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Dark Secrets Campaign Setting Era 1 Player’s Guide for 5e 
 
The Dark Secrets campaign setting can be played in any system. This guide assumes you are playing using 
the rules from the 5th edition of the Dungeons & Dragons game. 

Unlike most traditional D&D settings, in the beginning of the Dark Secrets campaign, in the first era, 
there is no magic and there are no gods in the world, academic pursuits are nearly nonexistent, and there 
has been slow technological progress. Most people have never seen a sword or a book; perhaps one person 
in a hundred can read with any skill. The economy of the world is significantly based on trade and barter. 

Some of the first era of the Dark Secrets campaign setting takes advantage of the difference between 
what players know and expect about a D&D world and what the characters in that world know and expect. 
The players assuredly are interested in answers to the following questions. Why is there no magic? Are 
there really no any gods? Why is the economy so limited? Why is the population so small, and why are 
there no races other than humans? Why are there no monsters? Are there other planes of existence? 

As the characters explore their world the players will begin to find clues about the answers to those 
questions. As the characters explore and find clues, facts about why the world is the way it is will be 
revealed and opportunities for making changes to the world will be presented to the players through the 
choices that their characters make. Sometimes, it will be obvious that some circumstances can be changed 
by certain kinds of choices. Sometimes, it will be unclear what the consequences will be of a choice, but 
it will be clear that there are options and that the outcomes won’t all be the same. 

In any case, as the characters interact with one another, the other individuals in the world, and the 
world itself, the players will make choices that will present new opportunities and new choices. These 
opportunities and choices will usually correspond with meaningful events in the game. And, these 
opportunities and choices will reveal options for characters that previously did not exist. 

Because the players know that the choices their characters make will make changes to the world, it is 
reasonable for the players to assume that at some point in the history of the setting, there may indeed be 
magic, deities, planes, monsters and all the rest. (Though how those come to be, and which kinds of magic, 
deities, monsters, etc., exist will depend upon those choices!) As such, one of the things that each player 
needs to do during character creation and throughout the first several sessions of play, is plan for their 
characters to eventually become the kinds of characters they are familiar with in the Player’s Handbook. 
If someone wants to eventually play a sorcerer, for example, she should make choices for her character 
(such as selecting Constitution and Charisma for the character’s good saves, and picking skills that are 
normally available to a sorcerer). Even if a player does not make all those choices, the player can make 
changes to her character later (the DM has additional information about this). 

Most of the characters should begin play as young adults (late teens to early 20s). Throughout the 
campaigns, there will be opportunities for compelling story-telling opportunities where the players reveal 
features of their characters’ early lives, establishing relationships with the other characters and persons 
in the world. 

Once the first era of the Dark Settings campaign has been underway and the original characters have 
begun to make choices that are changing the world, other race options may become available for players 
as well, though this will require creating new characters and will happen in the second era. Such new 
characters will be unusual to say the least and an explanation for their existence will be required. This 
will add story-telling opportunities to the game as well. 
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Creating Your Character 
 
Ability Scores 
You may select either the point-buy method or a die-rolling method to determine your ability scores. The 

Dark Secrets campaign setting uses the optional Sanity score (DMG p. 264). Your Sanity modifier 
may sometimes be added to a skill check or saving throw, especially when your character confronts things 
that profoundly challenge your character’s comprehension or expectations (see the section on Sanity 
below). 

None of your abilities can be greater than 14 at the time of ability score generation. You might choose 
a feat that increases an ability score to 15. No ability score can exceed 16 until character level 4 (see 
Table I: Advancement). 

If you choose the point-buy method, you have 28 points to spend on your ability scores. Each of your 
scores begins at an 8 and you can spend points per the Ability Score Point Cost table below (excerpted 
from the Player’s Handbook) to increase them. 

 
Table: Ability Score Costs 
Score Points 
8 0 
9 1 
10 2 
11 3 
12 4 
13 5 
14 7 
 
Example Scores Using Point-Buy 
 
Str 14, Dex 14, Con 14, Int 8, Wis 8, Cha 14, San 8 
Str 14, Dex 14, Con 14, Int 10, Wis 10, Cha 10, San 9 
Str 12, Dex 12, Con 12, Int 12, Wis 12, Cha 12, San 12 
Str 10, Dex 10, Con 12, Int 14, Wis 13, Cha 12, San 12 
 
If you wish to roll dice to determine ability scores, use one of these methods. 
 

 Method 1) Roll an 8-sided die and a 6-sided die; add 6 to the higher result. Do this eight more 
times, so that you have nine numbers. Discard the two lowest numbers, assign each of the 
remaining scores to an ability. 

 Method 2) Roll a 6-sided die and a 4-side die; add 8 to the higher result. Do this seven more times, 
so that you have eight numbers. Discard the lowest number, assign each of the remaining scores 
to an ability. 

 Method 3) Roll 24 6-sided dice. Combine the dice into seven sets of three dice each; no set can 
add to more than 14 or less than 8. Discard any remaining dice. Assign each of the remaining 
scores to an ability. 
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Human Traits 
Except as noted here, the human traits are the same as in the Player’s Handbook. At the beginning of the 
first era of the Dark Secrets campaign, PCs may only be human. The variant human traits option is not 
available. You gain one Dark Secrets feat (see the Commoner class and the section on feats below). 
Ability Score Increase. Your ability scores do not increase (though see the Commoner class below). 
Languages. You cannot read or write. You speak Common. (See Languages below.) 
 

Classes 
All of the classes normally available may become available later in play. At the beginning of the Dark 
Secrets campaign you will be playing a character who is more like a common, non-classed person 
(referred to hereafter as a commoner). That class offers a wide variety of options which should be based 
upon the path you intend to take (though even those choices do not necessarily limit your future). 

 
Alignment 
The alignment options in the beginning of the Dark Secrets campaign are the same as in the Player’s 
Handbook. The vast majority of people are Neutral. You must provide a narrative explanation of your 
alignment if you do not choose neutral. Choosing an alignment other than neutral costs 1 Hero Point. 
 

