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INTRODUCTIOn
 

Will of the Watchers is an interactive dark fantasy tabletop roleplaying game built for 
immersive narrative exploration, deep investigative delving, and precise, high-stakes combat. 

Unlike traditional tabletop games designed solely for a table of four or five people, Will of 
the Watchers bridges the gap between the players on the grid and the audience watching live. 
While the Game Master and players navigate ancient dungeons, unravel mysteries, and survive 

deadly encounters, the stream audience acts as an unseen cosmic court—The Watchers. 
Through a dynamic channel credit engine, viewers directly influence the balance of Law and 
Chaos, shifting the tides of battle, granting divine aid, or unleashing terrifying curses upon 

the party. 

When the party is exploring, investigating clues, or roleplaying with NPCs, time moves fluidly 
based on narrative choices. But when weapons are drawn and hostile forces close in, time 

contracts into strict 6-second rounds governed by lethal precision, armor degradation, and 
tactical resource management. Every strike counts, every spell point matters, and every 

decision carries real consequences. 

WHY THIS GAME WAS CREATED 

This system was born out of a practical need for clarity, momentum, and real audience agency 
during live streams. 

Traditional tabletop systems are brilliant around a dining room table, but they often suffer 
on stream. Bloated high-level math, lengthy rule debates, complex spell slot bookkeeping, and 

passive chat interaction can slow down the pace of a live broadcast. We wanted an engine 
where: 

●​ Combat is Fast & Readable: Stat modifiers remain low (+0 to +4) so math happens 
instantly, keeping the action moving briskly for both players and viewers. 

●​ Exploration Has Real Stakes: Magic, health, and gear integrity do not magically 
refresh on a short sleep in a dark corridor. Expeditions are true gauntlets of resource 

management until the party retreats to safety in the Hub City. 
●​ The Community is Part of the World: Instead of chat just passively watching the dice 

roll, viewer contributions directly drive a living, global Law vs. Chaos scale that can 
alter entire dungeon expeditions. 

Will of the Watchers was built to deliver a gritty, atmospheric RPG experience that feels like a 
shared narrative event every single time the stream goes live.  
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PART 1: FORGING YOUR DELVER 

 
In the shadows beneath the world, survival 
isn't handed out—it's carved from stone 
and bought with blood. Before you step 
onto the grid, you must forge a character 
capable of enduring the darkness. 

THE CORE ATTRIBUTES 

Every creature in the realm is defined by 
three fundamental attributes: Might, 
Agility, and Mind. 

MIGHT — Raw Muscle & Physical 
Endurance 

Might is your physical force, weight behind 
a swing, and capacity to take a beating. 

Melee Dominance: Determines your 
accuracy and bonus damage when 
swinging heavy martial weapons like 
warhammers, battleaxes, and greatswords. 

Physical Athletics: Used to kick open 
iron-studded doors, break grapples, shove 
hostiles, and resist bodily poisons or brutal 
knockbacks. 

The Lifeline: Every point in Might grants +2 
to your Maximum HP at character 
creation and carries forward whenever 
you level up. 

AGILITY — Swift Reflexes & Fine 
Precision 

Agility is grace under pressure, swift 
footwork, and dead-eye accuracy. 

Ranged & Finesse Combat: Governs 
accuracy with ranged weapons (bows, 
crossbows) and swift finesse blades 
(daggers, rapiers). 

Initiative & Speed: Sets your combat 
initiative order and dictates how many 
grid paces you can move across the 
battlefield on your turn. 

Evasion: Serves as your primary saving 
throw to leap away from sudden floor 
traps, collapsing ceilings, or 
area-of-effect blasts. 
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MIND — Arcane Focus & Tactical 
Acuity 

Mind is your mental fortitude, perception, 
and raw capacity to channel volatile 
magic. 

The Arcane Engine: Dictates spell potency, 
spell saving throw DCs, and determines 
your total Expedition Spell Pool. 

Dungeon Awareness: Used to spot hidden 
pressure plates, deduce mechanical 
contraptions, analyze ancient runes, and 
recall forgotten monster lore. 

Willpower: Acts as your saving throw to 
resist mental assaults, dark illusions, fear, 
and magical mind control. 

 

STAT MODIFIERS & 
RESOLUTION 

When your character attempts a risky 
action, roll a 20-sided die ($1\text{d}20$) and 
add your attribute modifier: 

Action Result = 1d20 + Attribute Modifier 

To succeed, your total score must meet or 
exceed the Target DC set by the Game 
Master or the target's Defense Class. 

Attribute Modifier & Scaling 
Progression 

Attributes range from baseline mortal 
limits to heroic specialization. Notice how 
stats scale gracefully: early investments 
grant immediate power, while high-tier 
mastery requires true dedication. 

Raw Stat 0 (Modifier -1) — Severe 
Vulnerability: A crippling racial or bodily 
deficit. 

Raw Stat 1 (Modifier +0) — Mortal Average: 
The baseline average human townsperson. 

Raw Stat 2 (Modifier +1) — Trained 
Adventurer: Above average physical or 
mental conditioning. 

Raw Stat 3 (Modifier +2) — Peak Focus: The 
maximum baseline starting attribute. 

Raw Stat 4–5 (Modifier +3) — Seasoned 
Veteran: Deep specialization requiring stat 
progression. 

Raw Stat 6–7+ (Modifier +4) — Heroic Master: 
Legendary prowess capable of high-tier 
techniques. 

Stat Scaling Rule: Points 1 through 3 
grant a direct 1-for-1 modifier boost 
(+0, +1, +2). Beyond 3, it requires 2 raw 
stat points to increase your modifier 
by an additional +1. 

PLAYABLE RACES & BASELINE 
TRAITS 

Your choice of race defines your baseline 
attribute allocation, racial capabilities, 
and starting skill freedom. 

HUMAN — Adaptable & Resilient 

Humans lack specialized dark vision or 
innate magic, but their sheer adaptability 
allows them to master any discipline or 
hybrid build. 

