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This‌ ‌book‌ ‌is‌ ‌for‌ ‌use‌ ‌in‌ ‌official‌ ‌REFUGE‌ ‌LARP‌ ‌games‌ ‌only.‌ ‌ 
This‌ ‌book‌ ‌is‌ ‌not‌ ‌designed‌ ‌as‌ ‌a‌ ‌stand-alone‌ ‌game‌ ‌system,‌ ‌but‌ ‌only‌ ‌as‌ ‌a‌ ‌supplement‌ ‌for‌ ‌the‌ ‌player‌ ‌in‌ ‌a‌ ‌REFUGE‌ ‌LARP‌‌ 

sponsored‌ ‌game.‌ ‌ 

Use‌ ‌of‌ ‌these‌ ‌rules‌ ‌in‌ ‌any‌ ‌unsanctioned‌ ‌game‌ ‌where‌ ‌admission‌ ‌is‌ ‌charged‌ ‌is‌ ‌prohibited.‌ ‌ 

REFUGE‌ ‌LARP‌ ‌—‌ ‌‌www.refugelarp.org‌ ‌ 
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Introduction‌ ‌ 
Live‌‌Action‌‌Roleplaying‌‌is‌‌a‌‌unique‌‌hobby.‌‌It‌‌combines‌‌the‌‌theater‌‌of‌‌the‌‌mind‌‌with‌‌the‌‌activity‌‌of‌‌a‌‌                                     

physical‌ ‌sport,‌ ‌improvisation‌ ‌with‌ ‌emotional‌ ‌roleplaying,‌ ‌and‌ ‌exciting‌ ‌escapades‌ ‌with‌ ‌heroic‌ ‌last‌‌                       
stands.‌‌Compared‌‌to‌‌tabletop‌‌games,‌‌video‌‌games,‌‌or‌‌even‌‌virtual‌‌reality,‌‌nothing‌‌comes‌‌close‌‌to‌‌the‌‌                               

excitement‌ ‌of‌ ‌actually‌ ‌engaging‌ ‌in‌‌physical‌‌combat‌‌against‌‌an‌‌opponent‌‌or‌‌being‌‌chased‌‌through‌‌a‌‌                             

forest‌ ‌at‌ ‌night‌ ‌by‌ ‌a‌ ‌monster‌ ‌hunting‌ ‌your‌ ‌character.‌‌ ‌  

My‌‌first‌‌LARPing‌‌event‌‌was‌‌back‌‌in‌‌1996,‌‌and‌‌even‌‌as‌‌a‌‌teenager‌‌I‌‌was‌‌immediately‌‌transported‌‌to‌‌an‌‌                                     

incredible‌ ‌world‌ ‌where‌ ‌I‌ ‌could‌ ‌try‌ ‌things‌ ‌I’d‌ ‌never‌ ‌imagined‌ ‌before.‌ ‌This‌ ‌is‌ ‌the‌ ‌only‌ ‌hobby‌ ‌I’ve‌‌                                 

enjoyed‌ ‌continuously‌ ‌across‌ ‌more‌ ‌than‌ ‌two‌‌decades.‌‌Although‌‌the‌‌games‌‌I’ve‌‌played‌‌have‌‌changed‌‌                           
over‌ ‌the‌ ‌years,‌ ‌that‌ ‌moment‌ ‌of‌ ‌excitement‌ ‌when‌ ‌I‌ ‌first‌ ‌inhabit‌ ‌another‌ ‌character’s‌ ‌worldview‌ ‌has‌‌                             

never‌ ‌faded.‌ ‌LARPing‌ ‌has‌ ‌allowed‌ ‌me‌ ‌to‌ ‌stretch‌ ‌my‌ ‌communication‌ ‌and‌ ‌emotional‌ ‌aptitude‌ ‌far‌‌                           

beyond‌‌what‌‌I‌‌could‌‌ever‌‌try‌‌in‌‌“real‌‌life”,‌‌and‌‌I‌‌credit‌‌this‌‌hobby‌‌with‌‌giving‌‌me‌‌the‌‌Skills‌‌I‌‌use‌‌daily‌‌                                           
in‌‌my‌‌professional‌‌job.‌‌I‌‌can’t‌‌recommend‌‌it‌‌enough‌‌to‌‌those‌‌who‌‌are‌‌ready‌‌to‌‌stretch‌‌themselves‌‌in‌‌                                   

a‌ ‌safe‌ ‌and‌ ‌supportive‌ ‌environment.‌‌ ‌  

When‌‌someone‌‌tries‌‌LARPing,‌‌they‌‌push‌‌themselves‌‌in‌‌interesting‌‌ways‌‌that‌‌they‌‌might‌‌never‌‌have‌‌                             
the‌ ‌opportunity‌ ‌to‌ ‌do‌ ‌otherwise.‌ ‌Perhaps‌ ‌they’ve‌ ‌always‌ ‌wanted‌ ‌to‌ ‌take‌ ‌on‌ ‌a‌ ‌leadership‌ ‌role‌ ‌and‌‌                               

never‌ ‌worked‌ ‌up‌ ‌the‌ ‌courage‌ ‌or‌ ‌been‌ ‌given‌ ‌the‌ ‌opportunity‌ ‌to‌ ‌do‌ ‌so‌ ‌in‌ ‌their‌ ‌regular‌ ‌life.‌ ‌Maybe‌‌                                   

they’ve‌‌always‌‌imagined‌‌sneaking‌‌around‌‌in‌‌a‌‌dark‌‌field‌‌and‌‌proving‌‌their‌‌mettle‌‌in‌‌daring‌‌escapes,‌‌                               
or‌‌they‌‌love‌‌the‌‌idea‌‌of‌‌conjuring‌‌powerful‌‌magics‌‌and‌‌saving‌‌the‌‌day.‌‌When‌‌LARPing,‌‌they‌‌can‌‌try‌‌                                   

all‌ ‌of‌ ‌these‌ ‌things‌ ‌and‌ ‌more‌ ‌–‌ ‌they‌ ‌can‌ ‌practice‌ ‌their‌ ‌bartering‌ ‌Skills,‌‌seek‌‌to‌‌outwit‌‌those‌‌around‌‌                                   

them,‌ ‌or‌ ‌build‌ ‌a‌ ‌group‌ ‌that‌ ‌helps‌ ‌everyone‌ ‌work‌ ‌together‌ ‌to‌ ‌stave‌ ‌off‌ ‌the‌ ‌destruction‌ ‌of‌ ‌an‌‌entire‌‌                                   
society.‌ ‌They‌ ‌can‌ ‌enjoy‌ ‌these‌ ‌and‌ ‌thousands‌ ‌of‌ ‌other‌ ‌experiences‌ ‌which‌ ‌are‌ ‌more‌ ‌immediate‌‌and‌‌                             

impactful‌ ‌than‌ ‌any‌ ‌other‌ ‌activity‌ ‌they’ve‌ ‌ever‌ ‌tried.‌‌ ‌  

While‌ ‌REFUGE‌ ‌inherits‌ ‌from‌ ‌and‌ ‌pays‌ ‌homage‌‌to‌‌several‌‌other‌‌LARPs‌‌and‌‌gaming‌‌systems‌‌across‌‌                             
the‌ ‌US‌‌and‌‌internationally,‌‌it‌‌brings‌‌a‌‌flavor‌‌and‌‌community‌‌uniquely‌‌its‌‌own.‌‌The‌‌REFUGE‌‌player‌‌                               

base‌‌is‌‌welcoming‌‌and‌‌open‌‌to‌‌new‌‌players,‌‌whether‌‌they’ve‌‌LARPed‌‌for‌‌decades‌‌or‌‌are‌‌ready‌‌to‌‌try‌‌                                   

out‌ ‌their‌ ‌first‌ ‌event.‌ ‌If‌ ‌you’ve‌ ‌never‌ ‌tried‌ ‌this‌ ‌hobby‌ ‌before,‌ ‌I‌ ‌encourage‌ ‌you‌‌to‌‌give‌‌it‌‌a‌‌shot‌‌with‌‌                                       
REFUGE‌ ‌–‌ ‌there’s‌ ‌nothing‌ ‌that‌ ‌quite‌ ‌compares‌ ‌to‌ ‌what‌ ‌LARPing‌ ‌can‌ ‌give‌ ‌you.‌‌ ‌  

This‌ ‌Rulebook‌ ‌serves‌ ‌to‌ ‌introduce‌ ‌you‌ ‌to‌ ‌REFUGE‌ ‌and‌ ‌provides‌ ‌options‌ ‌to‌ ‌play‌ ‌a‌ ‌variety‌ ‌of‌‌                               

customizable‌‌characters.‌‌It‌‌provides‌‌both‌‌the‌‌basic‌‌nuts‌‌and‌‌bolts‌‌of‌‌how‌‌to‌‌play‌‌as‌‌well‌‌as‌‌examples‌‌                                   
of‌ ‌how‌ ‌the‌ ‌game‌ ‌looks‌ ‌in‌ ‌practice,‌ ‌whether‌ ‌you‌ ‌want‌ ‌to‌ ‌play‌ ‌a‌ ‌character‌ ‌of‌ ‌your‌ ‌own‌ ‌or‌‌try‌‌your‌‌                                       

hand‌ ‌at‌ ‌helping‌ ‌guide‌ ‌the‌ ‌story‌ ‌of‌ ‌the‌ ‌game‌ ‌as‌ ‌a‌ ‌monster‌ ‌or‌ ‌roleplaying‌ ‌foil‌ ‌to‌ ‌the‌ ‌other‌ ‌players.‌‌                                     

Either‌ ‌way,‌ ‌REFUGE‌ ‌LARP‌ ‌serves‌ ‌as‌ ‌a‌ ‌pathway‌ ‌to‌ ‌an‌ ‌enjoyable‌ ‌and‌ ‌enriching‌ ‌gaming‌ ‌experience‌‌                             
with‌ ‌a‌ ‌welcoming‌ ‌community.‌ ‌I‌ ‌hope‌ ‌to‌ ‌see‌ ‌you‌ ‌at‌ ‌an‌ ‌event‌ ‌soon!‌ ‌ 

- Bryan‌ ‌Gregory‌ ‌ ‌   
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Chapter‌ ‌I:‌ ‌Where‌ ‌to‌ ‌Start?‌‌ 

LARPing‌ ‌Basics‌ ‌ 
In-Game‌ ‌/‌ ‌Out-of-Game‌ ‌ 
When‌‌you‌‌are‌‌attending‌‌a‌‌REFUGE‌‌event,‌‌anything‌‌you‌‌do‌‌which‌‌is‌‌not‌‌part‌‌of‌‌the‌‌game‌‌world‌‌is‌‌considered‌‌Out-of-Game‌‌                                         
(OOG).‌‌For‌‌example,‌‌using‌‌the‌‌restrooms,‌‌going‌‌to‌‌pick‌‌up‌‌your‌‌Character‌‌Card‌‌from‌‌the‌‌Logistics‌‌staff,‌‌and‌‌parking‌‌your‌‌car‌‌                                         
are‌‌all‌‌OOG.‌‌Anything‌‌you‌‌do‌‌which‌‌is‌‌part‌‌of‌‌the‌‌story‌‌is‌‌considered‌‌In-Game‌‌(IG).‌‌For‌‌example,‌‌fighting‌‌a‌‌monster‌‌with‌‌your‌‌                                             
melee‌‌gear,‌‌talking‌‌as‌‌your‌‌character‌‌to‌‌another‌‌character‌‌about‌‌the‌‌latest‌‌tavern‌‌rumors,‌‌and‌‌trying‌‌to‌‌sneak‌‌past‌‌an‌‌enemy‌‌                                         
patrol‌ ‌are‌ ‌all‌ ‌IG‌ ‌actions.‌ ‌ 

When‌‌a‌‌player‌‌is‌‌briefly‌‌OOG,‌‌they‌‌should‌‌put‌‌their‌‌hand‌‌or‌‌weapon‌‌to‌‌their‌‌head‌‌to‌‌indicate‌‌this.‌‌If‌‌the‌‌player‌‌will‌‌be‌‌OOG‌‌                                                 
longer‌‌than‌‌a‌‌few‌‌moments‌‌and‌‌the‌‌game‌‌is‌‌already‌‌underway,‌‌they‌‌put‌‌on‌‌a‌‌white‌‌headband‌‌to‌‌note‌‌that‌‌they‌‌do‌‌not‌‌exist‌‌IG‌‌                                                 
and‌ ‌should‌ ‌be‌ ‌ignored‌ ‌by‌ ‌others.‌‌ ‌  

Player‌ ‌/‌ ‌Character‌ ‌ 
You‌‌as‌‌a‌‌player‌‌are‌‌separate‌‌from‌‌your‌‌IG‌‌character,‌‌and‌‌it’s‌‌important‌‌to‌‌keep‌‌a‌‌distinction‌‌between‌‌the‌‌two.‌‌Robert‌‌might‌‌                                           
play‌‌the‌‌mighty‌‌healer‌‌Jazpeh‌‌at‌‌an‌‌event,‌‌but‌‌other‌‌players‌‌should‌‌not‌‌always‌‌expect‌‌to‌‌encounter‌‌Jazpeh‌‌IG‌‌just‌‌because‌‌                                         
Robert‌ ‌is‌ ‌on‌‌site‌‌–‌‌he‌‌might‌‌be‌‌playing‌‌monsters‌‌for‌‌that‌‌event.‌‌Similarly,‌‌IG‌‌actions‌‌by‌‌a‌‌character‌‌should‌‌never‌‌be‌‌taken‌‌                                             
OOG‌‌by‌‌the‌‌player‌‌–‌‌for‌‌example,‌‌if‌‌your‌‌character‌‌was‌‌knocked‌‌out‌‌in‌‌the‌‌woods‌‌and‌‌robbed‌‌by‌‌another‌‌character,‌‌you‌‌as‌‌a‌‌                                               
player‌ ‌should‌ ‌not‌ ‌hold‌ ‌that‌ ‌against‌ ‌the‌ ‌player‌ ‌of‌ ‌that‌ ‌other‌ ‌character.‌ ‌It’s‌ ‌part‌ ‌of‌ ‌the‌ ‌game‌ ‌–‌ ‌keep‌ ‌IG‌ ‌problems‌ ‌IG.‌ ‌ 

There‌ ‌are‌ ‌some‌ ‌decisions‌ ‌which‌ ‌are‌‌made‌‌by‌‌a‌‌player‌‌—‌‌for‌‌example,‌‌when‌‌to‌‌retire‌‌their‌‌character,‌‌or‌‌whether‌‌to‌‌spend‌‌                                           
character‌‌resources‌‌while‌‌Berserked.‌‌Whatever‌‌is‌‌chosen‌‌by‌‌the‌‌player‌‌should‌‌be‌‌kept‌‌IG‌‌by‌‌other‌‌characters,‌‌since‌‌these‌‌                                     
are‌‌OOG‌‌choices.‌‌They‌‌may‌‌result‌‌in‌‌IG‌‌ramifications‌‌(such‌‌as‌‌if‌‌your‌‌character‌‌casts‌‌Necromancy,‌‌an‌‌illegal‌‌type‌‌of‌‌magic),‌‌                                         
but‌ ‌should‌ ‌not‌ ‌result‌ ‌in‌ ‌OOG‌ ‌consequences.‌‌ ‌  

PC‌ ‌/‌ ‌Cast‌ ‌Member‌ ‌ 
Players‌‌attending‌‌a‌‌REFUGE‌‌event‌‌generally‌‌choose‌‌one‌‌of‌‌two‌‌rules:‌‌Player‌‌Character‌‌(PC)‌‌or‌‌Non-Player‌‌Character‌‌(Cast‌‌                                   
Member).‌ ‌A‌ ‌PC‌ ‌is‌ ‌someone‌ ‌who‌‌plays‌‌a‌‌single‌‌character‌‌generally‌‌for‌‌the‌‌length‌‌of‌‌the‌‌event.‌‌This‌‌character‌‌makes‌‌their‌‌                                         
own‌‌choices‌‌and‌‌accumulates‌‌XP‌‌and‌‌experience‌‌over‌‌time‌‌(as‌‌well‌‌as‌‌Deaths,‌‌should‌‌they‌‌need‌‌Resurrection.)‌‌Cast,‌‌on‌‌the‌‌                                       
other‌‌hand,‌‌is‌‌a‌‌volunteer‌‌who‌‌helps‌‌staff‌‌the‌‌game‌‌by‌‌playing‌‌many‌‌roles‌‌throughout‌‌an‌‌event,‌‌as‌‌directed‌‌by‌‌the‌‌Plot‌‌Team‌‌                                             
for‌‌the‌‌event.‌‌They‌‌may‌‌act‌‌as‌‌a‌‌tavernkeep‌‌dispensing‌‌drinks‌‌and‌‌rumors‌‌one‌‌minute,‌‌and‌‌soon‌‌thereafter‌‌switch‌‌costumes‌‌                                       
and‌ ‌roles‌ ‌to‌ ‌play‌ ‌a‌ ‌bloodthirsty‌ ‌troll‌ ‌trying‌ ‌to‌ ‌kill‌ ‌the‌ ‌PCs‌ ‌in‌ ‌town.‌ ‌Cast‌ ‌actions‌ ‌are‌ ‌directed‌‌by‌‌Plot,‌‌although‌‌many‌‌Cast‌‌                                             
Members‌ ‌are‌ ‌given‌ ‌limited‌ ‌leeway‌ ‌in‌ ‌how‌ ‌they‌ ‌want‌ ‌to‌ ‌play‌ ‌the‌ ‌characters‌ ‌they‌ ‌are‌ ‌given.‌ ‌ 

A‌‌PC‌‌should‌‌attempt‌‌to‌‌treat‌‌Cast‌‌Characters‌‌the‌‌same‌‌as‌‌other‌‌PCs,‌‌in‌‌spite‌‌of‌‌knowing,‌‌OOG,‌‌that‌‌the‌‌character‌‌is‌‌being‌‌                                             
played‌ ‌by‌ ‌a‌ ‌Cast‌ ‌Member.‌ ‌ 

It’s‌‌not‌‌uncommon‌‌for‌‌PCs‌‌to‌‌spend‌‌a‌‌few‌‌hours‌‌playing‌‌Cast‌‌at‌‌an‌‌event,‌‌to‌‌help‌‌out‌‌when‌‌Plot‌‌needs‌‌a‌‌few‌‌extra‌‌bodies‌‌or‌‌                                                   
to‌ ‌change‌ ‌up‌ ‌the‌ ‌pace‌ ‌of‌ ‌their‌ ‌event.‌ ‌ 