Personal Characteristics 
The personality traits, ideals, bonds and flaws are combined into affiliations in the Dark Secrets 
campaign. An affiliation is a strong connection a character has with another person; these can be with 
NPCs or PCs, and they are often complex. During play, a character’s affiliations will change; some will 
end, new ones will begin, and the ordering of how important the affiliations are will vary. At any time, 
three of the affiliations are the most important. Whenever one of these three is replaced (by whatever 
means), your character gains inspiration, hero points or experience points (as appropriate and as 
negotiated with the DM). Your character may be driven by desires, may have connections to animals or 
places, and may otherwise have connections in the world. These may, with DM approval, be used in place 
of an affiliation with a person. You must always have at least one affiliation with another PC in your top 
three affiliations. 
 

Affiliations 
Treat an affiliation as a statement that connects two people. Here are some examples. You should choose 
at least one affiliation and may choose several. Whether they connect your character to other PCs, to 
NPCs in the world, or anyone else is your choice (but consult the DM if you’re unsure). 

 I am indebted to Aunt Jo who raised me when my parents did not. 

 I will protect Nera just as I promised to her father before he died. 

 I will find someone who knew my grandmother; she never returned from the Barrens. 
 

Languages 
In the beginning of the Dark Secrets campaign, almost no one can read or write. You must take the 
Literate feat if you wish to be able to read and write. 

There are no languages other than Common though each area of the world has developed its own 
dialect. The dialect is named for the region or the work done there. For example, farmers are sometimes 
described as speaking “field talk” or “farm talk” and miners are sometimes described as speaking “miner 
talk” or “cave chatter.” Unless there is a very good reason for it, assume anyone from the Dark Secrets 
campaign can understand anyone else, even if the accents are a bit of a challenge at first. Most people can 
identify where others are from by their accent (everyone knows what a mountaineer sounds like or what 
kind of words the miners use). 
 

Inspiration 
The inspiration rules for the Dark Secrets campaign setting are significantly different from the normal 
rules. See the appropriate section for more details.  
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Backgrounds 
Unlike the backgrounds in the Player’s Handbook, the backgrounds in the Dark Secrets campaign setting 
focus almost exclusively on role playing and the development of unique personality traits, ideals, bonds 
and flaws (which you will generate, along with your affiliations, with the help of the DM and the other 
players). As a rule, your commoner will come from a family or cultural history of crafters, farmers, 
hunters or miners. You also have the option of playing someone who is a storyteller or a trader. Like the 
game generally, you have the flexibility to customize a background but it should be within these general 
limitations. When determining the equipment your character has, check with the DM so that the items 
are appropriate for the setting. 
 

Crafter 
You have noteworthy skill in your practiced craft. You create, repair and repurpose goods for yourself and 
others and provide many of the implements and items that others need for their own occupations, safety, 
or comfort. 
Skill Proficiencies: Choose two from Athletics, Deception, History, Intimidation, Investigation, 

Perception, Persuasion, Religion, and Sleight of Hand. 
Tool Proficiencies: Two artisan’s tools appropriate for your particular occupation. 
Equipment: Two sets of occupation-appropriate artisan’s tools, two simple melee weapons, a 

dungeoneer’s or an explorer’s pack, and 40 gp worth of adventuring gear or coins. 
Crafting Specialty: Every community needs crafters to create items for daily use and to repair 

equipment. Perhaps you specialize in metal (very rare in the first era of Dark Secrets) or certain types 
of wood. Maybe your focus is on general repair. Choose what works for your idea of your character. 

Lifestyle Expenses: Modest 
 

Farmer 
You come from a long line of farmers and you know the land. You are embedded in networks of kin and 
you have a deep appreciation for the rhythms of nature. You may raise crops, livestock or otherwise 
participate in the livelihood of a farming community. 
Skill Proficiencies: Choose two from Animal Handling, Deception, History, Insight, Intimidation, 

Medicine, Nature, Perception, Persuasion, Religion, and Survival. 
Tool Proficiencies: Artisan’s tools appropriate for your particular farming occupation. 
Weapon Proficiencies: Shortbows 
Equipment: Occupation-appropriate artisan’s tools, a shortbow and 20 arrows, two simple melee 

weapons, a dungeoneer’s or an explorer’s pack, 15 gp worth of adventuring gear or coins, and 20 gp 
worth of appropriate trade goods. 

Farming Specialty: There are many crops to grow and animals to raise. Perhaps you maintain fields of 
wheat for flour, or hay for animals. Maybe you tend to a herd of sheep. Choose some combination that 
suits you. 

Lifestyle Expenses: Modest 
 

Hunter 
You have great skill in harvesting animals from the natural world. Whether you gather fish, pelts for trade, 
herd animals for food or something else, your workplace is the wild. You likely work alone or nearly alone 
and can survive in the wilderness throughout the year. 
Skill Proficiencies: Choose two from Animal Handling, Athletics, Deception, Intimidation, 

Investigation, Nature, Perception, Persuasion, Stealth, and Survival. 
Tool Proficiencies: None 
Weapon Proficiencies: Shortbows and one simple melee weapon of your choice 
Equipment: A hunting trap or its equivalent, a shortbow and 40 arrows, three simple melee weapons, 

an explorer’s pack, and 30 gp worth of adventuring gear, coins, or trade goods. 
Hunting Specialty: There are many animals you might hunt. Perhaps you specialize in large game 

animals, or birds, or fish. Maybe you are familiar with all the animals in some region. Maybe you are 
most familiar with some terrain type such as forests or rivers. Choose what fits your character. 

Lifestyle Expenses: Poor 
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Miner 
You have grown up around the mines. You know the life of the miner and the life of those who support 
miners. You may be part of a crew that works in the mines, you may lead such a crew, or you may be a 
friend or relative of someone who does. Your work supports the ability of people to survive the cold 
seasons. 
Skill Proficiencies: Choose two from Acrobatics, Athletics, Deception, History, Insight, Investigation, 

Perception, Persuasion, Religion, and Stealth. 
Tool Proficiencies: A set of artisan’s tools related to mining, vehicles (land) 
Weapon Proficiencies: A war pick (treat a typical miner’s pick as a poor quality war pick) 
Equipment: Two simple melee weapons, a miner’s pick, a dungeoneer’s or an explorer’s pack, and 20 

gp worth of adventuring gear, coins, or trade goods. 
Mining Specialty: Everyone who is a miner knows about coal, mining coal and working underground. 

