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VELCOME TO THE WORLD OF TWELVE! LONG AGO, THIS WAS A WORLD OF CONTINENTS, RATHER THAN

®ISLANDS AND ARCHIPELAGOS. THAT ALL CHANGED A THOUSAND YEARS AGO, WHEN, SEEKING TO IMPRESS

. THE BEAUTIFUL DOLL DATHURA, THE OGRE OGREST GATHERED THE SIX DOFUS AT THE PEAK OF MT. ZINIT. %

‘WHETHER DATHURA BETRAYED HIM OR WAS LOST TO HIM BY OTHER MEANS, THE MIGHTY OGREST BEGAN

ITO SHED TEARS UNENDING. THESE TEARS DROWNED THE WORLD IN SALTWATER AND DESTABILIZED THE ]
[MATE, LEAVING MUCH OF THE WORLD OF TWELVE UTTERLY DESTROYED. ALL WAS NOT LOST, HOWEVER.
[E SURVIVORS BEGAN TO REBUILD, USING THE GIFTS GIVEN TO THEM BY THE TWELVE GODS.

,‘_o HELP YOU SURVIVE THEN TEN YEARS YOU WILL SPEND HERE, YOU HAVE A BUDGET OF..

AND SKILLS TO HELP YOU ON YOUR JOU




LOCATI(

ROLL 1D8 TO DETERMINE WHERE ] START, OR PAY
r 100 CP TO CHOOSE FOR YOURSELF.

s sz ———— o oy gy —_—

- BRAKMAR: A KINGDOM OF
'OPPORTUNISTS, CUTTHROATS,
'AND SCOUNDRELS, THIS ARFA
.HAS, AMONG OTHER CURIOSITIES,

| - ASTRUB : THE CITY OF
MERCENARIES, AND A GATEWAY TO
THE NATIONS OF THE WORLD, THIS
SLAND PROVIDES GOOD OPPORTUNITIES
O MEET WITH THOSE LIKE YOU, JUST
ERYING TO MAKE THEIR WAY.

0

- BONTA: SOMETIMES CALLED THE
' DIVINE CITY, THIS NATION IS ALIGNED
IN GENERAL) TOWARDS ORDER AND

JUSTICE. THERE'S A THRIVING ¥
BOUFBOWL SCENE, AND IT'S PEACEFUL TARGET OF GREAT DANGER. ALSO,

3 NOUGH. THERE IS SOMETHING OF A - THERE'S THE MATTER OF THAT 8-
Y WITH BRAKMAR, HC <l ¥EAR-OLD AT THE INN.

6 - EMELKA: THIS SMALL VILLAGE i
IS COZY AND WELCOMING, BUT
1AY SOON FIND ITSELF THE

Y

4

/ - SADIDA KINGDOM: RULED BY
SHERAN SHARM FAMILY, THIS

— AMAKNA: KNOWN FOR lTs
UlS]NE THIS ARCHIPELAGO

NATION PROVIDES AN INTERESTING W’§ i 20N 55 STRONG, BUT: MaX
ACKDROP FOR ADVENTURE. |/ . RO A DRAW TORSWURS
~£~ NEMIES THAN THE USUAL. '

i VI /)

8 - FREE PICK: LUCKY YOU!
YOU GET TO PICK, FOR FREE,
ANY OF THE ABOVE
LOCATIONS, OR ANYWHERE
ELSE IN THE WORLD OF
LVE!

OWN FOR ITS NEAR-MASTERY OF
POWER OF STASIS, THIS



IDENTITY

Y el —— —

GOBBOWL STAR [100 CPl ~ YOU HAVE PLAYED THE PprLAR 3

"~ OR ANY NUMBER OF SMALLER STADIUMS, YOU'VE TAKEN YOUR
~ LUMPS AND DISHED THEM OUT IN THIS DOG-EAT-DOG GAME, AND |
p YOU DON'T INTEND TO STOP NOW.. DO YOU?

" BOUNTY HUNTER [100 CP] - YOU'VE BEEN TREKKING ACROSS THE
i MYRIAD ISLANDS OF THE WORLD FOR YEARS NOW, HUNTING DOWN
CRIMINALS AND FUGITIVES AND TURNING THEM IN FOR MONEY.

| - WEAPON! THE SHUSHU SEALED INSIDE IS INTELLIGENT, CUNNING, AND MALEVOLENT, |
* AND WILL TAKE EVERY CHANCE IT CAN GET TO POSSESS YOU. HOWEVER, SO LONG |
AS YOU REMAIN IN CONTROL, THE WEAPON'S INCREDIBLE POWER IS AT YOUR
DISPOSAL.