Starting Base Attributes: Might 1, Agility 1, 
Mind 1 

Free Attribute Points: 3 (Distribute freely) 

Starting Skills: 4 Skills 

Racial Trait — Versatile: Complete 
allocation freedom and a larger starting 
skill pool, allowing Humans to mold into 
any custom archetype effortlessly. 

DWARF — Subterranean Tank 

Forged for frontline brutal combat and 
underground survival, Dwarves favor raw 
physical force over academic thought. 

Starting Base Attributes: Might 2, Agility 1, 
Mind 0 

Free Attribute Points: 2 (Distribute freely) 

Starting Skills: 4 Skills 

Racial Trait — Darkvision: The innate 
ability to see up to 60 feet in pitch 
blackness (rendered in shades of grey). 
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Dwarves are completely immune to global 
dark-room penalties unleashed by chat 
events. 

ELF — Graceful & Arcane Attuned 

Naturally quick and sharp, Elves are master 
skirmishers and natural channels for 
magic, though physically delicate 
compared to sturdier kin. 

Starting Base Attributes: Might 0, Agility 2, 
Mind 1 

Free Attribute Points: 3 (Distribute freely) 

Starting Skills: 3 Skills 

Racial Trait — Infravision: The ability to 
see thermal heat signatures in low-light 
settings, easily spotting warm bodies, fresh 
footprints, or hidden steam mechanisms. 

HALFLING — Nimble & Instinctive 

Small, quick, and remarkably lucky, 
Halflings rely on sharp reflexes and gut 
instinct to slip past danger unharmed. 

Starting Base Attributes: Might 0, Agility 2, 
Mind 1 

Free Attribute Points: 2 (Distribute freely) 

Starting Skills: 4 Skills 

Racial Trait — Trap Sense: An uncanny, 
instinctual feel for concealed hazards. 
The GM explicitly alerts the Halfling player 
whenever something feels "off" about a 
room, chest, or floor plate before a trap 
springs. 

FORGING YOUR BUILD & 
PROGRESSION 
Step-by-Step Creation Protocol 

Allocate Attributes: Take your race's 
starting baseline stats and spend your Free 
Points. 

Select Skills: Pick your starting skills from 
the Skill Compendium (noting Mind 4 
requirements if you intend to channel 
magic). 

Equip Gear Package: Choose 1 kit tailored 
to your playstyle: 

Vanguard: Heavy/Medium Armor, Martial 
Weapon, Shield (Frontline Tank). 

Skirmisher: Light Armor, Bow/Crossbow, 
Daggers, Thieves' Tools (Ranged/Stealth). 

Channeler: Light Armor, Arcane Focus, 
Quarterstaff, Writing Kit (Spellcaster). 

Adventurer: Medium Armor, One-Handed 
Blade, Torch Bundle, Rope, Healer's Kit 
(Utility Hybrid). 

Name Your Archetype: Define your 
character’s custom title—whether you 
call yourself a Paladin, Shadowblade, 
Battlemage, or Dune Stalker. 
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Level Progression & Hub City 
Training 

Dungeon delves yield Hard-Earned XP. 
Reaching an XP threshold allows your 
character to advance, but growth doesn't 
happen automatically in a dark 
tunnel—you must survive the expedition, 
return to the Hub City Training Hall, and 
pay gold to a master trainer to finalize 
your level-up. 

Upon paying training fees, select ONE 
advancement reward: 

+1 Raw Attribute Point (Added to Might, 
Agility, or Mind) 

1 New Skill or Arcane School 

Training Hall Advancement List 

Level 1 (0 XP) — Novice Delver: Base 
Creation. Training Fee: None. 

Level 2 (50 XP) — Early Specialization: Stat 
Fee 20 Gold | Skill Fee 50 Gold. 

Level 3 (150 XP) — Tier 1 Mastery Unlocked: 
Stat Fee 30 Gold | Skill Fee 75 Gold. 

Level 4 (350 XP) — Tier 2 Skills / Spellcraft 
Threshold: Stat Fee 40 Gold | Skill Fee 100 
Gold. 

Level 5 (600 XP) — Veteran Status: Stat Fee 50 
Gold | Skill Fee 125 Gold. 

Level 6 (950 XP) — Advanced Technique 
Unlocks: Stat Fee 60 Gold | Skill Fee 150 Gold. 

Level 7 (1,400 XP) — Master Tier Threshold: 
Stat Fee 70 Gold | Skill Fee 175 Gold. 

Level 8 (2,000 XP) — Heroic Specialization: 
Stat Fee 80 Gold | Skill Fee 200 Gold. 

Level 9 (2,750 XP) — Legendary Status: Stat 
Fee 90 Gold | Skill Fee 225 Gold. 

Level 10 (3,700 XP) — Realm Pinnacle: Stat Fee 
100 Gold | Skill Fee 250 Gold. 

Stat Cost Formula: 10Gold X Character 
Level 

Skill Cost Formula:25Gold X Character 
Level 

 

 

 

           

10           



 

PART 2: CORE GAMEPLAY & COMBAT 
MECHANICS 

 
When delving through ancient ruins or 
navigating dark city alleys, time flows at 
the speed of the story. But when steel is 
drawn and hostile forces strike, time 
contracts into crisp, tactical 6-second 
combat rounds. 

THE ACTION ECONOMY 
Your character’s capabilities are governed 
by the same attributes and skills at all 
times, but action structures change 
depending on whether time is moving 
second-by-second or fluidly across the 
expedition. 

COMBAT MODE (Turn-Based 
Rounds) 

When combat erupts, time contracts into 
strict 6-second rounds. Every participant 
receives a specific turn budget: 

Movement Allowance: 30 feet base (6 grid 
squares). Movement can be split before, 
during, or after your Standard Action. 

Standard Action: Your primary physical or 
magical effort (Execute Attack, Cast Spell, 
Use Skill, Guarded Stance, Dash). 

Reaction: A reactive maneuver triggered 
outside your turn (Active Parry, Shield 
Intercept, Active Evade, Attack of 
Opportunity). Characters receive exactly 1 
Reaction per full round. 