But you might specialize in the digging or transporting of the coal, or you might excel at keeping a 
crew of miners working together efficiently. Maybe you know the best routes to take in the mines. 
Choose some kind of mining specialization that fits your character. 

Lifestyle Expenses: Poor or squalid 
 

Storyteller 
You have a knack for stories. You have an excellent memory for tales and you’ve developed a capacity to 
share those stories with others. You may remain in one area, retelling the local tales; you might be a 
traveler who brings stories to people who otherwise might not hear them. 
Skill Proficiencies: Choose two from Arcana, Deception, History, Insight, Nature, Perception, 

Performance, Persuasion, and Religion. 
Tool Proficiencies: Any two: a musical instrument, disguise kit or a land vehicle of your choice. 
Equipment: An entertainer’s or a scholar’s pack, a donkey or mule and a cart, two simple melee 

weapons, and 15 gp worth of adventuring gear, coins, or trade goods. 
Storytelling Specialty: Maybe you’re known for the huge variety of stories you know. Maybe you’re 

well-known for a few particular tales. Perhaps you’re known in some parts of the world but not others. 
Choose whatever focus suits your character. 

Lifestyle Expenses: Poor or squalid 
 

Trader 
You have recognized that everyone needs something from others and you’ve developed a talent for 
facilitating the trade between them. You might remain in one area, negotiating trades between those who 
live in or travel through that area, or you might be a traveling trader who brings goods to people in various 
places throughout the world. 
Skill Proficiencies: Choose two from Deception, History, Insight, Investigation, Nature, Perception, 

Performance, Persuasion, and Religion. 
Tool Proficiencies: Any two: a kit, instrument, set, tool or land vehicle of your choice. 
Equipment: A donkey or mule and a pack for that animal, a wagon, two chests, a dungeoneer’s or an 

explorer’s pack, two simple weapons, 30 gp worth of trade goods and 50 gp worth of adventuring 
gear. 

Trader Specialty: Each trader becomes known for particular goods, routes, or dispositions. Maybe 
you’re the trader everyone dislikes but you have the best deals. Maybe you’re the trader who has 
everything, but nothing is exceptional. Maybe you only trade in high-quality goods. Perhaps your 
focus is an area of the world, or maybe you limit yourself two only miners and farmers. Choose 
whatever trading specialty makes the most sense for you. 

Lifestyle Expenses: Modest 
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Advancement 
 

Table 1: Era 1 Advancement 

Character 
Level 

Commoner 
Level 

Class 
Level 

Max 
Ability HD 

Max 
hp 

Pre 
XP XP 

Prof. 
Bonus 

Hero 
Points Features 

0 1 0 14 1 HD 6 0 — +0 +1 See commoner 

0 2 0 16 1 HD 6 100 — +0 +2 See commoner 

0 3 0 16 1 HD 6 200 — +1 +3 See commoner 

0 4 0 16 1 HD 6 300 — +1 +4 See commoner 

1 3 1 16 1 HD Varies — 0 +2 +5 Per hero class 

2 2 2 16 2 HD Varies — 300 +2 +5 Per hero class 

3 1 3 16 3 HD Varies — 900 +2 +5 Per hero class 

4 0 4 18 4 HD Varies — 2,700 +2 +5 Per hero class 

5 0 5 18 5 HD Varies — 6,500 +3 +5 Per hero class 

6 0 6 20 6 HD Varies — 14,000 +3 +5 Per hero class 

 
One of the most important features of the D&D game is that there is opportunity for characters to 
advance. This is just as important in the Dark Secrets campaign setting as it is in any other campaign, but 
the way advancement works is a little different, at least at first. See the advancement table. 

You advance at first by obtaining pre-experience points (pxp) from overcoming or being overcome by 
challenges in a world without magic, monsters or deities. Your GM might give you pxp for defeating an 
adversary, solving a puzzle, negotiating a solution to a conflict, disarming a trap, or learning from a 
mistake. When your character significantly fails (perhaps by rolling a natural 1 on a d20 roll while 
attempting an attack, a saving throw, or a skill or ability check), your GM may award you pxp to indicate 
the value of learning from a mistake. Optionally, your GM may award hero, dark or wild points, or heroic, 
dark or wild inspiration, as appropriate. Generally, the pxp awarded for rolling a natural 1 will be low but 
the cumulative effect may be significant. 

Once you reach character level 1, you will refer to the HD of the class you choose and you will no 
longer gain or record pxp but will instead gain experience points (xp). While you are a commoner, your 
hit points will not change unless your Constitution score changes, and you will be treated as if you had 1 
HD. Until that time, your character level is zero, and you should refer to your commoner level. For 
purposes of spending a Hit Die to regain hit points during a rest, treat the Commoner’s HD as a d6. 

At character level 1, a character has three commoner levels and swaps one of them for a more 
traditional class. At this time, the maximum hit points that the character gained as a 1st level commoner 
(6) is exchanged for the maximum hit points of the new class (for instance, 10 for a fighter). Thereafter, 
add hit points normally. 

If you select a hero class that normally has abilities that are not currently available, then your 
character does not have those abilities (yet). For instance, if you choose a warlock and there are no patrons 
available then your options will be extremely limited. If you choose any spellcaster and spells of a certain 
type do not exist, then you cannot select them (if there is no evocation magic, you cannot select an 
evocation spell). If you choose the paladin class, and there are no celestials, fiends or undead, then your 
divine sense won’t be as useful (at first) as it is to other paladins in other campaign settings. And, if there 
are no deities, then any powers or abilities that normally work because of a divine connection simply fail. 
As there are no druids in the world when you begin play, if you choose to take a level in the druid class, 
you cannot learn the druidic language (yet) because no one speaks it and so no one can teach you. 

But all of these limitations are limitations imposed by the nature of the campaign setting and the era. 
And, since the choices that the characters make will change the world, any of these limitations may be 
overcome at some point (and certainly these would be the sorts of things you might be strongly motivated 
to change so that you can play your character the way you’d like). 

As you gain levels you may have access to ability score increases or feats. The feats you have access to 
include those listed in this document. If you gain an ability score improvement from a class other than 
commoner, you may select a feat, including any Dark Secrets feat, instead.  
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Commoner 
Commoners are the crafters, farmers, hunters, miners, storytellers and traders of the world. 
 