. Tor's HEART - THE FOLLOWERS OF THE GOD IOP ARE
ONT-LINE FIGHTERS, CAPABLE OF DEALING HEAVY DAMAGE
D TAKING IT IN STRIDE. THEIR PUNCHES CAN BE STRUNG

ETHER IN QUICK SUCCESSION, OR THROWN SO HARD AS TO
USE A SMALL EXPLOSION! WITH THAT SAID, THEY AREN'T

RACES

RoLL 2D8 -1 TO

DETERMINE ' =

s - SHARPEST TOOLS IN THE SHED - NOT BY A LONG SHOT..
WHICH RACE YOU : _-: a8
ARE, OR PAY 100 ! " S RANG "'“5[, OWERS OF THE GODDESS CRA"
CP TO CHOOSE ARCHERS, CAPABLE OF STRIKING AT FOES FROM IMMENSE
ANY RACE

ANGES. BEYOND THAT, THEY CAN SET BEACONS THAT DEAL

AMAGE OR REPEL ENEMIES WITHIN A SMALL AREA WHEN

J IT BY AN ARROW OF THE SAME ELEMENT AS THE BEACON.

TH v NEED NOT QUIV}:R IN BATTLE, l-'OR THEIR ARROWS ARE.
EROM ‘IR VERY ¢ . 1s! - o

a2 ¥ N T

b ‘ L 4
} -~ SADIDA'S SHOE - THESE FOLLOWERS OF THE GOD ,
. SADIDA CONTROL THE BATTLEFIELD BY SUMMONING PLANTS

IND DOLLS. THESE DOLLS CAN FILL A NUMBER OF ROLES,
ROM MEAT-SHIELD TO HEALER, AND ARE INFLUENCED BY
{E ELEMENTS OF ATTACKS THROWN AT THEM.

BESIDES IoP,
WHICH IS FREE.

~ ENUTROF'S FINGERS ="THE FOLLOWERS O :
ENUTROF ARE TREASURE-HUNTERS, CHEAPSKATES, AND
HOARDERS. THEY CAN DEAL A LOT OF DAMAGE WITH THEIR |
SHOVELS, POUCHES, AND MINES IN DIFFERENT WAYS, BUT
PERHAPS THEIR MOST FEARSOME ABILITY IS THAT OF FUSING |
WITH THEIR PET DRHELLER TO BECOME A DRHELLZERKER! = b




RACES (CONTINUED)
B

- ENIRIPSA'S HANDS - THE FOLLOWERS OF THE GODDESS
NIRIPSA ARE HEALERS, CAPABLE OF MENDING FLESH AND BONE
WITH A TOUCH. THEIR FLASKS MAKE THEIR ENEMIES PAY FOR THE |
ES/OUNDS THAT THEIR WORDS REMOVE FROM THEIR ALLIES, AND
FTHEY CAN LAY MARKS ON ENEMIES THAT GRANT BONUSES TO
WHICHEVER ALLY DEFEATS THE MARKED FOE. THEIR FAIRY-LIKE
GS ALSO ALLOW THEM TO HOVER A SHORT DISTANCE OFF THE -

¥ - XELOR'S SANDGLASS - THE FOLLOWERS OF THE GOD
XELOR ARE TIME MANIPULATORS, CAPABLE OF
ACCELERATING OR TURNING BACK TIME JUST ENOUGH TO
MOVE ABOUT THE BATTLEFIELD AT SPEED AND ATTACK
FROM MULTIPLE DIRECTIONS. THEIR MASTERY OF TICKS

; S MAKES THEM DIFFICULT TO PIN DOWN.

. — ECAFLIP'S COIN - THE FOLLOWERS OF THE GOD ECAFLIP ARE
BLERS, WHO USE THEIR FLEAS AND ECAFLIP'S TAROT TO ABSORB
NEMY HEALTH AND CHANGE THEIR CRITICAL HIT RATES RESPECTIVELY.
DEPENDING ON THE CARD DRAWN, THEY WILL EITHER GAIN OR LOSE
VITALITY, STRENGTH, OR SPEED - IT ALL COMES DOWN TO LUCK, AND
OW THIS CATLIKE FOLK LIKE IT.