Free Actions: Instant, effortless tasks 
requiring no meaningful time (shouting a 
brief tactical warning, dropping a held 
torch, drawing a ready weapon). 
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EXPLORATION & NARRATIVE MODE 

Outside of combat, strict turn budgets 
vanish and time moves fluidly based on 
narrative actions: 

Instant Actions (Seconds): Quick physical 
or mental checks during movement 
(spotting a floor tripwire, forcing open a 
wooden latch, leaping a narrow pit). 

Task Actions (Minutes): Sustained efforts 
requiring focus in hostile territory 
(picking a complex lock, searching a 
looted study for clues, applying First Aid 
to an injured ally). 

Downtime Actions (Hours to Days): 
Long-term camp or city activities (brewing 
potions, scribing spell scrolls, overnight 
resting, training attributes at the Hub 
City). 

 
COMBAT RESOLUTION & 
ARMOR DEGRADATION 
Attack Rolls & Defense 

To strike an enemy with a physical attack, 
roll a 20-sided die ($1\text{d}20$) and add 
your attribute modifier: 

Attack Roll = 1d20 + Attribute Modifier 
(Might or Agility) 

If the total roll meets or beats the target’s 
Defense Class (DC), the attack connects. 

Damage & Armor Absorption (DR) 

When a physical strike hits, roll weapon 
damage and apply the target's Armor 
Damage Reduction (DR): 

Final HP Loss = (Weapon Damage Roll) - 
(Target's Armor DR) 

Minimum Harm: Successful hits that 
penetrate armor always deal at least 1 HP 
of physical damage. 

Armor Slot Degradation: Every physical 
hit that successfully penetrates armor 
degrades its structural integrity, crossing 
off 1 Armor Slot. 

Armor Rupture: Once all Armor Slots on a 
suit of armor are exhausted, the armor 
breaks, granting 0 DR until repaired 
during downtime at the Hub City. 

SAVING THROWS 

When targeted by area-of-effect blasts, 
psychic assaults, or environmental 
hazards, characters roll an Avoidance 
Roll (Saving Throw): 

Avoidance Roll = 1d20 + Relevant Attribute 
Modifier 

Spell DC = 10 + Caster's Mind Modifier + 
Spell Points Spent 

Avoidance Categories 

Agility Saves (Reflexes): Used against 
physical explosions, area blasts, and 
incoming projectiles (Fireball, Ice Spike, 
Lightning Lance). 

Area Blasts: A successful save halves 
incoming damage. 

Direct Projectiles: A successful save results 
in a complete dodge (0 damage taken). 

Mind Saves (Willpower): Used against 
direct psychic assaults, illusions, and 
mental control (Mind Spike, Sleep, 
Dominion, Phantasm). 

Psychic Damage: A successful save halves 
incoming damage. 

Status Effects: A successful save negates the 
mental effect entirely. 

Might Saves (Fortitude): Used against 
physical displacement, knockbacks, and 
bodily hazards (Gale Blast knockback, 
Frost Lock, Pushing Strike). 

Success: Resists being knocked Prone, Frozen 
in place, or forced to drop held weapons. 
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HIT POINTS, DEATH & FIELD 
RECOVERY 
Zero HP & Downed State 

When reduced to 0 HP, a character falls 
Prone and Unconscious. 

If not stabilized within 3 consecutive 
rounds by an ally (using Magic or First Aid), 
the character dies permanently. 

Field Care vs. Full Rest 

Unskilled Bandaging (No Skill): Requires a 
Healer's Kit. Out of combat only (10 minutes). 
Consumes 1 charge to restore 1 HP (Limit: 
once per target per day). 

Skilled First Aid (First Aid Skill): Requires 
Mind 2 + Healer's Kit. Out of combat only (10 
minutes). Consumes 1 charge to restore 3 HP 
+ Mind Modifier (Limit: once per target per 
expedition). 

Full Rest (Overnight Camp): 8 hours of 
uninterrupted sleep restores fatigue and 
daily skill uses, but restores only 1 HP of 
natural physical recovery. Real healing 
requires time, First Aid, or potent magic. 
THE BOON SYSTEM 
(CINEMATIC HEROISM) 

Boons represent luck, narrative momentum, 
and heroic favor. Each player can hold up 
to 3 Boons at any given time. 

How Boons Are Earned 

Cinematic / Creative Play: Executing 
tactical, clever maneuvers using the 
dungeon environment. 

Flawless Roleplay: Leaning into character 
deficits or racial flaws even when 
mechanically disadvantageous. 

Chat Interventions / Milestones: Chat 
buying !grantboon or voting on heroic 
stream moments. 

Boon Spending Options 

Fate Reroll: Instantly reroll any attack, 
check, or save you just made (must take the 
new result). 

Rule of Cool Exemption: Guarantees that a 
highly creative cinematic action will not 
fail catastrophically from a single bad die 
roll. 

Emergency Stabilization: Instantly 
stabilize yourself at 1 HP when brought to 0 
HP without needing an ally. 

Arcane Focus Safeguard: Automatically 
succeed on a Mind Concentration check 
to keep a charging spell from fizzling 
when taking damage. 

Seize Initiative: Spend 1 Boon to immediately 
take your turn at the top of the initiative 
order during combat. 
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PART 3: SKILL COMPENDIUM 

 
In the shadows beneath the world, survival 
requires more than raw strength—it 
demands specialized martial techniques, 
dungeon cunning, and mental mastery. 
Skills represent a delver’s trained 
capabilities, categorized into physical 
martial maneuvers, non-combat 
exploration utility, and the mental 
disciplines required to unlock the arcane. 

COMBAT SKILLS & 
TECHNIQUES 
Core Combat Rule: Attack of Opportunity 

If a character or enemy moves out of an 
adjacent threatened space (within 5 feet) 
without taking a guarded action, any 
adjacent opponent may immediately use a 
reaction to execute a free physical attack 
against them. 

Tier 1 Skills (Foundational 
Techniques — Raw Stat 2–3) 

Guarded Stance (Requirement: Might 2 OR 
Agility 2): Spend your action to focus 
purely on defense. Adds +1 DR or +2 to 
Defense rolls until your next turn, and 
allows moving out of a threatened space 
without triggering Attacks of 
Opportunity. 

