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Part I - Introduction
What is SkillWeaver?

Description

SkillWeaver is a d20 tabletop roleplaying 
game system that focuses heavily on providing 
flexibility and customization for both players and 
DMs.

When was SkillWeaver Created?

SkillWeaver’s creation initially began in 2023 and 
went through heavy playtesting and changes until 
the core system was finalized in 2025.

Why was SkillWeaver Created?

SkillWeaver was developed to solve various flaws 
found in many other major TTRPGs. The largest of 
these issues being with the typical class systems, 
making it either impossible or detrimental to 
play with multiple subclasses within a shared 
class (such as a rogue being unable to be a thief 
and an assassin, but can easily add levels of other 
unrelated classes like wizard). Additionally, the 
typical class system can often feel restrictive by 
determining what skills you are good at instead of 
you deciding.

In SkillWeaver, there are no classes, and instead 
of gaining experience points (xp), you gain Skill 
Points. You can put these towards any skills 
of your choice, allowing you the freedom and 
flexibility to build the character you want without 
class restrictions.

Additionally, many other systems have little to no 
rules on supplementary systems such as animal 
companions, home sanctuaries, custom weapons, 
and often don’t include crafting systems to create 
potions and various non-magic and magic items. 
Rules and mechanics for everything stated above 
are included and clearly defined within the 
SkillWeaver Core Rulebook.

Part II - Core System
Skills & Mana

Skills

The heart of the entire SkillWeaver system is 
the Skills. Your character has 8 General Skills; 
being Physicality, Precision, Nature, Knowledge, 
Influence, Awareness, Weapons, and Armor. These 
General Skills each have 4 specialized skills and a 
corresponding mana pool. 

The specialized skills have individual Modifiers 
that you use when rolling to attempt skill checks, 
such as strength or stealth. The total of these 
Modifiers result in a Mana Pool for each general 
skill grouping.

mana

Mana is your character’s primary resource when 
using their special Abilities. Each specialized 
skill has its own Mana Ability. This is an ability 
exclusive to that skill that can be increased by 
spending mana from its corresponding pool. For 
example, the Mana Ability for Strength allows 
you to shove creatures further, while Stealth 
allows you to deal more damage while Hidden. 
These replace the typical abilities gained in other 
systems by leveling up within classes.

Another use for mana is to increase your skill 
checks. If you have to make an important roll, 
you can spend Mana to add an additional bonus 
to your roll, increasing your odds of success in 
pivotal story moments. This allows players more 
contol over their character’s narrative, without 
taking away the luck of the dice.
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Part III - Mechanics
Supplementary Systems

Spellcasting

Magic is a core component in most TTRPGs, and 
SkillWeaver is no exception. In SkillWeaver, almost 
all spells are flexible, and the level that you choose 
to cast them at determines things such as damage, 
range, and affected area. 

To cast spells, you spend the associated mana, of 
an amount equal to the spell level. Your ability to 
cast spells and the maximum level you can cast 
them at is determined by whether or not you 
decide to invest your skill points into the Arcana, 
Faith, or Geomancy skills. The number of spells 
your character can learn are also determined by 
these skill modifiers, in addition to additional 
skill points being required for learning individual 
spells or optional upgrades such as increased 
range or accuracy. 

Custom Weapons

All weapons in the SkillWeaver system are created 
and customized by the player when purchasing 
the weapon. Using strictly your character’s coin 
currency, you can determine the heaviness of the 
weapon, and add additional upgrades such as 
increased damage, range, or additional abilities 
such as the ability to perform a parry to divert 
attacks.

EC & AC

Whenever a creature makes an attack, they roll 
an Attack Roll against the target’s Evasion Class. 
This determines whether or not the attack lands. 
It can be increased by increasing your character’s 
Acrobatics skill, or decreased by wearing armor. 
If the attack roll is higher than the target’s EC, it 
hits. That same attack roll is then compared to the 
targets Armor Class, which can only be increased 
by wearing armor and investing in the respective 
Armor skill. If the attack roll is higher than the 
target’s AC, full damage is dealt. But if its lower, 
that damage is reduced.

