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ELF

are formed from giant pl
cards. They can flatten out the ; 2
heir bodies into two dimension: \ of others. They can v
fold Emsehig?lnto unique origa - !| power of Iaughterfg‘j
and injured, but onl
finds the
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from powerful ancient:
n " ~dragons, and can fly and
gh other races still : \ breathe flam e )
h disdain. Prolonged { icr

ead is still metaphysically
o the rest of it. Dullahan
physical contact with iron ca

cause them extreme pain.

llus. Miguel Regodén Harkness 4 illus: Damien'Mammoliti \ illus. Davi Blight - s
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RAC i’
: Earth elementals are
~ dwellers known for their g primordial beings naturall
love of ale and mining. - formed from the coalescence

- Family and honor are their = \ magic, soil, and stone. They
~ chiefvalues. Though thel¥ 43 ‘ ‘ move slowly, but they are
seem gruff, they are friendly tmnF and sturdy. They ca

~ - in their own way. so speak to rocks.

illus. Migue_I,Regodénr Harkness ] | illus. Dimas'Wijil - %
™ & © 2015 Arcanomicon, LLC ‘, \ ™ & © 2015 Arcanomicon, LLC




uickly, making them hard to hit.

heir speech sounds like the tinkle
bells to aII but children and allie

| illus./Andrew Tran®
™ & © 2015 Arcanomicon, LLC

“ but hlghly socnal creatures
often considered to be pests

- due to their love of pranks

and mischief-making. Despite
thelr regutatlon many are
hlg Iy |nte|l|gent

illus. Damien‘Mammoli
™ & © 2015 Arcanomlcon, LLC

prlmordlal beings naturally

formed from the coalescence
- of magic and fire. They can

ontrol their flames so as not

- to burn their surroundings.
o They fervently av0|d wate

| illus. Dimas \Wijil
™ & © 2015 Arcanomicon, LLC

lls are hy
who live in savannah and desert
egions and form a matriarchal
ociety. They are typically
scavengers, known for their
incessant laughter and
‘voracious hunger.

| illus. Joe Shawcross'
™ & © 2015 Arcanomicon, LLC

Gorgons are a savage race
feared for the snakes that
rown their heads as well a
their ability to temporaril
turn others into stone wit!

their gaze. They mistrust other

- races and prefer solitude.

illus. Mlguel Regodon Harkness
™& © 2015 Arcanomlcon, LLC

clothes, absorbing water and.
gutrlents from the ground and

unlight from the sky, but use
eir foliage to repllcaf/e clothing’

illus: Mlguel Regodon Harkness
™& © 2015 Arcanomlcon, LLC

- Gnomes make u? 23
ntellect what they lack in
height, making sure the!
_are both seen and heard.
They are a lighthearted folk
who many see only as
s trlc sters.

illus. LeliaiAlvarezs
™ & © 2015 Arcanomicon, LLC

Harpies are winged scavenger
who hunt the roads between
ettlements. Although they are

~ often cruel and uncouth, they

ight help others when treasur
 is involved. They are easily

™ & © 2015 Arcanomicon, LLC
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. beings who speak a
ommon tongue and have
- settled across the lands. =
They are innovators and
- adventurers, helping to
- sh orld.

ce elementals are primordial beings
- naturally formed from the coalescence
of magic and ice. They can keep their
form even in warm surroundings as long
as the temperature is constant, but
spikes in heat can cause them to melt.
! hatever they touch.

illus.Johnny Morrow*
™ & © 2015 Arcanomicon, LLC

f their traveling companions. Even
hen advanced in years, they always
ppear youthful. Fur on the tops of their

- feetand t.he backs of their hands keeps.