Trip / Knockdown (Requirement: Might 2): 
Replace your attack damage to attempt to 
knock a target Prone, forcing them to 
waste half their movement standing up. 

Disarm (Requirement: Agility 2 OR Might 2): 
Target an enemy's weapon hand. On a hit, 
deal 0 damage but force them to drop their 
weapon onto an adjacent space. 

Pushing Strike (Requirement: Might 2): 
Deal reduced damage to shove an enemy 
back 5 feet. 

Second Wind (Requirement: Might 3): Once 
per expedition, recover 1d6 + Might 
Modifier HP during combat. 

Sneak Attack (Requirement: Agility 3, Light 
Weapon equipped): When attacking a target 
that is distracted (flanked by an ally 
within 5 feet, unaware, or under a 
crowd-control effect), deal double total 
damage on a hit. 

Expeditious Retreat (Requirement: Agility 
3): Master quick footwork and evasive 
movement, allowing you to enter and leave 
an enemy's threatened space without 
provoking Attacks of Opportunity. 

Weapon Defense / Active Parry 
(Requirement: Might 3 OR Agility 3): If you 
have not attacked this round, give up your 
attack action to parry an incoming strike. 
Roll 1d20 + Stat Modifier vs. 10 + Incoming 
Damage. Success nullifies the hit entirely. 

Tier 2 Skills (Intermediate Mastery 
— Raw Stat 4–5) 

Finesse / Melee Piercing Mastery 
(Requirement: Agility 4, Light Piercing 
Weapon - Rapier or Dagger only): Precision 
thrusts bypass armor gaps, ignoring up to 2 
points of target DR. 

Deadly Aim / Light Ranged Mastery 
(Requirement: Agility 4, Light Ranged 
Weapon): Targeted shots at weak points 
ignore up to 2 points of target DR. 

Dual Wielding (Requirement: Agility 4 AND 
Might 3 | Armor Restriction: Medium Armor 
or lower): Grants an extra off-hand 
attack action with a second 1-handed 
weapon. 

Shield Intercept (Requirement: Might 4, 
Shield equipped): As a reaction, step within 
5 feet of an ally taking a physical attack to 

           

15           



 

absorb the hit with your shield or armor 
instead. 

Threatening Presence / Taunt 
(Requirement: Might 4): Compels enemies 
within 10 feet to target you instead of 
squishier backline allies. 

Heavy Cleave (Requirement: Might 5, 
Medium or Heavy Weapon): When your 
melee attack drops an enemy to 0 HP, 
immediately roll a second strike against 
another foe within 5 feet. 

Tier 3 Skills (Master / Heroic Techniques — 
Raw Stat 6–7+) 

Armor Sunder / Shatter (Requirement: 
Might 6, Heavy Weapon): On a hit, crush 
metal and split mail, crossing off 2 Armor 
Slots on the target's armor instead of 1. 

Weapon Specialization (Requirement: 
Might 6 OR Agility 6): Select ONE specific 
weapon type (e.g., Warhammer, Rapier, 
Longsword). Grants a second attack 
action during your turn when wielding 
that exact weapon. 

Iron Fortress (Requirement: Might 7, Heavy 
Armor equipped): Gain total immunity to 
knockback and prone effects, and once per 
expedition, absorb a hit without deducting 
an Armor Slot. 

Devastating Strike (Requirement: Might 7, 
Heavy Weapon equipped): Once per combat, 
declare a full-power swing. If it hits, it 
automatically deals maximum die damage 
and destroys 1 Armor Slot. 

NON-COMBAT SKILLS & 
UTILITY 
MIGHT SKILLS (Athletics, Physical 
Utility & Intimidation) 

Force Open / Break (Tier 1 — Might 2): Use 
raw strength to kick open locked wooden 
doors, force rusty levers, or snap simple 
iron chains without needing thieves' tools. 

Feats of Athletics (Tier 1 — Might 3): Gain 
advantage on physical movement checks 
such as scaling sheer cliff faces, swimming 

against strong currents, or clearing wide 
chasms. 

Intimidation (Tier 2 — Might 4): Leverage 
physical size, strength, or aggressive 
posturing to force NPCs to cooperate, 
surrender information, or back down from 
a confrontation. 

Heavy Hauler / Beast of Burden (Tier 2 — 
Might 4): Doubles your inventory carry 
capacity and allows you to move at full 
speed while carrying incapacitated allies 
or heavy dungeon loot. 

Demolition Specialist (Tier 3 — Might 6): 
Physically collapse weakened stone arches, 
breach reinforced masonry, or force open 
massive steel vault doors using improvised 
tools and leverage. 

AGILITY SKILLS (Finesse, Stealth & 
Mobility) 

Shadow Step / Stealth (Tier 1 — Agility 2): 
Move silently and use light cover or 
shadows to avoid detection by guards, 
monsters, or dungeon traps. 

Lockpicking & Trap Disarm (Tier 1 — Agility 
3, Thieves' Tools required): Pick standard 
mechanical locks and safely disarm 
mundane physical floor plates, tripwires, 
and chest traps. 

Sleight of Hand / Pickpocket (Tier 2 — 
Agility 4): Lift small items, keys, or coin 
pouches directly from unsuspecting 
targets without triggering an alert. 

Acrobatics & Cat Fall (Tier 2 — Agility 4): 
Negate damage from fall heights up to 20 
feet and gain advantage when balancing 
on narrow ledges or slippery terrain. 

Infiltration Specialist (Tier 3 — Agility 6): 
Pick complex masterwork or magical locks 
and disarm high-tier elemental dungeon 
traps without risking catastrophic failure. 
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MIND SKILLS & ARCANE 
GATEKEEPERS 
Magic Gatekeeper Rule 

To channel magic of any kind, a character 
must possess a raw Mind stat of 3 or higher 
and unlock the Spellcraft skill to 
establish their Spell Pool and Focus 
attunement. To cast spells from a specific 
discipline, the character must also unlock 
that discipline's Arcane School Skill. 

