosis: You know how to make someone feel their body rot, it's unlike any 
description of pain or pleasure.  

 

Possessions: 
-​ 6 Sopors or a surgeon's kit 

-​ Sopor: if someone has died in the overworld, you can hold their spirit to 
their corpse by hammering a sopor nail through the patient's skull; the 
spirit will lose a spirit ability in the process, and will have no control over 
their corpse. The spirit will remain bound to the corpse until the body has 
completely decomposed.  

-​ Surgeon's kit: contains a small scalpel, stitches, disinfectant, semi-strong 
anesthetic. When used, gives you +3 guidance on any medicine-related rolls. 

 



 

-​ Large Scalpel or Modified Vaccine 
-​ Large Scalpel: Self; dmg=0; inflicts 1 bleed on a successful attack. Pray that 

you won't need it for medical use anymore. 
-​ Modified Vaccine: Self; dmg=0; inflicts following Greystone infection 

effect.  
-​ Greystone: causes joints to lock up after a number of actions equal 

to the victim's Dexterity. The victim is unable to move or make 
actions for up to 12 hours or until they are immersed in hot water.  

-​ 8 bandage rolls or 6 provisions 
-​ Bandage roll: can remove up to 5 levels of bleed. Number of levels it can 

remove reduces as you use it. 
-​ Provisions: +3 Light & heals hunger status when consumed. Stale. 

 
 

 



 

Survivalist 
You know how to keep living, despite everything. It's all you know, in fact.  
 

What drags you deeper? 
What? Are you just gonna ignore the immortality caves all over the place? Why would you 
not spend all your time down there? 
 

Building Character:  
Each time you succeed a death save in the overworld, mark a spirit ability. 
 

Spirit Abilities: (choose 2) 
​ Organic Breakdown: You know how you could use any organism you see for 
materials & food. 

​ Predator: You always know how much health a creature has, and have +2 guidance 
to rolls related to figuring out a creature's weaknesses 

​ Meditation: You can ignore a number of status effect points (e.g. stacks of cold, 
points of hunger, etc) equal to your Will 

​ Fear: +3 guidance for death saves 

​ Charcoal Chef: You know how to prepare meals that avoid potential infections. 

​ Indomitable Will: Ignore effects that reduce your will. 
 

Possessions: 
-​ Climbing equipment or a brimstone shield 

-​ Climbing equipment: +7 guidance on all rolls related to climbing 
-​ Brimstone Shield: spend an action to ignore an attack. If the blocked attack 

deals more than 4 dmg, you'll catch aflame. Keeps you warm. 
-​ Hatchet or Hunter's Bow with 12 hunting arrows 

-​ Hatchet: self; dmg = Strength +3 
-​ Hunter's Bow: 2-8 hexes forward; dmg = Strength + arrow's dmg; requires 

arrows; costs a move & action to shoot 
-​ Hunting Arrow: self; dmg = Dexterity; reusable  

-​ 4 special provisions or 3 health potions 
-​ Special provision: +4 Light & heals hunger status when consumed. Most will 

not eat these upon learning what they’re made from. 
-​ Health potion: heals 2 HP when consumed 

 

 



 

Sailor 
You don't know what seabird you killed that cursed you with this life, but you've somehow 
found yourself here, landlocked in Vivetra's Greed. At sea, you could skim the depths, 
listening to her beautiful song as you stared into the blue blackness, knowing a time 
would come that you would be submerged in there, bloated sponge-body sinking further to 
where you belong. That is no longer your fate. The hard stone, wet dirt is all that will 
greet your spirit, for there are no gulls to birth here. 
 

What drags you deeper?  
There is no other way for you to reach the depths your soul is lured to. The best you can 
hope for in death is the grime and the shit the ocean clears away. 
 

Whalesong: 
Whenever you dream of the sea, mark a spirit ability.  
 

Spirit Abilities: (take the marked one and choose 1 more) 
​ Stonebird: when you die in a dungeon, instead of falling, your spirit rises a level. 
You will still be pulled back down by the weight of your negative light. 

​ Knots: you know all the required knots for ships. 

​ Windrunner: You can always tell the direction the wind is blowing and how to 
navigate it. 

​ Storm-sight: you know when a storms acomin’, and from where. 

​ Obsession: gain +6 guidance on all rolls related to killing a giant squid. 

​ Fathoms: each time you reach a new depth, you lose all sense of hearing, sounds 
drowned out by the crashing of water against the rocks. This will last until you 
exit the dungeon. 

 

Possessions: 
-​ A broken compass 
-​ A small anchor or harpoon 

-​ Small Anchor: self & 1 forward; dmg = Strength +3; requires a move and an 
action to attack with 

-​ Harpoon: 2 forward in melee, +a number of hexes equal to strength when 
thrown; dmg = Strength +1; inflicts 1 bleed on target 

-​ 100 ft of rope or a pair of sailor's boots 
-​ Rope: It's rope. It can give you +3 Guidance when climbing up it. 

 



 

-​ Sailor's Boots: Provides good grip on uneven & slippery surfaces. 
-​ 1 lantern with 4 flasks, 6 rations, or a fishing rod with 20 worms in a can 

-​ Lantern: +10 light when lit, requires whale oil 
-​ Oil Flask: can be poured onto something to help it light on fire; temporary. 
-​ Provisions: +3 Light & heals hunger status when consumed.  
-​ Fishing Rod: if used in a body of water you can't see into, spend light and 

roll; on a success, you get a bit of bloated flesh of an octopus. If you fish 
somewhere you can see fish in, roll Will every 20 minutes; the light (& 
guidance) minus the result determines how much light can be gained from 
eating the creature, or guidance for further fishing if you use it as bait.  

-​ Worms: slimy wriggly things in the dirt, not to be confused with the slimy 
wriggly things in the water of the same title. Can be used as bait. 

 
 

 
 
 
 

 



 

Rebel Spirit 
A silly thing, stuck down here. You know more than the others. You are nothing to worry 
about, you will never be anything to worry about. You’re down here and the only person 
to blame is you, and yet you refuse to. You imagine a sky when there is only a stone ceiling. 
 

Haggard Traveler 
When you wander to a new region of Vivetra's Greed, mark a spirit ability. 

 
Spirit Abilities: (take the marked one and choose 1 more) 

​ Haunted Lands: Ignore all overworld mechanics.  When you exit a dungeon, the 
body you're using crumples, its post-pulse halting. Your spirit form can wander to 
any spot where someone has died, which is most places. In a resting place, you can 
interact with the area, enact the only changes you can on the world; raise the hair 
at the back of someone's neck, blow a cold wind, instill an anger in someone. 

