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Rules of Play

Age Limits

Players must be 18 years old to play without a consent form and at3eagh a parent permission form and owner
approval. Children 215 are allowed to play with a responsible parent on site and owner approval. Children 10 and unde|
may attend but are considered rammbatants and must remain with a guardian at all tifesple with medical conditions
must report them to the owner. We reserve the right to refuse service to anyone.

Cost to Play
Admission is based on the amount of time spent in game. Players can also purchase an additional build each event.

FULL EVENT 2/3EVENT 1/3 EVENT
15+ hours 9-14 hours less than 9 hours

Requires 5 hours NPC Requires 3 hours NPC Requires no NPC
Cost $15 Cost 85 Cost £5

3 Tag Rings 2 Tag Rings 1 Tag Ring

+1 Build may be purchased at each event for $5
+10 Build may be purchaseuhce per character for $50. May be purchased in smaller increments.

All purchased build is permanently gained to character slot. Should your character in that slot permanently die,
become retired, all purchased build will carry over to the new chardgtgld from events, service points, and special
awards will not carry over to the new character.

Any player can purchase the full event no matter the time.

Playersmay play more than one PC over the course of an event. They must play each of thersHaracfulltag
ring. Your total tag rings for the event are divided amongst the charadteesiee to do this is $10 administration fee in
addition to their event fee.

Items, coin, or any IG items cannot be transferred between characters

NPC Shift

There are two types of characters. Player characters or PCs are the people who play the game. The second grc
more important to the game. These are the NPCs ompNgyer characters. NPCs provide the rich conflicts of the game
through combat and roldgy. NPCs are so vital to the game that all players are required to NPC for a portion of the weeki
We will have norcombat NPC positions for those people who want to play but not fight. Playing a NPC is a great way to
learn the world of Sovereign ScrallOne can act, fight, and learn without risking one's PC. Subplot NPC lead positions ari
available as are long term NPC contracts

Advancement

As a person's character interacts with the world his/her character will grow in power and influence. This is
represented by build. All skills are purchasedi@me with build. New Characters begin the game with 30 build. Players
coming to Sovereign Scrolls from other systems will receive an additional 5 build for their first character. This iyauthank
to theLARPing community for its support. Each evei@dd has a potential for receividdouild. (1 for the Eventl for NPC
Shift, 1 purchased for $5, 1 for spending 50 service points)
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NPCing can gain yo# build. (1 For the Event, for NPAng, +1 purchased fd5, +1 for spending 50 service points)

NPCing costs $10

Level
A character 6s

mi ni mum/ maxi mum

| e v e {5 divided by EOf 284 Buitd is2red Level. t3%dlis 3 Leivel, 454 is
4th level, 415424 Build would be 4%tlevel.

Rules of Arms

Weapon Size, Damage, & Length
The following chart shows the various types of weapons you will find in the game, their base damage, and their

si ze.

I n a case

wieldedin one hand and the 3 is the damage when it is used in two hands.

where a

weaponos

d ama

Weapon

Damage

Overall Length Min/Max

Small Weapon

1

12/ 24

OneHanded

2

24 | %

Bastard

2/3

44149

Two-Handed

3

45/62

Bow / Crossbow

4

See Description

Small Claws

1

18/24

Large Claws

2

24 | %

Pole Arm*

3/2

60/78

Bastard Spear

2/3

40 /60

Staff

2

60/72

Thrown Weapon

1

6/18

*When using the blade end of a pole arm, it will swing for 3 damage. When striking with an approved combat pommel, t|
pole arm willstrike for 2 damage. The pommel must be strike legal if it is intended to be used in this manner.

Weapon Construction

Latex weapons will be judged on a case by case basissafety marshal at cheok If your weapon has not been
approved, then it isat allowed to be used in combat until such tilkeopersafeuse of latex ishte responsibility of the
player, if not observed, the use of latex weapons will be banned for that player until such a time as they prove talunders
the proper and safe usagfesuch weapons.

At Sovereign Scrolls, @ encourage creativiesign in weapons and shield, but reserve the ridghiltany weapon
or shield that is not deeméitiand safefor combat useAll weapons and shields must be approved by a safety marshal

before used in combat.

Homemade Guidelines

All weapons must be built using these following rules:

Acceptable weapons cores includzefglass tubes and rods, carbon tubes and RMS, bamboo, graphite golf
shaft. Other options will be examined and considered. All cores must be capped on both ends with alternating layers of

and/or foam until it is decidedly dull.

Strike legal portions of a weapon must have a minimum of 3/4&dlaell foam.The strike legal padding depth
may never be less than the diameter of the weapon &treninimum strike legal surface for a slashing weapon is 12".
Minimum strike legal length foa stabbingweapon ionly 6". All portions of the weapoabove the handle that are not strike
legal must be courtesy padded witheaist 1/2" of closed cell foam. These sections willb®allowed taleliver a legal

shot.

All stab tips must have a minimum of 1/2" closed cell foam plus 2" of open cell,ddrciosed cell past the core.
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Two-handed weaponsut notbastardsrequire one inch of closed cell foam plus two inches of open cell or 1.5" closed cell,

Handles on weapons may be up to 14" or 1/3 of the weapons length, whichever is greater. Weapons more than
length may have a handle that is 2/3 its length. Stab only weapons less than 60" may have 30Pbandkds. must be
1.25" in width and coved on the sides and end with a minimum of 1/2" of closed cell fGaossguardmust meet this
diameter requirement and may not have a rigid core.

Basket hilts and such on any weapon are allowed as long as they do not exceed maximum shield diffikesens.
must be padded with at least 1/2" of closed cell foam. These weapons will never be considered shields for the purposes
armor points.Any weapormay have a stab legal pommelhi§ pommel must have an appropriate stab tip and must be 6" o
strikelegalsurface

Special Weapons

Specialy designed weapons may be thrown by characters with the appropriateTskithaing weapons must be
2.5" in diameter at minimumThesemay be from 6" to 18" of strike legal surfac®nly weapons approved asdkving
weapons may be thrown at other players in combat.

Staves arspecial weapaof 5' to 8' that must have 12 inches of Stiiégal surface on both ends with proper tips.
Each end must be padded at least 1/3rd the total length of the staff.

Flails arespecial weapaswith a single articulating head. The chain of a flail is not a legal striking edge and must |
wrapped in foam with less than half an inch of the rope exposed at any point. The combined rope and striking edge may
exceed 18 inches length and the total length of the weapon may not exceed 36 inches. The top half ofitheenand
Strike-legal portion of the weapon must be padded.

Ranged Attack Packets

Packets are used to deliver a variety of atta&lackets must biled with fine birdseed which does not contain
overly large or rough seeds. The seed must be wrapped indablrisound by a rubber band. The amount of seed must be
between 1loz. and 3o0Z.he preferable fabric to be used would be a biodegradable fabric sudtoas lkcothe event that a
specific site does not allv birdseed for environmental reasons, biodegradable airsoft pellets are an acceptable substitute
these sites only.

Shields

Shields may be made out of such materials as plastic, wood, foamponam snow disksPlease se common
sense when selecting shield materalything too brittle or unsafe will be denied for combat #sgy edges must be
rendered dull and then covered with at least 1/2" of closed cell fdanolts,wing-nuts or protrusionsmay be exposed on
the outer facingAny bolt heads or washers on the outer facing must be smooth andodulbre than 1/4" tall. The
minimumshield size is 12 inches as the shortkesigth or width The naximumshield size can be no largehan 42 Inches in
length or width. The maximum considers all vertical and horizontal dimensions as well as cutouts as part of the
measurement.

Bows

We allow actual bows anttossbowswith strict rules and guidelines. They are accepted on a case by case for safe
of everyone involved. For safety reasons, a bow cannot be used to block weapon Attgaksintentional blocks will
deliver the damage to the player as if struck in thesfom.

The maxi mum | i mi t5pduras witlha ntaximuin @icip draw llengithBowsmay not be pulled
past 28". Crossbows are limited to no more than 450 4oa@tnds No compound bows are allowed. Broken or mended
arrows are nato be used. A bow should only be drawn halfway if target is within 20 feet and you may not shoot at a targe
that is within 10 feetCrossbows may be fired within 20 feet, but not within 10.

Arrows

Acceptable arrows are limited to those madgraphite, carbon or aluminum. All arrows must havéechieng and
nocks in good repaaind may not be benAArrowheads must be removed from the arrow shéth a special cap in its place
The arrow tip must be built up and capped with a sufficientlyngtroaterialsuch as avasherpottle cap or pennyto at
least 3/4". Strike legal @owheads must have a minimum dfd closed cell foam past the capdat least 2.5" in diameter
The arrowheadnay not protrude more than 1.5" through a 2.5" ring.

It is suggested that a layer of open cell foam or closed cell of a lower diksitystress balis used to reduce the
recoil of the arrow when it strikes a solid surfadée arowheadmust be cloth covered and securely fastened to the arrow i
sucha way that movement is minimal.
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Al'l arrows must be clearly | abeled with their owng¢
beyond 28 inches, and must have a stopper in place if they are longer. Any arrows that are not construdyedilprogier
be allowed tde carriednto game, so if you have doubts ask questions before an event.

Rules of Safe Combat

1. Weapon bots musbethrown from a 60 degree angieminimum. Shots may be thrown in as quickuEcessioms
a player can call the damaglearly Repeated shots to the exact same spot in succession beyond the second are
valid.

Weapons may not be wielded by the strike legal portion. Only one weapon or shield may be wielded in a hand.
Dusts (poisons) ay not be held in a hand wielding a weapon. Strikes to an itemh#lgnot being wielded will
result in the strike carrying to thewer arm.

Lightest touch from projectiles and packets must be taken. However, projectiles that strike onlysigiattghat
would not have struck true do not count. Packet delivered attacks count as long as they touch anything the play
carrying or wearing no matter how lightly. Bounces never count on either projectiles or packets.

Packets that strike angem worn, carried, or wielded by a player, or that strike ANY part of a player are valid.
It is the discretion of the receiving player whether to take shots to the groin.

Valid hit locations are defined as anywhere below the neck. A shot to the area below the ankle of a foot in conta
with the ground will not register a valid hit. A shot to the hand which is wielding either a weapon or a shield will 1
register a valid i

Deflections off of an illegal target to a legal target (such as the head to the shoulder) do not count as legal hits.
Simultaneous strikes to both a legal and illegal target do not count as valid hits. Deflections from a legal target t
continue @ to strike an illegal target will count for the legal target strike. Deliberate blocking with illegal targets is
prohibited.

Shots that are blocked still count if 50 percent of the shot carries through to a legal target. If you are unsure whe
a stot was "good enough," it was. Shots that knock aside a block and then strike also count as valid hits.

Physicalrole-playin a safe manner with permission is acceptable. No grappling, rough-sagdhg, or physical
contact without the express consent of all people involved will be allowed. Violation of this rule can easily result
a player being removed from combat

10. The unic area is defined as the area above the knee above the elbow and below the neck. This definition exclut
the head, lower arms and lower legs.

Point Blank

Point Blank is a special rule that any archer may use if he is being charged or riatksyséio arrow where it cannot be
recovered (i.e. lakes, fire). Since an archer may not shoot at a target that is within 10 feet of them, they may datioint B
ADamageo. Point Blank means t hat t he hotdhegteke automatidallyt f
hits regardless of shields. Note thatappropriate defensive effewill still be effective. Point Blank may only be called if

the archer already had an arrow nocked when the person came within Thifeetle may not beombined with any skills

that use vigor, but proficiencies are still appliBdint Blank may only be used once every minute.

Constant and Maximum Weapon Damae
Every weapon has a maximum amount of constant damage that it can strike a target for. Constant damage can |
defined as the amount of damage dealt by a weapon type for consecutive blows that range over a minute without the
expenditure oManaor Vigor. Theamount of damage that is able to be constantly swung is determined by a combination ¢
factors.
1. Weapon Type
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2. Constant permanent strength

3. Weapon Proficiencies determined by class.

A player may further enhance the amount of constant damage done with aweapgh use of enchantments, alchemy
and mundane effects. However, a player may only increase their constant damage through these methods in an additio
ways. After that any damage enhancing effects that wi

WeaponsTypes
As a world at war, common weapons lie available to all people in need. These weapons are shoddy of make, ur
to hold together in the face of real power.

Standard Weapons

Standard weapongquire no tag, but if broken must be taken kackn armory or forge to be replaced for no cost.
Standard weapons deal base weapon damage in "Normal" darhagsnstant damage of a Standard weapon cannot
increase more than 1 point from any source.

Silver Weapons
Silver weapons are treated as tag§éahdard weapons dealing "Silver" damaggea tagged item, Silver weapons
are only available from proper in game sources.

Steel Weapons

Steel Weapons are tagged weapons dealing "Normal" daiSseg weapons are sturdy and wakde allowing full
use ofconstant damage bonuses as per the rules of constant dasagagged item, Steel weapons are only available from
proper in game sources.

Mythril Weapons
Mythril weapons are treated as Steel weapons dealing "Mythril" damagetagged item, Mythril apons are
only available from proper in game sources.

Magic Weapons
Magic Weapons have special properties and deal "Magic" damaggc weapons allow all constant damage
bonuses per the constant damage riMiegyic weaponsre special and require an itéag, aManatag, or a ritual note with

tags.

Shields

Besides keeping harmful strikes from reaching you, certain shields give armor points if you have the training.
Reinforced shields require the skill Shield fRriency and grant 10 armor points. The armor that is granted by the shield do
not count towards the armor totals required by the armor proficiency skills for soaks. A shield that is struck with ggdamac
swing does not reduce the armor points awardethe shield. Also, if the armor that was awarded by the shield is expende
that shield is still usable as a shidldorder to repair the armor points of a shield, it must undergo the same process as
normal armor

Armor

Even the heartiest of adventures appreciates some
protection by granting an additional amount of damage the character cathite wearing armor, the breast and back
pieces provide the major paftthe proection. This is demonstrated tye amount of armor points provided by wearing
armor that covers both of these sectidbgerysection of armor worn after the chest piece will provide more protection.

Sections considered for armor purposes:

Torso (which counts as five spots if front, back and shoulders are covered.)
Upper Arms

Lower Arms

Upper Legs

Lower Legs

One Optional SectioHead and Necl;lands or Feet.

The following table shows he ar mor 6s r ank warmorpontvauesgpee seqiannTheaxwi t
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valueindicatedis for class limitation®n maximum armor points wearable
Armor Type Rank Max Value

Cloth or Fur 0 5

Soft Leather 1 20
Heavy orStudded?2 30
Chain or Scale 3 40
Plateor Brigandine4 50

To gain full points for a section, a player must have at least 3/4 of the area coheigain the full bonus for lower
legs the player must be wearing two greaves that cover at least 3/4s of the front 180 degrees of the shin. If only isne gre
worn, then the player will only be awarded hafithearmorvalue for thasection The final armor total must be a whole
number, any remaining value less thas founded down.

Armor Definition

Cloth Armor - Two layers of cloth sewn together withdehing in the middle (quilted) or four layers of a cloth with denim
type thickness sewn togethdtur is definedasactual animal hidéhat is light and flexible. It malgavehair attached obe

actual suede.

Leather- A minimum 1/8" thick animal hide.

Hard Leather is leather at minimum of 1/8" thick that has been harded by boiling, soaking in wax, etc and is no longer
flexible.

Studded Leather iseather 1/8" thick that has been studded with metal no further than 2" apart.

Thick Leather is leather wita 3/8" thickness or more.

Chainmail- metal rings woven together with a minimum size of ligeted or welded rings are exempt from this size
requirement.

Scale Mail- 20g minimum plates woven into chainmail that overlap. If this requirement is ms, shetions automatically
garner the +1 bonus.

Brigandine- Metal plates at least 20g in thickness attached to either Cloth, Fur, or Leather garments that are held in con
and cover the majority of the garment area.

Lamellar and Plate20g or thicke metal plates that overlap to cover or are shaped in such a way to cover the entire area.
these requirements are met, these areas automatically garner the +1 bonus.

Armor Bonuses and Penalties

Any armor may receive a bonus by being of exceptionattcoction or quality, by being of a greater thickness than
the minimum, by wearing cloth, fur or soft leather armor underneath or above it, or by being studded with metal studs nc
more than 2" apart. The bonus will be a maximum of one point per sectaltimg in the value being that of the next higher
armor level, but it will still count as the original armor levebr example, a wizard may wear studded cloth armor and
receive the points that leather would usually garner. This will not allow platenailar totals to excedtde maximuntotal
of 50. Any Armor may receive a penalty for beiagletractiodfromimmersioni f i t loak like isannmtt at all, ors
being below the minimum requirementBhis penalty will never result in the armgetting more than one negative point per
section Upon first inspection, the penalty may be waived for up to three months to allow for improvement.

Evaluating Armor

Armor will be evaluated by starting with the score of the armor it isrpst closgl resembles. Consideration will
be given based greatly on aesthetic value, as well as protective value. Armor may only be evaluated by a weapon mars
Staff member. Each Character will be issued an armor card that must be carried to use the agntfrtheiptayer has a
dispute with their armor total awarded a second marshal may be asked to review the armor total under the supervision ¢
Director who was not involved in the original evaluation. Should this award a different armor total thegittz
evaluation, the Director will modify the existing armor card and sign off on it.

Armor & Waylay

The Waylay skill can be prevented by wearing chain faeabneclprotection or better. The headd necknust be
covered in at least chain armorpevent waylay.The waylay protection is granted from the worn protection, mystical
armors and virtual armor rules will not provide the waylay protection.
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Armor by Class
Each class is limited in the armor type they can weachc | a s s e s 6 lavailaltlegtsthem:a r mo r

Evokeri Cloth (5)

Wizardi Cloth (5)

Bardi Leather (20)

Dead Calleii Leather (20)
Mesmeri Leather (20)

Druid i Hard/Thick Leather (30)
Roguei Studded/Heavy/Thick Leather (30)
Healeri Chain (40)

Fel Knighti Chain (40)
Paladini Plate (50)

Warriori Plate (50)

Multi -Classing & Armor

A character that purchases a multiclass option will have their effective armor rank chigmegetaracter will
always be able to wear the best type of armor that any of their classes allow, btheyhéo they will not be able to use
abilities of the more limited classd3ue to their diverse training, thaye able wear an average of armamk across all
classes trained

For example, if a Warrior were taulticlass with a Healer, they could wehe average of armor of the two classes. Plate
armor is considered rank 4 armor, whereas Chain is considered rank 3 armor. The average of the two armors equals 3.!
which rounds down to 3. If the player were to continue to wear armor higher thah aemtr, the character would lose all
casting abilities associated with that class. However, that player may invoke any latent effects that they alreadyhgossess
Average of the armor ranking is rounded down.

Immersion Effect

By being a true part of the wid of Ya'Ria, characters that are both a visual and experience addition to the game gj¢
granted a benefit for helping make the world of Sovereign Scrolls a more immersive and enjoyable experience. For havi
good costuming and appropriate racial makeyou gain 5 points of magical armor. This armor is not affected by anything
that targets or requires armor or an armor value. This armor can only be repaired through 5 mingiasefiimeraction.

This armor does not count towards the armor totals redjliy the armor proficieey skills for soaks

Armor Repair

Armor is destined to fall to pieces, saving the wearer from a similarly gruesome fate. When the inevitable come
pass, armor wearers may seek out a forge or workshop to repair the damhegreetguipment. It costs 1lvigor and 1 griffon
per 5 points of armor repaired. In addition, it takes 1 minute ofplalgper 5 points repaired. This rgday can include,
but is not limited to, reforging armor pieces, sewing back straps, and rew/thnkitinks and ties.

Soak

Soak reduces a physical numeric damage by 1. rétisctioncounts only for Weapon, Thrown Weapon, and
Archery Delivered attacks. Soak does not apply to spell damage, essence damage, poisons, or packet delivered dama,
Everystrike wills t i | | do a minimum of ldamage, regardless of t

The minimum total for soak armor skills are as follows:
Armor Proficiency 1- 20 points minimum
Armor Proficiency 2 30 points minimum
Armor Proficiency 3 40 points miimum

Rules of M agic
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Spells

Spell s are the end result of a casterds extreme wi
is cast is dependent on the class of the caster and the concept behind their magic. For example, thasé/izascokcise
formulas, whereas a Mesmer has a more natural affinity that is closely connected to their strength of personality. Whate
the origin or style, spells are tools for any caster.

To cast a spell, one must first posselssia Manais the measure of the connection a character has to the flows of
magic in the world. The modanaa character possesses the more spells that character may cast. However, when a cast
depletes their reservoir 8ang also commonly known as théitanaPool, they can no longer cast spells. If a caster
attempts to cast a spell, this spell is known as fiOve
cast one last spell. The consequences of this casting, is that the caster wiliatety drop into the critical stage of the
Death Count. Note: A character may only receive a life effect once aniepkatse see section on Life & Death.

Oncethecasterhddanat o spend, they must call f oimndardt Tdbe ealidstiee |
incant must be as loud as normal speaking volume, and the target must be able to hear the spell being cast. Once you |
said the incant of the spell and the spel llpackennsssesthe y o
target, no effect is taken by the target, Matnais still spent from casting of the spell. The spell packet is considered a hit or
anything attached to the target including capes, clothing, shields, and weapons.

If a caster is hit foany damage during the casting of a spell, the spell will fail. This is unless the caster is wearing
armor, then once the armor is bypassed will the spell then fail. Casters may defend themselves while casting.

If a spell does damage in its descriptithe damage a spell will do is normal damage unless otherwise stated. The
hi ghest | evel damaging spell in the Iist of the cdgass
to the target.

Spells must be learned in order anatolumns. In order to get &%2ank spell you must first learn & flank spell. If
you want to learn a secon&2ank spell, you must also learn a secofidahk spell

All Spells or Effects that deal numeric damagédiealingmust include the amounf dealt at the end of the call or
incant. If it is normal spell damage, only the number need be said. If it deals a special damage flavor that ismttdisted
spell name, then the damage flavor must be called as well.

Rituals

Rituals are spellsfdonger durations, or greater utility than a normal spell. These rituals take longer to cast and al
encouraged to be customized by each player for individual castirge t er m "ri tual 06 is inter
sacraments, and some other special skills that are specified as belonging to this group. Unless otherwise specified, cas
rituals requires that the character is able to fulfill all of the same requitsrogspell casting. This means the character must
be able to read and write, speak, move freely, think clearly, and the character must not be interrupted during theltoasting
ritual with damage or another effect that would cause interruption.

Rituds often have additional requirements beyond the normal requirements for spells. Unless otherwise specifie
all ritual abilities require one minute per rank of the ritual to cast. Most rituals require one mana per rank of tbecastal
In addition,rank onetwo, and threeituals will require one vigor and essence, rank fanud fiverituals will require two
vigor and essenc&ssence costs paid for rituals are considered aggravated unless otherwise specified. Some rituals ma
require different cost but in these cases, the description of that skill will specify what should be spent instead of these
standard costs.

Instead of a simple verbal component or packet, any appropriate words or actions can be used to cast a ritual. f
should have theicharacters rokplay the casting of rituals. At least some words must be spoken at naronale during the
casting, and some other motions must be made. If an offensive effect is delivemest, lite by packet as per spell casting
rules unless otherwesspecified. If rituals require additional components like physical markers, make wgamnénprops to
be complete, these must all be presamt in place before the ritual will have anygame effect. When characters have
rituals cast on them, thesjould note the name of the ritual, the effects, the caster of the ritual, the time the ritual was cast
and the duration of the ritual on the back of their character cards. When a ritual is cast on an object, a card othi®te with
information should bedpt with the item and item card. When a ritual is cast in a location, this information should be writte
down and attached to or next to the area notes

Rituals take 1 minute per level of the Ritual being cast. There are also additional costs to castiagRRiuals cost
EssencelMana and Vigor to cast.

To invoke the use of a Ritual granted effect, you
said Ritual. Unl ess speci fical | invoketaradffectdvhile unconsbi@us drin any a |
kind of sleeping state.

Players are again encouraged to create their own casting methods of their Rituals. The casting methods of all R
should be presented to the Rules Committee or a Marshall for v@atid&he player must also perform their Rituals at least
once, to show that they do understand their own Ritual and casting of the ritual.
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Rituals must be learned in order and in columns. In order to gétrank ritual you must first learn &tank itual.
If you want to learn a secondé“2ank ritual, you must also learn a secoffddnk ritual In addition, the character must have
enough mana, vigor, and essence to cast the ritual without enhancement to be able to learn a ritual.

Scrolls

Scrollsare Spells or Rituals that people have scribed to parchment and empowered. Any person, who is literate,
read and cast scrolls, so long as the scrolMesaor Vigor Tags attached. If the scroll is that of a Ritual, then the Essence
cost of the Rituewill be fueled by the reader of the scroll. There must also be enough light to read the scroll to cast from
scroll. Once all uses of the scroll are used, the scroll is destroyed.

Scrolls can be used, unless otherwise stated, to learn the spelabcaittained on the scroll so long as the player
meets all the prerequisiteSee LoreKeeper subclass for additional types of scrolls.

Crafting
The world of Ya'Ria has a myriad of items from mundane to mythical whaghen crafted by the characterfo

craft any item the character must obtain the appropriate rebigse can take many forms from scribbled cooking notes to
complex molds. All special needs for the crafting of the item will be listed upon the recipe.

Once the recipe and materials Bdeen obtained, the proper workstation to craft the goods must be obtained to
finalize the work. As a standard, there will be a coin and time cost for the most mundane of items, while the mos&impre
of creations may require hardfiad relics. Forall crafting, a staff member must be notified for the first time crafting of a
recipe. Advanced recipes will list if a staftmber or specific staff member must be present for the production of the item.

Active Effects, Latent Spells, and Stacking

No character may keep more than one active or latent spell of the same effect at one time. Therefore, a person
stack negation and resist charm effects, but they may not stack 2 different types of strength enhancing spells. ran acti
latent affetis on a person and they are the target of a duplicate affect, it does not take hold, unless the effect is from a h
level spell than what granted the original affect.

Each character is limited to a number of total effects active on their pefbese include active and latent effects.
All characters are limited t6EN totaleffects. Equippeitems do not count against your total number of effects, equipped
itemsincludeall enchanted and crafted items

Baptism

Many skills in game are speciadid abilities ofpriestly professions that follow the teachings of a particular god or
goddess. The prayers and sacraments of these professions have certain special prerequisites that apply before they ca
learned.

Whena character learns any prayersacrament from one of these professions or buys into the profession, the
character gains an tdwhithfthatprofesgian beloags. Charaeterspraynnevereboyrinto professions ¢
buy skills from professions belonging to pantheonsdbatflict. There are pantheons that do not necessarily conflict with
others.

Characters may only leaspellsor ritualsof up to the secondankwithout getting a baptism to the god or goddess
to whom the profession belongs.

Once a character is baptizto a god or goddess specified by a particular profession, that chawattearn any
rank of prayer or sacrament according to normal rules. Player characters can never perform baptismastThese
performed by plot approved characters. Charactesreteive a baptism to a god or goddess gain an affinity to that
pant heon even if they have not bought into a professi

In addition to learning skills through traditional means, characters sometimes find ways to learn skills even if the
do not belong to a profession. In these cases, assume that a character cannot learn the skills of a pantheon théhconflict
any affirities they have, unless a specific skill or effect states otherwise.

If a character knows a skill but later gains an affinity that conflicts after learning it, then she loses access to this
as long as she has that affinity. There are also soms #gidiimay require a character to have an affinity before learning any
skills of a given pantheon, which will be specified in the skill description.