B - OSAMODAS' WHIP - THE FOLLOWERS OF THE GOD OSAMODAS ARE =k ™
SUMMONERS OF ANIMALS. THEIR GOBGOB COMPANION CAN CAPTURE THE = ‘\)}'
BOULS OF CREATURES THEY DEFEAT IN BATTLE, ALLOWING THE OSAMODAS |
TO THEN SUMMON THESE "PETS" LATER ON. IN ADDITION, THE OSAMODAS
, WHILE ONLY THEY AND THEIR GOBGOB ARE PRESENT, MERGE WITH
GOBGOB TO ENTER A DRACONIC FORM, BOOSTING THE POWER OF
SPELLS AND ALLOWING THEM TO FLY..

PRUNKEN FIGHTERS, REPOSITIONING FRIENDS AND ENEMIES BY HOISTING AND/OR
'HROWING THEM. THEY TOTE THEIR BARRELS INTO BATTLE SO AS TO KEEP THE |




11 - 'Im-: ROGUE RUSE - THE FOLLOWERS OF EUGOR AN ALIAS OF SRAM ARE
[HIEVES AND CUTTHROATS, CAPABLE OF CONTROLLING THE BATTLEFIELD WITH A
PLETHORA OF BOMBS, AS WELL AS THEIR REVOLVERS. THEIR LOYALTY LIES ONLY
/ITH THEIR CLAN — EVEN EUGOR COMES SECOND TO THIS EXTENDED FAMILY! OF
COURSE, THAT DOESN'T STOP THEM FROM TAKING A FEW POTSHOTS AT THEIR O

T 2

RE DAMAGE THEY TAKE. IN THIS WAY, THEY TAKE AN EYE FOR AN EYE
DUICKER THAN YOU CAN BLINK!

MASKS TO SWITCH BETWEEN BOTH PERSONALITIES AND FIGHTING STYLES, AND.
S SUCH ARE DIFFICULT TO PREDICT. MANIACAL, COWARDLY, SAGE-LIKE

4 - FOGGERNAUT'S STEAM - FOGGERNAUTS OF TODAY ARE A MACHINE RACE
OWERED BY STASIS, THE ENERGY OF REGULATION AND DESTRUCTION. ONLY THEIR
SOULS REMAIN HUMAN, AND NO GOD HOLDS SWAY OVER THEM. AS SUCH, THEY ARE
CAPABLE OF DEPLOYING NANOBOTS TO ALTER THE BATTLEFIELD, AS WELL AS ,
BLASTING THEIR FOES WITH PURE STASIS, WHICH IGNORES ELEMENTAL RESISTANCES. a

FOGGERNAUTS OF THE PAST, ON THE OTHER HAND, ARE AN INVENTIVE PEOPLE ),

0 BUILD STASIS-POWERED SUITS, LAY TURRETS UPON THE BATTLEFIELD, AND
E OKTAPODAS THE AQUATIC ASPECT OF OSAMODAS Ir THIS RACE IS ROLLED
' YOU MAY CHOOSE WHICH VARIANT, OF | FOGGE

- FECA'S SHIELD - THE FOLLOWERS OF THE GODDESS FECA ARE
PROTECTORS, BOTH OF THE LAND AND OF THEIR COMRADES. WITH THEIR
GLYPHS AND ARMORS, THEY CAN INCREASE THE MAGICAL RESISTANCE OF
OR DROP THE DEFENSES OF THEIR ENEMIES. THEY'RE CAPABLE OF

SOAKING UP A DECENT AMOUNT OF DAMAGE ON THEIR OWN, BUT WORK
BETTER IN GROUPS.




TROPE [300 CP] - Fou.owms or THE GODDESS ELIATROPE THESE WERE THE I‘IRST
RACE OF HUMANS IN THE UNIVERSE. THEY ARE KIN TO THE DRAGONS, AND THE MAKERS of;
ANCIENT ZAAP PORTALS, BUT THERE ARE FEW, IF ANYONE, LEFT ALIVE WHO WOULD

XSELF DISCOVERING THE POWER OF PURE WA](FU THE ENERGY OF GROWTH AND
T]ON. USING THIS ENERGY WHICH FLOWS THROUGHOUT THE KROSMOZ, YOU WILL BE
TO CREATE PORTALS TO TRAVEL BETWEEN SHORT DISTANCES, AND OVERLAY TWO

CCIDENT W
YOU ARE A MIRR E O
THOUGH LESS VERSED IN THE

EVENTUAL POWER, YOU POSSESS AN E
APT AT USING THEM IN COMBAT THAN
EXPERIENCE WOULD BE.