​ Victims of Worse: when everything is silent, you can hear ghosts crying in the 
distance. Roll Will; on a success, you'll gain 6 Light, on a failure, you lose 4 light. 
Each time this happens, the light bonus decreases by 1, and the light loss increases 
by 1.  

​ Prophecies: at any point, you can roll on a list of prophecies. The result comes 
true. 

1.​ A terrorist cell dissolves 
2.​ Someone is permanently disabled 
3.​ A child is beaten for talking back 
4.​ Myrenvul Imperial Guards are ordered to slaughter all participants of a strike 

organized by the Miner's Union of Lorinth 
5.​ A mountain structure crumbles to ruin 
6.​ Far beyond Vivetra's Greed, an indigenous community is forced into a reservation 
7.​ A house is burned to the ground 
8.​ You die fighting a crypt worm 
9.​ Someone is martyred, you will never know who 
10.​ A rat gorges themself on a human 
11.​ Someone commits suicide  
12.​ You let someone get hurt. 

​ Wonderlust: when you make a discovery, gain +2 light 

​ Dead Weight: When in the overworld, if your Will is over 6, you can interact with 
guerrilla prophets anywhere as though they are at a gravesite. 

​ Void: Once you kill 13 crypt worms, you are able to unmark a spirit ability. 

 



 

 

Possessions: 
-​ A symbol, a book, or a long-molding loaf of bread 

 
 

 

 



 

Potential Hooks 
1.​ You have a nice, simple life right now and you don't want it to change 

2.​ You have to pay off a life debt to someone 

3.​ You have a family on the surface 

4.​ You're only delving for the money, once you can afford a trip out of here you're 

done 

5.​ You need to prove yourself to your parents 

6.​ A prophet gave you a quest to save the realm of Vivetra's Greed  

7.​ You have a rival you need to vanquish 

8.​ You haven't made your masterpiece 

9.​ You need to fight in a glorious war 

10.​ You need to find someone to marry 

11.​ You need to get an education, climb up the ladder of society 

12.​ You are looking for the Mad Lich of Hreave 

 
 
 

 



 

Creatures 

 
Humans - Depth 0 
Most of the shovelwounds scarring the earth were formed from human 
civilizations. Humans are one of the most populous species in Vivetra's Greed, in 
part due to the death their empires have inflicted on other species. There was once 
an older civilization of humans - before Erae’s Ocean was drained and Lorinth's 
progenitors arrived - whose remnants can only be found atop mountains, no lower.  

Human Stats 
HP: 3 +1d6 
+1 Dexterity 
+1 Strength 
Immunity: While resting, humans can reduce their max HP by 1 to cure an infection 
 

Goblins - Depth 0 
The faewild trickles into Lorinth, a result of age-old attempts to explore and 
expand. Most goblin communities will live on the periphery of human villages, as 
humans share many of the same needs and have grasped at every available space that 
fulfills those needs. Luckily for them, goblins often aren't easy to notice or 
outwit, and can usually survive off of resources taken from human corrals.  

Goblin Stats 
HP: 2 +1d6 
+2 dexterity 
Mossfooted: +3 guidance on rolls related to moving around silently 
 
 

Wraiths - Depth 1 
Wraiths are independent scavengers that most often live in colder areas, where 
bodies decompose slower. They are not particularly social, fulfilling most of their 
basic survival needs on their own. Wraiths often mimic aspects of organisms they 
consume, which has caused many other species to see them as predators or 
supernatural manifestations. They can usually communicate with species they 
mimic.  

Wraith Stats: 
HP: 2 +1d8 
Cold Resistant: Wraiths can ignore up to 4 stacks of cold. 
Scavenger: Ignore any infections from eating a dead organism 
 
 
 

 



 

Common Rats - depth 1 
Small rodents that are seen as dangerous pests in Lorinth, known to eat food and, 
with a large enough population, destroy crops and spread disease.  

Rat Stats: 
HP: 2 
+3 dexterity 
-5 strength 
Natural Attack: 
-​ Bite: self; 1 dmg. 

Plague Rat Stats: 
HP: 1 
+3 dexterity 
-7 strength 
Natural Attack: 
-​ Bite: self; 1 dmg. When attacking a target with under 3 HP, roll 1d6; on a 
1-2, inflict the following infection 

-​ Plague: infection effect; induces fever, headaches, and vomiting 
after 1d6 days; reduces strength score by -1 for each day after 
symptoms begin to show 

 

Reanimated Skeletons - depth 2 
Bones of humanoid creatures, held together by unknown forces, operating hollow 
recreations of their former spirit's focus in life. Because they can only be 
naturally found in dungeons, almost all reanimated skeletons attempt to delve 
further in the depths, though not often getting very far. 

Reanimated Skeleton Stats: 
HP: 1d6 
Bones: ignore bleed, hunger, and infection effects 
 

Large Rats - depth 2 
The rats are getting bigger. 

Large Rat Stats: 
HP: 5 
+1 dexterity 
Natural Attack: 
-​ Bite: self; dmg = 1 +Strength 
 
 
 
 

 



 

 

Shell Mimic - Depth 3 
Large crustaceans that find shelter in various objects, and eat fungi growing in 
damp areas. They are intensely defensive, and will attempt to kill or scare off any 
creature close to their size or larger. 

Shell Mimic Stats: 
HP: 4 +1d6 
Shell: Shell Mimics hide in objects to provide armor and shelter. When used 
against an attack, reduce dmg by -2. 
Natural Attack: 
-​ Pincer: 1 forward; 2 dmg 

 

Giant Rats - depth 3 
Why are they getting bigger. 

Giant Rat Stats: 
HP: 1d6 +6 
+1 strength 
Giant: giant rats take up 2 hexes 
Natural Attack: 
-​ Bite: self; dmg = 3 +Strength 
 

Giant Spider - depth 3 
The largest species of silk-spinning spiders, giant spiders can weave webs large 
enough to choke dungeon paths. They often feed on creatures around their size 
that get caught in their webs, injecting venom that paralyzes their prey, keeping 
them in a euphoric, comatose state as they are wrapped up for storage until the 
spider will next feed. This storage is useful for spirits exiting a spider's body, as they 
can return to their web with their new form and still have a food source. 
Giant Spider stats: 
HP: 1d6 
+4 dexterity 
Hairs: Giant spiders can effortlessly climb on most surfaces. 
Spinneret: Giant spiders are capable of forming webs similar to common spider webs, 
although with much stronger strands. Covering a hex in webbing takes about ten 
minutes. Stepping into a web constricts all movement, and requires a successful 
dexterity check to avoid losing the ability to make actions in combat as well. 
Natural Attack: 
-​ Inject: self; 1 dmg; inflicts following infection 

 



 

-​ Venom: Immediately removes sense of fear and pain. Paralyzes prey 
after a number of combat rounds equal to the prey's strength, 
making them lose the ability to move on their own.  

