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Symbols of Hel’s power, known 
as fetishes, are assemblies of 

specific imbued bones in order 
to channel her raw energies 

through mortal bodies. 
 

As a ranking officer in Hel’s 
army it is your duty to create 

a fetish to best suit and 
enhance your own unique 

abilities. 
 

This document contains 
within the specifics for 

crafting a fetish and how to 
unlock its different powers. 

 
It is important to note that 
fetishes can only function 

due to the gloom of dishonor 
that pervades Helheim. Using a 
fetish is not evil but is an act 
that disregards honor by its 

very nature. 
 

You cannot gain any honor if 
you are using a fetish and 
beginning to use a fetish 

disregards any honor you may 
have already gained. 

 
 
 



General Fetish 
Properties 

Anyone who is using a fetish must 
understand all of the directions 
(rules) written on this page. 
 
A person who uses a fetish may not 
acquire honor and must disregard 
any honor they have accrued up to 
the point the fetish is made. 
 
A person may only have one fetish, 
worn around their neck. This fetish 
is an assembly of bones. Bones that 
are not a part of their fetish may 
not otherwise be attached together. 
 
Fetish bones may only be attached 
together with soul wire, which is 
gathered in Hel. 
 
Once bones are a part of a person’s 
fetish they may be rearranged but 
they may never be entirely removed 
from that fetish. 
 
It is not the case that every bone on 
the fetish must be part of a 
constructed recipe. 
 
A person’s fetish is not transferable. 
 
If you wish to abandon your fetish 
so you can start to benefit from 
honor, you must verbally and loudly 
disavow your fetish and dispose of it 
(give it to a marshal). 



On the types of 
Imbued Bones 

 
You will come across five types of 

bones that can be used in the 
construction of your fetish. Only 

these are of use. 

 
 A human finger bone. These 

have two attachment points 
for the construction of 
the fetish. 

A wolf fang. These have but 
one attachment point. 

A raven skull. These also 
have one attachment point. 

A raven furcula. These have 
three attachment points 

A human vertebra. These 
have four attachment 
points. 



On the Color of 
Imbued Bones 

 
Imbued bones emit colors based on their 

specific magical properties and these 
colors govern the way the bones can 

interact together on a fetish.  
 

These rules must always be followed in 
attaching bones together. 

Two bones of the same color 
may never be attached 
together.  
 
No more than two white 
bones can ever be attached to 
a black bone.  
 
Any red bone with more than 
two connections must have at 
least two different colors of 
bones attached to it for it to 
function.  
 
A red bone and a blue bone may 
never be attached together 
unless there is also a white 
bone attached to the red bone 
or a black bone attached to 
the blue bone.  



Fetish Magic 
Properties 

 
The following combinations of bones will 
imbue you with the powers described for 
each. Any bone that is being used as a part 

of a recipe to grant a power may not also be 
part of a recipe for any other power. When 
you add on to your fetish you can reassign 
which bones apply to which recipe. Not all 

bones on your fetish have to be part of a 
current working recipe. 

Hel’s Martial Protection: Two !nger bones. 
 
If you are a !ghter, one hit location of your 
armor now counts as two points of armor 
instead of one. You may construct this ability 
multiple times for multiple armor locations. 
 
 
 
 
 
Hel’s Magical Protection: ree !nger bones of 
at least two different colors. 
 
If you are a spell caster, choose a piece of garb 
to function as an armored cloak as per the spell 
or if that garb is already an armored cloak it 
now has two points of armor. 



Hel’s Shield: A skull and two white !nger 
bones. 
 
e shield that you are wielding is unbreakable 
and will block any effect, even those that can’t 
normally be blocked. 
 
 
 
 
Empress’ Armor: Two fangs of two different 
colors and two black !nger bones. 
 
If you are a !ghter, armor piercing blows do 
not pierce your armor. Take the hit as a normal 
sword blow. 
 
 
 
e Mistress’s Embrace: A vertebra and two 
fangs. 
 
You are under the effects of a “Protect the 
Soul” spell.   
 
 
 
 
Wings of the Mistress: A blue furcula and two 
fangs of two different colors 
 
You may walk over “hell pits” without 
sustaining damage. 



Hel’s Fury: Two fangs, a vertebra, and three 
!nger bones of three different colors. 
 
If you are a !ghter, gain the ability to swing 
“Armor Piercing” once every !ve minutes. 
 
 
 
 
Hel’s Overwhelming Arts: One skull and four 
!nger bones of four different colors. 
 
If you are a spell caster you gain two magic 
missile props and can use the “Magic Missile” 
spell. Once per !ve minutes you may call 
“Armor piercing Magic Missile” with your 
throw. You can construct this ability multiple 
times for more missile props but still only can 
use armor piercing once every !ve minutes. 
 
 
 
 
Hel’s Dark Pact: A white vertebra, a red 
furcula, and three white !nger bones. 
 
If you are ever made undead you retain your 
free will and do not have to work in the best 
interests of the caster of the necromantic 
magic. 
 
 
 
 
 
 
 
 
 
   
 
 
 
 



e Eternal Embrace of the Empress: Two 
furculas of two different colors. Two skulls of 
two different colors. ree fangs.  
 
Any time you are dead begin a 120 second 
count. If you reach 120 seconds rise as a free 
willed undead as if “Animate Undead” was cast 
on you. 
 
 
 
 
 
Hel’s Everlasting Presence: A white skull and 
four !nger bones of four different colors. 
 
You can see, hear, and speak while you are 
dead. 
 
 
 
 
 
e Mistress’ Savage Armament: Two !nger 
bones and a fang. 
 
If you are a !ghter, you can increase the size of 
a single weapon you are using to 6’6” or a use 
any sized shield with a 3’ weapon. 
 
 
 
 
 
   
 
 
 
 



e Dark Queen’s Channeled Wrath: One red 
furcula, one red vertebra, four !nger bones of 
two different colors. 
 
If you are a spell caster, gain the ability to use 
the spell “lightning bolt” but the prop is now a 
one-handed item. If you already have a casting 
of that spell you now have two one-handed 
props to use.  
 
 
 
 
 
Mastery of the Mistress’ Domain: A !nger 
bone, fang, furcula, vertebra, and skull all of 
the same color. 
 
You may use the effect “resist death” once every 
!ve minutes. 
 
 
 
 
 
Hel’s Penetrating Sight: A skull and three 
!nger bones of two different colors. 
 
You are not effected by the call of “dark”. 
Additionally, you may use a single casting of 
the spell “Fortune Tell” once every half hour. 
 
 
 
 
 
   
 
 
 
 



Hel’s Clarion Call: A skull and a furcula that 
must both be the same color. 
 
You are not effected by the call of “mute” or 
“deaf”. Additionally, you may use a single 
casting of the spell “Enfeeble Being” once 
every half hour. 
 
 
 
 
e Mistress’ Iron Grasp: Four fangs of four 
different colors and one vertebra. 
 
If you are a spell caster you may use a casting 
of the spell “Repair Item” as an unlimited 
effect but each use consumes one unattached 
imbued bone in the process. 
 
 
 
 
 
Profound Communion with Helheim: A 
furcula, a skull, and a vertebrae. 
 
If you have this ability, you may reset a single 
spell, 5th circle or lower, for any spell caster. 
Each use of this ability consumes three 
unattached imbued bones in the process. 
 
 
 
 
 
 
 
 
 
 
 
 
 
   
 
 
 
 


