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Introduction

A dream has beckoned adventurers from far and wide to the Isle of Sairal. . .

The dream is always the samew U O U O E w b &\0ite beskokird dulling you from
your bed. Youwshuffleto the door and turn the handle. The door opens slowly and you step
through.

Instead of youhome, youtsind on a shoreline. The sun is shining so intensely you are
forced to squint. The ocean is as still as gl@sset surrounds you andhere is no wind. You
heara soft, almost musical voiceming from the wooded hillsidebegs you to comerfwvard
Unable to disobey the callpy begin your ascent. You see her through the,ttkeone who
beckons you. She stands at the top of theStik. disappears from view, and you rush forward.

Upon cresting the hill you find her nowhere in sigfiteforeststarts toclo in around
you, soyou run along a slowly narrowing path. You reach a clegrimg the sun is gone now,
replaced with a full moon. In the field ahead, you can make out many strange shapes by the
unnatural twilight. The young girl iskneeling in the center of the field holding another whose
identity is obsared by paléhoodedobes. She looks to you with pleading eyes and whispers,
2311 Ul wu®IUQuO®IUIUWE FUlD®O1 UUwhbUwUxUI EEDOT 2 6

The shadowy figures begin to stir. Yacognizeherr true, twisted, evilforms as they
cast impossibly long shadows in the moonligloming trolls, hunched, leathery hangsrty
goblins, andwild, wickedmenadvance on yolwAs you back away slowlypu hit something
solid. You turn to find a tall stonebelisk covered in strange markinDBs#ferent colored lights
pulse from somewhere inside offihe evil horde is upon you. The stone gives ondéiidgint,
blinding flash of light, and you awa®ed

The Calling is a Live Action Roleplay set on the Isle of Sairal in the land of Aeristi. It is a
fantasy LARP with a Steampunk feel. The game is produced by Stoopid Gremlin
Entertainment and utilizes the Accelerant rule system developed by Chimera
Entertainment, Inc. This rulebook is a living document, and will evolve as the in-game
storyline progresses.

What is Steampunk?
Wikipedia nails the definition on the head:

?Steampunk is a subgenre of fantasy and speculative fiction which came into prominence in the
RNWY z UWEOQOE wl EUOA whuNN Y zinded erausd worldwbdrelsteamEpbw@iddd i1 Uwb O
still widely usedt usually the 19th century and often set in Victorian era Englarmlit with
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the computer occurringtan earlier date.



The game takes place in a world that resembles the real world back in the 19th century,
but with technological advances that did not occur until much later in history and they
utilize steam power as a primary energy source. Take these elements and blend them
with traditional aspect from a fantasy setting and you get The Calling.

Fun / Sportsmanship

We strive to ensure that all participants have an enjoyable experience, both players and
staff alike. In an ideal setting this would occur 100% of the time, but alas that goal is
unrealistic. Despite that reality, we will continue to strive towards that goal. Our staff
will accomplish this by providing the players with a game rich in history, challenging
encounters, and an enveloping story that the players influence.



Part I: The World of Aeristi

Known History at the Time of t he Calling

The following chronology is the best accumulation of recorded events since the Cataclysm.
Additional historical facts or inaccuracies may come to light as fueents develop.

BC = Before the Cataclysm AC = After Cataclysm

0AC - The Cataclysm, fire and earth rain from the sky, and tsunamis pummel every coastline.

15AC - Standard calendar is adopted with the Cataclysm as year 0

29AC - First possible record of Forge magic use

323AC - King Alexander unites his people and reforms the Kingdom of Landranos
325AC - The Kiplenhiem Kingdom reforms under King Olaf

334AC - A warrior name Sergei unites Vordanhalla

339AC - The Hazan Sheik dies, the country slowly reverts to its old nomadic ways.
357AC - The first llantrian ship reaches the west since the Cataclysm

360AC - The first Spirit Pillar is found

361AC - First documented uses of Purity magic.

362AC - Before his death King Alexander completes his Laws of the Kingdom.
379AC - The Dervish Order of Icarna is formed

386AC - The Agaku descend from the mountains to trade.

401AC- Humans establish communication with the Naiads once again.

412AC - The Seodai Dynasty makes contact with the west again.

413AC - Tempest magic becomes widely used in the west, believed to have come from the Naiads.
445AC - The United Mages Guild is founded.

453AC - After an adventuring accident Simon Pluk co-founder of the Mages Guild is resurrected at the
Landranos Spirit Pillar.

463AC - The KingE OO wdi w, 1 UUOT zwUIT i OUOUWUOET Uws OUPET w(T EBOY
469AC-, 1 UUOI z wET EOEUI UwPEUWOOWUT T w, POOUEVUUUWOI wlOT 1 w&&UI aw
472AC - It was believed that until recently the Minotaurs were wiped out.

473AC - Iganov is poison by an assassin

475AC- After much debate his thrown is passed to the eldest son Esmier

486AC -After a brief skirmish the Humans and Elves establish a treaty. No one is permitted in the
Silverwood without an invitation.

488AC - Simon Pluk is the first person to receive an invite, he is never seen again

515AC - A powerful Necromancer named Ulmat gains control of the southern region of Feranza (now
Guilliette) using an army of skeletons.

517AC - Ulmat takes the capitol and kills the king
518AC - Ulmat raises an army of Undead and attacks Landranos and Kiplenhiem Baronies.



527AC - The Necromancer King Ulmat is defeated, his lands are left in the control of Knight General

Devon Keldar.
539AC- | Ul Uw4 OOEUZ UwWET EUT wUOT 1T w*OPT T OUWOT w*xT OEEVUwWPUwIi OUdIi
557AC - The people of the Northlands choose a King for their united lands, King Dugan |
563AC - By this time dozens of Spirit Pillars have been discovered across the world
578AC-31 1 WOUPET UwOil w" EAEOWETI 1 POWEUUEEODOT wEUI EUWDOUDPEIT w,
580AC- UwW@UPEOOAWEUWPUWETI T EOwWUT I wWEUUEEOQUWOOwW, 1 UUOT zwUUOXx
587AC - A Seodai ambassador is murdered by a Feranzan official
588AC - Start of the Seodai war

590AC - A new pillar is discovered in the center of Feranza, it appears during a battle and momentarily
paralyzes everyone within sight.

591AC - Seodai war ends.

594AC - The Elves offer three invitations one to a Seodai noble, one to a Feranzan General, and the
last to a wounded healer from Kiplenhiem, all accept and are never seen again.

598AC- King Heromed claims the Hazan thrown and asks the people to return to the empty capitol.
603AC- Vordanhalla declares war on Merske over land disputes

611AC- Vordanhalla takes disputed area from Merske

628AC - llantrian explorers discover a chain of Islands in the central sea.

642AC - The last known true dragon is slain in Landranos by an unknown hero

668AC- The College of War is founded in Kiplenhiem

681AC- llantrian ships discover a jungle continent to the south of EI Hazan.

686AC- After much exploration the continent is deemed to harsh of a land to support humans
705AC- After a misunderstanding between ships, llantria and Seodai begin a extended naval war
723AC- Both fleets are nearly lost during a hurricane, hostilities end

757AC- King Edmund of the Northlands dies without an heir

760AC- The Northlands divide into several smaller clans

778AC- The University of Magic is founded in Feranza

795AC- Landranos issues a standard form of currency the Royal and the Cap

810AC- By this time most of the west uses the Landranos currency

845AC- Fighting among the Northland clans begins after Kyle Calleran tries to claim the throne
853AC- Fighting ends when Calleran dies during the battle of Uldridge Pass

892AC-3 1T 1 w? i PUT woOi O~ whdldde noEseeBagairO WE P E a WE
905AC- The llantrian explorer Vincent Silanio navigates the northern pass and explores the northern
Ul EWEOCEwWDPOwWi DUwPOUEUW?EDPUEOYTI UUWOOUUWOI whET »
927AC- King Umbrick of Kiplenhiem dies leaving five firstborn heirs from five separate wives, unable
to resolve the dispute the throne is left empty and Kiplenhiem divides into five baronies
955AC- Merske expands into an uninhabited area of northern Hazan
958AC- Hazan takes military action against Merske
965AC- Merske withdraws from Hazan



985AC- The royal family of Merske is executed after a military coup
692AC- Merske begins to degenerate into many small factions
1005AC- The capitol of Landranos is destroyed by a devastating fire, the royal family survives

1012AC- A new castle begins construction on the same site, many people are drawn to the capitol and
begin to rebuild

1023AC- The new castle is finished, it is named the Blue Watch for its massive towers overlooking the
central sea

1049AC- Contact with the sea folk ends abruptly without explanation

1082AC- Several powerful wizards wielding dark magics terrorize southern Landranos

1084AC- The dark wizards construct a small fortress known as the Blighted Spire

1091AC- The wizards are pressed back to their Keep and are defeated

1122AC- Two decedents of the explorer Silanio vow to find the ends of the world

1123AC- Alberto Silanio travels east around Hazan and discovers a dark land inhabited by goblins
1124AC- Georgio Silanio travels west around Feranza and discovers the same dark continent

1126 AC- After much debate of the brothers findings most scholars agree the world is round, or at the
least cylinder shaped

1130AC- The Silanio brothers prepare four ships for an expedition to map the Dark Continent
1134AC- After a long harrowing voyage two of the four ships return, and only Alberto

1137AC- Several goblin-filled ships land and attack coastal villages in the west; they raze no less than
ten villages then sail away

1138AC- Along the west coast hundreds of watch towers are constructed

1143AC- Only days apart, reports stream in from all watch posts that goblin ships have been spotted. The
goblins attack with thousands of crude long ships, each overflowing with goblins and other
wretched creatures of the Dark Continent.

1144AC- King Devan Il of Feranza flees the kingdom as goblins advance on the capitol of Guilliette

1145AC- Fighting continues for three years across the west, the eastern kingdoms are also attacked
but with far fewer numbers

1146 AC- Merske is reorganized into The Empire of Merske, led by Emperor Jonas Krieg
1148AC- No major goblin armies exist in human lands

1150AC- The people of Feranza oust their coward king and begin to organize a democracy
1150AC- Kiplenhiem begins fortifying its coastal towns

1150AC- The Northland clans agree to choose a leader for wartime organization

1150AC- Landranos begins constructing better mountain roads to help their western neighbors

1152AC- Feranza votes in its first senate and the country changes its name to Guilliette after the capitol
which survived a three year siege

1153AC- A new goblin fleet is reported off the coast of Kiplenhiem, the second Goblin War begins
1153AC- The sea folk reappear and stall the incoming Goblin fleet

1154AC- Six months into the attacks the goblins breach Kiplenhiems defenses and begin spreading
inland

1154AC- Goblin forces begin attacking the eastern nations
1154AC- The goblins ford the DeFonce River and invade Guilliette
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1155AC- The goblin armies are now sieging cities in the Northlands and razing villages in the western
provinces of Landranos

1156AC- The goblins have expanded their reach at least half way into all four western nations, and
have destroyed all but four of Kiplenhiems five capitol cities which now shelter most of the
population

1156AC- Six people from different lands appear before the King of Landranos with detailed
descriptions magic powered devices and several examples. This is considered the birth of
Mecharcanum. The King calls on all able bodied craftsman to aid in the construction of
these fantastic machines.
1156 AC- Goblin forces are driven from the eastern nations
1157AC- The first armored steam trucks begin retaking the northern fields of Guilliette
1157AC-3 1 1 wi PUUUWEDUUIT B x w? %U dot énd Wepona B ithe Kiledhiethicapidlg | UD OT wi
1157AC- The Empire begins constructing its own war machines
1158AC- The Northland armies quickly learn to use rifles and begin to retake their homeland

1159AC- Goblins are reported to have developed their own less advance war machines, although they
appear to be as dangerous to their operators as to their enemy

1160AC- With ships provided by llantria, Landranos builds an air fleet to bomb goblin supply ships
1160AC- The Northland armies drive out the goblins

1161AC- Guilliette is now free of all goblin forces

1161AC- The Golems of the Landranos army clear the mountain passes to Kiplenhiem

1162AC- Every citizen in Kiplenhiem is now armed and begins driving out the remaining goblin armies
1163AC- Human lands are free of any substantial goblin forces

1164AC- Airships are now constantly patrolling the western sea

1166AC- The Empire reports that they have driven out the Goblins in the east

1172AC- The Mech-Arcanist Union is founded in Landranos

1185AC- The Gormund Trading Company is formed

1192AC- Landranos elects its first Parliament

1210AC- Jonas Krieg dies Empire is now led by his son Enrich Krieg

1215AC- Hollmer Machine Works opens its first factory

1221AC- First Landranos rail truck system is finished connecting the Capitol with the western
mountains

1235AC- The first steamship is christened in llantria

1237AC- Multiple shot pistols and rifles are developed

1241AC- Vordanhalla begins exporting Firestones which it previously kept for cooking in homes

1245AC-6 DUT wi PUT UUOOTI UWEUWE wx Ol UwUOUUET w' 6, 666 WEUI EUI UwU
1263AC- First centennial celebration of the Goblin defeat

1272AC- The capitol of Landranos has power provided by the Mech-Arcanist Union

1287AC- An airship armada bombs the Goblin ship yard in Udenkap on the shores of the Dark Lands

1291AC- After increasing reports of monster and other disturbances The Empire storms Vordanhalla
to secure the lands for the safety of its people



1293AC-HazanE1 1 DOUwUOwi EY] wOUOUEOI whpDUT w? EEVUOQwI OUEIT U~» wbbUIT E
in but is repelled by the Hazan Army

1295AC- The great-granddaughter of Jonas Krieg, Kalina becomes Empress

1298AC- llantria is attacked along itscoastE a wOT 1T wOOOT wEEUI QU0 w?i PUT woil 062

1299AC- The Empire moves in to restore order

1302AC- The western nations demand that the Empire withdraw from the occupied nation, The
Empire refuses

1307AC- The Calling begins
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The Isle of Sairal

In the middle of the Azure Sea lies the Isle of Sairal, a small part of the world
with seemingly no real significance until recently. Once a trade hub between the two
sides of the continent, now nothing more than fishing villages and mining leagues, or is
it?

The Western Lands

The civilized lands of Aeristi have had several nations sprout up and thrive throughout
its history. Each Nation has forged its own identify, but all thrive because of the
indomitable will of mankind.

Landranos

The Hewlen Mountains to the west and the Azure Sea to the East border Landranos,
located on the inner coast of the western side of the continent. It is the most
technologically advanced society in the Western Lands, with many large cities
connected by railways. More recent advances include running water in houses and a
catacomb sewer system under the streets. Most buildings utilize indoor lighting
powered by the Turbines, the creation of Mech-Arcanists contracted by the elected
Parliament. While the Parliament is the main law-making body in Landronos, a royal

i EOPOawUl OEPOUwWxUOODPOI OUwPOw+EOCEUOTO®UZ wuxOODPUD
southern quarter of Landranos is a rolling plain which supports the agriculture needed
to feed the large cities, but was originally a lawless expanse inhabited by those who did
not care to or were not allowed to live in society.

(Roleplaying/Costuming Noté andranosians wear Victorian/Edwardian England style
garb. Citizens of Landranos feel slightly above those from any other nation in the
Western Lands.)

The Northlands

The Northlands (and Vordanhalla) know the vast Eludnir Ocean as their northern
border while the Hewlen Mountains guard their homes from the south. There is no
specific government, but rather four separate Highland Families which look after their
people. They are the least advanced society as far as embracing and utilizing
technology. Like their ancestors, they work the land with their hands. Farmers, herders,
and stone masons are the most common professions among Northlanders. A great
many also train as fierce warriors who fight with passion and pride, willing to give their
lives to protect their families and their land.

-10-



(Roleplaying/Costuming NotéNorthlanders were Celtic-style clothing (Scottish/Irish).
Kilts, tartan patterns, or anything with a Celtic knot motif will work. A henna tattoo
would be a bold adornment, but remember: they take six weeks to fade. Northlanders
view everyone as equal, but none from the Northlands embrace technology.)

Kiple nhiem

Kiplenhiem acts as the first line of defense for Aeristi from the Dark Continent to the

west. Nestled between the Hewlen Mountains to the east and the Agreat Ocean to the

wi U0Ow* BDx Ol O bl Oz UWwOEOEUWT EYT wET T Owundop1 Uwl Owl
Lands. After their society and lands were ravaged in the First Goblin War, Kiplenhiem

has accepted technology in a limited fashion, preferring the use of the more modern

weaponry to stave off any who dare encroach on their lands. They have divided

themselves into five Baronial Territories, while clinging to a Feudal-style government.

The four Barons and the one Baroness meet regularly and treat their people in a fair

manner.

(Costuming NoteKiplenhiemers wear Medieval European style garb. Most things would
work here, though the people of Kiplenhiem are very simple and direct. They are less
flashy, but heartier in dress and manner.)

Guilliette

The Southern-most nation in the Western Lands acts as the dividing line between the
Azure Sea to the east and the Agreat Ocean to the west. It was in Guilliette where magic
began to flourish and is the current home of The United Mages Guild. The inhabitants
of Guilliette have come from far and wide to study the arcane arts in the three Arcane
Universities. The first to adopt a fully democratic government, every citizen has a vote
on who joins the Senate. They are a few steps behind Landranos technologically, but are
very accepting of the newer developments and have even begun work on their own
sewer system. Guilliette is a mixing pot from the other nations. Even former Imperials
have taken root in Guilliette and in public they accept each otherszbackgrounds and
culture. In private, the inhabitants of Guilliette hold fast to the beliefs of their original
people.

(Coduming Note Guilliettian garb reflects their mixing pot heritage, and their wet,
swampy climate. While they will wear a mix of garb from the other lands, the hot,
humid weather encourages them to favor loose shirts and pantaloons, often with a high
hem on the pant leg. They tend to wear sandals or go barefoot, but may alter their
footwear in drier or colder climates.)

-11-



The Empire

The vast majority of the Eastern side of Aeristi is under the domain of The Empire.
Vordanhalla to its north and Ilantria to its west are under the control of the Empress.
The only nation on the Eastern portion to resist Imperial influence is El Hazan to the
south. Technology is thriving in The Empire, streets have been paved, sewer systems
run efficiently and every house has running water and indoor lighting. The Empress
rules with an iron fist, but all who accept her rule are treated equally. The people are
divided; some yearn for the old days when they had more rights, and others genuinely
enjoy how it is now. All are aware of how they are viewed by westerners and for the
most part, resent them for it.

(Costuming Notelmperials dress in Edwardian/Victorian garb, similar to the people of
Landranos. The people of The Empire openly support the Empress; D Owx UBDYEUIT wb Uz U
whole different story.)

Vordanhalla

The first nation to suffer Imperial occupation was Vordanhalla. Their lands are along

the Northern coast and are riddled with rocky soil and vast mountains. Vordanhallans

work long hours in the mines, unearthing the coal thatfuels 3T 1 w$ Ox DUl z UwbP EUwWOF
They also uncover precious metals used in the creation of Imperial currency. Skeptical

of technology, the people of Vordanhalla did not stand much of a chance when The

Empire decided to invade, but since have been treated fairly and have adapted some

devices to aid them in their mining. Those who live on the Northern Coast are adept at

fishing and many ports have opened up along the Leas River to the west.

(Costuming NoteVordanhallans dress as Vikings without the desire to sail the seas. The
ocean to the north is unforgiving, which drove them to the mountains. Those who fish,
venture out in small boats, never too far from the coast. They have fairly primitive
dress, large weapons, strong fighters, and the occasional wise elder in a community. It
is rare that you find someone from Vordanhalla dabbling with technology, though it
has happened.)

llantria

Along the eastern coast of the Azure Sea one will find the nation of llantria. Now part of
The Empire, it is best known for its master shipbuilders, both sea and air. The
mountains to the east and the sea to the west forced llantrians to develop a way to
interact with other nations, thus the first airships in Aeristi were developed there. They
have embraced technology, to a point, and even have in-home lighting.

-12 -



(Costuming Notellantrians dress in Greek or Roman garb, not all togas and battle skirts,
but loose fitting and light colors. Ilantria is not a rich nation as a whole, so clothing is
very basic. People from llantria are easy going yet care deeply for each other.)

El Hazan

The southern most nation on the eastern side of Aeristi is El Hazan. Hazans are strong-
willed and capable fighters. They have stemmed all Imperial occupation attempts.
Famous for their fighters, the art of the Dervish began here. Not much is known about
the natives, except their purposeful, nomadic lifestyles. They do not seem to have
embraced technology, though some people claim to have seen a man with a rifle on
camelback.

(Costuming NoteThe people of El Hazan live in a desert, and favor Arab-style clothing.
They do not associate with the outside world unless they have a specific purpose and
are weary of all outsiders.)

The Dark Continents

On either side of Aeristi lie the shores of its most menacing foe. The Dark Continent is

home to all of the things that harbor evil and destruction. Goblins, Gremlins, Orcs, and

other despicable creatures live there, waiting for some poor traveler to wash up on their

shores or until they amass the numbers they need to wage a second war on Aeristi.

@/ " zZUwWOEAwWOOUWET wi UOOwW3T 1T w#gEUOW" OOUDPOI OUUB A

Seodai

Little is known about Seodai, since no one has been able to land a ship on it in a great

many years. Even airships that fly too close seem to suffer engine trouble and have to

turn back. All that is known is that it is south of Aeristi and even the creatures from the

#EUOwW" OOUDPOI OUWEOOz UwyYl OVUUT wUTT Ul wp/ "zUwbEa
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Part Il: Characters

Traits

All player characters in The Calling enter game with the trait Hera Acquiring a header
will gain you an additional trait of the same name. A header may be gained by either
purchasing it with CP or through another method in-game. So if a player purchases the
Apothecary header, they also obtain the Apothecary trait.

There are other traits that a character can obtain in-game, some good and some bad.
Another example: there is a trait that renders people unable to reset their abilities
through normal methods. This Blight trait occurs when someone has been inflicted by
evil magic. There are rumors that some of the more experienced mages have discovered
ways to liftthat UUE D U 0

Attributes

All characters in The Calling have five attributes. These attributes govern how often the
player can utilize their in-game abilities, but in no way limits the use or restricts their
natural abilities.

The five attributes utilized by characters in The Calling are Earth, Fire, Air, Water, and
Void. The Void attribute governs how a character is able to refocus their abilities, i.e.
reset their abilities. Each of these attributes begins at 2 points. In order to raise any of
them, you must spend the amount you wish to raise it to in character points (CP) and
purchase each point in succession. If you want to raise your Earth to 3 points from 2,
you must spend 3 CP. If you wanted to bring it to 4 points from 2 points you would
have to spend 7 CP, 3 CP for the third point and 4 CP for the fourth point.