Class Features 
As a commoner, you gain the following class features. 
 

Hit Points 
Hit Dice: 1d6 
Hit Points at 1st Level: 6 + your Constitution modifier 
Hit Points at Higher Levels: 6 + your Constitution modifier 
 
Proficiencies 
Armor: None 
Weapons: Choose two that match your planned progression 
Tools: None 
 
Saving Throws: Choose two that match your planned progression 
Skills: Choose two that match your planned progression 
 

Hero Dice 
Hero Die: d4 
 

Equipment 
Your starting equipment is determined by your background. 
 
Commoner 
Level 

Proficiency 
Bonus Features 

1 +0 Dark Secrets Feat 
2 +0 Ability Score Improvement 
3 +1 Ability Score Improvement 
4 +1 Ability Score Improvement or Dark Secrets Feat 

 

Ability Score Improvement 
You can increase one ability score of your choice by 2, or you can increase two ability scores of your choice 
by 1. You can’t increase an ability score above 16 using this feature. In general, you should select ability 
score improvements to match your planned progression. You may not select a Dark Secrets Feat instead 
of an improvement to an ability score improvement except at commoner level 4. 
 

Dark Secrets Feat 
You may select any Dark Secrets feat listed in this document if you meet its prerequisites. 
 
Hero Dice 
You begin play with a d4 Hero Die. Your Hero Die may improve (for instance to d6 or d8) by taking certain 
feats or using hero points or inspiration. See the appropriate section for more information. 
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Equipment and Resources 
Equipment options in the first Dark Secrets campaign are extremely limited. The DM has more 
information. When you seek to acquire goods or services you may be asked to make a Charisma check; 
it’s possible that no one will sell you the item or provide the service even if it’s available. The DC of that 
check is determined by the normal cost of the item or service, the lifestyle associated with your character 
and the area (see Lifestyle Expenses in the PHB, p. 157), and your relationships in the area. Typical DCs 
are as below. People may pool their resources to acquire expensive items or services; the person with the 
highest Charisma score will make the check (the DM will adjudicate). 
 
Lifestyle (DC) Example 
Wretched (0) More than a year of devastating loss 
Squalid (4) Months of poor coal, hunting, trading, or sharing of tales 
Poor (8) Typical Miner, Hunter, Trader, or Storyteller 
Modest (12) Productive Farmer, Mine Crew Leader, Famous Trader or Storyteller 
Comfortable (16) Mine Lieutenant 
Wealthy (20) Mine Area Supervisor 
Aristocratic (24) You have never encountered this level of wealth 
 
Charisma Check Result Consequence 
You fail by 10 or more You may not acquire the item. 
You fail by 5 to 9 You may acquire the item at 50% greater than normal cost. 
You fail by 4 or less You may acquire the item at 25% greater than normal cost. 
You succeed by 4 or less You may acquire the item at normal cost. 
You succeed by 5 to 9 You may acquire the item at 25% less than normal cost. 
You succeed by 10 or more You may acquire the item at 50% less than normal cost. 
Costs higher or lower indicate typical ranges and are not absolute. 
 
Examples 
You are a typical miner and need typical mining equipment and are in a typical mining area. The DC of 
your check for such goods is 8. If you have the funds and a seller has the goods, the result of your 
Charisma check determines the outcome. If you were looking for something that would be normally 
available for a crew leader, or were in a place whose typical consumers were crew leaders, the DC would 
be 12. Suppose you are a typical hunter (poor) wintering in one of the cities (modest), you are generally 
an outsider and so your DCs are going to be higher (typically, 12 for normal goods, lower for cheaper 
quality goods). Over the course of the hibernal season, the DM may determine that your reputation 
improves and you are treated by most folks as average, so your DCs are now 10 instead of 12. 
 
Currency Exchange and Credit 
Under normal circumstances, anywhere currency is officially exchanged, it is exchanged at the following 
rates. Individuals may trade currency using other arrangements. Purchasing a coin requires 12 coins of 
the lesser type (1 piece of silver costs 12 pieces of copper, 1 piece of gold costs 12 pieces of silver). Selling 
a coin gains 8 pieces of the lesser type (1 piece of silver purchases 8 pieces of copper, 1 piece of gold 
purchases 8 pieces of silver). These standards amount to a tax to fund the needs of towns and villages. 
Anyone may convert their coins to credit at an advantage of 1 piece (9 pieces of copper purchases 1 silver 
credit, 9 pieces of silver purchases 1 gold credit). This assumes that those keeping track of credits are 
themselves honest. In some places, all legal transactions require credits (or non-credit transactions cost 
more than standard). Whenever you make a Charisma check to make a purchase, if you’re using credit 
instead of coins, the DC is affected by your status. If your circumstances are wretched or squalid, then 
using credit increases the DC of your check by 1. If your circumstances are comfortable or wealthy, then 
using credit decreases the DC of your check by 1. If you are an aristocrat, then using credit decreases the 
DC of your check by 2. 
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Weapon Damage 
High quality weapons are somewhat more likely to reliably cause more damage than average weapons 
and poor quality weapons are somewhat more likely to reliably cause less damage than average weapons. 

Whenever you roll dice for damage, roll two more dice than are called for, the damage caused by your 
weapon is the results on the middle die or dice. For example, with a d8 weapon, roll 3d8 and whichever 
result is the middle result is the damage you cause. If your weapon uses two dice, for example 2d6, roll 
4d6 and add the two middle results to determine damage. 

If the weapon is damaged (but still useable) or of poor quality, replace two of the dice that you roll 
with the lower die type (so with a low-quality mace, you’ll roll 2d4 and 1d6), the middle result is the 
damage you cause. If the weapon is of exceptional quality, replace one of the dice that you roll with the 
higher die type (if there is one). If you have an exceptional battle axe, roll 2d8 and 1d10, the middle result 
is the damage you cause. 

Use a d12 whenever a die type greater than d12 would be called for. 
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Feats 
Whenever you are permitted to select a feat, you may select any feat in the Player’s Handbook (though 
your ability to use some of its features may be limited, for instance, as magic may not exist), any of the 
feats listed below, or any other feat your DM permits. A feat may be taken only once (unless noted 
otherwise). New feats may become available as the campaign progresses. At character creation, you 
may only select one of the Dark Secrets feats listed below. 
 