Tier 1 Skills (Foundational — Raw 
Stat 2–3) 

First Aid (Requirement: Mind 2, Healer’s Kit 
required): Out of Combat Only (requires 10 
minutes of uninterrupted work). Expends 1 
charge from a Healer's Kit to restore 3 HP + 
Mind Modifier to an injured target. Can 
only be performed on a specific target 
once per expedition / Full Rest. 

Arcane / Nature Knowledge (Requirement: 
Mind 2): Identify magical runes, potion 
effects, monster weaknesses, and forage 
for edible herbs/ingredients during 
wilderness travel. 

Search / Detect Hidden (Requirement: 
Mind 3): Gain advantage on checks to spot 
hidden doors, secret compartments, 
pressure plates, or concealed loot caches. 

Concentration (Requirement: Mind 3): 
Mandatory focus check skill. Whenever 
you take damage, suffer displacement, or 
face a crowd-control trigger while 
actively charging a spell across turns, roll 
a Mind Check (1d20 + Mind Modifier) against 
a DC equal to 10 + Damage Taken. On a 
success, your spell concentration holds 
and charging continues uninterrupted. 

Tier 2 Skills (Intermediate Arcana 
— Raw Stat 3–5) 

Spellcraft / Mandatory Arcane Gatekeeper 
(Requirement: Mind 3): Establishes your 
Expedition Spell Pool (Mind Stat x 2) and 
allows you to channel magic through an 
Arcane Focus. Additionally, allows a 

character to identify spells being cast, 
safely analyze magical artifacts/wards, 
and craft scrolls or potions during 
downtime. 

Persuasion & Bluff (Requirement: Mind 4): 
Influence NPCs through charm, diplomacy, 
or clever deception to negotiate better 
merchant prices, gain extra information, 
or lie your way past guards. 

Decipher Inscriptions & Languages 
(Requirement: Mind 4): Read, translate, and 
comprehend ancient dead languages, 
coded messages, and arcane scrolls. 

Novice Arcane Schools (Requirement: 
Mind 3, Spellcraft): Unlocks Tier 1 Novice 
capabilities for a chosen discipline (Fire, 
Water/Ice, Earth, Wind/Lightning, Illusion, 
Psychic). Allows charging up to 2 rounds, 
up to 1d6 power output, 10-ft AOE, and a 
maximum ranged reach of 10 feet. 

Practitioner Arcane Schools 
(Requirement: Mind 5, Spellcraft): Unlocks 
Tier 2 Practitioner capabilities for a 
chosen discipline. Allows charging up to 4 
rounds, up to 3d6 power output, 20-ft AOE, 
and a maximum ranged reach of 30 feet. 

Tier 3 Skills (Mastery Arcana — Raw 
Stat 6–7+) 

Master Investigator (Requirement: Mind 
6): Instantly deduce how complex ancient 
mechanical contraptions work and 
automatically spot illusions, fake walls, 
and invisible magical wards. 

Field Meditation (Requirement: Mind 6, 
Spellcraft Skill): Once per campaign or 
major expedition during an overnight rest 
in which you fully recover fatigue, 
conduct deep mental conditioning to 
recover up to half of your maximum Spell 
Points without returning to the Hub City. 

Mastery Arcane Schools (Requirement: 
Mind 7, Spellcraft): Unlocks Tier 3 Mastery 
capabilities for a chosen discipline. Allows 
charging up to 6 rounds, up to 5d6 power 
output, 30-ft AOE, and a maximum ranged 
reach of 60 feet. 
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PART 4: THE MAGIC & SPELLCASTING 
SYSTEM 

 
In Will of the Watchers, magic is not a 
cheap trick, an infinite cantrip, or a 
convenient daily slot that refills after a 
brief nap in a dungeon corridor. It is 
volatile, exhausting, and deliberate—a raw 
tearing of the ether that requires supreme 
mental fortitude, physical conduits, and 
calculated risk. 

To draw upon the arcane is to burn 
through your own mental stamina. Every 
incantation cast in the dark brings a 
delver closer to absolute mental depletion. 

THE THREE PILLARS OF 
SPELLCASTING 
Before a delver can manipulate raw mana 
or bend the elements, they must meet three 
absolute, mandatory conditions: 

The Skill (Spellcraft): The caster must 
possess the Spellcraft skill, requiring a raw 
Mind stat of 3 or higher. This represents 
the mental discipline needed to channel 
raw arcane energy without destroying 
one's own mind. 

The Focus: The caster must hold a prepared 
and attuned physical Arcane Focus in 
hand. 

The Pool: The caster must have at least 1 
Spell Point remaining in their Expedition 
Pool. 

THE ARCANE FOCUS 
Magic is far too volatile to be shaped by 
bare flesh alone; it demands a physical 
anchor attuned by the caster during quiet 
hours of meditation. 

Conduits of Power: Common foci include 
carved wooden or bone wands, gemstone 
rings, silver amulets, etched iron rods, or 
crystal-headed staves. 

Severed Focus: If a caster’s Focus is lost, 
stolen, disarmed, or shattered in the heat 
of battle, they cannot charge or cast 
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spells of any kind. They are rendered 
entirely mute to the arcane until their 
original focus is recovered or a new one is 
prepared and attuned during downtime at 
base. 

THE EXPEDITION SPELL POOL 
& ATTRITION 
Unlike mortal health, which can be 
bandaged or stitched in the field, arcane 
energy is a finite resource for an entire 
outing. 

Max Spell Pool 
A caster’s total reserve of magical stamina 
for an entire dungeon expedition is 
calculated directly from their mental 
acuity: 

Max Expedition Spell Pool = Mind Stat X 2 

(For example, a battlemage entering a tomb 
with Mind 3 possesses an Expedition Pool of 
6 Spell Points total; at Mind 5, they possess 
10 Spell Points). 

The Law of Exhaustion 
No Field Recovery: Spent Spell Points do 
not recover during short field rests or 
overnight wilderness sleeping. Every point 
spent in the dark permanently shrinks your 
magical arsenal until the party retreats. 

Hub Base Attunement: Spell Points are only 
restored when the caster returns to their 
Home Base in the Hub City to perform a 
full period of uninterrupted meditation 
and attunement. 