ATURES ARE NOT ACTUALLY
ORE SO THAN SOME OF TH
. A MINOR GOD OF
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WILDERNEé? SURVIVAL [100 CP FREE Drop-IN] —'5?0U ARE ADEPT AT THE BASICS OF
STAYING FED AND HEALTHY IN THE WILD. W

WILLPOWER [100 CP, FREE GUARDIAN] - YOUR STRENGTH OF WILL IS SUCH THAT YOU CAN
’ EASILY WITHSTAND MOST TEMPTATIONS.

- WORK THE CROWD [100 CP, FREE GOBBOWL STAR] - YOU'RE MORE SKILLED THAN MOST
AT GETTING CROWDS OF PEOPLE TO PAY ATTENTION TO YOU. ¥

COMBAT TRAINING [100 CP, FREE BOUNTY HUNTER] - YOU CAN HOLD YOUR OWN IN A ,
4 FIGHT — YOU'RE ESSENTIALLY THE MATCH OF 50 PEOPLE IN A BRAWL.

HERBALISM [200 CP] - YOU KNOW HOW TO MAKE POTIONS FROM VARIOUS PLANTS OF
W THE WORLD OF TWELVE.

L]
|"

\SMITHING [200 CP] - YOU KNOW HOW TO MAKE WEAPONS AND ARMOR FROM ALL SORTS .
M RAW MATERIALS. FROM SCARABUG WINGS TO BLIBLI TUSKS AND GOBBALL HOOVES, YOU :
“ TURN JUST ABOUT ANYTHING YOU'D FIND IN NATURE INTO GENUINE COMBAT EQUIPMENT. :

.ngE MORE POWERFUL THE CREATURE IT CAME FROM, THE STRONGER THE EQUIPMENT WILL
' BE.

{ COOKING [200 CP] - YOU KNOW HOW TO PREPARE FOOD FROM THE RAW INGREDIENTS TO
* BE FOUND IN THE WORLD OF TWELVE - EVEN THE DANGEROUS ONES. THESE MEALS WlliL

; $ ALWAYS TURN OUT WITH A SORT OF HOME-COOKED DELICIOUSNESS, EVEN IF YOU JUST
% THROW SOMETHING INTO A MICROWAVE OR SOME SUCH. : ‘;*
i v 4 7248 ot
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[z(w CP] - YOU'E cor AN EYE FOR '
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SKILLS AND ABILITIES
(CONTINUED)

ATHL ’PI'CISM [39& 'CP, DISCOUNT GOBBOWL STAR] — YOU'VE @gbsma}:o 'TO MATCH AN OLYM
AGILITY TO WALL-RUN AND TRIPLE-FLIP, AND THE COORDINATION TO THROW A RUBBER BALL BETWEEN
ARGE SWINGING AXES, BOUNCE IT OFF THREE WALLS, THEN JUMP THROUGH THE AXES YOURSELF AND CAT!
THE BALL MID-FLIGHT WITHOUT A SCRATCH.

X

¥ AR METAL [300 CP, DISCOUNT DROP-IN] - SOMEHOW, YOU CAN PLAY HEAVY METAL WITHOUT AN
| INSTRUMENT, EITHER BY MIMING THE INSTRUMENT OR BY HEADBANGING HARD ENOUGH. IT WILL ALWAYS BE OF
GOOD QUALITY, AND NO-ONE IN THE WORLD OF TWELVE WILL QUESTION YOUR ABILITY TO DO THIS. \

| '“\
. - BREEDING [300 CP, DISCOUNT BOUNTY HUNTER] - YOU KNOW HOW TO BREED THE CREATURES OF THE
WORLD TO UNLOCK THEIR POTENTIAL.

SAILING [300 CP, DISCOUNT GUARDIAN] — YOU HAVE AN INNATE KNOWLEDGE OF OCEANIC NAVIGATION, AND.-
CAN THUS TRAVERSE THE MANY ISLANDS OF THE WORLD OF TWELVE.

‘BOUFBOWLOBOLO [600 CP, DISCOUNT GOBBOWL STAR] - WHILE HOLDING A BOUFBALL, YOU CAN PROJECT IT
\ ORWARD AS THE CENTER OF A BURST OF ENERGY THAT CAN STUN AND KNOCK BACK OPPONENTS. THAT'S ONLY |
- THE BEGINNING, THOUGH — IT GETS STRONGER THE BETTER YOU ARE AT THE GAME, PEAKING AT A BLAST :
*\- CAPABLE OF KNOCKING OVER SKYSCRAPERS OR DOWNING GIANT AIRSHIPS!