Species

SkillWeaver’s core rulebook includes 19 different 
playable species, each with their own unique 
abilities. Additionally, the core rulebook includes 
rules on half-species, to allow players to mix and 
match mechanics from 2 different species. This 
also allows players to make a custom species, 
mechanically using features from existing species 
but thematically being something entirely new.

Crafting

The core rulebook also includes rules on Crafting 
items, Enchanting them into magic items, and 
rules for Brewing your own potions. Tinkering & 
Alchemy are both specialized skills that you can 
invest in on your character sheet, and there are 
various tools you can choose to invest in, one of 
which being Enchanting Tools.

Inventory

Each character has a limited number of items they 
can carry, which can be increased by investing in 
your Endurance skill, by wearing a backpack, or by 
having a companion help you carry things.

Companions & Sanctuaries

The Core Rulebook also contains complete rules 
for both Companion and Sanctuary systems. 
Instead of investing skill points towards your 
skills, you can decide to invest in having an Animal 
Companion join you on your travels, or to invest in 
a sanctuary or “home base” for your character to 
safely rest or store additional inventory.
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Part IV - Character 
Creation

How to Create a 
Character

Step by Step

1. Choose a species you want to play. When
you do, apply the given Starting Skill Point
to that respective General Skill.

2. Then apply 9 additional Skill Points to any
skills on your Character Sheet. Reminder:
to put points into a Specialized Skill, the
corresponding General Skill must be
purchased first.

3. Calculate your Total Health Points. Each
character starts with 10 Health Points at
level 1 and 1 health die, then for each point
spent in Health Dice, roll the associated
number of Health Dice (of the type
associated with your Species). The number
of dice rolled is determined by the number
found above each heart-shaped pip. You
also gain 1 Health Die each time you
level. Whenever you roll Health Dice, you
can choose beforehand to take the dice’s
average instead (d4 avg = 3, d6 avg = 4, d8
avg = 5, d10 avg = 6, d12 avg = 7, d20 avg =
11).

4. Calculate Skill Modifiers. A Skill’s Modifier
is equal to the number of points that you
have spent in a Specialized Skill. Having a
General Skill automatically applies +1 to
each of its corresponding Specialized Skill
Modifiers.

5. Calculate your Total Mana Pools. This
is found by adding your Modifiers for
each corresponding Specialized Skill.
This means that at most, your character
can have up to 40 Mana in a Mana Pool,
depending on how you spend your Skill
Points when progressing through the game.

6. Choose your Starting Equipment. When
you create your character, you gain coins
depending on your character’s quality
of life and can use it to purchase your
equipment (found in the Equipment
section in this book). You gain 3 inventory
slots automatically, 8 additional slots
if you purchase a backpack, and gain a
number of additional slots equal to your
endurance modifier. All characters use
Standard quality of life by default unless
your DM allows you to choose otherwise
after reviewing your character’s backstory.
Starting Copper Coins: Poor: 2d20+10,
Standard: 4d20+15, Wealthy: 8d20+20

7. Write down your Evasion Class and Armor
Class. Your Base Evasion Class and Base
Armor Class are both equal to 8, unless
stated otherwise when wearing certain
types of Armor, found in the Equipment
section of this book. Also write down
your Initiative score, which is the sum of
your Total Precision Mana and your Total
Awareness.

8. Work with your DM to create a custom
feat (or select an existing one) to give
your character a special feature that
makes them more unique. Homebrew
is encouraged, however at any point
while playing through the game, your
DM can determine your custom feat to
be unbalanced. If this happens, the DM
can choose to pause the feat or continue
to allow its use for the remainder of the
session. Work with your DM sometime
before the start of the next session to
modify the feat in an agreed upon manner.

Enjoy your new completed Level 1 Character!

Character Sheet

The following 5 pages contain the complete 
character sheet, however depending on how you 
choose to play, only the first 2 pages are strictly 
necessary to play the game and the remaining 
pages are helpful for a complete experience.