Most in-game skills run off of one or more of your attributes. For example: A Dervish
has two skills that run off of the Water attribute. A Dervish named Garthune purchases
4 points of Water and both the Resilience and A Twist of the Wrist skills. Resilience
costs 1 Water to activate and Twist of the Wrist costs 2 Water to activate. Garthune can
spend his attributes in any combination, like using Twist of the Wrist twice, or
Resilience twice and Twist of the Wrist once, so long as the cost of the skills used does
not exceed his maximum points of the given attribute.

Creating a Character

Characters in The Calling start with 25 CP to spend on Attributes, Headers, and Skills.
Players have five attributes that govern in-game abilities and limitations in addition to
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their skills. As the story progresses and players attend more events, they will earn more
CP to advance their character.

When creating a new character, you may want to choose your race first, and then
determine your land and heroic profession. From there, determine which skills (and/or
spells) you would like to purchase.

The Five Playable Races

There are five playable races in The Calling. In order to be one of the non-human races
you must adhere to the costuming rules the entire time you are in-game.

Humans

Humans are the most common race in Aeristi, and have the easiest time interacting with
others. They comprise the majority of every nation's population.

homeland.

Game note8 OUwx OUUT UUwUT T w?' UOEO> wUUEDU

Qu

w

The Azoic

First documented about ten years ago by a geologist prospecting deep caves for veins of
Mystic Ore to mine, these creatures are born of the earth. Their flesh is living stone.
Their appearances vary, from nearly flesh-colored marble to granite to shining obsidian.
Although the prospector's nickname "The Azoic" has spread widely, many refer to these
people as "Rock Monsters".

Exactly why these creatures have appeared now, or even how beings of living rock can
exist at all, is a matter of heated debate among scholars. Some say that they've been
disturbed by ever deeper mining operations. Others suggest that they've awoken due to
fluctuations in the natural magic level. Still others guess that they're the result of an
arch mage's ritual gone wrong. Whatever the story, these beings are clearly magical in a
way that Humans or even Naiads are not. As for their opinions on their origins, none of
the Azoic have much to say on the topic.

Makeup / CostumeAn Azoic's exposed skin must have a clearly identifiable pattern
based on some type of stone.

Game notesrou have no recollection of a life prior to coming to life within the last ten

al EUUB w8 OUwoOOPwdOOUT POT wOI wadUUWUEET zUwOUDPT PO
learning about the world and yourself for the first time. 8 OUwx OUUT U0 wUT 1T w? & Of
Youmust EEOOw$4 i 1 EU? wUOWEQAa WEOOOWOUWEEODT whpbUT wlOT 1

-15-



trait. You must move as if under a constant Slow effect ¢ this effect cannot be purged or
cured. You may purchase the Fluidity and/or Like a Rock skills at any time, provided
you have the spare CP to spend.

Naiads

From deep beneath the crystalline waters of the Azure Sea come the creatures referred
UOWEAWEOOOOOwWI OOOWEUWUT T w?21 Ew/ 1 OxO1 82 w311 awx
Naiads. Easily distinguishable by their blue tinted skin and gills behind their ears, the

Naiads generally have good relations with the people of Aeristi. They rarely venture

onto land for too long, for their hearts belong to the Azure Sea. There is the rare Naiad

who longs to learn as much as they can about the world out of the water and have

learned the ways of humans.

Makeup / CostumeThe face of a Naiad has a blue tint to it and gills behind their ears.
The webbing between their toes and fingers is retractable so no makeup is required for
that.

Game notesrO Uwx OUUT UUwUT YoumayEHDdséio purdhase hd Egeuof
Clarity and/or Eye of Sharpness skills at any time, provided you have the spare CP to
spend.

Lycanthropes

Common folk who have been bitten by magical animals and have their appearances and

tendencies altered to resemble their attacker are known as Lycanthropes. Originally

thought to be a disease, no one has been able to develop a cure either medicinally or

magically. Only humans seem to be affected, though the theory has arisen of other races

OOUWEI DOT WEOOXxEUDPEOI wi OUUUWEOEwWUT 1T w?EDUI EUI 2 w
humans seem to maintain complete control, some even having some of their physical

aspects enhanced. There does not seem to be any specific animal that is more common

than any other, wolves, bears, tigers, even the scratch from some birds has caused the
transformation. For the most part, Lycanthropes tend to avoid densely populated areas,

living out there days in areas free of people judging them.

(Note: Players who are Lycanthropic can not inflict this trait onto others.)

Makeup / CostumeYou must alter your appearance so which ever animal has bitten you

is easily identifiable. Tails are not necessary, but certainly within reason.

Game note8 OUwx OUUT UOWOD O wulP + @EGE w?YohranpdhesewU UEDU UG w
purchase the | Fight With Claws and/or | Run Real Fast skills at any time, provided you

have the spare CP to spend.
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Agaku

The Agakan people are somewhat of a mystery. They can be found living on any
mountains on Aeristi yet it is unclear where or when this race first appeared. The most
striking feature of the Agaku are their brown skin, and occasionally tusks and short
horns on their forehead. They have a tight knit family structure and a strong sense of
honor and it is unwise to insult one. Most are formidable warriors. All though there
are many of them the Agaku do not have a governing body to speak of. They are left
alone on their mountains to live there humble lives, some have tried to claim these
mountains but none have been successful.

Makeup / CostumingAgakans have brown skin, and may have horns and tusks, they

usual prefer simple earth toned cloths and leather. They never back down from a

challenge and are very loyal.

Game notesroupossesstl T w? T EOU?> wUOUEDPUS w8 OUwOEawET 00
at any time, provided you have the spare CP to spend.

| wU

6 OOOEUW5 OOWBEUUEDPOEI UzUw' 1 UOPEwW" 00

2(OwdawlpOl Ow( wi EYI wUOUEYI UUT Ewi UOOwWOOI ngi OEwOI

waylaid EUWE OOQOwx OPOUUWDOWET UPT 1 O8w(zYl wOl OwUOOT wh(

(whbOOzZUWNUETT wUOI I PUWET EUEEUI UOWEUUOwWI OUwxOUUI U
-Wolmar Von Fassbinder

The following descriptions are taken from the notes of the renowned researcher and are
regarded as fact.

Sorcerer

Refined in his ways, the soreeiis an arcane wieldaot to be trifled with. Fools have laughed at
these proud sages and found themselves robbed of their own will. Like the farmmgr worki
malleable earth, the Sorcerer worksfti®icof the universe, cultivating it to his liking.

Apothecary

Armed with the latest Chemistry, the Apothecary has battled disease, mended fallen soldiers and
bled like any other man, but what makesdifferent isherresolve to get her allies back on their

feet. Combat medics and scientists, the rank and file of the Apothecary varies as greatly as the art
of treatment. Many find comfort in the cold hard scienaaedical healing
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Devoted

Educated in thancestral lore of Puritya Devoted has perfected the ancient art of healing the
sick and wounded. Some show skepticism over the mystical healing that the Devoted channels
but once one has seen the wounds close, or felt the pain washeaelgve. They remain the

last bastion of hope fonar fellow champions.

Mage

They are true renaissance mend women of the magical arts, who laboriossglgy gates and
painstakingly devotéhe time necessary to properly channelrtbedednerges to perform
powerful rituals. Summoning power from several disciplines, the mage can combine them to
wondrously creative or terrifyingly destructive ends. They work the magics of the Forge and
Tempest seamlessly in battle.

Shaman

An outcast of normal societthis warrior of the earth holds the balance of the ether and physical
world as well as the balance of nature. Truly one with the storm they are devastating in battle.
Shamans remain distrustful of modern technology and prefer the proven power achieved through
discpline and ancestral knowledge.

Mech-Arcanist

In the sweltering heat of tt O x D deepzdiges you will find the engineers of Aeristi. Armed

with trinkets that wiz, andwveapons that buzthe MechArcanist attracts attention from even

the most obliviousBut sir, beware! Their science is quite real. Attend! They have fought side by
UPET whpDPUT wUT 1T whEUUPOUUWOI wUT | wOEOEWEOE w( wEEOQuw
and magic is quite potent. Heralds of the new, many will benefit from theiramieahmiracles.

Ranger

Deep in the forest where the trees are so deep, man can find a place where, if he can listen well,

the forest speaks. From these places men have returned changed. They see the world differently
from those that hail from industrigucities that warp the landMany a modern gentleman has

found himself unsettled and s OOUED OUUWEEOU U wi PUWUUE x x DOT UwWEI
stare and disdain.

Warrior

Honorable or deceptive, malicious or kindhearted, garrulous or a quietvsougrs are as
different as the province they hail from.
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In the Northlands,the people live by community, and by that strength they surtike their
fathers and grandfathers, Northlandi@rriors carry a legacyf battle, and wear itke the great
sword on their backever present, ever ready.

Unlike any other are the Exalted Cerberi, the royal guards of the Empress. They are the shield
that defends the honor of thengire. Whenone sees the workani Exalted Cerberyshey are
witness to the wilbf the Empress.

Dervish

From the vast lands of the-Hazan thesandbornDervish has pronounced his name and knows
himself.Elegant and deadly, a lone Dervish in battle is a sight to belhdlte more can be said
about these fearsome bladesraemenbers of The Order keeps to tlsetmesFew and far
between arthose who would train folk not committed to The Ordesdadance the blade.

Mystery shrouds those in The Order likeO w( O x I U D E Ghartlécoblisedl.il OOz U

Rogue

Whether souts or spymasterghese clever and quiagkdividuals are not to be so quickly

dismissed or dispatchelind refugen the fact that, ofhe roguesvhom this author has metpt

all are unkind but experience would tell that even they have wronged a fellow somewhere along
the road. It is with regret that the author cannot detail further due to certain gambits in play.

Gunslinger

A maverick,shewalks herown road. Indeed #sandividuals are distinguished onlpy their
bravado and unigue style. Often carrying at leapisiol and a sword at the ready, their agenda
and businesaretheir own. Though quick to sit at a common table and share a pint, one might
not get far in learning any truth about theoman They are not the most stable individuals, so
travelers take notéhough some are quite gentle, others take insult as injury.

Rifleman

Legionnaires in many an army, thesar gearsseem to be found everywheartlate. Their ranks
include thecombatworn veterans of countless battles, the crafittshonly armed witha rifle
and the letter of propaganda, and every conceivable variation in bedleanthem their drink
and their revelryand pay honor to those who die for you.

Swashbuckler

Whether hired swords of theafaring merchant houseslawlessbrigands othe wavesthey
find their beds on the dock and plank. Wearing armor on b@sskifg for extra room to put
that shieldHa! YOU z Ul wEUODPOT wOOwUDPOOn w3 i 1 Ul wUl EEOT UwEU
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and quickk PUUT EwUOWE OO U6 widcéthzherm ungnvar€sanvied Braninidpdnua@ O O a
brandy hey looted from the cardmld.

Gleeman

Most often welcomat any hearthGleemen are loosely boutnavelers.These folk are most

visible during the local holidays, bearing fireworks from the greascgémbellishing the rare

tale, or gesticulating through a boisterous show. You will find them dressed in finery from across
the lands and engaging in foolery of all sorts. Loose not your tongue so easily in their presence,
howeverWhispered umorstell that some of these kindly folk are spies for crowns of neighboring
states.

Post Script

By my own eyes, | have witnessed heroic feats across our travelled lands. The brave and the
cunning, the disciplined and the impassioned have all pushed themselvas theycapabilities
of everyday folk to achieve, and to succeed.

| have been blessedchandful of times, to witnegsuly remarkablesvents,ones that stand out

even within the heroic forunBeyond what | have heretofore described, these moments of true

wonder are worth reflection. By knowing what is possible, | hope that budding heroes are further
PDPOUxDPUI EwUOwxUUT wlOi 1 OUI OY1 UwET aO0O0EwWUT 1 PUwW?Ii UU
| have withessed a lone rifleman, when pushed to the point where even the most seasoned veteran
would have collapsed from exhaustion, he continued to picki® wi O1 O PHisGreswdi | DEIT U
?2' O0OEwWUT 1 woObOl n>wi UUUTT UwWPOUxPUI Ewl PUWEOOXxEUU
enemies at bay until dawn broke, and reinforcements arrived

Similarly, during an engagement where my own companions had been run off or slain, a lone

Azoic Sorcerer stood his ground over my wounded form and kept our assailants at bay. Long

after any other mage would have collapsed, sapped of all Arcane paveartjreed blasting
our enemies with arcane bolts and forked lightening that felled most with but a single hit.

Before my eyes, the mightiest warriors, advancing in armor so heavy it would seem impossible to

NN - .

destruction.

Less spectacular, but no less incredible, | have seen men and women of the wild disappear with
but a single step into the tree line, assassins that blend into one shadow only to emerge from
another,swordsmen that regain their feet with wounds that should have been fata, and
whirlwind Dervish swordsmamwho wasable to turn aside seemingly infinite attacks.

The forces of evil are no less powerful. Beware the followers of Blight, lest they s&eiygtlr, s
cripple your limbs, or strike you dead with but a word and a thought.
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Lastly, while | have not witnessed the creation of the most impressive mechanological, chemical

or arcane wonders, their mere presence leads me to believe that the mearentstbgist

somewhere, whether written downa secreted ton@ U wOOE Ol EwPOUPET wUOOT wb(
memory.

| can only speculate that such secrets will fall open only to the curious, the daring, and the brave.
-Wolmar Von Fassbinder, Autumn 1306 AC

(The professions, CP costs, and their various abilities are summed up Appendix A:
Summary of Headers and Skills.)

Guilds

There are various Guilds throughout Aeristi. Finding information and/or joining one
must be done in-game. Currently, the guilds that most people are aware of are:

The Order of Icarna

The Order is known for its many Dervish warriors who travel the world seeking
corruption. The corruption they seek is neither political nor social but rather the dark
unnatural magics and those who wield them. The Order does not speak its dealings
with outsiders. If you wish to know you must be willing to join. The Order operates all
over the world but trains its Dervishes and dispatches them from an ancient temple
complex in the Hazan desert.

The Devoted

The Devoted are an order whose purpose is to cure sickness of body and spirit
wherever it is found. The Order follows the teachings of Yimira, a girl who died so that
the powers of Purity magic would thrive. The Order accepts anyone willing to help
regardless of magical talent. They maintain sanctuaries in all lands except the Empire.

Mech-Arcanists Union

The Union was formed after the Second Goblin war to ensure skilled Mechanics were
paid properly. In exchange for their annual dues the Union make sure governments and
large companies do not take advantage of the Mech-Arcanist. They ensure safe working
conditions, fair wages, and maintain a steady stream of contracts. The Union is open to
all who can maintain, repair and construct Mech-Arcanum.

The Unite d Mages Guild
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The guild was founded to ensure the proper training and use of Magic. It ensures safe
training and proper use while also funding research and development. The guild is
based out of Guilliette and is open to anyone who posses a basic aptitude with magic.

The Knights of Keldar

The Knights are a group sworn to destroy Necromancy wherever it is found. The order
was founded by Sir Devon Keldar after the defeat of Ulmat the necromancer warlord
who invaded Feranza (now Guilliette) Which has caused much contention between the
Knights and the Mages Guild. The law does not punish Necromancy only the creation
of Undead, and the Mages guild furthers the research of Necromancy. Despite its legal
status people have been known to turn a blind eye to the killing of known
Necromancers by the Knights.

Merchants Guild
OUI OUT T wUOOT WEEOOwWPUwWUTT woOlI T EOQwUT BT YI Uz wl UDO
maintaining a healthy economy for all nations. The guild negotiates on behalf of

merchants, traders, and manufacturers with governments on the issues of taxes and
tariffs.

Thieves Guilds

There are many organized crime rings throughout Aeristi. Most do not have guild halls
or easy methods of joining, for obvious reasons.

Imperial Ministries

No guilds, unions, OUWOUET UUWEUI wEOOOPI EwbDUTI POwWUT T w$ Ox E
government organizes all skilled labor into different departments known as Ministries.

These departments monitor both government employed and civilian crafters from

carpenters to mages and anyone in-between.

Glossary of Skills
All of the skills are listed alphabetically according to the following format:
Name(CP cos} Attribute Cost (Headers)

Name is the name of the skill. CP cost is the number of character points that you must

spend in order to purchase that skill. Attribute cost denotes the type of attribute you

must expend (A=Air, E=Earth, F=Fire, W=Water), and the number of letters specifies the

OUOET UwoOi wxoOpOUUwWOI wUT EOWEUVUUPEUUT wabUwdUUUwI
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twopoinO UwOil whEUI UOw? %? wOl EOVUwWUT E0wadlwdUUU0wUxI
Fire to use that ability). The last entry specifies which headers or races may learn the

Legendary skills are rumored to exist, but all accounts are second, third, or fourth hand.
As players find or learn new skills in game, they will be added into this list. For a
breakdown of skills by header, see Appendix A: Summary of Headers and Skills.

A Crippling B low (1) E (Warrior)

Through rigorous training, you have learned the precise area where to strike a foe and
Ul OET Uwl0T 1T Qwil OxOl UUBw20UPOT WwEOwWOxxOOI OUzUwbOD

A Twist of the Wrist (2)  WW __ (Dervish, Swashbuckler)
Youhavelearnl EwO0T T wEUOwWOI wi RxO0O0OPUDPOT wadUUwbdx xOO1 OU;

PITEXOOOWaOUWEEOwWUI BEwWUT 1 PUUwWi 6apdi 6w20UDPOT weod
P2#PUEUO~ 6

A Willow in the Wind (2) - (Ranger)

Your bow is a powerful weapon when at range, but what to do when your enemies

close the distance? By mastering your own balance, and by taking advantage of your

I O 0PI Uz wOOOI OUUOOwWaObUwWEUI WwEEOT wOOwUUT waOUUwWE
You have mastered this skill to the point where the bow remains undamaged, and need

not be restrung after being used to block. This skill allows you to block attacks with

your bow as if you were holding a melee weapon. You may not use this skill while

holding a melee weapon in your other hand.

Ace in the Sleeve (3) W (Gleeman)
8OUWOEaAawOOOOwl 1 6xO01l UUOWEUUwadUz Ul wi EVwWIi ud6OwhbU
weapon) and hurl it at your opponent with deadly precision. Throw the weapon and
EEOOQwWR?RKwW#EOET I 28 w(l wadUUwUT UOPwWwOPUUFiBisOUwa OU
wasted.

Alchemy (3%) - (Everyone)

You understand the nuances and recipes of the alchemical world. You have the ancient
wisdom and steady hand to mix components into wondrous elixirs, or deadly venoms.
You start the game with an Alchemical Primer, which lists only the most basic and
widely understood recipes. You may learn additional recipes through in-game means.
This skill may be purchased up to three times, each purchase increasing your Alchemy
knowledge by one level. You may only make potions up to the level which you have
purchased.
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Ancestral Weapon ( 2) - (Shaman)

You must always remember where you came from. By remembering the stories and
lessons of your ancestors, you have gained their wisdom in battle. This skill allows you
to fight with a one-handed club while casting spells.

Anguish of Battle ( 2) A (Dervish)

Your foes cannot fight you if they are overcome with pain! Whirl your sword and listen
to them how!l! The only thing better than striking one enemy this way, is to strike his

ally as well. While wielding a single one ¢+ handed sword, you may strike two enemies
POUwUT T wUEOI wOOI wU pAn ferKamth @frikel dredn@sted if yoDrésat »
your attributes, or the event ends.

Qu

Arcane Power (3%) - (Devoted, Mage, Shaman, Sorcerer)

Your study of magic has yielded a sobering reality: powerful spells will quickly deplete
EwWEEUUI Uz UwUUOUI O1 U1l wEOGEwWOI EY]l wUI ECWEEUUI UwYUO
the universe, you are able to channel great magics without depleting your own

attributes. You may purchase up to five total points of Arcane, which may be spent in

place of an attribute when casting a spell. Each point costs 3 cp.

Archery (2) i (Ranger)

3T T UI zUwOOUT BOT woO O dihgufyeuodwstriagea®ihstakt befo@ ydui 1 w
enemy falls. This skill allows you to use bows or crossbows, to fire one arrow at a time.

Each arrow does one point of uncalled damage. You may fire as many arrows as you

can carry. So carry a lot.

Armor Training  (4) - (Warrior)

Yourarmormaybe EEOET I EQOWEUUwWhUz UwUUDPOOWT OOEB ws OUZ YI |
UITEDOWUOOT wOi wadUUwxUOUI EUPY] WEOYI UBw UwoOOI
you may spend one minute of roleplay, sitting and readjusting it, which will refresh

your Armor to a maximum of 2 points.

At the Ready (2) - (Gunslinger)

8OUwWOPT T UOwOOUWET wEEOTI wOOwWNUTT 01 OWEUUwaodUz Ul wE
hands. This skill allows you to wield a pistol in each hand, or a pistol and a one-handed

weapon.

Badass 2) F (Gunslinger , Rifleman)

8OUUwWOxx OO0l OUUWEEOGzUwWUI OOwbkT PET wbUwWET EEODPI UOuw
lal dw! U0wUTT azO00wUT POOWUPPET wETl I OUT wUTT awlOUUU
EUOUOEWaOUWEQEWEEOOwW?#DUI OT ET1 26
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Buckler (2) - (Roque)
ltmaybe Ew? UDOa wUi Bl Qifacksudf the)sanie Orhissk bafl@vs you to wield
a small shield in combat.

Check your grip (2) A (Gleeman)

Your confidence and banter in combat is enough to unsettle most foes, to the point
where their palms sweat and their weapon slips from their grasp. Point at a rattled
Oxx 001 OUwEQ@EWEIEQDOWIE P @ TawlDiaFu&uw KW@ Ouw# DPUEUOwWU O

Chemistry ( 2%) - (Apothecary)

Beakers, graduated cylinders, burners, chemicals and catalysts: these things are alien to

MOUUwi OOOOWEUUwUOwadlwhbUzUwUI EOOEWOEUVUUI dws OUI
medicines, reagents, acids, and other useful (or harmful) concoctions. You possess a

Chemistry Textbook, which lists only the most basic and widely understood

experiments. You may learn additional experiments through in-game means. This skill

may be purchased up to three times, each purchase increasing your Chemistry

knowledge by one level. You may only mix concoctions up to the level which you have

purchased.

Combat Focus (4) - (Dervish, Rifleman, Swashbuckler)

When combat happens, time seems to slow down for you. You wear no armor, as it will
000awUOOPwWAOUWEOPOQWEOSEWEPUUUxUOwWUT 1T wi OEVVUwaodluw
as you are wearing no armor rep, you may rest for one minute to grant yourself 2 points

of Armor. This armor may be refreshed with a minute of sitting rest, but expires when

you refresh attributes, or at the end of the event.