 
 

Giant Snake - depth 4 
The smallest living breed of snake, giant snakes typically stretch up to 4 hexes and 
can swallow whole just about any creature that can fit in dungeons.  

Giant Snake stats: 
HP: 1d8 +length 
+4 dexterity 
Long: choose how many hexes your body can inhabit at one time, maximum of 4. You 
can curl your body to take up less space. You can only use items with your jaws or 
the end of your tail. 
Natural attacks: 
-​ Bite: self; 3 dmg; inflicts following infection 

-​ Venom: deals 1 dmg at the end of each turn 
-​ Strangle: self; after holding prey for a number of turns equal to prey's 
strength, deals 2 dmg for each turn that passes; restricts prey's actions unless prey 
makes a successful dexterity check; tail  cannot be used while strangling 
-​ Consume: requires 2 actions; self; dmg=Strength; prey takes 2 dmg at the 
end of each turn; all of prey's attacks deal double dmg to snake 

 
Spectre - Depth 4 
Spirits that condense when not inhabiting bodies for long periods of time. A wispy 
fog-creature, loosely shaped into a bubble with reaching tendrils trailing 
downward. Spectres are usually passive, but very confused as to what's alive and 
what's dead. 

Spectre Stats: 
HP: 1d6 
-2 strength 
Ephemeral: non-magical attacks cannot harm a spectre.  
Goosebumps: creatures in the same hex as the spectre lose 2 light. 
 
 
 
 
 
 
 

 



 

Gek - depth 5 
Large bipedal reptiles, geks create small pockets of warmth in caves to inhabit. The 
process of making these habitats isn't fully understood, but it seems to be related 
to the consumption of certain minerals that surround these pockets. Geks are 
highly communal, usually only venturing out of populated pockets when in danger 
or when the gek's spirit has not adapted to the needs of their form. Geks primarily 
subsist on smaller animals and rocks. 

Gek stats: 
HP: 3 + 1d6 
+4 dexterity 
Autotomy: Geks can quickly amputate their own tails when in danger, usually to 
distract a predator or elude its grasp. Doing so reduces their dexterity by -3. The 
tail continues to writhe as long as the gek remains on the same depth as it. 
Cold-Blooded: Geks gain +10 light upon resting in a populated pocket of warmth. 
They also take the Cold status by having less than 8 light throughout 2 dungeon 
layers. 
 
 

Naiad - Depth 5 
They should be in the faewild, protecting lakes from mortal explorers. These ones 
are not. Pale, tired humanoids found near any reservoir or puddle they now call 
their domain. Respect their home and they will likely leave you be; rumor has it 
that some have even given blessings to reverential travelers. 

Naiad stats: 
HP: 2 +1d8 
+1 dexterity 
River Goddess: Naiads cannot die when in their domain. 
River Blessing: When in their domain, naiads can grant a spirit +20 Light. 
 
 

Corpsestone Statue - depth 6 
At a certain point, the statues built in dungeons stop being made from the wealth 
of stone produced by digging so deep. A god-witch's marble having been carved into 
what are likely some of the last representations of their dungeon's keeper. Smells 
of grerwul apples and dried blood. 

Corpsestone Statue stats: 
HP: 1d12 
+1d6 strength 
Natural Attack: 
-​ Kick: self & 1 forward; dmg = Strength; pushes target back 1 hex 

 



 

Balloon Worm - depth 6 
A pulsing thing, a large translucent worm floating in the air, inflating & 
deflating itself to move. Thin tentacles at its mouth helps it angle itself by using 
the environment around it, as well as feed it. 

Balloon Worm stats: 
HP: 3 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 



 

 



 

 
 

 



 

 



 

 

Celltop / Bleeding-town 
There was another name for the village, but with the construction of the 
telmont labor camp, it has since been officially renamed to Celltop, and is 
colloquially referred to as Bleeding-town. 
 

Celltop Housing 
There is no available housing in Celltop. 
 

NPCs in Celltop 
1.​ Bottle quest giver 

○​ A grieving child on the street, carefully holding an empty whiskey 
bottle, wrapped like a newborn in tattered blankets, in bruised arms. 

○​ He says this bottle was the last bottle of whiskey his loved one 
drank, and holds her soul. He takes care of her now, but he needs 
you to take the bottle down to the dungeon and let her spirit 
enter another body so that she can protect him again.  

■​ In return, he offers the 8 GP he could scrounge off the 
streets. 

■​ Empty Bottle: Can be broken to inflict 2 levels of bleed on 
target.  

2.​ Inmate quest giver 

○​ A dark figure who does not give you his name 

○​ Escaped prisoner; you can turn him in for about 100 GP 

○​ Unhappy having anything to do with wardens, delvers, and especially 
ghosts 

○​ Considers himself a “daelist” 

○​ Requests that you find the following inmates. Offers medical 
services (healing all health or up to 3 levels of a status effect) and 
10 GP for each person that you can bring up. When you want to 
bring an inmate up, you'll have to spend light and roll dice for them 
as well. 

 



 

■​ Ismey: short-tempered, but very sneaky. Made a deal with some guards to bring 
contraband in, before they all were moved to another dungeon or ended up too deep 
to get back out. 

■​ Terra: despondent type. I always tried to make her see my way of looking at things, 
but maybe she's more like your kind. Still, I wouldn't forgive myself for leaving them 
down there. You might need to be a bit more forceful, but do as little harm as you 
can. 

■​ Grahan: lazy but clever; I never got to learn much else about them before I got out. 
■​ Caltio: one of the most driven people I've met, held to her convictions like no one 

else. You’ll need to reason with her to get her to follow you. 
3.​ Trap & Guard quest giver 

○​ Last active warden above-ground. Spends most of his time 
pretending to do paperwork and making games for friends that no 
longer work here.  

○​ Requests that you check that traps are still working, handing you a 
blueprint written in an endangered language (that you don't know). 
Offers 15 GP for one checkup per layer, adding +5 GP for each depth 
you check.  

