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Skills provide the greatest utility to make a character unique. They include augments to actions
performed within the game, as well as specific adaptations to combat roles, making a character better
at attack or defence, breaking armour, archery, and many other roles.

Skill Profile
Armour Breaker

Passive/Active (uses) | Active (2) \ Prerequisites | 1xD12

Details Use alongside an attack action. Declare the use of this skill before rolling
to attack
If the attack does damage, the attack will automatically damage armour.

Each skill is explained on the above profile, which covers everything the skill does and how it works:

Passive/Active (uses) — if the skill is passive, then it is in affect all the time. Otherwise, the player must
declare when this skill is being used. Usually this will be made alongside an action. Any number of
Active skills can be used alongside an action.

The number in parenthesis is the number of times the skill can be activated between long rests, so for
example Active (2) means that the skill has two uses between rests.

Prerequisites — what the character must possess in order to take this skill any dice shown will pertain
to the ability of the skill.

Sometimes, background skills grant other skills to the character. These skills will have prerequisites of
their own. However, the background skills overrule these, enabling the character to gain skills they
otherwise may not gain as they don’t meet the prerequisites.

Details — this is how the skill works, and what it does. Often, the skill is used as part of an action, and
must be declared beforehand.

Acquiring Skills Multiple Times

This booklet is divided into Racial and Background skills.

At character creation, players can choose one Racial and one Background skill for their character. After
this, these skills cannot be altered and further skills for this booklet may not be chosen.

Skills/Spells

Some of the skills (especially those under Willpower) are described as spells rather than skills. This is
because, in Phalanx RPG, spells are essentially skills which allow the user to cast a spell. Spells are
counted as skills in the mechanical sense of the game, and are almost always active skills.



Version History
Version 0.1 Initial Release

Version 0.2 Changes (April 2025)

Altered Skills
e All Skills re-worked.
Added Skills
e All Background skills added.
Version 0.3 Changes (October 2025)
Altered Skills
e Many skills tweaked to be active rather than passive

e Blacksmith and Forgefire, to reflect changes to weapons/armour in v0.5
e Archer —to reflect changes of ranged attacks in v0.5



Racial - Human

Adaptive

Passive/Active (uses)

Active (4) ‘ Prerequisites | Human Character

Details

When the character uses D6’s for attribute tests, the player can choose to
spend 2 dice rather than 1, taking the highest roll.

Note that this is not Advantage, which spends only 1 die — this spends both
D6’s.

Alert

Passive/Active (uses)

Passive Prerequisites Human Character

Details

This character gains a further +2 to all initiative rolls.

All Rounder

Passive/Active (uses)

Active (1) ‘ Prerequisites ‘ Human Character

Details

This character can choose to have advantage on any attribute roll, once
per long rest. This can also be used to remove a disadvantage and turn it
into a normal roll.

Intuition

Passive/Active (uses)

Passive ‘ Prerequisites Human Character

Details

All XP rewards are increased by 10%

Learned

Passive/Active (uses)

Passive Prerequisites ‘

Details

This skill allows the character to choose two Background skills rather than
just one.

See in the Dark

Passive/Active (uses)

Passive ‘ Prerequisites Human Character

Details

This character gains Dark Sight




Racial - Atian

Adept Magic User

Passive/Active (uses)

Active (1) Prerequisites | Atian Character

Details

The character can choose to cast a spell with Advantage, once per long
rest.

In addition, the character automatically gains Magical Affinity (R1
Willpower skill).

Knowledge is Power

Passive/Active (uses)

Active (2) ‘ Prerequisites | Atian Character

Details

When making any attribute roll, the character may spend a Will D6 to add
to the total rolled. This must be declared before any dice are rolled.

Strength of Mind

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Atian Character

Details

This skill removes the Vulnerability that Atian characters have for Mind
damage as default.

Resistant

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Atian Character

Details

The character gains Resistance to two types of the following damage
(player choice):

e Cold(C)
e Fire (F)

e Acid (A)
o Light (L)
e Dark (D)

e Electrical (E)
e Poison (Po)

Will to Live

Passive/Active (uses)

Passive ‘ Prerequisites Atian Character

Details

The character uses Will rather than their Might attribute when KQO'ed,
improving their chances of surviving and resisting injury when their health
is reduced to O or below.