K
. EXPERT DUNGEONEERING [600 CP, DISCOUNT GUARDIAN] - YOU CAN MAKE YOUR WAY THROUGH A DUNGEON

AS IF IT WERE YOUR OWN HOME - THE WORKINGS OF TRAPS AND SECRET DOORS WILL COME EASILY TO YOU.

THIS EXTENDS TO LABYRINTHS OF THE MIND AS WELL, ALLOWING YOU TO NEAR-EFFORTLESSLY BREAK FREE OF

ILLUSIONS.

ABOVE THE LAW [600 CP, DISCOUNT BOUNTY HUNTER] - WHEN CHASING DOWN YOUR ENEMIES, MINOR
PROPERTY DAMAGE YOU CAUSE TENDS TO BE IGNORED. ANYTHING UP TO A CART OR STALL WILL BE AS Ir I
N}:vm HAPPENED, AND YOU'LL GET AWAY WITH A FINE FOR A BRICK-AND-MORTAR STORE. THAT'S JUST ‘
T THOUGH — THE MORE DANGEROUS THE CRIMINAL YOU SEEK TO APPREHEND IS, THE MORE YOU CAN G&T‘
AWAY WITH BREAKING. ‘ i

> N

’ =

A TUNE AND THEY SHOU [ - 14, DO YOU NOT KNO
~ARTS? WELL, YOU DID LEA EBOARD T TIME ¥

A



GEAR AND SUPPLIES

— e e ————— ——— ———=

START OUT WITH A FREE HAVEN BAG LIKE EVERYONE ELSE. THIS HAVEN BAG IS :
ETHING OF AN EXTRA-DIMENSIONAL SPACE — AFTER ALL, A GIFT FROM ENUTROF FOR
E STORAGE OF WEALTH AND POSSESSIONS OUGHT TO BE USEFUL! THERE'S ENOUGH SPACE'
HIN THE BAG TO LIVE IN COMFORTABLY, EVEN! HOWEVER, THESE EXTRA ITEMS CAN i;( ;
P YOU GET FURTHER IN THE WORLD. ALL ITEMS CAN BE BOUGHT MULTIPLE TIMES =)

~ STA ED DISCOUNTS wo

HAT HEY DO FOR P

50 000 KaMAS [50 CP] - A TIDY SUM OF CURRENCY, USEFUL IN A MYRIAD OF SITUATIONS, THESE GOLDEN COINS ARE A g
. FAVORITE OF ENUTROFS EVERYWHERE. :

UNDANE WEAPON [100 CP] - A COMMON SWORD, KNIFE, SHOVEL, REVOLVER, OR OTHER SUCH WEAPON, THIS WILL SEE l;_
THROUGH MOST BATTLES — DON'T EXPECT TO FIGHT ANY HEROES WITH IT, THOUGH.

- DRAGOTURKEY [100 CP] - A SWIFT MOUNT CAPABLE OF CARRYING DECENT-SIZED LOADS, THIS CREATURE IS SOMEWHAT
: TEMPERAMENTAL AND HAS A SMELL YOU'LL TAKE A BIT TO GET USED TO. IT ISN'T A FOUL SCENT — JUST STRANGE, LIKE A
FOOD YOU'VE NEVER TASTED BEFORE MIXED WITH A VAGUE MEMORY OF YOUR PAST.

 MASTERWORK WEAPON [200 CP] - A WELL-MADE SWORD, KNIFE, SHOVEL, REVOLVER, OR OTHER SUCH WEAPON, THIS
PLEMENT OF WAR IS SUPERIOR TO WHAT WOULD BE FOUND IN MOST ARMIES. WERE IT NOT FOR ITS LACK OF MAGICAL
PROPERTIES, THIS WOULD BE A LEGENDARY ITEM FOUND AT THE END OF A DUNGEON!

JUSHU WEAPON [400 CP, ONE FREE GUARDIAN] — A SWORD, REVOLVER, OR OTHER WEAPON OR ACCESSORY POSSESSED BY
~ A SHUSHU AND IMBUED WITH ITS POWER, THIS DEMONIC DEVICE BEARS A SINGLE POWER THAT ALLOWS THE SHUSHU TO
SPREAD CHAOS AND DEVASTATION IN THE WORLD, AND IT CRAVES CARNAGE AND MAYHEM.