■​ Can give you a slightly more up-to-date map if you return 

●​ Dungeon map: allows you to choose on discovery tables 
in floors 1-7 

○​ Requests you to check on guards for each level. He knows you 
won't find most of them, but offers 4 GP for each notification of 
attendance you can get signed. 

○​ Requests you bring this month's camp rations down to the kitchens 
on floor 3 and 5. You'll probably have to do this piecewise. Offers 1 
GP per ration. 

■​ Bread rolls (20): -1 hunger when consumed 

■​ Gallons of Water(30): +9 light when consumed 

■​ Bags of Salt (10): helps preserve food 

■​ Cuts of Beef (20): +4 light & heals hunger when consumed 

■​ Potatoes (30): +2 light & heals hunger status when consumed 
4.​ Blacksmith & her daughters 

○​ One of the daughters was almost like you. She died once, and 
returned to the surface in a body she did not want to bleed dry. She 

 



 

asks you to stay - when you refuse, she asks you to at least save her 
friend, who she delved with; if you look her in the eyes, she knows 
she'll never see her again. 

○​ One of the daughters asks you to bring her friend, Cadeu, an old 
sewn doll, and offers 3 GP as payment. 

○​ The blacksmith is quiet and uncomfortable around you, but will 
still fix metal tools. Usually charges 3 GP for things around the 
size of arrowheads, and 6 GP for things around the size of a 
shortsword. 

5.​ Potion Seller 

○​ Refuses business with worms like you. Says his potions are too strong 
for ghosts. 

■​ Health Potion (26): heals 2 HP when consumed 

●​ 6 GP 

■​ Potion of Transition (5): slowly changes a human's anatomy to 
be closer to what the user wishes when consumed. 

●​ 30 GP 

■​ Tenacity (9): +4 Will when consumed; extremely addictive.  

●​ 12 GP. 

■​ Rigor Mortis (3): when consumed, upon death, automatically 
gain a scar and continue on once. 

●​ 12 GP 

■​ Small bottle of acid (30): counts as a small key 

●​ 4 GP 

■​ Universal Antidote (18): cures 2 levels of infection and deals 
2 harm when consumed. Burns as it slides down your throat. 

●​ 7 GP 
6.​ Prison Trinket Quest Giver 

○​ Cart driver transporting prisoners from Lamond to work here. 

○​ Offers 4 GP for any keepsakes you find that he thinks are 
interesting. 

 

 



 

Telmont Labor Camp 

On your way to the entrance of the dungeon, you see an empty watchtower and 
abandoned guard stations. 
 

Depth 1  
Discovery Table (predetermined): 

1.​ A 2 hex entrance room, the ceiling collapsed, with much of the rubble 
moved to the doorway at the end. The doorway has a one-way lock. 

2.​ You can hear a metal clang as the door shuts behind you. A 3 hex room 
with the crushed remains of approximately 3 bodies sprawled across bricks 
the color of dry blood. At the end of the room, there is a mechanism 
connected to the door. 

1.​ Pressure Ceiling: when the door is opened, the ceiling begins to 
push down; after 4 turns, victims die. 

3.​ 1 hex room with a hole at the end (+1 depth, must be climbed out of) 

Corpse list (Floor 1): 

1.​ mangled up bones and ruptured, long-rotting organs of a human 
2.​ ruptured bones and organs of a flattened human wearing a prisoner's 

uniform 
3.​ unidentifiable 

 
 
 
 
 
 
 
 
 
 

 



 

Depth 2 
Discovery Table (predetermined): 

1.​ A 5 hex room, with 8 charred bodies laying across the floors in varying 
states of decay. Only 2 of the bodies have anything but prisoner's 
uniforms. When you move across the 3rd and 4th hex of the room, you'll 
set off a flame trap by stepping on certain stones.  

1.​ Flame trap: roll dexterity; on a success, take 1 level of aflame, on a 
failure, take 1d6 levels of aflame.  

2.​ 1 hex room with a hole at the end (+1 depth, must be climbed out of) 

Corpse list (Floor 2): 

1.​ Human in prison uniform (4): 
1.​ HP: 3 + 1d6 
2.​ +1 dexterity 
3.​ +1 strength 
4.​ Immunity: While resting, humans can reduce their max HP by 1 to 

cure an infection 
2.​ Goblin in prison uniform: 

1.​ HP: 2 +1d6 
2.​ +2 dexterity 
3.​ Mossfooted: +3 guidance on rolls related to sneaking around 

3.​ Human in ranger's cloak: 
1.​ HP: 3 + 1d6 
2.​ +1 dexterity 
3.​ +1 strength 
4.​ Immunity: While resting, humans can reduce their max HP by 1 to 

cure an infection 
5.​ holding hunter's bow, 4 hunting arrows, a health potion, and 12 GP 

1.​ Hunter's Bow: 2-8 hexes forward; dmg = Strength + arrow's 
dmg; requires arrows; costs a move & action to shoot 

2.​ Hunting Arrow: self; dmg = Dexterity; reusable 
3.​ Health potion: heals 2 HP when consumed 

 



 

4.​ Human in prison uniform with 2 mostly undamaged cigarettes 
5.​ Human in farming rags 

1.​ HP: 2 + 1d6 
2.​ +1 dexterity 
3.​ +1 strength 
4.​ Immunity: While resting, humans can reduce their max HP by 1 to 

cure an infection 
5.​ holds a shortsword, a burnt loaf of bread, and 3 GP 

1.​ Shortsword: self & 1 hex forward; dmg = 3 
2.​ Burnt loaf of bread: +1 light & heals hunger status when 

consumed 
6.​ inflicted with following infection:  

1.​ Plague: induces fever, headaches, and vomiting; reduces 
strength score by -1 for each day after symptoms begin to 
show 

Depth 3 (Ghost Depth) 
Discovery table (d6): 

1.​ Trapped hallway 
2.​ Hallway 
3.​ Trapped 2 hex room with a fattened rat at the entrance 

a.​ Rat Stats:  
i.​ HP: 2 

ii.​ +3 dexterity 
iii.​ -5 strength 
iv.​ Natural Attack: 

1.​ Bite: self; 1 dmg. 
4.​ Trapped hallway 
5.​ 2 hex lounge & bedroom with a shell mimic sitting on a cushioned chair.  

a.​ If you can talk to the mimic, you'll learn that she is the current 
“prisoner-king”, after the warden got lost somewhere below and 
never came back. She isn't happy being the de facto warden, but 
won't risk an escape and attacks anyone that approaches her throne. 

