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Iniroduction

Welcome to the Heritage Composer for TinyDG! We'll just assume you
already own at least one of the TinyDG6-based games, but in case you only
own one of them, and to be clear what games this book was specifically
written to work with, here’s a quick overview of some of the Ti line
from Gallant Knight Games. ‘

TiNy DuNGEONS: SEcoND EbDIT

A minimalist fantasy tabletop roleplaying game that
sword and sorcery of popular media like The Lord of the Rings
Thrones.

the of
Game of

TiNy FRONTIERS: R

A minimalist science fiction tabletop
space opera feel of popular medi

DiscLAIMER!

lo damage or harm to any intellectual property is intended. Any ref-
erence to existing intellectual properties in any format is not an attempt
to contest copyright or trademarks.
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How To Usge THis BooK

Regardless of which game you're playing in, even beyond the ones listed
above, you can use the Heritage Composer to create customized versions of
existing Heritages (or even possibly Archetypes when applicable) that more
closely match the type of character you want to play, or whole new ki
Heritages that either fit an 1dea you want to bring 1nto the game, or

The Heritage Composer is like a recipe book, or a
information and guidance to get you where you ne
relies on you to be the driving force. In this book you'll
sive listing of Traits, arranged by base Hit Points (HP) and
level, to help you design new Heritages i isti
your campaigns. We'll also provide som

Finally, this book will
enhance game play, but 4
hancements as Dra

with'some optional rules that can
ssential. We'll cover such en-

those who really want to exemplify
ng as animals or monsters, and more.

WON’T Finp IN THis Book

don’t want to constrain your imagination in any way, or have you
think that the Heritage Traits listed here are the only ones you should use.
Ifyou decide that the ideas and suggestions contained herein conflict with
at you want for your own campaign, then use what you wish. Likewise, the
optional rules presented at the end of this book are just that.

The only real rule, is that gaming is about fun, collaborative storytelling.



Composing a gieritage

Fynnvor stepped into the guildhall. Unlike his Barzhaki companion, Thorgrod

his eyes didn’t need to adjust to the gloom. It had saved him from getting a s

in his side numerous times. A crowded bar, discreet (and not-so-di

bling in the far corners, ladies and men of negotiable affection

a few fistfights (the blades and guns would come out after

flowing for a while)... it was pretty much as he expected. “
them all,” he muttered.

“We gonna find dat guy here?” asked Thorgrodd. “We kilt Xis'thik b
dey wanna get us. Mebbe dis job’ll h ay ‘em off.”

e. Barzhaki were infamous
ened Thorgrodd bore

id of some overgrown bugs?”

oily tone, punctuated by a flicker of its forked
nd my ssstaff can attend to all your needsss.”

ing for,” said Fynnvor. “We looking for Jakkred Krol. We
have a business proposition for him.”
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WHo Do You WaNT To BE?

One of the main joys of roleplaying is the ability to become someone
(or something) completely different from who you are in daily life. This
allows you to see the world from a completely different perspective (if
you immerse yourself deeply enough in your character), or experience
freedom of being able to do things in an imaginary world that you ¢

in abstract form and thereby overcome an obstacl

Heritage Composer takes this to the next level (no pun i
allowing you, and your Gamemaster, to build
ate a truly unique character. We have ass nore than 125 Heritage
es and many entirely

strangeness, differentiated by the n ase Hit Points (HP) the Heri-
tage starts with (typically ruz to 4 HP). Some of these Traits
lend themselves to certain eT types and campaign settings, but all of
them can be used in any g
and tweaking — b what you are reading right now, that

ment.

le they would be to play. Traits are more than Advan-
vantages on Tests; they can help you bring your character
ovide opportunities and challenges on their own that can