Combat Medicine (1) - (Apothecary)

8OUwWOOOPWUT T WEUDOOG wdeédllires Yundred$ o tin®. YQur riedicall 1 w x
skills are so ingrained that you can act instinctively, more quickly, and in the heat of

battle. You are able to use medical supplies more quickly than other (medical supplies

will be marked with the reduced time when using this skill).

Combat Veteran (2) E (Rifleman)

80Uz Yl wEOI Ewl UOEUI EUwWOi wUDPOI UOWEOEwWUUI T 1T Ul EwO
Even out cold, you can keep it together when others would have given up and died. If

you are reduced to 0 Vitality by called damage, you fall to the ground as Stable, instead

of Unstable.
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Critical Strike (2) EE  (Warrior)

%Ol Uz wbl EOwUx OUUWEEOOwWUOwadlowli il awupOl wadUUuw
with all your fury, crumpling one enemy after the next. To use this skill, swing a

Pl ExOOWEOQOEWEEOOwW?k w# EOET 1 28

Demanding Berth (2) W (Swashbuckler , Watrrior )

Sometimes the best attack is a step back. With a flourish of your blade you can catch a
breath and cause your opponents to give pause. Swing your weapon in a wide arc and
EEOQOw?#bDUI OT ET1 28

Desperate Defense (2) EE (Swashbuckler)

By all rights, that last swing should have taken your leg off. Luckily your years of
training and quick reflexes enabled you to parry the attack at the last instant. You may
E EOOw? / dayhigkrerattatk@ouany of your limbs.

Devastating Strike (4) EEE (Warrior)

On any battlefield, you are a force to be reckoned with. Enemies give you a wide berth,
lest they be sent flying from the kiss of your halberd, hammer, or claymore. Swing any

Diagnose (1) - (Apothecary, Devoted)

Your empathy and devotion enable you to instinctively determine what ails those

around you. You may touch a packet to a willing or unconscious subject and call

?#E OOUITl wgl i i 1T EUg¢2 wbl 1 Ul wOT 1 wOUEPUWPUWEOQawl I 11
effects you may diagnose include: Stable, Unstable, Dead, Damage, Conscious, Poison,

Disease, Fear, Thorns, Animal, and Plant.

Dive for Cover (_4) WWW (Ranger, Rifleman)

Your combat instincts are so honed that you dodge bullets and spells like they were

UOOPwi 0apOl WEPUEUG w3 OwlUUT wlUil PUWUODOOOWEEOOW?
weapon attack.

Dodge Bullets ( 3) EE (Gunslinger)

Your ability to survive any gunfight is uncanny. Bullets slide off you like rain off your
I EUGw" EOOw? VYOPE?» wUOwWEOawWUUEET UUI UOw%bUI EUOWE

Double Tap ( 3) WW __ (Rifleman)

Fire and reload, fire and reload; you could do it in your sleep. With any rifle, you could

get off two clean shots beforl wUOT 1T wi Ol Oawi YI OwOOOPUwPT EUz Uwl E x
EQOEWEEOOwW?#OUEOI wk w#gEOET 1 28
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Eye of Clarity (2) A (Naiad)
Naiads born with this ability have an uncanny knack for seeing through illusions, and

witnessing the reality of a situation. For any attack with the Illusion trait, you may call
211 UPUU? 6 w

Eve of Sharpness (2) W (Naiad)

A lifetime of living in the water has given your vision a certain acuity few others know.

You have the ability to pierce an illusion and see an object or person for what they

real0a WEUI 6 w&l UOUUI wOOPEUEWEwWxT UUOOWOUWOENIT EUwWEC
(O0UUDPOO~ 6

Fearless(2) F (Dervish, Gunslinger, Swashbuckler , Rifleman, Warrior )

rattleyO UwOOP 8 w3 T PUwWwUODPDOOWEOOODP U wa-fekkdiditétkuEEOOw? 11 U
First Aid (1) - (Everyone)

You have learned the basics of medical care; you can keep someone from dying, and set
EWOPOES w( Uz UwOOUWOUET OwE UU wheiGérndapddefeatnm z UwO T 1
OEaAawUOUET WEWXxEEOI UwUOWEwWPDPOODPOT wOUWUOEOUOUEDO
one minute of appropriate roleplay, you can touch them again with a packet and call

1 DU T Uw?20EEDPOPAT » wOUwW?" UUI w, EDO?2 8

Fluidity (2) W (Azoic)

Through painstaking practice, you have learned to move more gracefully than the rest
of your kin. You may move and run normally (i.e. without the Slow effect) until you
next rest, become unconscious, or the event ends.

Focused (1) F (Dervish)

While the battle whirlwinds around you, you remain calm and focused on your
1 O OP1I UOWEOEWEUI wOl YI UWEOOI UUI EWEUwWUOwWPT OwUT I

EUUEEQwbDPUT wUOT T w?2%Ul daa~>wliilEUS

Forge Magery (3) - (Mage, Mech -Arc anist)

The long years of study and tutelage are finally paying dividends. You understand the
principles of the Forge, and the mystical forces that bind metal and fire. This skill grants
you access to learn any spell listed under the Forge Magic tree.

Hamstring ( 2) E (Dervish, Rogue)

It might be a cheap shot, but when the battle is to the death, only one thing matters:
PDOODOT w2001 UPOI UwbpbDOODPOT whUWEUUUDOT wadbUlUwobx
EPEAdw20UDPOl wEWUEUT I OwbPOwUI | wOl T uECEWEEOOwW?20
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Hidden from View (_ 2) A (Rogue)
TimespentDPOwWUT T wx OOI awli EVwI OEEOI EwadUlwlOwUOUT T OI w
allows you to hide a single item on your person that searching will not reveal.

Hideous Insult (_3) W (Gleeman)

You have mastered the art of verbal assaults, to the point where your targets are left

UxT 1T ET Ol UUwPPUT wOOUUT WwET ExI 6w2EawlOO1 U1 DOT wEO
OUPEOQwW#UEPOwWUOwW2i EOI 02> 3 w8 OUwWOEawUUIl wUT PUWEEDO

| Fight With Claws (3) - (Lycanthrope)

Your wild nature manifests itself in many physical ways, including the longer, more
powerful fingernails, and tough-as-steel tendons in your shoulders and forearms. Your
natural weapons are tough enough to cut through cloth, flesh, and even armor, when
need be. This skill allows you to fight with one long claw rep in your primary hand and
one short claw rep in your off-hand.

| Run Real Fast (1) E (Lycanthrope)

Bounding through the wilds, you are as graceful as an antelope. Roots, underbrush,
thorns, uneven ground, nothing will slow you down. This skill allows you to call

2/ 0UT 1T 2wkl |l Owl PUOwpPUT WEOAWEUUEEOwWPDPUT wUOT T w?220

Know Where to Hurt Them ( 2) A (Gleeman)

Knife throwing is always an entertaining art, but also a practical one, especially when
UUI EwET EPOUU WE wiHuilz h@® 0wyl EHE ODWEIOEWE EOOw? 1 00

Light ning Strikes (_3) E (Swashbuckler)

Swordsmanship is about grace and style, not simply hacking away with a cleaver.

61 PUUODPOT WEOQwWOXxxOO0I OUWEOPOwWPUwWNUUUWEUwWI I 11 EUD
Using this skillgrantsa OUwUT | wEEDPOPUAwWOOwWwUPPOT wUPOwUI x EUE
for each.

Like a Rock (3) - (Azoic)

Sparks fly and steel screeches when it meets your hunkered-down stony hide. By

tightening your form, you outer crust can turn aside the first strike. Subsequent ones

OPT T OwE]l wOOUI wxEDOI UOB w8 OUwWOEAaWEEOOwW? 11 UPUU> w
reset.

Marksmanship (1*) - (Gunslinger, Mech -Arcanist, Rifleman)

61T 1 OwadUwNUUUOWEOOzUwWT EYT wi OO0UT T wi PUT wbOwadUUw
aim against tin cans and bottles can make up for it. Each time you purchase this skill

you gain one point of Marksmanship, which may be spent in place of Fire when
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shooting a firearm. This skill allows you to purchase up to five total points of
Marksmanship.

Mechanology ( 2*%) - (Mech -arcanist)

Where others see the whole machine, you see the parts. Where others see junk, you see

salvage. Cogs, gears, springs and widgets assemble into something greater when they

fall into your hands. You will be givena MechE OO OOT PUUz Uw' ECOEEOOOOwPIT E
the most basic and widely understood mechanical designs. You may learn additional

designs through in-game means. This skill may be purchased up to three times, each

purchase increasing your Mechanology knowledge by one level. You may only

construct machines up to the level which you have purchased.

Mental Fortitude (_2) F (Sorcerer)

Learning secrets of the netherworld has granted you many insights, and inner resilience
few others will ever know. When others flee in the face of unknown horrors, you

Ul OEPOwWUUI EET EUU S waddnttary &y le &tecOWith Pha Fedd & Wi
traits.

Might of the Bear ( 1) W (Warrior)

As your strength and prowess has grown, the number of things that can hold you has
dwindled. Summoning all the might in your being, you are able to rip free from almost
ECAawWEOOCES w" EOOwW?/ UUT I 2 wEQOEWEUI EQuwi Ul T wi UOOWE w

Money Talks (1) - (Rogue)
OaoO0l wPUwWUDPT T 0woObxxl E6UOUPOwWaOUwUI EET wli T DPUwW
in whispers if you grease the right palms. In between events you may submit one
guestion to the staff, along with a sum of in-game money (which represents bribes to
various folk of ill repute, and the occasional official). The quality of the answer will vary
with the size of your bribe and the wording of the question.

Nature Magery ( 3) - (Ranger, Shaman)

After countless seasons among the wilds, you have become attuned to its rhythms, and
can feel the power that lies hidden in the leaves. You understand the laws (and
exceptions) of Nature, and the mystical forces woven among plants and animals. This
skill grants you access to learn any spell listed under the Nature Magic tree.

Nature's Whisper ( 1) - (Ranger)

The land can tell you much, if you learn to listen correctly. You have learned to
determine the business of folk traversing the wild, simply by reading tracks, broken
branches, and scuffed peat. The reactions of creatures in the wild can be equally telling.
All you need to do is pay attention. In between events you may submit one question to
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thestaffOwUI T EUEDOT wEOAWEEUDPOOUWPOWUIT | whDPOEOWE OE wl
The quality of the answer will depend on the wording of the question.
One Hand Weapon (1) - (Everyone)

From the moment that weapon wasslax x | EwbOUOwa OUUwxEOOOwadUz YI w
defend yourself. This skill allows you to wield a single, one handed weapon.

One with Nature ( 2) - (Ranger)

Living off the land is easy, if you know where to dig, what to cut or hunt, and what to

avoid. Nothing is ever wasted, your belly is rarely empty, and you manage to keep

PEUOG6 I O CPurthhsing this skill will automatically fulfill your required upkeep

cost at each event thereafter. 8 OUwpP D OOwUUDPOOwT EYT wUOOwx Eawli RUUE

One with the Forge (4) - (Mech -Arcanist)

Working a forge for long hours has enabled you to work well with both hands.

Working a forge in a bad section of town has taught you that having a pistol in reach is

Ewl OOEwWPEI EGw" OOEDOI wlUT OUIT wlpb Owb @uséhw abilih.i woOOO P
This skill enables you to wield a pistol in your off hand while casting.

Pistol (4) F (Everyone)

Not all of the races were created equal, but the pistol does a good job of leveling the
playing field. Few can take a hit and walk away. Be careful who you draw on though.

pistol attacks do 4 Damage.

Poison Use (2) - (Everyone)

Another great equalizer, poison will let those who are slight of build topple even the
mightiest opponents. In the hands of the untrained, the poison is more deadly to the
handler than their foes, however. With this skill, you may apply poisons to your melee
or thrown weapon with three seconds of role-play and the use of a rag.

Portent (1) - (Agaku, Shaman)

The spirit world is filled with mysteries, which leave the average observer befuddled.
The dreamer gains a glimpse at those mysteries, but sees only abstract things and
absurd events. A wise dreamer will know what they mean. This skill grants you insight
into dreams. Staff will communicate these dreams to you either by written supplements
to your character sheet, through in-game roleplay opportunities, or other means.

Purity (3) - (Devoted)

Insight is not gained easily. Only after cleansing yourself of toxins, after countless hours
of meditation, after purging yourself of negative energy and destructive thought will
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you gain the clarity necessary to perform wonders This skill grants you access to learn
any spells under the Purity tree.

Raising Moral e (1) - (Devoted, Gleeman)

Others need your counsel whether they realize it or not. When chaos surrounds you,
your steady voice can make the difference, and calm the mental storm within others.
Spend ten seconds roleplaying with a resting subject. Touch a packet to them and call
2" 0UI w21 EOI O2 wOUw?" UUI w#1 UxEDU? 6w

Read Gate (2) - (Mage)

Of all the wonders magic has provided for the world, none are more useful than the
Gate. Before you ever learn how to open your own gates, you must first learn to read
the gates of others; determine their nature, their construction, their destination. This
skill allows you to read the game tag attached to any gate.

Render Useless (2) A (Gunslinger)

Your aim is good. Your opponent is a lot less threatening without the use of his weapon

arm. Or sometimes, you just need to keep a rascal from getting away. To use this skill,

Ul O00waobUUwi PUI EUOWEUWEOwWOxxOO0I OUWEOEWEEOOQW?,
left arm or leg.

Repair Armor (1) - (Everyone)

. OEl waOUlwl 1l OwEwUT a0l OQwil 6pO01 OwaOUwWEEOWEEOT wUT U
business. Keep yourself and others outfitted and protected. You may Repair any

number of suits of armor in five minutes of roleplay with a kit rep (anvil & hammer,

workbench, or plier/tongs, etc.).

Repair Device (1) A (Mech-Arcanist, Skill: Repair Firearms )

(QwUl gUPUI UwEwYIl VUawUUI EEawl ECEOWEOEWI 1 OxUwbhi w
shapes and forms, but given enough time, you can get almost anything working again.

You may Repair specific devices with one minute of roleplay. This skill may also be

used to repair Weapons or Armor. You must have the Repair Firearms skill before you

may purchase this skill.

Repair Firearms (1) - (Mech -Arcanist)

Getting a busted gun working again is tricky business. If you solder the wrong part, the
next shot may destroy the gun, or even the owner. Take your time. You may Repair a
single firearm with one minute of roleplay, at a forge.
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Repair Weapon (1) - (Everyone)

It should be easytopu0 WE WEUUUT EWEOUEWEEEQwWUOT T UT T UQwUBT T
complicated that that. But with some time and care, you can fix any sort of sword, club,

or ax. Spend one minute of roleplay at a forge to Repair any single melee weapon.

Research (1) - (Mage)

Your knowledge of archives, libraries and magical lore enable you to look into matters
of the arcane. In between events you may submit one question to the staff, along with a
sum of in-game money (which represents bribes to access private libraries, messenger
services, scrolls, ink, etc.). The quality of the answer will vary with the size of your
research investment and the wording of the question.

Resilience (3) W (Dervish, Swashbuckler, Warrior)

You are grizzled from many battles. When someone hands you your ass on a platter,

you sneer and demand a second helping. Spend three seconds of roleplay (growling,
gritting your teeth, issuinl WEWEEUUO] wEUaOwl UEG AWEOEWEEOOW? "' 1
Rituals (2*) - (Mage)

Magic takes many forms, active and passive, common and obscure, lively or inert.
Advanced schooling has enabled you to access some of the more obscure and inert
applications of magic, whether you perform a specialized ritual, or imbue an object with
mystical energies. This skill allows you to perform rituals and create magical items. You
will be given a Magical Tome, which details only the most basic and widely understood
rituals and magic items. You may learn additional incantations and enchantments
through in-game means. This skill may be purchased up to three times, each purchase
increasing your Ritual knowledge by one level. You may only perform rituals or
construct items up to the level which you have purchased.

Scavenger (2) - (Rogue)

(UzU0wUT EOT wOOwWOI UWEOOWOT wli Oiog whdt gedpie dntbivd OT Uwi O
EPEawpOUwOl EYT wOUUOWOUWEUI Oz UwUUDOT wOOPAS wadO
UOI I x6w(UzUwWEOOWEUOUOEwWaOUOwWPi wadblwoOOPbPwki 1 UI
automatically fulfill your required upkeep cost at each event thereafter. You will still

TEYIl wOOwxEawl RBUUEwWOOwW?1 ECwbkI 002 Owl OpI1 YI UG

Self Confidence (1) F (Devoted, Gleeman)

3TTUI zUwOPUUOI weEOaOO!l wEEOWUEaAWOUWEOWUOwWx U0 waob
and have the mental resolve to shirk off most anything, no matter how horrifying, no
matter how imposing. 3T PUwWUOPOOWEOOOPUwa OUwUOwWEmEMOw?11 UD
the Despair trait.
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Shake it Off (3) E (Gunslinger)

Quit your whining and get back on your feet! That wound might keep another down,

EUOOwa OB WOWEUUOOT T UwUUOUI 1 dw OOwadbUwll I EwbUWE
EOQOEwaoOUz Ul wUl EEAawUOwWT 68w 1 U1 UwUOT Ul Ttae3ingeO OEUwoO
Maim effect.

Shield (2*) - (Watrrior)

(UzUwxUl U0awli EVUEwi OU wU hgwaluitftdat bffydbuveatoioutfdd U1 wU T E
fireballs, though. This skill allows you to carry a small shield. If bought a second time,

you may carry a large shield.

Silver Tongue ( 2) AF __ (Gleeman)

6EPUWUOUPOwWaOUz Yl wi EUTNIT Ul E wE O wéntxélenf hérgids OWE OE w0
and danger! Woo the ladies and impress the gentlemen with intrigue, excitement, and

daring-do! To use this skill, perform a heroic tale at a hearth. As long as the audience

exhibits an overly positive reaction (clapping, cheering, gasps, laughter, etc.) you may

EEOOwW?! awbawYOPE]I OuwB Ul whh L OBRDWEUDPOIOY B w

Slip Bonds (1) W (Rogue)

31T awoPT T OWEUwPT OOwOOUwWT EYTI wEOUTT Ul EwlabOol wao
No shackles, rope, or bond can hold you for long. You might have made good money in

a theatrical escape act, had you stayed legit. This skill allows you to break free of

physical binding after one minute of roleplay.

Small Weapon (0) - (Everyone)

These days, only the foolish go anywhere with no weapons at all. Most folk arm

themselves with at least a dagger, even if they only ever use it to put the lame down.

3T PUWUODPOOWEOOOPUwWwaOUwWUOWEEUVUAWEWUOEOOwWPI ExOO
POwEwUI EQwi PT T UOWEUOwWI 1 aOwbUzUwi UIT 6

Sorcery (3) - (Sorcerer)

Few have the courage to delve as far into the arcane as sorcerers do. Some say it

corrupts; others say that it empowers. Only time will tell whether the new power you

PDI OEwPPOOWET wabUUwUOEODPOT 6 w31 PUwUODPOOwWI UEOUU
Sorcery tree.

Staff of the Arcane ( 2) - (Mage)

No matter how many spells you learn, even the most powerful mage needs to catch
their breath. Sometimes you need to keep the horde at bay with a stick, preferably one
made of oak and shod with iron. This skill allows you to wield a staff. You may cast
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spells while wielding this staff. You may block melee attacks while holding the staff
with one hand, provided you are not wielding a weapon or shield in the other hand.

Stand your Ground (2) EE (Dervish)

With your center found, you can engage enemies from any direction. You dance and

lunge as they advance. Your blade rings with every strike as you cut one foe down after

another. With a single foot planted and only a single one + handed sword in hand, you
OEAWEEOOWRY wBOEwW] YI UawUPDOT wUOUDPOwWadbUwdOYI 6

Stop in their Tracks (2) FF  (Gunslinger)

Few can stand up to the ice in your blood and the threat in your eye, as it stares them

EOPOwWUT UOUT T wadUUwxbUUOOZzZUwUPUIT UBw/ OPOUwadUUw
Gesturl Owll x| OWEaw%l EU? &

Strike a Nerve (2) A (Rogue, Swashbuckler)

OQwl 01 CAawPOwxEPOWPUWE Owil O OAawEUWEWEPUEEYEOQUET
without taking every advantage you can get in a fight. You know the location of
numerous nerve clusters throughouta O UU wi Ol ZUWEOEaA OwWEOEWEEOwI R x C
Ol Ol 1l wbhl ExOOWEOEWEEOOwW? 1 00ad~»

Subtle Strike ((2) W (Rogue)

(T wOT T AawEEOzUwWUT T waOUwWEOOPOT OwaObOUwWEOGOz Uwl YI Qw
The kidneys are such juicy targets. Strike an opponentfromE| | DPOEWEOEWEEOQw? k u
#EOET 1 28

Surgery (2) - (Apothecary)

20UT 1 OOUwWEUI Oz UwEOPEaAUwWI BDYI OwUi 1 wUEOI wUi T EUEU
bit more gruesome, having to cut and stitch flesh in order to cure, the results are no less

profound: the injured heal and the sick get better. To use this skill, spend one minute of

UOOI xOEawoOYl UwEOwH ON U ud | Eumexal ul U GEEEWIET 12 GuuEBBEXQud?U U
EOEUOUZUWEET wuUl x8

Telling Hit (_ 2) E (Ranger, Shaman)

You may not be the most powerful fighter on the field, but your skill with sword or club
is not to be dismissed. With but one or two blows, you can defeat all but the most
xOpl Ul UOwi O1 U w20UDPOI wadblUwbxxO0l OUwpPUT WEwWOI

Tempest Magery (3) - (Mage, Shaman)

The forces of nature are powerful indeed. Lightening, hail, bitter cold, wind and sea
have long been feared for their awesome destructive might. Your knowledge,
understanding, and study have enabled you to control but a fraction of their fury. That
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fraction grows larger howl Y1 UOQWE OEwPPDUT wbUOwWUT T wi I EVUwDOwa OC
grants you access to learn any spells under the Tempest Magic tree.

The Safe Path (2) A (Dervish)

The desert hides countless threats, and only the deft survive by dancing around them.
You have learned to similarly dance around your enemies, or make them dance around
you. Force your enemies to part before you like the dunes before a mighty sandstorm.
While wielding a single one t handed sword, you may swing it in a wide arc and call
2#DUI O1 Hd three tiniks hefore your next reset.