 



 

b.​ Shell Mimic Stats: 
i.​ HP: 4 +1d6 

ii.​ Shell: Shell Mimics hide in objects to provide armor and 
shelter. When used against an attack, reduce dmg by -2. 

iii.​ Natural Attack: 
1.​ Pincer: 1 forward; 2 dmg 

iv.​ Carries 4 small keys and a skeleton key. 
6.​ 2 hex storage room with 10 locked boxes.  

a.​ If you open a box, roll a d8. On a 1-2, you find 2d12 GP or a rusting 
metal orb; on a 3, you find a peasant's rags or a pack of 1d12 
cigarettes; on a 4, the box is empty; on a 5-6, the box sets off a 
random trap; on a 7-8, roll 2d6 instead and take both results. 

b.​ Hearthwell Gas: take 1 level of the following infection for each 
action taken while in the room.  

i.​ Drain: temporarily lose 1 Dexterity for each hex moved until 
cured. For each drain level above your Strength, temporarily 
lose 1 Will. While drain is over your strength, lost dexterity 
is permanent.   

7.​ Hallway 
8.​ 1 hex kitchen, with 1 moldy bread roll, 2 rotten potatoes, and a bloodied 

knife 
a.​ Moldy Bread Roll: -1 hunger when consumed; roll Strength; on a 

failure, take the following infection. 
i.​  Gartier’s Disease: induces vomiting and diarrhea; reduces 

Strength score by -1 and inflicts +1 hunger. 
b.​ Rotten Potato: +2 light & heals hunger status when consumed: 

roll Strength; on a failure, take the following infection effect. 
i.​ Greenworms: Eggs grown in starches, hatched in warm bodies. 

Inflicts 1 dmg for any non-starches digested.  
c.​ Kitchen Knife: self; 1 dmg; inflicts 1 bleed on hit. 

9.​ 1 hex room with a hole at the end (+1 depth, must be climbed out of). It 
might be a body chute. 

10.​1 hex torture chamber, tools of state violence left abandoned 

 



 

 
Corpse List (Floor 3): 

●​ Human 

○​ HP: 3 + 1d6 

○​ +1 dexterity 

○​ +1 strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

●​ Skeleton of large rat: 

○​ HP: 1d6 

○​ +1 dexterity  

○​ Bones: ignore bleed, hunger, and infection effects 

○​ Natural Attack: 

■​ Bite: self; dmg = 1 +Strength 

●​ Naiad 

○​ HP: 2 +1d8 

○​ +1 dexterity 

○​ River Goddess: Naiads cannot die when in their domain. 

○​ River Blessing: When in their domain, naiads can grant a spirit +20 
Light. 

●​ Disemboweled Rat: 

○​ HP: 2 

○​ +3 dexterity 

○​ -5 strength 

○​ Natural Attack: 

■​ Bite: self; 1 dmg. 

○​ inflicted with 2 Bleed 

 
 
 
 
 

 



 

Depth 4 
Discovery table (d6): 

1.​ 3 hex room filled with decomposing flesh and waste 
2.​ 2 hex room, empty, except for a broken necklace with some kind of 

religious symbol attached to it on the floor of the entrance. The floor is 
lined with holes. 

a.​ Jagged Nails: inflict +1 bleed for each hex moved within the room. 
For each floor you move to while your feet are bleeding, roll a die; 
on a 6+, you take a level of wormfoot infection 

i.​ Wormfoot: causes itching, swelling, discolored skin, and foul 
discharge. Lose 1 light and take 1 dmg for each move made. 

2.​ Trapped Hallway 
3.​ 4 hex cell block, with eight cells lining the walls, 3 of which are empty. 

The two by the entrance, 0001 and 0002, each have a body hanging from the 
ceiling. Another cell, 0004, has a body against the floor rotting in dry 
blood from a head wound. There might be a corpse in 0006, but it's 
difficult to tell. At the end of the room, there's a goblin locked in cell 
0008. 

a.​ The goblin in 0008 won't speak outside of asking for water. If she's 
given around a mugfull of water, she'll gulp it down desperately, 
thank you, and begin singing a mournful song in an unknown tongue. 

b.​ Goblin stats: 
i.​ HP: 2 +1d6 

ii.​ +2 dexterity 
iii.​ Mossfooted: +3 guidance on rolls related to sneaking around 
iv.​ Carrying a broken flute and a small key, stained in blood 

4.​ 1 hex waste storage room, causes bileburn infection after 2d6 actions made 
in it. At the center is a locked trapdoor (+1 depth) 

a.​ Bileburn: induces vomiting upon taking damage or eating 
something, inflicting +1 hunger 

5.​ 1 hex room with a reanimated skeleton working a broken coin presser. 
There's about 40 GP’s worth of dusty coins lying around. 

a.​ Reanimated Skeleton Stats: 

 



 

i.​ HP: 1d6 
ii.​ Bones: ignore bleed, hunger, and infection effects 

6.​ This is definitely a body chute (+1 depth, must be climbed out of) 
 
Corpse List (Floor 4): 

●​ Human hanging in 0001 

○​ HP: 3 +1d6 

○​ +1 Dexterity 

○​ +1 Strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

●​ Human hanging in 0002 

○​ HP: 3 +1d6 

○​ +1 Dexterity 

○​ +1 Strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

○​ Cannot smell or taste 

●​ Human lying in blood in 0004 

○​ HP: 1 +1d6 

○​ +1 Dexterity 

○​ +1 Strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

○​ Holding a moldy loaf of bread 

●​ Tailless Gek 

○​ HP: 3 + 1d6 

○​ +4 dexterity 

○​ Autotomy: Geks can quickly amputate their own tails when in 
danger, usually to distract a predator or elude its grasp. Doing so 
reduces their dexterity by -3. The tail continues to writhe as long 
as the gek remains on the same depth as it. 

 



 

○​ Cold-Blooded: Geks gain +10 light upon resting in a populated 
pocket of warmth. They also take the Cold status by having less 
than 8 light throughout 2 dungeon layers. 

 

Depth 5 
Discovery Table (d6): 

1.​ 1 hex torture chamber, tools of state violence left abandoned 
2.​ Body chute (+1 depth, must be climbed out of) 
3.​ Hallway 
4.​ Hallway with a reanimated skeleton, searching for a stairwell that is no 

longer there.  
a.​ Reanimated Skeleton Stats: 

i.​ HP: 1d6 
ii.​ Bones: ignore bleed, hunger, and infection effects 

iii.​ Carrying a rapier and 3 GP 
1.​ Rapier: self & 1 forward; dmg = dexterity 

5.​ 4 hex cell block, with 8 empty cells lining the walls. Cells are labeled 
0009-00016. 

a.​ If you have 4+ Discovery, you can find a hidden ladder in one of the 
cells, leading to the layer above and below you (+1 depth). 