Artisan (Dark Secrets) 
You are an especially skilled artisan; you gain the following benefits: 

• You have advantage on ability checks made using artisan’s tools with which you are proficient. 
• You gain proficiency in two types of artisan’s tools of your choice. 
• Choose one type of artisan’s tools with which you are proficient. Your proficiency bonus is doubled 

for any ability check you make when using that type of artisan’s tools. 
You can select this feat multiple times. Each time you do so, you gain proficiency in two types of 

artisan’s tools of your choice and choose one type of artisan’s tools for which you double your proficiency 
bonus for ability checks made when using that type of artisan’s tools. 
 
Barrens Kin (Dark Secrets) 
You have a family member in your history who traveled to the Starshower Barrens; you gain the following 
benefits: 

• Increase your Sanity score by 1, to a maximum of 20. 

• You add half your proficiency bonus (rounded down) to Sanity checks and Sanity saving throws. 
• You gain 1 hero, 1 dark or 1 wild point (your choice) at the start of each encounter; the point is lost if 

it is not used during that encounter. 

 
Charismatic (Dark Secrets) 
You are generally well-liked. You gain the following benefits: 

• Increase your Charisma score by 1, to a maximum of 20. 

• You have advantage on Charisma (Performance) and Charisma (Persuasion) checks. 
• You have minor advantage on Charisma (Deception) checks when you do not intend to cause harm. 
 
Collector (Dark Secrets) 
You know the value of things. You gain the following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You have advantage on Charisma checks whenever you buy, sell or trade goods. 
• You have advantage on Intelligence checks whenever you estimate the value of goods or services. 
 
Dark Hero (Dark Secrets) 
You embrace the darkness within. You gain the following benefits: 
• When you gain hero points when you gain a level, half of those (rounded up) are dark points. 
• Whenever you use dark points (but not hero or wild), your Hero Die for that use of those points 

improves by 1 (e.g. d4 to d6). 
• Whenever you give another player an inspiration die of any type, its type becomes dark. 
• You may use a dark inspiration die as if it were a heroic inspiration die (to gain advantage). 
 

Dark Legend (Dark Secrets) 
Prerequisite: Dark Hero 
Your dark exploits are legendary. You gain the following benefits: 
• Increase your Charisma or Sanity score by 1, to a maximum of 20. 
• You can have a number of dark inspiration dice equal to your proficiency bonus -1. 
• Whenever you would have no inspiration dice, you have 1 dark inspiration die instead. 
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Farmer (Dark Secrets) 
You know the land and its creatures. You gain the following benefits: 
• Increase your Intelligence or Wisdom score by 1, to a maximum of 20. 
• You gain proficiency in two of the following skills: Animal Handling, Medicine, and Nature. If you are 

already proficient in any of those skills, you add double your proficiency bonus to checks you make 
with it. 

 

Hero (Dark Secrets) 
You are a hero. You gain the following benefits: 
• Whenever you use hero points (but not dark or wild), your Hero Die for that use of those points 

improves by 1 (e.g. d4 to d6). 
• Whenever you give another player an inspiration die of any type, its type becomes heroic. 
• You gain 1 hero point at the start of each encounter; the point is lost if it is not used during that 

encounter. 
 

Heroic Legend (Dark Secrets) 
Prerequisite: Hero 
Your heroism is legendary. You gain the following benefits: 
• Increase your Charisma score by 1, to a maximum of 20. 
• Whenever you roll a Hero Die (but not dark or wild), you add +2 to the result of the roll. 
• You can have a number of heroic inspiration dice equal to your proficiency bonus -1. 
• Whenever you would have no inspiration dice, you have 1 heroic inspiration die instead. 
 

Hunter (Dark Secrets) 
You are a skilled hunter of wild game. You gain the following benefits: 
• Increase your Dexterity or Wisdom score by 1, to a maximum of 20. 
• You gain proficiency in two of the following skills: Athletics, Stealth, and Survival. If you are already 

proficient in any of those skills, you add double your proficiency bonus to checks you make with it. 
 

Literate (Dark Secrets) 
You have learned to read and write. You gain the following benefits: 
• Increase your Intelligence score by 1, to a maximum of 20. 
• If you encounter a written language you do not know, you can study that language to attempt to learn 

it. After the first week of studying, you learn the language on a successful Intelligence check (DC 25). 
You may make another attempt each week thereafter until you learn it. If after one month you have 
not learned the language, you add your proficiency bonus on your weekly checks. Learning a language 
in this way grants you only basic knowledge. 

• If you encounter complex terms in a language you’ve learned, you can study and reflect on those terms 
to attempt to understand them. After an hour of contemplation, you gain understanding on a 
successful Intelligence check (DC 25; DC 30 for extremely complex or esoteric terms). You may make 
another attempt each day thereafter until you gain understanding. After one week of daily study, you 
add your proficiency bonus on your daily checks. 

Note: taking this feat is the only way your character can read and write. 
 

Mine Sight (Dark Secrets) 
You come from a long line of miners, gaining the following benefits: 
• After you’ve been in dim or darker lighting conditions for 1 minute, you gain the benefits of darkvision. 

You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were 
dim light. You can’t discern color in darkness, only shades of gray. This benefit is removed if you are 
exposed to lighting conditions brighter than dim; it is restored after another minute in dim or darker 
lighting conditions. 

• Whenever you gain the benefits of darkvision, you have advantage on Investigation and Perception 
checks made by sight in dim light or darkness. 

• You have advantage on Survival checks made underground. 
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Resilient (Dark Secrets) 
Choose one ability score. You gain the following benefits: 
• Increase the chosen ability score by 1, to a maximum of 20. 
• You gain proficiency in saving throws using the chosen ability. 
Note: this is the same feat as is found in the PHB, and is the only one of those treated as a Dark Secrets 
feat. 

 
Rugged (Dark Secrets) 
Surviving life’s extremes has made you rugged. You gain the following benefits: 
• Increase your Strength or Constitution score by 1, to a maximum of 20. 
• You gain proficiency in Athletics or Survival. If you are already proficient in that skill, you add double 

your proficiency bonus to checks you make with it. 