Marshals‌ ‌ 
REFUGE‌‌appoints‌‌Marshals‌‌to‌‌help‌‌referee‌‌the‌‌game.‌‌These‌‌Marshals‌‌might‌‌be‌‌PCs‌‌or‌‌Cast,‌‌and‌‌have‌‌a‌‌variety‌‌of‌‌duties‌‌at‌‌                                           
REFUGE,‌‌from‌‌helping‌‌clarify‌‌rules‌‌in‌‌the‌‌middle‌‌of‌‌combat‌‌to‌‌evaluating‌‌gear‌‌for‌‌safety.‌‌Marshals‌‌are‌‌required‌‌to‌‌be‌‌notified‌‌                                         
if‌ ‌you‌ ‌intend‌ ‌to‌ ‌break‌ ‌into‌ ‌someone‌ ‌else’s‌ ‌cabin‌ ‌(IG)‌ ‌or‌ ‌cast‌ ‌a‌ ‌Ritual.‌ ‌ 
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A‌‌Marshal’s‌‌job‌‌is‌‌to‌‌keep‌‌the‌‌game‌‌moving‌‌along.‌‌If‌‌a‌‌Marshal‌‌makes‌‌a‌‌call‌‌that‌‌you‌‌disagree‌‌with,‌‌don’t‌‌argue‌‌it‌‌–‌‌bring‌‌it‌‌                                                   
up‌‌after‌‌the‌‌game,‌‌either‌‌to‌‌a‌‌designated‌‌Staff‌‌Member‌‌or‌‌the‌‌Head‌‌of‌‌Rules‌‌for‌‌your‌‌Chapter.‌‌Remember,‌‌the‌‌Marshals‌‌are‌‌                                           
committed‌‌to‌‌keeping‌‌the‌‌game‌‌flowing‌‌with‌‌as‌‌little‌‌interruption‌‌as‌‌possible;‌‌please‌‌respect‌‌this‌‌role‌‌and‌‌help‌‌them‌‌even‌‌if‌‌a‌‌                                           
specific‌ ‌rules‌ ‌decision‌ ‌is‌ ‌disadvantageous‌ ‌for‌ ‌your‌ ‌character.‌ ‌ 

The‌ ‌4‌ ‌Most‌ ‌Important‌ ‌Rules‌ ‌ 
There‌ ‌are‌‌four‌‌rules‌‌in‌‌this‌‌book,‌‌revolving‌‌around‌‌safety‌‌and‌‌safe‌‌play,‌‌which‌‌are‌‌so‌‌important‌‌we‌‌want‌‌to‌‌make‌‌sure‌‌you‌‌                                             
understand‌‌them‌‌right‌‌up‌‌front.‌‌These‌‌rules‌‌are‌‌mandatory,‌‌and‌‌all‌‌players‌‌are‌‌required‌‌to‌‌follow‌‌them‌‌without‌‌exception‌‌or‌‌                                       
debate.‌ ‌Players‌ ‌should‌ ‌let‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌staff‌ ‌member‌ ‌know‌ ‌about‌ ‌any‌ ‌violations‌ ‌to‌ ‌these‌ ‌rules.‌ ‌ 

The‌ ‌Pause‌ ‌Game‌ ‌Rule‌ ‌ 
This‌ ‌is‌ ‌the‌ ‌single‌ ‌most‌ ‌important‌ ‌rule‌ ‌in‌ ‌this‌ ‌entire‌ ‌book.‌‌ ‌  

Many‌‌things‌‌can‌‌happen‌‌while‌‌players‌‌are‌‌on‌‌the‌‌field.‌‌If‌‌you‌‌see‌‌anything‌‌that‌‌appears‌‌to‌‌be‌‌unsafe,‌‌you‌‌can‌‌call‌‌a‌‌Pause.‌‌                                               
To‌‌do‌‌this,‌‌shout‌‌the‌‌words‌‌“Pause”‌‌as‌‌loudly‌‌as‌‌you‌‌can‌‌and‌‌everyone‌‌in‌‌the‌‌vicinity‌‌will‌‌drop‌‌to‌‌one‌‌knee.‌‌If‌‌dropping‌‌to‌‌a‌‌                                                   
knee‌ ‌is‌ ‌unsafe‌ ‌or‌ ‌the‌‌player‌‌cannot,‌‌they‌‌must‌‌instead‌‌stay‌‌very‌‌still‌‌and‌‌alert.‌‌If‌‌you‌‌hear‌‌someone‌‌else‌‌shout‌‌this,‌‌                                           
immediately‌ ‌halt‌ ‌what‌ ‌you‌ ‌are‌ ‌doing,‌ ‌drop‌ ‌to‌ ‌one‌ ‌knee,‌ ‌and‌‌wait‌‌for‌‌further‌‌instructions.‌‌You’ll‌‌probably‌‌also‌‌hear‌‌the‌‌call‌‌                                         
echo‌ ‌down‌ ‌the‌ ‌field‌ ‌so‌ ‌everyone‌ ‌hears‌ ‌it.‌ ‌Please‌ ‌note‌ ‌“MEDIC”‌ ‌is‌ ‌an‌ ‌OOG‌ ‌call‌ ‌for‌ ‌help,‌ ‌so‌ ‌never‌ ‌say‌ ‌this‌ ‌in‌ ‌game.‌ ‌ 

Body‌ ‌Contact‌ ‌ 
Outside‌‌of‌‌the‌‌specific‌‌rules‌‌outlined‌‌elsewhere‌‌(such‌‌as‌‌safely‌‌touching‌‌someone’s‌‌shoulder‌‌to‌‌represent‌‌picking‌‌them‌‌up),‌‌                                   
you‌ ‌are‌ ‌not‌ ‌allowed‌ ‌to‌ ‌touch‌ ‌another‌ ‌person‌‌without‌‌their‌‌express‌‌consent.‌‌Melee‌‌combat‌‌takes‌‌place‌‌only‌‌with‌‌approved‌‌                                     
gear.‌‌You‌‌may‌‌never‌‌use‌‌any‌‌hand-to-hand‌‌attacks,‌‌kick,‌‌grab,‌‌or‌‌grapple‌‌other‌‌players.‌‌Participants‌‌are‌‌not‌‌allowed‌‌to‌‌strike‌‌                                       
certain‌ ‌areas‌‌of‌‌the‌‌body‌‌with‌‌melee‌‌gear‌‌for‌‌safety‌‌reasons‌‌(invalid‌‌areas‌‌include‌‌head,‌‌throat,‌‌groin,‌‌and‌‌hands‌‌from‌‌the‌‌                                         
wrist‌ ‌down).‌ ‌ 

All‌ ‌hits‌ ‌to‌ ‌these‌ ‌locations‌ ‌do‌ ‌not‌ ‌count‌ ‌against‌ ‌the‌ ‌character.‌ ‌This‌ ‌includes‌ ‌hits‌ ‌from‌ ‌both‌ ‌Packets‌ ‌and‌ ‌melee‌ ‌gear.‌ ‌ 

Intoxicants‌ ‌&‌ ‌Illegal‌ ‌Substances‌ ‌ 
You‌‌are‌‌forbidden‌‌from‌‌using‌‌any‌‌intoxicants‌‌(alcohol,‌‌cannabis,‌‌or‌‌other‌‌similar‌‌substances)‌‌or‌‌illegal‌‌drugs‌‌at‌‌any‌‌gathering‌‌                                     
or‌ ‌event.‌ ‌You‌ ‌are‌‌never‌‌allowed‌‌to‌‌participate‌‌while‌‌under‌‌the‌‌influence‌‌of‌‌alcohol‌‌or‌‌illegal‌‌drugs‌‌regardless‌‌of‌‌where‌‌you‌‌                                         
consumed‌‌them‌‌(even‌‌off-site).‌‌If‌‌you‌‌are‌‌impaired,‌‌you‌‌are‌‌not‌‌safe‌‌to‌‌fight,‌‌even‌‌if‌‌you‌‌believe‌‌you‌‌might‌‌be.‌‌This‌‌is‌‌never‌‌                                               
okay.‌ ‌If‌ ‌deemed‌ ‌impaired‌ ‌by‌ ‌game‌ ‌staff‌ ‌(such‌ ‌as‌ ‌Marshals),‌ ‌you‌ ‌may‌ ‌have‌ ‌to‌ ‌Page,‌ ‌or‌ ‌be‌ ‌removed‌ ‌from‌ ‌the‌ ‌game.‌ ‌ 

Sneaking‌ ‌&‌ ‌Theft‌ ‌ 
Sometimes‌‌you‌‌may‌‌want‌‌for‌‌your‌‌character‌‌to‌‌engage‌‌in‌‌some‌‌IG‌‌law-breaking‌‌or‌‌thievery.‌‌While‌‌this‌‌is‌‌permitted,‌‌there‌‌are‌‌                                         
some‌‌tight‌‌controls‌‌on‌‌this‌‌activity.‌‌You‌‌must‌‌first‌‌get‌‌a‌‌Marshal‌‌(or‌‌designated‌‌staff‌‌member)‌‌before‌‌you‌‌are‌‌allowed‌‌to‌‌sneak‌‌                                           
into‌‌any‌‌building‌‌‌that‌‌is‌‌not‌‌fully‌‌public‌‌(including‌‌a‌‌tent,‌‌or‌‌other‌‌sleeping‌‌area)‌‌where‌‌another‌‌players’‌‌personal‌‌property‌‌                                       
might‌ ‌be‌ ‌present.‌ ‌The‌ ‌Marshal‌ ‌is‌ ‌there‌ ‌to‌ ‌ensure‌ ‌personal‌ ‌property‌ ‌is‌ ‌not‌ ‌accidentally‌ ‌taken‌ ‌and‌ ‌that‌ ‌all‌‌game‌‌rules‌‌are‌‌                                         
observed.‌ ‌You‌ ‌are‌ ‌never‌ ‌allowed‌ ‌to‌ ‌steal‌ ‌personal‌ ‌property‌ ‌or‌ ‌break‌ ‌a‌ ‌real‌ ‌world‌ ‌law.‌ ‌ 
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Discrimination‌ ‌and‌ ‌Consent‌ ‌ 
Read‌ ‌our‌ ‌‌Code‌ ‌of‌ ‌Conduct‌.‌‌ ‌  

REFUGE‌‌LARP‌‌‌does‌‌not‌‌discriminate‌‌based‌‌on‌‌race,‌‌creed,‌‌color,‌‌ethnicity,‌‌national‌‌origin,‌‌religion,‌‌sex,‌‌sexual‌‌orientation,‌‌                                 
gender‌‌expression‌‌or‌‌idenity,‌‌physical‌‌or‌‌mental‌‌characteristics‌‌or‌‌ability,‌‌age‌‌(as‌‌long‌‌as‌‌you‌‌are‌‌old‌‌enough‌‌to‌‌play)‌‌veteran‌‌                                         
status,‌ ‌military‌ ‌obligations,‌ ‌and‌ ‌marital‌ ‌status.‌ ‌You‌ ‌cannot‌ ‌be‌ ‌denied‌ ‌OOG‌ ‌or‌‌IG‌‌positions,‌‌benefits,‌‌or‌‌inclusion‌‌on‌‌these‌‌                                     
bases.‌ ‌This‌ ‌is‌ ‌and‌ ‌cannot‌ ‌be‌ ‌exhaustive‌ ‌and‌ ‌we‌ ‌expect‌ ‌all‌ ‌of‌ ‌our‌ ‌community‌ ‌members‌ ‌to‌ ‌actively‌ ‌create‌ ‌a‌ ‌safe‌ ‌and‌‌                                         
welcoming‌ ‌place‌ ‌for‌ ‌others‌ ‌to‌ ‌play‌ ‌ 

REFUGE‌‌and‌‌its‌‌Chapters‌‌regularly‌‌develop‌‌person-first‌‌policies‌‌that‌‌supplant‌‌this‌‌documents’‌‌rules‌‌descriptions‌‌of‌‌gripping,‌‌                               
hand-use,‌ ‌running,‌ ‌and‌ ‌similar‌ ‌activities.‌ ‌Active‌ ‌consent‌ ‌is‌ ‌‌required‌ ‌for‌ ‌all‌ ‌IG‌‌&‌‌OOG‌‌physical‌‌touch‌‌and‌‌certain‌‌types‌‌of‌‌                                       
roleplay‌ ‌(including‌ ‌Mental‌ ‌Abilities.)‌ ‌ 

The‌ ‌IG‌ ‌setting‌ ‌/‌ ‌world‌ ‌is‌ ‌far‌ ‌from‌ ‌an‌ ‌egalitarian‌ ‌paradise;‌ ‌you‌ ‌may‌ ‌encounter‌ ‌themes‌ ‌like‌ ‌discrimination,‌ ‌unwarranted‌‌                                   
violence,‌‌oppression,‌‌slavery‌‌and‌‌extremism‌‌‌—‌ ‌just‌‌as‌‌your‌‌character‌‌IG‌‌to‌‌triumph‌‌over‌‌villany‌‌and‌‌despair.‌‌REFUGE‌‌does‌‌                                     
not‌ ‌allow‌ ‌stories‌ ‌that‌ ‌depict‌ ‌sexual‌ ‌harassment‌ ‌or‌ ‌rape‌ ‌-‌ ‌this‌ ‌include‌ ‌on‌ ‌events,‌ ‌in‌ ‌lore,‌ ‌and‌ ‌especially‌ ‌within‌ ‌character‌‌                                       
backstories.‌ ‌These‌ ‌will‌ ‌not‌ ‌be‌ ‌used‌ ‌or‌ ‌accepted;‌ ‌avoid‌ ‌this‌ ‌topic‌ ‌as‌ ‌if‌ ‌it‌ ‌didn’t‌ ‌exist.‌ ‌ 

Character‌‌creation‌‌is‌‌an‌‌exercise‌‌in‌‌imagination;‌‌people‌‌explore‌‌all‌‌kinds‌‌of‌‌identity‌‌through‌‌LARPIng‌‌‌—‌‌such‌‌as‌‌by‌‌playing‌‌a‌‌                                         
character‌‌that‌‌is‌‌different‌‌from‌‌OOG‌‌gender.‌‌A‌‌character’s‌‌pronouns‌‌will‌‌be‌‌respected,‌‌as‌‌will‌‌a‌‌player’s‌‌own.‌‌We‌‌expect‌‌our‌‌                                         
players‌‌to‌‌avoid‌‌building‌‌character‌‌backgrounds‌‌that‌‌rely‌‌on‌‌stereotyping‌‌a‌‌real-world‌‌culture;‌‌to‌‌prevent‌‌your‌‌character‌‌from‌‌                                   
being‌ ‌inadvertently‌ ‌insulting‌ ‌to‌ ‌other‌ ‌players‌ ‌who‌ ‌are‌ ‌a‌ ‌part‌ ‌of‌ ‌another‌ ‌culture.‌‌ ‌  

Contact‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌a‌ ‌Chapter‌ ‌Representative‌ ‌if‌‌your‌‌needs‌‌are‌‌not‌‌being‌‌met,‌‌or‌‌to‌‌help‌‌us‌‌answer‌‌your‌‌questions‌‌and‌‌                                           
accommodate‌‌your‌‌requests.‌‌Refuge‌‌has‌‌an‌‌Accountability‌‌Committee‌‌and‌‌a‌‌DEI‌‌Committee‌‌that‌‌may‌‌be‌‌contacted‌‌if‌‌local‌‌                                   
assistance‌ ‌is‌ ‌insufficient.‌ ‌Please‌ ‌do‌ ‌your‌ ‌very‌ ‌best‌  ‌to‌ ‌distinguish‌ ‌between‌ ‌IG‌ ‌prejudices‌ ‌and‌ ‌OOG‌ ‌prejudices..‌ ‌ 

Physical‌ ‌Representations‌ ‌(Physreps)‌ ‌ 
If‌ ‌you‌ ‌acquire‌ ‌any‌ ‌Potions,‌ ‌Battle‌ ‌Magic‌‌Scrolls,‌‌Poisons,‌‌or‌‌‌Alchemical‌‌‌substances‌‌(and‌‌the‌‌like)‌‌during‌‌your‌‌adventures,‌‌                                   
they‌‌will‌‌have‌‌a‌‌Tag‌‌attached.‌‌If‌‌you‌‌create‌‌your‌‌own‌‌through‌‌the‌‌Production‌‌Points‌‌system,‌‌then‌‌you‌‌must‌‌supply‌‌a‌‌physical‌‌                                           
representation‌ ‌(physrep)‌ ‌for‌ ‌the‌ ‌item,‌ ‌and‌ ‌the‌ ‌Tag‌ ‌must‌ ‌be‌‌attached.‌‌This‌‌physical‌‌representation‌‌can‌‌be‌‌stolen,‌‌at‌‌which‌‌                                     
point‌ ‌the‌ ‌thief‌ ‌will‌ ‌take‌ ‌both‌ ‌the‌ ‌Tag‌ ‌and‌ ‌the‌ ‌item.‌ ‌ 

A‌ ‌Tag‌ ‌by‌ ‌itself‌ ‌is‌ ‌not‌ ‌a‌ ‌valid‌ ‌item.‌ ‌You‌ ‌cannot‌ ‌utilize‌ ‌a‌ ‌Tag‌ ‌without‌ ‌a‌ ‌physrep‌ ‌to‌ ‌take‌ ‌an‌ ‌IG‌ ‌action‌ ‌(like‌ ‌drinking‌ ‌a‌ ‌Potion).‌‌ ‌  

Keep‌‌in‌‌mind‌‌that‌‌the‌‌Tags‌‌themselves‌‌are‌‌stealable‌‌even‌‌without‌‌a‌‌physrep;‌‌if‌‌someone‌‌searches‌‌you,‌‌you‌‌must‌‌turn‌‌them‌‌                                         
over,‌‌even‌‌if‌‌physrep‌‌requirements‌‌are‌‌not‌‌being‌‌met.‌‌Similarly,‌‌Tags‌‌can‌‌be‌‌destroyed‌‌even‌‌though‌‌they‌‌are‌‌not‌‌attached‌‌to‌‌                                         
a‌ ‌physrep.‌ ‌ 

You‌‌must‌‌provide‌‌your‌‌own‌‌physrep‌‌for‌‌Magic‌‌Items‌‌you‌‌create‌‌IG,‌‌although‌‌there‌‌may‌‌be‌‌times‌‌that‌‌one‌‌will‌‌be‌‌provided‌‌IG.‌‌                                             
Once‌ ‌the‌ ‌physrep‌ ‌is‌ ‌IG,‌ ‌you‌ ‌cannot‌ ‌alter‌ ‌it‌ ‌in‌‌any‌‌way‌‌except‌‌to‌‌repair‌‌it‌‌when‌‌needed.‌‌If‌‌the‌‌physrep‌‌wears‌‌out,‌‌then‌‌its‌‌                                                 
replacement‌ ‌must‌ ‌look‌ ‌as‌ ‌close‌ ‌as‌ ‌possible‌ ‌to‌ ‌the‌ ‌original.‌ ‌Contact‌ ‌your‌ ‌local‌ ‌Marshals‌ ‌for‌ ‌guidance‌ ‌if‌ ‌you‌ ‌are‌ ‌unsure.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌a‌ ‌personal‌ ‌physrep‌ ‌that‌‌gets‌‌enchanted‌‌(for‌‌example,‌‌a‌‌suit‌‌of‌‌armor)‌‌and‌‌the‌‌item‌‌is‌‌stolen‌‌IG,‌‌you‌‌have‌‌the‌‌                                               
right‌‌to‌‌refuse‌‌to‌‌turn‌‌over‌‌your‌‌personal‌‌physrep.‌‌You‌‌must‌‌still,‌‌however,‌‌turn‌‌over‌‌the‌‌Tags‌‌for‌‌that‌‌item.‌‌In‌‌exchange‌‌for‌‌                                             
keeping‌‌your‌‌own‌‌item,‌‌you‌‌forfeit‌‌your‌‌ability‌‌to‌‌“recognize”‌‌your‌‌item‌‌later‌‌when‌‌the‌‌thief‌‌wears‌‌it‌‌IG‌‌(using‌‌your‌‌Tags‌‌with‌‌                                             
their‌ ‌own‌ ‌physical‌ ‌representation).‌ ‌ 
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Character‌ ‌Creation‌ ‌ 
You‌ ‌must‌ ‌use‌ ‌the‌ ‌‌REFUGE‌ ‌Player‌ ‌Database‌ ‌(RPDb)‌ ‌‌to‌ ‌build‌ ‌your‌ ‌official‌‌character‌‌in‌‌the‌‌REFUGE‌‌world.‌‌You‌‌can‌‌also‌‌                                       
experiment‌ ‌with‌ ‌builds‌ ‌in‌ ‌the‌ ‌‌REFUGE‌ ‌Freeplay‌ ‌Database‌.‌‌ ‌Below‌ ‌are‌ ‌a‌ ‌few‌ ‌quick‌ ‌points‌ ‌to‌ ‌help‌ ‌you‌ ‌along‌ ‌the‌ ‌way.‌ ‌ 