The Warding ( 2) E* (Sorcerer)

Rest is hard to find when threats remain ever present. You have learned to harness the
unseen forces and command spirits in the vicinity to guard a domicile while the
inhabitants sleep. From two bells past midnight until two bells before midday, spirits
will keep all threats from entering. Inhabitants may pass freely at any time. Hang a
ward rep (a blue or red glow stick) on the entrance to one or more cabins or tents. If the
structure is your own, you need not expend any attributes to do so.

Thrown Weapon ( 1*) - (Everyone)

Why get too close when you can stick them from a distance? Keep a couple daggers
handy and deliver some remote damage. This skill allows you to use thrown weapons,
and may be purchased multiple times. Each purchase allows you to carry three thrown
weapons.

Tongue LikeaWhip ((3) F (Gleeman)
(UzUwWEOE&DOT wi OPwWEWUDOXx Ol WEOOOI OUWEEOwWx UU0wUOO
before your sword. Insult a target and laugh at their response, whatever it is. Then call

2law, aw&lI VOUUI Ow( 61 OPEUwW2T EOI OwEa w%l EU2 8 w

Trickery (3) - (Gleeman)

#1 El POWEOEWPOOUUDPOOWEUI wOOUI wUT EOwNUUUwWxEUOOU
EOUI OWEOEwWaoUz Yl wi EPDOI EwE O wdIThis dkill grantss oo D 01T wO i wi
access to learn any spells under the Trickery tree.

Turn Aside ( 3) W (Warrior)

- OwlOEUUI Uwl Obpwi EVEWUT T awOlUawUOwl EUVOWOUWEDPUEUOD
3T PUWUODPOOWEOOOPUwWa OUwU O wE E @Sagenst Bnthtirahelditg] ED OU U
a weapon.
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Two Handed Weapon (1) - (Watrrior)

-OpwUT EUzZUwPT E0wWaOUWEEOOQWE WP ExOOnw( Uz 0wl O0wU
through your enemies like a field of autumn grain. This skill allows you to use any two-

handed weapon. You may block melee attacks while holding the weapon with one

hand, provided you are not wielding a weapon or shield in the other hand.

Two Weapons (3*) - (Swashbuckler)

%P1 T UPOT whpPUT wNUUUOwWUOT T wOOT wUPOUEWPEUOz Owi 6O6UT
twice as many enemies! This skill allows you to wield a short weapon in your off hand.

A second purchase will allow you to use a long weapon in both hands.

Waylay (1) A (Rogue)

(UZEWET wEl U0wPhi waOUwWUEOT wOUUwUT E Upibito k&) a wp DU
as silently as possible, and give him a nice crack. If you are squarely behind a target

UUET wUOl EVUwaOQUwWEEQwWUIT | wEOUT woOl wOT T PUwWUT OUOET Uw
shoulder.

Well Aimed Shot ( 2) A (Ranger)

6 EPUwi OUwPD U6 tthkes patidnts,iblit Ehedpatiemt Bunter can fell their prey

PPUT wEwUDPOT Ol wEUUOPS wW" EOOW?k w# ECET I 2 wEOE Wi BUI
attack is successful or countered with a called defense.

Wield Rifle (_2) F (Rifleman)

Using a rifle properly takes training and practice, lest you blow your own foot off, or

POUUI OwaOUUwEOOazUBbw+UEOPOawadUz Yl wi EEWEOUT OQuw
broadside of a warship. This skill allows you to wield arifle.* EQOOQw? k w# EOET | 2 wb T
you fire at a target. You must have the Pistol skill to purchase this skill.

Glossary of Spells

All of the spells are listed alphabetically by spell tree. You must purchase the
appropriate skill before you can purchase any spells within a given tree. Observe the
the following format:

Name(CP cos} Attribute Cost

Name is the name of the spell. CP cost is the number of character points that you must
spend in order to purchase that spell. Attribute cost denotes the type of attribute you
must expend (A=Air, E=Earth, F=Fire, W=Water), and the number of letters specifies the
number of points of that attribute you must expend.

All of the spells are also alphabetized by tree in Appendix B: Summary of Spell Trees.
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Casting
Please observe the following when casting a spell:

3 Unless stated otherwise, you may not cast a spell while holding any object
besides one or more spell rep packets.

3 Speak the incant in a normal voice so that anyone within ten feet can hear you.

Immediately after completing the incant, spend the required attributes, and then
make the appropriate actions to complete the game effects of the spell (such as
throwing a packet, touch-casting, etc.).

3 The incant is not interrupted by strikes that only do damage (called or
otherwise). If you are struck with a particular effect that would prevent you from
completing the incant or the spell actions (such as Agony, Drain, Death, Stun,
being knocked down, etc.), then the spell is interrupted, but the attributes are not
wasted.

Incants

For each spell that requires an incant, players may write their own, according to the

established formula: the number of syllables required should be greater than or equal to

EOUEOI wUOTT wUxT 00zUw"/ wEOUUOwWx OUUwi OUUB-wndUwbO
Arcanist must create an incant that is at least ten syllables long (2 x 3 (cp) + 4 =10). The
DOEEOUWUT OUCEWUOOI T OpwUIl OEUT wOOwWUT 1T wUx1 600z Uwb

in any way mention the spell or its effect.

Note: For any spells in the Trickery tree, incants have an added requirement: they must
contain a rhyme.

Forge Magic

Armor of the Forge (3) FF

Forge magic requires some protection from flying sparks and heat. This protection also

serves one well on the field of battle. Speak the incant,andUT 1 QOWEE OOw? ( OEUI wE a
(to yourself only). You gain 2 points of Armor that may be reset with one minute of

sitting restd w6 DUT WEQAWEUOOUwx OPOUUwUUPOOwWwUI OEDPODOT O
Fire attack (after which, the armor is depleted and you must rest to reset it). This spell

effect expires when you reset your attributes, or when the event ends.
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Cauterizing the Wounds (2) F

When blood flows too quickly, sear the wound with magical heat. Speak the incant, and

UT 1T OWEEOOQw? ( Qx&yolrselEonly) G hiay then throw three packets,

EEOCODOT wUT T wl i i1 EUwW? 2 UEE b O akeltha&facu@blUE Bl BGaU uul B
%D UT wlBd uweal diz20u wUOEOOUEPOUUWEOEWEOSI 1 EPOT wOUUB U
point up to the 59* second of your bleedout count, but will expend all remaining

applications. This spell effect expires when you reset your attributes, or when the event

ends.

Flame Lick (1) F

A short blast of flame is enough to make a foe drop their weapon. Speak the incant, then
Ul UOPWEwWxEEOI UWEOEWEEOOW?#DUEUOWEAwW%DUI 26

Forge Mending (2) E

You are not always afforded the luxury of repairing armor back at the forge.

Impromptu battlefield repairs are the order of the day. You can reform armor back to its

original shape using the channeling the forces of Forge Magic. Speak the incant, and

Ul 1 OWEEOOwW? ( OEUI wEa w»OUWOE arcpU O & OGA BIG0GWR? (Db A
to three times, by touching others with a packet. This spell effect expires when you reset

your attributes, or when the event ends.

Gust of Cinders (2) A

Nothing stings quite like smoke in the eyes, or worse: a fistful of cinders. Speak the
incant, then throw a packet E O E w RAgoOybyRire? 8

Incinerate (1) F

A great sheet of white-hot flame streaks forth from your outstretched hand, engulfing
AaOUUWUEUT 1 O6w2xl EOQwUIT | wbOE BEOentageby Fir®®d GUT UOP WE wx
Reforge (1) E

You can instantly bind the sheared metal that once held together a weapon. Speak the
incant, then touch the broken weapon with a packet E O E w Rép&irdespon? 8

Seismic Assault (4) EE

Your mastery of heat and metal reaches into the very earth itself. You can create enough
heat and pressure to shake the ground and knock even the most steadfast off their feet.
Speak the incant, and then touch a packet to the ground and call ?By My Voice, Slam by
Earth».

Nature Magic

-38-



Enqulfing Foli age (2) E

You call for the weeds and grass to creep forth and clutch at your enemies. Speak the

incant,and 0T I OWEEOOw? ( OEUI wE a w- FdubhayithrovapitdtiwraeO UU UT O
x EEOI UUWE OE wE E O OTniz 9 Gffect Epines3nvihed Yol tesetByaur

attributes, or when the event ends.

Entangling Roots (1) E

Roots respond to your command and erupt forth to ensnare your foes. Speak the incant,
thenthrowax EEOI UWEQOEWEEOOwW? 1000 wWwEa w31 OUudU~ 3
Envenom (3) FF

Docile stems and leaves transform into envenomed thorns in your hands. Speak the
incantOwUT 1 OwUT UOPWEwWxEEOI OWEQOEWEEOOwW? %UI O4 a wE a w/

Numbing Venom (3) W
You create magical sap that slows your enemies on contact. Speak the incant, and then
EEOOw? ( OEUI wEaw- EVUUUI may théh@eliveoy BowiorGrielaeO O 0a A6 w8 O

effect expires when you reset your attributes, or when the event ends.

Regenerate (1) E

You can accelerate the natural healing process by miOPE OB OT wOEUUUI zUw@UDPEO
EOPOEOUB wW2x1 EOwUT | wbOEEOUOQwWUT T OwUOUET wWEwWx EEOI
-EOQUUI 2 8

Tongue of the Wild (1) A

If you listen well, you can understand the hum of the trees, the squawks of the birds, or
the language of any other plants and animals around you. With a little practice, you can
even carry on a conversation and learn a thing or two. Speak the incant, and then throw
EwxEEOI OWEOEWEEOOwW?2x1I EOQwkPDUT w/ OEOU? wOUwW?2x1 E

Touch of Nature (2) W

There are many healing remedies to be found in the wild, and you have learned how to
mimic a few through your study of Nature. Speak the incant, then throw packet and call
?Heal 2 by Nature? or ?Cure Poison by Nature? 6

Purity Magic

-39 -



Bolt of Purity (2) E
You are able to focus your pure energy into a ray of healing. Focus it on your allies so

that they may remain standing. Speak the incant, then throw or touch a packet to a
UEUT I U wHEAIBInEPE@O @b ?

Consecrate (2) F

Undead are the antithesis of Purity and an abomination of life. Smite them from

existence with a wave of fury. All but the most powerful undead have no resistance to

thisattack. 2 x | EQwUT I wbOEEOUOwUIT | &Dethhgdtd Undéada >6E E O1 UwE O
Cure Disease (1) w

You are able to flush infection and disease from a sick person. Speak the incant, then
throw a packet and call ?Cure Disease by Purity? 6

Cure Poison (1) A

You must act quickly if you are to purge poison from that seeping wound. Speak the
incant, then throw a packet and call "Cure Poison by Purity? 6

Fountain of Life (3) EEE

Searching deeply within yourself and the earth, you are able to channel a well of Purity

to the surface and shape that energy so as to mend wounds. Speak the incant, plant a

foot, and ti 1 O w EntbGedwPurity? (to yourself only). Unless you move your foot,

youmay touchEWUEUT I OwbpPUT WEwWxEEOI UwUx wUOTHeY wUODOT Uw
spell effect expires when you reset your attributes, or when the event ends.

Gift of Yimira (1) F
Your devotion enables you to bestow in yourself and others the ability to ward off the
effectsof BODT T U8 w2 x1 EQwUT | wbOEEOQUOwWUT | OWEEOOQwW? &UEO!

expires when the event ends.

Waves of Purity (2) A

The power of your devotion is enough to keep your enemies at bay. Speak the incant,

UT 1T OQwUT UOPwUx wOOwWUT Ul 1T wxEEOI UUWE OiugpdlOOw? 0 UPE
effect expires when you reset your attributes, or when the event ends.

Sorcery

Arcane Bolts (3) AA

Blue-green bolts of pure energy surge forth from your hands, scorching any in their
path. Speak the incant,andtl | OWEEOOQw? ( OEUI wEa w2 OV imaya 2 wopU O wd
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UT UOPwUx wOOwi DY I3 Damade hylMadicw EHis Epel Eeffett @xpites when
you reset your attributes, or when the event ends.

Clear the Mind (2) W

With but a touch, you can remove enfeeblements from afflicted allies. Speak the incant,
then touch the recipient with a packet andcall ? * UUl wZUUEDU¢ wE aisuthd O 0> Owtk
of the following: Fear, Will, Despair, Nightmare.

Disclosing Auras (2) A

With concentration, you can see swirling colors around every person. Even better, you

can read those colors. Speak the incant, then touch the recipient with a packet and call
P#DET OOUI wgUUEDU ¢ sigleigmimé tkdit. uZ UUEP U ¢ wbUwWE Oaw
Fear (1) A

Energy courses through your veins, shooting forth into your enemies, and lighting up

every one of their nerves with fear. Speak the incant , then throw a packet and call
211 x] OwWEa w»wi EU2 8

Heavy Legs (1) E

By sheer force of Will, you can convince targets that they are exhausted. Speak the
incant, tf 1 OwUT UOPwUx wUOOwWUT Ul T wx EEOI U ThissgelEaifdt: OO w? 2 C
expires when you reset your attributes, or when the event ends.

Last Gasp (2) FF

$RIT U0wadbUUwbPPOOWET EPOUUwWaOUUwI 601 6azUwoOUOT UwEO
UT 1 O8w3i1azo0OwlUOOOwxEUUwOUUOwWi UOOwWUT 1T wOUET EOB w
EEOOwW?2UUOWEaw®»l EUS 2

Second Chance (2) F

Your dealings with the arcane have gained you some invisible companions. Near

EIl EOI ZUWEOOUOWUT T Ul wil U0l Ul Ewl UEUEPEOUwWPDOOWU
the incant,andti | QOWEEOOw? ( OEUI wEa w, ET dufakethpDedtua OUU UI OI
effect before you next reset, you may Purge Death at any time before your spirit would

walk off. You will instantly awake alive and at 1 Vitality. This spell effect expires when

you reset your attributes, or when the event ends.

Shatter Will (2) W

A N N A N -

them incapable of raising arms against you or anyone. Speak the incant, then throw a
xEEOI UWEOEWEEOOwW?61 EOOI UUwEaw6HOO0? 6 w
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Tonque Held Still  (2) W

Your imposed will is enough to clamp shut the mouth of an enemy. Speak the incant,
ti I OwUT UOPWEwWxEEOI UWEOEWEEOOwW?2p0OI OEl wEaw, ET PE

Withering Limb  (2) E

Sap the life from the limb of an enemy, and deprive them of its use. Speak the incant,
then throw a packet and calO d&im [limb] by Will', where [limb] is the limb specified,;
arm or leg (right or left optional).

Tempest Magic

Agonizing Storm (2) A

+DT T 01 OPOT wUxUUUUwWi UOOwadUuUwi pOTT UUPxUOwWDOI OF
incant, then throw a packet E O E w BAgo&y by Rightning? &

Devastating Cold (2) WWwW
8OUWUUOOOOWEOOEWPPOEUWUT ECDWUUUUOUOEwWaOUUwWI 01 6
Speak the incant, ti T QwUT UOP WEwWx EEOI OWEOEWEEOOwW? # UEDPOQWE a

Eye of the Tornado (3) AW

Winds swirl around you, turning asidl wa OUUwil O1 Oaz Uwi UUOI EWEUUEUOL
andthenEE OO w? ( OE Ul 2w 1I0@UIU0 Wi wOO00a A6 ws OUwWwOEawUl
against the next packet or weapon attack that strikes you. Once used, this defense may

be reset with one minute of sitting rest. This spell effect expires when you reset your

attributes, or when the event ends.

Frost Bolt (2) W

With your fingers spread wide, a bolt of sheer cold lunges from your hand. Speak the
incant,tl 1 OwUT UOPWE wxEEOI UWEOEWEEOOQwW?# OUEOI wt w# EOE

Ice Shield (2) W

' awaOUUwWUOUET OwPETl wEUAUUEOUwWiI OUOWEUOUOEwWaObUUw
absorb the initial brunt of any heat based attacks. Speak the incant, then touch a packet
UOWEwPHPOODPOT wWUUENIT EUwWE OE wBEA0 weBeull BEOUuA 1w Ol GRUI uw
UTT wUl EDx DI OU wihis spallfeffed expifesiwihdh Ehe dyentends.

Raging Winds (1) A

Create an eddy of winds so powerful that your enemies can get nowhere near you.
Speak the incant, then throw a packetand EEOOw? 11 x| OwEa w6 DOE~2 8
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Tempest Conduit (4) AA

Summoning your strength, you are able to tap into the very forces of the Tempest.

Speak the incant, then choose either Lightening orlceandEEOOw? ( OEUT w& a w31 Ox |
yourself only). You may throw up toten pE E O1 UUOWE E OO D @e typelyau# EOET | wk
chose, Lightening or IceX » uelve@ypasket. This spell effect expires when you reset your

attributes, or when the event ends.

Trickery

Dead sleep (3) A

You are able to lull your enemy to sleep with little more than the seductive power of
your voice. Speak the incant, then throw a packet EOE WEEOOQw? 0 UPEOw2 UUQWE a

Fast Talk (2) WWwW

%l PWEEOWEEUUI UWUUEEI UUI UOOawbbUT wadUs w- OwobdOI 7
are able to quickly convince any shill that worthless junk is valuable currency. After

coming to an agreement to buy an item from someone for a set price, you can throw a

packet at them for "Inflict by Trickery". If you hit them, hand them the inflict card,

followed by some worthless trinket or scrap of paper as payment for the item. You will

receive two of the following inflict card at the beginning of each event (which expire at

the end of that same event):

Inflict by Trickery : You will accept an arbitrary item or piece of paper as payment for
an item that you have already agreed to sell. Youwill put the payment away (i.e. ina
pocket or pouch), and not question it's value for at least 15 minutes. If you are
prompted to show someone this payment and they point out that it is worthless, this
effect ends and you immediately realize that you have been ripped off.

It doesn't look that bad (2) E

2001 UPOI Uwxl Ox Ol wgUl 6z 0wl UUUOwT EOCI wEVUWEEEOQawEU
convincing them of such. Speak the incant, and then touch them with a packet and call

?Heal 2 by Trickery? 6

Keep your wits about you (1) F

Your knowledge of the tricky arts enables you to be on guard for similar ruses, and to
protect your allies from such. Speak the incant, then touch the recipient with a packet
andEEOOwW? &UEOUw#1 11 OUl wEaAaw3UPEOI VUaowli UPUUwW3UD
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on the next attack suffered with the Trickery trait. This spell effect expires when the
event ends.

Smoke and Mirrors (3) W

You are able to convince those around you thatyO Uz Ul wO O U w@ Udtudliyare.T 1T Ul wa (
311 az00wUIl T waOUWEVUWEwWI 1 PwbOETT UwUOOwWUT T wol I Owod
movements by a few seconds. Anyone attacking you will swing at where you were not

where you are,at least the first time anyway. Speak the incant,and U 1T 1 O wiBkdEi€b® w ?

Trickery? (to yourself only). You may then call ?Shield by Illusion? to the first melee

attack that strikes you. This spell effect expires when you reset your attributes, or when

the event ends.
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Part Ill: Particul ars

There are a number of additional elements that are handled differently in The Calling.
These points are explained below.

Armor

Armor may take a number of forms in The Calling, and is designed to encourage the
lavish costuming unique to a steampunk setting. As such, any thoroughly assembled
costume or armor will be equal to wearing 2 points of Armor, if approved by staff. This
armor may be repaired as any normal armor rep (i.e. it must be repaired in an area with
a forge). Leather or cloth based armor may be fixed with a rep that resembles a sewing
kit instead of a hammer and tongs. No armor rep bonus may stack with non-armor
protective bonuses (such as Combat Focus; you can have either the 2 points of
repairable costume armor, or the refreshable Combat Focus protection, but not both).

Death

When you die, your spirit is drawn to the nearest Spirit Column. This structure will be
obvious once you have begun play. Wait at the column in spirit form until your spirit is
properly addressed.

Traps and Locks

Snap traps, buzzer traps, and possibly some new trap reps may be encountered in
game. Snap traps deliver 2 points of Damage to the person who set it off. Buzzer traps
deliver 5 points of Damage. New exceptions will be handled on a case-by-case basis, but
the damage delivered will be clear if sprung.

Any (yes, any) player may attempt to disable a trap, provided they have a physical rep
of a disarming Kit (tweezers, pen knife, scissors, dental hook, mirror, etc.). The disarm
kit can be as simple as a twisted hair pin, but please play to the spirit of the rule. There
is no character skill required to handle a trap.

Z aioA N s

~

rep that requires a few moments of activity before the lockis? x DEOI E2 8w T EDOO wx
have an honest attempt at a lock pick rep before attempting this activity. Lock picking
also requires no character skill; any character may attempt it.
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Crafting

There are several crafting skills immediately available: Alchemy, Chemistry,
Mechanology, and Rituals. Each is handled similarly: gather tags representing
components, assemble tags and other required information to produce finished objects.
The different crafts vary only in this last step.

For Alchemy and Chemistry, assemble all of the required tags at the Forge area. Deposit
2Ux1 OU2 wUOET Uwb O w0 ludualipEmaidd Hacked chebtyx Clittie @roducp
tags from the binder, and record all creations in the attached log. Put the current date
and your signature on the product tag, and the product ready to use! Plastic sleeves
may be provided for the tags, but you may also bring your own reps (flasks, bottles,
etc.) to use as potion containers.

For Mechanology, assemble all of the required tags at the Forge area. Cut the

appropriate product tag from the Mechanology binder, and place that in one of the

multi-pocket plastic sleeves. Place the required components in the remaining pockets.

The item is only usable as long as all tags are present, and none of the tags have

expired. Once a component tag expires, the product is unusable until the tag is replaced

PPDUT WEwW?I1 Ul UT 2 wOOI dw, 1 ETEOOOOT awEOOXxOOI OUUWOE
another, but only at the Forge area. Again, the product item is only usable as long as all

required tags are present and not expired. You may create physical reps for your

Ol ETEOOOOT awbUI OUOQwPkI PET wPpPOOwWUI OEDPOwWwadluUwxUO
however, if the component tags expire, or are removed from your person. All other

product limitations apply. If a product can only be used once (as per the product tag),

then all its components are considered expired upon its use, and cannot be salvaged for

other products. Place expired/spent tags in the Rubbish! bin, or the Alchemy/Chemistry

receptacle.

All Ritual items can be created only in between events. Provide 3 1 | w" E &&favih 7z U
all of the required scroll components well before an event, and you will be given
completed scrolls at the beginning of that event.

Players with crafting skills will be provided with basic plans, but these may be
appended throughout events by encounters, benefactors, etc. The plans will be
provided as either individual books (every crafter gets one), or a community manual
that will remain at the Forge area.