 
Starshower Child (Dark Secrets) 
You have a deep connection to the starshowers, gaining the following benefits: 
• Increase your Wisdom score by 1, to a maximum of 20. 
• You gain proficiency in two of the following skills: History, Insight, and Religion. If you are already 

proficient in any of those skills, you add double your proficiency bonus to checks you make with it. 
• During the period of active starshowers, you gain 1 hero point after each long rest (you may gain no 

more than 5 hero points this way). If unused, each hero point gained this way is lost one week after it 
is gained. 

 
Story Keeper (Dark Secrets) 
You have a deep knowledge of and love for the stories of the world. You gain the following benefits: 
• Increase your Intelligence or Wisdom score by 1, to a maximum of 20. 
• You gain proficiency in History and one other skill of your choice. If you are already proficient in 

either of those skills, you add double your proficiency bonus to checks you make with it. 
• You have advantage on History checks related to any of the stories you know. 
• When you transfer an inspiration die, you may choose for it to be of any type. 
• When you gain an inspiration die, you may choose for it to be a heroic inspiration die. 
• You may change your choice of benefit from held heroic inspiration after a short rest. 
• Altering events in your favor costs you 7 hero points instead of the usual 9. 

 
Theurge (Dark Secrets) 
Prerequisites: Charisma, Intelligence or Sanity 13 or higher, Proficiency +1 or higher 
You have strong beliefs about the supernatural. You gain the following benefits: 
• Increase your Charisma, Intelligence or Sanity score by 1, to a maximum of 20. 
• You gain proficiency in two of the following skills: Arcana, Deception, History, Insight, Interpret, 

Intimidation, Overcome, Persuasion, and Religion. If you are already proficient in any of those skills, 
you add double your proficiency bonus to checks you make with it. 

 
Traveling Trader (Dark Secrets) 
You have traveled the world and traded with many. You gain the following benefits: 
• Increase your Charisma or Wisdom score by 1, to a maximum of 20. 
• You gain proficiency in two of the following skills: Deception, History, Insight, Investigation, Nature, 

Perception, Performance, Persuasion, and Religion. If you are already proficient in any of those skills, 
you add double your proficiency bonus to checks you make with it. 
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Wild Hero (Dark Secrets) 
You are wild at heart. You gain the following benefits: 
• When you gain hero points when you gain a level, half of those (rounded up) are wild points. 
• Whenever you use wild points (but not dark or hero), your Hero Die for that use of those points 

improves by 1 (e.g. d4 to d6). 
• Whenever you give another player an inspiration die of any type, its type becomes wild. 
• Whenever you gain an inspiration die, you may choose for it to be a wild inspiration die. 

 
Wild Legend (Dark Secrets) 
Prerequisite: Wild Hero 
Your wild exploits are legendary. You gain the following benefits: 
• Increase one of your ability scores by 1, to a maximum of 20. 
• You can have a number of wild inspiration dice equal to your proficiency bonus -1. 
• Whenever you would have no inspiration dice, you have 1 wild inspiration die instead. 
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Abilities, Checks and Saving Throws: Sanity 
See the entries on Madness and Sanity in the Dungeon Masters Guide. 
 
Sanity 
Sanity measures mental stamina. It includes attunement to and understanding of mental and emotional 
health, both conscious and unconscious. 
 
Sanity Checks 
A Sanity check might reflect an effort to understand the meaning of a cryptic message, persist under 
mentally challenging circumstances, or care for an emotionally injured person. 
 Interpret. Whenever you encounter something whose meaning might be subject to interpretation, 
a Sanity (Interpret) check can be used to reveal whether there is a hidden meaning and what that hidden 
meaning is. The DM might call for a Sanity (Interpret) check to determine what you ascertain from 
listening to someone retell a dream, or when you find an object that seems particularly out of place. 
 Overcome. The DM might call for you to make a Sanity (Overcome) check when you try to 
accomplish tasks like the following: 

• Function well without sleep 
• Engage in mental labor for hours without rest 

 Remedy. A Sanity (Remedy) check lets you try to aid someone who is suffering emotionally or 
psychologically, or to diagnose or treat a madness. Typically, the DC to identify a madness (no matter 
whether it’s short-term, long-term or indefinite) is 15 and the DC to intervene is 20 or higher. 
 

Madness and Sanity (Remedy) Checks 
Ameliorating a short-term madness requires 1d6 rounds of conversation followed by a DC 20 Sanity 
(Remedy) check; a long-term madness requires 2d6 minutes of intervention followed by a DC 25 Sanity 
(Remedy) check (or 2d6 hours of intervention followed by a DC 20 Sanity (Remedy) check). An indefinite 
madness cannot be alleviated by a Sanity (Remedy) check, though a DC 25 Sanity (Remedy) check after 
2d6 days of relatively constant interaction can reduce the negative effects of the madness for 1 week (the 
details of the reduced effect to be determined by the DM). If a person suffering from a madness 
experiences the sudden or traumatic loss of someone whose Sanity (Remedy) checks have been successful 
for that person, the sufferer is immediately retraumatized. The sufferer is exposed to another, perhaps 
more damaging madness, and has disadvantage on the Sanity saving throw. 
 

Sanity and Wisdom Saving Throws 
If a spell or effect normally requires a Wisdom saving throw but the circumstances merit a Sanity saving 
throw instead, use the Sanity saving throw. For example, the confusion spell normally allows an affected 
target to attempt a Wisdom saving throw at the end of each of its turns. But, if the affected creature is 
suffering from either a confusion-like effect that duplicates the confusion spell, or a confusion spell cast 
by an alien creature or in an alien environment, then the affected target might be required to attempt 
Sanity rather than Wisdom saving throws. Similarly, curses or other effects might be better understood 
as affecting a character’s Sanity than the character’s Wisdom. 
 
From the DMG 
Consider using the Sanity score if your campaign revolves around entities of an utterly alien and 
unspeakable nature, such as Great Cthulhu, whose powers and minions can shatter a character’s mind. 

A character with a high Sanity is level-headed even in the face of insane circumstances, while a 
character with low Sanity is unsteady, breaking easily when confronted by eldritch horrors that are 
beyond normal reason. 
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Inspiration and Hero Points, Dark and Wild 
The 5th edition of Dungeons & Dragons utilizes Inspiration; in addition, the Dungeon Master’s Guide 
offers alternative Hero Points rules (DMG p. 264). In the Dark Secrets campaign, the DM may grant you 
heroic, dark or wild inspiration, and you may acquire hero, dark or wild points. 
 