❏ Choose‌ ‌your‌ ‌Species‌ ‌(Chapter‌ ‌II)‌ ‌ 

Though‌ ‌many‌ ‌routes‌ ‌exist‌ ‌in‌ ‌character‌ ‌creation,‌ ‌one‌ ‌ideal‌ ‌place‌ ‌to‌ ‌start‌ ‌is‌ ‌with‌ ‌a‌ ‌character‌ ‌concept.‌‌This‌‌is‌‌why‌‌the‌‌first‌‌                                           
recommended‌ ‌choice‌ ‌is‌ ‌Species‌ ‌(see‌‌Chapter‌‌II.)‌‌This‌‌choice‌‌will‌‌give‌‌you‌‌a‌‌basic‌‌concept‌‌for‌‌what‌‌type‌‌of‌‌character‌‌you‌‌                                         
might‌ ‌like‌ ‌to‌ ‌play;‌ ‌an‌ ‌unemotional‌ ‌Stone‌ ‌Elf‌ ‌or‌ ‌a‌ ‌cheery‌ ‌Dryad,‌ ‌a‌ ‌studious‌ ‌Avana‌ ‌or‌ ‌a‌ ‌brash‌ ‌Human.‌ ‌ 

❏ Choose‌ ‌your‌ ‌Class‌ ‌(Chapter‌ ‌III)‌ ‌ 

Next,‌‌you’ll‌‌want‌‌to‌‌assign‌‌your‌‌character‌‌a‌‌Class‌‌(see‌‌Chapter‌‌III.)‌‌Classes‌‌define‌‌what‌‌Skills‌‌your‌‌character‌‌can‌‌easily‌‌learn‌‌                                         
and‌‌how‌‌they‌‌engage‌‌with‌‌the‌‌world‌‌around‌‌them.‌‌You‌‌are‌‌free‌‌to‌‌build‌‌a‌‌huge‌‌variety‌‌of‌‌character‌‌archetypes‌‌here,‌‌including‌‌                                           
a‌ ‌classic‌ ‌Fighter,‌ ‌a‌ ‌sneaky‌ ‌Rogue,‌ ‌a‌ ‌powerful‌ ‌Scholar,‌ ‌a‌ ‌crafty‌ ‌Artisan,‌ ‌and‌ ‌more.‌ ‌ 

❏ Purchase‌ ‌your‌ ‌Skills‌ ‌(Chapter‌ ‌VI)‌ ‌ 

All‌‌characters‌‌begin‌‌with‌‌25‌‌Experience‌‌Points‌‌(XP),‌‌except‌‌those‌‌who‌‌have‌‌more‌‌XP‌‌from‌‌donating‌‌or‌‌spending‌‌time‌‌as‌‌a‌‌                                         
Cast‌ ‌Member.‌ ‌Skills,‌ ‌purchased‌ ‌with‌ ‌XP,‌ ‌include‌ ‌a‌ ‌wide‌ ‌array‌ ‌of‌ ‌capabilities‌‌your‌‌character‌‌can‌‌use‌‌IG‌‌to‌‌produce‌‌items,‌‌                                       
defeat‌ ‌monsters,‌ ‌and‌ ‌protect‌ ‌allies.‌ ‌ 

❏ Purchase‌ ‌starting‌ ‌items‌ ‌(see‌ ‌below)‌ ‌ 

Each‌ ‌character‌ ‌begins‌ ‌with‌ ‌a‌ ‌pool‌ ‌of‌‌150‌‌copper‌‌pieces‌‌with‌‌which‌‌to‌‌buy‌‌starting‌‌items.‌‌Players‌‌who‌‌have‌‌spent‌‌time‌‌as‌‌                                           
Cast‌ ‌Members‌ ‌or‌ ‌have‌ ‌donated‌ ‌to‌ ‌the‌ ‌game‌ ‌may‌ ‌have‌ ‌a‌ ‌larger‌ ‌pool.‌‌These‌‌items‌‌include‌‌weapons,‌‌Potions,‌‌and‌‌armor;‌‌                                       
things‌ ‌that‌ ‌are‌ ‌vital‌ ‌to‌ ‌an‌ ‌adventurer’s‌ ‌way‌ ‌of‌ ‌life.‌ ‌ 

❏ Come‌ ‌up‌ ‌with‌ ‌a‌ ‌basic‌ ‌backstory.‌ ‌ 

Every‌‌REFUGE‌‌Chapter‌‌is‌‌a‌‌different‌‌Realm,‌‌and‌‌on‌‌each‌‌Realm‌‌are‌‌different‌‌cultures‌‌and‌‌nations.‌‌Culture‌‌Packets‌‌might‌‌                                     
be‌‌available‌‌on‌‌your‌‌Chapter’s‌‌website‌‌or‌‌Facebook‌‌page;‌‌learn‌‌about‌‌the‌‌available‌‌cultures‌‌and‌‌nations‌‌from‌‌your‌‌Chapter,‌‌                                     
and‌‌create‌‌character‌‌history‌‌or‌‌backstory.‌‌A‌‌good‌‌backstory‌‌has‌‌some‌‌mystery,‌‌but‌‌contains‌‌more‌‌answers‌‌than‌‌questions.‌‌                                   
Backstories‌ ‌can‌ ‌be‌ ‌as‌ ‌detailed‌ ‌or‌ ‌as‌ ‌simple‌ ‌as‌ ‌you‌ ‌like.‌ ‌Below‌ ‌are‌ ‌some‌ ‌important‌ ‌questions‌ ‌to‌ ‌answer‌ ‌in‌ ‌your‌ ‌backstory:‌ ‌ 

❏ Who‌ ‌are‌ ‌you?‌ ‌Why‌ ‌are‌ ‌you‌ ‌here?‌ ‌Where‌ ‌are‌ ‌you‌ ‌from?‌ ‌ 

Starting‌ ‌Items‌ ‌ 
When‌‌you‌‌play‌‌your‌‌first‌‌event‌‌as‌‌a‌‌new‌‌character,‌‌you‌‌are‌‌given‌‌certain‌‌starting‌‌materials‌‌that‌‌your‌‌character‌‌should‌‌have‌‌                                         
IG.‌‌After‌‌that,‌‌you'll‌‌need‌‌to‌‌find‌‌new‌‌supplies‌‌IG.‌‌If,‌‌for‌‌example,‌‌your‌‌starting‌‌armor‌‌gets‌‌destroyed‌‌you’ll‌‌have‌‌to‌‌get‌‌new‌‌                                             
armor‌ ‌Tags‌ ‌IG‌ ‌by‌ ‌buying,‌ ‌stealing,‌ ‌or‌ ‌making‌ ‌new‌ ‌armor.‌ ‌ 

Brand‌ ‌new‌ ‌characters‌ ‌with‌ ‌25‌ ‌Experience‌ ‌Points‌ ‌(XP)‌‌start‌‌with‌‌a‌‌pool‌‌of‌‌150‌‌copper‌‌pieces‌‌to‌‌spend‌‌on‌‌items‌‌and‌‌gear.‌‌                                           
These‌ ‌can‌ ‌be‌ ‌spent‌ ‌on‌ ‌equipment‌ ‌based‌ ‌on‌ ‌its‌ ‌Production‌ ‌Point‌ ‌value.‌ ‌It‌ ‌can‌ ‌also‌‌be‌‌used‌‌to‌‌buy‌‌spells‌‌in‌‌your‌‌starting‌‌                                             
Spellbook‌‌at‌‌the‌‌spell‌‌ink‌‌cost‌‌of‌‌2‌‌copper‌‌pieces‌‌per‌‌level‌‌of‌‌the‌‌spell.‌‌‌Alchemy‌‌‌Formulas‌‌can‌‌be‌‌bought‌‌for‌‌1‌‌copper‌‌piece‌‌                                               
per‌‌Production‌‌Point.‌‌Channeling‌‌Sources‌‌can‌‌be‌‌purchased‌‌for‌‌their‌‌standard‌‌cost‌‌of‌‌20‌‌copper‌‌pieces‌‌each,‌‌while‌‌armor,‌‌                                     
weapons,‌ ‌and‌ ‌other‌ ‌substances‌ ‌like‌ ‌poisons‌ ‌and‌ ‌Potions‌ ‌can‌ ‌be‌ ‌purchased‌ ‌for‌ ‌their‌ ‌Production‌ ‌Point‌ ‌cost‌ ‌directly.‌‌                                 
Production‌ ‌Point‌ ‌costs‌ ‌can‌ ‌be‌ ‌found‌ ‌in‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section.‌ ‌ 

If‌‌a‌‌character‌‌plays‌‌their‌‌first‌‌game‌‌with‌‌a‌‌higher‌‌XP‌‌total‌‌(for‌‌example,‌‌if‌‌you’ve‌‌been‌‌a‌‌Cast‌‌Member),‌‌the‌‌starting‌‌pool‌‌is‌‌                                               
bigger‌‌to‌‌represent‌‌gear‌‌the‌‌character‌‌might‌‌have‌‌collected‌‌IG.‌‌The‌‌pool‌‌is‌‌equal‌‌to‌‌the‌‌character’s‌‌XP‌‌times‌‌their‌‌level‌‌plus‌‌                                           
100,‌ ‌up‌ ‌to‌ ‌level‌ ‌30‌ ‌(300‌ ‌XP).‌ ‌ 

Characters‌‌with‌‌enough‌‌points‌‌can‌‌spend‌‌them‌‌on‌‌starting‌‌Magic‌‌Items‌‌directly‌‌for‌‌their‌‌Ritual‌‌Point‌‌cost.‌‌Ritual‌‌Point‌‌costs‌‌                                       
can‌‌be‌‌learned‌‌at‌‌Logistics.‌‌These‌‌items‌‌will‌‌be‌‌created‌‌in‌‌your‌‌local‌‌REFUGE‌‌Chapter.‌‌Each‌‌REFUGE‌‌LARP‌‌PC‌‌will‌‌want‌‌to‌‌                                           
start‌‌with‌‌Tags‌‌appropriate‌‌for‌‌their‌‌starting‌‌needs.‌‌Every‌‌character‌‌will‌‌want‌‌to‌‌purchase‌‌any‌‌Weapon‌‌Tags‌‌and‌‌Armor‌‌Tags‌‌                                       
equivalent‌ ‌to‌ ‌the‌ ‌physrepped‌ ‌gear‌ ‌they‌ ‌start‌ ‌with.‌‌ ‌  

‌ 
8‌ ‌|‌ ‌⚔‌ ‌ 

‌ 

https://db.refugelarp.org/
https://freeplay-db.refugelarp.org/


‌ 

Chapter‌ ‌II:‌ ‌Species‌ ‌ 
Humans‌ ‌are‌ ‌not‌ ‌the‌ ‌only‌ ‌species‌‌in‌‌the‌‌world‌‌of‌‌REFUGE.‌‌There‌‌are‌‌many‌‌mythical‌‌and‌‌unusual‌‌species,‌‌such‌‌as‌‌Elves,‌                                         
Dwarves,‌ ‌Halflings,‌ ‌and‌ ‌more;‌ ‌and‌ ‌within‌ ‌each‌ ‌species,‌ ‌there‌ ‌are‌ ‌various‌ ‌cultures.‌ ‌ 

Playing‌‌your‌‌species‌‌means‌‌knowing‌‌and‌‌understanding‌‌your‌‌species’‌‌culture‌‌and‌‌society‌‌in‌‌your‌‌Campaign‌‌—‌‌just‌‌like‌‌not‌‌                                     
all‌‌Humans‌‌are‌‌alike,‌‌you‌‌shouldn’t‌‌expect‌‌all‌‌Elves‌‌to‌‌behave‌‌identically.‌‌Some‌‌species’‌‌cultures‌‌are‌‌purely‌‌fantastic‌‌like‌‌Kyn‌‌                                       
or‌‌Halflings;‌‌others‌‌are‌‌based‌‌on‌‌popular‌‌mythology‌‌or‌‌folklore.‌‌Still‌‌other‌‌species‌‌such‌‌as‌‌the‌‌Avani‌‌have‌‌been‌‌created‌‌from‌‌                                         
scratch,‌ ‌providing‌ ‌a‌ ‌unique‌ ‌feature‌ ‌to‌ ‌our‌ ‌game.‌ ‌ 

Descriptions‌‌of‌‌each‌‌species‌‌follow.‌‌There‌‌are‌‌more‌‌detailed‌‌Species‌‌Packets‌‌available‌‌for‌‌each‌‌species‌‌to‌‌download‌‌from‌‌                                   
the‌‌REFUGE‌‌LARP‌‌website‌‌(‌www.refugelarp.org‌),‌‌and‌‌your‌‌local‌‌Campaign‌‌will‌‌have‌‌information‌‌on‌‌the‌‌local‌‌culture(s)‌‌of‌‌                                 
that‌ ‌species.‌ ‌You‌ ‌may‌ ‌also‌ ‌refer‌ ‌to‌ ‌‌REFUGE‌ ‌LARP‌ ‌Cosmology‌‌ ‌for‌ ‌additional‌ ‌information.‌ ‌  

Makeup‌ ‌and‌ ‌Prosthetic‌ ‌Requirements‌ ‌ 
All‌ ‌species‌ ‌other‌ ‌than‌ ‌Human‌ ‌have‌ ‌a‌ ‌makeup‌ ‌and/or‌ ‌prosthetic‌ ‌requirement‌ ‌associated‌ ‌with‌‌it.‌‌If‌‌you‌‌wish‌‌to‌‌play‌‌one‌‌of‌‌                                         
these‌‌species,‌‌you‌‌must‌‌wear‌‌the‌‌appropriate‌‌makeup‌‌or‌‌prosthetic‌‌to‌‌distinguish‌‌yourself.‌‌Any‌‌prosthetic‌‌(such‌‌as‌‌Elf‌‌ears)‌‌                                     
must‌ ‌always‌ ‌be‌ ‌worn,‌ ‌even‌ ‌under‌ ‌a‌ ‌hood‌‌or‌‌when‌‌hidden‌‌by‌‌hair.‌‌You‌‌cannot‌‌use‌‌makeup‌‌to‌‌represent‌‌Avana‌‌eyebrows,‌‌                                         
High‌ ‌Ogre‌ ‌and‌ ‌High‌ ‌Orc‌ ‌tusks‌ ‌or‌ ‌any‌ ‌other‌ ‌required‌ ‌prosthetics.‌ ‌ 

If‌‌you‌‌play‌‌a‌‌Species‌‌that‌‌requires‌‌makeup,‌‌all‌‌exposed‌‌skin‌‌must‌‌be‌‌covered‌‌with‌‌the‌‌appropriate‌‌makeup‌‌or‌‌colored‌‌cloth‌‌                                         
(Under‌ ‌Armour‌®‌‌and‌‌gloves‌‌are‌‌great‌‌for‌‌this.)‌‌You‌‌cannot‌‌be‌‌a‌‌Halfling‌‌who‌‌shaves‌‌their‌‌eyebrows‌‌or‌‌a‌‌High‌‌Orc‌‌without‌‌                                           
protruding‌‌teeth.‌‌You‌‌must‌‌not‌‌only‌‌act‌‌the‌‌species;‌‌you‌‌must‌‌also‌‌look‌‌the‌‌species.‌‌If‌‌you‌‌do‌‌not,‌‌you‌‌will‌‌not‌‌be‌‌allowed‌‌to‌‌                                                 
continue‌ ‌playing‌ ‌the‌ ‌species‌ ‌and‌ ‌will‌ ‌be‌ ‌forcibly‌ ‌changed‌ ‌into‌ ‌a‌ ‌Human.‌‌You‌‌cannot‌‌wear‌‌makeup‌‌to‌‌disguise‌‌yourself‌‌to‌‌                                       
appear‌ ‌as‌ ‌a‌ ‌species‌ ‌you‌ ‌are‌ ‌not,‌ ‌nor‌ ‌can‌ ‌you‌ ‌act‌ ‌in‌ ‌such‌ ‌a‌ ‌way‌ ‌as‌ ‌to‌ ‌mislead‌ ‌others‌ ‌as‌ ‌to‌ ‌your‌ ‌species.‌ ‌ 

Do‌ ‌not‌ ‌sleep‌ ‌in‌ ‌your‌ ‌makeup!‌ ‌Your‌ ‌skin‌ ‌needs‌ ‌to‌ ‌breathe,‌ ‌and‌ ‌any‌ ‌kind‌ ‌of‌‌makeup‌‌hinders‌‌that‌‌process‌‌to‌‌some‌‌extent.‌                                           
Therefore,‌‌you‌‌should‌‌wash‌‌all‌‌the‌‌makeup‌‌off‌‌your‌‌body‌‌each‌‌night‌‌and‌‌reapply‌‌it‌‌in‌‌the‌‌morning.‌‌Your‌‌skin‌‌will‌‌thank‌‌you.‌‌                                             
As‌‌for‌‌makeup‌‌removal,‌‌moist‌‌towelettes‌‌and‌‌baby‌‌wipes‌‌(look‌‌for‌‌biodegradable‌‌ones)‌‌are‌‌very‌‌good,and‌‌so‌‌is‌‌cold‌‌cream.‌‌                                       
Avoid‌‌sharing‌‌makeup‌‌and‌‌sponges!‌‌It‌‌is‌‌possible‌‌for‌‌sponges‌‌and‌‌pancake‌‌makeup‌‌to‌‌contract‌‌bacteria.‌‌Also,‌‌if‌‌one‌‌of‌‌the‌‌                                         
people‌‌using‌‌the‌‌makeup‌‌has‌‌a‌‌skin‌‌rash‌‌or‌‌other‌‌contagion,‌‌then‌‌it‌‌can‌‌be‌‌shared‌‌with‌‌other‌‌people‌‌using‌‌the‌‌makeup‌‌and‌‌                                             
sponge.‌ ‌ 

Roleplaying‌ ‌Requirements‌ ‌ 
We‌‌expect‌‌you‌‌to‌‌play‌‌your‌‌character’s‌‌species‌‌properly.‌‌You‌‌must‌‌abide‌‌by‌‌the‌‌characteristics‌‌of‌‌your‌‌species.‌‌You‌‌cannot‌‌                                       
write‌ ‌your‌‌history‌‌to‌‌be‌‌the‌‌outsider‌‌of‌‌your‌‌species.‌‌There‌‌is‌‌no‌‌such‌‌thing‌‌as‌‌a‌‌half-species.‌‌If‌‌your‌‌character‌‌history‌‌has‌‌                                             
your‌‌father‌‌as‌‌an‌‌Elf‌‌and‌‌your‌‌mother‌‌as‌‌a‌‌Human,‌‌that‌‌is‌‌fine,‌‌but‌‌in‌‌our‌‌game,‌‌you‌‌are‌‌one‌‌species‌‌or‌‌the‌‌other.‌‌You‌‌must‌‌                                                     
then‌‌take‌‌all‌‌the‌‌abilities‌‌and‌‌physical‌‌characteristics‌‌of‌‌that‌‌single‌‌species‌‌and‌‌have‌‌none‌‌of‌‌the‌‌unique‌‌characteristics‌‌of‌‌the‌‌                                         
other.‌ ‌It‌ ‌should‌ ‌always‌ ‌be‌ ‌clear‌ ‌to‌ ‌everyone‌ ‌exactly‌ ‌what‌ ‌species‌ ‌you‌ ‌are‌ ‌portraying.‌‌ ‌  