in bitter cold. -

illus. Joe Shawcross
™ & © 2015 Arcanomicon, LLC

h r0|c a kltsune becomes,
talls it grows 3

illus. Davi Blight = % ;
™ & © 2015 Arcanomicon, LLC

lizard-like race normally foun
in dark caves and dungeons.
They have cartilaginous -
skeletons, giving them the
3 ablllty to squeeze thr

illus. DamieniMammoliti
™ & © 2015 Arcanomicon, LLC

cans are humans afflicted with
irulent form of chanthropy that

they can temporarily revert to
man shape. They have heightened
enses and become more wild during

illus. Dimas Wijil -8
™ & © 2015 Arcanomicon, LLC

illus. Dimas Wijil =55
™ & © 2015 Arcanomicon, LLC

they are also known
for belng stubborn and
followmg their xlﬁn path




gres are two-headed brutes C N | Puppets are stuffed felt toy
known for incredible strength S ger to prove their 4\ - rought to life by magic. Though
-and often dim personalities - strength, which often leads ‘ they still move as though they are
ne head is typically in charge ~ to conflict. Many regard I\ | manipulated by another, they control
ut it is common for the two to | [§. : 1! them as brutes, though their own actions. Puppets love to
argue, often at inappropriat they are vintense'y loy: entertain and strive to lighten the
nd life-threatening times. { " their companions. mood at every opportunity.

i

illus. Dimas Wijil -8 \ illus: Miguq_IwRego 6ntHa ) g | illus. Joe Shawcross §
™ & © 2015 Arcanomicon, LLC ™&0© 2015?5rcgho d ™ & © 2015 Arcanomicon, LLC

L SASQUAICH = 7

f asquatches valu
[ seclusion, rarely leavin
o serve their creators and repair heir dense forest homes.
hinery. They can interface with other ) hey excel at hiding from
machines and technological device ) ! ‘ ht and remaining silent,
High concentrations of electricity ol . despite a hulking form and
car - cumbersome stride.

illus. Joe Shawcross'
™ & © 2015 Arcanomicon, LLC

illus. Damien'Mammoliti
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- Toons are beings made from
magical ink. They conformto
fferent physical laws than the rest
t nality t e \ \| of the world; among other things, -
of a scyllan is said to be L | - As long a | )  they can often survive injuries that
eflected by the type of dog remains i k |  should be fatal. However, th
pents have. - iy s betwee i :

issol wat

illus. Davi Blight = % ;
™ & © 2015 Arcanomicon, LLC
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SRZAN

"WAR GOLEM

i n in become formless
' masters, they strive \! ~ magic ‘. ([ \ sti nsciousness, even 2
to avoid senseless violence and | (8 i i ) ] -
2 their consciousness, even when
. mingled W|th ordlnary water.

illus. Dimas Wijil 85 \ illus. Damien'Mammoliti \ illus:Johnny Morrow: =
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CLASS " =i ia = A4 CLASS
Barbarians are savages w y - Bards are entertainers
A $ are always ready to fight, and B - who use music to inspire
en decaying and falling \ .- they become enraged in : A © . and support their allies.
ve no memory of their ‘ § battle. They are quick to share - M : Through jokes and wit,
ear J RN § tales of their victories, /4 \ they are the life of the
believing true glory can be /22 /& . party, raising their friends’
found only through combat. /& /# % 4. - morale in dire tlmes ;

illus: Miguel. Regodon Harkness
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( CLAIRVOYANT ( CLARION /

CLASS
Clairvoyants are spiritualists with
- heightened psychic sensitivity,

allowing them to read people's

thoughts and emotions. They can .

also sense residual psychic
information from an object’s
aura through touch.

’ ’L‘i,

Y

DAZZLER

CLASS

Dazzlers are circus-trained

~ acrobats who have mastered the
- art of distraction in combat. They

wear bright and complicated
costumes to draw the attention
of their enemies, then use their

-nimbleness to evade attack.:

CLASS

' Engineers are scientists who study -
technology. They analyze machinery

to find ways to disable or improve
it. Their designs might look
ramshackle or hodgepodge, but
they usually get the job done—if
-their inventions don’t backfire:

a6 2015 ArcanomiconiLLC)
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[ ENGINEER

~

; ‘\of many martial d|sc1pl|nes

CLASS

Clarions seek to increase their
own power by harnessing the
power of angels and heaven.
They can use stolen divine
magic to heal others, though
they usually do so only for
their own benefit.

a6 2015 ArcanomiconiLLC)

CLASS

Druids are solitary priests and

protectors of nature, whose
connection with the natural

world allows them to commune .