Characters attempting to use items that grant the use of skills belonging to a particular panttedy os@ythose
items if they do not have an affinity that conflicts with the type of skill granted by the item. For example, a ringiteat gra
healing prayer of the lighthurch cannot be used by a member of the dark church, but could be used by aseragiiche
(nonrconflicting) arcane professions.
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Typesof Effects

This list includes many of the effects and the ways they work, or ways that characters can react to them. Many ¢
these categories of effects encompass skills of a similar naturdy whica nnot be fAstacked, 0 or
compounding effects unless otherwise specified.

Area Effects
Area effects occur in one of two ways. First, an effect like a spell or trap may work on multiple targets in a speci
area range. These effecte a@escribed in game, and usually measured with an easy marker like weapon range from a cas
Area effects cannot be defended against unless a defense specifically allows this. Trap dodge is meant for this purpose
evade may sometimes work. Total defes like negation and invulnerability will often work against area effects. Second,
effects may apply to anyone within an in game area like a building or room, or in an area that is clearly specified with
mar kers. These eff ectas nsohtoeusldod |beef td esnc rtihbaetd aorne af,aroer by

Attunements
An attunement is a magical connection between an object and a character. When an object is attuned to a char;
cannot be removed from thatThehabmgetcdr dnusgr ¢ £enmad e@ vy t

at all times. A character may choose to put down or hand off an attuned item unless specified otherwise, but the characijt

loses all benefits of attunement until the item is picked up agairsdfrdied, a character must drop an attuned weapon, but i
cannot be taken away. Should a character die and become a spirit, the object will enter spirit form with the charkcter, ar
the character is resurrected it will reform with the character.

Break, Sever, Shatter Effects
ON BODIES

Break effects on body parts like limbs will reduce the limbs effectiveness. Broken arms perform tasks that requit
time half as fast, and inflict half damage with weapons or claws (round down). One broken leg will daarsetercto move
slowly, at a heeto-toe rate. Two broken legs will cause a character to be unable to walk. Players with broken legs should
stand in place during combat. Severed limbs are useless. Severed arms cannot perform any tasks, and a bremgicter wit
severed legs cannot walk or use skills that require mobility (like dodge, evade, etc.). Characters with severed heads car
receive healing effectsBreak or Sever effects will wake someone from waylay.
ON ITEMS

Break effects on weapons, shields, and armor will cause these items to be destroyed in game, rendering them
useless. Armor that has only lost armor points needs to be repaired, but is not broken and can still be used with skills lik
soaks. These items azot be used in combat and grant no benefits. ltems that are tempered will resist one break effect at
expense of the tempering.

ChanneledEffects

Channeled effects are any type of effect that requires continuous maintenance on the part of thetbhtracte
created the effect. The requirements for maintaining the effect must be continuously performed for the duration of the ef
to stay active. If the requirements are not fulfilled at any point during the duration, the duration and effect imnesdiately

Imprisonment and Sanctuary Effects

Imprisonment and Sanctuary effects encase a character or target in a type of energy in such a way that they are
blocked off from the rest of the-game world. Characters may only be affected by one imprisonmsanotuary effect at a
time.

Mind Effects

Some skills in the game are classified as Amind el
thoughts in some way. Some defenses (like willpower) or immunities apply only to mind effectspandreatures that
have no sentient thought of their own are unaffected by mind eftéalisss a creature template specifies it is not affected by
mind effects, assume that it is. Furthermore, unless a given skill specifies that it is a mindsftent that it is not.
Defenses against mind effects do not need to be called out loud unless the mind effect skill requires the defensd,to be ¢
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though a marshal may ask for a clarification.

Movement Effects

Movement effects force a target to moweaiparticular direction, for a given distance, and/or to a particular locatior
by making the target physically move through the space between the points. This type of effect is usually caused by a fc
that knocks a target back or pulls a target forwilovement effects will relocate characters under the effects of pins or
binds, but after the character is relocated the pin or bind effect continues normally in the new spot.

Over-Time Effects

Many effects take place over time. For most effects, a sitchpigtion of the effect is specified as a part of the skill
description, and these effects take place continuously for the duration of the skill. In some cases, effects may battriggert
specified intervals throughout the duration of a skill or effect.

Pins and Binds

Pin effects wild.l hold a characterdéds foot in place
the foot from that spot on the ground. Bind effecdts m
move their arms, which are held in place. Bound characters may still speak and make noise unless a skill specifies othe
Unless a skill specifies otherwise, the use@ftrength will break any pin or bind effect. Characters may only be affegted b
one pin or bind effect at a time.

Pool Effects

There are three types of eff ectoreessenbegpoolscan i ncreas:¢
The first is a healing or damage effect, which will resfarmts toor subtract points from the approprigieol, though most
healing effects wild.l not raise a charactero6s pool abo
temporary increasing effect, which wild/l add an amount
additonal points are gone they cannot be restored unless a new temporary effect is granted. The third is a healable incri
effect, which raises the characters maximum cap in that pool and allows effects like healing effects to restore points to tl
pool including these additional points if spent. Most healing effects are instant. Characters may only be affected by one
temporary effect for each pool at a time. Characters may also be affected by only one healable effect for each pool at a

Sleep
Thereare two types of sleep in the game. Natural sleep means any time a character is slegpiegbecause the

player of that character is actually asleepaftgjame. A character is only woken up from natural sleep when a player is als(
successfully wokenpifrom sleeping. Magical sleep is created through the usegsrire effects, and a character can be
sleeping due to a magical effect even if the player is not asleep. The player must role play sleeping, and the clwracter is
aware of anything happenitig her physical environment while magically asleep. Generally, characters can be woken fron
magical sleep through loud noises or damage, though some skills may prevent this as described by the skill or effect. Sl
effects are not necessarily considenddd effects unless a skill specifies that it is a mind effect. Characters may only be
affected by one sleep effect at a time.

Stances

Stances are effects that allow a character to assume a particular style of combat or tactics. Each stance grants
benefits depending on the type of situation in which it is employed. Stances will specify their benefits for each individual
stance skill. Characters may only assume one stance at a time.

Stealth Effects

Stealth effects cause a character to blend irgatinroundings of an area, usually into the shadows. Characters unc
a stealth effect cannot be specifically identified, though characters can tell there is someone or something in the area.
Characters under stealth effects can only be targeted bytkkillpenetrate stealth, or that will specifically end that stealth
effect. Stealth effects are indicated by green headbands. Characters may only be affected by one stealth effect at a time

Stun

A stunned character cannot take any offensive action ilagmor can the character use any skills in a defensive
mannerThe stunned character may defend them self, but not use any skills that take mana $turiged characters may
invoke latent defenses. Most stun effects end if a character takes amf dandage. Characters may only be affected by one
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stun effect at a time.

Surprise Effects

Effects delivered from surprise are rare. These effects must actually take effect on a target when the target is nc
expecting the effecAn unconscious character always considered surprise8urprise effects cannot be defended against
with active defenses unless they specifically specify they can be used against surprise. Latent defenses may only be iny
if they would successfully stop the surprise attaekent effects that invoke automatically will still trigger on a surprise
attack.Once a person has been the target of a surprise attack, they cannot be surprised again for the next minute.

Teleportation Effects

Teleportation effects cause a target togtdrom one location to another without traversing the physical space
between the two points. Instead, the target moves out of game between the two points, seeming to disappear from the |
origin and appear at the destination. This takes as muehitigame as it takes the target to move out of game. Characters

moving withteleportation effects must wear a white headband while traveling between the two points

Unconscioushess

A character can be rendered unconscious in a number of ways. The mosircéonm ofunconsciousness takes
place when a character suffers more danthge her essence total. While dying a character is unconscious unless an effec
would somehow prevent this. Characters can also be knocked unconscious for a time without nedgegtideough certain
skills, like waylay. While unconscious, a character cannot use any skills and is completely unaware of things happening
her ingamesurroundings. Characters may only be rendered unconscious by one effect at a time, though uscessaoe
to damage is not considered an effect.

Wards
Wards are a speci al type of area effect that causce
during its duration. Alternatively, a ward may simply prevent any target teat 0ot satisfgertain prerequisites from
entering the specified area at all. Wards may be placed on a particular room or small, open structure. Alternativedyy ward
be established an open or out door roamm, eote ar@litOnarking hdstben | e s
placed at each door to the room to show that there is a ward. Outdoors a marker and lighting must clearly denoteathe fu
affected. The ward can be raised and lowered with a password set by the caster. The passivirdept on the closed

|_ife and Death

Base Class Starting Essence
Warrior 12
Paladin 10

Fel Knight
Rogue

Bard
Healer
Druid

Dead Caller

Wizard

Mesmer

=
o

O OO OO 0O O 0| 0 ©

Evoker
Additional essence can Ipeirchased at any time. It is considered atselfjht skill. The cost to buy additional essence is
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dictated by your PRIMARY class and can be found on the class skill list.

When your total essence reaches Gessyou fall unconscious anat leasone knee must touch the ground and all
weapons must be dropped to the ground. If left unconseip@for one minute, you regain 1 essence. (Note that
unconsciousness induced by a wayl aylfyauateattekingtofeigh deatbt b
you may only do so by falling down and may not do so while taking a knee. You may go down on one knee and then fall
but you may not stay kneelinj.a damaging attaclkvould drop you below 0 esseng®ur essence total drope -1 andthe
death counbegins Your essenceannot be dropped belos Essence unless a spectijrell oreffectforcesit below-1.

Death Count

At this point you must begin what is known as a death count. The death count is broken up into two stéiggts. The
lasts for 2 minutes and the second lasts 4 minutes.

The first stage of the death count is consideredh¢imeritical stageDuring this time, you can be healed by any
means alchemical, magical, or practical that exists in game.

The second stage of the death count is referred to asitical stage During this time, only a life type effect can
save you. You may only receive ONE Magjdathysical, and Alchemicdife giving effect every event, so travel with caution.

Please keejm mind that a person may be forced to the second stage of their death count if a killing blow has bee
performed. A killing blow is done by being in contact
bl ow 3, 0 theowalpoowadtsgelrall. Also a person may not be affected by a revive type skill unless their head
attached to their body.

Dead

At the end of your second stage of your death count the character is considered dead. You may remain with yot
body as long asou wish. However, when your spirit leaves your body, it will turn to ash and at that time you must put on
red headband and drop all of your in game items. A character wearing a red headband is considered to be a spirit and ¢
be seen by player chater with the see spirit skill. The dead body left behind dematerializes and no longer exists in the g

world. Spirits can wander aimlessly as long as they wish, though once revived will remember nothing of their experiencej|.

When ready, the spirit shizlifind its way to a director or to game logistics where a director will record the death and issue
new life tag provided the player is able torbsurrectedPlayers who suffer a death will retain full memory of all events
leading up to their death wds other precautions take platee most common method for resurrection is a visit to the local
resurrection stone. This is a magical site located somewhere within the camp. Once the spirit finds its way to the site,
resurrection is immediat®layers mg also choose to lresurrected by another playbr.this case, the time to resurrect is
dictated by the actual spell used. Please note no player can be forced to resurrect.

Permanent Death
AThe only truth of Y&héRdiquaryRa kegér yudge mlst htfacaader wo
If the player is unable to lresurrectedthen it is time to create a new persona.

Character Creation

Step One Determine Starting Build

All new players begin the game with a total of 30 build to spend in whichevethegyhoose. Players who come
from other gaming systems start with 35. Players may purchase an additional ten build for 50 dollars. This build may be
at character creation. Players may purchase this build at any time during their charactersTifesipaiid may only be
bought once per character.

StepTwo: Choose a Race

There are many racial options. Racial skills can be purchased from the various racial skill lists. Please refer to tl
Races section of the role book for further informationrAh ces begin the game with a ur
ability costs no build to purchase. Players may choose to purchase up to three additiorsitlitscial
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Step Three Choose a {ass

Players may choose to start with any of the primary classes. Please see the class section of the rulebook for m¢
information. This class costs no build to purchase. Additional classes can be purchased using the rulesifmssimgitiThe
cost to buy hilities is listed in the skill set of each class. Please keep in mind the rules for spell advancement when
purchasing spells.

Step Four. Choose a Subclass (if desired)

Sovereign Scrolls offers a unique class type known as a subclass. Subclasses aralbpkyers and can be
purchased at any time. Note that players can only hayv
are not listed in the rulebook. These subclasses can only be discovgesddrso plan accordingly.

Step Five: Flesh out your Character

There is more to your characteathnumbers and statistics.

Players should also take time to create a unique story for their character. What drives her? What are her fears
and flaws? Why did He/she comeRmeedom's March? Or perhaps she an outcast with nowhere else to turn; The choice i
yours. The more elaborate your character, the more rewarding your experience at Sovereign Scrolls will be.

Multi -Classing

A player may decide that one class or-sldss is not enough. In these cases, a player may decide to purchase a
second or even a third class. The following rules apply to +olaltised characters.
Additional class classes may be purchased at a cost of 5 build each. Skills on the second or thitbodsiss2 build over
the list cost to purchase. Fourth or Fifth classes will €¢8stuild overthe original list cost per skill. Additionally, stdasses
may be purchased. A chatacmay only have 2 subclasses.

Note that once you have taken a clidsd has a divine connection to a specific pantheon of gods, you may not
multiclass into any class that affiliated with another pantheon. The pantheons are as follows:
Old god classes Fel Knight, Dead Caller, and Mesmer
New god classeis Paladin and Héar
Nature god classedDruid

Character Cards and Tags

Your character card is a map of your character. It lists all the skills that your character knows as well as the total
amount of essence, vigor aMhnahe/she has at fulCharacter Cards must be carried at all times.

Atag ring allows the character to keep track of how much esdglacmand vigor they possess at any given time.
Each time a spell is cast or skill used a player must remove those tags from their ringrTee moi me youdve |
playi the more tag rings you will have and thus the more abilities you will be able to use in the game.

Upon check in players will receive as many tag rings as purchased, with a maximum of three. The player may o
use the tag from one ring at a given time. When a person wants to replenish his tags, the player may choose tdaisit the
font in order to access tianaand vigor on his next tag ring. A player then loses whatever tags were left on the previous
ring. This allawvs players to freely use their abilities as they wish throughout the weekend. But be warned, a spell caster \
no Manaon Saturday night will be a very sad spell caster! Plan accordingly.

Any skill that is learned at an event must be noted on thescatttht the card may be updated properly. A player has
not learned a skill until it is marked on the card and signed off by a teacher. At the end of the event, both the ehdracter ¢
and tag rings must be handed in to Logistics.

Life Tag

This tag showshiat your character is alive. If a player is killed, they nmuesent their life tag to a marshal to be
updated with the deattShould gplayerlose their permanent life tagay get a new life tag issued at logisfios $5.

Armor Tag

Thesetagsrepresen t he amount of protection that a personoscs
represent any soaks that are given by the ardbarmor tags musbefilled out and signed by an approved armor marshal.
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Mana and Vigor Tags

These tags represent how much energy a person possesses. Every time a spell or skill is used, the player must
the points spent from their tag ring. Also, if a player bestows a latent effect on someone they must write the effeatkn the
of their character card with the time cast and duration

Races ofMan

Dwarf

Hill Dwar f

DescriptonThese dwarves are more tribal than Shield Dwarve
like they prefer to have strong leaders. These practical dwarves gave up the worship of their gods. They now worship ot
gold. These arethedw ves t hat inspired the phrase, iGreedy as a

Costume Requirementstale Hill Dwarves must wear a beard. The common colors are dark red, black, and dark brown.
Female dwarves may wear paint to simulate stubble or a goatee.

Free RacialHill dwarveshave a close relationship with all forms of wealth. They have put aside their belief in the gods fo
belief in the fruits of the earth. A fool and their money are soon parted, Hill Dwarves are no fools. They getEkalskile
Item and the use dVil Ipower once per tag.

Shield Dwarf

Description:These noble followers of the Younger Gods have closed their border with the Empire. For this reason only a
of these clans are seen. They are known as great smiths and for having impenetrable mountain fortresses.

Costume Requirementstales must weaa beard. The common colors are red, blonde, and light brown. Women may wear
paint to simulate stubble or a goatee.

Free RacialShield Dwarvesre masters of finely crafted armors. From a young age they know how to tweak even shodd
metal armors to wedretter. Shield dwarves are considered a warrior for armor purposes, if they have anoththctass
different armor allowance, they are treated as a multiclassed warrior. In addition, when wearing armor of chain value or
higher they gain an additionpbint of armor per slot location worn.

Deep Dwarf
Description:The Elder Gods sent these dwarves after the Dark Elves to keep an eye on them. They trade heavily with th
subterranean neighbors. The years of living underground have changed themanéobautal society. They run their mines

with slaves, captured or bought. Their sense of humor is dry and cruel.

Costume Requirementstales have black skin and must wear a beard. The common colors are black, and white. Women
have black skin and have shbeards or goatees.

Free RacialDeep Dwarves have adjusted to their subterranean homes and dark attitudes that come with the territory. Tk

receive thdnterrogate andBlind Fighting skills as a result. Deep Dwarves are also vulnerable in the suio thugir
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underground adaptations. This gives thefd Essence in sunlight and a +2 Essence underground or in the dark.

Dwaurf Skill List

These skills are purchasable at any time at or after character creation. Only 3 may be purchased by a cheaatiskiind
is only available once per charact@he Lore Racial must be obtained in game and does not count against the total numl
of racial skills allowed.

These skills can be seatiught.

Stone Footing
2 Build
2 Vigor / 5 Minutes

This ability allowsthe dwarf to stand their ground against any attack that would move them from that spot. This
includes Knockback, Cast you Away, etc...

Resist Alchemy
3 Build

Once everyag ring the Dwarf is able to stop an alchemical compound from affecting theitna Ipison, dust or
other, it will have no effect.

Suppress Magic
3 Build

Because of the amount of time spent in Arcainium's caves, Magic has little effect on dvisingsthis ability, a

dwarf canstop any one magical effeas it affects them. This works as the Lorekeeper spell Negation. Suppress Magic m
be used once per tag ring.

Call Ranks
5 Build
Duration: 5 Minutes
Once per tag, the dwarf is able to focus on one task to the exclusion of all else. This dedicdi®tramaslated into

times of war. Once per tag, they can activate this ability, and all vigor skills cost 1 less vigor to use. No skill mlayduk re
below 1 vigor. This will stack with any other ability that lowers the vigor used by skills.

Elf

High EIf

Description:High Elves are the chosen of Arcainium. They are creatures of magic and the use of magic is ingrained in th

Costume Requirement&:High EIf must wear ear tips and have a gem embedded in their forehead and at the corner of e¢
eye.

Free RacialHigh Elves are introduced to magic at a young age, even if they choose another profession later in life. This
gives them Five Cantrips from the Wi zardds Spell [|ist
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Wild EIf

Description:These were the elven tribes that sided withBlood God. They have a tribal society where the strong rule.

Costume Requirementdild Elves must wear ear tips and have blue, red, or black woadp@au® or tattoos on their faces.
Furs or leather is recommended but not mandatory.

Free RacialBecause of all the time spent fighting, Wild Elves start wBHEssenceandWeapon Masterskill (as in the
warrior skill list)

Wood Elf

Description:Wood elves are the guardians of the forest. They are unsurpassed Rangers. This is not to say they only live
woods. Those who leave their cities in the woods are considered stricken with the wanderlust of the young or have som
calling they are anssving.

Costume Requiremenf&/ood Elves must wear ear tips and have green, brown, or gold tattoos on their faces.

Free RacialBow Masteryi Grants the ability to wield bows with a Base damage of 5
Dark EIf

Description:These were the elves that abséal from getting involved with the God War. They went underground and have
slowly adapted to a subterranean environment.

Costume Requirement®ark Elves must wear ear tips and are black in color. White Hair is recommended but not requiret

Free RacialDark Elves are used to moving in complete darkness. They receiBéntd-ighting Skill andBackstab |
Skill. Dark Elves are also vulnerable in the sun due to their underground adaptations. This givefthsseace in sunlight
and a +2 Essence undevund or in the dark.

Elf Skill List

These skills are purchasable at any time at or after character creation. Only 3 may be purchased by a characterlbnd e:
is only available once per character. The Lore Racial must be obtained in gadueamidbt count against the total number
of racial skills allowed.

These skills can be setiught.

Founder of the Written Word
Requires Literacy
2 Build

In their eternal lives, the elves learn how to read into written word as others learn to reéahigodge. Their deep
connection with knowledge, they see the connections with other knowledge they have obtained, able to grasp quickly th
words before them. This skill will allow the EIf to delve deeper into written word and reveal additional inforrifatisn
available, about a place, item, or person in the story. The EIf should announce the use of this ability to the Mawshall, or t
plot, and if information is available they will give it to the EIf. This may also be used to obtain a single hrdstealaing a
cipher.

Mana Flow
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5 Build
Duration: 5 Minutes
Once per tag ring, the EIf can caldanato flow through himself. While this ability is in effect, every spell that

they cast will cost 1 leddang to a minimum of Mana This will stack withany other ability that decreases Manacost
of spells.

Resist Alchemy
3 Build

Once petag ring the elf is able to stop an alchemical compound from affecting them, being a poison, dust, or otl
it will have no effect.

(Racial) Sanctuary
High EIf grants Arcane Sanctuary, Wild EIf grants Blood Sanctuary, Wood EIf grants Oaken Sanctuary, and Dark EIf grants Shadigw Sanctua
4 Build

Once per tag ring,reelf is capable ofirawing upon the magic at the core of their being to protech self While
in this state thelf is immune to all effects and spells. While in thiate the EIf may only walk at a heel/toe rate. ThE
must keep his/her hand at a right angle palm up for the duration of the effect. Dropping the hand ends the effect.

LORE

Domination
Elven Lore Racial
3 Build
Duration: 30 Minutes

Once petag ringthe elf can ommandone of his opponents to help him. This ability forces the target to protect the
elf. Otherwise the target behaves as normal. Being hit by the caster will break this effect. This effect is considétgpea spe
of effect and a spell packet is neededastchis spellThis is a mind effect.

Human

Citizen

Description:These are the privileged of the Imperial Empire. Given the right for them and their descendants to vote, they
have power in the Empire.

Costume Requirement§hese people always lodkeir best because they never know who may be watching. Citizens mus
wear AFined clothing. Haughty attitude recommended bu

FreeRacialBei ng brought up through the Empireds minandhavduc
very strong opinions. This gives them the benefits otiteracy Skill and the use ddVvillpower Skill once per tag.

Arcan

Description:These are the commoners of the Imperial Empire. They are diversified in their jobs, way of lives, and even tl
attitudes could well be anything. These people do not have the right to vote within thhe.Emp

Costume RequirementdNone, but recommendemmon clothing.

Free RacialArcans begin with3 vigor and 3 Mana at character creation.

Barbarian




Description:Members of the tribes that follow the blood god, these men and women respect strength above all else. The
honorable in theimteractions. They interact with empire but find that most of the citizens are soft and weak.

Costume Requirementshe Tribesmen wear leather and furs. Woad may be worn to show strength or prowess. Tattoos ¢
recommended, but not required.

Free RacialBeing born into one of the tribes of barbarians, gives the notion of a tough upbringing. This is correct. Duet
the survival of the strongest, barbarians are considerably toughened up through their youth. This grants barbarians
Essence

Gypsy

Description:These wanderers are said to be nobility driven from their homes. They are committed to each other and eac
a road name they share with outsiders. Thought to be thieves and scoundrels they have their own code of ethics.

Costume Requirement&ypsies wear bright colors and garnish combinations. Bells and coin belts are highly recommend
but not required.

Free RacialThe gypsies are natural traders and cut deals so good you would think the merchandise was stolen; howeve
fighting their wayout of a bad deal is a way of life. They gain the dkilaluate Item andcan use daggers with a base
damage of 2.Jagger Mastery)

Human Skill List

These skills are purchasable at any time at or after character creation. Only 3 may be purchelsarhbieaand each skill
is only available once per charact@ihe Lore Racial must be obtained in game and doesoniot @against the total number
of racial skills allowed.

These skills can be sefiught.

Call to Arms
2 Build

This ability will allow ahuman to wield any melee weapon. That weapon will do 1 point of damage unless they a
trained to use it. Using this skill will only allow the human to use one weapon at a time.

Call Ranks
5 Build
Duration: 5 Minutes

Once per tag cycle, the human caad into the formations of battle. During this time, they are able to anticipate
some of the moves of the battle. This allows each skill that the human uses during that time to tire him slightly iess. This
represented by all vigor skills costing 1 lesgor to use during the duration: no skill may be reduced below 1 vigor. This wil
stack with any other ability that lowers the vigor used by skills.

Suppress Magic
3 Build

The magic flows through the veins of every human and sometimes that is tpéabedbr it. Uing this ability, a
human carstop any one magical effeas it affects them. This works as the Lorekeeper spell Negation. Suppress Magic n
be used once per tag ring.

Touch of Magic
6 Build
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Humans were among the first to be touchedhaylore of magic. This ability represents this touch, allowing the
human to learn any 1 first or second rank spell of Wizard or Evoker. They can then cast that spell from teinapool.

LORE

Master of Diplomacy
Human Lore Racial

3 Build

3 Vigor

Humans areverywherej t i s a fact of |ife on YadRi a. However
that a single human can create a nation with nothing but a little time and a chance to talk. The Hsimatn'baster of
Diplomacy; Gim your Mind." This is a packet thrown ability that will cause the target to be unable to attack the Human
unless the Human attacks it first. Attack includes any harmful action that uses weapon, spell or alchemy. A Human may
affect one taget at a time with this ability. The target may still attack anyone else besides the caster. This is a mind effect
Duration: 5 Minutes

Races of the(Gods

Description:The Djinn are a vibrant, emotional people with a culture that is as rich as it is enigmatic. The Djinn were sha
from the raw force of nature and the wrath of Titem herself. As unstoppable as the seasons, they shrug off the biedings

world. The sufiering on Na'ia has made them hardy and given them unnatural power. There were 4 clans of Djinn at the |
of the God War.

Efreet- Fire Djinni- These volatile free spirits are quick to anger and quick to love.
Djann- Air Djinni- These wanderers are irigitive always looking for what is over the next hill.
Marid - Water Djinni The most rational of all the Djinni, they are cool and collected until riled.

Silat- Earth Djinni These Djinni are slow to anger but are a force once they get there. Thegre&erthrough problems
fiercely.

Costume RequirementBjinn skin coloring is as varied as any humans, though crimson hues are also common. Djinn hay
tattooed marking on their face that covers at least 25% of the skin. These markings are made @uptaaold. Djinn also
have horns.

Free RacialThe Djinn were shaped from the raw force of nature and the wrath of Titem herself. As unstoppable as the
seasons, they shrug off the bindings of the world. The suffering of Na'ia has made them hardgratigegivunnatural
power.

Once per tag ringht Djinnmaynegate any 1 attack that directly damages their Essence. This will not stop a
nor mal spell or weapon blow that damages oneh@saDexalisenc
Cal ISehoid Your Soul

The Djinn cannot be completely stopped by a pin effect. Dfien will slow to half whatever speed he was at when
struck with ths effect.
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Djinn Skill List

These skills are purchasable at any time at or elfftaracter creation. Only 3 may be purchased by a character and each s|
is only available once per charact&he Lore Racial must be obtained in game and does not count against the total numt
of racial skills allowed.

These skills can be satiught

Ancient Pact
4 Build

TheDjinn is now able to tap into their ancient heritage and draw power from their own life fordgjihenay use
his essence to cast or fight, taking 1 point of aggravated essence for every ptantof vigor that would be smt.
Essence used in this way may not be healed for 1 hour, instead of the standard 6 hours. Temporary Essence cannot be
fuel this skill, as aggravated damage cannot be applied to temporary essence.

Fiend Skin
2 Build

The torture of eons with éhdemons hardened tBginn. They are a more hardy people, represented by this ability
which grants th®jinn +5 Essence.