These‌ ‌roleplaying‌ ‌rules‌ ‌are‌ ‌put‌ ‌in‌ ‌place‌ ‌to‌ ‌allow‌ ‌players‌‌to‌‌make‌‌assumptions‌‌about‌‌the‌‌different‌‌species.‌‌When‌‌you‌‌see‌‌                                       
someone‌‌wearing‌‌pointed‌‌ears,‌‌you‌‌know‌‌that‌‌they‌‌may‌‌have‌‌certain‌‌abilities‌‌such‌‌as‌‌‌Resist‌‌Command‌‌and‌‌that‌‌may‌‌change‌‌                                       
your‌ ‌strategy‌ ‌when‌ ‌dealing‌ ‌with‌ ‌them.‌ ‌This‌ ‌adds‌ ‌up‌ ‌to‌ ‌more‌ ‌fun‌ ‌for‌ ‌you‌ ‌as‌ ‌well.‌ ‌By‌ ‌playing‌‌your‌‌species‌‌properly,‌‌other‌‌                                           
members‌‌of‌‌that‌‌species‌‌(and‌‌the‌‌Cast‌‌characters‌‌of‌‌that‌‌species)‌‌will‌‌be‌‌more‌‌willing‌‌to‌‌roleplay‌‌with‌‌you,‌‌get‌‌you‌‌involved‌‌                                           
in‌ ‌their‌ ‌plots,‌ ‌and‌ ‌otherwise‌ ‌include‌ ‌you‌ ‌in‌ ‌the‌ ‌developing‌ ‌story‌ ‌of‌ ‌that‌ ‌species.‌ ‌ 

‌ ‌   
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Species‌ ‌Chart‌ ‌ 
Half‌ ‌costs‌ ‌are‌ ‌rounded‌ ‌up.‌‌ ‌  
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SPECIES‌ ‌  ABILITIES‌ ‌ 

Avana‌ ‌ 
Break‌ ‌Command‌ ‌  roleplay:‌ ‌Aversion‌ ‌to‌ ‌Celestial‌ ‌Magic‌ ‌ 
Resist‌ ‌Command‌ ‌  Cannot‌ ‌purchase‌ ‌‌Read‌ ‌Magic‌ ‌ 
Mental‌ ‌Abilities‌ ‌  ‌ 

Dark‌ ‌Elf‌ ‌ 
Resist‌ ‌Command‌ ‌  None‌ ‌ 
Resist‌ ‌Spell‌ ‌  ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Archery‌‌ ‌per‌ ‌rank‌ ‌  ‌ 

Dryad‌ ‌  Resist‌ ‌Binding‌ ‌  roleplay:‌ ‌Aversion‌ ‌to‌ ‌Metal‌ ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Herbal‌ ‌Lore‌ ‌‌per‌ ‌rank‌ ‌  Armor‌ ‌use‌ ‌restrictions‌ ‌ 

Dwarf‌ ‌ 
Resist‌ ‌Element‌ ‌  None‌ ‌ 
Resist‌ ‌Poison‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Blacksmith‌ ‌‌per‌ ‌rank‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Hardy‌‌ ‌per‌ ‌rank‌  ‌ 

Elf‌ ‌  Resist‌ ‌Command‌ ‌  None‌ ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Archery‌‌ ‌per‌ ‌rank‌ ‌  ‌ 

Halfling‌ ‌ 
Resist‌ ‌Poison‌ ‌  None‌ ‌ 
Species‌ ‌Evade‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Create‌ ‌Trap‌ ‌‌per‌ ‌rank‌ ‌  ‌ 

High‌ ‌Ogre‌ ‌ 
Resist‌ ‌Necromancy‌ ‌  Double‌ ‌cost‌ ‌for‌ ‌‌Read‌ ‌Magic‌ ‌ 
Species‌ ‌Resolute‌ ‌  ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Weapon‌ ‌Skills‌‌ ‌per‌ ‌rank‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Hardy‌ ‌‌per‌ ‌rank‌  ‌ 

High‌ ‌Orc‌ ‌ 
Resist‌ ‌Poison‌ ‌  Double‌ ‌cost‌ ‌for‌‌ ‌Read‌ ‌Magic‌ ‌ 
Species‌ ‌Resolute‌ ‌  ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Weapon‌ ‌Skills‌ ‌‌per‌ ‌rank‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Hardy‌ ‌‌per‌ ‌rank‌  ‌ 

Human‌ ‌  None‌ ‌  None‌ ‌ 

Kyn‌ ‌ 
Any‌ ‌two‌ ‌Species‌ ‌Skills‌ ‌with‌ ‌an‌ ‌XP‌ ‌cost‌ ‌  Double‌ ‌cost‌ ‌for‌ ‌‌Read‌ ‌Magic‌ ‌ 
Claws‌ ‌  ‌ 
Scenting‌ ‌‌Special‌ ‌Ability‌ ‌  ‌ 

Realmsworn‌ ‌ 
Resist‌ ‌Element‌ ‌  None‌ ‌ 
Species‌ ‌Resolute‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Hardy‌‌ ‌per‌ ‌rank‌  ‌ 

Stellarean‌ ‌  Resist‌ ‌Curse‌ ‌  None‌ ‌ 

Stone‌ ‌Elf‌ ‌ 

Break‌ ‌Command‌ ‌  None‌ ‌ 
Resist‌ ‌Command‌ ‌  ‌ 
Mental‌ ‌Abilities‌ ‌  ‌ 
Half‌ ‌XP‌ ‌for‌ ‌‌Archery‌‌ ‌per‌ ‌rank‌ ‌  ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Create‌ ‌Scroll‌‌ ‌per‌ ‌rank‌ ‌  ‌ 

Syladrin‌ ‌ 
Break‌ ‌Command‌ ‌  Must‌ ‌purchase‌ ‌a‌ ‌rank‌ ‌in‌ ‌‌Trades‌ ‌‌each‌ ‌level‌‌ ‌‌up‌‌ 

to‌ ‌5th‌ ‌ Resist‌ ‌Command‌ ‌ 
-1‌ ‌XP‌ ‌for‌ ‌‌Trades‌‌ ‌per‌ ‌rank‌ ‌ 



‌ 

Species‌ ‌ 
Avani‌ ‌(Plural)‌ ‌/‌ ‌Avana‌ ‌(Singular)‌ ‌ 
(‌ah-VAH-ni‌‌ ‌or‌ ‌‌AY-vah-ni‌ ‌‌/‌ ‌‌ah-VAH-na‌ ‌‌or‌ ‌‌AY-vah-na‌)‌ ‌ 

Avani‌‌were‌‌originally‌‌created‌‌by‌‌Gryphons‌‌from‌‌the‌‌birds‌‌that‌‌dwelled‌‌in‌‌their‌‌mountainous‌‌homes.‌‌The‌‌connection‌‌Avanian‌‌                                   
societies‌‌maintain‌‌to‌‌Gryphons‌‌varies‌‌wildly,‌‌but‌‌their‌‌history‌‌does‌‌tend‌‌to‌‌result‌‌in‌‌Avani‌‌who‌‌are‌‌highly‌‌motivated‌‌and‌‌have‌‌                                         
strong‌‌convictions.‌‌Individual‌‌Avani‌‌also‌‌can‌‌form‌‌strong‌‌bonds‌‌with‌‌Gryphons,‌‌called‌‌pacts,‌‌that‌‌can‌‌have‌‌both‌‌positive‌‌and‌‌                                     
negative‌ ‌consequences.‌ ‌ 

Like‌ ‌their‌ ‌progenitors,‌ ‌Avani‌ ‌have‌ ‌the‌‌innate‌‌ability‌‌to‌‌interact‌‌with‌‌minds‌‌and‌‌mental‌‌landscapes.‌‌Their‌‌power‌‌in‌‌this‌‌area‌‌                                       
largely‌ ‌centres‌ ‌around‌ ‌memory,‌ ‌and‌ ‌their‌ ‌ability‌ ‌to‌ ‌view,‌ ‌protect,‌‌and‌‌alter‌‌it.‌‌This‌‌intimate‌‌relationship‌‌with‌‌memory‌‌gives‌‌                                     
them‌‌a‌‌unique‌‌perspective‌‌on‌‌its‌‌inherent‌‌weakness‌‌and‌‌value.‌‌Many‌‌Avanian‌‌cultures‌‌place‌‌emphasis‌‌on‌‌the‌‌role‌‌memory‌‌                                     
plays‌ ‌in‌ ‌the‌ ‌creation‌ ‌of‌ ‌the‌ ‌self,‌ ‌and‌ ‌the‌ ‌idea‌ ‌of‌ ‌immortality‌ ‌through‌ ‌the‌ ‌preservation‌ ‌of‌ ‌memory.‌‌ ‌  

Avani‌ ‌can‌ ‌store‌ ‌memories‌ ‌in‌ ‌special‌ ‌items‌‌called‌‌Lodestones.‌‌Almost‌‌all‌‌Avani‌‌have‌‌at‌‌least‌‌one‌‌personal‌‌Lodestone‌‌that‌‌                                     
they‌‌store‌‌their‌‌own‌‌experiences‌‌in,‌‌so‌‌that‌‌in‌‌the‌‌event‌‌of‌‌their‌‌permanent‌‌death‌‌their‌‌memories‌‌will‌‌live‌‌on‌‌within‌‌it.‌‌Avanian‌‌                                             
communities‌ ‌typically‌ ‌form‌‌around‌‌a‌‌similar‌‌but‌‌more‌‌powerful‌‌item‌‌called‌‌a‌‌Homestone‌‌where‌‌these‌‌records‌‌are‌‌collected‌‌                                   
and‌ ‌preserved.‌ ‌ 

As‌‌they‌‌gain‌‌mastery‌‌of‌‌their‌‌mental‌‌powers,‌‌Avani‌‌can‌‌use‌‌that‌‌strength‌‌to‌‌resist‌‌the‌‌effects‌‌of‌‌Command‌‌magics‌‌and‌‌break‌‌                                           
the‌ ‌effect‌ ‌of‌ ‌them‌ ‌on‌ ‌others.‌ ‌ 

Although‌ ‌they‌‌are‌‌humanoid‌‌in‌‌appearance,‌‌Avani‌‌are‌‌a‌‌separate‌‌species,‌‌which‌‌manifests‌‌in‌‌a‌‌few‌‌distinct‌‌physical‌‌traits.‌‌                                     
They‌‌do‌‌not‌‌react‌‌to‌‌alcohol‌‌in‌‌the‌‌same‌‌way‌‌most‌‌species‌‌do‌‌but‌‌feel‌‌a‌‌similar‌‌effect‌‌when‌‌consuming‌‌chocolate.‌‌They‌‌age‌‌                                             
at‌‌a‌‌similar‌‌rate‌‌to‌‌Humans‌‌until‌‌they‌‌reach‌‌maturity,‌‌at‌‌which‌‌point‌‌the‌‌process‌‌slows‌‌significantly,‌‌leading‌‌to‌‌a‌‌notably‌‌longer‌‌                                           
lifespan.‌ ‌ 

The‌‌most‌‌significant‌‌non-visual‌‌difference‌‌between‌‌Avani‌‌and‌‌most‌‌species‌‌is‌‌their‌‌relationship‌‌with‌‌Celestial‌‌Magic.‌‌Due‌‌to‌‌                                   
the‌‌same‌‌factors‌‌that‌‌give‌‌them‌‌their‌‌mental‌‌abilities,‌‌Avani‌‌experience‌‌physical‌‌pain‌‌when‌‌exposed‌‌to‌‌Celestial‌‌Magic.‌‌They‌‌                                     
are‌ ‌incapable‌ ‌of‌ ‌producing‌ ‌it‌ ‌themselves‌ ‌and‌ ‌feel‌ ‌discomfort‌ ‌when‌ ‌holding‌ ‌or‌ ‌carrying‌ ‌Magic‌ ‌Items‌ ‌of‌ ‌Celestial‌ ‌power.‌‌                                   
Entering‌ ‌an‌ ‌area‌ ‌infused‌ ‌with‌ ‌Celestial‌ ‌Magic‌ ‌results‌ ‌in‌ ‌an‌ ‌even‌ ‌stronger‌ ‌reaction‌ ‌and‌ ‌lingering‌ ‌in‌‌such‌‌places‌‌can‌‌have‌‌                                       
significant‌ ‌consequences.‌ ‌This‌ ‌also‌ ‌means‌ ‌that‌ ‌Avani‌‌typically‌‌avoid‌‌having‌‌even‌‌beneficial‌‌Celestial‌‌Magic‌‌cast‌‌on‌‌them,‌‌                                 
except‌ ‌in‌ ‌the‌ ‌direst‌ ‌of‌ ‌circumstances.‌ ‌ 

Species‌ ‌Skills:‌‌ ‌Cannot‌ ‌purchase‌ ‌‌Read‌ ‌Magic;‌‌ ‌‌Break‌ ‌Command‌‌ ‌2‌ ‌XP;‌ ‌Mental‌ ‌Abilities;‌ ‌‌Resist‌ ‌Command‌‌ ‌for‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Avani‌‌can‌‌be‌‌recognized‌‌by‌‌the‌‌feathers‌‌that‌‌grow‌‌on‌‌their‌‌face,‌‌and‌‌occasionally‌‌                                   
in‌‌their‌‌hair.‌‌The‌‌patterns‌‌and‌‌placements‌‌of‌‌the‌‌feathers‌‌vary,‌‌but‌‌they‌‌are‌‌always‌‌clearly‌‌visible.‌‌The‌‌colors‌‌of‌‌the‌‌feathers‌‌                                           
are‌‌reflections‌‌of‌‌an‌‌Avana’s‌‌dominant‌‌personality‌‌traits,‌‌although‌‌interpreting‌‌the‌‌meanings‌‌of‌‌feathers‌‌is‌‌more‌‌an‌‌art‌‌than‌‌a‌‌                                       
science.‌ ‌ 

An‌‌Avana’s‌‌feathers‌‌may‌‌have‌‌as‌‌few‌‌as‌‌one‌‌color,‌‌or‌‌as‌‌many‌‌as‌‌three.‌‌The‌‌exception‌‌to‌‌this‌‌general‌‌rule‌‌is‌‌silver‌‌or‌‌gold‌‌                                                 
feathers,‌‌which‌‌may‌‌appear‌‌in‌‌addition‌‌to‌‌or‌‌in‌‌place‌‌of‌‌the‌‌feather‌‌colors‌‌of‌‌an‌‌Avana‌‌with‌‌respectively‌‌30‌‌&‌‌60‌‌XP‌‌spent‌‌in‌‌                                                 
Species‌ ‌Skills.‌ ‌ 
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COLOR‌  MEANINGS‌ ‌  COLOR‌ ‌  MEANINGS‌ ‌ 

Red‌ ‌  Rapidly‌ ‌Shifting‌ ‌Emotions,‌ ‌Volatile,‌ ‌Rash,‌ ‌Angry,‌‌ 
Passionate‌ ‌  Purple‌ ‌  Calculating,‌ ‌Callous,‌ ‌Rational,‌ ‌Serious‌ ‌ 

Orange‌  Driven‌ ‌by‌ ‌Conviction,‌ ‌Committed,‌ ‌Loyal,‌ ‌Single-Minded‌ ‌  Pink‌ ‌  Creative,‌ ‌Gregarious,‌ ‌Energetic,‌ ‌Unpredictable,‌ ‌Distractible‌ 

Yellow‌  Trusting,‌ ‌Honest,‌ ‌Naive,‌ ‌Kind,‌ ‌Loving‌ ‌  Brown‌ ‌  Closed‌ ‌Off,‌ ‌Private,‌ ‌Slow-to-Trust,‌ ‌Introverted,‌ ‌Shy‌ ‌ 

Green‌ ‌  Spiteful,‌ ‌Selfish,‌ ‌Independent,‌ ‌Tenacious,‌ ‌Jealous‌ ‌  Black‌ ‌  Steadfast,‌ ‌Consistent,‌ ‌Willful,‌ ‌Determined‌ ‌ 

Blue‌ ‌  Calm,‌ ‌Thoughtful,‌ ‌Slow-to-Action,‌ ‌Indecisive,‌ ‌Measured‌  White‌ ‌  Mischievous,‌ ‌Impulsive,‌ ‌Spontaneous,‌ ‌Short‌ ‌Sighted‌ ‌ 



‌ 

Dark‌ ‌Elf‌ ‌ 
To‌‌surface-dwellers,‌‌Dark‌‌Elves‌‌often‌‌seem‌‌cold‌‌and‌‌standoffish.‌‌This‌‌is‌‌due‌‌to‌‌their‌‌high‌‌expectations‌‌of‌‌personal‌‌conduct,‌‌                                     
both‌ ‌for‌ ‌themselves‌ ‌and‌ ‌others.‌ ‌This‌ ‌is‌ ‌not‌ ‌to‌ ‌say‌ ‌that‌ ‌Dark‌ ‌Elves‌ ‌never‌ ‌laugh‌ ‌or‌ ‌cry,‌ ‌but‌ ‌they‌ ‌are‌ ‌expected‌ ‌to‌ ‌keep‌‌                                             
excessive‌ ‌emotions‌ ‌in‌ ‌check.‌ ‌Additionally,‌ ‌their‌ ‌sense‌ ‌of‌ ‌humor‌ ‌may‌ ‌be‌ ‌darker‌ ‌than‌ ‌others.‌‌ ‌  

Dark‌‌Elves‌‌place‌‌a‌‌high‌‌value‌‌on‌‌personal‌‌integrity.‌‌While‌‌they‌‌can‌‌lie,‌‌it‌‌is‌‌almost‌‌always‌‌to‌‌a‌‌greater‌‌purpose.‌‌Due‌‌to‌‌their‌‌                                               
mistrust‌‌of‌‌the‌‌more‌‌“carefree”‌‌people‌‌of‌‌the‌‌surface,‌‌Dark‌‌Elves‌‌tend‌‌to‌‌gravitate‌‌toward‌‌and‌‌place‌‌greater‌‌trust‌‌in‌‌those‌‌with‌‌                                           
similar‌‌values.‌‌While‌‌Dark‌‌Elves‌‌do‌‌have‌‌a‌‌sense‌‌of‌‌self-preservation,‌‌they‌‌are‌‌generally‌‌taught‌‌not‌‌to‌‌show‌‌fear‌‌or‌‌hesitation‌‌                                         
in‌ ‌the‌ ‌face‌ ‌of‌ ‌adversity.‌ ‌Therefore,‌ ‌they‌ ‌are‌ ‌often‌ ‌inclined‌ ‌to‌ ‌meet‌‌difficult,‌‌and‌‌even‌‌life-threatening,‌‌challenges‌‌head‌‌on.‌‌                                     
Dark‌ ‌Elven‌ ‌culture‌ ‌places‌ ‌a‌ ‌high‌ ‌value‌ ‌on‌ ‌the‌ ‌valor‌ ‌of‌ ‌such‌ ‌deeds,‌ ‌but‌ ‌this‌ ‌belief‌ ‌does‌ ‌often‌ ‌cost‌ ‌Dark‌ ‌Elves‌ ‌their‌ ‌lives.‌‌ ‌  