with plants and animals. They
heal others by channellng
nature splrlts

Ee{oR015 ArcanomiconiLlCy/E8

FIGHTER

CLASS

Fighters are skilled in many

forms of combat and have
honed their bodies for

fighting. As champions of
attle, they know the

strengths and weaknesses

\"“&@1@@@%/ ;

CLASS

Clerics use devotion to their gods
and knowledge of religion to
tend to the spiritual and physical
needs of others. They have taken
oaths to help those in need,
usmg their blessed touch to cure

’ |- s

ELEMENTALIST

CLASS

' Elementalists are students of nature
who seek to balance elemental forces.
Their connection to the natural world

allows them to commune with the
spirits of wind, fire, water, and earth.
They can sense oncoming storms and
other natural disasters.

= |

[ AWMAN

CLASS

' Lawmen are charged with dpholding ?

the law, though they might bend it in

. the process of enforcing it. They prefer

to work alone, operating in frontier
lands with little to no help from the
country that they serve. Despite the
_name, lawmen need not be male:
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[ LUCHADOR _ |

CLASS

Luchadors are masked
. wrestlers with a theatrical
- fighting style. They maintain
their ring personas even
when outside of a match,
guardmﬁ their identities’
. wit thelr Ilves

CLASS

' Ninja are stealthy mercenaries
who use agility and nimbleness

to infiltrate difficult locations.
They are trained in martial arts,

though they aim to avoid
detection and conflict when
%\ carrying out their aSSIgnments

CLASS

Rangers live in the
wilderness and seek to
protect both the wilds

and civilization from each
other. They have extensive
knowledge of wildlife and

i \ expert tracklng sk|IIs ;

nﬂ&@@ﬁ;@@%/

VL‘i,

,;_Jv

/" MAGICIAN |

CLASS
' Magicians are stage performers
- who use sleight of hand to
create the illusion of magic.
Even though some might possess .
true magical abilities, magicians
prefer to amaze others with
- their highly trained skills. -

L~,,

__JJ

( PALADIN |

CLASS
Paladins are bound by oath to uphold
the law and defend the people with
their knowledge of combat, religion,
and law. They are sworn to service of
a god or religious organization, using

. their powerful devotion to heal and

protect the innocent.

CLASS

Rogues are back-alley
- thieves and underworld

- dwellers who use deception

to defeat their foes. They

also excel at pickpocketing
and remaining unseen.

CLASS

' Monks are practitioners of martial
arts who focus their physical
abilities to reach spiritual
enlightenment, giving them
improved reflexes and combat
prowess. Through meditation, they -
%\ can mend injury to their bodies.

Y ==

V
g PRATE.

CLASS

Pirates sail the high seas
-looking for treasure, usually
* by boarding and raidinF other
ships. Though they follow a
code among themselves,
most pirates are selfish
bandits and outlaws.

CLASS
~ Samurai are warriors from a feudal -
- society bound by honor to protect
. their ruler and follow that person’s
decrees. They are master martial
tacticians. Their warrior code purges
them of both the fear of death and the
. desire for material possessions. :

OR 1o AreanomiconiLey /.




CLASS

' Shamans are practitioners of nature
- magic who use their knowledge of
. -medicine not only to heal, but to
alter their own consciousness so they .
can speak to the spirits of the dead
and of nature. They create fetishes

\, and talismans to help ward off evil.

CLASS

Witches are magic-users who gain
power through contracts with
.. archdemons. They cast spells by
combining natural ingredients and
speaking archaic languages. Witches can
use their powers to heal or hex, and
\ they can give flight to inanimate objects.

CLASS

' Vampire hunters seek to destroy

vampires and other undead
. creatures that would harm the
innocent. They have studied how
to battle creatures of the night and
pursue such unnatural monsters
wherever they might be found.

CLASS

Wizards have spent years unlocking
arcane secrets, gaining knowledge
about ancient lore and the magical
world. They can sense magic and
understand its properties and
intent. Meticulous scholars, they

e W Y —
[ SHAMAN / VAMPIRE HUNTER

CLASS

 Warlocks seek to increase their own

- power by binding and harnessing
the power of demons and hell. In
their journey for selfish power, they

make short-sighted bargains with
demonic forces, often at the cost of
their immortal souls.