Grip of Torment
3 Build
2 Vigor

TheDjinn is able to summon the raw torment of Naia through his hahkis will summon dladeof Infernal fire
i nt o t he tBatswings+0 mferhakamdds immune to break weapoli the weapon leaves the Djinn's hand this
effect stops.
Duration: 30 Minutes

Tools of War
3 build

The Djinn have been fighting their overlords fahausand years. This eternity of conflict fight has taught the Djinn
how to make use of what they can get their hands on. This skill grants the Djinn the ability to use of all one handed wea

LORE
Titem's Breath
Djinn Lore Racial
5 Build

Roiling inside theDjinn is a tempest of Elemental power. By learning to tap into thifjtina is able to breath out
a blast of elemental damage. This attack is a packet delivered attack that deals 4 damdgjinofdtebementalFire, Ice,
Lightning, or Stone}ype per point of Vigor spent.

Gargoyle

Description:According to Dwarven Lorgsargoyles were the 3rd race created. Unlike Dwarves (the first by their
Page
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estimation)and Elves (the first by elven lore) Gargoyles were created from the living stone of Arcainium's cave by the fir;
dwarves. Incredibly londjved the Gargoyles are immenselyong and resolute. They are often taciturn and emotionless.

Costume Requirement§he gargoyle is light to dark gray with cracks and lines throughout. Horns and wings are
recommended but not mandatory.

Free RacialGargoyles all possesd Strength

Gargoyle Skill List

These skills are purchasable at any time at or after character creation. Only 3 may be purchased by a characterland e:
is only available once per charact@he Lore Racial must be obtained in game and does not count abaitatiad number
of racial skills allowed.

These skills can be sefiught.

Resist Alchemy
3 Build

Once everyag ring theGargoyleis able to stop an alchemical compound from affecting them, be it a poison, dust
or other, it will have no effect.

StoneFlesh
2 Build
This skill grants the Gargoyle 5 essence.

Stone Footing
2 Build
2 Vigor/5 minutes
This ability allows the gargoyle to stand their ground against any attack that would move them from that spot. Tl
includes Knockback, repel, etc.

Stone Santuary
4 Build

Once per tag ring, gargoyle is capable of changing his/her body into unyielding stone. While in this state the
gargoyle is immune to all effects and spells. While in this form the Gargoyle may only walk at a heel/toe rate. The gargo
mug keep his/her hand at a right angle palm up for the duration of the effect. Dropping the hand ends the effect.

Halfling

Wandering Halfling

Description:These halflings have taken with the wanderlust. They are completely fearless and curious. The Wandering
halflings sense of property ownership is weak at best.

Costume Requirementalflings have furry hands, feet, and thick sideburns. Topknots are rezmshech but not required.

Free RacialThese halflings are fearless. They Brenune to Fear-based attacks and once per tag they can use the
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Willpower skill.
Settled Halfling

Description:These halflings love their creature comforts. Skilled craftsmen disdras they live closely with humans and
dwarves. They shake their heads about any poor souls with the wanderlust (and secretly envy their adventures)

Costume Requirementsalflings have furry hands, feet, and thick sideburns.

Free RacialSettled Halfliigsare adaptable, capable of learning%S8ib-Class, this diverse knowledge is taxing and costs 3
extra build per rankIn addition, settled halflings can natutéilize Components

Halfling Skill List

These skills are purchasable at any time affi@r character creation. Only 3 may be purchased by a character and each s
is only available once per charact@he Lore Racial must be obtained in game and does not count against the total numl
of racial skills allowed.

These skills can be sefiught.

Quick Reflexes
4 Build

The halfling reacts just before being struck. Purchasing this skill grantsiftiag 1 Dodgeper tagring.

Stubborn
3 Build

This skill represents the stubbornness of halfliygchasing this skill grantee halflingoneuseof Willpower per
tag ring

Throw
1 Build

This skill allows the use of thrown weapons.

Wanderer's Knowledge
2 Build

Tales told by the fire are as old as adventuring itself. Tales of halfling heroes, the places they've seen, and the
thatthey've done are mother's milk to the halfling. This skill will allow the Halfling to delve into those tales and reveal
additional information, if it is available, about a place, item, or person. The halfling should announce the use dfythis abil
theMarshall, or to plot, and if information is available they will give it to the halfling.

Races ofMaaqic

Amalgam

Warbeast
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Description:These creatures were created during the God War. These half predator animal, half men were shock troops
both sides. They are trying to build cultures of their own but are viewed as sdaesditizens in the empire.

Costume Requirementé/arBeasts mst wear face paint or a mask to phys rep their animal component. Each animal will b
approved on a case by case basis.

Free RacialDesigned to be living weapons, the WarBeast were given claws. The character can use 2 long claw reps. Cl,
do not confer th Florentine skill and may not be used in conjunction with weapdfespon Proficiency may be purchased
to increase the damage of the Amal gambs p-handdamage. Yidoa w,
Skills and Weapon Strike Sgeimay be used with claws as well. Claws are immune to disarm and break wE€goes.
cannot have poisons applied to or become enchanted.

Your claw reps must be built as standard-baaded weapons, red in color. These claws deal base 2 damage per
swing.

Domestic

Description:These creatures were created during the God War as slave labor on both sides. Thessed®ss$ prey animal
and human are treated as secolads citizens of the empire.

Costume Requirement®omestics must wear face paintoomask to phys rep their animal component. Each animal will be
approved on a case by case basis.

Free RacialDomestic Amalgam are adaptable capable of learniri3uB-Class, this diverse knowledge is taxing and costs
3 extra build per rankThey alsogain the use of 2 dagger length claw reps. Claws do not confer the Florentine skill and m,
not be used in conjunction with weapoWe apon Pr of i ci ency may be purchased
primary claw, Florentine training is requirtmlincrease ofhand damage. Vigor Skills and Weapon Strike Spells may be
used with claws as well. Claws are immune to disarm and break we@fmms cannot have poisons applied to or become
enchanted.

Your claw reps must be built as standard smalpess, red in color. These claws deal base 1 damage per swing.

Amalgam Skill List

These skills are purchasable at any time at or after character creation. Only 3 may be purchased by a characterland e
is only available once per charact@he Lore Racial must be obtained in game and does not count against the total numl
of racial skills allowed.

These skills can be sefiught.

Quick Reflexes
4 Build

The amalgam reacts just before being struck. Purchasing this ability grants Bemgelper tag ring.

Poison Claw
3 Build

The lore learned with this ability allows the amalgam to use blade poisons on their claws as if they were weapot

Feral Instinct
5 Build

The amalganhmas a supernatural ability to react to attacks before they strike, seeming to be impossible to surpris
Purchasing this ability grants the amalgam 1 udevafde per tag ring.
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Piercing Claws

4 Build
Duration: 3 strikes

Once every tag ring, the amalganay aim their claws in just the right way to pierce through any armor that their
target may be wearing. For 3 consecutive strikes, the amalgam may call essence damage

LORE

Feral

Amalgam Lore Racial
5 Build

Duration: 5 minutes.

Amalgams were created by the arcane blending of man and beast. The nature of the beast sits close to the surt
waiting to be exposed. Once this racial is used the amalgam+gastisength and+1 Soak. The Amalgam will attack any
foe within sight. If thee is no foe in sight, then the Amalgam will attack anyone who apprqachess not an Amalgam.
This skill is usable once per event.

Orc

Description:Some say Orcs are Monsters who speak like men and some say they are men who are monstrous welyichev

applies they are terrible foeehe Or cs of YadRi a have a dark past, form
that was cast off, resulting in their barbaric culture. A deep connection to the tribe shows their devotion to somp#hing de
than the violence that they show to the world.

Costume Requirement®ark Greento BlackSkin coloration, tusks are optional.

Free RacialAn Orc has trained with large weapons and has learned their usgratiis the use of Bastard and Fanded
weapomy. The Orc can also deliver a sweeping strike once peirtg¢hat knoclsa | | t ar get s wit hin |
a forward arc back 10 feet. The call for this is 6Swe

Orc Skill List

These skills are purchasable at any tirmeraafter character creation. Only 3 may be purchased by a character and each ¢
is only available once per charact@he Lore Racial must be obtained in game and does not count against the total numi
of racial skills allowed.

These skills can bgelftaught.

Hard Headed
3 Build
Once per tag ringhe Orc may callé@ N o  Etb d singldWaylay effect.

Savage Fortitude
4 Build

The Orc gains a Soak of 1. This Ability may be stacked with any other Skill that raisep®wéded the Soak is
not raised above 2 by this meafi®@mporary increases to soak from spells and skills will stack with this soak.
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Torn from Servitude
3 Build

Once per tag ringhe Orc may dispel a Dominate effect from any other Target. This may not be cast dhé&elf.
Dominate must be active for this Ability to affect it.

Unnatural Resilience
3 Build
1 Essence 1 Vigor

As Orcs prepare for battle, they mark themselves up with war paint and blood. These markings empower the Oi
take blows that would fell a lesseeing. An Orc with Unnatural Resilience understands the power in their blood and can
spend a minute of ritual preparation marking them self with warpaint and blood to grant 10 pointsRépéanable armor.
Duration: 1 Hour

LORE
Terrifying Presence
Orc Lore Racial
4 Build
Orcs are known to deal a sweeping strike that bowls over all foes before them. This powerful strike gives the Or
surge of resolve in taking out those weaker foes. For the next minute, the Orc gains an additidhat stedks with all
other forms of soak.

CLASSES

Arcane Class
Bard, Evoker, Wizard

Elder Priest Class
Dead Caller, Fel Knight, Mesmer

Martial Class
Rogue, Warrior

NaturePriestClass
Druid
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Young Priest Class
Healer, Paladin

SubClass
DemonBlade,Lore Keeper, Physician, Ranger

Bard

Every adventurer has a story to tell, and the Bard spends his days collecting and retelling them all. Traveling th
roads and forests, finding adventures and stories to tell in a roadside tavern, this is thieahteaet Bard. A true traveler,
Bards have little interest in the ways of the Gods, though most will choose to follow the path of a one of the Eldeepr you
Gods. The road of a traveler is a wrought with danger, and to survive the Bard has pleitysafip his sleeve.

Armor Use: Leather

Starting Essence: 8

Note: This is one of the few classes that has an In GameHFRafang Requirements other than being able to say verbal
incants.P| ot and member s of t haspiriBgBards@ise a@earforinahce tostpw that they tah a t

handle the rolglaying requirements of the bard. To show that you can become a bard, one must first compose an origini
performance.

Base Skills

Skill Build Cost Prerequisites

Backstal, Il 6,8 One Handed Weaponry

Bard Spell 2,3,4,5,6 Literacy

Bardic Knowledge None

Essence Once per level

Evaluate Item None

Florentine OneHanded Weaponry
Florentine Master Florentine and Weapon Proficiency
Florentine Proficiency, Il EqualWeapon Proficiency
Literacy None

Mana 1 for 1 Build up to 50

Mana 1 for 2 Build up to 100

Meditate None

Missile Master None

OneHanded Weaponry None

Performer Requires Plot Approval (Audition)
Pick Pocket Conceal ltem

Teach *Plot approval

Utilize Component None
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Vigor

1

1 for 1 Build up to 50

Vigor

2

1 for 2 Build up to 100

Weapon Proficiency; Il

10,12

Weapon Skill

Vigor Skills

Skill

Build Cost Vigor Cost

Prerequisites

Block

Weapon or Shield Skill

Bypass Armor

Weapon Proficiency

Conceal Item

None

Disarm

Weapon Proficiency

Dodge

Escape Bonds

Escape Bonds

Conceal Item

Escape Magical Bond

AN BN INW

Escape Bonds

Pick Locks
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Conceal Item

Retain

Weapon Proficiency

Stun
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Weapon Skill

Performance Skills

Skill

Build Cost

Prerequisites

Empathic Performance

Performer

Magical Performance

Performer

Motivating Performance

Performer

Purifying Performance

Any Performance

Essence Pool

Performer, EmpathiPerformance

Mana Pool

Performer, Motivating Performance

Vigor Pool

Performer, Magical Performance

Battle Performances

Skill

Build Cost

Use Cost

Prerequisites

Anthem of Arms

5 1Essence, 1 Mana, Vigor

Performer5" Rank Bard Spell

Bard Spells

Spell

1'Rank Spells

Call Forth a Light

Build Cost ManaCost

1 Mana

Charm Your Mind

1 Mana

Lull You to Sleep

1 Mana

Stunning Shout

2"dRank Spells

Cast You Away

1 Mana

2 Mana

Create a Sonic Shield

2 Mana

Disarm You

2 Mana

Grant a Lesser Heal

39 Rank Spells

Knock

2 Mana

3 Mana

Shatter Your Weapon

3 Mana

Sonic Blast

3 Mana

War Cry

4" Rank Spells

Cause You Terror

3 Mana

4 Mana

Greater Knock

4 Mana

Hold You in Trance

4 Mana

Slow Your Weapon

5" Rank Spells
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Bestow Hysteria

Mimic Ability

Bard Base Skills

Armor Proficiency i Light

4 Build

Even after a piece of armor is beaten to a pulp, it still protects the wearer, if they have the skill to usaitmiéithe
that the Bard is wearing totals 10 points or more (before modification for Armor Efficiency or magical enhancements) the
armor will always provide an added effect of 1 points LESS damage. No matter what a person is swinging, the Bard will
always tak 1 point of damage, no matter their soak. This means if a person were hit for 6 points of damage, they would
5 points of damage.

Backstab I, Il
Requires One Handed Weaponry
6, 8 Build

Knowing where to strike is just as important as striking with more force. With this skill, the Bard is able to strike |
opponentds back for one extra point of damage. Note:
delivered from tk side.

Bard Spell

2,3,4,5, 6 Build
Thi s i the representation of a Barddés abil it

Bardic Knowledge

2 Build

Through the Bardbds travels, he picks up | ocal I or ¢
performances. This skill will allow the Bard to delve into those tales and reveal additional information, if it is available, ak
a place, item, or person. The Bard should announce the use of this ability to the Marshall, or to plot, and if information i<
available they will give it to the Bard.

1 Essence

2 Build

Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect or by a weapon, their body takes injuries and their stamina goes down. Essence represents the amount of d
that a body mayake before falling in death. A Bastarts with 8 Essence anthy purchase essence every level starting at
first.

Evaluate Item

4 Build
This skill allows the Bard to accurately evaluate the value of items such as gems. These items are identifeabtelby th
that they will possess and the player will be given the information to decode the values of the items.

Florentine
Requires One Handed Weaponry
3 Build

Many Bards find it beneficial to wield two weapons at a time. This ability allows exactlyrthegntine allows the
wielder to use both a-ianded size and a small weapon at the same time. They may use both weapons in both an offens
and defensive manner.
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Florentine Master
Requires Florentine
4 Build
Once theBardhas mastered the skills of fighting with a 1 handed weapon and a small weapon, they may move ¢
fighting with a pair ofonehanded weapons. These weapons may be used both offensively and defensively.

Florentine Proficiency |, Il
Requires Equal Weapd?roficiency
4, 5Build
This skill will allow the Bard to wield a weapon in his second hand for 1 extra point of damage. The available
weapons are smand onehanded.

Literacy

2 Build
This skill grants a character to the ability to read and write thevamn language.

Mana

Manais the power that every character possesses that may be used to cast spells. The dMaoaat pérson
possesses determines the size Mafaritdad adhatrhet pl dpangp o6 w
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Meditate
4 Build
This skill allows for the caster to spend 5 minutes in deep concentration, during which the caster may use no in

skills. Any disruption, including talking, Wds this skill use and it must be restartééphon completing meditation, the caster
regains thvlanaof all spells that missed within the last half hour.

Missile Master
4 Build

Training in this art will allow the Bard the ability to use any ranged weapmm bow, to crossbow, to throwing
axes, to even the simplest stones this training covers it all.

One-Handed Weaponry

3 Build

This skill will allow the Bard to use any of@nded weapon3his will not allow the use of Bastard weapons such
as Bastar®words and Spears.

Performer
Requires Plot Approval (Audition)
5 Build

I nspiration is the Bardbés greatest achievement, bl
This skill is the first that a Bard must learn so he may t&iteand soothe others. The performance given by the Bard may b
any type of performance that entertains. Any talent t
Guild and Rules Marshals. A performance must target an audietwe of more people and the points expended from the
Bardbés pools are based upon the audience size, not th
the Bard a starting 10 points in either Vigor PooMamaPool, or 50 points iEssence Pool. These points do not count

towards build costs when buying points from the pools

Pick Pocket
RequiresConceal Item
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6 Build

What easier way to obtain wealth, than to just let someone else do all the work and let it fall out of thearbcket
into yours? This skill allows just that. Using a black clothespin to mark the pouch or pocket picked, the Bard canesteal ar
from it. The clothespin must remain in place for at least 15 seconds for the pick to be successful. At that timerrtag Bard
send someone out of game to request an item from the target. The Bard may specify a general type of item (i.e. Coin, g
ring, and vial) but if it is not available, a random item was pilfered.

Teach
Requires Plot Approval
0 Build

This ability will allow a person to teach any skill that they know. Higher skills and lists as well as hidden subclass
cannot be taught. A player with this ability may teach a class, however, such things as Baptisms, creation of Mystic crys
etc., are skills that residm hidden or higher lists and cannot be bestowed or created. Lost lore can be taught once learne
To learn this skill, the Bard mubt approved by plot and be knowledgeable in the rules for Bard.

Utilize Component

3 Build

Scattered throughout the laate various magical herbs and plants. These can be harvested tiyaracterThe
most common type of nodes contains support components, which take the plsrgahd Vigor. To usea componenta
character with this skill must spend one minute péntgo absorb thd&lanaor Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at the end of a standargekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

Weapon Proficiencyl, Il
Requires Weapon Skill
10, 12Build

This skill will allow the Bard to wield his weapon for 1 extra point of damage. Each purchase of this skill will add
point to a certain type of weapon. The available types of weapons are small wéapamded weapon2 handed weapons,
and rangedThe build cost is for each type of weaplinhe Bard were using a bastard weapon, the proficiencies in the style
they are using it in (1 or 2 handed) would apply. The build cost progression is for each type of weapon.

Bard Vigor Skills

Block
Requires Weapon or Shield Skill
3 Build
3 Vigor
This skill will stop any one physical strike that hits the player that is not delivered from behind. This skill may be
used in conjunction with a weapon.

Bypass Armor
Requires WeapoRroficiency |
3 Build
2 Vigor
This strike will allow a Bard to find their target
strike. This skill may not be used in conjunction with any damage enhancing effects.

Conceal ltem
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3 Build
1 Vigor

Using this skill, a Bard can hide an item being searched for. It will delay an item from being found for 1 minute.
This will only work for an item of fist size or snell
concealrent. This skill may be used in succession to maintain concealment.

Disarm
Requires Weapon Proficienty
2 Build
2 Vigor

There is no better way to make sure you win a batHt
To this end, Bards fmd ways to relieve a foe of their weapon in combat. By striking the arm that holds the weapon, they
able to knock the weapon to the ground. The target of this skill that just lost his weapon must drop it to the grouraf in fro
him. If the target isvielding a twehanded weapon, this will cause the target to remove that hand for 5 seconds.

Dodge
RequiresEscape Bonds
5 Build
4 Vigor

Bards have a combination of things working in their favor when trying to avoid the effects of an attack. Call it
nimbleness, a sixth sense for danger, or a highly developed sense of cowardice; most Bards have a knack of getting ou
way of danger infust the right moment. If any attack is delivered to anywhere but the back of the Bard, they may use this
skill to avoid it altogether. The person delivering the attack will still expend all appropriate points. This may notdreaused
trap.

Escape Bong
RequiresConceal Item
2 Build
1 Vigor
Every once in a while Bardwill find himself in the position of having been captured and constrained with physica
bonds. This skill will allow them to escape these bonds and go on their merry way.

Escape MagicaBonds

Requires Escape Bonds

3 Build

2 Vigor

This skill will allow theBardto escape binding effects as well as magical constraints. This will not allow escape from the
spell imprisonment

Pick Locks
RequiresConceal Item
1,2,2,3,3Build
1 Vigor perrank of the lock

Locks come in many types and complexities. Each rank of this skill allows the Bard to open a lock of a slightly n
complex nature. When a Bard sits to open a lock, they determine the rank that they believe it to be and spend an amoui
vigor equal to that rank. After 15 seconds per rank that they chose they may then check the marshal notes for the actua
of the lock. If the lock was equal or lower in rank than what they chose, the lock opens. If not, it remains closed.if\t times
may be possible for a second Bard or Rogue to assist opening an extremely complex lock. Another Bard or Rogue with
Pick Locks skill (min rank 1) may increase the skill of the Bard attempting to open a lock. To do this, they each must spe
the amounbf vigor equal to the rank that they guess. With the two working together, this guessed number may be up to
rank higher than the primary Bard. A Bard can attempt to naturally pick any lock for 1vigor. While picking a lock a Bard v
gain knowledge of #rank.

Retain
Requires WeapoRroficiency
3 Build
1 Vigor
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This ability allows a Bard to hold onto the only thing keeping them alive when an effect attempts to disarm them
This will stop both physical and magical effects that would cause a rogue tthdnoweapon. However, this will not stop or
allow a hold to be called if a Bard drops their weapon or is naturally disarmed (not using a skill or spell).

Stun

Requires Weapon Skill

3 Build

2 Vigor

Striking the enemy in just the right part of the tunic area will daze them just long enough for an extra attack or two. By
striking the target in the tunic area, they will become stunned for 5 seconds. During this time they may not attack, call
defensive kills, however they may defend normalliny successful attack will break this effect. Any active abilities will
continue as normal. This blow must be landed in the tunic area.

Bard Performance Skills
Purchasing a secoriterformance skill reduces the performance time from 30 to 20 seconds. A third performance skill will
reduce that time even further to only 10 seconds.

Empathic Performance

Requires Performer

3 Build

For each 30 seconds that the Bard performs this typerédrmance, anyone watching can be healed 1 point of essence.

Magical Performance

Requires Performer

3 Build

For each 30 seconds that the Bard performs this type of performance, anyone watching will recover Mpoiat of

Motivating Performance

Requres Performer

3 Build

For each 30 seconds that the Bard performs this type of performance, anyone watching will recover 1 point of Vigor.

Purifying Performance

RequiresAny OtherPerformanceskill

6 Build

This will restore 1 point of aggravated damad@ pool the bard can restofenhis restoration wilheall aggravatedamage
for 3 pointsof performancéiealing.

Essence Pool
Requires Performer, Empathic Performance
This is the pool used to restore Essence to another during performance.

Mana Pool
Requires Performer, Motivating Performance
This is the pool used to restdvanato another during performance.

Vigor Pool
Requires Performer, Magical Performance
This is the pool used to restore Vigor to another during performance.

The following is tke build cost for all 3 Pools:
1 Build per 4 Pool Pointgp to100

Bard Battle Performances

Anthem of Arms




RequiresPerformance and 5" Rank Bard Spell
5 Build
1 Vigor, 1 Mana, 1 Essence

This performance grants the Bard the capability to boost treafiitof combatants. This performance grants those
the Bard perceives as friends with a +1 damage enhancement to their weapon calls. This damage enhancement does r
with other spells or effects that grant damage bonus.
Duration: Invoked/ 5 Minutes6 Hours

Bard Spells

1st Rank Spells

2 Build Each
1 Manaper Casting

Call Forth a Light

This spell will allow the Bard to create a colored light of their choosing. This light will last as long as the Bard
wishes or until 6 hours.
Duration: 6 hours or Until Light turned off

Charm Your Mind

This will charm the target to treat the caster as someone not to be harmed. It will not cause the target to do anyi
out of their nature but only the caster is considered an ally. The target is not required to follow any commands. Witlis spe
breakif the caster attacks the target. Tisi mind effect.

Duration: 30 Minute

Lull You to Sleep

This spell will drop the targdtinconsciousFor the duration of this spell, any physical contact with the sleeping
personébés body or weaim.Jlenargét mist drop dodn)at least to L kneesbéfae rising. This includes ¢
kinds of damage including the start of a killing blow. This spell will only work on conscious tafigessis a mind effect.
Duration: 1 Minute

Stunning Shout

Some Bard have the capability to shake the very soul of men with their songs. This spell allows the Bard to Stur
Target for 5 Seconds. During this time they may not attack, call defensive skills, however they may defend normally. Any
successful attack will breahis effect. Any active abilities will continue as normal.
Duration: 5 Seconds

2nd Rank Spells

3 Build Each
2 Manaper Casting

Cast You Away

This spell will throw the target back 10 feet away from them. This does not mean that the target musiamove to
place 10 feet from the caster, but rather 10 additional feet away from him. As soon as the target moves that distagce the
move freely.

Duration: Instant

Create a Sonic Shield

This spell grants the target a shield that may be invoked to whenrtheufers a physical strike that will affect the
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weapon that struck them with a shatter weapon effect. This effect occurs after the strike hits the bard, and the hard take
damage or effect delivered by the weapon.
Duration: 6 Hours/ invoked

Disarm You

This Spell will cause the target to drop any weapon that they are holding in one hand to the ground. The target ¢
Spell may not pick up the weapon for 5 seconds.
Duration: 5 seconds

Grant a Heal

This spell allows the Bard to cure a target¥orEssence. This spell will not allow the target to exceed their
maximum essence.
Duration: Instant

3rd Rank Spells

4 Build Each
3 Manaper Casting

Knock

This will allow a Bard to unlock a rankdr 2lock instantly.
Duration: Instant

Shatter Your Weapon

Using a flow of sheer magic, a Bard is able to destroy a weapon of any size from the smallest thrown weapon t¢
greatest pole arm. This spell however will not affect a shield. Any weapon destroyed in this way is completely useless. A
weapon withan active enchantment on it cannot be shattered through use of this spell.
Duration: Instant

Sonic Blast

This spell will inflict 15 points of magic damage to the target.
Duration: Instant

War Cry

This spell grants the Barcdbharmor that is nomepairdle. This is the first armor lost in combat.
Duration: 6 Hours

4th Rank Spells

5 Build Each
4 Manaper Casting

Cause You Terror

This spell causes the target to flee the bard until line of sight has been broken for at least 10 $atoisds.mind
effect.
Duration: 10 seconds of broken line of sight

Greater Knock

This spell will allow the bard to unlock a raBlor 4 Lock instantly
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Duration: Instant
Hold You in Trance

This Spell will allow the Bard to hold their target in studrstate for an extended period of time. As long as the
Bard holds his arms out towards the target, that target may not cast, fight, defend, or move. If either the Bard tighe targ
damaged, the Spell is broken. This duration will not last for more3@aninutes.This is a mind effect.
Duration: 30 Minutes / Until Bard Lowers Arms

Slow Your Weapon
This Spell will slow the rate at which their target may attack. If affected, the target may only swing a weapon on(

every 5 seconds. For those with thee of Florentine only one attack may be used every 5 seconds regardless of the weag
Duration: 1 Minute

5th Rank Spells

6 Build Each
5 Manaper Casting

Hysteria

This will cause the target talf to the ground on both knees, dropping anythindp@ir hands and cowerirfgr 30
seconds No skills may be used during this time and the target may not defend. This is a mind effect
Duration: 30 Seconds

Mimic Ability

This spell will allow the bard to use any nspell ability that he saw the targast use. The Bard must pay the cost
of the ability from his own vigor pool. This must be cast within 30 seconds of seeing the ability. They will hold the
knowledge of this ability for the next 30 Minutes.

Duration: 30 Minutes

Dead Caller

Rakustdisciples are known for deah magic and raising undeal to do their bidding. Their affinity with the deal
allows some Dead Callers able tosee and communicae with spirits, which is sometimes misinterpreted as the Dead call er
speakng to themselves.