10 BOWMEOWMALLOWS [200 CP, DISCOUNT DROP-IN] — THESE FLUFFY CONFECTIONS ALLOW YOU TO TRANSFORM
PORARILY INTO A Bow MEOW (A CAT, BASICALLY.) THEY'RE USEFUL FOR MAKING QUICK ESCAPES, ESPECIALLY WHEN
CAT'S GOT YOUR TONGUE.

10 WispoM CANDIES [200 CP, DISCOUNT BOUNTY HUNTER] — THESE TASTY TREATS INCREASE THE SPEED AT WHICH PRACTICE
E MAKES YOUR RACIAL POWERS GROW. YOU COULD CALL THEM NUGGETS OF WISDOM IN THAT RESPECT!

l-. i. -

. GOALKEEPER SHIELD [200 CP, DISCOUNT GOBBOWL STAR] - THIS SHIELD, USED IN BOUFBOWL GAMES, IS CAPABLE qr’{
ENDING A GROWN SACRIER FLYING DOZENS OF METERS INTO THE AIR FROM THE GROUND WITH A SIMPLE BASH, AND H!
 UNLIMITED CHARGES OF THIS ABILITY, S IF IT WERE IN A GOLDEN BOWL TIEBREAKER. ODD, THAT.

00 CP, DISCOUNT GUARDIAN] - EACH OF :lm
: PE OF MONSTER. WHICH KEYS YO
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.;%ﬂ/ “TREASURE MAP [400 CP] — THIS MAP WILL LEAD YOU TO A §{
;. R\ GREAT DEAL OF WEALTH, BUT THE WAY WILL BE DANGEROUS.

il(r:NKO [600 CP] — THIS BOWL OF SPECIAL MEDICINAL STEW

 WILL HEAL A MORTAL WOUND, BUT IS ONLY ONE-USE, AND i
YOU LL NEED TO DRINK IT ALL. IT DOESN'T SEEM TO TASTE
THAT GOOD, EITHER..

~ ASTRUB KNIGHT [200 CP] — THIS STALWART SIDEKICK FIGHTS ON FOOT

WITH SWIFT FOOTWORK AND THE PIERCING POWER OF HIS MIGHTY LANCE!

. PHYSICALLY, HE'S THE EQUAL OF A PEAK ATHLETE, AND ABLE TO MOVE

| ' QUICKLY EVEN IN HIS HEAVY STEEL ARMOR! HOWEVER, BEYOND HIS

' FIGHTING SPIRIT AND COLD STEEL, HE HAS NO TRULY SUPERNATURAL
ABILITIES.

-; VIRULENT TREACHEROSE [400 CP] — THIS BEAUTIFUL DOLL, MADE BY
'SADIDA HIMSELF, HAS POTENT POISONS READY FOR YOUR ENEMIES, AS WE
CONTROL OVER VINES AND THORNS. WITH THE PLANTS OF THE FIELD AT

HER BECK AND CALL, SHE'LL PRICK AT YOUR FOES AND WEED OUT THE
COMPETITION! )

| PROTOFLEX [400 CP] — THIS MECHANICAL MARVEL HAS THE STRENGTH

CAUSE MINOR TREMORS WHEN IT STOMPS, AND THE POWERS OF FIRE AND
~ EARTH COURSE THROUGH ITS SYSTEMS! WHILE IT IS DIFFICULT TO  ~
UNDERSTAND AND EVEN MORE SO TO DISSECT WITHOUT RENDERING |
’ .

5 .
5 g
D




Drawbacks

Choose up to 600 CP worth of Drawbacks to
grant yourself some extra graft - be careful,
though. Any beyond that are just flavor text.
Drawbacks override Skills and Abilities.

Misfortunate [+100 CP] - You're almost
constantly down on your luck. While never fatal,
you're annoyingly ignored by Eeaflip, especially
when trying to do a job of some sort.

& % a

Clumsy [+100 CP] - Nobody knows what you
did to deserve this, but you can't seem to stay

" on balance when doing anything other than
walking or running in a straight line.

Hated [+200 CP] - You've earned the ire of
your starting area, and chances are that this
will carry over to anywhere you go. Expect
not to stay in any one place for too long.