The Master's Exception: An archmage who 
has mastered Field Meditation (Requires 
Mind 6 & Spellcraft) can conduct deep 
mental conditioning during an overnight 
rest to recover up to half of their 
maximum Spell Points once per campaign or 
major expedition without retreating to 
civilization. 

POINT-CHARGING, 
CONCENTRATION & RANGE 
Casters do not simply flip a switch to cast 
high-tier magic. Instead, they build spell 
effects dynamically by imbuing 1 Spell Point 
per round into their Focus, gathering raw 
power across turns while defending 
themselves from harm. 

Arcane Progression Summary 
Novice Tier (Mind 3): Max Charge: 2 Rounds | 
Power Cap: 1d6 Max | AOE Limit: 10 Sq Feet | 
Max Ranged Reach: 10 Feet 

Practitioner Tier (Mind 5): Max Charge: 4 
Rounds | Power Cap: 3d6 Max | AOE Limit: 20 
Sq Feet | Max Ranged Reach: 30 Feet 

Mastery Tier (Mind 7): Max Charge: 6 
Rounds | Power Cap: 5d6 Max | AOE Limit: 30 Sq 
Feet | Max Ranged Reach: 60 Feet 

Maintaining Concentration Under 
Fire 
Gathering volatile mana leaves a caster 
exposed. If you suffer physical damage, are 
shoved, or take a hit while actively 
holding and charging energy across 
turns, you must roll a Concentration 
Check using your Concentration Skill 
(Mind 3): 

10+Total Damage Taken From the Hit 

Success: You grit your teeth, maintain 
control over the swirling energy, and 
continue charging normally. 

Failure: The spell fizzles out 
catastrophically, the charged Spell Points 
are lost to the void, and your turn is 
wasted. 

Arcane Focus Safeguard: A player can 
spend 1 Boon to automatically succeed on 
a Concentration check, preserving their 
spell energy even after a punishing hit. 
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SPELL RESOLUTION & SAVING 
THROWS 
When a caster directs offensive magic at a 
target, the victim relies on their natural 
instincts and bodily fortitude to make an 
Avoidance Roll (Saving Throw) against the 
caster's Spell DC: 

Avoidance Roll = 1d20 + Relevant Stat 
Modifier 

Spell DC = 10 + Caster's Mind Modifier + Spell 
Points Spent 

Agility Saves (Evasion & Reflexes): Rolled 
against explosive blasts, physical 
projectiles, and sweeping elemental forces 
(Fireball, Ice Spike, Earth Spike, Lightning 
Lance, Cataclysm). Area blasts deal half 
damage on a successful save; direct 
piercing projectiles are dodged completely 
(0 damage). 

Mind Saves (Willpower & Focus): Rolled 
against direct psychic assaults, mental 
control, and sensory illusions (Mind Spike, 
Psionic Crush, Sleep, Dominion, Phantasm). 
Psychic damage is halved on a successful 
save; mental control and status 
conditions are negated entirely. 

Might Saves (Fortitude & Physical 
Resistance): Rolled against environmental 
displacement and body-altering magic 
(Gale Blast knockback, Frost Lock freezing 

legs, Thermal Melt disarms). Success 
prevents being knocked Prone, Frozen in 
place, or forced to drop held equipment. 

THE THREE ARCANE TIERS & 
SCHOOL PROGRESSION 
When a caster unlocks an arcane 
discipline via Spellcraft, their power 
output, range, and concentration caps are 
governed by their current Mind Tier: 

TIER 1: NOVICE ARCANA (Requires 
Mind 3 & Spellcraft) 
Max Charge: Up to 2 Rounds (2 Spell Points 
spent). 

Power Ceiling: 1d6 Max Damage (Single 
Target) / 1d4 AOE / 1d6 Max Healing. 

Area of Effect: Up to 10 Square Feet (2 
adjacent 5-ft grid squares). 

Max Ranged Reach: 10 Feet (2 Grid Squares). 

Mind Manipulation (Psychic / Illusion): 
Affects 1 Low-Tier Target 
(Minions/Commoners) for up to 1 round 
(Daze, Minor Visual Glitch, 5-ft Telekinetic 
Shove). 
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TIER 2: PRACTITIONER ARCANA 
(Requires Mind 5, Novice,  & 
Spellcraft) 
Max Charge: Up to 4 Rounds (4 Spell Points 
spent). 

Power Ceiling: 3d6 Max Damage (Single 
Target) / 2d6 AOE / 3d6 Max Healing (Single 
Target or split between 2 adjacent allies). 

Area of Effect: Up to 20 Square Feet (4 grid 
squares). 

Max Ranged Reach: 30 Feet (6 Grid Squares). 

Mind Manipulation (Psychic / Illusion): 
Affects up to 2 Targets (or 1 Elite) for up to 
2 rounds (Magical Sleep, Invisibility, Total 
Confusion, 10-ft Telekinetic Toss). 

TIER 3: MASTERY ARCANA (Requires 
Mind 7, Novice, Practitioner, & 
Spellcraft) 
Max Charge: Up to 6 Rounds (6 Spell Points 
spent). 

Power Ceiling: 5d6 Max Damage (Single 
Target) / 4d6 AOE / 5d6 Max Healing (Full 
AOE burst split freely among allies in 
range). 

Area of Effect: Up to 30 Square Feet (6 grid 
squares / entire room zones). 

Max Ranged Reach: 60 Feet (12 Grid Squares). 

Mind Manipulation (Psychic / Illusion): 
Affects an entire room / Boss targets for 
up to 3 rounds (Total Puppeteer Dominion, 
Team Invisibility, Mass Hallucinations). 

THE SIX ARCANE DISCIPLINES 
School of Arcane Fire: Raw explosive heat, 
thermal demolition, cauterization, and 
room-clearing blasts. 

School of Arcane Water & Ice: Freezing 
cold, structural ice barriers, 
lock-shattering frost, and restorative 
aquatic healing waves. 

School of Arcane Earth: Stone spikes, 
wall-walking, structural barricades, 
passwall tunneling, and cataclysmic 
earthquakes. 