You are easily lost in :
- thought and distracted by
things unimportant to the
situation at hand, often
getting caught off guard for

\ your lack of attention. -
AL '

'\sometimes teach others their craft.

VV.ALCOHOU
Pc

TRAIT -

You are clumsy, which
often causes comedic, if not
painful, mishaps. Trying to
prevent calamity actually
tends to bring it on.

You fear large groups of
‘people and do your best to
. avoid public gatherings.
You become nervous when

others focus on you,
believing that they see

. only your faults. -

TRAIT -

You are addicted to alcohol,
either drinking or thinking
about where you can get

your next drink. You often
assess a situation in terms
of how it can facilitate
continued drinking. -
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TRAIT -

You are allergic to dust,

. pollen, or similar common
irritants, which causes
debilitating sneezing fits
and other symptoms of
severe allergic reaction.

TRAIT

You fear that you can never live up to
the expectations of the gods. You are
 constantly disappointed in yourself and
your actions, in the belief that celestial
beings are judging your every move.
You're sure it’s just a matter of time
before they smite you.

' GREEDY

You wish to reap the
maximum reward for
. yourself in all endeavors,
even if others won’t get
_ their fair share.

' You have anger issues that

TRAIT -

You greatly overestimate
- your own abilities and
limitations while failing to
.. see your own weaknesses.
I Your mouth writes checks
\ you can never hope to cash.

TRAIT -

You’re not as smart as
. you think you are. Your
brilliant plans are actually
disastrous. You usually can’t -
understand the reality of a
given situation.

N
ZAN

)

%7{ HOTHEAD &

SN

TRAIT -

lead to intense emotional
outbursts. Your rage makes
it hard for you to interact

| with others, which in turn
\ makes you even angrier. I
; : /

~ You are very talkative and

loud, often speaking before

- thinking or in situations

where silence or caution
are needed.

" You can’t stand being dirty

and are terrified by the
|igossibility of illness.
his trait makes you
overcautious, analyzin
each action in terms o

- exposure to infection. -

TRAIT -

You are in denial about getting
- older, and you compensate
by acting young. As a result,
you get into situations in
which a younger you would
have been fine—but sadly,
this isn’t the past.




TRAIT

You are certain that you
- are the epitome of your
. race and class. Knowing
that none can compare to
your brilliance, you often
take time to appreciate just
- how amazing you are. *

* You've let yourself go and

: you’re no longer at the
peak of fitness. You're

» working to return to

i fighting form, but the road

\ to recovery is a long one.

TRAIT -

You are a dreamer who
- blurs fantasy and reality.
Because you perceive the
world inaccurately, you
misjudge threats to
\ yourself and others.
|

TRAIT -

You suffer from a
medical condition that
causes you to fall asleep at
inopportune (and often

_ hilarious) times.

TRAIT

You overthink things,
- carefully laying out your

Aol plans even in situations that

require quick thinking. You
falter when reality doesn’t
meet your exact
expectations.

CSELFISH

~ You think only of yourself

and your own personal
gain. You could assist
others, but you have
difficulty letting someone
else benefit from your
- talents or possessions.

TRAIT -

You have little experience
with the world. Though you
mean well, you are not as
seasoned as others of your
kind, which gets you into
bad situations.

TRAIT - :
You always think the

- worst of a situation. You

wonder WhY you even try,
since you’ll probably fai
anyway.

SMOKER

You smoke habitually,

. lighting up several times a

;

day. Chronic inhalation has

left you easily winded, often -

unable to catch your breath
even during light activity.




~ TRAIT-

'ou hear voices,
are driving you slightl
insane. You're unsure if
a product
inatio

illus.’Alexander Nanitchkov I T~ . illus.’Alexander Nanitchkov
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J|_CHAINSAW

illus.’Alexander Nanitchkov
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ARTERSTAFF
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™ & © 2015 Arcanomicon, LLC

illus: Sam'Manley
™ & © 2015 Arcanomicon, LLC

illus./Alexander Nanitchkov

™ & © 2015 Arcanomicon, LLC

REVOLVER
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ABILITY - ARCANE
You increase the size of
. an object by magically
rearranging its subatomic
structure. This ability does
not affect living, animated,
or sentient beings.