Attribu te Spending

For certain attacks, the attribute will be spent even if the attack misses. Others will not
be spent. The general rule is: if the attack can be blocked with a melee weapon, then
missed attacks will not deplete the given attribute. So, what can be blocked?
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3 Arrows, thrown weapons, and melee weapons can be blocked or deflected with a
weapon or shield.

3 Bullets and spell packets cannot be blocked or deflected.

So if you fire a gun or spell packet, and it connects with any part of the target, they take
the effect. If you miss, you spent the attribute anyway. If you throw a weapon or arrow,
or swing a weapon, and miss, then you did not spend the attribute.

Finding/Using Enchanted Items

Anyone may bind an enchanted item to themselves. Before you can use an enchanted
item, it must be bound to you. To bind an item during an event, you must spend a
minute of concentration, and spend one point of the binding attribute (Air for Airbound
items, Earth for Earthbound items, etc.) and initial the item sticker. You may have only
one item of each type (i.e. one Airbound, one Earthbound, etc.) at a time.

You may bind only one item of each type per event. Once an item is bound, it remains
bound (even between events) until someone else binds it (initials the sticker) or you
bind a different item of the same type.

You may wear multiple items of the same fashion type, as long as they stay attached to

your person in their intended manner. If you really must wear four magic hats, and can

UOOI PT EQwl UEUEOUIT O Quuwa GEWUwWITIT BaEz CouDEUEDUETW a7z Ul wE OC
binding type, you may do so. As soon as one or more are knocked off, however, you

will lose their effects. You will lose effects from hats shoved into pouches, or attached to

your belt. A hat must be on your head, a ring on your finger (or on a chain around your

neck), a belt on your waist, a cloak around your shoulders, etc.

Each item may be bound only three times. If the item is unbound after the third
binding, the magic is exhausted and the item is no longer usable.
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Part IV: Accelerant Core Rule System

(this section copyright © 2007 Chimera Entertainment, Inc. All rights reserved)

Core Rules Introduction

Welcome

You are preparing to enter a game world using the Accelerant system. The system is
designed to be simple in concept and execution, yet have a rich and varied set of skills
and abilities with which to develop characters and stories. To do this we have created a
set of Core Rules that defines all of the effects of the game and presents them to you
within the first two chapters of the rule book. All skills and special abilities refer back to
these Core Rules, so once you have learned the Core Rules you know how to react to
effects from any Accelerant game, even though the skills or abilities that allow a
character to use those effects may be very different.

Philosophy

The main philosophy of the Accelerant system is to keep the game flowing smoothly
without interruption. Almost everything you do you should attempt in game. There
should be no reason to drop out of game, to consult an out of game personage during
normal game play, or to describe out of game actions unless those actions may make
others uncomfortable. You may consult in game spirits and characters, but all your
actions should be in game. In the Accelerant system you will never have a reason to
describe your actions. You can't set things on fire. You can't chop creatures to pieces.
You cannot, and have no reason to, perform actions you cannot actually attempt unless
those actions are defined in some other way in these rules.

The idea is to stay in character no matter what. If you have a question, attempt to word
it and ask it in game. If you feel you must leave game, walk to the edge of the game area
in character and leave the game for a time. You should never interrupt the flow of the
game. There are no rifts that move you out of the game action, no things stepping
through solid walls, no flying creatures, and no happenings that cannot be played
without interrupting the flow of the game. You might be transformed into a spirit and
made to walk someplace in that state, but anyone who sees your spirit still sees you
walking.

Be forewarned that our directed characters will react to blatant out of game comments
as insults or lies. Spirits and creatures will become enraged at out of game comments.
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As such, dropping out of character can get you killed, or worse. If the problem
continues, you will be asked to leave the game. Stay in character.

Rules of Etiquette

In a game as fluid and full of unexpected circumstances as live action, it is important
that each player attempt to follow the spirit as well as the letter of the rules. Although
we have tried to create a set of rules that is as cut and dry as possible, there are certain
rules that are difficult or impossible to quantify that are necessary to promote
atmosphere or safety. These rules are marked as Rules of Etiquette. These rules are
difficult or impossible to quantify. We know this, and if players abuse them or become
less than graceful when using them the game will suffer.

We trust the player to follow the intent of the rules, and to be particularly careful to be
graceful when dealing with Rules of Etiquette.

Rule of Etiquette

The first rule of etiquette is that abusive language or actions are not tolerated, whether
they are in game or not. Language or actions that are derogatory or that are deemed to
be harassment are not allowed. References to explicit sexual behavior or concepts,
particularly violent ones, are not allowed. In game threats should be worded so they are
clearly in game.

Always In Game

You are always in game, even if your character is unconscious, dead, or affected by a
game condition that incapacitates you. Your spirit still remains with you, and it can
experience the game world around you. You do not need to pretend you did not
experience the game even under these conditions. If your eyes are closed then you
might not see what is going on, but you will remember everything you hear, smell, and
feel. If you are lying unconscious or dead, or affected by the Stun effect, you must close
your eyes. There is no "out of game" except during emergencies. There are no out of
game indicators such as white headbands, and no people should be wandering about
unless they are there in the actual game. To keep the game flowing as smoothly as
possible, we have defined the following ways to deal with problems and interruptions.

Caution

This phrase indicates some condition that may threaten the health of a player. A caution
should never last more than 10 seconds. It indicates that those people who are close to
or involved in that problem should pause so someone can get clear, get up, or move
away from a threat. Only those people nearby need pause until the problem resolves.
Everyone involved in a caution is still responsible to the game, and should still be
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cautious of in game threats. They may move away from the Caution or pause until the
person has dealt with the problem.

Clarification

This phrase works like Caution, but it indicates that someone needs a quick explanation
of what happened. People directly involved pause for up to three seconds while
someone repeats a verbal or quickly indicates a condition or result of something. This
should be used infrequently, if ever. It is present for new players who may be
overwhelmed and confused during their first game or two.

Let Me Clarify

This phrase, which can only be used by plot approved non-player characters, indicates
that any encounter information that follows should be considered true. There are times
when your character may not trust another character. This phrase indicates that the
information that the character, trustworthy or not, will impart is important and true
information about how some specific encounter works. This phrase cannot be used
unless the player has plot approval for that specific encounter, and the information
imparted must be a clarification of some specific game effect or encounter.

Emergency

This phrase should come up rarely. This means that there is some medical emergency
that needs attention. The game play stops, and everyone who hears the emergency
should drop to a knee to indicate that a real problem exists. Emergency should only be
called is there is a real problem and someone could be hurt.

Safety Restrictions

There are a number of basic safety restrictions in the Accelerant system to ensure the
safety, comfort, and enjoyment of all.

No Physical Contact

You have no reason to touch another player in the Accelerant system. Physical contact is
not allowed. You may contact another player with a boffer weapon in a legal attack area
and you may contact another player by touching a packet to their arm or shoulder to
deliver a "touch cast" effect. Violators will be asked to leave the game.

Searching a Character

Because the game does not allow physical contact, you may not physically search
someone else. Instead you approach within searching distance and tell them in a low
voice

"I am searching you."
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The player may simply reveal items you have found. The player may make a pouch
available for you to reach into and take items. The player may request that you describe
your search. In this case, you must take the time to tell the player where on his or her
person you are looking for items. Items cannot be hidden in places people might find
rude or inappropriate. An item must actually be hidden where you say it is. You cannot
have an item in your pocket, for example, and claim it was tucked in your boot. It must
be hidden there. If someone searches a general area you may request them to be more
specific by stating

"Describe that search.”

If you have an item concealed in the sole of your boot and someone says "l search your
boot" you may ask them to "Describe that search” before giving it up. Players should not
demand unreasonable searches with too much detail - a search should take no more
than a minute.

Carrying a Character

Because the game does not allow physical contact, you may not physically carry or drag
another person. Instead you simple tell the person you are picking them up and role
play carrying them along. They must get up and walk with you while you pretend to
hold their shoulders. You cannot move faster than a walk while carrying someone else.
If you are unable to move while being carried you walk with your head bowed and
arms at your sides.

If you are carrying a character and that character is struck by an effect from a melee,
missile, or packet attack, you will also take that effect unless you "drop” the character
immediately. If you are being carried and someone "drops” you then you role play
falling to the ground. If you are being carried, you must role play an effect with a moan
or grunt even if you are paralyzed or dead to indicate you have been struck. If you are
carrying someone who role plays an effect, and you do not know what the effect was,
you must drop them. You may pick up a body after dropping it as soon as that body
stops moving.

Rule of Etiquette

Whenever you are required to role play an effect you must always do so in a safe
manner. If you must adjust your role play or position slightly to make the game safer
for you or another player we ask you to do so. You should take care before moving in
crowded areas even if you must play out the effect in a slightly different manner. You
are encouraged to take the extra step or two when playing out an effect if it removes
you from an area that is detrimental to your health such as a puddle or an area with too
many other players.
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No Alcohol or Drugs

You cannot consume alcohol or drugs on the premises of the game unless the drugs are
for medical use and approved by the staff. You cannot be under the influence of these
while on the premises of the game. Violators will be asked to leave the game.

Rules Restrictions

As you play the game and wander around the world, there is a lot you can do to affect
the game environment around you. Conversely, there are lots of effects that can change
how you play the game, for both good and bad. Other characters may attempt to inflict
unpleasant fates upon you, and you might attempt to do the same to them. There are
three restrictions on your activities.

The first is an environmental restriction. When you come across props that represent
certain environments, such as tarp walls representing solid walls, you must play as if
that condition was real. You cannot move tarp walls, you cannot walk across black pits,
and you cannot enter areas marked out of game. All of the environmental restrictions
are explained below.

The second is an effect restriction. If an effect has been inflicted upon you, you must
abide by the restriction of that effect until it is removed. If you have a Slow effect, you
cannot run. If you have the Maim effect you cannot use the maimed limb. Effects can be
inflicted upon you in a variety of ways. All effects, and how they are given to you, are
described below.

The third is a skill restriction. If there is a skill that specifically allows you to manipulate
a prop or perform some action, you cannot attempt to perform that action or
manipulate that prop unless you have that skill. You cannot pick up weapons and try to
fight unless you have the skill to do so. You cannot manipulate traps unless you have
the skill to do, although you can attempt to avoid them. All skills are listed below.

Prop Restrictions

You are not allowed to bring to an event any prop that resembles or could be mistaken
for common or unique game items provided by plot without the express permission of
the game staff. You cannot attempt to duplicate or forge game money, item props, tags,
or logistical documents such as character or monster cards. Any attempt to use in game
means to create fakes of any items must be approved by the plot committee.

You are not allowed to break, destroy, or take apart any prop. If a prop is attached to a
wall by a chain, for example, you cannot attempt to break or detach that chain in any
way. The Destroy effect does not change the basic structure of a prop; it just makes the
item unusable for any game related purpose.
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Most props have no in game worth. Costuming, jewelry, weapons, and area props
cannot be moved from the area they are placed in except by the owner. These props
provide no in game benefit and disallowing their removal ensures these props are not
broken or lost. Props may be handled but must be put back where they are found unless
they have a sticker.

Small circular stickers indicate special rules about handling an item.

3 If an item has a red circle, it cannot be moved at all. It cannot be picked up or
touched. It will not move.

3 If an item has a yellow or green sticker, it seems to be valuable. A small, yellow,
circular sticker means the prop may be taken but it must be turned in at
checkout.

3 A small green circular sticker means you can take the prop and hold on to it.

Special items may also have a red sticker with a rune or number on it. These stickers
indicate that characters may not pick up or touch the item unless they have a skill or
ability that allows them to manipulate objects marked by that symbol or number.

Some game effects will enhance an object such as a weapon or a piece of armor. When
an item has been enhanced by a game effect, an effect sticker will be placed upon it so
long as the enhancement is in place. Items with effect stickers are treated as though they
were yellow sticker items. If you have an effect sticker upon your weapon, that prop
can be stolen from you. You should bring back up props if you want to use item
enhancements.

Environment

Games take place at a site, usually a campground. This site defines the boundaries of
the game. During game play, a player may attempt to enter any area within the game
boundaries unless the area is marked with one or more of the out of game signs defined
below. These special areas are marked with a hexagon that is yellow or hazard orange.
The hexagon gives information so the game play does not need to be interrupted. Any
area marked out of game is referred to as a "ruin” during the game. It is assumed that
these areas are collapsed and ruined piles of rubble that have no real interior that could
be entered.

Out of Game Areas

Areas that are out of game are marked by the yellow or hazard orange hexagon with
text marking it as Ruins or Out of Game. This indicates that the area is out of game. You
may not enter it.
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Special Areas

Areas with special restrictions or rules will be marked by the yellow or hazard orange
hexagon with game information printed on it. This hexagon will have game information
written upon it that will describe the circumstances that make the area special.

Gates

Portals ringed with strings of decorative light are magical portals. These portals lead to
other places. Some lead to other places in this world, some lead to places beyond this
world. If a portal is ringed with lights and they are not lit then you cannot go through
that portal. The areas beyond gates are often marked with yellow hexagons, so you
should always look around after going through a gate. Gates have a disorienting effect
to compensate for the time it takes to spot and read a yellow hexagon.

3 White gates are open portals. If the lights are on, anyone may step through the
gate. White gates will always appear in ruined areas.

3 Colored gates are special. Only spirits, ancestors, or certain staff characters may
bring you through a gate with colored lights. If there is no spirit, you cannot
enter the gate.

Some colored gates are free standing, with no actual area on the other side. If you enter
such a gate at the request of a spirit then you will become a spirit yourself. You will not
be affected by any attacks and you must reply "Spirit" to any attack that strikes you.
You cannot use any game skills or converse with any one else. You are visible to others,
but you cannot converse with them and you can only enter an area indicated by the
spirit guide who leads you. You must follow the spirit guide until you exit through
another gate and assume your normal form once again.

Core Rules Effects

During the course of the game, you can be the subject of a wide variety of attacks. Each
attack will attempt to inflict an effect upon you. Some effects can benefit you, but your
enemies will try to inflict unpleasant effects upon you. When we discuss attacks, we
must talk about how they are delivered and what each type of attack does.

Traits

A trait is a label that is given to a character, an attack, a defense, or an item. Traits help
describe the flavor of game effects and define how abilities interact with each other.
There are four types of traits.

3 A character trait is any trait that is somehow given to a character.

-54 -



3 An attack trait is added to an attack verbal and defines the flavor of that attack.
3 A defense trait is added to a defense call.

3 Anitem trait is added to a tagged item and gives that trait to anyone carrying
that item.

An attack trait tells you which defenses can be used against it. A character or item trait

can be used to determine if certain effectsworked ET EPOU U wa OUB w( I wadluwi EE
trait, for example, then an attack that caused "5 Damage to Undead" would be effective

against you. A defense trait is generally used for flavor, but it is possible to have skills

or abilities that can be used only if a defense with an appropriate trait is used.

A character's race is always considered a trait. Characters with no explicit race have the
Human trait. If you have a sub-race then both your subrace and your general race will
be considered to be traits. So a Wood EIf has the EIf trait as well as the Wood EIf trait.

Verbals

A verbal is a short phrase that is called out before an ability is used to explain the effect
of that attack. Each verbal can have an effect to be inflicted and a trait of that attack. The
trait tells how the effect is inflicted upon you so you may role play the effects and
perhaps use a defense to negate the attack if it strikes you. A verbal is an out of game
phrase. You must call your verbal even if you are affected by Silence. You must suffer
the effect of an attack even if you are unconscious or could not hear an in game phrase.
Verbals for melee attacks are called out as you swing your weapon. Verbals for missile
and packet attacks are called out before you release the projectile from your hand. You
call out a phrase that takes the form of <effect> by <trait>. For example, a poison that
makes you helpless would use the verbal "Paralyze by Poison" and a bolt of fire that
causes 5 points of damage would use "5 Damage by Fire" as the verbal.

If you hear a verbal, your character knows instinctively what happened. The verbal not
only tells you the effect out of game, but it represents the effects of the attack in game.
You never have to play it dumb. The verbal "4 Damage by Fire" might represent a roar
of flame. The verbal "Maim by Lightning" might represent a flash of light. The verbal
"Paralyze by Fear" might represent the hairs rising on the back of your neck. However
you imagine it, the verbal tells you what happened both in and out of game. Verbals
should not be confused with incantations.

Incantations are magical words that are used to cast a spell. These are in game magical
phrases that are required for all but the most powerful mages to cast magic. Spells
usually have incantations, but they also end with a verbal.

Remember that there are two rules that apply to all called attacks.
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3 You must finish the verbal for a called attack before launching a packet or missile
attack. You call out the verbal as you swing a melee attack. If there is an
incantation, which is an in game phrase associated with an attack, then that must
be clearly spoken before the verbal. This is true for melee, missile and packet
attacks.

3 All called hits must be acknowledged through role playing. Many skills are
consumed only if the recipient calls out a defense or role-plays the effects of the
attack. If you don't role play the effect, the attacker may assume that you were
not struck and the skill not used.

Attack Delivery

Each ability must be delivered to its target in some way. These deliveries are the
physical action needed to determine whether an ability has been successfully used on
an opponent. There are a few different ways to deliver game effects, and these are
described below.

It is always up to the defender to make the final decision whether an ability has struck
or affected them, and thus whether the ability has been delivered. It is important that
players do not abuse this honor system. If a player does not count legal hits, the game
breaks down. Individuals that are reported for not counting hits will be reviewed and if
necessary asked to leave the game.

Vitality
Vitality is a count of how much damage you can take before you collapse. As you take
damage, your Vitality points are exhausted. These points can never drop below zero.
Healing refreshes Vitality, and these points are also refreshed at the beginning of each
event. If your Vitality ever reaches zero you will collapse and become unconscious.
Unconscious characters that are taken down by uncalled melee or missile hits are stable.
Characters taken down by any other kind of damage, from called melee or missile hits,
from firearms, from traps, from packets, or from anything with a verbal become
unstable.

If you fall unconscious but you are stable, you will remain unconscious for five minutes.
If someone hits you with an attack for called damage you will become unstable. If an
attack inflicts some other effect upon you you will be unconscious and have that effect
upon you. If healing raises your Vitality above 0 then you will become conscious. A
death strike successfully delivered to your torso will kill you. Otherwise you will get up
at 1 point of Vitality after five minutes have elapsed.
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If you are unconscious and you are unstable, you are dying from blood loss and shock.
You will linger for one minute before dying. A Stabilize effect will change your
condition to stable. If an attack inflicts some other effect upon you, you will be
unconscious, unstable, and have that effect upon you. If healing raises your Vitality
above 0 then you will become conscious. A death strike successfully delivered to your
torso will kill you. If someone begins to use First Aid on you, your count will be
suspended until they stop the First Aid. If they call Stabilize you become stable and
start your five minute count. If they do not finish the First Aid, your one minute death
count will continue where it was before they started using the skill.

When you die, all active effects on your person end unless an Imbue or Inflict effect
specifically says otherwise on the effect card. Your remains will linger for five minutes
before you change to a spirit of the dead and begin to walk to the gate of death. Only
effects with "to Spirit" or with "to Dead" traits will affect a spirit of the dead.

Each character has a number of Vitality points equal to the average of the Earth
attribute and the Void attribute. Vitality is always rounded down. Although Vitality is
based off of two attributes, they are totally separate statistics.

Exhausting Earth or Void points does not affect Vitality and taking damage does not
reduce Earth or Void. Only a permanent change to Earth or Void will cause your
maximum Vitality to change.

Unconscious

You are incapacitated and must collapse to the ground. You must close your eyes and
you cannot move or speak while you are unconscious. You cannot use game skills
unless a skill explicitly explains that it can be used while unconscious.

Rule of Etiquette

Players who are unconscious close to combat may open their eyes to watch for out of
game danger if the battle moves too close. It is important for players to be able to
protect themselves during these times. If you open your eyes for safety reasons then we
ask that anything you see during that time remain outside the normal knowledge of the
game.

Death
There are four ways you can die in this game.

3 First, you can be knocked unconscious and unstable and remain that way for a
full minute. This is referred to as "bleeding out" and is described above.
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3 Second, you can be killed if someone delivers a successful death strike to your
torso.

3 Third, you will be killed by an attack with a Death effect that you cannot negate.

3 Finally, special areas might cause your death if you have a mishap.

Death Strike

A death strike is used to kill an unconscious or immobile victim. You must touch a
weapon to the torso of the victim while saying

"Death strike one, death strike two, death strike three".

This verbal must be spoken clearly and at a normal speaking pace. You do not need to
have skill with the weapon to inflict a death strike.

To inflict a death strike, the victim must be immobile. The victim can be unconscious or
immobile because of a game effect, but you cannot inflict a death strike on a body until
it comes to rest after an attack, nor can you inflict a death strike on a helpless but
struggling victim. If the victim can move, the victim can prevent a death strike. First
you must render the victim unconscious or immobile, and then you may inflict a death
strike.

To interrupt a death strike, you must strike the person attempting to deliver the death
strike with a melee, missile or packet attack. You may also interrupt the death strike by
striking the weapon used to perform the death strike with a weapon of your own. You
do not have to force the weapon away. A death strike that is interrupted is canceled and
has no effect.

The "Death" Effect

Any effect that successfully inflicts a Death effect kills you immediately. Of all the
various game effects, only the Death effect will kill you outright. The Death effect may
be nullified by an appropriate defense.

Mishaps

There might be large scale traps, challenges, and mishaps in special areas that can cause
you to perish if you are unfortunate enough to stumble into them. Closing walls, deep
pits, and other deadly traps might kill you outright. These areas will be marked or
made clear to you during the course of the game.

Spirits of the Dead

After 5 minutes of death, a dead character becomes a spirit of the dead. Because of the
influence of the Realm of Death, the spirit and everything that spirit still carries is
drawn to Death. The spirit will even pick up its own weapons if they are within reach
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unless someone else possesses them. When you rise as a spirit you must proceed
directly to the gate of Death. You must walk with your head bowed and your arms at
your side. You cannot interact with any other character unless they use an ability that
allows you to do so. You cannot drop items. You cannot use any game ability. If
someone tries to communicate with you, or tries to use a game effect on you that does
not specifically work on Spirits, ignore the attempt, reply "Spirit" and continue on your
way.

While you are a spirit of the dead, there are very few effects that will work on you. The
only effects that will work are effects with "to Spirit" or "to Dead" in the verbal. These
are Bane effects specifically designed to affect spirits. The most common is a "Speak to
Dead" effect. This instance of the "Speak" effect will allow you to converse quietly with
the character who used the effect. You cannot stray from your path or use any game
skill. You are not compelled to communicate, but you may do so. Other effects might
include "Imbue to Spirit" and "Inflict to Spirit.” If the description on the effect card states
that it works on a spirit of the dead then you must follow the instructions given therein.
Although dying removes all active effects upon you, you may use innate defenses to
protect you against effects even if you are a spirit.