School of Arcane Air: Air gusts, gale 
deflection, armor-bypassing, levitation, 
haste, and zones of total silence. 

School of Arcane Illusion: Audio/visual 
distractions, optical disguises, 
individual/team invisibility, and false 
terrain 

School of Arcane Psychic: Armor-bypassing 
mind spikes, telekinesis, sleep incantations, 
telepathic probing, and total enemy mind 
control. 
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PART 5: EQUIPMENT, ARMOR & 
ADVENTURING GEAR 

 
In the dark, a delver is only as good as 
their steel, iron, and timber. Equipment in 
Will of the Watchers is built for attrition, 
meaning weapons have distinct tactical 
roles and armor physically degrades as it 
absorbs punishment. 

MASTER WEAPON LIST 

Weapons are categorized by size and type, 
determining which attributes govern their 
accuracy and damage. 

Light Weapons (Agility-Based) 

Driven by speed, precision, and stealth. 
Light weapons allow rapid attacks and 
work seamlessly with finesse maneuvers. 

Dagger / Stiletto: Damage: 1d4 Piercing | 
Handing: 1-Handed | Traits: Finesse, 
Concealable, Thrown (20 ft). 

Rapier / Shortsword: Damage: 1d6 Piercing 
or Slashing | Handing: 1-Handed | Traits: 
Finesse, Parry-capable. 

Hand Crossbow: Damage: 1d6 Piercing | 
Handing: 1-Handed | Traits: Ranged (30 ft), 
Compact, Requires Bolts. 

Hunting Bow: Damage: 1d6 Piercing | 
Handing: 2-Handed | Traits: Ranged (60 ft), 
Requires Arrows. 

Medium Weapons (Might or 
Agility-Based) 

Versatile sidearms used by frontline 
skirmishers, bodyguards, and hybrid 
adventurers. 

Longsword / Arming Sword: Damage: 1d8 
Slashing | Handing: 1-Handed (Versatile: 1d10 

2-Handed) | Traits: Balanced, Guarded 
Stance. 

Battleaxe: Damage: 1d8 Slashing | Handing: 
1-Handed | Traits: Hooking (Gains +1 to Trip 
checks). 

Warhammer / Mace: Damage: 1d8 
Bludgeoning | Handing: 1-Handed | Traits: 
Armor Crushing (+1 damage against Heavy 
Armor). 

Spear / Trident: Damage: 1d8 Piercing | 
Handing: 1-Handed (Versatile: 1d10 
2-Handed) | Traits: Reach (10 ft), Thrown (30 
ft). 

Heavy Crossbow: Damage: 1d8 Piercing | 
Handing: 2-Handed | Traits: Ranged (80 ft), 
Heavy Loading (Requires Standard Action 
to reload). 

Heavy Weapons (Might-Based Only) 

Massive two-handed implements capable of 
crushing armor and cleaving through 
groups of foes. 

Greatsword / Flamberge: Damage: 2d6 
Slashing | Handing: 2-Handed | Traits: Might 
4 Requirement, Heavy Cleave Capable. 

Greataxe: Damage: 1d12 Slashing | Handing: 
2-Handed | Traits: Might 4 Requirement, 
Brutal Criticals. 

War Maul / Great Hammer: Damage: 2d6 
Bludgeoning | Handing: 2-Handed | Traits: 
Might 4 Requirement, Armor Sunder 
Capable. 

Halberd / Poleaxe: Damage: 1d10 Piercing or 
Slashing | Handing: 2-Handed | Traits: Reach 
(10 ft), Trip Capable. 
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ARMOR CATEGORIES, SHIELDS 
& DURABILITY SLOTS 

Armor does not prevent you from being hit; 
it absorbs damage to keep you alive. Every 
piece of armor provides Damage Reduction 
(DR) and a set number of Armor Slots. 

Structural Integrity & 
Rupture 

Each time a physical attack hits you and 
penetrates your DR, cross off 1 Armor Slot 
on your sheet. 

Once all Armor Slots are crossed off, the 
armor is Ruptured, granting 0 DR until 
fully repaired by a blacksmith at the Hub 
City. 

Armor Index 

Padded Leather (Light Armor): DR: 1 | Armor 
Slots: 3 | Penalty: None. Ideal for rogues and 
spellcasters requiring high mobility. 

Reinforced Studded Leather (Light 
Armor): DR: 2 | Armor Slots: 4 | Penalty: None. 
Premium light protection for swift 
skirmishers. 

Chain Shirt & Hauberk (Medium Armor): DR: 
3 | Armor Slots: 5 | Penalty: Slight noise 
(Disadvantage on quiet Stealth checks). 
Standard frontline armor. 

Full Plate Mail (Heavy Armor): DR: 4 | Armor 
Slots: 6 | Penalty: Might 4 Requirement, Speed 
reduced by 5 ft, Disadvantage on Stealth 
checks. Massive structural protection. 

Shields 

Buckler / Light Shield: Adds +1 to Defense 
Class  

Tower Shield / Heavy Shield: Adds +2 to 
Defense Class | Reaction: Shield Intercept 
capable. Requires Might 3. 

ADVENTURING GEAR & 
TOOLKITS 

A delver without tools is just a victim 
waiting to happen. Carrying the right gear 
can turn a fatal trap into a simple minor 
delay. 

Specialized Kits 

Thieves' Tools: Required for picking 
mechanical locks and disarming physical 
traps. Consists of lockpicks, tension 
wrenches, small mirrors, and wire cutters. 

Healer's Kit (5 Charges): Required to 
perform First Aid or field bandaging. 
Contains sterile bandages, salves, 
cauterizing irons, and tourniquets. 

Arcane Writing Kit: Required during 
downtime to scribe spell scrolls or 
transcribe ancient runes into spellbooks. 
Contains enchanted inks, vellum, and 
quills. 

Dungeoneering Toolkit: Contains a 
crowbar, pitons, small hammer, 50 feet of 
hempen rope, chalk, and iron spikes. Grants 
advantage on physical obstacle checks. 