Gaining and Granting Inspiration 
You may gain inspiration from the DM or another player. When the DM grants you inspiration, the DM 
decides whether it is heroic, dark or wild; this inspiration will by symbolized by a white, black or green 
d20 for heroic, dark or wild inspiration. The die is called an inspiration die. If you have an inspiration 
die, you may transfer it to another player (its type does not change, unless you have the Dark Hero or 
Wild Hero feat) but doing so requires a story-telling reason (which may or may not require actions, rests, 
or other factors per DM adjudication). For each kind of inspiration die, you may not have more than one 
at a time (unless a fear or ability permits it), but you may have more than one kind of inspiration die at a 
time (and you may have all three at once). 
 

Spending Inspiration 
In order to spend inspiration, you must have the associated inspiration die. When you spend inspiration, 
you use the associated inspiration die and return it to the DM. 
• You may use your heroic inspiration die to gain advantage on a d20 roll made to resolve an attack 

roll, a saving throw, or an ability check. 
• You may use your dark inspiration die to give disadvantage to a d20 roll made to resolve an attack 

roll, a saving throw, or an ability check. 
• You may use your wild inspiration die as either a heroic inspiration die or a dark inspiration die 

(that is, you may gain advantage or give disadvantage). 
Whenever an inspiration die is being used to gain advantage and another inspiration die is being used to 
give disadvantage to the same roll, the inspiration dice cancel and are both spent. 

You may be asked to provide a narratively interesting explanation for why a roll has advantage or 
disadvantage when you make the choice to use an inspiration die in these ways. 
 

Holding Inspiration 
If, after a long rest, you have an inspiration die of any type, you may make one of the choices below based 
on the kind of inspiration dice you have (if you have more than one inspiration die, you may still only 
make a total of one choice, not one per die type). That state remains in effect until you use the 
corresponding inspiration die. You may change your selection after another long rest. 
 
Heroic 
1. You have advantage on initiative checks and Sanity saving throws. 
2. You can use the Help action as a bonus action. 
3. You gain 3 temporary hit points at the start of every encounter. 
 
Dark 
1. You cannot die by massive damage and you automatically succeed on your first death saving throw. 
2. Whenever you roll dice for damage, your damage is increased by +1. 
3. You have advantage on saving throws against being frightened. 
 
Wild 
1. You have advantage on saving throws against exhaustion. A short rest reduces your exhaustion level by 
1 if you succeed on a DC 12 Constitution saving throw after that short rest. 
2. You have advantage on checks to escape a grapple. 
3. You have resistance to poison damage and have advantage on saving throws against being poisoned. 
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Gaining and Spending Hero Points 
You may gain and spend hero points (or dark points or wild points). You start play with 1 hero point, your 
Hero Die is d4, and you gain some hero points each time you gain a level (see Advancement table). You 
may also gain hero, dark or wild points during play. Whenever you make an attack roll, an ability check 
or a saving throw, you can spend 1 hero, dark or wild point to roll your Hero Die and add it to the d20. 

In some circumstances, you may combine inspiration dice and hero points. For instance, you might 
decide to use a heroic inspiration die to give yourself 2d20 to roll for an attack and you may want to also 
spend a hero point to add your Hero Die to your roll. In this case, you’ll add the result of the Hero Die to 
the higher d20. You may not use a Hero Die to reduce the result of any d20 roll. 

Whenever your character fails a death saving throw, you can spend 1 hero point to turn that failure 
into a success. Whenever another player’s character fails a death saving throw, you can spend 2 hero 
points to turn that failure into a success. You may spend 6 hero points to prevent the death of another 
character or NPC. These uses require hero points; neither dark nor wild points can be used to turn a death 
saving throw failure into a success or to prevent death. 

After a short or long rest, if you have no Hit Dice remaining, you can spend 2 hero points (or dark, or 
wild, the type does not matter and you can mix them) to gain a Hit Die for the purposes of recovering hit 
points. You can decide to spend additional points after each roll (though gaining one Hit Die always 
requires spending 2 points). 

If you have an inspiration die, you may spend 2 points of that die type to give another player 1 point 
of that die type. (For instance, if you have wild inspiration and 2 wild points, you can spend those two 
wild points to give any other player 1 wild point.) The player to whom you offer the point may refuse the 
point; if that player refuses the point, the point is not lost (and your points are not spent). 

If you have an inspiration die of any type, you may spend 9 hero, dark or wild points to alter an event 
in your favor. When you alter an event in your favor, the kinds of points you spend and the kind of 
inspiration you have may impact the result. If you have more than 9 points, you may spend more than 9 
points to create more significant changes. Consult the DM for specifics. 

For many of these uses, you may be required to provide a narratively interesting reason for the result. 
 

Holding Hero Points 
If, after a short rest, you have hero points of the associated type, you may make one of the choices below 
for each type of point (if you have more than one type of hero point, you may select a single bonus from 
each type you have). That state or effect remains in effect until you use a point of the corresponding type 
(which may be required, see below). You may change any of your selections after another short rest. 
 
Heroic 
1. You gain a +1 bonus on initiative checks. 
2. You can use the Help action as a bonus action up to 3 times between short rests. 
 
Dark 
1. You have minor advantage on death saving throws. 
2. You may reroll a damage roll whose unmodified result is a 1 or 2 up to 3 times between short rests. 
 
Wild 
1. You have minor advantage on Charisma or Dexterity saving throws (your choice). 
2. You can take a bonus action in combat to use the Dash or Disengage action up to 3 times between short 
rests.  
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Additional Rules 
The Dark Secrets campaign setting uses the Slow Natural Healing rule and a modified Gritty Realism 
optional rule (DMG p. 267). The Slow Natural Healing rule means you have to spend Hit Dice even during 
a long rest to regain hit points. The modified Gritty Realism rule means that at the start of a short rest, 
roll 1d4+1 for each character, the result is the number of hours that the character may need to recover at 
that short rest. After each hour, the character makes a Constitution check, DC 10. If the check is 
successful, the short rest is complete; if the check is unsuccessful, another check may be made at the end 
of the next hour. At the end of the rolled number of hours, the check automatically succeeds. After each 
long rest, if the character is not at full hit points, or if the character had lost more than half its hit points 
before the rest, the character makes a Constitution check, DC 20. If the check is successful, the long rest 
is complete; if the check is unsuccessful, another check is made the next day and the DC is reduced by 2. 
This repeats until the check is successful. Until a successful check, the character has disadvantage on all 
attacks, ability checks and saving throws. 
 