Law‌‌and‌‌personal‌‌accountability‌‌are‌‌of‌‌the‌‌utmost‌‌importance‌‌to‌‌Dark‌‌Elf‌‌society‌‌—‌‌the‌‌law‌‌is‌‌the‌‌law,‌‌and‌‌those‌‌who‌‌violate‌‌                                             
it‌ ‌should‌ ‌anticipate‌ ‌harsh‌ ‌punishments.‌ ‌Similarly,‌ ‌those‌ ‌who‌ ‌uphold‌ ‌the‌ ‌law‌ ‌are‌ ‌held‌ ‌to‌ ‌the‌ ‌most‌ ‌stringent‌ ‌of‌ ‌standards.‌‌                                     
Therefore,‌ ‌they‌ ‌are‌ ‌worthy‌ ‌of‌ ‌the‌ ‌utmost‌ ‌respect,‌ ‌so‌ ‌long‌ ‌as‌ ‌they‌ ‌maintain‌ ‌their‌ ‌integrity.‌ ‌ 

Dark‌ ‌Elves‌ ‌age‌ ‌normally‌ ‌up‌ ‌to‌ ‌adulthood,‌‌and‌‌then‌‌very‌‌slowly,‌‌or‌‌not‌‌at‌‌all.‌‌It‌‌is‌‌difficult‌‌to‌‌say‌‌if‌‌Dark‌‌Elves‌‌are‌‌ageless,‌‌                                                 
since‌ ‌it‌ ‌is‌ ‌rare‌ ‌for‌ ‌them‌ ‌to‌ ‌live‌ ‌to‌ ‌truly‌ ‌old‌ ‌age,‌ ‌given‌ ‌their‌ ‌willingness‌ ‌to‌ ‌do‌ ‌what‌ ‌is‌ ‌necessary‌ ‌in‌ ‌the‌ ‌face‌ ‌of‌ ‌danger.‌‌ ‌  

Dark‌‌Elves‌‌have‌‌pointed‌‌ears‌‌and‌‌silver‌‌or‌‌white‌‌hair.‌‌Their‌‌skin‌‌can‌‌range‌‌in‌‌color‌‌from‌‌gray‌‌to‌‌blue‌‌to‌‌purple;‌‌black‌‌is‌‌not‌‌a‌‌                                                   
permitted‌ ‌skin‌ ‌color.‌ ‌ 

Species‌ ‌Skills:‌‌ ‌Half‌ ‌cost‌ ‌for‌ ‌‌Archery;‌‌ ‌‌Resist‌ ‌Command‌‌ ‌for‌ ‌4‌ ‌XP;‌ ‌‌Resist‌ ‌Spell‌‌ ‌for‌ ‌5‌ ‌XP.‌‌ ‌  

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌‌Dark‌‌Elves‌‌must‌‌have‌‌pointed‌‌elf‌‌ears.‌‌All‌‌exposed‌‌skin‌‌may‌‌be‌‌any‌‌shade‌‌of‌‌blue‌‌                                       
or‌ ‌purple,‌ ‌or‌ ‌gray‌ ‌so‌ ‌long‌ ‌as‌‌it’s‌‌not‌‌light‌‌enough‌‌to‌‌look‌‌like‌‌white‌‌or‌‌dark‌‌enough‌‌to‌‌look‌‌like‌‌black‌‌at‌‌first‌‌glance.‌‌‌Black‌‌                                                   
makeup‌‌will‌‌absolutely‌‌not‌‌be‌‌permitted.‌‌Skin-tight‌‌cloth,‌‌like‌‌compression‌‌clothing,‌‌tights‌‌and‌‌gloves,‌‌can‌‌also‌‌be‌‌used‌‌to‌‌                                     
simulate‌ ‌skin.‌ ‌Since‌ ‌makeup‌ ‌can‌ ‌transfer‌‌to‌‌other‌‌surfaces‌‌and‌‌players,‌‌and‌‌their‌‌garb,‌‌wearing‌‌fingerless‌‌gloves‌‌or‌‌other‌‌                                     
hand‌ ‌coverings‌ ‌without‌ ‌makeup‌ ‌on‌ ‌the‌ ‌fingers‌ ‌is‌ ‌also‌ ‌acceptable.‌ ‌Hair‌ ‌and‌ ‌eyebrows‌ ‌must‌ ‌be‌ ‌white‌ ‌or‌ ‌silver.‌ ‌Wigs‌ ‌or‌‌                                       
temporary‌ ‌hair‌ ‌color‌ ‌wax‌ ‌or‌ ‌spray‌ ‌will‌ ‌work.‌ ‌ 

Dryad‌ ‌ 
While‌‌there‌‌is‌‌some‌‌debate‌‌over‌‌what‌‌type‌‌of‌‌ecosystem‌‌the‌‌Great‌‌Forest‌‌actually‌‌is,‌‌the‌‌general‌‌consensus‌‌is‌‌that‌‌Dryads‌‌                                         
watched‌‌over‌‌the‌‌First‌‌Realm‌‌until‌‌it‌‌was‌‌time‌‌for‌‌them‌‌to‌‌take‌‌their‌‌rest‌‌and‌‌pass‌‌over‌‌stewardship.‌‌When‌‌they‌‌woke‌‌from‌‌                                             
their‌‌Great‌‌Sleep,‌‌memories‌‌of‌‌their‌‌culture‌‌had‌‌become‌‌buried‌‌deep‌‌within‌‌the‌‌recesses‌‌of‌‌their‌‌minds.‌‌Many‌‌have‌‌woken‌‌to‌‌                                         
a‌‌quite‌‌different‌‌world.‌‌Overall,‌‌they‌‌are‌‌a‌‌sociable‌‌people.‌‌Harmless‌‌mischief‌‌is‌‌often‌‌seen‌‌as‌‌an‌‌important‌‌cultural‌‌bonding‌‌                                       
exercise,‌ ‌though‌ ‌many‌ ‌Dryad‌ ‌also‌ ‌have‌ ‌a‌ ‌deep-rooted‌ ‌sense‌ ‌of‌ ‌fairness‌ ‌which‌ ‌may‌ ‌seem‌ ‌counter‌ ‌intuitive.‌ ‌ 

These‌ ‌curious,‌ ‌gentle‌ ‌folks‌ ‌are‌ ‌not‌ ‌actual‌ ‌plants‌ ‌but‌ ‌mortal‌ ‌creatures‌ ‌of‌ ‌flesh‌ ‌and‌ ‌blood‌ ‌with‌ ‌an‌ ‌extremely‌ ‌diverse‌‌                                     
background.‌ ‌Their‌ ‌physiology‌ ‌is‌ ‌as‌ ‌broad‌ ‌as‌ ‌all‌ ‌the‌ ‌flora‌ ‌and‌ ‌fungi‌‌that‌‌exist‌‌in‌‌the‌‌natural‌‌world.‌‌Dryads‌‌also‌‌come‌‌from‌‌                                           
many‌ ‌varied‌ ‌regions.‌ ‌For‌ ‌example,‌ ‌you‌ ‌may‌ ‌find‌ ‌Dryads‌ ‌living‌ ‌in‌ ‌swampy‌ ‌mires,‌ ‌arid‌ ‌deserts,‌ ‌and‌ ‌deeply‌ ‌forested‌ ‌regions.‌ ‌ 

Due‌ ‌to‌ ‌their‌ ‌deep‌ ‌connection‌ ‌to‌ ‌the‌ ‌natural‌ ‌world‌ ‌Dryads‌ ‌can‌‌purchase‌‌‌Herbal‌‌Lore‌‌at‌‌half‌‌price‌‌and‌‌Resist‌‌Binding‌‌as‌‌a‌‌                                           
Species‌‌Skill.‌‌Because‌‌of‌‌their‌‌aversion‌‌to‌‌large‌‌quantities‌‌of‌‌metal,‌‌they‌‌cannot‌‌wear‌‌armor‌‌of‌‌a‌‌grade‌‌higher‌‌than‌‌2‌‌points‌‌                                           
per‌‌location,‌‌though‌‌they‌‌may‌‌use‌‌the‌‌armor‌‌layering‌‌rules‌‌to‌‌achieve‌‌higher‌‌values‌‌in‌‌a‌‌location‌‌—‌‌see‌‌the‌‌Armor‌‌section‌‌for‌‌                                             
details.‌‌Dryads‌‌may‌‌learn‌‌to‌‌use‌‌any‌‌weapon‌‌but‌‌must‌‌avoid‌‌physreped‌‌metal‌‌ones‌‌—‌‌a‌‌Dryad‌‌might‌‌use‌‌an‌‌obsidian‌‌sword‌‌                                           
or‌ ‌one‌ ‌that‌ ‌has‌ ‌been‌ ‌Silvered.‌‌ ‌  

Species‌ ‌Skills:‌‌ ‌Half‌ ‌cost‌ ‌for‌ ‌‌Herbal‌ ‌Lore‌;‌ ‌‌Resist‌ ‌Binding‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌To‌‌play‌‌a‌‌Dryad,‌‌you‌‌must‌‌use‌‌makeup‌‌and‌‌costuming‌‌appropriate‌‌for‌‌the‌‌type.‌‌All‌‌                                     
must‌‌have‌‌some‌‌sort‌‌of‌‌leafy‌‌prosthetic,‌‌such‌‌as‌‌flowers‌‌in‌‌the‌‌hair‌‌or‌‌vines‌‌around‌‌the‌‌body.‌‌Mushrooms‌‌must‌‌have‌‌a‌‌cap‌‌or‌‌                                               
veil.‌ ‌Makeup‌ ‌can‌ ‌be‌ ‌as‌ ‌simple‌ ‌or‌ ‌as‌ ‌creative‌ ‌as‌ ‌you‌ ‌wish,‌‌as‌‌long‌‌as‌‌it‌‌is‌‌nature-inspired.‌‌While‌‌every‌‌Dryad‌‌is‌‌different,‌‌                                             
clothing‌‌and‌‌kit‌‌tends‌‌to‌‌favor‌‌Earth‌‌tones,‌‌or‌‌colors‌‌reflective‌‌of‌‌their‌‌type‌‌(i.e.‌‌A‌‌Lilac‌‌dryad‌‌may‌‌have‌‌a‌‌kit‌‌that‌‌includes‌‌soft‌‌                                                 
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greens,‌ ‌pinks‌ ‌and‌ ‌purples).‌ ‌The‌ ‌makeup‌ ‌and‌ ‌costuming‌ ‌can‌ ‌change‌ ‌with‌ ‌the‌ ‌seasons;‌ ‌thus,‌ ‌an‌ ‌Aspen‌ ‌Dryad‌ ‌could‌ ‌be‌‌                                     
primarily‌ ‌gray‌ ‌in‌ ‌the‌ ‌winter,‌ ‌green‌ ‌in‌ ‌the‌ ‌spring‌ ‌and‌ ‌summer,‌ ‌and‌ ‌orange‌ ‌in‌ ‌the‌ ‌fall.‌ ‌ 

Dwarf‌ ‌ 
Dwarves‌ ‌are‌ ‌a‌ ‌tough,‌ ‌resilient,‌ ‌and‌ ‌proud‌ ‌species‌ ‌that‌ ‌often‌ ‌live‌ ‌in‌ ‌mountainous‌ ‌regions‌ ‌but‌‌can‌‌be‌‌found‌‌in‌‌a‌‌variety‌‌of‌‌                                           
climates.‌‌In‌‌the‌‌Realms‌‌of‌‌REFUGE,‌‌playing‌‌a‌‌Dwarf‌‌does‌‌not‌‌mean‌‌small‌‌nor‌‌short.‌‌They‌‌commonly‌‌live‌‌in‌‌vast‌‌cities‌‌built‌‌                                           
with‌ ‌precision‌ ‌and‌ ‌adorned‌ ‌with‌ ‌elaborate‌ ‌carvings‌ ‌and‌ ‌the‌ ‌finest‌ ‌metal‌‌work.‌‌The‌‌most‌‌recognizable‌‌trait‌‌of‌‌a‌‌Dwarf‌‌is‌‌a‌‌                                         
glorious‌ ‌beard‌ ‌and/or‌ ‌braids.‌ ‌These‌ ‌are‌ ‌very‌ ‌well-groomed‌ ‌and‌ ‌generally‌ ‌adorned‌ ‌with‌ ‌jewelry‌ ‌or‌ ‌personal‌ ‌accessories,‌‌                               
these‌ ‌features‌ ‌are‌ ‌a‌ ‌major‌ ‌part‌ ‌of‌ ‌their‌ ‌culture‌ ‌and‌ ‌a‌ ‌source‌ ‌of‌ ‌great‌ ‌pride‌ ‌for‌ ‌the‌ ‌species.‌ ‌ 

Dwarves‌‌are‌‌fierce‌‌warriors‌‌and‌‌rarely‌‌back‌‌down‌‌from‌‌challenges,‌‌either‌‌physical,‌‌social,‌‌verbal,‌‌or‌‌abstract.‌ ‌As‌‌a‌‌long-lived‌‌                                     
species,‌‌they‌‌also‌‌tend‌‌toward‌‌a‌‌“slow‌‌and‌‌steady‌‌wins‌‌the‌‌race”‌‌attitude.‌‌Dwarven‌‌attention‌‌to‌‌detail‌‌borders‌‌on‌‌obsession‌‌                                       
and‌ ‌in‌ ‌combination‌ ‌with‌ ‌their‌ ‌other‌ ‌traits,‌ ‌this‌ ‌often‌ ‌leads‌ ‌to‌ ‌lively‌ ‌conversations‌ ‌even‌‌among‌‌their‌‌family‌‌and‌‌allies.‌ ‌Yet,‌‌                                       
when‌‌it‌‌comes‌‌to‌‌war,‌‌they‌‌are‌‌quick‌‌and‌‌decisive.‌‌Glory‌‌in‌‌battle,‌‌especially‌‌when‌‌that‌‌battle‌‌is‌‌defending‌‌their‌‌own‌‌species,‌‌                                           
is‌‌a‌‌battle‌‌worth‌‌fighting‌‌to‌‌win.‌ ‌A‌‌Dwarf‌‌will‌‌go‌‌out‌‌of‌‌their‌‌way‌‌to‌‌help‌‌their‌‌own,‌‌and‌‌this‌‌is‌‌extended‌‌to‌‌include‌‌those‌‌to‌‌                                                     
which‌ ‌they've‌ ‌bestowed‌ ‌the‌ ‌title‌ ‌of‌ ‌friend.‌ ‌Truehearted,‌‌noble,‌‌and‌‌unrelenting‌‌in‌‌battle,‌‌when‌‌someone‌‌manages‌‌to‌‌truly‌‌                                   
befriend‌ ‌a‌ ‌Dwarf,‌ ‌they‌ ‌will‌ ‌have‌ ‌a‌ ‌fiercely‌ ‌loyal‌ ‌comrade‌ ‌for‌ ‌life.‌ ‌ 

Dwarves‌‌take‌‌great‌‌pride‌‌in‌‌the‌‌various‌‌things‌‌they‌‌create,‌‌and‌‌those‌‌creations‌‌are‌‌not‌‌limited‌‌to‌‌smithing.‌ ‌From‌‌Weapons‌‌                                       
and‌ ‌armor,‌ ‌to‌ ‌towering‌ ‌statues,‌ ‌down‌ ‌to‌‌the‌‌most‌‌delicate‌‌of‌‌jewelry,‌‌even‌‌their‌‌cuisines‌‌and‌‌ale‌‌they‌‌make‌‌has‌‌the‌‌same‌‌                                           
passion‌‌poured‌‌into‌‌it.‌‌Dwarven‌‌artisanship‌‌is‌‌held‌‌in‌‌the‌‌highest‌‌regard‌‌by‌‌most,‌‌prized‌‌throughout‌‌the‌‌Realms‌‌of‌ ‌REFUGE;‌‌                                       
the‌ ‌byword‌ ‌for‌ ‌quality‌ ‌is‌ ‌craftdwarfship.‌ ‌Be‌ ‌warned,‌ ‌considering‌ ‌the‌ ‌time‌ ‌and‌ ‌meticulous‌ ‌attention‌‌to‌‌detail‌‌that‌‌goes‌‌into‌‌                                     
everything‌‌they‌‌make,‌‌Dwarves‌‌are‌‌not‌‌amused‌‌by‌‌unwarranted‌‌and‌‌hasty‌‌criticism.‌‌When‌‌a‌‌Dwarf‌‌comes‌‌of‌‌age,‌‌they‌‌often‌‌                                       
specialize‌ ‌in‌ ‌a‌ ‌specific‌ ‌craft.‌ ‌ 

All‌‌Dwarves‌‌carry‌‌the‌‌story‌‌of‌‌their‌‌life‌‌and‌‌lineage‌‌with‌‌them,‌‌literally,‌‌in‌‌the‌‌form‌‌of‌‌some‌‌style‌‌of‌‌braiding‌‌or‌‌decoration‌‌of‌‌                                               
their‌ ‌own‌ ‌hair.‌ ‌These‌‌braids‌‌are‌‌some‌‌of‌‌the‌‌most‌‌treasured‌‌things‌‌in‌‌their‌‌life.‌ ‌To‌‌that‌‌end,‌‌there‌‌are‌‌at‌‌least‌‌one‌‌of‌‌two‌‌                                                 
options‌ ‌which‌ ‌must‌ ‌be‌ ‌selected‌‌when‌‌physically‌‌representing‌‌this‌‌species:‌‌A‌‌beard‌‌with‌‌at‌‌least‌‌two‌‌braids‌‌decorated‌‌with‌‌                                     
beads,‌‌runes,‌‌or‌‌beard‌‌coils;‌‌or‌‌head‌‌braids,‌‌either‌‌one‌‌large‌‌or‌‌at‌‌least‌‌two‌‌smaller‌‌ones‌‌adorned‌‌with‌‌beads,‌‌runes,‌‌or‌‌coils.‌‌                                             
Head‌ ‌braids‌ ‌should‌ ‌be‌ ‌visible‌ ‌at‌‌a‌‌glance‌‌and‌‌must‌‌be‌‌at‌‌least‌‌one‌‌and‌‌a‌‌half‌‌times‌‌shoulder‌‌length‌‌(from‌‌the‌‌top‌‌of‌‌their‌‌                                                 
head‌ ‌to‌ ‌shoulder‌ ‌plus‌ ‌half‌ ‌that‌ ‌length).‌ ‌They‌ ‌may‌ ‌display‌ ‌a‌ ‌combination‌ ‌of‌ ‌both‌ ‌a‌ ‌beard‌ ‌and‌ ‌head‌ ‌braids.‌‌ ‌  