6.​ 2 hex room, near impossible to move through due to a dense forest of 
shoddy stone pillars. Somewhere in here, a reanimated skeleton is building 
another column. 

a.​ Reanimated Skeleton Stats: 
i.​ HP: 1d6 

ii.​ Bones: ignore bleed, hunger, and infection effects 
iii.​ Carrying a somewhat rectangular rock 

7.​ 1 hex kitchen, entirely ransacked. 
 
 
 
 
 

 



 

Corpse List (Floor 5): 

●​ Emaciated rat 

○​ HP: 2 

○​ +3 dexterity 

○​ -5 strength 

○​ Natural Attack: 
i.​ Bite: self; 1 dmg. 

○​ Inflicted with 5 Hunger 
 

Depth 6 
Discovery Table (d6): 

1.​ 1 hex torture chamber, tools of state violence left abandoned 
2.​ Trapped hallway 
3.​ Hallway with a reanimated skeleton in a long-ruined prison uniform 

placing non-existent stones along the already tiled floor 
a.​ Reanimated Skeleton Stats: 

i.​ HP: 1d6 
ii.​ Bones: ignore bleed, hunger, and infection effects 

4.​ Trapped hallway 
5.​ 4 hex cell block, with 8 cells lining the walls. Each cell is numbered, 

going from 0016-0024. There’s a giant spider making a web behind the 
locked cage of 0026. A prison guard is leaning against the wall, smoking. 

a.​ Prison Guard stats (human): 
i.​ HP: 3 +1d6 

ii.​ +1 Dexterity 
iii.​ +1 Strength 
iv.​ Immunity: While resting, humans can reduce their max HP by 

1 to cure an infection 
v.​ Carrying a spear, a cigarette, and 14 GP 

1.​ Spear: 1-3 forward; dmg=4 +Strength 
6.​ Stairway down (+1 depth) 

 



 

7.​ 1 hex cavern with a tunnel of water in the center (+1 depth, must be 
climbed out of). A naiad sleeps upright against the side of the tunnel. 

a.​ Naiad stats: 
i.​ HP: 2 +1d8 

ii.​ +1 dexterity 
iii.​ River Goddess: Naiads cannot die when in their domain. 
iv.​ River Blessing: When in their domain, naiads can grant a 

spirit +20 Light. 
 
Corpse List (Floor 6): 

●​ Balloon Worm, floating in water 

○​ HP: 3 
 

Depth 7 
Discovery Table (d6): 

1.​ 2 hex room with a spectre passively floating towards the entrance  
a.​ Spectre Stats: 

i.​ HP: 1d6 
ii.​ -2 strength 

iii.​ Ephemeral: non-magical attacks cannot harm a spectre.  
iv.​ Goosebumps: creatures in the same hex as the spectre lose 2 

light. 
2.​ Hallway 
3.​ 2 hex storage room filled with pickaxes, chisels, mallets, and carving 

knives. Sitting beside one of the shelves, a wraith, armed with a mallet and 
a crossbow, eats a raw rat.  

a.​ Wraith stats: 
i.​ HP: 5 

ii.​ Cold Resistant: Wraiths can ignore up to 4 stacks of cold. 
iii.​ Scavenger: Ignore any infections from eating a dead organism 
iv.​ Carrying a crossbow and mallet 

1.​ Crossbow: 1-6 forward; dmg = Dexterity +3 
2.​ Mallet: self & 1 forward; dmg = Strength -1 

 



 

4.​ 4 hex cell block, with 8 empty cells lining the walls. The cell labels have 
degraded, the rock dissolving into rounded marks saying nothing. In the 
center, a balloon worm draped with chainmail floats in the center, 
holding a black powder crossbow with two tentacles 

a.​ Balloon Worm stats: 
i.​ HP: 3 

ii.​ Carries chainmail armor, black powder crossbow, and 2 rings 
of powdershot ammo 

1.​ Chainmail: take -1 harm and ignore bleed effects from 
non-magic attacks. 

2.​ Black Powder Crossbow: 1-6 forward - dmg=Dexterity - 
6 ammo - stuns enemies in arena for 1 round after first 
shot - requires powdershot ammo 

3.​ Ring of powdershot ammo: contains 6 shots for a black 
powder crossbow. Rings can only be loaded between 
encounters. 

5.​ Trapped hallway 
6.​ Hallway 
7.​ Stairway down (+1 depth) 
8.​ Hole in the ground (+1 depth 
9.​ A cavern full of water, flooding the floor you're on; take 3 dmg from the 

force. You can move a number of hexes or make a number of actions equal 
to your Strength before you die. 

 
Corpse List (Floor 7): 

●​ Half-eaten rat 

○​ HP: 2 

○​ +3 dexterity 

○​ -5 strength 

○​ Natural Attack: 

■​ Bite: self; 1 dmg. 

○​ Inflicted with 4 levels of bleed 

 



 

●​ Shellsnap 

○​ HP: 4 + 1d8 

○​ +1 Strength 

○​ +1 dexterity 

○​ Shell: all non-magical attacks deal -2 dmg. Shellsnaps can fully 
retreat into their shells at the cost of movement. 

○​ Natural attack: 

○​ Snap: self; dmg = Dexterity +1d6 
 

Depth 8 
Discovery Table (d8) 

1.​ 2 hex room, full of gored bodies and bloody coins. You can get about 500 
GP from this room. 

2.​ Hallway 
3.​ Trapped Hallway 
4.​ 4 hex cell block, with 8 cells lining the walls. The cells are not labeled. 

Locked in one of them, a naiad weeps. 
a.​ Naiad Stats: 

i.​ HP: 3 
ii.​ +1 dexterity 

iii.​ River Goddess: Naiads cannot die when in their domain. 
iv.​ River Blessing: When in their domain, naiads can grant a 

spirit +20 Light. 
v.​ Carries a chain with a rotting foot glued on with blood and 

30 GP 
5.​ Hallway 
6.​ Hallway with an ooze 

a.​ Ooze stats: 
i.​ HP: 1d12 +12 

ii.​ -6 dexterity 
iii.​ Drip: Oozes’ movements require an action and a move 

 



 

iv.​ Consume: If an ooze moves into the same hex as a creature, 
that creature takes the following infection. 