Rakus is the eldest of the Gods of Ya'Ria. He was created by the fear all creatures have of life's end. He was tri
into giving heroes multiple chances at life by his sibling Syndiliss. The terms of their bet have never been told, Bg Synd
has beetarred from the NetherRealm ever since. Rakus cannot walk the world as his very touch corrupts Ya'Ria. He all
spirits to be pulled from the NetherRealm by dead callers. This maintains the fear that he thrives on. He does noteondo
creation of pananent undead as those souls slip his judgment.

Base Essnce: 8
Armor Use: Ledher

Dea Caller Base Kills

Skill | Build Cost Prerequisites




Commune with Spirits

None

Concentration

5 Rank Dead Caller Spell

Consecration

5t RankDead Caller Rual

Dagger

None

Dea Cdller Ritual

Literacy

Dea Caller Spdl
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Literacy

Death Lord

Requires Warden of the Dead

Essence

May Purchase once every odd level

Literacy

None

Mana

1 for 1 Build up to 50

Mana

1 for 2 Build up to 100

Meditate

None

Soul Gem

1stRark Dead Caller Ritud

Soul Hook

Soul Hook

Staves

None

Summoner

Requires Ritual: Summon Zombie

Teach

*Plot approval

Utili ze Component

None

Vigor

1 for 1 Build up to 50

Vigor

1 for 2 Build up to 100

Warden of the Dead

DOIN|FP|IWOWINWIW|AINIFRLINN Ok lOo~

Requires Summoner

Vigor Skills

Skill

Build Cost

Vigor

Cost

Prerequisites

Interrogate

5

1

None

Resist Interrogation

2

1

Interrogate

Dea Caller Spdls

Spell

Cantrip

Sliver of Death

15'Rark Spdls

Deted Unlife

Build Cost

ManaCost

Feign Deah

Grant Shield of the Virtuous

Hear Deat hds

Voi ce

Repd Undeal

Siphon Your Soul

Siphon Your Strength

2"d Rank Spells

Bestow Dedh's Grasp

Borrow Your Knowledge

Command Lesser Undeal

Grant Soul Shield

Shred Your Soul

Summon Skeleton

Turn Undead

34 Rank Spells

Command Undead
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Destroy Undead

Extend Your Service

Grant You the Blood of Rakus

Hed Unlife
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Siphon Your Might

Share Your Soul

4™ Rank Spells

Borrow Your Skill

Creae aBanier of Undeah

Creae a Deah Tether

Purge The Dead

Summon Deah's Exhaugion

Summon a Keletal Champion

5" Rark Spdls

Command Greaer Undea

Grant Knowledge of theAges

Ravage the Dead

Spirit Tether

Swallow Your Soul

Ded Caller Rituals

Ritual

1stRark Rituals

DeahArmor

Use Cost

1 Mang 1Vigor, 1 Esene

Ritual of Deah

1 Mang 1Vigor, 1 Esene

Zombie Summoning

24 Rank Ritua's

Ghoul Summoning

1 Mang 1Vigor, 1 Esene

2 Mana 1Vigor, 1 Esene

Necromancy

2 Mana, 1 Vigor, 1 Essence

Render Soul

3d Rank Rituas

Banshee Summoning

2 Mana 1Vigor, 1 Esene

3 Mang 1Vigor, 1 Esene

Rakus's Touch

4" Rank Ritua's

Wraith Summoning

3 Mang 1Vigor, 1 Esene

4 Mana 2 Vigor, 2 Esene

Nether Weapm

5% Rank Rituals

Mummy Summoning

4 Mana 2 Vigor, 2 Esene

5 Mana 2 Vigor, 2 Esene

Séance

5 Mang 2 Vigor, 2 Esene

DeadCaller Base Skills

Commune with Spirits

4 Build

This skill all owsthe Dead Caller to spe& with a spirit. Only the Dead Caller may hear what the spirit says. The
spirit will whisper its arswers so that only the Dead Call er can hea them. The spirit cannot be forced to answer, or answer

truthfully.

Concentration
Requires % Rank Dead Caller Spell
5 Build

Your powers of concentration are so great you are able to maniMdatand energies even while sustaining

essence damage. This spell allows you to continue casting your spell even if you are struck for essence damage during

incanting of a spell.

Consecration
Requires % RankDead CalleRitual




5 Build

Through a long and detailed ritual that must involve a series of specific components including candles and incel

the priest may dedicate a location to Rakus making it holy ground to the Ddhepa. This ritual takes at least one hour
and may only be cast after a series of dedications to the pantheon at that location.

Dagger

1 Build
This ability will allow the user to use dagger type weaponry.

Dead Caller Ritual
Requires Literacy
3,4,5, 6, 7Build

This represents the ahli ty of the Dead Caller to cast ritua type spdls. Rituds require an amount of Manaequa to
the rark of theritual. All rank 1-3 rituals also require 1Essence and 1 Vigor from the caster. All rank 4 and 5 rituals require 2
Essence and 2 Vigor. If aritual requires multiple peoge to cast, the people aiding must be bagtized to one of the Elder Gods.
That person must also be preparel to donate Essence, Vigor and/or Mana Rituals also take 1 minute per rank to perform.
Essene, Vigor, and Manaused in the casting of a Ritud is an Aggravated loss and cannot be restored for 6 hours.

Dead Caller Spell
Requires Literacy
2,3,4,5,6Build
This is the representation of the Dead Caller & ability to lean and cast spdls. For each purchase of this skill, the
Dea Caller learrs one spdl of the rank purchased The cog of the spdls is Rank of the spdl +1 in Build.

Death Lord
Requires Warden of the Dead
9 Build
This skill grants knowledge of multiple unique abilities that modify undead summoned by the Dead Caller. Thesaypells
cast as part of the ritual summoning of the undead minion by paying the additional mana cost of the spell with the.ritual cost
Incant T Al Draw Upon Rakus Redm Eternal to é0

Bestow Teachings of the Known World

3 Mana

This spdl will grant aminion any spell that the Deal Caller has been trained inevenif it is not of the Dead caller teachings.
Furthermore, the Dead Call er may also grart the knowledge of a scrall to his minion, if the scrall is not of another PantheoriThis will
expend the scroll in the granting of the sp&llhen bestowed, the Deal Call er may also give its credion up to 40 Manafrom their podl.
When theduration of this spell is over, the Dead Caller gains back the lost spell, but any mana transferred to the minibihis lost.
undead creation cannot normally speak, speech must also be bestowed for this spell to work. This can be used withyibigrBorrow
Knowledge spell.

Duration: End of Summoning

Bestow Rakus' Servant

3 Mana

This spell, when cast on a Dead Callero6s minion, wi fdr |
its beloved master. The servant must be within 5 feet of the caster for this to work. This will stop either a spellabagthggicThe Dead
Caller will always determine what attack is intercepted.

Duration: End of Summoning / 2 Charges

Grant Endless Death

3 Mana

This spell, when cast on a Dead Call er 6s mi ni0oThisis ehoséenl
upon the casting of this spell. This spell may only be cast during the summoning of the Undead.

Duration: End of Summoning

Grant You My Blessings

3 Mana

This spell will allow the Dead Caller to transfer a creature of his makingraaly/leneficial effects that are currently on the
Dead Caller, be they active or invoked. The duration of the effects is the same as it was on the original target. étt tthe dunghtion of
the Minion, all effects transferred are lost.

Duration: Speail
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1 Essence

2 Build

Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect or by a weapon, their body takes injuries and their stamina goes down. Essence represents the amount of d
that a body magake before falling in deathDead Callers start with abase of 6 Essenceand maypurchase an additional
essenceat every odd level starting at first

Literacy

2 Build
This skill will all ow the Dead Caller to read and write the common language.

Mana

Manais the power that every character possesses that may be used to cast spells. The dMaoaat pérson
possesses determines the size Mafaritd@as ahatrhet pl dManagp O w
cost increases as folvs:

(17 50) 1 build each

(517 100) 2 build each
Meditate

4 Build

This skill allows for the caster to spend 5 minutes in deep concentration, during which the caster may use no in
skills. Any disruption, including talking, voids this skill use ahthust be restarted. Upon completing meditation, the caster
regains theManaof all spells that missed within the last half hour.

Soul Gem
Requiresls Rank Dead Caller Ritual
3 Build
This ability allows the Dead Caller to target a willing ally with an undead summoning ritual.

Soul Hook
RequiresSoul Hook
3 Build
This ability allowsthe Dead Caller to forcibly raise an unwil ling target as ther minion. A Dead Caller may only
have one forcibly raised minion at a ime.

Staves

2 Build
This skill will alow the Dead cdl er the abili ty to use Staff weapms

Summoner
Requires Ritual: Zombie Summoning
3 Build
This skill grants knowledge of multiple unique abilities that modify undead summoned by the Dead Caller. These spells may
cast as part of the ritual summoning of the undead minion by paying the additional mana cost of the spell with thé ritual cos
Incant 7 Al Draw Upon Rakus' Realm toé 0
Bestow Guise of the Living
1 Mana
This spell will allow any undead to appear as a living person. The undead will detect as alliViéet detection skills andffects
Duration: End of Summoning

Grant Armor of Death

1 Mana

This spell will gran points of norrepairable armor to an undead target.
Duration: 6 Hours

Grant Speech

ugh ¢
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1 Mana

This will give any undead the ability of speech. Any undead of the first 3 circles will only repeat what their credtenaid t
say whereas an Undead of circle 4 or higher has independent thought and may carry on full conversations without guittegice from
creators.

Duration: End of Summoning

Grant Speed to the Soulless

1 Mana

This spell will allow Dead Caller creationsnmve at a running pace no matter what speed they can normally move at. This do
not affect creatures that move at normal speed.

Duration: End of Summoning

Teach
Requires Plot Approval
0 Build

This ability will allow a person to teach anyskill thatthey know. Higher skills and lists aswell as hiddensubclasses
cannot be taight. A player with this ability may teacha class, however, such tingsasBaptisms creation ofMystic crystals
etc., areskills that reside onhiddenor higher lists and camot be bestowed or creaed. Lost lore canbetaught once leaned.
To learn thisskill the Dead Caller nust be approved by plot and be knowledgeable in his/her class.

Utilize Component

3 Build

Scattered throughout the land are various magical herbs and plae¢e. can be harvesteddayy characterThe
most common type of nodes contains support components, which take the plsreahd Vigor. To usea componenta
character with this skill must spend one minute per point to absoMahaor Vigor fromcomponent. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at the end of a standard weekend.

Vigor

Vigor is a measure gfhysical action that a player can make before becoming tired. It can be sometimes used to
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

Warden of the Dead
Requires Summoner
6 Build
This skill grantknowledge of multiple unique abilities that modify undead summoned by the Dead Caller. These spells may
cast as part of the ritual summoning of the undead minion by paying the additional mana cost of the spell with thé ritual cos

Best ow Ddumanhceds En

2 Mana

This spell, when cast on a Dead Ca lHssncdawl byiO.nmhisospe|l mayonly be i
cast during the summoning of the Undead.

Duration: End of Summoning

Bestow My Knowledge

2 Mana

This spell, wildl grant a Dead Callerds minion any Dead
knowledge upon a minion, the Dead Caller will lose use of that spell for the duration of this spell. When bestowed,Gh#dDeey
also give its creation up to 20 Mana from their own pool. When the duration of this spell is over, the Dead Caller gdiaddsadpell,
but any manna transferred to the minion is lost. If the undead creation cannot normally speak, speesth neusestowed for this spell to
work. This can be used with the Borrow your Knowledge spell.

Duration: End of Summoning

Grant Strength of Bone

2 Mana

Dead Callerés creations are known f or t heThisstrrigth tabnotheg pr
stacked with any other strength giving spell or effects. It will add to any natural strength of the creation.

Duration: End of Summoning
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Grant Vision of Death

2 Mana

This spell will allow the Dead Caller to see through the eyéssaminions. The Dead Caller is not granted this sight until his
minion reports it to him. Radios and video cameras are allowed for this if the Dead Caller decides to use them anbesupfflibet
Undead is killed, its spirit will report what hapmehto the Dead Caller.

Duration: End of Summoning

Dead Caller Vigor Skills

Interrogate

5 Build
1 Vigor

A Dead Caller can use various means to persuade a target to tell him what they want. After 1 minute, the mark m
truthfully answer any one yes/no question. This is a Mffett.

Resist Interrogation
Requires Interrogate
2 Build
1 Vigor

You know how to get into their mind, to break them down, to get them to say what you need to hear. Learning hc
to break a person down teaches you how to hold yourself together. Use of this skill allows you to either refuse to hnswe|
the call of 'Resisor give a false answer to the yes/no question from the Interrogate skill.

DeadCaller Spells

Cantrip

2 Build Each
0 Manaper Casting

Incart Al draw upon Rakus a Sliver of Deah, 1 Essenced

Deds 1point of Essene Damage.
Duration: Instant

This skill may not be purchased at charater credion. This skill may only be purchased if Dead Caller is your starting class
1stRank Spells

2 Build Each
1 Manaper Casting

Incant i il Draw Upon Rakus Realm toé 0
Deted Unlife

With this spdl, a Dead cdler may deted if a body is alive, dead, or undeal by making contad with it ard
concentrating for 5 seconds
Duration: 1 Hour

Feign Death

When this spell is invoked, the target who invoked it will fall unconscious. During this time, they are unable to te
damage and immune to killing blow, as if they were in the final stage of their death count, but are susceptible to inaving 1
head reroved and any effects that will affect the dead, including Necromancy. The invoker may end this spell at any tim
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moving of their own accord his spdl causeshe target to appea as dead to all detectionsAny detect or assess life skills
will determine that the target of this spell is dead. This spell is pre-cast and may be invoked within 6 hours.
Duration: 6 Hours/ Invoked / Until target moves on hisown or 1 hour

Grant Shield of the Virtuous

This spdl will allow the target to resist an attempt to be forcibly raised (via Soul Hook skill) by one target for 5
minutes. Once the 5 minutes have expired, that target can be forcibly raised. This spdl isinvoked auomaticdly by the first
person tha attempts toforcibly raise the target. This spell may be cast on living as well as undeal targets.

Duration: Invoked'6 Hours

Hear Deathédés Voice

This spdl alowsthe Dead Caller to grant the ability taped with a spirit. Only the targetCaller may hear what the
spirit says. The spirit will whisper its amnswers so that only the targetcan hea them. The spirit cannot be forced to answer, or
arswer truthfully.
Duration: 1 Hour

Repel Undead

There are some undead that do not regbecbead Callex. This spell will cause thendeado stay out ofnelee
weapono6s r essteriheDeadQallemustdirst call upon the powers and cast this spslwell as hit the target
with a spell packetThe target is then kept out of reach until 1 minute has passed.

Duration: 1 Minute

Siphon Your Soul

One of the many reasons Dead Call ers are widely feared is due to heir reputation to sted or harm aperson&
Essence This spdl allows a Dead Caller to ham a target for 5 Essence damage Furthermore, when the Dead Caller harms
their target, they steal some of the bengs Essence and use thisforce to hed themselves for 2 Essence. The target of this spell
that is harmed must be at a minimum of +1 essence for this spdl to work.

Duration: Instant

Siphon Your Strength

This spdl alowsthe Dead Caller to sted atarget® strength. The target will swing -1 damage while the Dead Caller
will swing for +1 damage. If the Dead Caller is in physical contact with an Undead under their command, they may transfer this +1
strength to their minion at the time of castiAgperson may not be drained be ow ability to swing 1 damage. The Dead Caller may
not combine strength gained in this way with any other strength giving effed or a Siphon Your Might spdll.
Duration: 1 Minute

2nd Rank Spdlls

3 Build Each
2 Manaper Casting

Incant i Al Draw Upon Rakus Realm toé o

Bestow Death's Grasp

The horrors of the graveanstop someore deal in their tracks. This spdl will cause the target to be pardyzed from
the waist down. This is a mind effect.
Duration: 1 Minute

Borrow Your Knowledge

This spél alowsthe Dead Caller to stea a spell from an unconscious being. The Dead Caller must know the name
of the spdl that they are targeting at the ime of casting. The Deal Call er must cast the spdl from his own Manapoad or
comporents. The poor person who has been the target of this spdl may only be under one of these at any giventime. The
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target of this spdl cannot use the given spdl while under the duration of this spdl
Duration: 30 Minutes

Command Lesser Undead

Dea Callersjust have away with the undead This spdl will allow the Dead Call er to conmand any lesser undead
The Dead Caller may only have one undead under their command at a ime from this spdll. A lesser undeal is a zombie or
skeleton.
Duration: 30 minutes

Grant Soul Shield

This spdl alowsthe target to negate any 1 attack that diredly damages their Essence. This will not stop a normal
spell or weapon blow that damages oneds Essence, only
Siphon Your Soul.

Duration: 6 Hours/ invoked

Shred Your Soul

This spell allows a Dead Caller to harrtagget for 10 essence damage. Furthermore, when the Dead Caller harms
their tar get, they steal some of the beings essence and use this force to heal themselves for 5 essence. The target har|
this spell must be at +1 essence for this spell to work
Duration: Instant

Turn Undead

Once hit by this spdl, any lesser undead (Zombie, Skeleton) must turn and flee for the duration of the spel until out
of line of sight of the caster. If they return to line of sight before the duration ends, they must flee again. If there isnowhere
to flee, they will cower in acomer, but still defend therrselves.

Duration: 1 Minute

Summon Skeleton

This spdl will allow the Dead Call er to raise afallen person as a skeleton. Being raised as an undead will stop the
person& death count. The deah count will resume where it left off at the end of the spdl's duration or when the undead is
killed
Duration: 30 Minutes

Skeleton Stats
Essnce: 20 Mana O Vigor: 14
Attadk: 2 with Long Claws or Base Damagewith weapmns
Deferses: None
Skills
One-Handed Weaparry, Shield, andMaster Florentine
Block (3 Vigor), Critical Strike (2 Vigor), Stun (2 Vigor)
Quialiti es
Mindlessi Undeal camot be affeded by mind effeds.
Cannot be dropped Unconscious
Staggered Gait | The Undeal cannot be completely stopped by a pin effed. The Undea will slow to half whatever speed he
was at when struck with these effects.
Tea Limb1 1 Vigor
After 30 secands a skeleton can tear a limb from an unmoving victim. The limb can be used to replace broken or
severed limbs. The limb can also be used to feed a zombie or ghoul, heding either for 5 Esence
Weaknesses
Takes +1 Melee/ +5 Spdl damage from Stoneeffeds.
Takes Double damage from SummorBane, Deah Bane, keletal Bane.
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3rd Rank Spell s

4 Build Each
3 Manaper Casting

Incant i fil Draw Upon Rakus Redm Eternal to €0

Command Undead

This spdl will allow the Deal Call er to command an undead target. The Dead Caller may only have one undeal
under their command at a ime from this spell. This spell will affed skeletal champions ghouls, and weaker undead
Duration: 30 minutes

Destroy Undead

This spdl does 20 Essence damage to trget undead creaure.
Duration: Instant

Extend Your Service

This spdl will exterd the life of a Dead Caller & minion for 30 minutes. This spdl will not affed minionsforced to
the Dead Caller & service unwillingly.
Duration: 30 Minutes

Grant You the Blood of Rakus

This spdl, when invoked, will allow the target to stop the eff ects of a single alchemy.
Duration: 6 Hours/ invoked

Heal Unlife

Creauresof deathget hurt too. This spell allows the Dead Caller to heal his undead creatons for 15Essence.
Duration: Instant

Siphon Your Might

This spell will stealthe very force ofits target. Thiswill allow the DeadCaller tostealhalf the damage thatits target
swingswith aweapon and use that forcehimself. A person may not bedrained bebw ability to swing 1 damage. The Dead
Caller may not combine the damage erhancement gained in this way with anyother damage enhancing dfect. The amount
that is stolen is always roundeddown. The poor person who has been the taget of this spell may only beunder ae of these at
anygiventime.

Duration: 1 Minute

Share Your Soul

This spell allows a DeadCaller to harm atargetfor 10Essence danage. kirthermore, when the DeadCaller harms
their target, they stealsome ofthe beng® esence ad use thisforce toheal people other than hemselves for 15 Essence.The
Dead Caller may hold the healing energy for up to &tmdsto detemine who heis healingbefore the energy is lost. The
target thatisto be danaged bythis spell must be ata minimum +1Essencefor thisspell to work. The DeadCaller may throw
a spell packet to redirectthe stolenessence. This spell will not heal undea.

Duration: Instant

4th Rank Spells

5 Build Each
4 Manaper Casting

Incant i fil Draw Upon Rakus RealmEternal to €0
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Borrow Your Skill

This spdl alowsthe Dead Caller to steal askill from an uncorscious being. If the skill requiresvigor to use, the
Dea Caller must use the skill from their own vigor pod. A Deal Caller may not sted any type of Weapa Proficiency or
knowledge of how to use aweapm. The target of this spdl may only be under one of these at any given time. The target of
this spdl cannot use the given ahili ty while under the duration of this spdll.
Duration: 30 Minutes

Create aBarrier to Undeath

This spdl will allow the Deal Call er to prevert ary lesser undeal from entering aroom. This barrier will remain
standing for ahalf hour or as long asthe Deal Caller kees his arm extended with the palm out, whichever isfirst. The Dead
Caller may move at a hed to toe rate while insde. If used in aroom where the Dead Caller camot see all ertrances, the
undea may enter but not come within line of sight of the Dead Caller.

Duration: 30 Minutes/ Until caster lowers am or falls unconscious

Create aDeath Tether

This spdl will alow the Dead Caller to summon into a target an undea that will remain dormart till such a ime
that the tar- get fallsto -1 Essence The Dead Caller must give the target all tags associated with the summoning and mark on
the tags wha undead was summoned The undeal spirit may have been given any benefcial Dead Caller spdl at this time,
but again, the tags must be given to the target with the name of the spdl written on them. Those spells may not be used until
the spirit is invoked At the end of this spdl, the target will continue a death count from the point where it was left off at. If
the Dead Caller is using aritual undead, the Dead Caller must perform the ritual like normal after this spell has been cast.
Duration: Invoked / 6 Hours

Purge the Dead

The Dead Caller holds high afocus or relic of Rakus (must be phys-repped reconmended it contains a light so it
may be seen at night); For aslong as the dead cdl er uses one hand to lift the relic above his/her heal, no undead may enter
within 10 fed of therelic. Every 10 secands, the Dead Call er must shout out fiPurge the Dead o The caster may only walk at
a hed-to-toe rate, but may cast other spdls (except for other chameled spdls (i.e. Ravage Undead
Duration: 10 minutes/ caster lowers focus

Summon Death's Exhaustion

This spdl will harm the target for 5 points of Vigor.
Duration: Instant

Summon a Skeletal Champion

This spél alowsthe Dead Caller to raise afallen person as a powerful skeleton. Being raised as an undeal will stop
the person& deah count. The dedh count will resume where it left off at the end of the spdl's duration or when the undead is
killed The Dead cdler chooses between the Champion or Arcanist upon casting
Duration: 5 Minutes

Skeletal Champion

Essence: 40 Mana 0 Vigor: 30

Attadk: 5 with Claws/ Base +3 with weapors

Defenses: Soak 2

Skills

Weapa Master, Master Florertine, and Shield

Block (3 Vigor), Break Limb (3 Vigor), Critical Strike (3 Vigor), Power Strike (5 Vigor), Stun (2 Vigor)
Strength +3

Quialiti es

Mindlessi Undeal camot be affeded by mind effeds.




Cannot be dropped Unconscious
Staggered Gait | The Undeal cannot be completely stopped by apin effed. The Undea will sow to half whatever speed he
was at when struck with these effects
Tea Limbi 1 Vigor
After 30 secands a skeleton can tear a imb from an unmoving victim. The limb can be used to replace broken or
severed limbs. The limb can also be used to feed a zombie or ghoul, heding either for 5 Esence
Weaknesses
Takes +1 Melee/ +5 Spdl damage from Stoneeffeds.
Takes Double damage from SummorBane, Deah Bane, keletal Bane.

Skeletal Arcanist

Essence: 15Mana 30 Vigor: 5

Attadk: 2 with Long Claws

Spells

fiBy the will of Rakusé 0

Crede a Sword of ShadowsT 1 Mana

DimYour Visioni 2 Mana

Return Your Damage1 1 Mana

Slow Your Weapm i 3 Mana

Summon a Scarring Light i 2 Mana

Ritual of Shampnessi 1 Mang 1 Vigor, 1 Essence

Grants +1 damage tobladed weapon for 6hrs/30 min invoked
Ritual of Augmentationi 2 Mang 1 Vigor, 1 Essene

This Ritua will grart the Target 5 hedale Essence Duration: 6 Hours

Qualiti es
Mindlessi Undeal camot be affeded by mind effeds.
Staggered Gait | The Undeal cannot be completely stopped by apin effed. The Undea will sow to half whatever speed he
was at when struck with these effects.
Cannot be dropped Unconscious
Tea Limb 1 1 Vigor
After 30 secands a skeleton can tear a limb from an unmoving victim. The limb can be used to replace broken or
severed limbs. The limb can also be used to feed a zombie or ghoul, heding either for 5 Essnce
Weaknesses
Takes +1 Melee/ +5 Spdl damage from Stoneeffeds.
Takes Double damage from SummorBane, Deah Bane, Skeletal Bane.

5th Rank Spdlls

6 Build Each
5 Manaper Casting

Incant i fil Break the Cyde of Life and Deah Eternal to €0

Command Greater Undead

This spdl will allow the Dead Call er to command the undeal target. The Dead Caller may only have one undeal
under their command at a ime from this spell. This spell will affed. Wraiths, Banshees, and weaker undead.
Duration: 30 minutes

Grant Knowledge of theAges
This spdl alowsthe Dead Caller to stea askill from an uncorscious being and trarsfer it to andher target. If the
skill requires vigor to use, the target must use the skill from their vigor pool or components. A Dead Call er may not sted ary

type of Weapa Proficiency or knowledge of how to use aweagon. The poor person who has been the target of this spdl may
only be under one of these at any given time. The person who has had a skill stolen cannot use that skill for the duration of
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this spdl.
Duration: 30 Minutes

Ravage the Dead

Once cadt, the Dead Call er can chamel forth the raw power of Rakus' Realm and hurl it at undead for 10 damage for
aslong as the caster continues to chant the incant and keeys his/ her feet planted on the ground. The incant is fil Brek the
Cycle of Life and Deah Unerding and Eternal to Ravage Undeal 10 damage Ravage Undeal 10 damage Ravage Undeal
10 damage 0
Duration: Until caster moves their feet

Spirit Tether

All beneficial spells or rituals that the target had upon them at deah will remain after resurredion.
Duration: 6 Hours/ Invoked when target resurreds

Swall ow Your Soul

This spell alows a Dead Call er to harm atarget for 20 essence damage. Furthermore, when the Dead Caller harms
their target, they sted some of the beings essene and use this force tohed themselves for 12 essence The target harmed by
this spdl must be at +1 essence for this spdl to work.

Duration: ingant

Dead Caller Rituals

For All Summoning RitualsRitual Summons are unable to speak of their @i only able to utter the invocations of

magic. During the Ritual Summoning, appropriate makeup and costuming is applied. If the Summon is not properly rep
with a visibly identifiable difference, then the ritual failsll undead summons are stdfjuipped with their worn gear, but

will not use special items without direction.

1stRank Rituals

3 Build Each
1 Mana 1 Vigor, 1 Essnce per Casting

Death Ar mor

Deal Callers are renowned for their intimacy with aswell as control over deah. This ritual, allows the target of this
ritual to absorb akilling blow without acudly being forced into the criti cal stage of their deah count. The killing blow will
have no effect. If the dead caller has Feign Death active, the killing blow will restore the Dead Caller to 0 Essence and
invoke Feign DeathThiswill not stop decaptation effects, having your heat ripped out, or other life aking effeds. This
will only stop one killi ng blow and will work on both the living as well as undead
Duration: 6 Hours

Ritual of Death

For every killing blow that a Deal Call er performs successfully, the Dead Call er may choose togain one esence,
vigor, or Manaback to their poadl. A Dead Caller may not exceed ther total maximum power or life through this Ritual. The
Dead Caller may choose eadh time wha they will regain.