Dwarves‌ ‌can‌ ‌purchase‌ ‌the‌ ‌Species‌ ‌Skill‌ ‌Resist‌ ‌Poison.‌ ‌‌This‌ ‌is‌ ‌primarily‌ ‌due‌ ‌to‌‌years‌‌of‌‌exposure‌‌to‌‌the‌‌trace‌‌amount‌‌of‌‌                                         
gases‌‌and‌‌poisons‌‌that‌‌can‌‌be‌‌found‌‌lingering‌‌in‌‌mineshafts‌‌where‌‌they‌‌work,‌‌deep‌‌within‌‌the‌‌earth.‌‌The‌‌inborn‌‌musculature‌‌                                       
and‌ ‌excellent‌ ‌immune‌ ‌systems‌ ‌of‌ ‌Dwarves‌ ‌are‌ ‌often‌ ‌burnished‌ ‌by‌ ‌generations‌ ‌of‌ ‌constant‌ ‌extreme‌ ‌physical‌ ‌activity:‌‌this‌‌                                 
allows‌ ‌each‌ ‌purchase‌ ‌of‌ ‌‌Hardy‌‌at‌‌-1‌‌XP.‌‌Likewise,‌‌their‌‌natural‌‌endurance‌‌toward‌‌temperature‌‌and‌‌Celestial‌‌Magic‌‌leaves‌‌                                   
them‌ ‌hardened‌ ‌against‌ ‌the‌ ‌elements,‌ ‌and‌ ‌with‌ ‌many‌ ‌being‌ ‌continuously‌ ‌subjected‌ ‌to‌ ‌intense‌ ‌hot‌ ‌and‌ ‌cold‌ ‌environments‌‌                                 
where‌‌they‌‌must‌‌perform‌‌most‌‌of‌‌their‌‌work,‌‌this‌‌trait‌‌also‌‌becomes‌‌a‌‌practice:‌‌they‌‌may‌‌purchase‌‌the‌‌Species‌‌Skill‌‌‌Resist‌‌                                         
Element.‌ ‌Dwarven‌ ‌hereditary‌ ‌attention‌ ‌to‌ ‌detail‌ ‌and‌ ‌an‌ ‌uncanny‌ ‌knack‌ ‌with‌ ‌the‌ ‌forge‌ ‌mean‌ ‌Dwarves‌ ‌can‌ ‌purchase‌ ‌the‌‌                                   
Blacksmith‌ ‌‌Skill‌ ‌for‌ ‌-1‌ ‌XP.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌Blacksmith‌ ‌‌purchased‌ ‌at‌ ‌-1‌ ‌XP;‌ ‌‌Hardy‌‌ ‌Skill‌ ‌purchased‌ ‌at‌ ‌-1‌ ‌XP;‌ ‌‌Resist‌ ‌Element‌ ‌‌3‌ ‌XP;‌ ‌‌Resist‌ ‌Poison‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌There‌ ‌are‌ ‌2‌ ‌options‌ ‌when‌‌physically‌‌representing‌‌this‌‌species.‌‌A‌‌beard‌‌with‌‌at‌‌                                 
least‌‌2‌‌braids‌‌decorated‌‌with‌‌beads,‌‌runes,‌‌or‌‌beard‌‌coils‌‌is‌‌required;‌‌and/or‌‌head‌‌braids‌‌either‌‌1‌‌large‌‌or‌‌at‌‌least‌‌2‌‌smaller‌‌                                             
ones‌‌adorned‌‌with‌‌beads,‌‌runes,‌‌or‌‌coils.‌‌Head‌‌braids‌‌should‌‌be‌‌visible‌‌at‌‌a‌‌glance‌‌and‌‌must‌‌be‌‌at‌‌least‌‌one‌‌and‌‌a‌‌half‌‌times‌‌                                                 
shoulder‌‌length‌‌(from‌‌the‌‌top‌‌of‌‌your‌‌head‌‌to‌‌shoulder‌‌plus‌‌half‌‌that‌‌length).‌‌You‌‌may‌‌take‌‌a‌‌combination‌‌of‌‌both‌‌beard‌‌and‌‌                                             
head‌ ‌braids‌ ‌if‌ ‌you‌ ‌choose.‌ ‌Your‌ ‌beard‌ ‌and‌ ‌braids‌ ‌may‌ ‌be‌ ‌artificial‌ ‌or‌ ‌real,‌ ‌as‌ ‌long‌ ‌as‌ ‌they‌ ‌meet‌ ‌listed‌ ‌requirements.‌ ‌ 

‌ ‌   
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Elf‌ ‌ 
If‌‌other‌‌long-lived‌‌species‌‌are‌‌stones‌‌in‌‌the‌‌river‌‌of‌‌time,‌‌steadfast‌‌against‌‌the‌‌torrents‌‌of‌‌change,‌‌then‌‌Elves‌‌are‌‌fish.‌‌They‌‌                                           
exist‌ ‌within‌ ‌the‌ ‌movements‌ ‌and‌ ‌flows‌ ‌of‌ ‌their‌ ‌world--they‌ ‌understand‌ ‌them,‌ ‌are‌ ‌molded‌ ‌by‌ ‌them,‌ ‌and‌ ‌live‌ ‌in‌ ‌harmony.‌‌                                     
Because‌‌of‌‌that,‌‌they‌‌have‌‌made‌‌their‌‌way‌‌into‌‌every‌‌corner‌‌of‌‌the‌‌Realms‌‌of‌‌REFUGE‌‌they‌‌inhabit,‌‌displaying‌‌an‌‌incredible‌‌                                         
fluidity‌ ‌of‌ ‌physiology,‌ ‌culture,‌ ‌and‌ ‌temperament.‌ ‌ 

Elves‌ ‌inevitably‌ ‌flourish‌ ‌in‌ ‌almost‌‌any‌‌environment‌‌and‌‌have‌‌gradually‌‌adjusted‌‌their‌‌genetic‌‌traits‌‌to‌‌be‌‌more‌‌in‌‌tune‌‌with‌‌                                       
their‌ ‌surroundings.‌ ‌Variants‌ ‌have‌ ‌developed‌ ‌over‌ ‌time,‌ ‌exhibiting‌ ‌subtle‌ ‌shifts‌ ‌to‌‌best‌‌suit‌‌their‌‌chosen‌‌ecosystem.‌‌These‌‌                                 
may‌ ‌manifest‌ ‌as‌ ‌simply‌ ‌as‌ ‌differences‌ ‌in‌ ‌complexion,‌ ‌all‌ ‌the‌ ‌way‌ ‌up‌ ‌to‌ ‌unique‌ ‌specializations‌ ‌to‌ ‌thrive‌ ‌in‌ ‌an‌ ‌unforgiving‌‌                                       
landscape.‌ ‌Elves‌ ‌have‌ ‌been‌ ‌found‌ ‌in‌ ‌cities,‌ ‌deserts,‌ ‌forests,‌ ‌tundras,‌ ‌plains,‌ ‌on‌ ‌the‌ ‌high-seas,‌ ‌as‌ ‌nomads,‌ ‌as‌ ‌settled‌‌                                   
members‌ ‌of‌ ‌communities,‌ ‌and‌ ‌even‌ ‌as‌‌avowed‌‌hermits.‌‌A‌‌city-dwelling‌‌Elf‌‌might‌‌have‌‌lived‌‌there‌‌since‌‌it‌‌was‌‌a‌‌cluster‌‌of‌‌                                         
huts,‌ ‌and‌ ‌love‌ ‌the‌ ‌city‌ ‌all‌ ‌the‌ ‌more‌ ‌for‌‌it,‌‌another‌‌might‌‌wander‌‌the‌‌world‌‌as‌‌an‌‌eternal‌‌student,‌‌investing‌‌centuries‌‌into‌‌a‌‌                                             
monumental‌ ‌magnum‌ ‌opus,‌ ‌and‌ ‌another‌ ‌might‌ ‌stand‌ ‌guardian‌ ‌over‌ ‌some‌ ‌forgotten,‌ ‌wild‌ ‌place‌ ‌far‌ ‌from‌ ‌the‌ ‌edge‌ ‌of‌‌                                   
civilization’s‌ ‌maps.‌‌ ‌  

All‌‌Elves,‌‌despite‌‌their‌‌evolutionary‌‌adaptability,‌‌share‌‌the‌‌same‌‌core‌‌biological‌‌traits.‌‌They‌‌possess‌‌incredibly‌‌keen‌‌senses‌‌                                 
that‌‌allow‌‌them‌‌to‌‌perceive‌‌the‌‌world‌‌around‌‌them‌‌with‌‌a‌‌clarity‌‌many‌‌species‌‌could‌‌only‌‌dream‌‌of.‌‌When‌‌focused,‌‌an‌‌Elf‌‌can‌‌                                             
scent‌‌a‌‌shift‌‌in‌‌weather,‌‌or‌‌hear‌‌the‌‌songs‌‌of‌‌night‌‌creatures.‌‌Their‌‌vision‌‌is‌‌unparalleled,‌‌even‌‌at‌‌a‌‌great‌‌distance,‌‌making‌                                           
elves‌ ‌particularly‌ ‌suited‌ ‌for‌ ‌‌Archery‌ ‌‌and‌ ‌ranged‌‌combat,‌‌which‌‌they‌‌can‌‌learn‌‌at‌‌half‌‌the‌‌cost.‌‌Their‌‌natural‌‌long-life‌‌gives‌‌                                       
them‌‌a‌‌strong‌‌focus‌‌on‌‌maintaining‌‌the‌‌stability‌‌of‌‌whatever‌‌environment‌‌they’ve‌‌chosen‌‌to‌‌call‌‌home,‌‌whether‌‌that‌‌means‌‌                                     
fostering‌ ‌sustainable‌ ‌living‌ ‌within‌ ‌the‌ ‌rhythms‌ ‌of‌ ‌nature,‌ ‌preserving‌ ‌the‌ ‌socio-economic‌ ‌health‌ ‌of‌ ‌their‌ ‌humble‌ ‌town,‌ ‌or‌‌                                 
manipulating‌‌relationships‌‌between‌‌nations‌‌as‌‌dignitaries.‌‌These‌‌sustainable‌‌practices‌‌often‌‌make‌‌for‌‌a‌‌healthier‌‌landscape‌‌                             
and‌ ‌Elven‌ ‌people,‌ ‌aiding‌ ‌in‌ ‌resistances‌ ‌to‌ ‌common‌ ‌illnesses‌ ‌and‌ ‌further‌ ‌fortifying‌ ‌the‌ ‌natural‌ ‌Elven‌ ‌longevity.‌‌ ‌  

While‌ ‌Elven‌ ‌societies‌ ‌exist‌ ‌in‌ ‌every‌ ‌variation‌ ‌of‌ ‌structure‌ ‌and‌ ‌style,‌ ‌they‌ ‌demonstrate‌ ‌obvious‌ ‌commonalities.‌ ‌Their‌‌                               
stewardship‌ ‌over‌ ‌their‌ ‌land‌ ‌results‌ ‌in‌ ‌architecture‌ ‌where‌ ‌engineering‌ ‌and‌ ‌natural‌ ‌features‌ ‌exist‌ ‌in‌ ‌perfect‌ ‌union.‌ ‌Natural‌‌                                 
resources‌ ‌are‌ ‌cared‌ ‌for‌ ‌and‌ ‌maintained‌‌vigilantly,‌‌making‌‌them‌‌profitable‌‌trade-partners‌‌to‌‌other‌‌societies,‌‌or‌‌perhaps‌‌rich‌‌                                 
targets‌ ‌for‌ ‌conquest.‌ ‌Being‌ ‌so‌ ‌attuned‌ ‌with‌ ‌the‌ ‌land,‌ ‌sea,‌ ‌and‌ ‌stars,‌ ‌Elven‌ ‌cultures‌ ‌are‌ ‌prone‌ ‌to‌ ‌observe‌ ‌and‌ ‌celebrate‌‌                                       
occasions‌ ‌of‌ ‌natural‌ ‌beauty‌ ‌and‌ ‌astronomical‌ ‌occurrences‌ ‌whenever‌ ‌possible.‌ ‌ 

Elves‌‌understand‌‌that‌‌there‌‌is‌‌always,‌‌always‌‌more‌‌time,‌‌and‌‌even‌‌the‌‌most‌‌awful‌‌tragedies‌‌or‌‌grand‌‌triumphs‌‌will‌‌pass‌‌and‌‌                                         
fade‌ ‌away.‌ ‌This‌ ‌tendency‌ ‌can‌ ‌make‌ ‌them‌ ‌appear‌ ‌unempathetic‌ ‌to‌ ‌the‌ ‌day-to-day‌ ‌hardships‌ ‌of‌ ‌life--‌ ‌even‌ ‌aloof,‌ ‌passive‌‌                                   
aggressive,‌‌or‌‌at‌‌worst,‌‌elitist.‌‌Yet‌‌this‌‌resilience‌‌of‌‌mind‌‌gives‌‌them‌‌natural‌‌mental‌‌defenses,‌‌and‌‌all‌‌Elves‌‌gain‌‌access‌‌to‌‌the‌‌                                           
Species‌‌Skill‌‌‌Resist‌‌Command‌.‌‌Many‌‌young‌‌Elves‌‌are‌‌filled‌‌with‌‌an‌‌unquenchable‌‌wanderlust,‌‌and‌‌their‌‌buoyant‌‌spirits‌‌lead‌‌                                   
them‌ ‌towards‌ ‌exploration‌ ‌and‌ ‌discovery.‌ ‌Some‌ ‌never‌ ‌settle‌ ‌down,‌ ‌and‌ ‌spend‌ ‌mortal‌ ‌lifetimes‌ ‌seeking‌ ‌adventure‌ ‌on‌ ‌the‌‌                                 
ever-elusive‌ ‌edge‌ ‌of‌ ‌the‌ ‌unknown.‌‌ ‌  

So‌‌much‌‌variety‌‌and‌‌potential‌‌may‌‌make‌‌defining‌‌the‌‌species‌‌as‌‌slippery‌‌as‌‌catching‌‌a‌‌silver‌‌fish‌‌in‌‌a‌‌stream,‌‌but‌‌one‌‌need‌‌                                             
only‌ ‌look‌ ‌to‌ ‌the‌ ‌world‌ ‌around‌ ‌them‌ ‌to‌ ‌have‌ ‌all‌ ‌the‌ ‌context‌ ‌necessary‌ ‌to‌ ‌understand‌ ‌Elves.‌ ‌They‌ ‌are‌ ‌as‌ ‌the‌ ‌world‌ ‌is.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌Half‌ ‌cost‌ ‌for‌ ‌‌Archery;‌ ‌Resist‌ ‌Command‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌All‌‌Elves‌‌must‌‌wear‌‌pointed‌‌ear‌‌prosthetics.‌‌These‌‌may‌‌vary‌‌in‌‌shape‌‌and‌‌length‌‌                                   
but‌‌should‌‌be‌‌visible‌‌over‌‌the‌‌player’s‌‌hairline.‌‌Ideally‌‌these‌‌should‌‌be‌‌a‌‌shape‌‌which‌‌is‌‌not‌‌easily‌‌mistaken‌‌for‌‌animal‌‌ears.‌‌                                           
You‌ ‌are‌ ‌also‌ ‌encouraged‌ ‌to‌ ‌have‌ ‌any‌ ‌other‌ ‌costuming‌ ‌you‌ ‌feel‌ ‌further‌ ‌represents‌ ‌the‌ ‌type‌ ‌of‌ ‌Elf‌ ‌you‌ ‌are‌ ‌playing.‌ ‌ 

Halfling‌ ‌ 
Halflings‌‌are‌‌peaceful‌‌people.‌‌Primary‌‌among‌‌all‌‌other‌‌considerations,‌‌Halflings‌‌love‌‌comfort.‌‌They‌‌enjoy‌‌a‌‌pleasant‌‌home,‌‌a‌‌                                   
warm‌ ‌fireplace,‌ ‌good‌ ‌food,‌ ‌fancy‌ ‌clothing,‌ ‌fine‌ ‌wine,‌ ‌and‌ ‌excellent‌ ‌distractions.‌ ‌Halflings‌ ‌love‌‌a‌‌good‌‌story,‌‌play,‌‌book,‌‌or‌‌                                     
bard,‌ ‌and‌‌will‌‌actively‌‌seek‌‌out‌‌entertainment‌‌when‌‌it‌‌is‌‌available.‌‌The‌‌art‌‌of‌‌storytelling‌‌in‌‌all‌‌its‌‌forms‌‌is‌‌highly‌‌valued,‌‌so‌‌                                             
much‌‌so‌‌that‌‌those‌‌who‌‌take‌‌up‌‌trade‌‌as‌‌a‌‌bard‌‌or‌‌author‌‌are‌‌highly‌‌revered‌‌in‌‌Halfling‌‌society.‌‌As‌‌such,‌‌both‌‌oral‌‌and‌‌written‌‌                                                 
history‌‌are‌‌extremely‌‌important‌‌to‌‌a‌‌Halfling.‌‌A‌‌Halfling‌‌dedicated‌‌to‌‌chronicling‌‌histories‌‌sticks‌‌with‌‌the‌‌facts.‌‌But‌‌if‌‌the‌‌focus‌                                         
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is‌ ‌storytelling,‌ ‌then‌ ‌why‌ ‌let‌ ‌facts‌ ‌get‌ ‌in‌ ‌the‌ ‌way?‌ ‌ 

Halflings‌‌greatly‌‌value‌‌wares‌‌and‌‌goods‌‌and‌‌love‌‌a‌‌good‌‌bargain‌‌or‌‌deal.‌‌They‌‌would‌‌never‌‌deign‌‌to‌‌offer‌‌an‌‌insulting‌‌price‌‌                                           
on‌‌someone’s‌‌work.‌‌Craft‌‌and‌‌method‌‌are‌‌highly‌‌valued,‌‌as‌‌are‌‌the‌‌people‌‌who‌‌produce‌‌truly‌‌remarkable‌‌wares.‌‌As‌‌Halflings‌‌                                       
are‌‌known‌‌to‌‌be‌‌shrewd‌‌and‌‌talented‌‌in‌‌business,‌‌they‌‌are‌‌a‌‌boon‌‌to‌‌any‌‌industry‌‌they‌‌set‌‌themselves‌‌to.‌‌Their‌‌appreciation‌‌                                           
of‌‌quality‌‌and‌‌Skill‌‌in‌‌dealing‌‌with‌‌others‌‌is‌‌truly‌‌unparalleled.‌‌Yet,‌‌most‌‌Halflings‌‌are‌‌often‌‌willing‌‌to‌‌pay‌‌more‌‌for‌‌an‌‌item‌‌of‌‌                                               
significance,‌ ‌if‌ ‌the‌ ‌story‌ ‌is‌ ‌impressive‌ ‌enough.‌‌ ‌  

When‌ ‌it‌ ‌all‌ ‌boils‌ ‌down,‌ ‌Halflings‌ ‌are‌ ‌generally‌ ‌simple‌ ‌folks;‌ ‌they‌ ‌enjoy‌ ‌a‌ ‌good‌ ‌home‌ ‌and‌ ‌the‌ ‌comforts‌ ‌afforded‌ ‌there.‌‌                                       
Because‌ ‌of‌‌this,‌‌Halflings‌‌generally‌‌dislike‌‌adventuring‌‌and‌‌the‌‌risks‌‌it‌‌involves.‌‌To‌‌some,‌‌though,‌‌the‌‌possibility‌‌of‌‌earning‌‌                                     
rewards‌ ‌or‌‌discovering‌‌stories‌‌and‌‌treasure‌‌in‌‌some‌‌long-forgotten‌‌dungeon‌‌is‌‌often‌‌just‌‌too‌‌tempting‌‌to‌‌resist.‌‌However,‌‌it‌‌                                     
will‌ ‌be‌ ‌rare‌ ‌for‌ ‌any‌ ‌Halfling‌ ‌to‌ ‌desire‌ ‌to‌ ‌be‌ ‌an‌ ‌adventurer‌ ‌for‌ ‌too‌ ‌long,‌ ‌and‌ ‌the‌ ‌plan‌ ‌will‌ ‌be‌ ‌to‌ ‌do‌ ‌so‌‌just‌‌long‌‌enough‌‌to‌‌                                                     
become‌ ‌the‌ ‌subject‌ ‌of‌ ‌a‌ ‌story‌ ‌or‌ ‌four.‌ ‌Can‌ ‌you‌ ‌ever‌ ‌be‌ ‌the‌ ‌subject‌ ‌of‌ ‌enough‌ ‌stories?‌ ‌ 