Final Death

If the spirit is too weak to return from the Realm of Death, then the character passes
beyond this world and is said to have taken a final death. Final death means that you
can no longer play the character in question, and adds an air of danger to the game by
threatening your in game persona.

Attack Effects

The effect describes what an ability actually does. The effect is the first part of any
verbal. Some effects target items rather than characters. All effects used in the game are
described below. Although these effects are given a duration, removing these effects
will end them. Many attacks last until you rest for five minutes. You must be sitting,
lying, or kneeling to rest. You cannot walk or run. You cannot use any game skills while
you are resting. Effects that require rest will not end until you rest for five
uninterrupted minutes. You are also resting if you are dead, unconscious, stunned or
paralyzed. Paralyzed characters are considered resting even if they are standing. You
cannot refresh attributes or skills while you are resting.

Agony

You are wracked with pain. You cannot attack or use most game skills. You may run,
defend yourself by blocking with weapon skills and can use called defenses. Agony
lasts for 10 seconds.
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Cure...

The Cure effect removes effects on the target. A Cure <Effect> will remove all instances
of that specific effect. A Cure <Trait> will remove every active effect with the
appropriate trait except Imbue and Inflict unless the Imbue or Inflict card specifically
says otherwise. Cure will never restore Vitality. Cure is a beneficial effect.

Travis, for example, has been affected by the following attacks: Slow by Disease, Slow
by Will, and Drain by Will. A Cure Slow will remove both the Slow by Disease and the
Slow by Will since they are both Slow effects. A Cure Will would remove both the Slow
by Will and the Drain by Will since they both have the Will trait.

If a "Cure Maim" effect references a specific limb, the effect will only remove Maim
effects on that limb. If the Cure Maim effect does not specify a limb, it will cure all
Maim effects active upon the target. If an ability or skill allows you to use the "Cure
Maim" effect on a specific limb, you cannot use that ability as a general "Cure Maim"
effect.

A "Cure Death" effect will restore a dead target to life and leave them with 1 Vitality
unless that target has transformed to a Spirit of the dead. Once a character has
transformed to a Spirit of the dead, only the rare "Cure Death to Spirit" effect can restore
them to life, and only if it is used before the Spirit reaches its destination.

A "Cure <Name> Trait" effect will remove a trait given to you by an Inflict, Imbue, or
other effect that is temporary. It has no effect on a permanent trait granted by race, skill,
or the like.

Damage

This effect removes Vitality points as described in the section on Vitality. Unlike typical
effects, Damage is instantaneous. It removes Vitality points and then the effect ends.
You cannot remove or dispel damage. Vitality points must be restored though healing.

Death

An attack with this effect kills you. You fall down dead, as if you had been struck with a
death strike. All temporary effects upon you end when you are Killed except for Imbue
and Inflict effects that are not specifically removed by death. Death lasts for 5 minutes,
after which you will rise as a spirit and travel to the Realm of Death. This process is
described in greater detail in the Spirits of the Dead section.

Cure Death and certain special abilities can affect you while you are dead. Some
strengthen your spirit so it is not weakened by the presence of Death. Some might even
restore you to life. Others might cause unpleasant effects. All of these will be handled
using an Imbue or Inflict effect. In these cases you will be given an effect card that
explains the results of the Imbue or Inflict effect.
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Destroy...

This effect is unique in that it is inflicted upon an item rather than a character. Because
of this, the item becomes the target for the attack. Melee attacks affect the item struck,
while missile and packet attacks affect one item that will be named in the verbal. This
item becomes unusable until someone with the appropriate skill spends one minute of
time to fix it. The item is not destroyed, just damaged and in need of repair before it can
be used. The prop must still be carried, for it represents the broken item. The skill varies
with the type of item. In The Calling, weapons are repaired by the Repair Weapon skill.
Armor is repaired by the Repair Armor skill. Other items are repaired by various other
skills. Some items, such as potions, cannot be repaired and are lost forever. Some
characters with unusual forms, such as constructs, may be affected by Destroy if it is
inflicted upon them directly by saying "Destroy Body." When an item with a tag is
affected by a Destroy, the tag is either marked or destroyed. Items without tags or
safety stickers (such as clothing, belts, pouches, and the like) cannot be affected by
Destroy. If armor is destroyed all the points are exhausted until it is repaired.

Diagnose

This effect is used to determine if the recipient is inflicted with a specific effect, trait, or
game condition. You may use Diagnose to determine the presence of any effect or trait
mentioned in Chapter 2 with the exception of Imbue or Inflict effects. You may also use
Diagnose to determine if the recipient is currently Stable, Unstable, Dead, or Damaged.
Touch the recipient with a packet and say "Diagnose” followed by the effect, trait or
game condition. The recipient says "Yes" if they are afflicted with the named effect or an
effect with the named trait, or if they suffer the game condition. Otherwise they say
"No."

Travis, for example, is lying on the ground unstable and has been inflicted by a Slow by
Disease and a Paralyze by Magic.

Another player leans over, touches him with a packet and says "Diagnose Stable."
Travis says "No."

She says "Diagnose Unstable" and Travis says "Yes."

She uses a Heal effect on Travis but he still doesn't move. Puzzled, she says "Diagnose
Stun." Travis says "No."

She says "Diagnose Paralyze." Travis says "Yes."
She has the ability to Cure Poison, so she says "Diagnose Poison.” Travis says "No."
She decides to wait until the Paralyze wears off.

If someone uses "Diagnose Damage" on you, you may choose, for the sake of
expediency, to include in your reply the current number of Vitality points that have
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been removed by Damage. If, for example, you have taken two damage that has not
been healed and someone uses "Diagnose Damage" on you, you may reply with a
simple "Yes" or you may reply with a "Yes, two." The choice of how to respond is up to
you.

Disarm...

You must drop everything in the hand indicated by the verbal. You can pick up items
immediately after they have come to rest. You may pick up an item as soon as it stops
moving. The verbal will contain either "Disarm right hand" or "Disarm left hand." If you
are holding a fragile or breakable prop, including an air gun, you may put it down
rather than drop it, but in this case you cannot pick it up for a full five seconds.
Delivering this effect with a melee attack requires you to strike that weapon while
calling the Disarm effect. You do not need to specify a hand. The hand that is holding
the weapon will be affected. A melee delivered Disarm will not affect a shield unless the
"Disarm Shield" verbal is used. You cannot disarm a shield unless a skill or ability
specifically allows the use of "Disarm Shield."

Disengage

To initiate this ability either take a step back or plant your feet for 3 seconds. Gesture at
any number of opponents with a your weapons. You cannot move towards any target.
Everyone who is attacking you and everyone indicated by the gesture of your weapon
must move back out of weapon range so that you cannot cross extended weapons.
Targets that are rooted or cannot move back may cross their arms and lean away from
the effect instead of backing up. Once the distance has been increased and the space
indicated by the Disengage has been cleared by all targets (or everyone has crossed
their arms and leaned away) the effect ends. Disengage will not force a target into a
dangerous area. A target may choose to cross arms and lean back rather than stepping
back into an area that will cause them some detrimental effect. Disengage is not a melee
delivered attack and cannot be negated by defenses that stop melee attacks.

Drain

For a simple Drain effect, you cannot run or use any game skill, including weapon and
shield skills. If the verbal is followed by a skill or ability name then you cannot use that
particular skill. Drain can also be used to prevent entire skill headers. If a header is
drained, you cannot use any skill that falls under that header. Drain can be used in this
manner to suppress racial abilities and empowered named items. If an item is named
after a Drain effect then no abilities from that item can be used until the Drain ends.
Only simple Drain effects prevent you from running. The Drain effect will last until you
rest for five minutes.
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Expose...

The Expose effect is followed by one trait. If you have that trait and are subjected to this
effect, you must cry out, revealing the fact that you have the trait and revealing your
position. You must cry out as loudly as the Expose effect was called. Although you may
cry out softly if the Expose was called softly, you still must make every effort to ensure
that you are revealed to the person who called the effect. The Expose effect is audible
and you must cry out even if you are unconscious or under the effects of a Stun,
Paralyze, or other disabling effect. Only a Silence will prevent you from crying out, and
even then you must role play crying out even though you make no noise. You are not
affected if you are Dead or have the Spirit defense unless the Expose effect targets those
specific traits. This effect is one of the few that will commonly be delivered by voice.

Frenzy

This effect causes you to attack the closest creature to you, regardless of recognition or
consequence. You may attack with any standard skill that is not beneficial, though you
are not forced to use consumable skills in this attack. If you are affected by a Repel
effect, or if you are not affecting the creature in question, or if you cannot find a way to
reach the creature for 10 seconds you will move on to the next closest creature. If
someone else attacks you and that creature is more convenient than your current target
then that creature will become your new target. The effect ends when you are rendered
dead or unconscious.

Grant...

You gain a temporary enhancement to your abilities. There are four types of Grant
effects as indicated by the verbal. Each type of Grant effect gives a different
enhancement. All types of the Grant effect last until the end of the event, or until the
granted ability is used up. If you have temporary imbues, boons or abilities that mimic
a Grant effect that are not technically Grant effects they do not stack with similar Grant
effects. Only effects with an Imbue card that explicitly states that it will stack with Grant
effects will do so. Grant is a beneficial effect.

... Armor

This type of Grant effect adds additional armor points to your base armor, whether
those armor points are granted by physical armor or a skill. These points are refreshed
when your base armor is refreshed. If no number is indicated then this effect boosts
your armor points by 1. The effect might indicate a higher number in the verbal such as
"Grant 2 Armor" to indicate that a greater number of armor points have been granted. A
successful Destroy Armor effect destroys the armor points and completely ends this
type of Grant effect. You may only have one Grant Armor effect active upon you,
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though you may choose which Grant effect to keep if someone uses an additional Grant
Armor effect upon you.

... Protection

This type of Grant effect adds additional protection points that negate points of
damage. These protection points work in a manner similar to armor, negating the
indicated amount of damage regardless of the source. The number of points is indicated
after the "Grant" in the verbal, and if no number is indicated then the ability grants a
single protection point. Protection points are always lost after armor points. Protection
points cannot be refreshed or renewed. Once they are used to negate damage the effect
ends. You may only have one Grant Protection effect active upon you, though you may
choose which Grant effect to keep if someone uses an additional Grant Protection effect
upon you.

... Attribute

This type of Grant effect adds to the total of one numeric attribute. Any points added
with this effect are available immediately for use. Effects which refresh that attribute
also refresh these additional points. These extra points can be used in the same manner
as regular attribute points. A successful Waste effect that reduces the boosted attribute
also completely ends this type of Grant effect. If the attribute indicated is Vitality then
Heal effects work normally. Vitality calculations and other secondary attribute
calculations are not affected by points added by the Grant effect to another attribute
used in that calculation. You may only modify a specific attribute with one Grant
Attribute effect, though you may choose which Grant effect to keep if someone uses an
additional Grant Attribute effect that modifies the same attribute. You may have
additional Grant Attribute effects upon you so long as each modifies a different
attribute.

... Defense

This type of Grant effect gives you one called defense that can be used on attacks
indicated by the defense verbal. This type of Grant effect starts with the Grant verbal,
which may include a trait, and ends with the verbal that describes the defense. You may
use the indicated defense against an appropriate attack once during the event. Once this
defense is used the Grant effect ends. If the defense portion includes a trait then you
must call out that trait when you use the defense. The defense portion of the verbal
indicates the types of attacks it can be used against by either indicating a trait or an
attack type. If there is no indication then the defense may be used against any melee,
missile or packet attack.
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A "Grant Defense by Shadow, Avoid by Shadow" would give you one defense against
any weapon or packet attack. You would call out "Avoid by Shadow" when you used
the ability.

A "Grant Defense, Resist Poison" would give you one defense against any attack with
the Poison trait. You would call out "Resist" when you used the ability.

A "Grant Defense by Divine, Parry melee" would give you one defense against any
melee attack. You would call out "Parry" when you used this ability.

You cannot have more than one Grant Defense effect upon you that protects against the
same trait unless the skill or ability explicitly makes an exception. If receive another
Grant Defense effect that protects against a trait for which you already have a granted
defense you choose which to keep. You cannot, for example, have a Shield Magic
defense and a Resist Magic defense both from Grant effects. You would have to choose
between them. Likewise, if you had a Resist Poison effect you could not receive an
additional Grant Defense that gave you another defense against the Poison trait. You
gain only one defense per trait. Defenses that have no trait and work on melee, missile,
or packet attacks likewise do not stack. You may only have one such effect from a Grant
Defense effect.

Heal...

This effect restores one point of Vitality. If the effect is followed by a number, then it
restores Vitality equal to the indicated number. Otherwise it restores one point. If you
are unconscious with no Vitality then healing will restore one or more Vitality points
and you will wake immediately unless some other effect is preventing you from doing
so. Heal is a beneficial effect.

Imbue...

This effect can be used in one of two ways. If the Imbue effect is followed by a trait, then
you will gain that trait for the remainder of the event. Otherwise, this effect is some
enhancement or extra ability that is described on an effect card that is given to you after
the effect is used upon you. An Imbue effect with no trait will not take effect until you
have read the effect card. Imbue will usually give you some ability that can be used
during the current event, although the effect card might describe some effect that lasts
beyond the current event. Imbue is a beneficial effect. Imbue effect cards can have a
wide variety of long term plot effects. Examples include granting a defense against
certain types of attack, strengthening the spirit of a dead character, and similar
exceptional abilities. Defenses can be used to negate Imbue attacks if those defenses will
stop an attack with the appropriate trait. If a player can use an Imbue effect, that ability
will always have some in game action that must be accomplished before you can use
the ability. You might need to gather and mix components. You might need to construct

-65-



some item from strange parts. These actions earn you the effect card needed to use this
effect. You can never use an Imbue ability without the appropriate effect card to
represent the properly prepared components.

Inflict...

This effect can be used in one of two ways. If the Inflict effect is followed by a trait, then
you will gain that trait for the remainder of the event. Otherwise, this effect is some
affliction or detrimental effect that is described on an effect card that is given to you
after the effect is used upon you. An Inflict effect with no trait will not take effect until
you have read the effect card, so a character engaged in combat may not be affected by
Inflict effects described on Inflict cards immediately; they have time to retrieve the
effect card and read it when it is convenient and unobtrusive to do so. Unconscious or
dead characters must read the card immediately. Inflict cards will give you some
unusual detriment that will have an effect and a duration described on the effect card.
Inflict effect cards can have a wide variety of long term plot effects. Examples include
causing death after a certain amount of time, causing you to transform into some type
of creature, inflicting you with a disease that cannot be healed normally, weakening the
spirit of a dead character, and similar exceptional abilities. Defenses can be used to
negate Inflict attacks if those defenses will stop an attack with the appropriate trait. If a
player can use an Inflict effect, that ability will always have some in game action that
must be accomplished before you can use it. You might need to gather and mix
components. You might need to construct some item from strange parts. These actions
earn you the effect card needed to use the ability. A player can never use an Inflict
ability without an effect card to represent the properly prepared components.

Maim

One limb becomes useless. An arm must hang at your side and cannot be used for any
game ability. A leg becomes unusable. You must go down on one knee - you cannot
hop. You may crawl using your other limbs. A Maim effect will last for the duration of
the event. If a Maim effect is delivered by a melee or missile attack, the limb struck will
be affected. If a Maim effect delivered by a melee or missile attack strikes the torso then
the Maim effect is ignored. If a Maim effect is delivered by a packet, the attacker can
include the limb in the verbal. For example, a caster might call out "Maim Right Leg by
Fire." If the limb is not specified, then the subject may choose one limb that is not
already affected by a Maim. Maim only works on arms and legs.

Paralyze

You must stand frozen. You cannot move, but you are aware of what is happening
around you. If you are rendered unconscious, or if someone tries to change your pose,
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you will collapse to the ground. Paralyze will last until you rest for five minutes. You
are resting while you are paralyzed even if you are standing.

Refresh...

Refresh is always followed by either an attribute or a skill that has a limited number of
uses. You recover one or more uses of the named skill or one or more points of the
named attribute. Refresh will never raise you above your maximum attribute or give
you more uses of a skill than you would have at the start of an event. If you do not have
the named skill then Refresh to that skill has no effect. As a default, Refresh restores one
point or use of a skill. If a number is placed before the attribute or skill name then you
will restore more attribute or uses of a skill. Skills that require attributes cannot be
restored directly and are unaffected by a Refresh effect. Refresh is a beneficial effect.
Refresh can also be used to restore abilities of an empowered item. If the item has a
unique name and Refresh is followed by that name then the abilities of the item are
restored.

Repair...

You restore one item that has been rendered unusable by a Destroy effect. For an item
you are touching you need not specify a target in the verbal. For other types of abilities
you specify a target after the Repair verbal. Repair may also be used to refresh armor
points from physical armor. In this case you use the "Repair Armor"” verbal. Repair is a
beneficial effect.

Repel

This effect prevents you from using game skills on the attacker. You will also attempt to
stay 10 feet away from the attacker unless doing so would endanger you. If this is the
case you may move to a safer position even if it takes you within 10 feet, so long as you
then attempt once again to stay 10 feet away from the attacker. You cannot use game
skills on the attacker in any case. The Repel effect will last until you rest for five minutes
unless the attacker strikes you with a melee attack that does not cause a Repel effect. If
the attacker strikes you with a melee attack using an effect that is not Repel then this
effect ends immediately. The attacker is not immune to the attacks of a character
affected by the Repel. That character is free to launch attacks at other creatures so the
attacker should be careful to stay clear of other potential targets and avoid attacks
launched at other characters.

Root

You cannot move your right foot from its spot. You may pivot on that foot, and you
may move your left foot. A Root effect will last until you rest for five minutes.
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Silence

You cannot talk or make any in game verbal noise. You cannot use game skills that
require incantations. If you are affected by an Expose effect you must mime crying out
but you do not make any actual noise. You must still use out of game phrases as
normal. A Silence effect will last until you rest for five minutes.

Slam

Some great force knocks you back and off your feet. When you are struck with this
effect you role play an extremely forceful blow or blast. You may take up to three steps
backwards and fall down. The steps backward are optional. The effect ends when your
chest or back touches the ground. If falling to the ground is an issue due to ground
guality, crowding or health you may opt to instead take your steps, drop to a knee and
place both hands palm down on the ground as shake your head for three seconds. Some
Slam effects are so powerful they knock you back through a shield. If you hear "Shield
Slam™ it works even if it strikes your shield. This attack can be blocked by a weapon and
would count as a strike to the limb holding the shield.

Slow

You cannot run. You may only walk at a normal pace. The Slow effect will last until you
rest for five minutes.

Stabilize

If you are at 0 Vitality and unstable this effect makes you stable. You start your 5
minute count. Otherwise you call "No Effect.” Stabilize is a beneficial effect.

Stricken

You are unaffected by any beneficial effect unless it removes the Stricken effect from
you. Call "No Effect” to any other beneficial effect used on you. There is one exception;
if someone uses First Aid on you then the Stabilize effect will work. Only a "Cure
Stricken" effect or a Cure effect applied to the trait of this attack will remove this effect.
An effect that removes the Stricken effect from you will not remove other effects.
Stricken does not work on items you carry or wear and items may be affected by Repair
or Imbue effects. The Stricken effect will last until you rest for five minutes. If, for
example, you have a Stricken by Poison and a Paralyze by Poison effect upon you a
Cure Poison effect will remove the Stricken effect but it won't also remove the Cure
Paralyze effect. A second Cure Poison would be needed to remove the Paralyze by
Poison effect.
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Stun

You are knocked unconscious. Stun will last until you rest for five minutes. You are
resting while you are stunned. Another character may take a full minute of role play to
revive you and end this effect.

Speak

This effect allows you to converse with a creature or being that cannot otherwise
communicate with you. It is usually used with the Bane trait, allowing you to speak
with specific types of creatures. The subject is under no obligation or compulsion to
speak with you, but it may do so if it wishes. The Speak effect will last until a
participant uses another game skill or until a participant move out of reasonable
conversation range.

Waste...

Waste is always followed by either an attribute or a skill that has a limited number of
uses. You lose one or more uses of the named skill or one or more points of the named
attribute. Waste has no effect if you have no attribute points or skill uses left. If you do
not have the named skill then Waste to that skill has no effect. As a default, Waste
removes one point or use of a skill. If a number is placed before the attribute or skill
name then you will lose more attribute points or uses of the skill. Skills that require
attributes cannot be wasted directly and are unaffected by a Waste effect.

Wasted attribute points and skill uses can be refreshed. A Cure Waste effect will restore
points or skill uses lost to Waste effects unless they have already been refreshed or
restored by some other means. Once a wasted attribute or skill use has been refreshed a
Cure Waste effect will have no effect on you. Attributes and skills lost to a Waste effect
are always refreshed before points lost through normal use. Waste can also be used to
remove abilities of an empowered item. If the item has a unique name and Waste is
followed by that name then any charged abilities of the item are removed as if they had
been used.

Weakness

Your ability to strike with melee attacks is severely weakened. You cannot deliver any
called effects with your melee attacks. Weakness does not affect uncalled strikes or any
other weapon skill. The Weakness effect will last until you rest for five minutes.

Attack Traits

Most attacks include a descriptive trait. This trait is indicated by the second part of the
verbal. The trait of an attack adds flavor to the attack and determines whether certain
defenses can be used to negate the attack. If an attack is "5 Damage by Fire" then the
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trait of the attack would be Fire. The "by Weapon" trait is dropped from the verbal of
normal melee attacks to reduce noise. Any melee or missile attack with no trait is
assumed to have the "Weapon" trait. Most attack traits allow you to role play the effect.
You may step back or cry out in reaction to the attack. If you are surprised by an attack,
however, you cannot add additional role play to the effect. For example, if you were hit
by a "Stun by Force" from a visible enemy then you could add the role play of crying
out or staggering back. But if someone sneaks up behind you and calls out "Stun" with a
melee attack then you should just go down. If someone sneaks up and surprises you
with a spell that you honestly did not see coming, you should not cry out to warn your
friends.

Elemental Traits

These include Air, Cold, Earth, Fire, Ice, Lightning, Water, and Wind. The effect is
caused by elemental power. Abilities that work against Elemental effects will work
against effects with any of these traits. You may role play an Elemental effect by crying
out or stepping backwards as the effect is inflicted.

Mental Traits

These include Awe, Confusion, Despair, Fear, Inspiration, Madness, Trance, and Will.
The effect is caused by some mental or emotional reaction. Abilities that work against
Mental effects will work against effects with any of these traits. You may role play a
Mental effect by crying out or stepping backwards as the effect is inflicted.