1.​ Rotskin: causes -2 to each attribute for each action 
taken or hex moved until they are at 0, going from 
Strength, to Dexterity, to Will. After that, the 
infected takes 1 dmg for each round while stuck in the 
ooze or for each depth increase. 

7.​ A hallway with a reanimated skeleton building a trap 
a.​ Reanimated Skeleton Stats: 
b.​ HP: 1d6 
c.​ Bones: ignore bleed, hunger, and infection effects 

8.​ A ladder leads down a well (+1 depth) 
9.​ A graveyard, stretching beyond what you can see through the thick fog. 

 
Corpse List (Floor 8): 

●​ Gored human bodies in puddles of blood-gold 

○​ HP: 3 +1d6 

○​ +1 Dexterity 

○​ +1 Strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

○​ Inflicted with 4 levels of bleed 

●​ Gored goblin bodies in puddles of blood-gold 

○​ HP: 2 +1d6 

○​ +2 dexterity 

○​ Mossfooted: +3 guidance on rolls related to sneaking around 

○​ Inflicted with 4 levels of bleed 

●​ Skeletons in coffins 

○​ HP: 1d6 

○​ Bones: ignore bleed, hunger, and infection effects 
 
 

 



 

 
 

Depth 9 
Discovery Table (predetermined) 

1.​ 1 hex torture chamber, tools of state violence left abandoned 
2.​ Unfinished hallway with a prisoner at the edge of collapse, placing brick 

tiles on the stone walls. The prisoner does not have a tongue, and does 
not acknowledge you. 

a.​ Human Stats: 
i.​ HP: 2 

ii.​ +1 Dexterity 
iii.​ +1 Strength 
iv.​ Immunity: While resting, humans can reduce their max HP by 

1 to cure an infection 
3.​ A cavernous hallway, the stone no longer built but grown, natural holes 

and crevices lining the rounded walls and floor.  
4.​ A 1 hex space with a rusted bag of 50 GP against the ground. A body of a 

human sits, with a soft, pale red rock growing on its shoulder, through its 
neck, and blossoming from its skull. It twitches, but does not do much 
else unless attacked. 

a.​ Corpse Coral Stats: 
i.​ HP: 1d6 

ii.​ +2 Will 
iii.​ Mimicry: Use mechanics from the creature the coral 

inhabits. 
iv.​ Infection: Corpse Coral must grow into a dead body, and bind 

itself in a similar way to a spirit; spirits can still inhabit the 
body, but will have no control over it. 

5.​ A hole (+1 depth, must be climbed out of) 
6.​ A 1 hex clearing with nothing but the symbols of Vivetra and Noxa carved 

crudely into the wet stone, slowly eroding back into featureless rock. 
 
 

 



 

 
 
Corpse List (Floor 9): 

1.​ Human/Coral 
a.​ HP: 3 +1d6 
b.​ +1 Dexterity 
c.​ +1 Strength 
d.​ Immunity: While resting, humans can reduce their max HP by 1 to 

cure an infection 
 

Depth 10 
Discovery Table (d8) 

1.​ Cavernous Hallway 
2.​ Cavernous Hallway 
3.​ 1 hex torture chamber, tools of state violence left abandoned 
4.​ 1 hex torture chamber, tools of state violence left abandoned 
5.​ Cavernous hallway. In just the next room, you can see a light shining, 

brighter than the sun. 
a.​ Lightkeeper Stats (add to next room): 

i.​ HP: 3 
ii.​ Beckon: Prey gets +1 light when moving toward Lightkeepers 

iii.​ UnTruth: Prey loses -2 light when moving away from 
Lightkeepers 

iv.​ UnPrison: When a Lightkeeper dies, it inflicts 1d6 levels of 
Aflame to any creatures in 1 hex of the Lightkeeper. 

6.​ Cavernous hallway with an ooze. 
a.​ Ooze Stats: 
b.​ HP: 1d12 +12 
c.​ -6 dexterity 
d.​ Drip: Oozes’ movements require an action and a move 
e.​ Consume: If an ooze moves into the same hex as a creature, that 

creature takes the following infection. 

 



 

i.​ Rotskin: causes -2 to each attribute for each action taken or 
hex moved until they are at 0, going from Strength, to 
Dexterity, to Will. After that, the infected takes 1 dmg for 
each round while stuck in the ooze or for each depth 
increase. 

7.​ A 1 hex room with unclear purpose. A guard stands at attention; they will 
only attack if you move back toward the surface. 

a.​ Goblin Stats 
i.​ HP: 2 +1d6 

ii.​ +2 dexterity 
iii.​ Mossfooted: +3 guidance on rolls related to sneaking around 

8.​ A cavernous hallway 
9.​ Cavernous hallway. In just the next room, you can see a light shining, 

brighter than the sun. 
a.​ Lightkeeper Stats (add to next room): 

i.​ HP: 3 
ii.​ Beckon: Prey gets +1 light when moving toward Lightkeepers 

iii.​ UnTruth: Prey loses -2 light when moving away from 
Lightkeepers 

iv.​ UnPrison: When a Lightkeeper dies, it inflicts 1d6 levels of 
Aflame to any creatures in 1 hex of the Lightkeeper. 

10.​1 hex torture chamber, tools of state violence left abandoned 
11.​ A cavernous hallway  
12.​A stairway down (+1 depth) 

 
Corpse List (Floor 10): 

●​ Naiad 

○​ HP: 2 +1d8 

○​ +1 dexterity 

○​ River Goddess: Naiads cannot die when in their domain. 

○​ River Blessing: When in their domain, naiads can grant a spirit +20 
Light. 

 



 

Depth 11 
Discovery Table (d12) 

1.​ It is too dark to see 
2.​ It is too dark to see 
3.​ It is too dark to see 
4.​ It is too dark to see 
5.​ It is too dark to see 
6.​ It is too dark to see 
7.​ It is too dark to see 
8.​ It is too dark to see 
9.​ It is too dark to see 
10.​It is too dark to see 
11.​ It is too dark to see 
12.​It is too dark to see 
13.​ A body chute (+1 depth, must be climbed out of) 

 
 
Corpse List (Floor 11): 

●​ human in prison uniform (102): 

○​ HP: 3 + 1d6 

○​ +1 dexterity 

○​ +1 strength 

○​ Immunity: While resting, humans can reduce their max HP by 1 to 
cure an infection 

●​ Goblin in prison uniform (87): 

○​ HP: 2 +1d6 

○​ +2 dexterity 

○​ Mossfooted: +3 guidance on rolls related to sneaking around 

●​ Wraith in prison uniform (60): 

○​ HP: 2 +1d8 

○​ Cold Resistant: Wraiths can ignore up to 4 stacks of cold. 