Since‌‌Halflings‌‌appreciate‌‌the‌‌finer‌‌pleasures‌‌in‌‌life,‌‌outsiders‌‌wrongly‌‌can‌‌see‌‌them‌‌as‌‌materialistic.‌‌This‌‌is‌‌not‌‌so.‌‌Greed‌‌is‌                                         
seen‌ ‌as‌ ‌one‌ ‌of‌ ‌the‌ ‌worst‌ ‌infractions‌ ‌in‌ ‌Halfling‌ ‌society,‌ ‌only‌ ‌eclipsed‌ ‌by‌ ‌the‌ ‌scorn‌‌doled‌‌out‌‌to‌‌those‌‌who‌‌steal‌‌or‌‌cheat.‌‌                                             
Halflings‌ ‌are‌ ‌known‌ ‌to‌ ‌value‌ ‌a‌ ‌comfortable‌ ‌fairness‌ ‌in‌ ‌their‌ ‌society.‌ ‌They‌ ‌don’t‌ ‌want‌ ‌others‌ ‌disturbing‌ ‌their‌ ‌comfort‌ ‌and‌‌                                     
relaxation,‌ ‌so‌ ‌they‌ ‌encourage‌ ‌noninterference‌ ‌with‌ ‌everyone.‌‌ ‌  

As‌ ‌such,‌ ‌in‌ ‌political‌ ‌affairs,‌ ‌Halflings‌ ‌often‌ ‌stay‌ ‌neutral‌ ‌and‌ ‌mind‌ ‌their‌ ‌own‌ ‌business‌ ‌(in‌ ‌more‌ ‌ways‌ ‌than‌ ‌one.)‌ ‌ 

Reputation‌‌among‌‌fellow‌‌Halflings‌‌is‌‌extremely‌‌important,‌‌as‌‌it‌‌is‌‌essential‌‌to‌‌keeping‌‌a‌‌peaceful‌‌and‌‌comfortable‌‌life.‌‌Among‌‌                                     
other‌‌species,‌‌however,‌‌a‌‌Halfling‌‌does‌‌not‌‌necessarily‌‌place‌‌their‌‌reputation‌‌in‌‌such‌‌high‌‌concern.‌‌Seldom‌‌does‌‌a‌‌Halfling‌‌                                     
do‌‌something‌‌without‌‌considering‌‌the‌‌impact‌‌to‌‌their‌‌reputation,‌‌but‌‌it‌‌is‌‌important‌‌to‌‌keep‌‌in‌‌mind‌‌that‌‌sometimes‌‌reputation‌‌                                       
and‌ ‌action‌ ‌are‌ ‌quite‌ ‌different‌ ‌things.‌ ‌ 

Halflings‌ ‌solve‌ ‌a‌ ‌problem‌‌by‌‌viewing‌‌it‌‌first‌‌through‌‌every‌‌possible‌‌angle.‌‌Even‌‌Halfling‌‌warriors‌‌don’t‌‌just‌‌step‌‌up‌‌to‌‌a‌‌foe‌‌                                           
and‌ ‌start‌ ‌swinging;‌ ‌they‌ ‌think‌ ‌before‌ ‌they‌ ‌act.‌ ‌They‌ ‌do‌ ‌not‌ ‌rush‌‌their‌‌decision‌‌making.‌‌Sometimes,‌‌non-Halflings‌‌see‌‌this‌‌                                     
concern‌ ‌and‌ ‌consideration‌ ‌as‌ ‌aloofness‌ ‌or‌ ‌obtuseness.‌ ‌In‌ ‌truth,‌ ‌Halfling‌ ‌society‌ ‌just‌ ‌favors‌ ‌clever‌ ‌thinking,‌ ‌whether‌ ‌it‌‌be‌‌                                   
riddles,‌ ‌tactics,‌ ‌puzzles,‌ ‌philosophy,‌ ‌logic,‌‌and‌‌out-of-the-box‌‌problem‌‌solving.‌‌But,‌‌at‌‌the‌‌end‌‌of‌‌the‌‌day,‌‌though‌‌they‌‌may‌                                     
not‌ ‌be‌ ‌naturally‌ ‌bellicose,‌ ‌Halflings‌ ‌are‌ ‌fierce‌ ‌defenders‌ ‌of‌ ‌their‌ ‌homes‌ ‌and‌ ‌their‌ ‌comforts.‌ ‌ 

Halflings‌‌love‌‌tradition,‌‌whether‌‌it‌‌be‌‌personal,‌‌familial,‌‌or‌‌communal.‌‌Watching‌‌the‌‌dawn,‌‌celebrating‌‌birthdays,‌‌welcoming‌‌in‌‌                                 
the‌‌harvest‌‌or‌‌newcomers‌‌—‌‌whatever‌‌the‌‌tradition,‌‌these‌‌can‌‌be‌‌developed‌‌over‌‌a‌‌year,‌‌a‌‌lifetime,‌‌or‌‌over‌‌generations.‌‌This‌‌                                         
may‌‌explain‌‌why‌‌Halflings‌‌seem‌‌to‌‌have‌‌so‌‌very‌‌many‌‌parties‌‌and‌‌celebrations.‌‌With‌‌such‌‌a‌‌devotion‌‌to‌‌tradition,‌‌invariably‌‌a‌‌                                         
few‌‌will‌‌be‌‌truly‌‌mystifying‌‌to‌‌outsiders.‌‌Hierarchy‌‌of‌‌traditions‌‌is‌‌key,‌‌with‌‌the‌‌oldest‌‌being‌‌given‌‌the‌‌greatest‌‌consideration.‌‌                                       
While‌‌Halflings‌‌find‌‌traditions‌‌important‌‌to‌‌stick‌‌to,‌‌this‌‌does‌‌not‌‌hamper‌‌the‌‌creation‌‌of‌‌new‌‌ones.‌‌Every‌‌Halfling‌‌knows‌‌that‌‌                                         
new‌ ‌traditions‌ ‌can‌ ‌be‌ ‌just‌ ‌as‌ ‌rich‌ ‌and‌ ‌important‌ ‌as‌ ‌old‌ ‌ones.‌ ‌With‌ ‌such‌ ‌an‌ ‌appreciation‌ ‌of‌ ‌celebrations,‌ ‌traditions,‌ ‌and‌‌                                       
comforts,‌‌Halflings‌‌are‌‌true‌‌epicureans.‌‌Such‌‌delights‌‌have‌‌made‌‌their‌‌constitutions‌‌quite‌‌strong‌‌—‌‌strong‌‌enough‌‌to‌‌resist‌‌                                   
poisons‌ ‌(if‌ ‌well-trained).‌ ‌Halflings‌ ‌are‌ ‌also‌ ‌quite‌ ‌nimble,‌ ‌both‌ ‌of‌ ‌body‌ ‌and‌ ‌of‌ ‌mind.‌ ‌ 

Species‌ ‌Skills:‌‌ ‌‌Create‌ ‌Trap‌‌ ‌purchased‌ ‌at‌ ‌-1‌ ‌XP;‌ ‌‌Resist‌ ‌Poison‌ ‌‌4‌ ‌XP;‌ ‌‌Species‌ ‌Evade‌.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Use‌‌accentuating‌‌makeup‌‌or‌‌prosthetic‌‌to‌‌meet‌‌eyebrow‌‌alteration‌‌requirements‌‌                           
like‌‌distinctive‌‌eyebrows‌‌AND,‌‌as‌‌a‌‌second‌‌component,‌‌have‌‌a‌‌prominent‌‌metallic‌‌birthmark‌‌(makeup,‌‌tattoo,‌‌or‌‌prosthetic)‌‌                                 
on‌ ‌the‌ ‌face.‌ ‌ 

High‌ ‌Ogre‌ ‌ 
High‌ ‌Ogres‌ ‌have‌ ‌large‌ ‌rearward‌ ‌facing‌ ‌horns,‌ ‌red,‌ ‌orange,‌ ‌and/or‌ ‌yellow‌ ‌veins‌ ‌around‌ ‌the‌ ‌eyes. ‌ ‌They‌ ‌have‌ ‌one‌ ‌of‌ ‌the‌‌                                       
shortest‌‌lifespans‌‌of‌‌the‌‌adventuring‌‌species,‌‌reaching‌‌maturity‌‌in‌‌one‌‌year,‌‌with‌‌an‌‌average‌‌lifespan‌‌of‌‌twenty‌‌years,‌‌though‌‌                                     
some‌ ‌do‌ ‌manage‌ ‌to‌ ‌live‌ ‌into‌ ‌their‌ ‌late‌ ‌thirties.‌ ‌ 

High‌ ‌Ogres‌ ‌have‌ ‌a‌ ‌heightened‌ ‌metabolism‌ ‌leading‌ ‌them‌‌to‌‌operate‌‌at‌‌a‌‌level‌‌of‌‌intensity‌‌that‌‌absolutely‌‌befuddles‌‌longer‌‌                                     
lived‌‌species. ‌‌Due‌‌to‌‌this,‌‌when‌‌bored‌‌they‌‌tend‌‌to‌‌find‌‌something‌‌to‌‌do,‌‌whether‌‌it‌‌is‌‌work,‌‌fighting,‌‌or‌‌some‌‌other‌‌rigorous‌‌                                             
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activity. ‌‌This‌‌is‌‌because‌‌they‌‌process‌‌certain‌‌sugars,‌‌such‌‌as‌‌those‌‌found‌‌in‌‌fruits,‌‌incredibly‌‌rapidly,‌‌to‌‌the‌‌point‌‌of‌‌needing‌‌                                         
to‌ ‌do‌ ‌something‌ ‌physical‌ ‌shortly‌ ‌after‌ ‌its‌ ‌consumption.‌ ‌ 

Primarily‌ ‌High‌ ‌Ogre‌ ‌communities‌ ‌tend‌ ‌to‌ ‌hold‌ ‌one‌ ‌or‌ ‌two‌ ‌solid‌ ‌beliefs‌ ‌and‌ ‌then‌ ‌there‌‌is‌‌rapid‌‌change‌‌around‌‌this‌‌central‌‌                                         
idea. ‌ ‌The‌ ‌sages‌ ‌of‌ ‌very‌ ‌long-lived‌ ‌species‌ ‌have‌ ‌a‌ ‌saying‌ ‌“If‌ ‌you‌ ‌want‌ ‌to‌ ‌get‌ ‌all‌ ‌sides‌ ‌of‌ ‌a‌ ‌single‌ ‌idea,‌ ‌ask‌ ‌High‌ ‌Ogre‌‌                                               
communities‌‌about‌‌it‌‌every‌‌twenty‌‌years‌‌or‌‌so.” ‌‌This‌‌can‌‌hold‌‌true‌‌for‌‌even‌‌an‌‌individual‌‌High‌‌Ogre,‌‌where‌‌while‌‌the‌‌central‌‌                                           
idea‌ ‌remains‌ ‌the‌ ‌same,‌ ‌the‌ ‌outer‌ ‌fringes‌ ‌of‌ ‌that‌ ‌idea‌ ‌are‌ ‌fluid,‌ ‌which‌ ‌isn’t‌ ‌seen‌ ‌as‌ ‌contradictory‌ ‌by‌ ‌the‌ ‌High‌ ‌Ogre. ‌‌                                         
Adventuring‌‌High‌‌Ogres‌‌in‌‌it‌‌to‌‌be‌‌a‌‌hero‌‌may‌‌go‌‌through‌‌multiple‌‌meanings‌‌of‌‌what‌‌it‌‌means‌‌to‌‌be‌‌a‌‌hero‌‌in‌‌just‌‌a‌‌single‌‌                                                   
year,‌ ‌but‌ ‌rarely‌ ‌would‌ ‌give‌ ‌up‌ ‌on‌ ‌heroism‌ ‌completely.‌ ‌ 

Sitting‌‌still‌‌long‌‌enough‌‌to‌‌learn‌‌the‌‌intricate‌‌nature‌‌of‌‌Celestial‌‌Magic‌‌is‌‌more‌‌difficult‌‌for‌‌High‌‌Ogres. ‌‌Those‌‌that‌‌do‌‌tend‌‌to‌‌                                             
be‌ ‌either‌ ‌extremely‌ ‌focused,‌ ‌or‌ ‌unusually‌ ‌calm‌ ‌for‌ ‌their‌ ‌species. ‌ ‌‌Read‌ ‌Magic‌ ‌‌costs‌ ‌double‌ ‌for‌ ‌High‌ ‌Ogre‌ ‌characters.‌ ‌ 

In‌‌addition,‌‌High‌‌Ogres‌‌can‌‌learn‌‌to‌‌tap‌‌into‌‌these‌‌energy‌‌reserves‌‌in‌‌combat. ‌‌When‌‌in‌‌great‌‌danger‌‌they‌‌can‌‌fight‌‌through‌‌                                           
the‌‌pain‌‌of‌‌injuries‌‌with‌‌sheer‌‌bursts‌‌of‌‌adrenaline. ‌‌Tales‌‌are‌‌told‌‌of‌‌High‌‌Ogres‌‌taking‌‌a‌‌direct‌‌hit‌‌from‌‌a‌‌catapult‌‌stone,‌‌and‌‌                                               
still‌ ‌fighting‌ ‌on. ‌ ‌Due‌ ‌to‌ ‌this,‌ ‌High‌ ‌Ogres‌ ‌may‌ ‌take‌ ‌‌Resolute‌ ‌‌as‌ ‌a‌ ‌Species‌ ‌Skill.‌ ‌ 

The‌ ‌bones‌ ‌of‌ ‌High‌ ‌Ogres‌ ‌are‌ ‌also‌ ‌incredibly‌ ‌dense‌ ‌and‌ ‌difficult‌ ‌to‌ ‌break‌ ‌and‌ ‌grow‌ ‌in‌ ‌density‌ ‌as‌ ‌they‌ ‌age. ‌ ‌Even‌ ‌after‌‌                                           
breaking,‌‌they‌‌grow‌‌back‌‌stronger,‌‌and‌‌oftentimes‌‌slightly‌‌thicker,‌‌than‌‌before‌‌these‌‌breaks. ‌‌High‌‌Ogres‌‌in‌‌their‌‌thirties‌‌have‌‌                                     
been‌ ‌found‌ ‌with‌ ‌their‌ ‌rib‌ ‌cage‌ ‌fused‌ ‌into‌ ‌an‌ ‌almost‌ ‌internal‌ ‌breastplate‌ ‌after‌ ‌decades‌ ‌of‌ ‌battle. ‌ ‌As‌ ‌such,‌ ‌High‌ ‌Ogres‌‌                                       
purchase‌ ‌‌Hardy‌‌ ‌Skill‌ ‌for‌ ‌-1‌ ‌XP.‌ ‌ 

High‌ ‌Ogre‌ ‌traditions‌ ‌are‌ ‌that‌ ‌they‌ ‌were‌ ‌created‌ ‌out‌ ‌of‌ ‌the‌ ‌“bones‌ ‌of‌ ‌the‌ ‌world”,‌ ‌and‌ ‌there‌ ‌may‌ ‌be‌ ‌some‌ ‌truth‌ ‌to‌ ‌the‌‌                                             
statement. ‌‌They‌‌are‌‌keenly‌‌aware‌‌of‌‌changes‌‌to‌‌the‌‌natural‌‌world‌‌around‌‌them,‌‌and‌‌feel‌‌discomfort‌‌when‌‌sudden‌‌changes‌‌                                     
such‌‌as‌‌Earthquakes,‌‌massive‌‌storms,‌‌or‌‌plagues‌‌crop‌‌up. ‌‌This‌‌connection‌‌with‌‌the‌‌land‌‌itself‌‌is‌‌even‌‌more‌‌intense‌‌when‌‌it‌‌                                         
comes‌ ‌to‌ ‌Necromantic‌ ‌energies‌ ‌and‌ ‌Undead. ‌‌Calling‌‌upon‌‌their‌‌energy‌‌reserves,‌‌they‌‌can‌‌ground‌‌the‌‌powers‌‌of‌‌undeath‌‌                                   
and‌‌dissipate‌‌it‌‌through‌‌the‌‌dirt‌‌beneath‌‌their‌‌feet. ‌‌It’s‌‌rumored‌‌that‌‌the‌‌level‌‌of‌‌Necromantic‌‌energy‌‌in‌‌the‌‌area‌‌may‌‌cause‌‌                                           
their‌ ‌eye‌ ‌veins‌ ‌to‌ ‌flare,‌ ‌becoming‌ ‌more‌ ‌dramatic‌ ‌in‌ ‌such‌ ‌situations.‌ ‌As‌ ‌such‌ ‌they‌ ‌can‌ ‌buy‌ ‌‌Resist‌ ‌Necromancy.‌ ‌ 

Species‌ ‌Skills:‌ ‌Double‌ ‌XP‌ ‌for‌ ‌Read‌‌Magic;‌‌‌half‌‌cost‌‌for‌‌Weapon‌‌Skills;‌‌Hardy‌‌purchased‌‌at‌‌-1‌‌XP;‌‌‌Resist‌‌Necromancy‌‌4‌‌                                       
XP;‌ ‌‌Species‌‌ ‌‌Resolute‌.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌High‌‌Ogres‌‌require‌‌the‌‌use‌‌of‌‌makeup‌‌and‌‌prosthetics.‌‌All‌‌High‌‌Ogres‌‌have‌‌tusks‌‌                                   
and‌‌horns‌‌of‌‌any‌‌safe‌‌size.‌‌In‌‌addition,‌‌they‌‌have‌‌yellow,‌‌orange,‌‌and/or‌‌red‌‌veins‌‌from‌‌the‌‌eyes‌‌representing‌‌highly‌‌intense‌‌                                         
blood‌ ‌vessels.‌ ‌ 

High‌ ‌Orc‌ ‌ 
High‌ ‌Orcs‌ ‌have‌ ‌green‌ ‌skin‌ ‌of‌ ‌varying‌ ‌shades‌ ‌and‌ ‌protruding‌ ‌teeth‌ ‌or‌ ‌tusks.‌ ‌They‌ ‌have‌ ‌shorter‌ ‌lifespans‌ ‌than‌ ‌a‌‌Human,‌‌                                       
reaching‌ ‌maturity‌ ‌in‌ ‌two‌ ‌years,‌ ‌with‌ ‌an‌ ‌average‌ ‌lifespan‌ ‌of‌ ‌thirty‌ ‌years,‌ ‌though‌ ‌some‌ ‌do‌ ‌manage‌ ‌to‌ ‌live‌ ‌into‌ ‌their‌ ‌late‌ ‌forties.‌ ‌ 