ABILITY - ARCANE
You teleport instantly to
a nearby location that
you can see.

ABILITY - ARCANE

~ You create two illusionary

duplicates of yourself and can
switch positions with one of
them when they appear. They |
move and sound just like you,
but they are insubstantial.
They vanish upon ¢

ABILITY - ARCANE

You and your clothing
_become unseen for a'short
time, though you can still be

| heard and smelled. While you |

are invisible, other objects
you touch appear to

move by themselves. =

ABILITY - ARCANE
You invoke an ancient

‘*.'\ " _spell to fire a bolt of pure

magical energy.

ABILITY - ARCANE
~ You conjure an iron needle
attached to incredibly strong
and durable thread capable of |
holding your weight if used |}
for climbing or swinging. You
can control this needle with
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YZZSUPERIOR STRENGTH. J

_ ABILITY -EARTH -

. You can lift, move, push,
- .and throw four times as
much weight as normal
for a typical member of
© _your race.

ABILITY -FIRE -

~ You evoke a magical ball

- of fire that flies like a‘.comet ,.s‘

to its target and engulfs it
temporarily in flames.

e

ABILITY - FIRE

You breathe a constant
. _stream of fire from
© your mouth.

/™ & © 2015 Arcanomicén, LLC

_In an instant, your body is /&%
. engulfed in flames. If you |
. wish, your clothing remains
intact. Even when not
-aflame, your body
_ temperature is much .
higher than average.

ou radiate intense heat

m your body, focusing it / :

in one direction. The .
heatwave is invisible but |
can cause distortions in
) © theair.

ABILITY -FIRE
You encase yourselfinlava

\ . _that burns and ignites all

. that it touches. This lava
| does not harm you, but you |
might become overheated (&%
~ while so coated.

/™ & © 2015 Arcanomicén, LLC

ABILITY -FIRE -

You conjure a dripping /
 orb of magma, as hot as the |
. heart of a volcano, that you
can throw like a shotput.
It sets all that it touches
! * . on fire:

ABILITY -FIRE
You can summon and
_extinguish fire with your

. mind. By concentratin%, ¥Iou “
the

can shape and contro
flames as you desire.

™ & © 2015 Arcanomicon, LLC

ABILITY -FIRE -

C You take on the form of a savage

- dragon that can soar through
the skies and breathe fire.
While you are in dragon form,
your underbelly is vulnerable to |9
attack, and you are preoccupied
with thol of gold.

™ & © 2015 Arcanomicon, LLC
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A powerful blizzard greatly

~ lowers the temperature in |
. the area and kicks up /
| powerful winds filled with
~+ blinding snow.

W

Your body temperature is

_abnormally low. You can

. draw the heat out of .

\ whatever you touch,
causing it to frost over.

RV N

VR oy X

W

u temporarily coat the
round in ice that causes
others to slip and fall,
while you skate quickly
= over its surface.

RV N

You breathe a constant
tream of frost from

W

u conjure an azure flame
. that does not burn but
. instead spreads frost in its . |
| wake. It can engulf what it |
touches in ice, drawing all |

heat from the area.

RV N

W

You channel a freezing

. beam from your hands that

. encases targets in ice, /

\ temporarily immobilizing =
them. The ice melts shortly
after it has been create

RV N

'ou conjure an igloo tha
- can be used as housing or
. to protect a target from the

~ brunt of an attack.

W

You curlinto a ball and

~ become coated with'snow,
. then roll forward like a
\ boulder to crash into

what | [J¥

RV N

‘ou manifest a temporary pair
f angel wings, each spanning

‘ twice your height. You can use

the wings to fly, or to-shield |,
yourself or someone nearby
; & harm.
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e

\ . g : ne light eman ¢
neath and around you = S\ - you. You can emit light over
harming your enemies and A\ an extended period of time to.
warding off evil, including . LY N\ illuminate the area around
dead, demons, N/ el 'you, or in a brief, bri
. malicious spi \

G LIGHT

avenly light b s the
ured, healing wounds =/
t : et ] A\ curing illness. The light
arget f 2 i [ \ ¥ harmful to demo d
it. You also gain the a | the undead
to see through |

an
njure an electrical charge |
nd move objects by -
nding their magnetic
etallic object:
ger and farth




‘harness electricity from

e atmosphere and hurla
. powerful lightning bolt that |
- sears whatever it hits.