○​ Scavenger: Ignore any infections from eating a dead organism 

 



 

●​ gek in prison uniform (35): 

○​ HP: 3 + 1d6 

○​ +4 dexterity 

○​ Autotomy: Geks can quickly amputate their own tails when in 
danger, usually to distract a predator or elude its grasp. Doing so 
reduces their dexterity by -3. The tail continues to writhe as long 
as the gek remains on the same depth as it. 

○​ Cold-Blooded: Geks gain +10 light upon resting in a populated 
pocket of warmth. They also take the Cold status by having less 
than 8 light throughout 2 dungeon layers. 

●​ naiad in prison uniform (2): 

○​ HP: 2 +1d8 

○​ +1 dexterity 

○​ River Goddess: Naiads cannot die when in their domain. 

○​ River Blessing: When in their domain, naiads can grant a spirit +20 
Light. 

●​ Rat (100): 

○​ HP: 2 

○​ +3 dexterity 

○​ -5 strength 

○​ Natural Attack: 

■​ Bite: self; 1 dmg. 

●​ Plague Rat (49): 

○​ HP: 1 

○​ +3 dexterity 

○​ -7 strength 

○​ Natural Attack: 

■​ Bite: self; 1 dmg. When attacking a target with under 3 HP, 
roll 1d6; on a 1-2, inflict the following infection 

●​ Plague: infection effect; induces fever, headaches, and 
vomiting after 1d6 days; reduces strength score by -1 
for each day after symptoms begin to show 

 



 

●​ Balloon Worm (12) 

○​ HP: 3 

●​ Giant Spider (2): 

○​ HP: 1d6 

○​ +4 dexterity 

○​ Hairs: Giant spiders can effortlessly climb on most surfaces. 

○​ Spinneret: Giant spiders are capable of forming webs similar to 
common spider webs, although with much stronger strands. 
Covering a hex in webbing takes about ten minutes. Stepping into a 
web constricts all movement, and requires a successful dexterity 
check to avoid losing the ability to make actions in combat as well. 

○​ Natural Attack: 

■​ Inject: self; 1 dmg; inflicts following infection 

●​ Venom: Immediately removes sense of fear and pain. 
Paralyzes prey after a number of combat rounds equal 
to the prey's strength, making them lose the ability to 
move on their own.  

●​ giant snake: 

○​ HP: 1d8 +length 

○​ +4 dexterity 

○​ Long: choose how many hexes your body can inhabit at one time, 
maximum of 4. You can curl your body to take up less space. You can 
only use items with your jaws or the end of your tail. 

○​ Natural attacks: 

■​ Bite: self; 3 dmg; inflicts following infection 

●​ Venom: deals 1 dmg at the end of each turn 

■​ Strangle: self; after holding prey for a number of turns 
equal to prey's strength, deals 2 dmg for each turn that 
passes; restricts prey's actions unless prey makes a successful 
dexterity check; tail  cannot be used while strangling 

 



 

■​ Consume: requires 2 actions; self; dmg=Strength; prey takes 2 
dmg at the end of each turn; all of prey's attacks deal double 
dmg to snake 

●​ Shellsnap (3): 

○​ HP: 4 + 1d8 

○​ +1 Strength 

○​ +1 dexterity 

○​ Shell: all non-magical attacks deal -2 dmg. Shellsnaps can fully 
retreat into their shells at the cost of movement. 

○​ Natural attack: 

■​ Snap: self; dmg = Dexterity +1d6 

●​ Corpsestone statue (2): 

○​ HP: 1d12 

○​ +1d6 strength 

○​ Natural Attack: 

■​ Kick: self & 1 forward; dmg = Strength; pushes target back 1 
hex 

●​ Giant Rat (22): 

○​ HP: 1d6 +6 

○​ +1 strength 

○​ Giant: giant rats take up 2 hexes 

○​ Natural Attack: 

■​ Bite: self; dmg = 3 +Strength 

●​ Coral growing through any body down here (140): 

○​ HP: 1d6 

○​ +2 Will 

○​ Mimicry: Use mechanics from the creature the coral inhabits. 

○​ Infection: Corpse Coral must grow into a dead body, and bind itself 
in a similar way to a spirit; spirits can still inhabit the body, but will 
have no control over it. 

●​ mangled up bones and ruptured, long-rotting organs of a human 

 



 

●​ ruptured bones and organs of a flattened human wearing a prisoner's 
uniform 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 
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●​ unidentifiable 
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●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 
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●​ unidentifiable 

●​ unidentifiable 
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●​ unidentifiable 

●​ unidentifiable 

 



 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 
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●​ unidentifiable 

●​ unidentifiable 
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●​ unidentifiable 
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●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

●​ unidentifiable 

 



 

 

Depth 12+ 
You begin to fall.  

An angel from on high is below you, a mass of skin wriggling up toward you with a 
series of hands scarred by blades and fire, two holes where eyes used to be, a nose 
that can only smell its own rot, and a maw that can only chew. It crawls along 
the walls toward its next criminal, its next sinner, its next prisoner, its next 

correction.  
 

Crypt Worm Stats 
⬡​ HP: 3 + 6d12 
⬡​ Enormity: the angel spans about 3 hexes across and 4 hexes down. 
⬡​ Court: the angel will crawl along the walls, 2 hexes toward any prisoner 

that has not received enough of its justice. 
⬡​ Justice: if a prisoner succeeds a roll within self or 1 hex range, the angel 

will attempt to swallow the prisoner whole, chewing it 1d12 times, before 
spitting it back out. Each gnash of its jaws deals 8 dmg. Prisoners can make 
a dexterity check to avoid justice.  

 
Upon killing the angel, you will land on a metal plate, disturbing a thin layer 

of dark black powder, causing it to float around you.  The angel limply hits the 
ground a moment later. There is no sound.  

Beside you, there is a hole… 
 

 
 
 
 
 
 
 

 
 

 



 

 



 

 



 

 



 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Ghost, there is no other world you will see. The meat between the 
bone and the dirt will rot and suddenly there will be nothing but a 
single crypt, and you will feel young and scared despite all your 

years. And you will be alone among the corpses. 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 

 
 
 
 
Thanks to Nes for helping with some of this 
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