Duration: 6 Hours

Zombie Summoning

Ded Callers are known by everyone for one thing, and that is their ahlity to make the dead walk the Earth again.
This ritud will allow the Dead Caller to do jud that.
Duration: 2 Hours




Zombie
Undead MaskDisheveled Clothing. Short Black Claws as weapms
Essence: 20 Mana 0 Vigor: 8
Attadk: 2 Normal with short claws
Deferses: Soak 3
Skills
Stun (2 Vigor)
Qualities
Devour i Heds 10 Esence after devouring an unconscious victim for 30 secands. Counts as aKilling Blow. A target
devoured by a zombie will rise as a Zombie, this new zombie has no master and will attack the nearest living thing until
dies or the effect ends (1 Hour).
Tea Limb 1 1Vigor
After 30 secands azombiecan tear a limb from an unmoving victim. The limb can be used to replace broken or
severed limbs. The limb can also be used to feed a zombie or ghoul, heding either for 5 Esence
Mindless - Undead cannot be affected by mind effeds.
Shambling Gait i Camot run, may groan but may not spe&.
Staggered Gait | The Undeal cannot be completely stopped by apin effed. The Undeal will slow to half whatever
speal he was at when struck with these effects.
Cannot be dropped Unconscious
Immune to Alchemyand Healing
Weaknesses
Takes +1 Meled+5 Spell Damage from Flame effeds

The target of this ritual must be at any stage of their death count. Beginning to cast this ritual will stop the perso
death count for the duration of the ritualcouwmtaThe deathg . B
count will resume where it left off at the end of the spell's duration or when the undead is brought to 0 essence, which e
the ritual.

2ndRank Rituals

4 Build Each
2 Mana 1Vigor, 1 Essence per Casting

Ghoul Summoning

This Ritual alowsthe Dea Caller to raise afalen person as a Ghoul. Being raised as an undeal will stop the
person& deah court. The death count will resume whelre it |eft off at the end of the spdl’'s duration or when the undea is
killed
This may only be castnce per tag ring.

Duration: 2 Hours

Ghoul Stats

Undead MaskDisheveled clothing

Essence: 45 Mana 0 Vigor: 0

Attad: 3 Normal with Long Claws (4 Normal From Behind)

Deferses. None

Skills

Block (3 Essence)Critica Strike (3 Essence)isarm (2 Essence)Stun (2 Essence)Waylay (4 Essence)

Back Stad

Claw Proficiencyl

Quialiti es

Mindless - Undea camot be affeaed by mind effeds.

Cannot be dropped Unconscious

Staggered Gait - The Undeal cannot be completely stopped by apin effed. The Undea will slow to half whatever speed he

was at when struck with these effects.

Drink Blood - Can absorb essence on contad with an unmoving target at arate of 1 essence every 3 countsecands. il dr i n
your blood 1, | dr i nk yrbiscanbeudedtmbdost the ghould BEssenceker ity maximummét m o d
exceal double. Not usabe against undead.
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Blood Bond - Gain any oneradal and all adive alchemy for any target thatis drained for at least 10 Essence.

Devour - Heds 10 Essence after devouring an unconscious victim for 30 secands. Counts as aKilling Blow.

Tea Limb1 1 Essence

After 30 secands aghoulcan tear a limb from an unmoving victim. The limb can be used to replace broken or severed limbs.
The limb can aso be used to feed a zombie or ghoul, heding either for 5 Esence

Immune to Healingind Waylay

Weaknesses
Takes +1 Meled+5 Spell Damage from Flame eff eds.

The target of this ritual must be at any stage of their death count. Beginning to cast this ritual will stop the perso
death count for the duration of the ritual casting. B
count willresume where it left off at the end of the spell's duration or when the undead is brought to 0 essence, which et
the ritual.

Render Soul

This Ritual will change the caster or a target's creaure type to Undeal. Thiswill allow a Deal Caller to cast undeal
erhandng spdlsor Rituals on the target. If the duration of the Deal Caller effed is until the end of summoning, it will last
for 1 hour.

Duration: 6 Hours

Ritual of Necromancy

The Dead Caller performs this ritual in order to delve deep into the mind of a deceased sentient creature. In ord
this ritual to work, the target of the ritual must be either fully deceased or within the critical stage of its deatBtewtimg
this ritual will prevent the spirit from leaving the body until the ritual duration eAtithe completion of this ritual, the
Dead Caller may ask the target of the ritual three questions in which the target must answer to the best of its ability. The
target cannot be forced to reveal which deity they worship. The answers to these questions are heard by the Dead Calle
anyone in the area with the ability to Commune with Spirits. Attmapletonof t he ri tual , theadda
effect,as the Dead Caller mudéal such damage to the corpse that it may not be raised without prepdrédiaiso of note
that this ritual is considered to cause a tremendous amount of existential pain to the spirit of the target. Angbserwim
the iitual will bear witness to this.
Duration: 10 Minutes

3rd Rank Rituals

5 Build Each
3 Mana 1Vigor, 1 Essence per Casting

Banshee Summoning

This Ritual will alow the Dead Call er to summon forth the spirit of a Banshee. This may only be cast once pgag
ring.
Duration: 2 Hours

Banshee Stats

White Tabardand white faces.
Essnce: 30 Mana 25 Vigor: 0
Attadk: 2 Essencavith ShortClaws
Deferses; Minimal from Normal
Skills

None

Spells

By the wild of Rakus |
ChamYoui 1 Mana

Command Lesser Undeali 1 Mana

for

and
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Make You Quiet i 2 Mana
Shred Your Soul i 2 Mana
ABy the will and cal/l of Rakus |
Creae aWall of Shadavsi 3 Mana
Hold YouinThrall i 3 Mana
Qualiti es
Banshee Wail i 1 Mana
TheBarsteewailsc al | i ng o ut andtiBews & spaedhacke\@atheir targetThe target will be stunned for
30 semnds. Only one person may be affected by this spdl at a ime. Any type of offensive attadck will end this effed.
Drink SouliWhi |l e the Banshee has a target in thrall, they r
Manad upon the target of t heManaardhestads the bansfiebanaup o doahlethe t h e
banshaexendm. m
Cannot be dropped Unconscious
Immune to Alchemy, Healing,Mind effecting, Strength Seding, Binding, Break Limb, and Sever Lintffeds

Weaknesses
Takes +1 Melee/ +5 Spdl damage from Silver effects.

The target of this ritual must be at astpge of their death count. Beginning to cast this ritual will stop the person's
death count for the duration of the ritual casting. B
count will resume where it left off at the end bétspell's duration or when the undead is brought to 0 essence, which ends
the ritual.

Rakus's Touch
The Dead Caller & long asciation with the Lord of Pain and Deah has armored him from harm. This ritual will

proted the caster from any 1 numericatlamage attacK his ritual may not be invoked to stop a surprise attack.
Duration: 6 hours/ Invoked

4th Rank Rituals

6 Build Each
4 Mana 2 Vigor, 2 Essence per Casting

Ritual of Nether Wegpon

This ritual will allow aweapon to be enchanted in such away that it will swing for Essence damage. Essence
damage isnot stopped by armor but diredly affects the target& Essene total. The weapa aso becomes unbreakalle for the
duration of the ritual.

Duration: 30 Minutes

Wraith Summoning

All owsthe Deal Caller to summon aWraith. This may only be cast once per tag ring.
Duration: 2 Hours

Wraith Stats

Black Tabardand hood

Esence: 50 Mana 10 Vigor: 20

Attad: 3 Essence with long claws (5 Essence From Behind)
Deferses: Minimal from Normal

Skills

Dodge (4 Vigor), Resist Stun (1 Vigor), Waylay (4 Vigor)
Back Stadl

+1 Strength

Quialiti es




Possessioni 3 Mana

This ability may only be used 3 times per summoning. The wraith hits a target with a packet. If the possession takes
place the Wraith becomes a spir@tontained in the targetfor 1 minute or until the target islropped The wraith will dictate
verbally how to fight any opponents andthe target must use the skills that the wraith dictates. The target must fight to the
best of their akility, but doesnot have tocdl skills unless direaed to do so by the wraith. This is a Mindeffect.
Touch of Deathi 1 Mana

This is aclaw cast spell that must strike the target in the tunic area Target must drop to aknee and shiver for 30
semnds dropping anything in their hands and unable to move or defend@laking damage will end this effect
Cannot be dropped Unconscious
Immune to Alchemy, Healing,Mind effecting, Strength Seding, Binding, Break Limb, and Sever Lintffeds
Weaknesses
Takes +1 Melee/ +5 Spdl damage from Silver effects.
Takes Double damage from Light.

The target of this ritual must be at any stage of their death count. Beginning to cast this ritual will stop the perso
death count for the duration of the ritual casting. Being raised as an unde&d| stop the personoés
count will resume where it left off at the end of the spell's duration or when the undead is brought to 0 essence, which e
the ritual.

5th Rank Rituals

3 Build Each
5 Mang 2 Vigor, 2 Essnce per Casting

M ummy Summoning
This Ritual will summon a Mummy into the service of the Dead Caller. This may only be cast once per tag ring.
Duration: 2 Hours

Mummy Stats

Essnce: 60 Mana 20 Vigor: 20

Attadk: 5 Normalwith Claws

Deferse: Soak 3

Skills

Block (3 Vigor), Parry (5 Vigor)

+3 Strength

Spells

fiFrom theAndent Darkness1é 0

PinYoui 1 Mana

Shred Your Soul i 2 Mana

AFrom the depths of the Ancient Darkness | éo

Slow your Speech 3 Mana

Cause you Terrdr 4 Mana

Qualiti es

Choke - Contad to the tunic areawith BOTH claws (one at atime, damage can be cdl ed with both), and target is now
paralyzedand may not ad or move Aslong as both claws arein contad, 1 damage isdedt per second (stated as choke 1
damage) healing the mummy for 1 essence per invocaion. This can be used to boost the ghoul &ssence@ver its maximum,
not to exceal double. The claws cannot be removed from the target witkontc e e di ng t he tdhredkithg 6 s ¢
effect This can be achieved laynumber of additiongdeoplee qu al t o t he Miing uppritise tasyet of¢ha g t
choke, each +1 strength the group has reduces the number of additional people required.

Command Lesser UndeadCan command Skeletons and Zombies by voice. Though unable to speak normisilymtimg
can issue basic commands to lesser undead.

Cannot be dropped Unconscious

Immune to Alchemy, Healing, Strength StealingandMind Effects.

Weaknesses

Takes +1 Melee/ +5 Spdl damage from Flame Effeds.




The target of this ritual must be at astage of their death count. Beginning to cast this ritual will stop the person's

death count for

dur at i

on of the ritual

cast.i

ng. B

count will resume where it left off at the end bétspell's duration or when the undead is brought to 0 essence, which ends

the ritual.

Séance

This ritual will allow a Deal Caller to channel a spirit so that an entire room may interad with it. The spirit camot

be forced to arswer asummons nor foreed to tell the truth. The Dead Call er will retain full memory of everything that
transpired while this ritual has taken place

Druid

Duration: 30 Minutes

Druids are caretakers of nature and masters of the elements. By being at balance with the base elements of cri
the Druid can will them into helping his allies or striking out against his fokese followers of the nature gods, Codladh
and Titem,can be as much a force of creation as they are for destruction.

Codladh was the first of the Younger Gods. Peaceful, serene, beautiful, Codladh loved any and all he saw. He w
attacked by HauTaurus and had no defense. He was struck down and in thatnbenehanged. His temper rose and The
youngest of the Elder Gods was born, the Goddess Titem. She truly loved her other half but their love was doomed for ¢
turned to the other they could never meet. They removed themselves from the other pantheenthamselves up as a
neutral third party. Syndiliss and Esmara went to Arcainium on their behalf asking if there was anything that coulddbe do
bring them together and Arcainium created rainbows. Rainbows connected the power of the stormbeéhtihef nature

and created a home for Codladh and Titem.

Armor Use: Hard Leather
Starting Essence: 8

Base Skills

Skill

Build Cost

Prerequisite

Armor Proficiencyi Light

4

None

Concentration

5" Rank Druid Spell

Champion of the Elements

1st Rank Druid Ritual

Dagger

None

Druid Ritual

Literacy

Druid Spell
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Literacy

Elemental Attunement

None

Essence

May purchase once every odd level

Literacy

None

Mana

1 for 1 Build up to 50

Mana

1 for 2 Build upto 100

Meditate

None

Sanctify Grove

5% Rank Druid Ritual

Staves

None

Teach

*Plot approval

Utilize Component

None

Vigor

Rlwlo[NvalsiNkiniNE

1 for 1 Build up to 50




| Vigor

| 1 for 2 Build up to 100

Druid Spells

Spell

Build Cost

Cantrip

Sliver of (Element)

1*Rank Spells

Create Bark Skin

ManaCost

1 Mana

Feather Fall

1 Mana

Grant Lesser Heal

1 Mana

Rust Lock

1 Mana

Root Your Leg

1 Mana

Stone Blood

1 Mana

Strike You With (Element)

NIN[NININININ

2" Rank Spells

Call aPulling Gust

1 Mana

2 Mana

Component Bloom

2 Mana

Create Stones of (Element)

2 Mana

Mend Limb

2 Mana

Root Grip

2 Mana

Shield You From (Element)

2 Mana

Summon Fog

WWWwWwwlw|w

39 Rank Spell

Blast You With (Element)

2 Mana

3 Mana

CommancElemental

3 Mana

Entangle You

3 Mana

Freeze Your Shield

3 Mana

Freeze Your Weapon

3 Mana

Grant Greater Heal

3 Mana

Rust Your Weapon

I R R ES

4" Rank Spells

Bind to the Earth

3 Mana

4 Mana

Create a Blade of (Element)

4 Mana

Encaseyou in Ice

4 Mana

Heat Metal

4 Mana

Summon Blast of Wind

4 Mana

Transform Component

gjojoforjojo

5 Rank Spells

Bestow Codl adhods

4 Mana

5 Mana

Rust Armor

5 Mana

Summon a Whirlwind

5Mana

Titembs Fury

DO

5 Mana

Druid Ritual

Ritual

Build Cost

1stRank Rituals

Blade of the Elemental

w

Use Cost

1 Mang 1 Vigor, 1 Essence

Incantation of the Element

w

1 Mang 1 Vigor, 1 Essence

Lesser Elemental Summoning (Water)

w

24 Rank Rituals

Lesser Elementéummoning (Air)

I

1 Mana, 1 Vigor, 1 Essence

2 Mang 1 Vigor, 1 Essence

Shield of the Elemental

I

34 Rank Rituals

Lesser Elemental Summonif§tone)

63

2 Mang 1 Vigor, 1 Essence

3 Mang 1Vigor, 1 Essence

Feast of the Druids

63

4" Rank Rituals

Bow of the Elements

3 Mang 1 Vigor, 1 Essence

4 Mang 2 Vigor, 2 Essence

Lesser Elemental Summoning (Fire)

4 Mang 2 Vigor, 2 Essence




5" Rank Rituals |

Greater Elemental Summoning 5 Mang 2 Vigor, 2 Essence
Living Armor 5 Mana, 2 Vigor, 2 Essence

Druid BaseSkills

Armor Proficiency i Light

4 Build
Even after a piece of armor is beaten to a pulp, it still protects the wearer, if they have the skill to use it. If the ar

that the Druid is wearing totals 10 points or more (before modification for Armoiidgftig or magical enhancements) that

armor will always provide an added effect of 1 points LESS damage. No matter what a person is swinging, the Druid wil

always take 1 point of damage, no matter their soak. This means if a person were hit for 6 gaimizgef, they would take

5 points of damage.

Champion of the Elements
Requires T Rank Druid Ritual
3 Build
The druid may become the target of their own summoning rituals.

Concentration
Requires % Rank Druid Spell
5 Build

Your powers of concentration are so great you are able to maniMdatand energies even while sustaining
essence damage. This spell allows you to continue casting your spell even if you are struck for essence damage during
incanting of a spell.

Dagger

1 Build
Allows the Druid to use Dagger Weapons.

Druid Ritual
Requires Literacy
3,4,5, 6,7 Build

This represents the ability of the Druid to cast ritual type spells. Rituals require an amilamaaiqual to the rank
of the ritual. All rank 13 rituals also require 1 Essence and 1 Vigor from the caster. All rank 4 and 5 rituals require 2 Esse
and 2 Vigor. If a ritual requires multiple people to cast, the people aidingb@imptized to one ofélNatureGods. That
person must also be prepared to donate Essence, Vigor MafiarRituals also take 1 minute per rank to perfoEssenc,
Vigor, and Manaused in the casting of a Ritud is an Aggravated loss and cannot be restored for 6 hours.

Druid Spell
Requires Literacy
2,3,4,5, 6 Build
This is the representation of the Druidos
learns one spell of the rank purchased. The cost of the spells is Rank of the spell #d. in Bu

Elemental Attunement

10 Build

Some druidds turn from the balance and dedicate t1}
select a single element when the skill is purchased. The Druid increases the set numeric damafgenyalued spell that
deals the selected type of elemental damage by one point per rank of the spell.

1 Essence

2 Build




Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect olby a weapon, their body takes injuries and their stamina goes down. Essence represents the amount of da
that a body may take before falling in death. A Druid starts with 6 Essence and may purchase essence every odd level ¢
at first.

Literacy

2 Build

This skill allows the Druid to read and write in the common language.
Mana

Manais the power that every character possesses that may be used to cast spells. The Maoaiat pérson
possesses determines the sdcaseoMarfar it d@as ahatrhet plr ddanap O w
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Meditate

4 Build

This skill allows for the caster to spend 5 minutes in deep concentration, during which the caster may use no in
skills. Any disruption, including talking, voids this skill use and it must be restarted. Upon completing meditatiostethe ca
regainghe Manaof all spells that missed within the last half hour.

Sanctify Grove
Requiress™ RankDruid Ritual
5 Build

Through a long and detailed ritual that must involve a series of specific components including candles and incel
the Druid may dedicata location making it a sacred grove to Codladh/Titem. This ritual takes at least one hour and may
be cast after a series of dedications to the pantheon at the location.

Staves

2 Build
This skill allows the Druid to use Staff Weapons.

Teach
Requires Plot Approval
0 Build

This ability will allow a person to teach any skill that they know. Higher skills and lists as well as hidden subclas:
cannot be taught. A player with this ability may teach a class, however, such things as Baptisms, creation of Mystic crys
etc., areskills that reside on hidden or higher lists and cannot be bestowed or created. Lost lore can be taught once leart
To learn this skill, the Druidnhust be approved by plot and be knowledgeable in his/her class.

Utilize Component

3 Build

Scattered thnaghout the land are various magical herbs and plants. These can be harvastedharacterThe
most common type of nodes contains support components, which take the plarsahd Vigor. To usea componenta
character with this skill must spendeminute per point to absorb thlanaor Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at the endf a standard weekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each
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Druid Spells

Cantrip

2 Build
0 Mana
Incant '‘By Titem, | call a sliver of (element), 1 (element)"
Deals 1 poinbf of ice, flame, lightning, or stone damage to its target. The druid may choose the damage type wh
the spell is cast, replacing (element) with daenage flavor.
Duration: Instant
This skill may not be purchased at character creation. This skill may only be purchased if Druid is your starting class.

1st Rank Spells

2 Build Each
1 Manaper Casting

IncantiiBy t he power of Titem |

Create Bark Skin

This spell will grant the target with 5 points of Amepairable armor. This armor cannot be repaired and is the first
armor destroyed in combat.
Duration: 6 Hours
Feather Fall

This invoked spell will allow the target to fall for a period of apltminute. If they hit the ground during that time,
no damage from the impact will befall them. They may move 1 foot per second-tiapleoving.
Duration: Invoked / 1 Minute / 6 Hours

Grant a Lesser Heal

This spell will cure a target for 5 Essenthis may not allow target to exceed their maximum Essence cap.
Duration: Instant

Rust This Lock

This spell will rust any lock. This rust will cause the lock to function as 1 rank lower to a minimum of rank 1. No
lock may be affected by more than one a gpell. No racial skill will work in conjunction with this spell.
Duration: Instant

Root Your Leg
This spell wildl pin one of the targetobs feet
Duration: 1 Minute

Bestow Stone Blood

This spell willgrant the target +5 nelmealable Essence. This is the first Essence lost from damage.
Duration: 6 Hours

Strike You With (Element)

This spell does 5 points of ice, flame, lightning, or stone damage to its target. The druid may choose the damag
whenthe spell is cast, replacing (element) with the damage flavor.

Page
59

type




Duration: Instant

2nd Rank Spells

3 Build Each
2 Manaper Casting

IncantiiBy t he power of Titem

Call a Pulling Gust

This spell will draw a target 10 feet closer to the Druid.
Duration: Instant

Bloom Component

This spell will bring a component nearing the end of its life back to bloom. By doing this, the component will last
for 1 addtional monthbefore it expires Any single component may only be affected by this spell once in its life. Once this
spelliscast,sigh he t ag wi name ancthe nevaxpiraton date.

Duration: 1 Month

Create Stones of (Element)

Calling the elements is the expertise of Breids. 10 small stones are summoned that will deal a single point of the
elemental damage. The druid may choose the damage type when the spell is cast, replacing (element) with the damag
flavor. All 10 stones must be thrown within 30 minutes or are Td®se stones are a packet delivered attack that and may b
thrown by the druid or anyone with the skill to throw weapons.

Duration: 30 Minute

Mend Limb

This spell will allow a Druid to mend 1 broken limb. For this spell to work, the limb must stlithehed to the
body.
Duration: Instant

Root Your Weapon / Shield

The magicdéds of the earth are not only able to hol
able to reach up to grab onto a shield or weapon. Once affected, thertasgetut the effected item in contact with the
ground, and it must remain so for the duration. Any target may only be affected by one of this spell at a time. A -h2 stren
will break this spell.

Duration: 1 Minute

Shield You From (Element)
This latentspell will protect the target from any one elemental attack. The particular element that the spell will
protect from must be chosen at the time of casting. Any target may only have one of these at a time.
Duration: Invoked / 6 Hours
Summon Fog
A cloud of mist can make it very hard to see, and this is no different. The target of this spell cannot make any att

from outside of melee range. This includes spells. Th
Duration: 1 Minute
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3rd Rank Spell

4 Build Each
3 Manaper Casting

Incantii By t he power and fury of Tit

Blast You With (Element)

This spell does 15 points of ice, flame, lightning, or stone damage to its target. The druid may choose the dama
type when the spell isast, replacing (element) with the damage flavor.
Duration: Instant

Command Elemental

Being the heralds of the elements, the Druids also have some ability to control them. This spell will work on mar
natural elementals, though some are simply toopawmerf t o control . This spell wildl
to turn to stone.
Duration: 30 Minutes

Entangle You

A Druid is able to summon roots from the very grol
place. Thaarget may not move either foot, but can still turn at the waist or make any other motion. Use of +2 Strength w
break this effect.

Duration: 1 Minute

Freeze Your Shield

This spell will encase a shield in the most bitter of cold ices. If the shistdisk while effected, it will shatter and
become useless.
Duration: 1 Minute

Freeze Your Weapon

This spell will encase a weapon in the most bitter of cold ices. If that weapon is used to strike an offensive blow
will immediately shatter and becoraseless. The weapon may be used to defend without any ill effect.
Duration: 1 Minute

Grant a Greater Heal

This spell allows the Druid to cure a target for 15 essence. This spell will not allow the target to exceed their
maximum essence.
Duration: Instant

Rust Your Weapon

Druids hold the powers of water and earth. By usi.|
Spell will reduce the damage that can be done with the affected weapon by 2 points. This will even affect Magic dnd My
weapons. This spell is strong enough that it will also affect wooden weapons with a type of temporary rot. Both rot and r
will fade in 1 minute and the weapons will return to norrBalmmoned weapons are immune to Rust.
Duration: 1 Minute

4th Rank Splls

5 Build Each




4 Manaper Casting

Incantin By t he power and fury of Tit

Bind to the Earth

Similar to Earth Grip, this will cause a binding between an inanimate object and the ground. For this to spell to v
the item must be in contawith the ground only; no living thing may be touching it. Once that is met, the spell may be cas;
For the next hour, the item may not be moved from that spot. +4 strength will break this spell.

Duration: 1 Hour

Create a Blade of (Element)

This spell willcreatea weaporholdingthe power of the elements within it. The blade eruptbe target hand made
of theelement and swirgfor +1 damage of the chosen element. The druid may choose the damage type when the spell i
cast, replacing (efeent) with the damage flavor.
Duration: 30 Minutes

Extend Your Service

This spdl will exterd the summoningof a Druid® elementaby 30 minutes. This spdl will not affed elementals
forced to the D r usisavi@e unwillingly.
Duration: 30 Minutes

Heat Metal

Normally weapons, shields and armor cannot be reformed once broken. This spell will allow the heat of the forg
reach such extremes that a properly trained Smith will be able to work the metal again. This spell will work for as long a
takesfor the Smith to finish his work his spell will allow an item broken by a spell or skill to be repaired at an appropriate
workshop. This effect ost be used the same weekend thattéme was brokerand requires a marshal to complete the
effect
Duration: Special

Summon a Gust of Wind

This latent spell will allow the target to control the powers of air. The spell allows the target totbarefédct of
any single physical rangedtack this includes Dusts, as well as Arrow#is spell grants ongse per casting.
Duration: Invoked / 6 Hours

Transform Component

On occasion, it is found that there are mfgnacomponents when all you need is a little Vigor or vice versa. This
spell of the Druids allows this to be fixed. When cast upon no moresthamponents at a time, this spell will convert any
Manacomponent to a Vigor component, and any Vigor componenMarecomponent. Any components not of this nature
will be unaffected. When this spell is cast, the Druid rsiggithe component markintpe changeThe rep for the
component should be traded out at your soonest conveniBmeehange is permanent.

Duration: Permanent

Encase You in Ice
This Spell will turn any creature into a frozen statue3farinute. During that time they are completely immovable.
They can also not move at all or fight, nor can they be damagéegis an Imprison effectDispel magic will remove the

imprison.
Duration: 3 Minute

5th Rank Spells




6 Build Each
5 Manaper Castig

IncantiiBy t he power and fury of Titemo

Bestow Codladhodés Shield

As the Dragon is able to summon the elements, her hide can protect from them as well. This latent spell will pro
protection from any 1 element that the Draltboses. All damage from that element will be reduced to 1 point for the
duration. This spell can be cast on anyone.

Duration: Invoked /30 Minutes / 6 Hours

Rust Armor

Druids hold the powers of water and earth. By usi i
reduce the damage that can be soaked by any &orfiof his will even affect magic and Mythril armor. The rust will fade in
5 minutes and #harmor will return to normal.
Duration: 5 minutes

Summon a Whirlwind

The Druid can summon a torrent of wind right around him. In that area, all ranged weapons will only do minimal
damage. Any dart skillsr dustghrown into that area will also have affiect. This Whirlwind will not only affect the Druid,
but also anyone else touching the Druid. This spell will last as long as the Druid holds both arms over his head. The Dru
cannot move while this spell is in effect.
Duration: 30 Minutes / Until Armd_owered

Titemdbs Fury

This spell will double the numericdamagevalue of any skill or spell. This effect must be used within 5 minutes or
be wasted.
Duration: 5 Minutes

Druid Rituals

For All Summoning RitualsRitual Summons are unable to speak ofrtbgin will, only able to utter the invocations of

magic. During the Ritual Summoning, appropriate makeup and costuming is applied. If the Summon is not properly rep
with a visibly identifiable difference, then the ritual failBransforming into an emental shrouds all the targets equipment
preventing items from being used or targeted by effects.