Utility Consumables 

Torch Bundle (5 Torches): Provides bright 
light in a 30-foot radius for 1 hour per 
torch. Can be used as an improvised weapon 
dealing 1d4 fire damage. 

Ration Pack (3 Days): Sustains a delver 
during wilderness travel or deep multi-day 
dungeon expeditions. 

Antidote Vial: Consumed as a Standard 
Action to cure active poisons and grant 
temporary immunity to poison for 1 hour. 

Grappling Hook & Silk Rope: Allows 
scaling vertical shafts, walls, or wide 
chasms safely. 
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PART 6: STREAM INTEGRATION (WILL 
OF THE WATCHERS) 

 
In Will of the Watchers, the boundary 
between the tabletop grid and the live 
audience dissolves. While the Game Master 
runs the campaign and the players guide 
their delvers through the dark, the stream 
audience acts as an unseen cosmic 
court—The Watchers. 

Through live chat commands, Rumble 
Rants, and channel credit redemptions, 
viewers continuously shift the cosmic 
balance, dropping vital supplies to dying 
heroes or invoking horrifying curses that 
plunge the dungeon into chaos. 

THE CHAT TURN INITIATIVE 
RULE 

Stream interaction in Will of the Watchers 
is designed to be chaotic, but never 
disruptive to tactical round structure. 
Chat commands do not trigger randomly 
mid-swing or interrupt player actions. 

[ PLAYER TURNS ] ──> [ MONSTER TURNS ] ──> [ 
THE WATCHERS' TURN ] 

(Tactical Grid)      (Hostile Actions)      
(Resolves Chat Queue) 

 

The Protocol 

Chat as an Entity: Chat acts as its own 
distinct entity placed directly into the 
initiative order at the end of each full 
combat round. 

The Execution Phase: When initiative 
reaches The Watchers' Turn, the Game 
Master resolves all queued support supplies, 

divine interventions, monster spawns, 
curses, and room hazards in the exact 
order they were purchased by viewers. 

The Scale Shift: Every credit spent by chat 
directly moves the global Law vs. Chaos 
Scale (-1000 to +1000) by its exact credit 
value toward Law (+) or Chaos (-). 

CHAT COMMAND & REDEEM 
CATALOG 

Viewers earn Credits by watching the 
stream or sending Rumble Rants, spending 
them throughout the round to queue up 
support or chaos. 

TACTICAL SUPPORT & DIVINE 
INTERVENTIONS (LAWFUL / TOWARD 
+1000) 

Interventions that aid the party, restore 
vital resources, and push the world 
toward order. 

!healing (50 Credits / +50 Law) — Divine 
Healing Potion: Restores 2d6 HP instantly 
to a designated target hero. 

!heroic (50 Credits / +50 Law) — Heroic 
Surge: Grants 1 extra Standard Action to a 
hero on their upcoming turn. 

!manafill (75 Credits / +75 Law) — Mana 
Recharge: Restores 3 Spell Points directly 
to a spellcaster's Expedition Pool. 

!supplies (100 Credits / +100 Law) — Supply 
Drop: Spawns a physical supply crate on an 
open grid square containing 1 Healer's Kit 
and 2 Healing Potions. 
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!grantboon (100 Credits / +100 Law) — 
Grant Boon: Grants 1 Boon directly to a 
player's personal pool to save for a critical 
reroll or cinematic play. 

!bless (100 Credits / +100 Law) — Holy 
Weapon Imbue: Imbues a weapon with holy 
power, dealing an extra +1d6 radiant 
damage on all physical hits for the rest of 
the fight. 

!sanctuary (100 Credits / +100 Law) — 
Sanctuary Ward: Erects a glowing ward in 
the room. All heroes gain +2 DR and total 
immunity to fear and insanity until the 
room is cleared. 

!raisedead (200 Credits / +200 Law) — Raise 
Dead: Resurrects a fallen hero at full HP 
right where they fell, returning them 
permanently to the fight. 

CHAOS SPELLS & CONTROL 
(CHAOTIC / TOWARD -1000) 

Dark curses, environmental hazards, and 
summoned abominations that push the 
world toward ruin. 

!wandering (50 Credits / -50 Chaos) — 
Wandering Monster: Spawns a roaming 
minion on the board adjacent to a player. 

!manadrain (75 Credits / -75 Chaos) — Mana 
Drain: Drains 2 Spell Points from a caster 
or immediately breaks a spell currently 
being charged. 

!fear (75 Credits / -75 Chaos) — Cast Fear: 
Strikes a hero with terror; they suffer -3 to 
hit and cannot move closer to monsters 
for the rest of the fight. 

!mutate (100 Credits / -100 Chaos) — 
Mutation: Targets a monster on the grid. It 
swells in size, recovers full HP, and gains +2 
DR and +1d6 extra damage on all strikes 
for the rest of its life. 

!vengeance (100 Credits / -100 Chaos) — 
Hateful Vengeance: Designates 1 hero as the 
"Arch Enemy." All monsters prioritize 
sprinting and attacking that specific hero 
for the rest of the encounter. 

!traps (100 Credits / -100 Chaos) — Vicious 
Traps: All hidden traps on the entire 
dungeon level become lethal, triggering 
automatically whenever a hero steps into 
an un-searched doorway. 

!darkness (200 Credits / -200 Chaos) — 
Total Darkness: Plunges the entire 
dungeon into magical pitch darkness for 
30 minutes of real-time stream duration. 
Non-Dwarves suffer severe combat 
penalties and line-of-sight magic is 
blocked. 

!laughter (200 Credits / -200 Chaos) — 
Hideous Laughter: Echoing, hideous 
laughter erupts throughout the dungeon. 
All heroes suffer a -3 penalty to all Mind 
checks for the duration of the encounter. 

!totem (200 Credits / -200 Chaos) — Totem 
of Despair: Spawns a physical Dark Totem 
token on the room grid that drains 1 HP 
from every hero at the start of their turn 
until physically smashed. 

!portal (200 Credits / -200 Chaos) — Portal 
of Chaos: Spawns an ethereal Portal token 
on the grid that continuously summons 1 
new monster every Chat Turn until heroes 
physically attack and destroy it. 
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