Thirsters [+200CP] -The ever-thirsting bamboo
zombies of Pandalucia are following you for some
reason. They are intangible, those they phase
through turn into Thirsters, and only unwithered
bamboo.and pure bamboo milk can keep them at




Drawbacks (continued)

The Dragon’s Ire [+300 CP] - Through evil actions or through
posing a direct threat to a Dofus or a young Eliatrope; you have
run afoul of the dragon Grougaloragran. While he ha
knowledge of centuries and the strength to lay wast
cities, he wilrgsist on fighting you by himself. If you
him rather than flee, keep in mind that despite his

number of supernatural effects, including the slowin

st's Chaos [+300 CP] - The devastation wrought
est's tears follows you at every turn. Towns you
n might be flooded, burned down. or buried unde
ockslides. Expect disaster to follow you always. This,
naturally, will cause some friction between you and
'tanyone who happens to be in the way.

-

A Madman's Wrath [+300 CP] - You have drawn enougl{of the ire of the
crazed Xelor named Nox to distract him somewhat from his 200-year
quest. His minions will hound your every step. His Puppets will begin
chasing you after 3 years, and these are powerful enough to take on a
ragon working together. After 5 years, he will send the Stasis-powered

achine Razortime to annihilate you, in addition to the earlier threats.
‘Tw Ive help you if you survive that, because at any time beyond that, and
you will not know when until he is right in front of you, because then Nox
will move to destroy you himself. As an absurdly powerful Xelor, he is
capable of freezing you in time for extended periods, rapidly aging you,
and, using the Eliacube, draining your Wakfu entirely through contact.
Losing all of your Wakfu will kill you.




all forms of lewdness will be™2
I'by a small black-feathered duck. This duck
than it should (including the difference between lew
hygiene) and seemingly cannot be overpowered, no ma
what you do. It may even be a cosmic entity of some sort...




o | "
THE END OF 10 YEARS, YOU WILL BE OFFERED A CHOICE. REGARDLESS OF WHICH YOU
EHOOSE, ALL OF YOUR DRAWBACKS ARE REVOKED, AND ALL GEAR, SUPPLIES, AND i
MEMORIES STAY WITH YOU. IN ADDITION, YOU CAN SHIFT BETWEEN THE FORM YOU HAD

WORLD OF TWELVE AND YOUR USUAL FORM AT WILL.

HATEVER REASON, YOU'VE CHOSEN TO STAY FOR THE REST OF YOUR LIFE. YOU WILL
THE CYCLE OF REINCARNATION IN THE KROSMOZ. MEANWHILE, YOU DISAPPEAR BACK &

F] .
1 VUR FULL INTELLIGENCE RETURNS TO YOU AFTER THE 10 YEARS IF YOU WERE A Iop.

OSAMODAS WILL KEEP THEIR GOBGOB AS WELL AS SIX CAPTURED ANIMALS. YOU'RE NOT GOING TO BE
URING ANY DRAGONS OR SHUSHUS, MIND YOU. YOU CAN SWITCH ONE OF THESE OUT (LOSING IT FOREVER) FOR A CREATURE YOU DEFEAT IN A =
QUENT WORLD, BUT YOU CANNOT CAPTURE ANY CREATURE ABOVE THE LEVEL OF A WILD BEAST. THE GOBGOB ITSELF DOES NOT COUNT TOWARDS &
TOTAL COMPANIONS, AS IT IS A CLASS FEATURE, NOR DO THE CREATURES HELD WITHIN IT.

|3
; = E_OG’GERNAUTS CAN MODIFY THEIR BODIES WITH TECHNOLOGY FROM PREVIOUS WORLDS, IF THEY HAVE THE RIGHT SKILLS.

1Y0UR HAVEN BAG WILL STILL WORK IN OTHER WORLDS.
5. YOUR POWERS WILL CONTINUE TO GROW WITH PRACTICE, BUT DO KEEP IN MIND THAT XELORS CANNOT ACTUALLY GO BACK IN TIME.