Minor Advantage 
In addition to the normal rules regarding advantage and disadvantage, the Dark Secrets campaign offers 
minor advantage. If you have both advantage and minor advantage, only advantage is in effect. If you are 
affected by both disadvantage and minor advantage, only disadvantage is in effect. If some game effect 
triggers when someone has advantage, then that effect does not trigger when someone has minor 
advantage unless the DM specifically rules otherwise. 
Minor Advantage: Roll a d20 and a d12; use the higher of the two rolls. 
 

Hinder 
You can attempt to impede another creature in the completion of a task. When you take the Hinder action, 
the creature you impede has disadvantage on the next ability check it makes to perform the task it is 
attempting, provided that it makes the check before the start of your next turn. 

Alternatively, you can impede a hostile creature in attacking a target within 5 feet of you. You distract 
the hostile creature to make its attack less effective. If the hostile creature attacks the target before your 
next turn, the first attack roll the hostile creature makes is made with disadvantage. 
 

Human Physical Traits 
Many people identify one another by skin tone, hair color and eye color. Most people’s skin tone is 
somewhere along a brown hue, and many people’s skin tends toward either a reddish hue, a pale, beige 
hue, a golden tone, or a deep brown hue. Hair colors tend along the same lines as skin tones, though after 
a certain age, virtually everyone gains silver hair. Eye colors range across the brown hues as well, though 
some people have green-hued eyes. Choose your character’s skin tone, hair color and eye color. If you opt 
for unusual choices, offer a fun and engaging description or explanation if you’d like. 

Colloquially, people refer to one another’s skin tone, hair color and eye color by the same words they’d 
use to describe the starshowers in their area. If someone refers to the starshowers in the estival season as 
emerald, or green, or estival, then they will have grown up in a culture that also refers to someone with a 
greenish hue to their skin, hair or eyes using those words. It’s not uncommon for people to refer to 
someone’s hair color by a metal color (gold, silver or copper are common words to describe hair). 

While some animals may have black or white hair, skin or eyes, and while some have blue or purple 
feathers (for instance), these colors are exceptionally rare in people (and it’s likely you’ve never seen 
people with these colors for hair, skin or eyes). 

By common folklore it is understood that folks with many of the reddish-hued traits were conceived 
near the autumnal starshower, and that those with multiple gold-hues were conceived near the hibernal 
starshower. Those with the greenest eyes are assumed to have been conceived during the estival 
starshower. In many cases, of course, this turns out not to be the case, but that doesn’t stop people from 
making assumptions. 
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Human Psychological Traits 
Some people believe in magic or that there are deities who answer prayers, others disagree. So far there 
isn’t sufficient evidence for anyone to say. Many are of the opinion that one’s attitude has a significant 
impact on the outcomes in one’s life and that this is more likely the explanation for good (or bad) fortune 
than magic or gods. 
 
The World’s Stories and You 
There are scores of tales; some people know them all, some people remember only their favorites. A few 
people find it hard to remember any of them, but even those people usually remember a name or an event 
from a favorite story. 

Some people find comfort or deep meaning in some (or all) of the stories. Some people think that the 
stories are ways to pass the holiday times but don’t really affect how life gets lived. 

 
The World’s Calendar and You 
There are 300 days in each year and there are 25 days between full (or new) moons. The estival starshower 
lasts for 11 days in the warmest part of the year and the green starshowers match the green colors in the 
world at that time. The autumnal starshower lasts for 7 days and happens near the beginning of the 
harvest season before the air is cold and the red starshowers match the red colors in the world’s trees at 
that time. The hibernal starshower lasts for 7 days and happens when the world is deeply into the bitter 
cold days and the white-and-gold starshowers match the white colors and golden sun-sparkles on the 
snow in the world at that time. 

Many people find meaning in the starshowers and their colors, and everyone celebrates them. These 
are times for family reunions, feasts, and reflecting on good and bad times from the past. 

As a general rule, people do not work full days during the starshowers (except sometimes on the first 
or last day), and when they do work they will usually only work until early afternoon. There is much 
celebrating to prepare, and families are often together enjoying one another’s company. 

In addition, except those chores that must be done every day (or during times of duress), most people 
rest on the days of the full and new moons. People need to rest, and typically they rest with the changing 
of the moons. People usually don’t travel, and businesses usually don’t conduct transactions on days of 
the full or new moon. (Some people, especially children, actually prefer when the Starshowers do not 
overlap with a full moon because it means there are more days of rest in that year. There are more restful 
days in a year when a Starshower overlaps with a new moon as well, but the Starshowers are so much 
better in those years that everyone knows they’re worth it.) 

 
Suggested Pathways 
Some Dark Secrets feats may be better choices than others for some character class choices. The following 
suggestions are just that: suggestions. Feel free to select whichever Dark Secrets feat you’d like at 1st level. 
As your character discovers the world, your character class choices will change. Keep these in mind as 
you play. 
 
Hero Class Suggested Dark Secrets Feats 
Barbarian Farmer, Hunter, Rugged, Wild Hero 
Bard Charismatic, Literate, Starshower Child, Story Keeper 
Cleric Barrens Kin, Dark Hero, Starshower Child, Story Keeper 
Druid Farmer, Hunter, Wild Hero 
Fighter Dark Hero, Hunter, Rugged, Wild Hero 
Monk Barrens Kin, Hunter, Starshower Child, Story Keeper 
Paladin Barrens Kin, Hero, Hunter, Starshower Child 
Ranger Farmer, Hunter, Rugged, Wild Hero 
Rogue Charismatic, Collector, Dark Hero, Hunter, Story Keeper, Wild Hero 
Sorcerer Starshower Child, Story Keeper, Wild Hero 
Warlock Barrens Kin, Dark Hero, Starshower Child, Story Keeper 
Wizard Collector, Dark Hero, Literate, Starshower Child, Story Keeper 
 