1st Rank Rituals

3 Build Each
1 Mang 1 Vigor, 1 Essence per Casting

Blade of the Elemental

This Ritual will allow the Druid to summon his element intagapon. For the next 2 hours, that weapon will deal
+1 damage of the el ement of the Druidébés choice.
Duration: 2 Hours

Incantation of the Element

This Ritual will allow the Druid to impart a little piece of elemental power into a caster. The targehowsg ¢o
use the elemental damage type granted by this ritual in place of whatever type his damage spells would normally deal.
Duration: 6 Hours
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Lesser Elemental SummonindWater)

Elementals can be called to temporarily inhabit the bodies of mortafeeBtals may be healed by normal means.
The target of this Ritual must be willing. The elsemen
stats until the elemesitis destroyed, or duration ends, whereupon the target resunfesr Isiats as before becoming the
elemental. This ritual may only be cast once per tag ring.
Duration: 2 Hours

Ice Elemental

Blue Tabard and Mask

Essence20 Mana 25 Vigor: 5

Attack 3 Ice withShortClaws 1 Ice with Packet
DefenseMinimal from Lightning and Stone
Skills

Block (3 Vigor), Intercede (2 Vigor)

Claw Proficiencyl

Spells

I ncant ABy the Elements | é0o
Strike You with Icei 1 Mana

RootYour Legi 1 Mana

Halt Deat hddManEmbr ace
Cause You to Lose Your Grip2 Mana

Blast your with Iced 3 Mana

Tarry Youi 4 Mana

Qualities

Immune to Alchemy

Weaknesses

Takes +1 Melee / +5 Spell damage from Fire

2nd Rank Rituals

4 Build Each
2 Mang 1 Vigor, 1 Essence per Casting

Shield of the Elemental

This Ritual will allow the Druid to summon into a shield the attribute of an elemental. For the remainder of 6 hou
anyelemental (Fire, Ice, Lightning, or Stordgmage that strikes the shield will have no effect. This includes spells.
Duration: 6 Hours

Lesser Elemental SummonindAir)

Elementals can be called to temporarily inhabit the bodies of mortals. Elementals may be healed by normal me:
The target of this Ritual must be willing. The elementals must use the verbal to cast spells. Thespdtatsc e t he {
stats until the elemesitis destroyed, or duration ends, whereupon the target resumes his/her stats as before becoming th
elemental. This ritual may only be cast once per tag ring.
Duration: 2 Hours

Air Elemental

White Tabard antlask

Essence30 Mana 15 Vigor: 20

Attack 2 Lightning with ShortClaws(5 Lightning from Behind)
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Defensel soak from all physical, Minimal from Lightningire, Ice,Stone,and Ranged Weapons
Skills

Critical Backstab (2 Vigor)Dodge(4 Vigor), Trap Dodye (2 Vigor),Evade(5 Vigor), Waylay (4 Vigor)
Backstab IlI

Spells

Incant

ABy the El ements | éo0

Strike You with Lightning 1 Mana

Cast You Awayl 2 Mana

Call a Pulling Gust 2 Mana

Quality

Ethereal Forni Once Per Rituathe ElementaCan pass through ampn-magicalobjecsfor 15 secondsThe elemental is
immune to physical damage and may not strike physically while ethereal.

Immune toAlchemy, Binding, Darts, and Dust

Weaknesses

3rd Rank Rituals

5 Build Each
3 Mana 1 Vigor, 1 Bsence per Casting

Feast of the Druids

The Druids are known not only for controlling the elements, but also for enjoying the bounty of what they offer. E
working as a group, the Druids may provide a great feast for many to share in. Everyone partakifigast will be granted
1 point of norhealable essence for every person that took part in the Ritual.
Duration: 6 Hours

Lesser Elemental SummoningEarth)

Elementals can be called to temporarily inhabit the bodies of mortals. Elementals mayeldékerirmal means.
The target of this Ritual must be willing. The elsemen
stats until the elemesttis destroyed, or duration ends, whereupon the target resumes his/her statsedsdoeiming the
elemental. This ritual may only be cast once per tag ring.
Duration: 2 Hours

Earth Elemental

Brown Tabard and Mask

Essence40 Mana 10 Vigor: 30

Attack 4 Stone with Long Claws

DefenseMinimal from Normal Silver,Fire, Ice,and Stone

Skills

Block (3 Vigor), Critical Strike(3 Vigor), Knockback(3 Vigor), Stun (2 Vigor) Willpower (3 Vigor)

+2 Strength

Spellsil ncant fABy the EIl ements | é0

Strike You with Stoné 1 Mana

RootYour Legi 1 Mana

Bestow Stone Blood 1 Mana

Quality

Earthen &ieldi May generate a natural weapon shield on a ten count. This is gtaatsithe elemental 20 points of
Armor. This is also a natural weapon and cannot be disarmed. If broken, it may be reformed restoring the armor. The
elemental cannot banishetishield to resummon it for the armor repair, the shield must be broken for it to be restored.
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Immune to Alchemy and Lightning

4th Rank Rituals

6 Build Each
4 Mana 2 Vigor, 2 Essence per Casting

Bow of the Elements

The Druids are ever learning and developing their skills. Their ties to the Wardens have allowed them to glean s
of these martial skills. The Druid performs this elemental summoning to create themselves a weapon of their elemental
The Bow of Elemet (Fire,Air, Water, Earth). The player must provide their own phys reps for both bow and arrows. Their
arrowsdeal 3 points oélemental damage. In addition, the element channeled into the bow will allow them to cause
additionalpoint blankeffecs, as wll. Anyone may use this summoned weammmeone skilled in Archery will do their
normal damage

Fire: Fire Damage, Point Blank Blast You with Fire
Earth:Stone Damage, Point Blank Entangle
Water. Ice DamagePoint Blank Freeze Weapon
Air: Lightning Damage, Point Blankulling Gust
Duration: 6 Hours

Lesser Elemental SummoningFire)

Elementals can be called to temporarily inhabit the bodies of mortals. Elementals may be healed by normal me:
The target of this Ritual must be willing. The elementals st use the verbal to cast sp
stats until the elemeditis destroyed, or duration ends, whereupon the target resumes his/her stats as before becoming th
elemental. This ritual may only be cast once per tag ring.
Duration: 2 Hours

Fire Elemental

Red Tabard and Mask

Essence40 Mana 25 Vigor: 25

Attack 4 Fire with Single Bastard Spe#&law 2 Fire with Packets
DefenseMinimal from Lightning & Stone

Skills

Critical Strike (3 Vigor), Escape Bonds (1 VigoWijllpower (3 Vigor)
War Mage

Arcane Dervish

Spells

I ncant fABy the Elements | ébo0
Strike You withFirei 1 Mana

Grant a Lesser Damage Shi¢ld Mana

Burn Your Enchantmenis2 Mana

Greater Damage Shield3 Mana

Qualities

Healed by Fire Damage

Weaknesses

Takes +1 Melee / +5 Spell damage from Ice

5" Rank Rituals
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7 Build Each
5 Mana 2 Vigor, 2 Essence per Casting

Greater Elemental Summoning

Elementals can be called to temporarily inhabit the bodies of mortals. Elementals may be healed by normal me¢
Thetarget of this Ritual must be willing. The elementals must use the druid verbal to cast spells. These stats replace the
target 6s st atlsdestroyed, br duration eneld, whereupan the target resumes his/her stats as before beco
the eemental. This may only be cast once per tag ring.

The druid summons an elemental of their choice, using the stats from the appropriate lower rank ritual. The
elemental gains a bonus amount of Essence equal to its Essence Total, +10 to its maximund Migoa, &2 Strength, and
+1 Soak.

Duration:2 Hours

Living Armor

This Ritual will breathe life into the armor it is cast upon. Once this is cast, the armor may be healed as if it were
creature of its own. The armor may not be healed for more tharntheharmor was at when this Ritual was cast.

Evoker

To Evokers Magic is energy that constantly swirls around them. They seem surprised that everyone can't see th

thrumming pwer of the world all around_ey lines, pools of magic, and the energy of all living things is theirs for the
grasping. If the Wizard is an engineer, then the Evoker is an artist. They intuitively channel magic to create theegffects tt
want.But to control this power, they mustadtr a focus.If the Evoker loses the object they use to focus (their crystal, amulet
etc.)they are unable tproperlyharness the power around them. Before a new item is found and attuned, any spells of wil
cost essence damage equal toMlamacost tocast.

Armor Use: Cloth
Starting Essence: 6

Base Skills

Skill Build Cost Prerequisite
Arcane Dervish 10 War Mage
Concentration 5 5" Rank Spell
Dagger 1 None
Essence 2 May Purchase every other level
Evoker Spells Literacy
Literacy None
Mana 1 for 1 Build up to 50
Mana 1 for 2 Build up to 100
Sorcerer 6s Tool Evoker must be Starting Class
Staves None
Teach *Plot approval
Utilize Component None

ing



Vigor 1 for 1 Build up to 50

Vigor 1 for 2 Build up to 100

War Mage Sorcerer 6s Tool s
Wellspring of Magic Evoker must be Starting Class

Vigor Skills

Skill Build Cost Vigor Cost Prerequisite
Block 3 3 Vigor A Weapon Skill
Withdraw Power 4 2 Vigor 5" Rank Evoker Spells

Evoker Spells

Spell Build Cost ManaCost

Cantrip
Sliver of Force 2 Build
-

1stRank Spells
Channel Magic 2 Build 1 Mana
Destroy Light 2 Build 1 Mana
Empower Your Strike 2 Build 1 Mana
Release You 2 Build 1 Mana
Return Your Damage 2 Build 1 Mana
Summon a Lesser Damagaield 2 Build 1 Mana
Summon an lron Bolt 2 Build 1 Mana
29Rank Spels [
Burn Your Enchantments 3 Build 2 Mana
Cast You Away 3 Build 2 Mana
Destroy Your Concentration 3 Build 3 Mana
Negate Your Defense 3 Build 2 Mana
Shatter Your Weapon 3 Build 2 Mana
Summon a Scarring Light 3 Build 2 Mana
Summon a Steel Bolt 3 Build 2 Mana
3° Rank Spell S
Drain YourMand Vigor 4 Build 3 Mana
Greater Damage Shield 4 Build 3 Mana
Scar Your Flesh 4 Build 3 Mana
Shatter Your Limb 4 Build 3 Mana
Shock YourMana/ Vigor 4 Build 3 Mana
Strip Your Stamina 4 Build 3 Mana
Summon a Shard of Silver 4 Build 3 Mana
o Rank Spells [
Displacement 5 Build 4 Mana
Shock Your Armor 5 Build 4 Mana
Splinter Your Shield 5 Build 4 Mana
Summon a Conduit of Magic 5 Build 4 Mana
Summon a Shard of Magic 5 Build 4 Mana
Summon Armor of Destruction 5 Build 4 Mana
5" Rank Spells
Bestow Strength of Vigor 6 Build 5Mana
Drain YourMana/Vigor 6 Build 5 Mana
Obliterate Your Sanctuary 6 Build 5Mana
Summona Shard of.ight 6 Build 5Mana
Summon an Arcane Storm 6 Build 5Mana

Evoker Base Skills




Arcane Dervish
Requires War Mage
10 Build
Truly at one with the ebb and flow of magic, the Evoker may use magic to guide their weapons to strike true. Tk
evoker gains a +firoficiency bonus with their attuned weapon.

Concentration
Requires % Rank Spell
5 Build

Your powers of concentration are so great you are able to manipdateand energies even while sustaining
essence damage. This spell allows you to continue casting your spell even if you are struck for essence damage during
incanting of a spell.

Dagger

1 Build
This ability will allow the user the ability to wield a giger.

1 Essence

2 Build

Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect or by a weapon, their body takes injuries and their stamina goes down. Essence represents tifalamagset
that a body may take before falling in death. A Evoker starts with 6 Essence and may purchase essence every odd leve
starting at first.

Evoker Spells
Requires Literacy
2,3,4,5, 6 Build
This is the represent eatniammicastesgellst he Evoker 6s

Literacy

2 Build
This skill grants the Evoker the ability to read and write the common language.

Mana

Manais the power that every character possesses that may be used to cast spells. The dMaoanat pérson
possesses determines the size Mafdaritbdas ahatrket gl danap O v
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Sorcererd6s Tool s
4 Build
An evoker is first and foremost a battle mage. They have studied war and the application of magic in the waging
it. This skill grants the use of dagger, short sword, bastard spear, and staff.
To purchase this skill Evoker must be your starting class.

Staves

2 Build
This skill will allow the Evoker the ability to use Staff weapons.

Teach
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0 Build

This ability will allow a person to teach anyskill thatthey know. Higher skills and lists aswell as hiddensubclasses
cannot be taight. A player with this ability may teacha class, however, such tingsasBaptisms creation ofMystic crystals
etc., areskills that reside onhiddenor higher lists and camot be bestowed or creaed. Lost lore canbetaught once leaned.
To learn thisskill the Evokemmust be approved by plot and be knowledgeable in his/her class
Utilize Component

3 Build

Scattered throughout the land are various magical herbs and plants. These can be hamegteldbbgcterThe
most common type of nodes contains support componehtshwake the place dflanaand Vigor. To usea componenta
character with this skill must spend one minute per point to absorb the Mana or Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. Theseatape traded between players, however all
componentsvithout an expiration dateither at the end of a standard weekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

War Mage
Requires Sorcererods Tool s
10 Build

The evoker specializes in mixing magic and martial skill, making it an art form. The evoker may spend 5 minute
attuning his weapon to the flow of the arcane and empower both their combat skills and spells with power. Only Bastard
Spears, Daggers, Short Swords, and Staves may be attuned. While wielding an attuned weapon, the Evoker increases
damage dealt by aivoker spells with a set numeric value by one per spell rank.

Wellspring of Magic
4 Build

This skildl i n dMamalay 4G Bhese pomts downat oent tdaards build costs when biMang
Evoker must be your starting class to purchase Kills s

Vigor Skills

Block
Requires A Weapon Skill
3 Build
3 Vigor
This skill will stop any one physical strike that hits the player that is not delivered from behind. This skill may be
used in conjunction with a weapon or shield.

Withdraw Power
Requiress™ Rank Evoker Spell
4 Build
2 Vigor
This skill allowsthe Evoketto recoveManafrom a spell that was not landed.

Evoker Spells

Cantrip
2 Build

Sliver of Force
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Il ncant Al channel the power of a sliver of force,
Deals 1 Point of damage

Duration: Instant

This spell may not be bought at character creation. This spell may only be purchased if Evoker is your starting class.

15t Rank Spells

2 Build Each
1 Manaper Casting

Incant i fil Channel tthe Power
Channel Magic

This spell will allow the Evoker to use as mudhnaas they have to bestow damage upon their target. For each
point of Manaspent, this spell will strike fo8 points of magical damage. The Evoker may not spend Mar&in this way
then they currently have.

Duration: Instant

Destroy Light

This spell will extinguish any magical light source. It will not stop any natural light provided by something like a
candle, fire, or the sun.
Duration: Instant
Empower Your Strike

Once invokedpnedamaging attackr spello f t h e t awillgteke foisan additonakSelamage. This will
not change the type of damage that is being used. This will only work withttack that strikes for numerical damage. The
damage added oaot be multiplied in any way.
Duration: Invoked / 6 Hours
Release You

This spell will destroy any binding type effect. As a result of that destruction, the target will also take 5 points of
direct Essence damage.
Duration: Instant
Return Your Damage

This spell will force someone wielding a weapon to take the effect of whatever the last strike they delivered was
This will work for only numerical damage.
Duration: Instant

Summon a Lesser Damage Shield

The next person, who strikes the target of thedlspill take 5 damage.
Duration: Next Strike / 6 Hours

Summon a1 lron Bolt

This spell will inflict 5 points ofron damage upon its target.
Duration: Instant

2"d Rank Spells




3 Build Each
2 Manaper Casting

Incantiil Channel the Power

Burn Your Enchantments

This spell will cause the magic upon the target to burn their essence. The target will take 5 points of damage for
|l atent as wel | as active beneficial spell or ritwual o
Duration: Instant
Cast You Away

This spell will throw the target back 10 feet away from them. This does not mean that the target must move to a
place 10 feet from the caster, but rather 10 additional feet away from him. As soon as the target moves théheljstaaze
move freely.
Duration: Instant
Destroy Your Concentration

This spell will disrupt any spell that requires concentration, be it a wall, thrall, charm or any other effect. This will
not function on magical sanctuaries since the spell cannot tleatarget through the shell.
Duration: Instant

Negate Your Defense

This spell is able to dispel a latent type effect. Target determines what defense is dispelled.
Duration: Instant

Shatter Your Weapon

This spell will destroy any one weapon that thegét is holding. Any weapons with an active enchantment will not
be affected by this spell. If the target is holding more than one weapon, the caster of this spell determines what Wweapon
break.
Duration: Instant
Summon a Scarring Light

Once this sell is castthe Evoker must keep line of sight on the target and hold his arm fully extended. This spell
allows the caster to repeat the verfoalno mana cogb do one damage for eaatterance of the incant.
Duration: Special

Summon a Steel Bolt

This spell will inflict 10 points of damage upon its target.
Duration: Instant

39 Rank Spells

4 Build
3 Manaper Casting

Incant i il Channel the Raw Power of

Drain Your Mana/Vigor

ach



This spel |l wi IManadrdigerool by Speintst ar get 6 s
Duration: Instant

Greater Damage Shield

The next person, who strikes the target of this spell, will takeoiris ofdamage.
Duration: Next Strike / 6 Hours

Scar Your Flesh

This spell will inflict 10 points of direct essence damage upoiuigget.
Duration: Instant

Shatter Your Limb

This spell wi || shatter the targetos | i mb-mendingtsgele
will reverse this effect. The limb to be shattered must be called at the tirastirfg. A broken limb will cause a target to
swing half damage if an arm is called or to walk at a heel to toe rate for a leg.

Duration: Instant

Shock Your Mana / Vigor

This spell will harm the target for an amount of damage that is equal to theirtddeneaor Vigor total. The caster
of the spell determines Manaor Vigor is used for determining the amount of damage when casting this spell.
Duration: Instant

Strip Your Stamina

This spell wildl reduce t he t maygothe §anedeback ia thenerma means |t
until the end of 6 hours. This kind of damage is known as aggravated damage.
Duration: 6 Hours

Summon a Shard of Silver

This spell will inflict 15 points of silver damage upon its target.
Duration: Instant

4" Rank Spells

5 Build Each
4 Manaper Casting

Incant 1 il Channel t he Raw Power of Cr e
Displace Myself

The fog of war has often save a soldier from an untimely death. The evoker uses this to his/her advantage. Thi
can only be cast upahe Evoker. If any attack is delivered the Evoker, they may use this skill to avoid it altogether. This
cannot be evoked against attack from behind the Evoker or Surprise attacks. The person delivering the attack will still
expend all appropriate poinfEhis may not be used against a trap.

Duration: 6 Hours / Invoked

Shock Your Armor

This spell will cause the target to take amount of damage equal tauheintarmortotal. This is essence damage.
Duration: Instant
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Splinter Your Shield

Thisspellwi ' I destroy the targetédés shield, rendering i
Duration: Instant
Summon a Conduit of Magic

Once cast, the Evoker must plant their feet with their weapon presented before them. Every spell that they casi
that will cost one lesklang minimum of one. They may still cast while this concentration is being maintained. Moving thei
feet or losing contact with their weapon will end this effect.
Duration: Special

Summon a Shard of Magic

This spell will inflict 20 points of Magic damage upontisget.
Duration: Instant

Summon Armor of Destruction

This latent spell wild/ protect the target from t hg¢
that they do, but it wildl break t.he Iwfeatploen wesa mo nv@ihsa t
Weapono, the Armor of Destruction | ashes out with a 2
Duration: Invoked / 6 Hours

5" Rank Spells

6 Build Each
5 Manaper Casting

Incant i il Channel and Amplify the Raw Power & r e at i @ n
Bestow Strength of Vigor
This spell will allow the target to exert himself to deal extra damage. On each swing that they make, the target n
spend any amount of vigor that they have. For each point of vigor spent, the blow will deatéd8 jpdieits of damage. This
spell does not alter the type of damage dealt.
Duration: 1 Minute

Drain Your Mana/Vigor

This spell wi |l MandoaVigargaol by 10 pointsar get 6s
Duration: Instant

Obliterate Your Sanctuary

This spell is used to destroy any magical sanctaaigprisonmentypespell or effect.
Duration: Instant

Strike You with a Shard of Light

This spell will inflict 25 points of light damage upon its target.
Duration: Instant

Summon an Arcane Storm

fter




Once Cast, an Evoker can summon forth orbs of energy and throw therpdants ofmagic damagelhis spell
will last as long ashe caster keeghis/her feet planted on the groun@itandard rules for spell interruption apply, as well as
the casting of anbier spell will end this effect. Activation of a latent spell and use of a vigor skill will not end this Shell.
i n c a h@hanhetandiAmplify the Raw Power of Creation to Summon an Arcane Storm 5 magic, Arcane Storm 5
magic...etc 0
Duration: Special

el Knight

War Priests of Hauifaurus The God of War. These fierce fighters unleash powerful attacks while calling on their
God to aid them in battle

HaunTaurus was born in battle. He was created for war and as war. He is known to remambzdtia and have
great control. Shottemperedghe is curt and military in bearing. He values wisdom, battle prowess, intelligence, and perso
strength. He has even rewarded fallen paladins who hold these qualities with a place in Valhalla, dierebdwator

honored dead. Often depicted wielding a spear in one hand and a sword in the other.

Armor Use: Chain
Starting Essence: 10

Base Skills

Skill

Build Cost

Prerequisite

Armor Proficiencyi Light

None

Armor Proficiencyi Medium

Armor Proficiencyi Light

Backstal

Weapon Proficiency

Blade of War

Blade Aura: Steel, Silver, Iron, Miral, Magic

Bladed Weaponry

None

Essence

Purchasable once every level

Fel Knight Rituals

Literacy

Fel Knight Spells

oo
SN

NJI®
w| s

Literacy

Florentine

Any Melee Weapon Skill

Florentine Master

Florentine

Florentine Grandmaster

SIESTMENPSINITRIENTOIGTES

Florentine Master

Florentine Proficiency, I, Ill, IV

Equal number of profs in main hand

Literacy

None

Mana

=N

1 for 1 Build up ta50

Mana

1 for 2 Build up to 100

Stamina

None

Teach

*Plot approval

Utilize Component

None

Vigor

1 for 1 Build up to 50

Vigor

2

1 for 2 Build up to 100

Weapon Proficiency; 11, 111, IV

10, 12, 14, 16

Any Weapon Skill

Vigor Skills

Skill Build Cost
Break Limb 4
Break Shield 6

Use Cost
3 Vigor Stun
4 Vigor Break Weapon

Prerequisite
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Bypass Armor

Backstab, Critical Strike

Break Weapon

Weapon Proficiency

Critical Strike

Weapon Proficiency

Disarm

Weapon Proficiency

Interrogate

None

Resist Interrogate

Interrogate

Retain

Weapon Proficiency

Sever Limb

Break Limb

Stun

Any Weapon Skill

Waylay

Backstab

Withdraw Power

HIOAWOOIWINAINWIA~IW

18t Rank Fel Knight Ritual

Fel Knight Spells

Spell

15tRank Spells

Create #Blade Aura: Steel

Build Cost

ManaCost

Create a Blade of Precision

Grim Caoill

Incite You to Battle

Sap Strength

2" Rank Spells

Create 8Blade Aura:Silver

NININININ

PR R~

Block Healing

Cast Lesser Life Tap

Create Desperate Measures

39 Rank Spell

Create 8Blade Aura: Iron

WWlwiw

NINININ

Drain Your Vigor

Hold You Still

Killing Strike

4" Rank Spells

Create @Blade Aura: Mithral

IR

WWlwiw

Riposte

Pierce Sanctuary

ChanneDeath's Rending

5 Rank Spells

Create 8lade Aura: Magic

gojo|o

IR

(o))
(6]

Stop YourMand Vigor

(o))

Weaken Shield

(o))

(621K &)

Fel Knight Rituals

Ritual

1stRank Rituals

Render Soul

Build Cost

w

Use Cost

1 Mang 1Vigor, 1 Essence

Ritual of Death

24 Rank Rituals

Slayer's Stance

w

N

1 Mang 1 Vigor, 1 Essence

2 Mang 1 Vigor, 1 Essence

Spear of Reparations

34 Rank Rituals

Dark Stand

N

)]

2 Mang 1 Vigor, 1 Essence

3 Mang 1 Vigor, 1 Essence

Gladiator'sStance

4" Rank Rituals

Ritual of Blood Armor

)]

3 Mang 1 Vigor, 1 Essence

4 Mana 2 Vigor, 2 Essence

Ritual ofthe Blood Knight

4 Mana 2 Vigor, 2 Essence




5" Rank Rituals |

Blade of Dark Blessings 5 Mang 2 Vigor, 2 Essence
Strike of theLife Stealer 5 Mang 2 Vigor, 2 Essence

Fel Knight Base Skills

Armor Proficiency i Light

4 Build
Even after a piece of armor is beaten to a pulp, it still protects its wearer, if they have the skill to use it. If the arnf)r
that the Fel Knight isvearing totals 10 points or more (before modifications for Armor Efficiency or magical enhancement
that armor will always provide an added effect ofjoint soak. This soak means that every physical attack that does
numerical damage to the Fel Knighillwlo 1 point LESS damage. Every strike will still do a minimum of 1 damage.

Armor Proficiency i Medium
Requires Armor ProficiencyLight
5 Build

If the armor that the Fel Knight is wearing totals 20 points or more (before modifications for Bffiocgncy or
magical enhancements) that armor will always provide an added effectmdiatzoak. This soak means that every physical
attack that does numerical damage to the Fel Knight will do 2 points LESS damage. No matter what a person istisgingir
Fel Knight will always take 1 damage, no matter soak. This means if a person were hit for 6 damage they would take 4
damage. If a person was hit for 2 damage, they will still take 1 damage.

Backstabl
Requires Weapon Proficiency
6 Build

Knowing whereto strike is just as important as striking with more force. With this skill, the Fel Knight is able to
strike his opponentds back for one extra point of damfge
if delivered from the sideThe attack cannot be made from in front of the opponent for the bonus damage to apply, even i
the attack hits their back.

Bladed Weaponry

3 Build
This skill allows a person to use any Bladed weapon.

Blade of War
Requires Blade Aura: Steel, Silvemir, Mithral, Magic
4 Build
This skill reduces th#anacosts of all Blade Aura spells byMang to a minimum of Mana It also gives any
Blade aura spell a +donstandamage modifier to the blade.

1 Essence

2 Build

Essence is the way to measurephgsical stamina that a person possesses. As a person is damaged, be it througfl|a
spell effect or by a weapon, their body takes injuries and their stamina goes down. Essence represents the amount of d/fnage
that a body may take before falling in death. Alkeight starts with 10 Essence and may purchase essence every level
starting at first.

Fel Knight Rituals
Requires Literacy
3,4,5, 6,7 Build
This represents the ahli ty of the Fel Knightto cast ritual type spdls. Rituds require an amount of Manaequal to the
rark of theritual. All rank 1-3 rituals also require 1Essence and 1 Vigor from the caster. All rank 4 and 5 rituals require 2
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Essence and 2 Vigor. If aritual requires multi ple peode to cast, the people aiding must be bagized to one of the Elder Gods.
That person must also be preparel to donate Essence, Vigor and/or Mana Rituals also take 1 minute per rank to perform.
Essenc, Vigor, and Manaused in the casting of a Ritud is an Aggravated loss and cannot be restored for 6 hours.