Racial - Dwarf

Deft

Passive/Active (uses) | Passive Prerequisites Dwarf Character

Details This skill removes the -1 Guile penalty that Dwarfs automatically come
with.

Grim Determination

Passive/Active (uses) | Passive ‘ Prerequisites Dwarf Character

Details The character gains a +1 bonus to all Willpower rolls.

Mental Fortitude

Passive/Active (uses) | Passive ‘ Prerequisites ‘ Dwarf Character

Details The character gains Advantage on all Willpower rolls which are not
attempting to cast spell skills — for example, resisting spells, testing against
fear, and other such events.

Stalwart

Passive/Active (uses) | Passive ‘ Prerequisites ‘ Dwarf Character

Details All damage that’s Blunt, Slashing and Piercing received is reduced by 2, to
a minimum of 1.

Quick Healer

Passive/Active (uses) | Passive Prerequisites ‘ Dwarf Character

Details The character gains 10% additional healing from all sources, including
resting.

Gems!

Passive/Active (uses) Passive Prerequisites Dwarf Character

Details Character receives 2 gems in their inventory, each worth 50 coin.




Racial - Halfling

Swift Feet

Passive/Active (uses)

Passive ‘ Prerequisites Halfling Character

Details

The character gains an additional 5° movement.

Aware

Passive/Active (uses)

Passive ‘ Prerequisites Halfling Character

Details

The character rolls a D12 to determine initiative, rather than a D8

Observant

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Halfling Character

Details

The character gains Advantage on all Wits tests actively used to search for
hidden traps, objects, doors, ambushes etc

Light Touch

Passive/Active (uses)

Active (2) ‘ Prerequisites ‘ Halfling Character

Details

The character gains advantage to any two Guile rolls

Quick Witted

Passive/Active (uses)

Active (2) Prerequisites ‘ Halfling Character

Details

The character gains advantage to any two Wits rolls.




Racial - Grellkin

Ambassador

Passive/Active (uses)

Passive ‘ Prerequisites | Grellkin Character

Details

The character gains a +1 bonus to Wits (rather than -1).

Forgefire

Passive/Active (uses)

Passive ‘ Prerequisites Grellkin Character

Details

During long rests, the character can attempt Hone or Strengthen one item
of equipment that’s in full repair, in the same way as the Blacksmith does
(Stores and Services supplement).

In addition, they restore 2 extra points of condition/armour value when
repairing equipment.

Meat Mountain

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Grellkin Character

Details

The character gains an additional +10 max health at character creation.

Regenerative

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Grellkin Character

Details

The character re-gains lost health at an increased rate during rests:
Short rest: 50% of their health
Long rest: 100% of their health by default.

Resistant

Passive/Active (uses)

Passive ‘ Prerequisites ‘ Grellkin Character

Details

As well as the default resistance to Fire, this character also has resistance
to one of these types of damage: Acid, Cold, Electrical, or Poison.




Backgrounds

Acrobat

Passive/Active (uses)

Passive ‘ Prerequisites |

Details

This character has trained their body to be supple and fit.
The character Gains 5' movement
They also gain the Acrobatic Skill (Guile R1)

Actor

Passive/Active (uses)

Active (2) Prerequisites

Details

This character has a knack for playing a roll; entertaining, duping, and
distracting their foes.

When using Wits to use any of the following Wits skills, the character gains
advantage:

Barter, Busking/Begging, Distract, Persuasive

In addition, the character gains one of these skills for free.

Alchemist

Passive/Active (uses)

Active (2) Prerequisites ‘

Details

This character has spent many hours studying the ancient art of alchemy,
and has gained a unique insight into how potions are created.

Character gains the Alchemy Wits (basic) skill.

When creating potions, the character gains Advantage on 2 attempts.

Archer

Passive/Active (uses)

Active (1) ‘ Prerequisites ‘

Details

This character is better able to use ranged weaponry.