—

|

ou create a high-voltag
ball of lightning that you
n hurl at a target. The ball

~_can seek out a target that .

also has an electrical .

CIAP SN

Your body generates and
stores large amounts of
electricity, which you can
. discharge, sometimes
involuntarily, throug
_ physical contact.

SUPERIOR SPEED S

ou are as quick as
ghtning, gaining reflexes
and agility four times .
. those of a typical
member of yo

- You clap your hands
ogether or'slam your foot

. into the ground to create a

. powerful, deafenin
: shockwave. -

1 and gain its abilities..In eel fori

u can crawl and squirm, delivering
a powerful shock to those that touch
. you. Taking eel form does n

require being in water, though it
 fares better in such envir

rough meditation, you can sever your
oul from your mortal form. Your so
~ can pass unseen by mortals through
- solid matter as well as see and hear as
though you were physically present. You
must return to your body after a short
time. While your soul travels, your bc
_can still be harmed.

You center your
awareness through

- meditation to float a few

bullets with your mind by
;ini_micking the action of




ABILITY - MENTAL
. You concentrate on an object

‘;‘ to bend and warp it with your |
* mind. Smaller, metallic objects
\ are easier to manipulate, |

but you can affect larger

_objects while in a state of.
greater enlightenment.

‘ w"uzo:.«xdnomwc L\

ABILITY - MENTAL
You manifest a bubble

. of mental energy around

your body that protects
you from physical harm.

ABILITY - MENTAL =
. You unleash a powerful
mental scream that
echoes in the minds of
those around you. The
surrounding area shakes
_ with the force of your .

~ You concentrate and focus
_your mind to fire a bolt of
pure psychic energy.
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- You take on the form of a /
v bear and gain its size and
abilities. In bear form, you
| have heightened senses and
can fight with tooth and
~ claw alike.
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. ABILITY - WATE : : . ABILITY - WATER
You take on the form of a shark \€X\ A high-pressure water
_and gain its size and abilities. % stream Hows from your
While in shark form, you can leap | e \& i hands or mouth. The
volume of water might
exceed whatis in your
body, but using this ability
does not dehydrate you

SRR

HE

You move like the wind,
displaying impressive and
entertaining feats of .
balance and motor

\\M‘fw( N, ),\N\bf/w

ATH SN 7ZF @ ruchL

5, 5 K5 ¢ o s . \€S\ For a short time you can fly
Increased lung capacity /483 \ ‘Ou conjure a vortex o ¥
fives you the abilityto /[ | \ feathers that swirls around : \ S\ gitréhﬁ;ﬂeet‘z‘gmgé“{gra&% .
raw a deep breath and . | ) \& ou. You can rapidly throw | ) \ B ol D%scendin ui%kl
exhale it with the force  [BVT R < W\4 - these feathers as though | [IVg1 R 4 ycan gr'éatly increa%gyoury |
they were daggers. i < AR ‘flight speed, . |

SONIC SCREAM S /22 TR ANSFORM: HAWK

You direct a powerfu E NS ~ You let out a sustained, ou acquire the formand

blast of wind toward a > | G __high-pitched scream that > . abilities of a hawk: You can |

location you choose. . | ) \BE8\' causes splitting headaches . | ) \g8\' fly, have heightened vision, |
Sams SR i 3 - in those around you and | [B] T} \ and can rend an enemy
that can break nearby glas: ;4 Nz with your powerful claw
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~ TRAIT

'ou fear for you I‘()
'ou shape the wind into a ; afety and try to keep out
vortex that you can control. _ of any situation that might
. Objects caught in the . > - do you harm. If you do
- twister can be thrown | W@y ¢ become involved, you
long distances, and Y\ - always seek to improve
_the fast-moving debri your own odds of survival
~ can hurt those it h 3 ‘ | PRSI AR Y e
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