Fel Knight Spells
Requires Literacy
2,3,4,5, 6 Build
This is the representation of the Fel Kni ght 6s abi
Knight learns one spell of the rank purchased. The cost of the spells is Raalspétl +1 in Build.

Florentine
Requires A Weapon Skill
3 Build

Many Fel Knights find it beneficial to wield multiple weapons at a time. This ability allows exactly that. Florentine
allows the wielder to use both a ehanded size and a small weaporhatsame time. They may use both weapons in both
an offensive and defensive manner.

Florentine Master
Requires Florentine
4 Build
Once the Fel Knight has mastered the skills of fighting with a 1 handed weapon and a small weapon, they may
on to fighting with a pair obnehanded weapons. These weapons may be used both offensively and defensively.

Florentine Grand Master
RequiresMaster Florentine
5 Build

A skilled Fel Knightmay want to keep his enemy guessing. A good way of doing that is to use several weapons t
normally fit together. Be it fighting with a halberd and dagger or a pair of bastard maces, this skill allbaisthightto do
it. Unfortunately even the most skilled warriors cannot wield the larger weapons in such a way to do damage with one h
thus only weapons that can be wielded-baeded may strike for damage.

Florentine Proficiency |, I1, 1lI, IV
Requies Equahumber of profs in main hand
4,5, 6, 7 Build
This skill will allow the Fel Knight to wield a weapon in his second hand for 1 extra point of damage. The availak
weapons are small, Ottiéanded or Bastard

Literacy

2 Build

This skill will allow the Fel Knight to read and write the common language

Mana

Manais the power that every character possesses that may be used to cast spells. The dMaoaat pérson
possesses determines the si ze Mafariséslda tt heeh grl sacytea ré Edangoowe
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Stamina

3 Build
Training to endure pain will allow the Fel Knight to take a bit of extra damage. This training will grant the Fel
Knight 5 exta Essence points. This skill may only be purchased if Fel Knight is your first (primary) class.

Teach
Requires Plot Approval
0 Build

ove




This ability will allow a person to teach any skill that they know. Higher skills and lists as well as hidden subclas!
cannot be taught. A player with this ability may teach a class, however, such things as Baptisms, creation of Mystic crys
etc., areskills that reside on hidden or higher lists and cannot be bestowed or created. Lost lore can be taught once leart
To learn this skill, thé-el Knightmust be approved by plot and be knowledgeable in his/her class.

Utilize Component

3 Build

Scatteredhroughout the land are various magical herbs and plants. These can be harvastedhayacterThe
most common type of nodes contains support components, which take the plersmahd Vigor. To usea componenta
character with this skill must spd one minute per point to absorb the Mana or Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at the end of a standard weekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

Weapon Proficiencyl, II, lll, IV
Requires Any Weapon Skill
10, 12, 14, 16 Build

This skill will allow the Fel Knight to wield his weapon for 1 extra point of damage. Each purchase of this skill wi
add 1 point to a certain type of weapon. The availatped of weapons are small weapothahded weapon,-Banded
weapon or ranged weapon. If the Fel Knight were using a bastard weapon, the proficiencies in the style they are lising i
or 2 handed) would apply. The build cost progression is for eaclofypeapon.

Fel Knight Vigor Skills

Break Limb
Requires Stun
4 Build
3 Vigor

This skill wildl all ow the Fel Knight to break a t:
strike for half damage rounded down with a weapon. Ifgetas struck in the leg with this skill, the target may only move at
a walking pace.

Break Shield
Requires Break Weapon
6 Build
4 Vigor

By finding the proper weakness in a shield, the Fel Knight may cleave it into pieces. Once the Fel Knight strikes
shield ung this ability, the target must drop their now useless shield. Some shields might be immune to this effect due tc
other in game effects.

Break Weapon
Requires Weapon Proficiency
4 Build
4 Vigor

Like shields, every weapon has a weak pointfiBging and exploiting that point, a Fel Knight can shatter even the
mi ghti est of weapons. This is done by striking the ta
this effect due to materials they are made of or enchantmené&ipipon them.

Bypass Armor
Requires Backstab, Critical Strike
3 Build
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2 Vigor
This strike will allow a Fel Knight to find their
one strike. This skill may not be used in conjunction ity damage enhancing effects.

Critical Strike
Requires Weapon Proficiency
3 Build
3 Vigor

When in the heat of battle it sometimes becomes apparent that there is an opening for a powerful attack. By
exploiting this opening the Fel Knight can inflict twittee damage that he would normally. By striking the tunic area, the Fe
Knight may then calll Crit fiX0 damage, where fAX0 is tw
temporary damage additions will be doubled with the use of this #idlbonus is added after the multipli€his blow must
be landed in the tunic area.

Disarm
Requires Weapon Proficiency
2 Build
2 Vigor

There is no better way to make sure you win a batHt
Toths end, Fel Knightoés | ong ago found ways to relieve
weapon, they are able to knock the weapon to the ground. The target of this skill that just lost his weapon musthdrop it t¢
ground infront of him. The weapon affected by this skill cannot be picked up for 5 seconds. If the target is using a two
handed weapon, they must take the struck hand off for 5 seconds.

Interrogate

5 Build
1 Vigor

A Fel Knight can use various means to persuade a target to tell him what they want. After 1 minute, the mark mu
truthfully answer any one yes/no question. This is a Mffett.

Resist Interrogation
Requires Interrogate
2 Build
1 Vigor

You know how taoget into their mind, to break them down, to get them to say what you need to hear. Learning ho
to break a person down teaches you how to hold yourself together. Use of this skill allows you to either refuse to hnswe|
the call of 'Resist' or give alé® answer to the yes/no question from the Interrogate skill.

Retain
Requires Weapon Proficiency
3 Build
1 Vigor

As was found when the first Fel Knight learned the art of Disarm, the fastest way to find an early death was to d
your weapon. This abilitallows a Fel Knight to hold onto the only thing keeping them alive when an effect attempts to
disarm them. This will stop both physical and magical effects that would cause a warrior to drop their weapon. However
will not stop or allow a hold to bealled if a Fel Knight drops their weapon or is naturally disarmed (not using a skill or
spell).

Sever Limb
Requires Break Limb
6 Build
5 Vigor

The only thing &el Knightthinks is better than an opponent with a limp limb at their side causing them agony, or
leg that is so shattered that it cannot support their weight is seeing that limb lying on the ground in front of therorel bit
difficult to heal, cutting a limb #is a powerful tool for thé-el Knightto use on his enemy. Cutting off a limb is also a useful
tactic for getting the item out of their hand. Ttuiof s
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using this skill, the tayet must drop any possessions in that hand at their feet.

Stun
Requires Any Weapon Skill
3 Build
2 Vigor

Striking the enemy in just the right part of the tunic area will daze them just long enough for an extra attack or tv
By striking the target in theunic area, they will become stunned for 5 seconds. During this time they may not attack, or ug
any skills, however they may invoke latent defenses. 1 point of damage or any offensive action will break this effect. Any
active abilities will continue as nmal. This blow must be landed in the tunic area.

Waylay
Requires Backstab
5 Build
4 Vigor

Sometimes it is not the purpose dfel Knightto kill their mark, just relieve them of some of that heavy extra loot
they are carrying around. By striking their target in just the right part of the neck with a weapon they are able t@knock tt
unconscious. Hitting the target between the shouldelelsleepresents this strike. After being affected by this attack, they wil
remain unconscious for 5 minutes. A person can be awoken from this unconsciousness by taking a total of at least 15 p
of damage from any sourcer having a limb broken or seregl If a killing blow is delivered during this time, the killing
effect will not work, but the damage still takes effect. A person wearing adrelmeck protectiooonstructed of at least
chain will not be affected by this attack. This is a surpriselttOnce a person has been the target of a surprise attack, the!
cannot be surprised again for the next minute.

Withdraw Power
Requires 1st Rank Fel Knight Ritual
4 Build
2 Vigor
This skill allows Fel Knight to recovévianafrom a spell that was not landed.

Fel Knight Spells

Weapon Casting

Al'l Fel Knightdés Spells are weapon cast. This meart
weapon. The strike of the we d@dporarmufertthe Spelkicetake affect @ncetthe w i
verbal and Spell name have been said, the Fel Knight will have 5 seconds to land the Spell. During this 5 second intervi
Fel Knight may strike for damage or use a vigor skill while the Spell is bty Any damage received while casting the
Spell will interrupt the Spell, however damage received after the Spell is cast but before the Spell is delivered will not
interrupt the casting of the Spell. Block, parry, and negation effects will stop anFelgkht 6 s Spel | s.

1st Rank Spells

2 Build Each
1 Manaper Casting

Incanti Aln Haun-Taur us 6 dame
Create aBlade Aura: Steel
At home on any field of war, the Fel Knight has begun to master the soul of his weapon. In his hands, the aura ¢
blade alters to mask any special properties of the blade. For 5 Minutes the Fel Knight's damage flavor changes to Norm

Duration:; 5 Minutes

Create a Blade of Precision

nts
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This Spell, when invoked, will cause the weapon to swing +1 damage for the next 10 strikes.
Duration: Invoked / 6 Hours

Grim Caoill

Once invoked, thispellwi | | prevent the Fel Kn i froughtasy meansfor tha next i ¢
minute This will stop any spell or skill from disarming the weapon.
Duration: Invoked/ 6 Hours

Incite You to Battle

This Spell will cause the target to attack only the Fel Knight for the next minute. If the Fel Kmighhisiback on
the target, this Spell will end. This is a mind effect.
Duration: 1 Minute

Sap Strength

The Fel Knight who uses this Spell can steal the strength of a target so that the targetlssdangsge and the Fel
Knight may swing +1 damage. A tgat may never be drained below the ability to swing 1 damage with any given weapon.
Duration: 1 Minute

2nd Rank Spells

3 Build Each
2 Manaper Casting

Incanti AilnHaun-Taur us 6 dName
Create aBlade Aura: Silver

At home on any field of war, the Fel Knight has mastered the soul of his weapon. In his hands, the aura of the b
alters drawing upon the astral threads to emboss the blade. For 5 Minutes the Fel Knight's damage flavor changes to Si
Duration: 5 Minutes

Block Healing

This Spell will cause the target to not be healed through any magical means.
Duration: 1 Minute

Create a Life Tap

This Spell allows a Fel Knight to harm a target¥6ressence damage. Furthermore, when the Fel Knight harms
their taget, they steal some of the beings essence and use this force to heal themselves for 5 Essence. The target of thi
must be at +1 essence for this Spell to work.
Duration: Instant
Create Desperate Measures

This Spell will allow the Fel Knight tbave all damage effect his vigor pool instead of his essence pool. When the

Fel Knight runs out of vigor, all damage that Fel Knight suffers will affect his essence total. This Spell can ontgdst self
Duration: 5 minutes

3rd Rank Spell

4 Build Each
3 Manaper Casting

de
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Incanti iln Haun-Taur us & Dar k and Bl oody Nan

Create aBlade Aura: Iron

At home orthefield of war, the Fel Knight has mastered the very soul of his weapon. In his hands, the aura of th
blade alters in such a way that it becameid of any magical aura. For 5 Minutes the Fel Knight's damage flavor changes |
Iron.
Duration: 5 Minutes
Drain Your Vigor

This Spell will drain the target of 5 vigor. The Fel Knight may absorb 2 points of that vigor to their own pool. This
Spell wil not allow the Fel Knight to exceed his total maximum vigor.
Duration: Instant
Hold You Still

This Spell will cause the target to be unable to take any action for 30 seconds. During this time, the target canng
attack or defend. However if the targétthis Spell is hit for any type of damage, this Spell will break.
Duration: 30 Seconds
Killing Strike

This spell will kill a target in the first stage of their deathrdo@ his spell will return the & Knight to full health
Duration: Instant

4th Rank Spells

5 Build Each
4 Manaper Casting

Incanti AilnHaun-Taur us &6 Dar k and Bl oody Nan

Create aBlade Aura: Mithral

At home on any field of war, the Fel Knight has mastered the power of his own soul. In his hands, the aura of th
blade alterso a blessed blade that will strike true upon his foes. For 5 Mirthiegel Knight's damage flavor changes to
Mithral.

Duration: 5 minutes

Riposte

This spell will stop 1 physical strike that hits the caster that is not delivered from behind. {Eheregsthen use
the momentum of their opponents strike to deliver it back to them.
Duration: Invoked / 6 Hours

Pierce Sanctuary

This Spell will allow the Fel Knight to affect a target that is inside of a sanctuary or imprison type of effect. All
damagehat the Fel Knight swings is normal damage and may be augmented by skills. This Spell must be cast on the
Sanctuary itself.

Duration: 1 Minute / 1 Strike

Channel Death's Rending

This Spell allows a Fel Knight to harm a target26moints ofEssencédamage
Duration: Instant
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5th Rank Spells

6 Build Each
5 Manaper Casting

Incanti Aln Haun-Taur us 6 Dar k, Power foul , and B

Create aBlade Aura: Magic

At home on any field of war, the Fel Knight has mastered the power of his own soul. In his hands, the aura of th
blade alters to a blessed blade that will strike true upon his foes. For 5 Minutes the Fel Knight's damage flavor changes
Magic.

Duration: 5 minutes

Stop Your Mana/Vigor

This Spell will cause the target to be unable to use any skill thatMasaor Vigor cost for 1 minuteWhether you
block mana or vigor is chosen at the casting of this speis will not stop a racial ability.
Duration: 1 Minute

Weaken Shield

When the Fel Knight hits a targetdds shield with 1t}
is blocked with that shield.
Duration: 1 Minute

Fel Knight Rituals

1st Rank Rituals

3 Build Each
1 Mana 1 Vigor, 1 Essence per Casting

Render Soul

This Ritual will change the castircreature type to Undead. This will allow a Dead Caller to cast undead enhancir
spells or Rituals on the Fel Knight. If the duration of the Dead Caller effect is ungihthef summoning, it will last for 1
hour.
Duration: 6 Hours

Ritual of Death

For every killing blow that a Fel Knight performs successfully, the Fel Knight may choose to g&issenee,
Vigor, orManaback to their pool. A Fel Knight may not exceed thietal maximum power or life through this Ritual. The
Fel Knight may choose each time what they will regain.
Duration: 6 Hours

2nd Rank Rituals

4 Build Each
2 Mana 1 Vigor, 1 Essence per Casting

Slayer's Stance
A master of armed combat, the Fel Kriiginderstands the most basic concept of battle perfectly, Slay your enemie

Upon entering the Slayer's stance, the Fel Knight will now deal an additional 5 points of damage upon use of the Critica
Strike skill.
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Duration: 6 hours / invoked / 1 minute
Spear of Reparations
Once this Ritual has been cast it allows anyone to donate Vigor to the Fel Knight simply by touching the enchan

spearor pole armand willing the power to the Fel Knight. The caster may not exceed their maximum Vigor in this way
Duration: 6 Hours

3rd Rank Rituals

5 Build Each
3 Mana 1 Vigor, 1 Essence per Casting

Dark Stand

When a Fel Knight reaches 0 Essence this Ritual will take effect. The Fel Knight may continue to keep fighting t
they reach50 EssenceAt that time they fall to the ground at negative 50 Essence and in their first stage of a death count
To be brought back to life, they may either receive 50 points of healingeoive effect Lesser Healingfirst aid as well as
regenerate all effects will have effect wiile the Fel Knight idbelow-1 Essencdf the Fel Knighthas a positive Essence
total, itwill fall to -1, 5 minutes after invocation of this rityaégardless of his essence total. This Ritual may only be used
once per taging.

Duration: 6 Hours / Invoked

Gladiator's Stance

Truly a master of the field, the Fel Knight may make their Arena anywhere they choose. By useeof s p e | |
y ou t o, th8FeltKnighegains a resurgence of power sealing that foe's fate. The Fel Knightoddarsaand 10 Vigor
whené | nci t e yipsucceassiullyBastt TthMaaa@and vigor gained will allow the Fel Knight to exceed their normal
limts, but may only be gai ned f{Homtha dwation ofd@atherivaud¢o ddsxtheiFele y o
Knight may only attack the target of the tether. When the target dies, or the duration of the spell ends, any excess Vigor §
Managained by this rituakhat wasunused is lost.
Durations: 6 Hours / Invoked / 5 Minutes

4th Rank Rituals

7 Build Each
4 Mana 2 Vigor, 2 Essence per Casting

Ritual of Blood Armor

The followers of HaufTaurus have worn the blood of their enemies for eons. This relationship with the blood of
their foes has armored them from harm. Once per tag ring the Fgitikaain cast this ritual granting them 5 #ogalable
armor on a successful killing blow. The maximum armor gained from this ritual is 30 armor. The Fel Knight is encourage
wear blood to phys rep this effect
Duration: 6 Hours

Ritual of the Blood Knight

Victory in DeathAsaF e | K ife lgdodsgills out it calls the flesh back to battle once mtweeap vengeance
upon his foes. This ritual is invokedautomaticallywhen the Fel Knight enters the Critical Stage of his death count.
Ritual of the Blood Knighgrants the following bonus:
Restore to Max Essence4® Essence
+1 Strength
Cannot be dropped Unconscious
Immune toAlchemy, Binding Disarm,Repel,and mind effects.
Then the 5 minute duration ends, the Fel Knight loses all boguasted by this ritual. If the loss of 40 Essence would drop
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the Fel Knight below 0 Essence, they immediately enter the Critical Stage of their death count, as if Killing Blown.
Duration: Invoked / 5 Minutes / 6 Hours

5th Rank Rituals

7 Build Each
5 Mana, 2 Vigor, 2 Essence per Casting

Blade of Dark Blessings

This Ritual, when invoked, will allow a weapon to swing +0 for any of the following damage typesal Silver,
Iron, Mythril, Magic, or Essenceélhis is a Blade Aura.
Duration: Invoked / 30 Miutes

Strike of the Life Stealer

When this Ritual is invoked the Fel Knight may strike a target once for direct Essence, Viganai he Fel
Knight is healed or restorddr the amounbf damage calledAny skill or Spell may be used in conjunctisith this Ritual
to augment the damage. A Fel Knight may not absorb an amount of any attribute that will place them over their natural |
The Fel Knight will only be able use this ritual once per 6 hours. The Fel Knight chooses which attributel gtegiwipon
invoking this ritual. Once invoked, it will last for 1 minute.
Duration: Invoked / 1 minute / 6 Hours

Healer

Drawing power from the goddess Esmara, Healers aid their allies in &dtieara is the youngest of the Gods, but
as the closest tarcainium's creations she is often viewed as one of the most powerful. She is horrible to behold when he
children are in danger. It is often her Husband Vhundarus who steadies her in those trying time. She is a favoriteeof all
Gods and is rumoret have taught Haumaurus how to heal.
Armor Use: Chain
Starting Essence: 8

Base Skills

Skill Build Cost Prerequisites

Armor Proficiencyi Light

None

Armor Proficiency- Medium

Armor Proficiencyi Light

Commune with Spirit

None

Consecration

5" Rank Ritual

Essence

May Purchase once every odd level

Healer Ritual

Literacy

Healer Spell

N w
[ZIEN
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Literacy

Link Minds

Spell: Cleanse Your Mind

Literacy

None

Mana

1 for 1 Build up to 50

Mana

SIS I PSISHEGIENTEIEN

1 for 2 Build up to 100
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None

None

Shield

None

*Plot approval

None

1 for 1 Build up to 50
1 for 2 Build up to 100

See Spirits

Shield

Shield Proficiency
Staves

Teach

Utilize Component
Vigor

Vigor

NIRPIWOIN|OTO|W

Vigor Skills

Build Cost Vigor Cost Prerequisite
Block 3 3 Vigor Shieldor Staves
Perfect Aim 6 4 Vigor 5 Rank Spell and'SRank Ritual

Spells

Spell Build Cost ManaCost
Cantrips

Bless You 2 Build 0 Mana

Create Holy Water 2 Build 0 Mana

Grant you Light 2 Build 0 Mana

Purify this Food/Drink 2 Build 0 Mana

Invoke a Prayer 2 Build 0 Mana
1s*Rank Spells
Bestow Healer's Grace 2 Build 1 Mana
Create an Enchanted Flask 2 Build 1 Mana
Cure Disease 2 Build 1 Mana
Grant Lesser Heal 2 Build 1 Mana
Grant Mercy's Strength 2 Build 1 Mana
Halt Death's Embrace 2 Build 1 Mana
Repel You 2 Build 1 Mana
2Rank Spells .|
Bestow Flowing Health 3 Build 2 Mana
Cause You to Lose Your Grip 3 Build 2 Mana
Cause You to Sleep 3 Build 2 Mana
Grant a Heal 3 Build 2 Mana
Grant You Tarry 3 Build 2 Mana
Make You Calm 3 Build 2 Mana
Mend This Limb 3 Build 2 Mana
39 Rank Spell
Grant a Greater Heal 4 Build 3 Mana
Grant Esmara's Sanctuary 4 Build 3 Mana
Regenerate Limb 4 Build 3 Mana
Cure Blindness 4 Build 3 Mana
Bestow Blessed Endurance 4 Build 3 Mana
4" Rank Spells
Bestow a Defende 5 Build 4 Mana
Cleanse Your Mind 5 Build 4 Mana
Grant Vhundaris' Gift 5 Build 4 Mana
Grant You Resurrection 5 Build 4 Mana
Seal These Wounds 5 Build 4 Mana
5" Rank Spells
Regenerate All 6 Build 5Mana
Revive You 6 Build 5 Mana
Summon Vhundaris' Reach 6 Build 5 Mana
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Rituals

Ritual Build Cost Use Cost

1stRank Rituals

Death Watch 3 Build 1 Mang 1 Vigor, 1 Essence
Field Resurrection 3 Build 1 Mang 1 Vigor, 1 Essence
Symbolof Tithing 3 Build 1 Mang 1 Vigor, 1 Essence
24 Rank Rituals
Generosity of the Faithful 4 Build 2 Mana 1 Vigor, 1 Essence
Shield ofWarding 4 Build 2 Mana 1 Vigor, 1 Essence
Symbol of Light 4 Build 2 Mana 1 Vigor, 1 Essence
3 Rank Rituals
Spell Shielding 5 Build 3 Mana 1 Vigor, 1 Essence
Symbol of Sundering 5 Build 3 Mana, 1 Vigor, 1 Essence
True Resurrection 5 Build 3 Mana 1 Vigor, 1 Essence
4" Rank Rituals
Esmarabds Bl essin 6 Build 4 Mana 2 Vigor, 2 Essence
Ethereal Armor 6 Build 4 Mana 2 Vigor, 2 Essence
Ward of the Safe Heart 6 Build 4 Mana 2 Vigor, 2 Essence
5 Rank Rituals
Font of Healing 7 Build 5 Mana 2 Vigor, 2 Essence
Protect the Flock 7 Build 5 Manag 2 Vigor, 2 Essence

Healer Base Skills

Armor Proficiency i Light

4 Build

Even after a piece of armor is beaten to a pulp, it still protects the wearer, if they have the skill to use it. If the ar
that the Healer is wearing totals 10 points or more (before modification for Armor Efficiemeggical enhancements) that
armor will always provide an added effect of 1 points LESS damage. No matter what a person is swinging, the Healer w
always take 1 point of damage, no matter their soak. This means if a person were hit for 6 points oftdeynageld take
5 points of damage.

Armor Proficiency i Medium
Requires Armor ProficiencyLight
5 Build

Even after a piece of armor is beaten to a pulp, it still protects the wearer, if they have the skill to use it. If the ar
that the Healer isvearing totals 20 points or more (before modification for Armor Efficiency or magical enhancements) th:
armor will always provide an added effect of 2 points LESS damage. No matter what a person is swinging the Healer wi
always take at least 1 pointddmage no matter their soak. This means if a person were hit for 6 points of damage, they
would take 4 points of damage. If a person was hit for 2 points of damage, they will still take 1 point of damage.

Commune with Spirit

4 Build
This spell allows thélealer to speak with a spirit. Only the Healer may hear what the spirit says. The spirit will
whisper its answers so that only the Healer can hear them. The spirit cannot be forced to answer, or answer truthfully.

Consecration
Requires % Rank Ritual
5 Build

Through a long and detailed ritual that must involve a series of specific components including candles and incel
the priest may dedicate a location to Esmara making it holy ground to the Light. This ritual takes at least one hour and n
only becast after a series of dedications to the pantheon at that location.
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1 Essence

2 Build

Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect or by a weapon, their body takesrieggiand their stamina goes down. Essence represents the amount of dama
that a body may take before falling in death. A Healer starts with 8 Essence and may purchase essence every odd level
starting at first.

Healer Ritual
Requires Literacy
3, 4,5, 6,7 Build

This represents the ahili ty of the Healerto cast ritual type spdls. Rituds require an amount of Manaegua to the
rark of theritual. All rank 1-3 rituals also require 1Essence and 1 Vigor from the caster. All rank 4 and 5 rituals require 2
Essence and 2 Vigor. If aritual requires multiple peode to cast, the people aiding must be bapized to one of the YoungGods.
That person must also be preparel to donate Essence, Vigor and/or Mana Rituals also take 1 minute per rank to perform.
Essencs, Vigor, and Manaused in the casting of a Ritud is an Aggravated loss and cannot be restored for 6 hours.

Healer Spell
Requires Literacy
2,3,4,5, 6 Build
Thi s i the representation of the Healer 6s

Link Minds
RequiresSpell: Cleanse Your Mind
4 Build
With this skill, a Healer may link minds with other casters who have meditate in order to shorten the process. Fc
each participant, the time for meditation is reduced by one minute to a minimum 1 minute.
This skill also dbws for the Healer to make mental contact with a willing target, or group of targets.

Literacy

2 Build
This skill will allow the Healer to read and write the common language.

Mana

Manais the power that every character possesses that may be usedsfettasThe amount dflanaa person
possesses determines the size Mafaritdas ahatrhkhet pl dManap O w
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Shield
5 Build

Fromthe smallest buckler to a three and a half foot kite shield, this skill will allow a Healer to enjoy the comfort ¢
having a broad piece of wood or metal between him and the thing trying to kill him.

Shield Proficiency
Requires Shield
5 Build
Through caistant training and use of the shield, the Healer has found a way to use the shield to better protect th
This skill represents the Healer gaining 10 extra armor points to their armor total.

Staves
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2 Build
This skill will allow theHealerthe abilityto use Staff weapons.

Teach

0 Build

This ability will allow a person to teach any skill that they know. Higher skills and lists as well as hidden subclas:
cannot be taught. A player with this ability may teach a class, however, such things as Baptisms, creation of Mystic crys
etc., areskills that reside on hidden or higher lists and cannot be bestowed or created. Lost lore can be taught once lear
To learn this skill, thédealermust be approved by plot and be knowledgeable in his/her class.

Utilize Component

3 Build

Scatteredhroughout the land are various magical herbs and plants. These can be harvastedhayacterThe
most common type of nodes contains support components, which take the powmahd Vigor. To usea componenta
character with this skill must spd one minute per point to absorb the Mana or Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at theend of a standard weekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

Heale Vigor Skills

Block
Requires Shield
3 Build
3 Vigor
This skill will stop any one physical strike that hits the player that is not delivered from behind. This skill may be
used in conjunction with a weapon or shield.

Perfect Aim
Requires 8 Rank Spell andRank Ritual
6 Build
4 Vigor

This skill allows the Healer to use their healing abilities at gretdrdiss. As long as the target is in line of sight and
can hear the castehe Healer can use perfect aim to automatically hit thejetaT his will only work on healing type spells.
No other spells from the Heal erds | ist will f uncethbdon
it will fail.

Healer Spells
A Healer casts spells from the blessings sinara. Esmara does not permit those channeling her powers to be
holding a weapon, for she does not believe in violence.