Metabolic Traits

These include Aging, Air, Cold, Disease, Poison, Radiation, and Sleep. The effect is
caused by a Metabolic reaction. Abilities that work against Metabolic effects will work
against effects with any of these traits. You may role play a Metabolic effect by crying
out or stepping backwards as the effect is inflicted.

Physical Traits

These include Crystal, Earth, Force, Ice, Silver, Thorns, Weapon, Web, and Wind. The
effect is caused by a Physical force. Abilities that work against Physical effects will work
against effects with any of these traits. You may role play a Physical effect by crying out
or stepping backwards as the effect is inflicted.

Special Traits

All traits not included above are Special traits. These can include, but are not limited to,
Acid, Blessing, Curse, Light, Magic, Malediction, and Shadow. These traits are not
included in any general trait, so abilities must specifically include them. Special attacks
allow no additional role playing; you will suffer the effect of a Special attack
immediately.
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Bane

This is a unique attack trait that works against another specific trait, and targets only

those creatures that have that trait. Instead of saying "by" you would say "to" and state

the trait that is targeted. An attack that stated "10 Damage to Undead" would be an

example of an attack with the Bane trait, and the attack would only affect creatures with

the Undead trait. If you somehow lose the trait that a Bane effect targets while under

that effect, then the effectendsD OOl EDPEUI O0ad w2 OOwh i waupdhwduE E WE w? |
and you were brought back to lifethenUT | w?2 0O w# 1 EE> wl I I T EQwP OUOE wl
the race of a character is always considered to be a trait of that character. Bane attacks

allow no additional role playing; you will suffer the effect of a Special attack

immediately. Some effects may have both a normal trait and a bane trait. In this case the

attack affects only those targeted by the Bane affect but it may be resisted by defenses

that work against the normal trait. An attack that stated "Paralyze by Fear to EIf" would

only affect characters with the EIf trait but it could be negated by a Resist Fear defense.

Self

This trait indicates that the effect works only on the person using it. Instead of saying
"by" you would say "to Self" after the effect. This indicates that you are the only target of
the called effect.

Defenses

These abilities allow you to negate abilities used against you. Although there are a large
number of possible defenses that can be used against specific causes and effects, all
defenses can be summarized as one of the following types.

Shield

You negate the first attack of the appropriate type that strikes you. You must call
"Shield" when the defense is used.

Avoid, Parry, Resist

You choose one attack of the appropriate type to negate when it strikes you. You can
allow an attack to affect you and negate a later attack. Although different verbals are
used to indicate the nature of your defense and to add flavor to the game, all of these
defenses work the same way. You must call out the defense when it is used.

Purge

You may negate an attack after it has affected you. You must spend three seconds to
role play this defense as you shake off the effect, during which time you must remain
relatively still. You cannot use game skills while role playing the purge. This defense
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cannot be used if you are unconscious or dead unless the skill specifically allows you to
purge the effect that has put you into that state.

No Effect

You are unaffected by the attack in question. This indicates a defense that is not
consumable. The attack does not affect you, nor will it ever affect you.

Reduce

You are affected by the attack in question, but the effect has been mitigated or lessened.
The actual reduction is determined by the skill or ability that allows you to use this
defense. You must role play the new effect appropriately.

Reflect

You choose one melee, missile, or packet attack of the appropriate type to rebound back
at the attacker when it strikes you. Call this defense to negate the effects of the attack. If
your attack is reflected then you must take the attack as if your melee, missile or packet
had struck you. The attack retains all of the original traits so it might not actually affect
you. You may use defenses to negate the attack, including using Reflect to bounce it
back on the original target.

Spirit

You are insubstantial and are unaffected by most attacks. You call "Spirit" to any attack
that you negate for this reason. You cannot use game abilities unless specifically
allowed to do so. You cannot speak or converse with other characters unless they use an
ability that allows you to do so. If someone tries to talk with you, you may call "Spirit"
to inform them that you cannot speak. You cannot drop any items. No one may search
you, nor can items that you carry be removed from your person. Nothing can be thrown
over you. You cannot rest while in spirit form, and effects that last until you rest will
not be removed. You cannot block doorways or portals. If someone tries to move
through a portal that you are blocking then your insubstantial form will be repositioned
so you are no longer blocking that area. Characters who have died and are traveling to
the Realm of Death are spirits. If you gain the Spirit trait because you have died and
you have become a Spirit of the Dead then you also gain the Dead trait. Effects with the
trait "to Spirit" affect all spirits, while effects with the trait "to Dead" affect only spirits of
the dead. You must walk with your head bowed and your hands at your side.

Some abilities allow a living character to become a spirit for a time, but these abilities
usually have special restrictions or will not be absolute in their protection. You might
gain a trait and become vulnerable to attacks with that trait even though you are a
spirit. Some of these skills last until you move. In these cases you cannot move or speak
without ending the effect. If you turn into a spirit in a place which blocks a portal or
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doorway then you are forced to move to allow someone through. Since this can end the
effect you must be careful to use these types of skills so as to not block confined areas.

Defense Traits

A defense might have a trait associated with it. The verbal should include the defense
and the trait with a "by" between them. This can be done to add flavor to an ability, to
differentiate two similar skills, or to allow other skills to key off certain defenses.

Chained Defense

A chained defense has an effect that is called immediately after the defense. The verbal
should include the defense and the additional effect with an "and" between them. If the
additional effect is an attack then that attack must be launched immediately as the
defense is called. Using the additional effect could be optional or required. If the
additional effect affects the character using the chained defense then the ability must
use the Self trait and character must role play that effect as if they had been struck by it.

Example: A Fire based attack strikes a Fire Elemental. The creature calls out "Resist and
Heal to Self" to indicate that the attack was negated and the creature was healed by
using the defense.

Example: A strong creature can tear out of some physical effects but it takes damage
doing so. The creature is struck by the appropriate attack, role plays for 3 seconds, calls
out "Purge and 2 Damage to Self" and then role plays the damage effect.

Example: A character has an ability that simulates a Riposte. The character is struck by a
successful melee attack, calls out "Parry and 3 Damage,"” and immediately swings at the
person who attacked her.

Example: A creature has an ability that can reflect attacks with the Magic trait back at
the attacker. The creature is struck by a "Paralyze by Magic." The character calls "Resist
and Paralyze by Magic" and throws a packet back at the attacker.

Armor

Armor provides points of protection that act as a buffer against damage effects. Armor
points are removed by damage in a manner similar to Vitality. Armor points are lost
before Vitality points. The method by which exhausted armor points are restored varies
depending on the type of armor you are using and the skills and abilities of the
Accelerant game you are playing.

You may only have one base type of armor active at a time. If you try to restore or
activate or wear one type of armor while you have active points from another type of
armor, the armor type with the lower number of active armor points will be exhausted.
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If there is a tie, then the new armor points will be immediately exhausted. Exhausted
armor points are gone and must be restored just as if they were exhausted by Damage.

Travis, for example, is wearing a 2 point of suit of armor. He role plays and activates a
skill that gives him 3 points of armor. The armor points from the suit of armor are
exhausted and he has 3 armor points from his skill. If he wants to use the armor points
from his suit of armor later, he will have to have the armor suit repaired. In Madrigal,
all characters may wear up to two points of physical armor. You must be skilled in the
use of armor to effectively wear any more than two points. You may wear a prop worth
more points without this skill, but the protection it will provide will be limited by your
armor skill. The maximum any character can wear for armor is 4 points. A character
with the Repair Armor skill can restore physical armor. The armorsmith must role play
for one minute at a forge to fix the suit of armor.

Armor is awarded points based on its type and its coverage. Armor is divided into light
armor and heavy armor. The weapon marshal evaluates armor. To be evaluated as
heavy armor, the armor must look heavy. Thick, stiff, articulated leather, chain mail,
scale mail, and plate armor are usually evaluated as heavy armor.

The more the appearance of the armor adds to the atmosphere of the game, the more
likely it will be evaluated in the heavy category. Points awarded for armor are based on
the type of armor and the body coverage it provides. The values for armor coverage are
given below.

Armor Coverage
Breast and Back 40%

Shoulders 5% each
Forearms 5% each
Hip and Groin 10%
Thighs 5% each
Lower Leg 5% each
Open Helm 5%

Face 5%

Coverage Bonuses
Armor Looks Real +10%

Armor Looks Good +10%
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Armor Points for Light Coverage
100% or more 3

75% 2
50% 1

Armor Points for Heavy Coverage

75% or more 4

60% 3
45% 2
30% 1

Using Weapons

Melee attacks require special hand held padded weapons to deliver an attack. Missile
attacks use special thrown weapons, projectile weapons such as bows and crossbows,
and streamer packets that represent arrows and bolts. If a weapon is designed as a
thrown weapon or projectile, it cannot be used in melee combat. Melee weapons cannot
be thrown. You must have both hands on a two handed weapon in order to use it in
combat unless some game ability specifically states otherwise. These padded weapons
have a strict set of creation rules and must pass a safety inspection at each and every
event where you intend to use them.

To add to the atmosphere of role playing, we expect our players to role play in combat.
Although we allow light weapons for safety and comfort, we ask that players keep the
pace of their swings in line with what a heavier weapon might require. Melee swings
that are entirely generated by snapping or rotating the wrist or forearm are
discouraged. Although you are expected to role play full weapon swings where the
weapon moves at least 45 degrees, the actual contact cannot be too hard. A tap from a
weapon is sufficient to deliver an attack. Melee attacks that are blocked by another
weapon or shield wielded by a character with the appropriate skill to do so are not
counted. Attacks to the head, the hands, or the groin are illegal and are not counted.
You may only throw one thrown weapon at a time, although you may fire a projectile
weapon such as a crossbow from each hand if you are skilled in using that weapon in
both hands.

Any strike that has no verbal causes 1 point of damage. These are known as "uncalled
strikes" because they have no verbal. Uncalled strikes will cause someone to fall
unconscious if they remove all Vitality, but the victim will remain stable. A character
taken down by called strikes will fall unconscious and be unstable as well. If you are
unskilled with a melee weapon you cannot make attacks with that weapon. If someone
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strikes that weapon or you try to parry with that weapon, you must either take the blow
or the weapon is ripped from your hand. If you do not take the blow, you must drop
the weapon as if you had been affected by the Disarm effect.

You may hold only one weapon or shield in your hand during combat. If you are
holding more than one item in a hand, and a melee attack strikes one of those items,
then you will take the blow or be disarmed of both items as if you were unskilled in
their use.

Many skills work only on limb hits. A limb hit is a strike to the arm or leg. A torso hit
includes the chest from the belt up to the top of the chest. Any hit to the leg or buttock is
a leg hit. Any hit to the arm or to the outer shoulder is an arm hit. Hits that come down
on the shoulder or that come down between the shoulder and the neck are also arm

hits. Neck hits are illegal.

The Flurry Rule

A flurry is a series of melee blows swung at an opponent with little or no pause. You
can make no more than three consecutive attempts to strike a single opponent without a
pause. Only after you have taken a step back and paused for a full second will your
strikes be counted once again.

The Proximity Rule

You must maintain a safe distance from any active opponent. If you can reach out and
touch the torso of an opponent with your hand then you are too close and you must
back away. If there is a significant difference in the reach of two opponents, the
opponent with the shorter reach may approach close enough so that they can strike
their opponent with their weapon so long as they cannot touch the torso of the
opponent.

Claws and Natural Weaponry

Some characters have the ability to use claws or natural weaponry instead of, or in
addition to, weapons. These weapon props are red, though some plot creatures may
have props that are constructed to appear to be part of that creature. Claws are
considered to be melee weapons and can be used to block melee attacks. Claws are not
affected by Disarm. Destroy effects delivered to such weaponry will cause a Maim effect
to the limb using the weapon.

Claws and natural weaponry are not bladed weapons, and cannot be used with skills or
effects that require bladed weapons. If you are holding a claw that is struck by a melee
or missile attack, and you cannot legally block with the claw due to some game effect,
you will be affected by the attack since you cannot drop the claw in response to the
strike.
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Using Packet Attacks

A packet is a small bean bag filled with bird seed that represents some sort of mystical,
psychic, or supernatural ranged attack form. Packets have strict construction guidelines.
You call a verbal and throw a packet at a target to deliver the attack. If the packet hits
the target, or any direct possession of the target, then the effect is delivered to the target.
You cannot throw packets too hard. If you are winding up to throw the packet then you
are throwing too hard. Packets are not solid objects and cannot be affected by Disarm or
Destroy, but they are a visible, in game effect. If someone is carrying packets and you
see the packets, you can assume they have some sort of aura that makes you realize
they are capable of something special. Because of this, you cannot carry or throw
packets unless you have the power to use them for something.

If a packet clearly strikes a target and they do not acknowledge the hit through role
playing or by negating it with a defense, the attributes or their equivalent are not
exhausted. If the packet misses, or you cannot tell whether the packet hit, then
attributes or resources are exhausted normally.

To deliver a packet attack, the arm that is delivering the packet must be free and the
hand empty except for the packet itself. A free arm cannot have props tucked under it
or tied to it other than armor. You cannot deliver packet attacks if you cannot use game
skills, or if the arm is affected by something that prevents its use such as a Maim effect
or shackles. Some packet based skills have additional requirements as well. Packet
attacks cannot be used while you are being hit. Melee, missile and packet attacks will
interrupt your verbal if they land while you are speaking it. The ability is not used up
and attributes or their equivalent are not wasted, but the ability is interrupted and you
must begin the verbal again. Some creatures may have the ability to use packet attacks
even while they are being hit. They will indicate this by saying "Innate" before the
packet verbal when they make the attack.

Rule of Etiquette

In order to encourage the use of good costuming and add a little more realism, we have
the Costume Rule. If a packet attack clearly misses a target and passes by the body, yet
that packet hits a cloak or costuming piece after it has gone past, the defender can call
out "costume."” This rule cannot be used if the costuming is in front of the defender or if
the packet has not already passed the body. The rule is in place to encourage cloaks,
back banners, and some directed character costuming such as wings without adding an
unacceptable disadvantage to the character in combat.
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Traps

Traps are devices or substances set to deliver an effect to anyone who disturbs them or
attempts to get past them. Anyone can avoid a trap, but no one can attempt to
manipulate a trap by moving it, disarming it, or affecting the individual components
unless they have a skill that allows them to do so. Most traps will cause an effect to the
person who set them off. If someone manages to trigger a trap with a thrown object,
then the object will take the affect instead. If the trap affects the entire room or corridor,
then this trick will not provide much help. Some traps will work multiple times, while
some will work once. If an item is causing a trap to go off continuously then anyone
who touches the item will take the effect.

If a trap is set in a small box, chest, or other enclosed area no larger than 3 feet in any
dimension then setting it off will destroy everything inside the area. Coins, items,
paper, and everything else inside will be destroyed and cannot be removed from the
box. If any living creature has somehow crawled into an enclosed area no more than 3
feet in any dimension with a trap and the trap goes off then that fool will be killed
instantly. There are four types of traps.

Snap Trap
These traps make a snap sound when they go off. They are represented by mousetraps,
party poppers, and snaps. These traps cause 2 Damage to whoever sets them off.

Buzzer Trap

These traps make an electronic sound of some kind when they are set off. Sounds used
for these traps include beepers, buzzers, and electronic sound effects like the moaning
of a rigged welcome mat you might find at Halloween. These traps cause 5 Damage to
whoever sets them off.

Verbal Trap

When these traps are set off and you will hear a trap sound and a voice will call out a
verbal associated with them. Whoever set the trap off must take the effect of that verbal.
If no verbal is present, then the sound determines the type of trap as described above.

Gas Trap

As a magical trap, but the verbal will begin with the words "To the Room..." Everybody
in the room will take the effect. This trap only works in an enclosed room with normal
doorways and corridors leaving it. The trap will affect you if any part of you is within
the room when the trap goes off.
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Contact Poison

This attack is represented by petroleum jelly. If you touch the jelly with bare skin, you
will take an effect of "5 Damage by Poison.” A character with the appropriate skill may
apply such a substance directly from the vial it was created in. Once applied to a
surface, the jelly cannot be scraped off onto another object. Only a character with an
appropriate skill may wipe the substance off a surface with a cloth or cloth like
substance, but the contact poison is destroyed in the process.

An item with contact poison is considered a Red Sticker item. The fumes and burning of
the poison are overwhelming, even to a character who is immune to it. The object
cannot be moved from its place or handled until the poison is removed by a character
with the appropriate skill to do so.

Shackles

Shackles are a prop that binds the wrists or legs of a character. An in game lock is
affixed to each prop to represent the locking mechanism of that prop. The prop must be
loose enough to remain comfortable and, for safety, the player must be able to easily
remove the prop if an out of game need arises. Shackles can only be placed on a helpless
or willing character if the lock is open. You place the shackle prop on the helpless or
willing target and close the lock. Shackles placed on the arm restrict movement and
make it impossible to use any skill that requires that the arms must be free, including
using weapons, using packet attacks, and using First Aid. You may use a skill that
allows you to attempt to open a game lock on your own shackles. Shackles placed on
the legs make it impossible to run and restrict movement to the extent of the shackles. A
prop placed on the ankles must be constructed to allow the player to stand and walk
slowly. Shackles can be removed by opening the lock or by using an appropriate skill to
remove them. Each game will have a skill assigned to destroy and remove shackles by
taking a minute and using the appropriate props and role playing. Skills that allow a
character to slip out of bonds are possible as well.

Advanced Rules

There are times when unusual circumstances will warrant strange attacks. These
strange attacks are detailed below, but the general idea is summarized here so the
player will not have to memorize the various and sundry individual details. If someone
clearly gestures at you or indicates you somehow and calls out or whispers an effect,
then that effect will be delivered to you unless you can use a defense to somehow
negate it. The individual types are detailed below.
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Gesture

Someone points at you with a hand or a weapon and calls out the verbal. If the effect
has a duration that is not instantaneous, then instead of the normal duration, the effect
lasts so long as they point at you.

Gaze

Someone who has met your gaze for a full three seconds calls out or whispers "By my
gaze" followed by an effect. A vampire might whisper "By my gaze - Paralyze by Will."
Other creatures might cause fear or other effects.

Affliction

Someone delivers an effect to your immobile or unconscious form by touching a
weapon or packet to your torso and stating "Affliction One, Affliction Two, Affliction
Three" clearly and slowly followed by a verbal. This works like a Death Strike and can
be interrupted in the same manner as a Death Strike. The verbal may be a standard
effect, or it may deliver an Inflict effect in which case the player will give you an effect
card.

Name

Someone calls out "By your name" and states your name, part of your name, or some
pseudonym that you used and calls out a verbal. The attack is delivered to you if they
use a name you used to refer to yourself.

Permanent

Someone precedes an attack verbal with "Permanent” and calls out the verbal. The effect
will last for the remainder of the event. Ignore the standard duration of the effect.
Permanent effects may not be removed by resting, but may still be removed by the Cure
effect. Effects that already have a permanent duration, such as Damage and Death, are
unaffected by the Permanent trait.

Quick

Someone precedes an attack verbal with "Quick™ and calls out the verbal. The effect will
last until you rest for 10 seconds. Ignore the standard duration of the effect. Quick
effects may still be removed by the Cure effect. Quick can only be used with effects that
last until you rest for five minutes or effects that last the rest of the event.

Room

Someone calls out "To the room" and an effect and everyone in that room will be
affected by it. Doorways and gates act as room dividers. This delivery is commonly
used for traps and performances. The attack only works in an enclosed room with
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normal doorways and corridors leaving it. The attack will affect you if any part of you
is within the room when the verbal is called.

Voice

Someone calls out "By my voice" and an effect and everyone who hears it will be
affected by it. You cannot defend against Voice attacks by intentionally obscuring the
sound of the verbal with loud noise or by plugging your ears. This type of attack never
sets off Shield defenses.

Double and Triple Attacks

One single delivery causes multiple attacks to affect the target. "Double” causes two of
the specified attack to be delivered, while "Triple" causes three attacks to be delivered.
Each attack requires a separate defense.

Example: A wizard calls out "Triple 10 Damage by Fire" and throws a packet that hits
you. You must take three "10 Damage by Fire" attacks. "Resist Fire" would negate one of
these attacks and you would still take two attacks. You may use multiple defenses
against these attacks.

Chained Effects

Two effects can be chained in one attack. The verbal should name the effects with an
"and" between them. If both effects have the same trait then the trait is called only at the
end of the attack. If both effects have different traits then a trait is called for each effect.
A defense that negates one of the effects or one of the traits if they are different would
only affect that portion of the attack. In the case where both effects have the same trait,
however, a defense that negated the appropriate trait would negate all effects. The
attack is still considered a single melee, missile, or packet attack so a defense that
negates a hit from a specific delivery such as melee, missile, or packet will negate the
entire attack.

Example: A spider calls out "Drain and Slow by Poison" and hits a player with a packet.
The defense "Resist Poison" would negate the entire attack. The defense "Resist Slow"
would negate the Slow effect, but the character would still be affected by the Drain
effect. If the character had both "Resist Slow" and "Resist Drain" defenses then both
could be used to negate the effects of the attack.

Example: A wraith calls out "Paralyze by Fear and 2 Damage" and hits the player with a
melee attack. The defense "Resist Fear" would negate the Paralyze effect. The defense
"Resist Weapon" would negate the Damage effect. A skill that negates one melee strike
would negate the entire attack.
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Modifiers

Some skills might increase the effectiveness of another skill or ability. You might have
the ability to increase a Damage or Healing effect, or add the Double delivery to an
attack. No game skill, including numeric effects such as Damage, Heal, or armor, can
be modified more than once unless the skill specifically makes an exception. Even skills
that already have the Double effect in their description cannot accept additional
modifiers.

Modifiers don't stack. You choose one modifier for a particular attack and use only that
modifier. Only skills that specifically say "This modifier stacks with..." are exceptions to
this rule.

Characters

As you build your character, you will assign character points to build up your attributes
and your skills. You have five attributes that determine your capabilities and
limitations, and your skills measure the knowledge you have amassed that affects the
play of the game. You start with 25 character points to build a character, and you will
gain more character points as you play the game and your character progresses.

Traits

Each character has traits that they automatically gain. You have the Living trait unless
you are dead. Your race is also a trait you possess. If your race has variety then you
have both your general race as a trait and your specific race as well. Each skill header
that you purchase is also a trait. A character who has purchased the Rogue header, for
example, has the Rogue trait. A character who has not yet spent 50 character points to
improve gains the Initiate trait. A character who has spent at least 50 character points
gains the Experienced trait. A character who has spent at least 100 character points
gains both the Experienced and the Accomplished trait.