OU HAVE ANY, WILL GAIN A NEW FORM JUST BY COMING HERE -

. 4 - — K L . i
GOBBOWL IS A RUGBY-LIKE SPORT. HOWEVER, IT IS PLAYED WITH A GREAT DEAL MORE BRUTALITY, AND THE EQUIPMENT :
CONTAINS MAGICAL CHARGES. NO OUTSIDE MAGIC IS ALLOWED DURING THE MATCH. THERE ARE FOULS, BUT EVEN BONTA'S STADIUMS
PRONE TO BRIBERY. IF YOU'VE GOT THE MONEY, YOU CAN BUY YOURSELVES SEVERAL MINUTES OF UNINTERRUPTED CHEATING. THE
GED EQUIPMENT SERVES SUCH FUNCTIONS AS ALLOWING YOU TO FORCEFULLY REPEL OPPONENTS WITH A SHIELD, JUMP THREE .
HIGHER THAN NORMAL WITH A PAIR OF BOOTS, OR THROW HARDER WITH A GLOVE. YOUR OPPONENTS WILL DO THESE SAME
GS, AND THEY WILL TAKE EVERY CHANCE THEY CAN GET TO KNOCK YOU OUT OF THE GAME — AND THIS IS IN BONTA! Br R
NTIRELY DIFFERENT LEVEL, AND THE GOBBOWL THERE IS MORE VICIOUS THAN THE CITY ITSELF. ALSO, BRAKMAR DOES NOT
0 PLAY, GOB .. THEY'RE SEXIST LIKE THAT. e -

“THE RACES FITS THEIR PERSONA

‘ { BUT VAIT! THERE'S ANOTHER WAY FOR IT TO END!
:



S— ] &y )
THE EQuAL OF A GoD

I’ HOULD YOU, BEFORE YOUR TIME IN THIS WORLD IS OVER, LAY CLAIM TO THE SIX DOFUS, THE DRAGON EGGS THAT
: GAVE OGREST THE POWER TO CAUSE HIS CHAOS AND CONTAIN THE ORIGINAL SIX PAIRS OF DRAGONS AND

LlATROPES THEN CLIMB TO THE PEAK OF MOUNT ZINIT, YOU MAY ESSENTIALLY “ASCEND,” GAINING AN ABILITY
SOMEWHAT LIKE THAT OF THE TWELVE,

ey

:‘?f

IN ANY FUTURE WOR DS YOU VISIT, SHOULD A GROUP OF INDIV l JALS BEGIN TO WORSHIP
YOU, FOLLOW YOUR IDEALS, AND DEDICATE THEMSELVES TO YOU COMMANDMENTS, THEY WILL
BEGIN TO TAKE ON A FORM RESEMBLING ONE OF YOURS — AND B GIN TO GAIN A MINISCULE

SHADOW OF YOUR POWER. | )y

[HIS NEW ”RACE,” ON THE WHOLE, WILL NOT EVEN APPROACH A FRACTION OF YOUR FULL :
__GHT — PERHAPS ONE TEN-THOUSANDTH OF IT AT MOST, OR ONE ONE-THOUSANDTH OF IT
igj‘ffl;oULD THE ONE WIELDING IT HAPPEN TO BE YOUR OFFSPRING BY A “MORTAL.”

THE OTHER HAND, YOU HAVE THE SATISFACTION OF KNOWING THAT YOU HAVE TASTED OF |
POWER OF A GOD, AND THAT TEMPLES SHALL ONE DAY RISE IN YOUR NAME. WITH THIS .
:_A_EEW_NEW_ACCOUTREMENTS: =0 =

R SET OF TEN COMMANDMENTS ISSUED TO YOUR FOLLOWERS — THE MOST DEVOUT WILL HEE =
THESE AS WELL AS THEY CAN, WHILE LESS ATTACHED MEMBERS MAY SKIMP ON TWO OR

e e T IRRE=metRES e — — e 5 T e . S e L

HOULD YOU SO WISH, A DIVINE NAME RELATING TO THE ASPECTS OF LIFE, NATURE, OR THE *
INIVERSE THAT YOU EMBODY. IT IS MOST LIKELY A TERRIBLE PUN IN FRENCH. THAT DOESN'T
MATTER, THOUGH, AS IT IS THE NAME YOUR FOLLOWERS RESPECT, FEAR, AND DIRECT THEIR
PRAYERS ‘TO. FOUR DIVINE TITLES FOLLOW THIS NAME, EXPLAINING THE REASONS BEHIND

LT'S _EXIS ND THE THINGS YOU PROVIDE TO. YOUR PEOPLE. e

—-

=g

CATEGORY OF MUNDANE OB]ECT THAT ACTS AS YOUR SYMBOL, AND lS HELD SACRED BY
FOLLOWERS. EXAMPLES INCLUDE A BOW, A JUG, A COIN, A KNIFE, OR A WHIP, TO

=

- — e — 5 —— = —

. ;- _—~
SUCH FOLLOWERS CANNOT JOIN YOUR JOURNEY, BUT YOU ARE LIKELY TO FIND MORE.