Cantrips

2 Build Each
0 Manaper Casting

Incanti By t he Hand of
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Bless You

Those Blessed by Esmara feel bolsteagdinst the trial they must face. This may only be cast on a conscious targe
and grants +1 Noehlealable Essence.
Duration: 6 hours

Grant you Light

This Spell allows the Healer to summon a mote of holy light to see with. The light may be a glow atirkadl
flashlight with a cloth, gel, or plastic cover over the head.
Duration: 30 minutes

Purify this Food/Drink
This spell will cleanse the portion of food or drink of all poisons.
Duration: Instant

Create Holy Water

The waters of life flow through this world and a Healer of Esmara can grant them holy power. With 5 minutes of
prayer after casting this cantrip and the Healer creates a globe that may be packet delivered for 'Holy Water 5' which da
undead and demorniBhis cantrip may only be cast on Holy Ground and the globe lasts 6 hours. The healer must provide 1
andreps for each globe of holy water created.

Duration: 6 Hours

Invoke a Prayer
After casting of this cantrip, the Healer must remain in contact with the target and pray over them for One Minut
If contact is broken or the prayer interrupted the spell fails. After the minute, the target touched heals 5 essence.

This cantrip may dy be purchased if Healer is your starting class.
Duration: Instant

15t Rank Spells

2 Build Each
1 Manaper Casting

Incanti iBy t he Gui di ng Hand of

Bestow Healer's Grace
This spell will grant the target +5 ndrealable Essence. Thiss s ence i s t he first
total after armor is destroyed.
Duration: 6 Hours
Create an Enchanted Flask
This spell will allow the Healer to double the effect of any numerical Essence healing potion. This potion must b
consumedvithin one minute or it will turn to ash.
Duration: Instant /1 Minute

Cure Disease

This spell will allow the Healer to cure any lesser disease.
Duration: Instant

Grant Lesser Heal
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This spell allows the Healer to cure a target for 5 Essence. Thisglpalbt allow the target to exceed their
maximum essence.
Duration: Instant

Grant Mercy's Strength

This spell wildl bl ess t he Helasdtrikes.dlsis spell wilgaksd allow ithé targettd
carry or lift double normal human strength for 15 seconds
Duration: Instant

Halt Death's Embrace

This spell will allow the target to add one minute to their-ootical death count the next time theyl faelow one
Essence.
Duration: 6 Hours / Used when target reaches theiromtical death count

Repel You

There are some beings that are not respectful to |
reach from the Healer. The Heaimust first call upon the powers and cast this spell as well as hit the target with a spell
packet. The target is then kept out of reach of the Healer until 1 minute hasqratbeeHealer takes offensive action
against the target of this spell
Duration: 1 Minute

2"4 Rank Spells

3 Build Each
2 Manaper Casting

IncantiiBy t he Gui ding Band of Esmar a
Bestow Flowing Health

A Healer who casts this spell on a target must maintain physical contact with the person. The healer may then c
GrantLesser Heal on the target for one minute with no powerardstant If the Healer losses contact with their target, this
spel |l i s broken. I f the recipient falls unconscious t
FlowngHea | t h. Lesser Heal 5, Lesser Heal 5, Lesser Heal
Duration: 1 Minute

Cause You to Lose Your Grip

This spell will cause the target to drop any weapon that they are holding in one hand to the ground. The target ¢
spell may not pick up the wpan for 5 seconds.
Duration: Instant

Cause You to Sleep

This spell will drop the target into a very light sleep. For the duration of this spell, any physical contact with the
sl eeping personébés body or weapon dgwn &tlehsetd ldkhee befole tisingv &his e
includes all kinds of damage including the start of a killing blow. This spell will only work on conscious tdigistss a
mind effect.
Duration: 1 Minute

Grant You Tarry
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This spell will allow the Healer tstop someone from reaching the end of their life. If cast during their death count
the target will remain at that point until either healed or the Healer breaks contact. If the Healer breaks contaet, hie targ
resume their death count at the paiat it was stopped.

Duration: So long as contact is maintained

Grant a Heal

This spell allows the Healer to cure a target for 10 essence. This spell will not allow the target to exceed their
maximum essence.
Duration: Instant

Make You Calm

This spellwill cause the target to be unable to attack the Healer unless the Healer attacks it first. Attack includes
harmful action that uses weapon, spell or alchemy. A Healer may only affect one target at a time with this spell. The targ
may still attack ayone else besides the caster. This is a mind effect.

Duration: 5 Minutes

Mend This Limb
This spell will allow a Healer to mend 1 broken limb. For this spell to work, the limb must still be attached to the

body.
Duration: Instant

39 Rank Spells

4 Build Each
3 Manaper Casting

IncantiiBy t he Gui ding Hand of the Godd|
Grant a Greater Heal

This spell allows the Healer to cure a target for 15 essence. This spell will not allow the target to exceed their
maximum essence.
Duration: Instant

Grant Esmara's Sanctuary

This spell will allow the Healer to raise a protective barrier that spells, weapons or alchemy cannot pass througk
When cast the Healer must hold her arm unsupported at a-diegtge angle with the palm open. If the Helderers her
arm, or once thirty minutes has passed, this spell will end. The Healer may only move at a heel to toe rate whilgen this ¢
This barrier is only around the Healer. This spell also prevents you from interacting with the outside worlgilhaffgrt
you within a sanctuary.
Duration: 30 Minutes / Until Healer Lowers Hand

Regenerate Limb

This spell wildl l ow the Healer to regenerate
head.
Duration: Instant

Cure Blindness

This spell grants a person who is blind the ability to see. This will also cause a target that has lost their eyes to 1
them.
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Duration: Instant
Bestow Blessed Endurance

This spell will heal the target for 3 Vigor. This spell will not alldve target to exceed their maximum Vigor.
Duration: Instant

4" Rank Spells

5 Build Each
4 Manaper Casting

IncantiiBy t he Gui ding Hand of the Godd|

Bestow Defenderds Blessing

This defense must be cast upon a shield. When the shattdigk for any attack, this can be invoked to heal the
holder of the shield. It will then heal the wielder for the effect that just struck the shield. Example: If the shietdckderst
4 damage, the wielder would be healed 4 Essence; if it was alionbakhe wielder would have a limb healed if they needed
it. This Ritual may be invoked after any strike that lands on the shield. This will only heal the character, not any of their
equipment, such as if a break weapon or cleave armor was blockedensthi¢td. This has only 1 use per casting
Duration: Invoked / 6 Hours

Cleanse Your Mind

This spell will allow the Healer to rid
work on certain powerful effects.
Duration: Instant

Grant You Resurrection

This spell will allow the Healer to bring the dead back to life. Once the target has past the end of their death cot
this spell will raise them back to full Essence and what®araand Vigor they had before their unfortunate demise. This
wi || not cancel the death, which must be marked on th
marshal to find out if they could be resurrected.

Duration: Instant

Grant Vhundaris' Gift

This spell will allow the Healer to raise a protective barrier that spells, weapons or alchemy cannot pass througk
another target. When cast the target must hold her arm unsupported at-@egretyangle with the palm open. If the &trg
lowers her arm, or once thirty minutes has passed, this spell will end. The target may only move at a heel to toeimate wh
this state.

Duration: 30 Minutes / Until Target Lowers Hand

Seal These Wounds
This spell will heal all essence damage tdirget. This spell will not allow the target to exceed their maximum

Essence.
Duration: Instant

5" Rank Spells

6 Build Each
5 Manaper Casting




IncantiiBy t he Sheltering and Guidiong Hand

Regenerate All

This spell willrestore all essence damage, limbs, diseases, etc. This spell wilgrotw@ missing head. It does not
cure poison or heal aggravated damage.
Duration: Instant

Revive You
This spell will allow a Healer to return a character to consciousness evew drihin the critical stage of their
death count. The target of this spell will rise at full Essence.
Duration: Instant
Summon Vhundaris' Reach
When cast, this spell allows the Healer to reach through any type of magical barrier to cast a healgspell.
spells that heal can be used. The Healer may not reach beyond their shoulder to cast this healing, nor may they pull an

past the barrier that they reached through.
Duration: Instant

Healer Rituals

1 Rank Rituals

3 Build Each
1 Mana 1 Vigar, 1 Essence per Casting

Death Watch

This ritual allows the healer to see the very life essence of his/her flock. When the Healer concentrates the heal
assess the amount of essence the target is down. This assessment takes 5 sepweddration. If the healer is in contact
with the target the assessment is instant. This ritual will not allow the caster to discover an undead. This rituddecan also
used to identify what stage of the death count, but not the amount of time remiajniagch.

Duration: 6 Hours

Field Resurrection

The Healer is able to bring the dead back to life. After casting this Ritual the target will return to life at full Essen
and exactly as mudianaand Vigor they had just before they died. The Healezsponsible for marking the death upon
their targetés card. The target is then responsiebree f
hour to find a marshal to find out if they can be resurrected.

Duration: Instant

Symbol of Tithing
This ritual will enchant a shield or stafith a divine symbol that wilallow others to donate mana to the Healer.
Once this Ritual has been cast it allows anyone to ddtatato the Healer simply by touching the enchanted stiektdf

and willing the power to the Healer. The Healer may not exceed their maxifamain this way.
Duration: 6 Hours

2"4 Rank Rituals
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4 Build Each
2 Mana 1 Vigor, 1 Essence per Casting

Generosity of the Faithful

This Ritual wi |1 allow the Healer to grant anyone
cast the spell as if it were his/her own witlanafrom their own pool. The healer loses the spell traded for the next 6 hours.
Duration: 6 Hours
Shield of Warding

Once invoked, this Ritual will allow the targets shield to stop the effects of any spell or ability thatvaams
Vigor, or Essence. This Ritual is active for 30 minutes after it has been invoked.
Duration: Invoked / 30 Minutes / 6 Hours
Symbol of Light

This ritual surrounds the healer in mystical motes of light that will absorb the next offensive magic that strikes th
Healer. The na offensive spell that strikes the healer is blocked. If the Heatariging a shield the spell may be packet
delivered to a new target. If the healer is wielding a staff, the spell is absorbed in the staff and may be weaporirdelivere
the next 15 seconds.

Duration: Next Spell that Hits the Healer / 6 Hours

3 Rank Rituals

5 Build Each
3 Mana 1 Vigor, 1 Essence per Casting

Spell Shielding

Once this Ritual has been cast on the shield, the next three spells that strike the shield will have no effect. Any
not consumed by the end of 6 hours will be lost.
Duration: Next 3 spells that hit the shield / 6 Hours

Symbol of Sundering

This Ritual must be cast upon a shiefdstaff If the enchanted iteris struck with a weapon, the wielder of ftem
may invoke the Ritual to break te&iking weapon.The entanted shield or staff isnbreakable untihe ritual isinvoked.
Once invoked, this Ritual has one use.

Duration: 6 Hours / Invoked

True Resurrection
The Healer is able to bring the dead back to life. After casting this Ritual the target will return to life at full Essen
Mang and Vigor. The Healer is responsible for marking

hourto find a marshal to confirm the validity of the resurrection.
Duration: Instant

4" Rank Rituals

6 Build Each
4 Mana 2 Vigor, 2 Essence per Casting

Esmarads Bl essing




This Ritual will allow the Healer to bestow +10 healable essence points. Thedi& thaytarget above their normal
essence limitAdditional people can assist in the casting of this ritual if they are baptized to the Young Pantheon. Each
additional person involved in the casting of this ritual must donate 1 mana or vigor to thg. césth this donation, the
additional caster may grant Esmarads Blessing to an a
Duration: 6 Hours

Ethereal Armor

Cast upon a person, invoking this Ritual wildl pr o\
essenceAny essence attacks will still do 1 point of damage. This protection will last for 30 minutes once invoked, or will
expire at the end of 6 hours if not used.
Duration: 6 Hourg Invoked/ 30 Minutes
Ward of the Safe Heart

This ward will circle a fulloom. While in that room no one can be the target of a killing blow. This ward must be

marked on all major entrances to the room.
Duration: 6 Hours

5% Rank Rituals

3 Build Each
5 Mang 2 Vigor, 2 Essence per Casting

Font of Healing

When the Healer has completed the casting of this Ritual, the Healer must lift both hands over his head and ren
stationary. For the duration of the ritual, Any other caster who casts a younger god (light church) healing spell wihide touc
the Healer hs the casting cost of that spell reduced ktaha
Duration: 30 Minutes / Until Healer moves or lowers one or both hands.

Protect the Flock

Sometimes a Healer must do all in her power to protect her flock. This allows the healer to transform themselve
into a Paladin with the same build. This transformation occurs when invoked and lasts 30 minutes. The healer spends tt
build at the time of the casting and must keep a copy of the new stats with him/her. When spending the build towards tt
creation otthe paladin, rituals, lost lore, and higher list skills may not be purchased. At the end of the invocation, all spel
and ritual effects on the character end. This skill may be invoked only once per event.

Duration: Invoked / 30 Minutes / 6 Hours

M esmer

Spell casters who specialize in manipulating the mind, a Mesmer is a dangerous foe who will not only beat you.
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make you like it.
Syndiliss is the second of the Elder Gods of Ya'Ria. Syndiliss is the only God/dess who refused to sign the cove fant

of Arcainium.(not that Syndiliss would be bound by it). None know Syndiliss's face or even gender. Syndiliss wanders a(jpss

Ya'Ria, tellingof the future. Syndiliss was said to have seen the truth of reality and was unhinged by it.

Armor Use: Leather

Starting Essence: 6

Mesmer Base Skills

Skill Build Cost Prerequisites
5 Rank Spell

None

May purchase once every odd level
None

Meditate

1 for 1 Build up to 50

1 for 2 Build up to 100

None

Literacy

Literacy

*Plot approval

None

Concentration
Dagger

Essence

Literacy

Link Minds

Mana

Mana

Meditate

Mesmer Ritual
Mesmer Spell
Teach

Utilize Component
Vigor 1 for 1 Build up to 50

Vigor 1 for 2 Build up to 100
Willpower 5 Build / 3 Vigor | 5" Rank Mesmer Spell or Ritual
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Mesmer Spells

Spell Build Cost ManaCost
15t Rank Spells

Charm Your Mind 2 Build 1 Mana
Create arudible Glamour 2 Build 1 Mana
Create a Light of the Beyond 2 Build 1 Mana
Create a Sword of Shadows 2 Build 1 Mana
Erase/Restore Page 2 Build 1 Mana
Grant You Slumber 2 Build 1 Mana
Slow Your Speech 2 Build 1 Mana

2Rank Spells I
Create Tendril®f Despair 3 Build 2 Mana
Cure My Vision 3 Build 2 Mana
Dim Your Vision 3 Build 2 Mana
Implant Command 3 Build 2 Mana
Make You Quiet 3 Build 2 Mana
Mask Your Wounds 3 Build 2 Mana
Mental Block 3 Build 2 Mana

3° Rank Spel I
Bestow a MentaFortress 4 Build 3 Mana
Hold You in Thrall 4 Build 3 Mana
lllusionary Resistance 4 Build 3 Mana
Slow Your Weapon 4 Build 3 Mana
Summon a Lance of Darkness 4 Build 3 Mana
Suppress Proficiency 4 Build 3 Mana
Write Thought 4 Build 3 Mana

4" Rank Spells I
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Bestow Domination 5 Build

Break Channeling 5 Build

Break Your Will 5 Build

Condemn You to Shouting 5 Build

Grant You an llliterate Mind 5 Build

Meld With Shadow 5 Build

Steal Ritual 5 Build

5" Rank Spells

Bestow Greater Domination 6 Build

Grant You Spell Inefficiency 6 Build

Mind Cloud 6 Build

Summon A Dreaming Ally 6 Build

Summon Caster's Bane 6 Build

Summon a Knowledge Barrier 6 Build

Mesmer Rituals

Ritual Build Cost Use Cost
1stRank Rituals

Ritual to Find the Way 3 1 Mana 1 Vigor, 1 Essence

Shadowbés Reach 3 1 Mang 1 Vigor, 1 Essence

Shadowbdbs Whisper 3 1 Mana 1 Vigor, 1 Essence

2"d Rank Rituals

Ritual of the Fatespinner 2 Mana 1 Vigor, 1 Essence

Ritual of the Dream Walker 2 Mana 1 Vigor, 1 Essence

Watchful Eyes 2 Mana 1 Vigor, 1 Essence

34 Rank Rituals

lllusionary Race 3 Mana 1 Vigor, 1 Essence

Ritual of Divine Intervention 3 Mana 1 Vigor, 1Essence

Trade Knowledge 3 Mana 1 Vigor, 1 Essence

4" Rank Rituals

Ritual of Memory Lock 4 Mang 2 Vigor, 2 Essence

Ritual of Second Sight 4 Mang 2 Vigor, 2 Essence

Shadow Stalker 4 Mana 2 Vigor, 2 Essence

5% Rank Rituals

Phantasmalransformation 5 Mana 2 Vigor, 2 Essence

Ritual of Shadow Calling 5 Mana 2 Vigor, 2 Essence

Ritual of the Nightmare Mind 5 Mana 2 Vigor, 2 Essence

Mesmer Base Skills

Concentration
Requires 8 Rank Spell
5 Build

Your powers of concentration are so great you are able to maniMdatand energies even while sustaining
essence damage. This spell allows you to continue casting your spell even if you are struck for essence damage during
incanting of a spell.

Dagger

1 Build
This skill allows the Mesmer the ability to use daggers.

1 Essence

2 Build




Essence is the way to measure the physical stamina that a person possesses. As a person is damaged, be it th
spell effect or by a weapon, their body takgaries and their stamina goes down. Essence represents the amount of dama
that a body may take before falling in death. A Mesmer starts with 6 Essence and may purchase essence every odd lev
starting at first.

Link Minds
Requires Meditate
2 Build

With this skill, a Mesmer may link minds with other casters who have meditate in order to shorten the process. |
each participant, the time for meditation is reduced by one minute to a minimum 1 rtinagtsl Vigor per Participant
past the Mesmer.

This skill also allows for the Mesmer to make mental contact with a willing target, or group of targets

Literacy

2 Build
This skill grants the Mesmer the ability to read and write the common language.

Mana

Manais the power that every character possesses that may be used to cast spells. The dMaoaat pérson
possesses determines the size Mafaritd@as ahatrhkhetpl danagp O w
cost increases as follows:

(17 50) 1 build each

(517 100) 2 build each

Meditate

4 Build

This skill allows for the caster to spend 5 minutes in deep concentration, during which the caster may use no in
skills. Any disruption, including talking, voids this skill use anthiist be restarted. Upon completing meditation, the caster
regains the Mana of all spells that missed within the last half hour.

Mesmer Ritual
Requires Literacy
3,4,5, 6,7 Build

This represents the ahli ty of the Mesmerto cast ritual type spdls. Rituds require an amount of Manaequd to the
rark of theritual. All rank 1-3 rituals also require 1Essence and 1 Vigor from the caster. All rank 4 and 5 ritualsrequire 2
Essence and 2 Vigor. If aritual requires multi ple peode to cast, the people aiding must be bagized to one of the YoungGods.
That person must also be prepara to donate Essence, Vigor and/or Mana Rituals also take 1 minute per rank to perform.
Essena, Vigor, and Manaused in the casting of a Ritud is an Aggravated loss and cannot be restored for 6 hours.

Mesmer Spell
Requires Literacy
2,3,4,5, 6 Build
This is the representation of the Mesmer 0s

Teach
Requires Plot Approval
0 Build

This ability will allow a person to teach any skill that they know. Higher skills and lists as well as hidden subclas
cannot be taught. A player with this ability may teach a class, however, such things as Baptisms, creation of Mystic crys
etc., areskills that reside on hidden or higher lists and cannot be bestowed or created. Lost lore can be taught once leari
To learn this skill, thélesmermust be approved by plot and be knowledgeable in his/her class.

Utilize Component

3 Build

ame




Scatteredhroughout the land are various magical herbs and plants. These can be harvastedhayacterThe
most common type of nodes contains support components, which take the plarsmahd Vigor. To usea componenta
character with this skill must speé one minute per point to absorb the Mana or Vigor from component. Afterwards, the
playerneed simply add the component tags to his or her tag ring. These tags can be traded between players, however ¢
componentsvithout an expiration dateither at theend of a standard weekend.

Vigor

Vigor is a measure of physical action that a player can make before becoming tired. It can be sometimes used t
in rituals. Vigor costs increase as the pool grows.

(17 50) 1 Build each

(517 100) 2 Build each

Mesmer Vigor Skills

Willpower
Requires 8 Rank Mesmer Spell Or Ritual
5 Build
3 Vigor

At times there are powers that attempt to gain the favor or control of a powerful Mesmer. This ability will allow
them to fend off such an attempt and keep their filleWnlike many other abilities, the Mesmer does not need to make it
known that he has used the Willpower ability, simply make note of it and deduct the vigor points from his pool. This will
often catch the attacker unaware that their ability did not weriktended. This skill will prevent any one Migftect

Mesmer Spells

Cantrip

2 Build
0 Mana
Dagger of Secrets

Il ncant A | invoke the shadows for a Dagger of Secrets
Deals 1 point of damage.

Duration: Instant

This skill may not bg@urchased at character creation. This skill may only be purchased if Mesmer is your starting class.

1st Rank Spells

2 Build Each
1 Manaper Casting

Incant 1 il |l nvoke the Shadows of Dar kn

Charm Your Mind

This will charm the target to treat tbaster as someone not to be harmed. It will not cause the target to do anythir|
out of their nature but only the caster is considered an ally. The target is not required to follow any commands. Wils Spe
break if the caster attacks the target. Taisnts as a mind effect.
Duration: 30 Minutes
Create an Audible Glamour

This Spell will allow the target to scream for 5 seconds when they fall to O essence or are waylaid. This will

automaticallyoccur the first time that they fall.
Duration: 6 Hours/ Invoked / 5 Seconds
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Create a Light of the Beyond

This Spell will allow the Mesmer to create a red light. This light will last as long as the Mesmer wishes or until 6
hours.
Duration: 6 Hours / Until turned off

Create a Sword of Shadows

This spell launbes a sword materialized from the shadows that does 5 points of damage to its target.
Duration: Instant

Erase/Restore Page

This Spell will cause any single page of text (including scrolls) to appear to be blank. This may be represented
blank page opaper used in place of the erased page. At no time may a page be ripped from a book without expressed
permission. The reverse of this Spell may also be used to return the markings on a page.

Duration: Permanent / Until Removed

Grant You Slumber

This spd will drop the target into a very light sleep. For the duration of this spell, any physical contact with the
sl eeping personés body or weapon (i f held) wild/l wake
includes all kinds oflamage including the start of a killing blow. This spell will only work on conscious targbis.is a
Mind Effect.

Duration: 1 Minute

Slow Your Speech
This Spell wildl hinder the targetds abitmdybnyspgeakls p ¢

word every 3 seconds. This does not pertain to out of game speech such as calling damage
Duration: 1 Minute

2nd Rank Spells

3 Build Each
2 Manaper Casting

Incant 1 il |l nvoke the Shadows of Dar kn

Create Tendrils of Despair

This Spell will stop the target from moving, speaking, or performing any other action for the durhtsodoes not
prevent the invocation of latent effect$.the target is damaged in any way the effect eftls is a Mind Effect.
Duration: 15 seconds
Cure My Vision

This Spell will cure any blinding effect that is affecting the target. This will not change any real world restrictions
such as darkness.
Duration: Instant

Dim Your Vision

This Spell will darken the targets sight to the pdiirat they cannot see anything.
Duration: 1 Minute
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Implant Command

This Spell must be cast on a target when they are sleeping. As soon as the target wakes up, they must perform
simple command. Multiple castings can lead to a more complex commaraimasands will be carried out in the order of
casting. This Spell will not cause the target to kill themselves or another person. When the Command is implanted, a no
to be left with the associated power for the Spell. This Spell will work with magicaliced sleep however it will not work
if the target is unconscious. This spell does not wake up a sleeping target.

Duration: Special / 1 Hour

Make You Quiet

This Spell will paralyze the vocal cords of the target, thus preventing any vocalizaticasggtecould possibly
make. They may not speak, grunt, moan or any other such vocalization. This does not pertain to out of game speech su
calling damage
Duration: 1 Minute

Mask Your Wounds

Once cast, this Spell will cause the target to tell anpamforming first aid that they are within the fitato minutes
of their death count. If the target is not unconscious at the time, it will take effect the next time the tatzdbfal®s
EssenceThis Spell will function for the entir@ minutes ofthes i ct i més death count.

Duration: 6 Hours / 5 Minutes

Mental Block

This Spell will erase the last 5 minutes of memory. This Spell may be cast in succession to remove up to 30 mir|
of memory. It may also be used to erase less than 5 minutes of mieumding casting cost will remain the same. This is a
mind effect.
Duration: Permanent

3rd Rank Spells

4 Build
3 Manaper Casting

Incantiil I nvoke the Shadows @f Dar kness¢s

Bestow a Mental Fortress

This latent Spell will allow the recipnt to stop any single mind controlling effect when invok&tis can be used
to break an active effect if cast upon a target under influence of a Mind effect.
Duration: 6 Hours / Invokeflinstant
Hold You in Thrall

This Spell will allow the Mesmer thold their target in stunned state for an extended period of time. As long as the
Mesmer holds his arms out towards the target, that target may not cast, fight, defend, or move. If either the Mesmer or t
target is damaged, the Spell is broken. This titumawill not last for more than 30 minuteghis is a mind effect.
Duration: 30 Minutes / Until Mesmer Lowers Arms
lllusionary Resistance

Once this Spell is invoked, it wildl all ow t hethet ar (

following 5 minutes. Those effects will stildl be Ifull
mask the effect, though it will still be in place. Example: lllusionary resistance is used on a sever limb. No effedt is cal
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The arm appears normal but the Mesmer loses all use of that limb.
Duration: 6 Hours / Invoked / 5 Minutes

Slow Your Weapon

This Spell will slow the rate at which their target may attack. If affected, the target may only swing a weapon on(
every 5seconds. For those with the use of Florentine only one attack may be used every 5 seconds regardless of the we
Duration: 1 Minute

Summon a Lance of Darkness

This Spell launches a lance materialized from shadows which does 10 points of magic datedgeget.
Duration: Instant

Suppress Proficiency

This Spell will temporarily block the little bit of knowledge that the target has that allows them to deal as much
damage with a weapon. If affected, the target will deal 1 less damage with each steixpdor the duration. This Spell
will work with a weakness effect. This Spell will not work if the target does not have a proficiency skill. At no timeemay th
target be reduced to below 1 damagis is a mind effect.
Duration: 1 Minute

Write Thought

This Spell will allow the Mesmer to create a new memory of up to 5 minutes. This Spell may be cast in series to
create a memory of up to 30 minutes. The target must have had their memory erased by the Mental Block spell or there
be no effect.This is a Mindeffect.

Duration: Permanent

4th Rank Spells

5 Build Each
4 Manaper Casting

Incantiill I nvoke the Shadows @f Darkness:s

Bestow Domination

This Spell will grant full control of the target to the Mesmer. The target must follow any and all commands with tt
exception of killing themselves or standing idle while allowing themselves to be killed. Unless otherwise told, they may ¢
as normal. Thearget may defend themselves from being killed. They will not attack the caster unless commanded to do :
The Mesmer may only have 1 target under domination at a time. Thidirsdaeffect.
Duration: 30 Minutes
Break Channeling

This Spell will pemanently end all channele8pells and abilities. Further it will prevent channeled skills for
1minute This will not pierce a sanctuary type of effect. This is a mind effect.
Duration: Instant /1 Minute

Break Your Will

By use of this Spell, the Mesmer csuppress use of the willpower ability for 5 seconds.
Duration: 5 Seconds

Condemn You to Shouting

pon.