Attributes

Each character has five attributes. These attributes are not meant to measure the
capabilities of you as the player, nor will they limit your natural abilities. These are only
a limit to the game skills you can use. If you do not purchase a high Water, which
represents your mobility, it in no way decreases your chance to actually jump out of the
way of an attack, but it does limit how many game skills you could use before that
resource was exhausted. The five attributes are Air, Earth, Fire, Water, and Void.

3 Air represents your mind and cognizance.
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3 Earth represents your physiqgue and stamina.
3 Fire represents the strength of your passion.
3 Water represents your mobility.

3 Void is your ability tofocus your inner resources.

Each attribute begins at 2. You may raise any attribute by spending character points.
You will exhaust attribute points to use certain skills. Certain game effects can refresh
exhausted attribute points, and these points are refreshed at the beginning of each event
you attend.

Void is a unique attribute in that you can exhaust a VVoid point to refresh your Air,
Earth, Fire, and Water. This makes Void the most important attribute for maintaining a
high level of power over the course of an event. Using Void to refresh your attributes
does not refresh your Vitality. Refreshing your attributes with Void takes 5 minutes of
role playing. You cannot use game skills or leave the general area during this time. If
this procedure is interrupted, the Void remains unspent, the attributes are not
refreshed, and you must start again. Each character should have their own personal
way of refreshing their attributes with Void. You might meditate, stretch, practice drills
or maneuvers, pray or chant, or a variety of other activities. You might do a
combination of these things.

Spending Void to use skills, use abilities, or cast spells does not take 5 minutes and does
not refresh your other attributes. You can spend character points to raise Attributes.
You must spend a number of character points equal to the new attribute value to raise it
one point. If an attribute is 3, you can raise it to 4 by spending 4 character points. If an
attribute is 4, it would cost 5 character points to raise it to 5 and another 6 character
points to raise it by another point to 6.

Skills

The measure of your knowledge and training are defined by skills. To simulate various
levels of skills, there are certain activities that the game does not allow you to attempt if
you do not have the skill for it. If a skill exists for a certain type of activity or to
manipulate a certain type of prop, then you may not attempt that action unless you
have that skill or a specific ability that allows you to do so.

Skills are divided under headers. These headers represent basic training necessary to
use the skills that fall under that header. Each header gives you the name of the skill set
as a trait. A character with the "Warrior Skills" header would have the Warrior trait.
You cannot purchase a skill under a header unless you have purchased the header first.
Open skills are all the skills that do not have a header. Anyone may purchase open
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skills. Some skills have additional requirements that must be met before the skill is
purchased, and these are described in the description of the skill. Some skills can be
purchased multiple times, with each additional purchase increasing the effectiveness of
the skill. These skills are marked with an asterisk. You must pay the cost of the skill
each time you purchase it. Some skills will limit the number of times you may purchase
them. This limit will be in the description. Once you have begun to play a character, you
will accumulate more character points and may attempt to gain additional skills. You
can purchase any skill from this book, but skills that are not listed in this book are called
hidden skills. You cannot purchase hidden skills unless you have received training in
that skill by someone who has already purchased the skill. If you are purchasing
another level of a hidden skill you already know you still need a teacher and that
teacher must have purchased the hidden skill a number of times no less than the level
you are trying to obtain.

Special skills might exhaust attribute points. Although many skills will exhaust a single
point from one of your attributes, certain skills may exhaust more than one point or
even exhaust points from more than one attribute. These points are removed
temporarily from the attribute in question. You may not use a skill if it would exhaust
an attribute point that you do not have.

Information Skills

Some skills allow you to pursue answers to questions between events. These skills are
called information skills. Each information skill has a number of in game sources that
research the question and provide what answers they can. Your question is answered
from their perspective and in the best manner they can pursue it. In order to use an
information skill you must maintain a good relation with these sources. Using your
sources you make a request for knowledge. You submit the question you are pursuing
among your sources to plot between events. The question must be appropriate for your
sources and one that your sources could pursue. The best way to submit questions is to
email the question as plain text in the body of the message to plot. Give plot at least two
weeks before an event or your answer will likely be delayed. The use of some
information skills costs money which is submitted at check in of the next event. The
description of the information skill will tell you if it requires this payment to use it.

You are not guaranteed an answer, and it may take more than one event to receive a
response. Submitting a question that is not appropriate for your sources dramatically
reduces your chance to get an answer that is meaningful.

If you submit a new question before you get an answer, then the old question will be

forgotten and the sources will begin to instead pursue the new question. Asking certain
questions to inappropriate sources might cause trouble for you. Your answer will come
in one of three ways; you might get a written response between events, you might get a
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verbal or written response at the opening of an event before it starts, or a contact might
come to find you in game to deliver some piece of knowledge related to your question.
If you are seeking answers to difficult or obscure questions you may have to use the
skill more than once to pursue the answers.
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Appendix A: Summary of Headers and Skills

This table summarizes and augments the Glossary of Skills. Headers are listed in the left hand

column with the character poi(€P) cost in parentheses, and any prerequisites.

Skill Name CP  Attrib Effect

Alchemy 3* - 3 Tiered creation skill that allows the creation of Alchemy potions
Touch a packet to a willing or unconscious target and announce 'First Aid'. After

First Aid 1 - one minute of appropriate roleplay, touch them again with a packet and call either
‘Stabilize' or 'Cure Maim'.

One Hand Weapon 1 - You may wield any one handed weapon.

2 | Pistol 4 - You may wield a Pistol. Normal pistol attacks cost F and do 4 damage.

% Poison Use 2 - You may apply poisons to your weapon. This requires a Rag.

O Repair Armor 1 i You may Repair any number of suits of armor in 5 minutes of roleplay with a kit
rep.

Repair Weapon - You can repair a weapon with 1 minute of role play at a forge.

Small Weapon - You can wield a very small and lame weapon, like a dagger or a toaster strudel.

Thrown Weapon 1* i You can use thrown weapons. Each purchase allows you to carry 3 thrown
weapons.

Chemistry 2% - 3 Tiered creation skill that allows the creation of Chemical compounds.

= | combat Medicine 1 i Ygu may use in ten seconds combat medicine supplies that take normally take a

< minute.

2 3OUET WEWXxEEOI DwOOWEwWPDOODOT wOUWOOEDDDHE
E Diagnose 1 ) where_<something> is any of the following: SFabIe, Unstable, Dead, Dama_ge,

< Conscious, Poison, Disease, Fear, Thorns, Animal, Plant, or any effect besides

< Imbue and Inflict.

Surgery 2 - Spend 1 minute of role play and 'Heal to 2 by Medicine'. Requires a Doctors Bag.

A Twist of the Wrist 2 WWwW Strike your opponent's weapon and call ‘Disarm.’

Anguish of Battle 2 A 2PDOT WEwWPI E x OO0 wkxicE whilE Widldirg a dingl&ane-handed sword.

Combat Focus 4 i As long as yo.u are wearing no armor rep, you may rest for one minute to grant
yourself 2 points of Armor.

S | Fearless 2 Call 'Resist' to a Fear-based attack.

= | Focused 1 Call 'Resist" an attack with the Frenzy effect.

g Hamstring 2 E Strike a target in the leg with your sword and call 'Slow'.
& | Resilience 3 W You may 'Heal 2 to Self* after 3 seconds of role play.

stand your Ground 9 EE Pla_nt afoot and swing ‘2 Damage' with each swing until foot moves, while wielding
a single one-handed sword

The Safe Path 9 A While wielding a single one-handed sword, call 'Disengage’ up to 3 times until next
reset.

Arcane Power 3 ) Grar]ts you a point of Arcane, which may be spen'F in place of an attribute when
casting a spell. You may purchase up to 5 total points of Arcane.
8OUWOEAwWUOUET WEWXxEEOI OwUOOWEWPDPOODOT wodU

Diagnose 1 i @UOO]UTPOTQ?OQDTIin@UOOIUTDOTémDUwEOa
Damage, Conscious, Poison, Disease, Fear, Thorns, Animal, Plant, or any effect

— besides Imbue and Inflict.
N Purity 3 - Grants access to the spells in the Purity Tree.
E Raising Morale 1 i lSpend 10 seccl)nd? roleplaying' \{vith a resting subject. Touch a packet to them and
b3 Cure Shaken' or 'Cure Despair'.
a
Self Confidence 1 Call'Resistz WO OQOWEwUDOT O w#l UxEPUWEUUEEOS
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Ace in the Sleeve 3 W Hurl a Thrown Weapon for '5 Damage'
Point at someone and call 'You're holding that wrong. By my Gesture, Disarm to
Check your grip 2 A I \ Y 'ng wrong. By my Y :
Shaken
. You may say something cruel, followed by 'By my voice, Quick Drain to Shaken'.
Hideous Insult 3 W Y say . __g y By my Q
You may use this ability only once per reset.
3 Know Where to Hurt ’ A Hurl a Thrown Weapon for ‘Agony’
= Them
S - - - -
g Raising Morale 1 i lSpend 10 secclmd? roleplaymg_ Yvnth a resting subject. Touch a packet to them and
3 Cure Shaken' or 'Cure Despair'.
O | Self Confidence 1 -CaII'Resistz wOOWEwWUDOT Ol w#i UXxEPUWEUUEEOS
. Perform a heroic tale at the hearth, then call 'By my voice, Cure Fear and Refresh 1
Silver Tongue 2 AF . -
Fire by Inspiration'
. . Insul laugh at th h 11'By M Inflict Shak
Tongue Like a Whip 3 - nsult a target and laugh at the response, then call '‘By My Gesture, Inflict Shaken by
Fear
Trickery 3 - Grants access to spells in the Trickery tree
At the Ready 2 - Allows the wielding of two pistols or a one hand weapon and a pistol.
Badass 2 Call 'Disengage’, while brandishing a gun.
= | Dodge Bullets 3 Call 'Avoid' to a Firearm attack.
%’ Fearless 2 Call 'Resist' to a Fear-based attack.
g’ Marksmanship 1 i Grant.s you 531 point of Marksmanship, which may be spent in place of Fire -when
a shooting a firearm. You may purchase up to 5 total points of Marksmanship.
8 Render Useless 2 A Shoot your firearm at an opponent, call ‘Maim' and specify limb.
Shake it Off 3 E Call 'Purge ' to a single Maim effect after 3 seconds of role play.
Stop in their Tracks 2 - Point your firearm at an opponent and call '‘By my gesture, Repel by Fear".
Grants you a point of Arcane, which may be spent in place of an attribute when
Arcane Power 3* - . y P Y P . P
casting a spell. You may purchase up to 5 total points of Arcane.
~ | Forge Magery 3 - Grants access to the spells in the Forge Magic tree.
\:-{:f Read Gate 2 - Allows the reading of Gates
2 | Research 1 - Look into matter of the arcane and submit a question to staff between events.
= | Rituals 2% - 3 tiered skill that allows you to perform Rituals and create Magical Items.
Staff of the Arcane 2 You may cast spells while wielding a staff, and one-handedly block with it.
Tempest Magery 3 - Grants access to the spells in the Tempest Magic tree.
__ | Forge Magery 3 - Grants access to the spells in the Forge Magic Tree.
0:0/ Marksmanshi 1% ) Grants you a point of Marksmanship, which may be spent in place of Fire when
2 P shooting a firearm. You may purchase up to 5 total points of Marksmanship.
S Mechanology 2* - 3 tiered skill that allows you to manufacture Mechanological Mechanisms.
E One with the Forge 4 - You may wield a firearm in off hand while casting.
g Repair Device 1 A You may repair specific devices, weapons, or armor with 1 minute of roleplay.
Repair Firearms 1 - You may repair a firearm with 1 minute of role play and a forge.
Archery 2 - You may wield a Bow or Crossbow.
A Willow in the Wind 2 - You may block normal attacks with a bow.
Dive for Cover 4 | WWW | Call'Avoid' to any attack delivered by packet or ranged weapon.
Nature Magery 3 - Grants access to the spells in the Nature Magic tree.
Nature grants insight to certain situations. This skill may be used to acquire
Nature's Whisper 1 - . g_ g Y q
information between events.
< | One with Nature 2 - No Upkeep Cost.
o | Telling Hit 2 E Strike your opponent with a melee weapon for '3 Damage.'
g
14
Call '5 Damage' and fire an arrow. Only spend attribute if attack is successful or
Well Aimed Shot 2| A g ysh

countered with a called defense.

-87 -




Badass 2 - Call 'Disengage’ while brandishing a gun.
As long as you are wearing no armor rep, you may rest for one minute to grant
Combat Focus 4 - 9 y_u wearing ; P, you may - _|u 9
yourself 2 points of armor. This armor may be reset with one minute of rest.
o Combat Veteran 2 E If you are reduced to 0 Vitality by called damage, fall Stable instead of Unstable.
z Dive for Cover 4 | WWW | Call'Avoid' to any attack delivered by packet or ranged weapon.
g | Double Tap 3 WW | Shoot a rifle and call 'Double 5 Damage'.
2 | Fearless 2 - Call 'Resist' to a Fear-based attack.
0: - - - - -
ran nt of Marksmansh hich m ntinpl f Fire when
Marksmanship 1 i Gat_syouz_apmto arksmanship, whic aybespetl place o |e_we
shooting a firearm. You may purchase up to 5 total points of Marksmanship.
. . You may wield a Rifle. Normal rifle attacks cost F and do 5 Damage.(You must
Wield Rifle 2 - . . . .
have the Pistol skill to purchase this skill.)
Buckler 2 - You may wield a small shield.
Hamstring 2 E Strike a target in the leg with your sword and call "Slow."
Hidden from View 2 A You may hide an item on your person that searching will not reveal.
~ | Money Talks 1 i You f:an ask a que§tion between events, the quality of your answer with vary with
=2 the size of your bribe.
% | Scavenger 2 No Upkeep Cost.
=) - - — -
@ Slip Bonds 1 W You may break free of physical binding after 1 minute of RP.
Strike a Nerve 2 A Swing melee weapon and call ‘Agony".
Subtle Strike 2 W Strike an opponent from behind for '5 Damage.'
If you are squarely behind a target such that you can see your shoulder blades,
Wayl 1 A f
aylay strike them and call 'Stun'.
Ancestral Weapon 2 - You may fight with a one handed club and cast.
Grants you a point of Arcane, which may be spent in place of an attribute when
~ | Arcane Power 3* - . y P Y P . P
< casting a spell. You may purchase up to 5 total points of Arcane.
g Nature Magery 3 Grants access to the spells in the Nature Magic Tree.
1S Y in insight fi d , icated t th h writt in-
5 | Portent 1 i ou may gain insight from dreams, communicated to you through written or in
& game means.
Telling Hit 2 E Strike your opponent with a melee weapon and call '3 Damage'.
Tempest Magery 3 - Grants access to the spells in the Tempest Magic Tree.
Grants you a point of Arcane, which may be spent in place of an attribute when
~ | Arcane Power 3* - . y P Y P . P
™ casting a spell. You may purchase up to 5 total points of Arcane.
& | Mental Fortitude 2 I E00uws 11 UPUUZ wWOOWEwWUPOT Ol w%l EVwOUWEDOO
8 | Sorcery 3 - Grants access to the spells in the Sorcery Tree
3 You may hang a ward rep (blue or red glow stick) at the door to a player's
D | The Warding 2 E* . Y g p ( . 9 . ) piay
cabin/tent. (Cast for free if it is your own cabin/tent)
A Twist of the Wrist 2 WWwW Strike an opponent's weapon and call 'Disarm.’
Combat Focus 4 i As long as yo_u are wearing no armor rep, you may rest for one minute to grant
yourself 2 points of Armor.
& | Demanding Berth 2 W Swing your weapon in an arc and call 'Disengage.’
E Desperate Defense 2 EE Call 'Parry' to a melee attack to one of your limbs.
S | Fearl 2 I call Resist to a Fear-based attack
E earless all 'Resist' to a Fear-based attack.
< Lightning Strikes 3 E Swing your sword two separate times and call '2 Damage'.
‘g Resilience 3 W You may 'Heal 2 to Self* after 3 seconds of role play.
%) - . .
Strike a Nerve 5 A Swing a melee weapon and call ‘Agony".
You may use a short weapon in your off hand, or a long weapon if purchased a
Two Weapons 3* - y P y 9 P P
second time.
A Crippling Blow 1 E Strike an opponent's limb with your weapon and call ‘Maim.'
~ | Armor Training 4 i As_long as you a_re wear_mg a Qe(?ent armor rep ygu may refresh your armor to 2
N points by spending 1 minute sitting and readjusting your armor.
& | Critical Strike 2 EE Swing a weapon and call '5 Damage.'
g | Demanding Berth 2 W Swing your weapon in an arc and call 'Disengage.'
= Devastating Strike 4 EEE You can swing a two handed weapon (not a staff) and call '10 damage'.
Fearless 2 - Call 'Resist' to a single Fear attack.
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Might of the Bear 1 w " E OO wO U @nd Areakd ek from a single Root effect.

Resilience 3 W You may 'Heal 2 to Self' after 3 seconds of role play.

Shield 2% - You may wield a small shield, or a large shield if you purshase this skill twice.
Turn Aside 3 W You may call 'Parry' to a weapon strike that hits any arm holding a weapon.
Two Handed Weapon 1 i \\I(Vci)tl:]r::ay wield a two handed weapon that is not a staff, and block one-handedly
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Appendix B: Summary of Spell Trees

Spell Name CP Att Incant  Effect
Armor of the Forge 3 10 Ir_nbue by F_orge_ (self only): 2 point_s of resetable Armor or expend to Resist a
Fire attack if points of armor remain.
Cauterizing the ’ 8 Imbue by Forge (self only): Throw three packets to 'Stabilize by Fire' or expend
% Wounds to 'Stabilize by Fire to Self' if uses remain.
‘2‘5 Flame Lick 1 6 Throw a packet to 'Disarm By Fire'
% Forge Mending 2 E 8 Imbue by Forge (self only): 3 Uses of Refresh 2Armor by Forgez
2 | Gustof Cinders 2 A 8 Throw a packet for '‘Agony by Fire'
Incinerate 1 -, 6 Throw a packet for '5 Damage by Fire'
Reforge 1 E 6 Touch cast 'Repair Weapon'
Seismic Assault 4 EE 12 Touch packet to the ground and call 'By My Voice Slam by Earth'.
. . Imbue by Nature (self only); Until you next reset, you may throw up to 3
Engulfing Foliage 2 E 8 packets fyor 'Slow éy Thorrﬁ'. g g g i
o | Entangling Roots E 6 Throw packet for 'Root by Thorns'
? Envenom -, 10 Throw packet for 'Frenzy by Poison’
i Numbing Venom 3 W 10 Imb.ue by Nature (sglf only); Twice, you may deliver by Bow or Melee weapon
% 'Quick Maim by Poison'
Z | Regenerate 1 E 6 Touch cast 'Cure Maim by Nature'
Tongue of the Wild 1 A 6 Throw a packet for 'Speak with Plant' or 'Speak with Animal'.
Touch of Nature 2 W 8 Throw a packet for 'Heal 2 by Nature' or 'Cure Poison by Nature'
Bolt of Purity 2 E 8 Throw a packet or touch cast for Heal 3 by Purity
Consecrate 2 8 Throw a packet for '5 Damage to Undead'
.% Cure Disease 1 W 6 Throw a packet for ‘Cure Disease by Purity'
g Cure Poison 1 A 6 Throw a packet for 'Cure Poison by Purity'
g Fountain of Life 3 EEE 10 Imblue by Purity'(se:\lf only); Plant a foot. Unless you move your foot, touch cast
g 10x 'Heal by Purity
Gift of Yimira 6 Touch cast for 'Grant Defense by Purity, Resist Blight'
Waves of Purity A 8 Imbue by Purity (self only); Throw up to 3 packets for ‘Quick Repel by Purity'
Arcane Bolts AA 10 Imbue by Sorcery (self only); Throw up to 5 packets for '3 Damage by Magic'
Clear the Mind ’ W 8 Tquch cast t_o 'Cl'JI’e <trait> by will', where <trait> is one of the following: Fear,
Will, Despair, Nightmare
Disclosing Auras 2 A 8 Touch cast to Diagnose any single trait.
Fear 1 A 6 Throw a packet to '‘Repel by Fear'
> | Heavy Legs 1 E 6 Imbue by Sorcery (self only); Throw up to three packets to 'Slow by Will'
g Last Gasp 2 8 Throw a packet to 'Stun by Fear’
n Second Chance 9 8 Imbue by Magic (self_ only); Yo'u may Purge Death ar!y t!me before your spirit
would walk off, leaving you alive, awake, and at 1 Vitality.
Shatter Will W 8 Throw a packet for ‘Weakness by Will'
Tongue Held Still W 8 Throw a packet to 'Silence by Magic'
. . . Throw a packet to ‘Maim <limb> by Will', where <limb> is an optional specific
Withering Limb 2 E 8 ;
limb.
Agonizing Storm A 8 Throw a packet for ‘Agony by Lightning'
Devastating Cold WW 8 Throw a packet to '‘Drain by Ice'
© | Eye of the Tornado 3 AW 10 Imbue by Ten_1pest (self only); Call 'S.hield' agfiinst the next packet or weapon
> attack that strikes you. May be reset in one minute of rest.
% Frost Bolt W 8 Throw a packet for 'Double 3 Damage by Ice'
Ega_ Ice Shield W 8 Touch cast to 'Grant Defense by Ice, Resist Fire'
E Raging Winds A 6 Throw a packet for Repel by Wind
Tempest Conduit 4 AA 12 Im_bue l:_vy Tempest (self only); Chose Lightning or Ice. Throw 10x 2 Damage by
(Lightning or Ice).
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Trickery

Dead sleep 10 Throw a packet to 'Quick Stun by Illusion’
Inflict by trickery. Effl EQWEEUEwWUEaAUw? 8 OUWEI OD1 Yi w
paid for one specific item that you have already agreed to sell to the person

Fast Talk 8 v'vr‘lo‘hapded you thi% card. You will cornplete‘thAe Erans:acFion as if you”ha.ilve o
El'l OwxEDEOS w8 OUwb D OO wE K &t ledstWifteBn mirutesiby Y |
UOUPOwWUOO! 001 wxOPOUUWOUUwWUT T wOUUOT 2 84
beginning of the event equal to your Water attribute.

It doesn't look that 8 Touch cast 'Heal 2 by Trickery'

bad

Keep your wits 6 Touch cast 'Grant Defense by Trickery, Resist Trickery'

about you

Smoke and Mirrors 10 Imbue by Trickery (self only); Call 'Shield by Illusion’ the first melee attack that

strikes you.
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