They start with either the Ranged Attacker (Guile) or Ranged Attacker
(Might) skills.

This skill may be used to gain advantage on one ranged attack.




Animal Friend

Passive/Active (uses)

Active (3) Prerequisites |

Details

This character has spent a lot of time around animals, and has learned to
calm and control them so that they can be turned from enemy to ally.
The character gains the Wits skill Control Animal, and gains Advantage in
tests to use it.

Blacksmith

Passive/Active (uses)

Passive ‘ Prerequisites |

Details

This character’s past involved them spending many hours at the forge,
honing their skills repairing weapons and armour.

This skill enables the character to repair three points of equipment rather
than one during a Long Rest. This stacks with all other skills that also adds
to this.

Braved the Elements

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has spent time in the wilds and has developed a tolerance
to conditions that would more greatly affect others.
The character gains Resistance to Cold damage.

Food Taster

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has likely ingested poison intended to kill another.
They gain Resistance to Poison damage.

Experienced

Passive/Active (uses)

Passive Prerequisites

Details

This character has been around the block a few times. They’re not as green
as the others and have one or two more tricks up their sleeve.
This character gains an additional 20 exp.

Fortune Teller

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character can give advice to others what lies in their future.
Each long rest, this character can grant any other character one re-roll on
any die roll they make, which can be used any time until the next long rest.

Healer

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character is practiced at the healing arts, be it through magical or
mundane means.




Healing administered by the character to either themselves or others heal
an additional D8 health. This does not count healing through resting, but
does include healing through recovery, potions, and spells.

Linguist

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has studied languages and has gained more than is attained
during basic character creation.

The character can choose one additional language from this list:

Atian, Dwarfish, Grellkin, Ghreal, Sign

Militia

Passive/Active (uses)

Active (1) ‘ Prerequisites ‘

Details

This character has been part of a town militia, and as a result has gained
experiences that would make a lesser person balk.

The character gains a free re-roll of either Might or Will tests once per long
rest.

Old

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character is old (and this should be reflected on their age relative to
their race).

Because of this, they have extra experience and are wealth but are less
physically able.

They gain 40 XP and an extra 100 coin.

They must take a permanent -1 penalty to Might or Guile.

Rich

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has come into some coin. Whether this is through means
fair or seditious remains to be seen.
This character gains an additional 150 coins during character creation.

Sailor

Passive/Active (uses)

Active (3) ‘ Prerequisites

Details

This character is widely travelled, having spent a long time at sea.
They gain the Wits skill Lore of the Sea and advantage in rolls for it.

Soldier

Passive/Active (uses)

Passive ‘ Prerequisites ’

Details

This character has spent time in the military, and has been trained in skills
that now fit well in the life of an adventurer.

Character gains Skilled Fighter (Might R1) in any weapon type.

They also gain one re-roll in Might once per long rest.




Street Savvy

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has spent a lifetime on the streets, and has learned how to
survive within the urban jungle.

The character gains the following Wits Skills: Barter, Busking/Begging, and
Lore of the City

Unarmed Fighter

Passive/Active (uses)

Passive ‘ Prerequisites |

Details

This character knows how to fight without a weapon.

They gain the Brawl skill (Might R1) or Martial Artist (Guile R1) skill.

In addition, they gain an innate +2 health and +1 armour damage bonus
when fighting unarmed.

Well-Travelled

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has spent a long time on the roads and in the wilderness,
wandering the lands and gaining insight into the world as a whole.
Character gains the Wits skills Lore of Creatures, Lore of Survival and Lore
of the Sea

Witch

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has spent their time alone in the wilderness, concocting
potions and curses.
They gain the Wits skills Wilderness Lore, Alchemy, and Control Animal.

Woodsman

Passive/Active (uses)

Passive ‘ Prerequisites ‘

Details

This character has spent a lot of their past in the forests and woodlands of
the land, learning to better move and survive within them.

The character gains the skills Hunter Gatherer (Guile R1), Mobile (Guile R1)
and Woodland Adept (Guile R1)