No‌‌less‌‌intelligent‌‌than‌‌any‌‌of‌‌the‌‌other‌‌sapient‌‌species,‌‌their‌‌short‌‌lifespan‌‌means‌‌that‌‌they‌‌tend‌‌to‌‌be‌‌more‌‌focused‌‌on‌‌the‌‌                                             
immediate,‌‌rather‌‌than‌‌the‌‌long‌‌term.‌‌While‌‌an‌‌Elf‌‌might‌‌see‌‌a‌‌plan‌‌that‌‌takes‌‌twenty‌‌years‌‌to‌‌come‌‌to‌‌fruition‌‌as‌‌reasonable,‌‌                                             
to‌ ‌a‌ ‌High‌ ‌Orc‌ ‌that’s‌ ‌essentially‌ ‌a‌ ‌lifelong‌ ‌commitment.‌‌ ‌  

This‌‌has‌‌led‌‌to‌‌a‌‌situation‌‌where‌‌High‌‌Orcs‌‌seem‌‌crude‌‌or‌‌overly‌‌blunt‌‌to‌‌these‌‌longer-lived‌‌species.‌‌This‌‌doesn’t‌‌generally‌‌                                         
concern‌ ‌a‌ ‌High‌ ‌Orc‌ ‌much,‌ ‌if‌ ‌whatever‌ ‌needs‌ ‌doing‌ ‌gets‌ ‌done.‌ ‌It‌ ‌also‌ ‌means‌ ‌that‌ ‌not‌ ‌much‌ ‌stock‌ ‌is‌ ‌placed‌ ‌in‌ ‌being‌‌                                           
concerned‌‌with‌‌grudges,‌‌others‌‌or‌‌their‌‌own.‌‌If‌‌someone‌‌attacks‌‌you,‌‌put‌‌them‌‌down.‌‌If‌‌someone‌‌insults‌‌you,‌‌right‌‌the‌‌wrong,‌‌                                         
then‌ ‌get‌ ‌on‌ ‌with‌ ‌life.‌ ‌It‌ ‌is‌ ‌better‌ ‌to‌ ‌sit‌ ‌down‌ ‌with‌ ‌friends,‌ ‌food,‌‌and‌‌song‌‌than‌‌to‌‌simmer‌‌with‌‌unexpressed‌‌anger,‌‌or‌‌work‌‌                                               
some‌ ‌political‌ ‌angle.‌ ‌ 

Due‌ ‌to‌‌this,‌‌primarily‌‌Orcish‌‌communities‌‌tend‌‌to‌‌be‌‌a‌‌strange‌‌mix‌‌of‌‌volatile‌‌and‌‌stable.‌‌On‌‌any‌‌given‌‌day,‌‌two‌‌High‌‌Orcs‌‌                                             
might‌‌be‌‌bellowing‌‌at‌‌each‌‌other‌‌as‌‌a‌‌way‌‌to‌‌work‌‌out‌‌a‌‌disagreement‌‌in‌‌the‌‌morning,‌‌and‌‌in‌‌the‌‌evening‌‌both‌‌are‌‌clapping‌‌                                               
each‌‌other‌‌on‌‌the‌‌back‌‌for‌‌work‌‌well‌‌done,‌‌the‌‌previous‌‌conflict‌‌having‌‌reached‌‌a‌‌conclusion‌‌one‌‌way‌‌or‌‌another.‌‌This‌‌letting‌‌                                           
go‌ ‌of‌ ‌the‌ ‌past‌‌and‌‌future‌‌to‌‌focus‌‌on‌‌the‌‌now‌‌makes‌‌treaties‌‌and‌‌the‌‌like‌‌very‌‌difficult‌‌for‌‌other‌‌species‌‌when‌‌dealing‌‌with‌‌                                               
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High‌‌Orcs,‌‌to‌‌which‌‌most‌‌High‌‌Orcs‌‌shrug‌‌and‌‌just‌‌get‌‌on‌‌with‌‌whatever‌‌they‌‌decide‌‌needs‌‌doing‌‌at‌‌that‌‌point.‌‌As‌‌such‌‌they‌‌                                               
tend‌ ‌towards‌ ‌the‌ ‌most‌ ‌direct‌ ‌approach‌ ‌possible‌ ‌when‌ ‌solving‌ ‌problems.‌ ‌They’re‌ ‌no‌ ‌less‌ ‌capable‌ ‌of‌ ‌intricate‌ ‌plans‌ ‌than‌‌                                   
anyone‌ ‌else‌ ‌but‌ ‌tend‌ ‌to‌ ‌prefer‌ ‌solving‌ ‌the‌ ‌immediate‌ ‌problem‌ ‌as‌‌efficiently‌‌as‌‌possible.‌‌While‌‌this‌‌means‌‌they‌‌don’t‌‌tend‌‌                                       
towards‌‌the‌‌life‌‌of‌‌a‌‌Scholar,‌‌due‌‌to‌‌the‌‌time‌‌it‌‌takes‌‌to‌‌master‌‌those‌‌Skills,‌‌those‌‌that‌‌do‌‌are‌‌dedicated‌‌combatants‌‌indeed!‌ ‌                                             
Read‌ ‌Magic‌ ‌‌costs‌ ‌double‌ ‌for‌ ‌High‌ ‌Orc‌ ‌characters.‌ ‌ 

High‌‌Orcish‌‌muscle‌‌is‌‌also‌‌extraordinarily‌‌strong‌‌for‌‌its‌‌size,‌‌meaning‌‌that‌‌the‌‌strength‌‌training‌‌other‌‌species‌‌need‌‌to‌‌do‌‌to‌‌                                         
effectively‌ ‌train‌ ‌in‌ ‌the‌ ‌use‌ ‌of‌ ‌Weaponry‌ ‌just‌ ‌isn’t‌ ‌necessary.‌ ‌While‌ ‌it‌ ‌takes‌ ‌time‌ ‌to‌ ‌learn‌ ‌how‌ ‌to‌ ‌effectively‌ ‌use‌‌a‌‌specific‌‌                                           
Weapon,‌ ‌they‌ ‌just‌ ‌don’t‌ ‌need‌ ‌as‌ ‌much‌‌repetition‌‌as‌‌a‌‌Human‌‌does‌‌to‌‌get‌‌the‌‌same‌‌effect.‌‌Weapon‌‌Skills‌‌cost‌‌half‌‌XP‌‌for‌‌                                             
High‌ ‌Orc‌ ‌characters.‌ ‌ 

In‌ ‌addition,‌ ‌High‌ ‌Orcs‌ ‌do‌ ‌not‌ ‌have‌ ‌the‌ ‌same‌ ‌pain‌ ‌response‌‌as‌‌a‌‌Human‌‌or‌‌dwarf.‌‌While‌‌they‌‌feel‌‌discomfort‌‌at‌‌an‌‌injury,‌‌                                             
compared‌‌to‌‌other‌‌species,‌‌they‌‌can‌‌fight‌‌on‌‌despite‌‌what‌‌would‌‌otherwise‌‌be‌‌a‌‌mortal‌‌wound.‌‌Tales‌‌are‌‌told‌‌of‌‌High‌‌Orcs‌‌                                           
fighting‌‌on‌‌despite‌‌having‌‌their‌‌entire‌‌torso‌‌disembowel,‌‌only‌‌to‌‌be‌‌patched‌‌up‌‌by‌‌a‌‌healer‌‌afterwards.‌‌Due‌‌to‌‌this,‌‌High‌‌Orcs‌‌                                           
may‌ ‌take‌ ‌‌Resolute‌ ‌‌as‌ ‌a‌ ‌species‌ ‌ability.‌ ‌ 

They‌‌can‌‌metabolize‌‌harmful‌‌substances‌‌incredibly‌‌fast‌‌for‌‌a‌‌creature‌‌their‌‌size,‌‌with‌‌a‌‌liver‌‌twice‌‌the‌‌size‌‌of‌‌a‌‌Human’s.‌‌This‌‌                                           
means‌ ‌that‌ ‌they‌ ‌can‌ ‌eat‌ ‌a‌ ‌wider‌ ‌variety‌ ‌of‌ ‌foods‌ ‌and‌ ‌breathe‌ ‌in‌ ‌environments‌ ‌that‌ ‌would‌ ‌incapacitate‌ ‌a‌ ‌more‌ ‌delicate‌‌                                       
creature.‌ ‌Due‌ ‌to‌ ‌this,‌ ‌High‌ ‌Orcs‌ ‌may‌ ‌take‌ ‌‌Resist‌ ‌Poison‌‌ ‌as‌ ‌a‌ ‌species‌ ‌ability.‌ ‌ 

Species‌ ‌Skills:‌ ‌Double‌ ‌XP‌ ‌for‌ ‌‌Read‌ ‌Magic;‌ ‌half‌ ‌cost‌ ‌for‌ ‌Weapon‌ ‌Skills;‌ ‌‌Hardy‌ ‌purchased‌ ‌at‌ ‌-1‌‌XP;‌‌Resist‌‌Poison‌‌4‌‌XP,‌ ‌                                         
Species‌‌ ‌‌Resolute‌.‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌High‌‌Orcs‌‌require‌‌the‌‌use‌‌of‌‌makeup.‌‌All‌‌High‌‌Orc‌‌players‌‌wear‌‌green‌‌make-up‌‌                                   
on‌ ‌their‌ ‌face‌ ‌and‌ ‌have‌ ‌protruding‌ ‌tusks.‌ ‌All‌ ‌exposed‌ ‌flesh‌ ‌should‌ ‌match‌ ‌the‌ ‌color.‌ ‌ 

Human‌ ‌ 
Across‌‌the‌‌entirety‌‌of‌‌the‌‌Realms,‌‌no‌‌species‌‌is‌‌so‌‌numerous‌‌or‌‌ubiquitous‌‌as‌‌humanity.‌‌No‌‌single‌‌creed‌‌or‌‌goal‌‌unifies‌‌their‌‌                                           
disparate‌ ‌civilizations,‌ ‌not‌ ‌even‌ ‌the‌ ‌concept‌ ‌of‌ ‌civilization‌ ‌itself,‌ ‌or‌ ‌what‌ ‌such‌ ‌a‌ ‌thing‌ ‌should‌ ‌look‌ ‌like.‌ ‌ 

Longer-lived‌ ‌species‌ ‌frequently‌ ‌find‌ ‌interacting‌ ‌with‌ ‌Humans‌ ‌to‌ ‌be‌ ‌a‌ ‌dizzying‌ ‌affair‌ ‌—‌ ‌after‌ ‌all,‌ ‌with‌‌an‌‌average‌‌life‌‌span‌‌                                       
considerably‌ ‌shorter‌ ‌than‌ ‌a‌ ‌century,‌ ‌their‌ ‌individual‌ ‌lives‌ ‌seem‌ ‌to‌ ‌come‌ ‌and‌ ‌go‌ ‌like‌ ‌leaves‌ ‌on‌ ‌trees.‌ ‌Still,‌ ‌those‌ ‌lives‌‌                                       
frequently‌ ‌burn‌ ‌bright‌ ‌and‌ ‌hot‌ ‌with‌ ‌ambition‌ ‌and‌ ‌excellence,‌ ‌and‌ ‌with‌ ‌there‌ ‌being‌ ‌just‌ ‌‌so‌ ‌many‌ ‌of‌ ‌them‌ ‌to‌ ‌ignore‌ ‌them‌‌                                         
outright‌ ‌is‌ ‌a‌ ‌grave‌ ‌mistake.‌ ‌ 

Their‌ ‌tendency‌ ‌towards‌ ‌inclusivity‌ ‌is‌ ‌an‌ ‌undeniable‌ ‌facet‌ ‌of‌ ‌their‌ ‌existence:‌ ‌Humans‌ ‌possess‌ ‌the‌ ‌singular‌ ‌ability‌ ‌to‌‌                                 
incorporate‌ ‌other‌ ‌people,‌ ‌animals,‌ ‌or‌ ‌even‌ ‌inanimate‌ ‌objects‌ ‌into‌ ‌a‌ ‌group‌ ‌considered‌ ‌‘their‌ ‌own’‌ ‌—‌ ‌even‌ ‌including‌‌                                 
non-Humans,‌ ‌much‌ ‌to‌ ‌the‌ ‌honor,‌ ‌annoyance,‌ ‌or‌ ‌amusement‌ ‌of‌ ‌members‌ ‌of‌ ‌other‌ ‌species.‌ ‌Humans,‌ ‌while‌ ‌capable‌ ‌of‌‌                                 
enduring‌‌solitude,‌‌are‌‌social‌‌beings‌‌that‌‌do‌‌best‌‌when‌‌partnered‌‌with‌‌trusted‌‌friends‌‌and‌‌loved‌‌ones.‌‌In‌‌a‌‌universe‌‌filled‌‌with‌‌                                         
fantastic‌ ‌beasts‌ ‌and‌ ‌monsters,‌ ‌Humans‌ ‌rely‌ ‌upon‌ ‌each‌ ‌other‌ ‌as‌ ‌much‌ ‌as‌ ‌their‌ ‌own‌ ‌capabilities‌ ‌to‌ ‌survive.‌‌ ‌  

Their‌‌brief,‌‌flaring‌‌lives‌‌have‌‌led‌‌them‌‌to‌‌become‌‌masters‌‌of‌‌adaptability‌‌and‌‌resilience,‌‌and‌‌Humans‌‌can‌‌be‌‌found‌‌to‌‌live‌‌—‌‌                                           
and‌ ‌even‌ ‌thrive‌ ‌—‌ ‌in‌ ‌the‌‌most‌‌inhospitable‌‌of‌‌climes:‌‌from‌‌scorching‌‌deserts‌‌to‌‌freezing‌‌glaciers,‌‌sweltering‌‌jungles,‌‌even‌‌                                     
deep‌‌underground‌‌in‌‌lightless‌‌caverns,‌‌or‌‌in‌‌bug-infested‌‌swamps.‌‌Humanity‌‌has‌‌mastered‌‌them‌‌all.‌‌Some‌‌communities‌‌are‌‌                                 
nomadic,‌ ‌and‌ ‌some‌ ‌cities‌ ‌have‌ ‌been‌ ‌settled‌ ‌for‌ ‌thousands‌ ‌of‌ ‌years‌ ‌unbroken,‌ ‌becoming‌ ‌true‌ ‌bastions‌ ‌of‌ ‌civilization‌ ‌and‌‌                                   
enlightenment.‌ 

This‌ ‌adaptability‌ ‌has‌ ‌developed‌ ‌in‌ ‌humanity‌ ‌an‌‌incredible‌‌capacity‌‌for‌‌imagination‌‌and‌‌ingenuity.‌‌Where‌‌other‌‌species‌‌are‌‌                                 
capable‌ ‌of‌ ‌almost‌ ‌instinctive‌ ‌feats‌ ‌of‌ ‌magical‌ ‌or‌ ‌warrior‌ ‌prowess,‌ ‌Humans‌ ‌have‌ ‌had‌ ‌to‌ ‌rely‌ ‌upon‌ ‌their‌ ‌wits‌ ‌and‌‌                                     
problem-solving‌‌abilities‌‌to‌‌survive‌‌the‌‌frequently‌‌perilous‌‌Realms.‌‌It‌‌is‌‌a‌‌matter‌‌of‌‌pride‌‌(for‌‌Humans)‌‌and‌‌consternation‌‌(for‌‌                                     
other,‌‌older‌‌species)‌‌that‌‌Human‌‌beings‌‌are‌‌often‌‌capable‌‌of‌‌developing‌‌capabilities‌‌in‌‌just‌‌about‌‌any‌‌field‌‌comparable‌‌to‌‌the‌‌                                       
greatest‌‌masters‌‌of‌‌any‌‌other‌‌people.‌‌Rhetoric,‌‌warfare,‌‌commerce,‌‌even‌‌the‌‌higher‌‌arts‌‌of‌‌magic‌‌have‌‌all‌‌been‌‌mastered‌‌by‌‌                                       
humanity‌ ‌at‌ ‌one‌ ‌point‌ ‌or‌ ‌another‌ ‌—‌ ‌with‌ ‌successive‌ ‌generations‌ ‌raising‌ ‌the‌ ‌bar‌ ‌of‌ ‌mastery‌ ‌repeatedly.‌ ‌ 
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Still,‌‌perhaps‌‌the‌‌most‌‌beautiful‌‌trait‌‌of‌‌humanity‌‌is‌‌how‌‌utterly‌‌awash‌‌its‌‌teeming‌‌numbers‌‌are‌‌with‌‌contradiction‌‌—‌‌for‌‌every‌‌                                         
person‌‌who‌‌considers‌‌a‌‌certain‌‌behavior‌‌as‌‌a‌‌rule,‌‌just‌‌as‌‌many‌‌may‌‌call‌‌it‌‌the‌‌exception.‌‌Humanity‌‌runs‌‌the‌‌gamut‌‌of‌‌every‌‌                                             
conceivable‌‌variation‌‌of‌‌mentality,‌‌morality,‌‌or‌‌ambition,‌‌the‌‌absolute‌‌best‌‌can‌‌be‌‌counted‌‌among‌‌their‌‌number‌‌—‌‌as‌‌can‌‌the‌‌                                       
very‌‌worst.‌‌The‌‌most‌‌heinous‌‌villain‌‌may‌‌be‌‌born‌‌down‌‌the‌‌street‌‌from‌‌the‌‌noblest‌‌of‌‌heroes,‌‌the‌‌most‌‌selfless‌‌philosopher‌‌                                         
may‌ ‌daily‌ ‌pass‌ ‌the‌ ‌greediest‌ ‌burgher.‌‌It‌‌is‌‌this‌‌capacity‌‌for‌‌self-realization,‌‌for‌‌surprising‌‌promise,‌‌that‌‌makes‌‌humanity‌‌so‌‌                                     
special,‌ ‌and‌ ‌which‌ ‌leads‌ ‌them‌ ‌to‌ ‌carve‌ ‌their‌ ‌names‌ ‌in‌ ‌the‌ ‌very‌ ‌stones‌ ‌of‌ ‌history‌ ‌with‌ ‌such‌ ‌frequency.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌As‌ ‌Humans‌ ‌do‌ ‌not‌ ‌require‌ ‌any‌ ‌special‌ ‌make-up‌ ‌or‌ ‌prosthetics,‌ ‌they‌ ‌do‌ ‌not‌ ‌receive‌ ‌any‌ ‌Species‌ ‌Skills.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌‌Humans‌‌have‌‌no‌‌make-up‌‌or‌‌prosthetic‌‌requirements.‌‌However,‌‌players‌‌must‌‌be‌‌                             
careful‌ ‌to‌ ‌avoid‌ ‌anything‌ ‌that‌ ‌may‌ ‌confuse‌ ‌them‌ ‌with‌ ‌any‌ ‌other‌ ‌Species.‌ ‌ 

Kyn‌ ‌ 
Some‌‌say‌‌it‌‌was‌‌a‌‌Fey‌‌wish‌‌that‌‌coursed‌‌through‌‌the‌‌veins‌‌of‌‌the‌‌world.‌‌Others‌‌believe‌‌Kyn‌‌formed‌‌by‌‌the‌‌first‌‌Backlash‌‌of‌‌                                               
Ritual‌ ‌Magic.‌ ‌The‌ ‌origin‌ ‌of‌ ‌Kyn‌ ‌and‌‌the‌‌source‌‌of‌‌their‌‌adaptive‌‌powers‌‌are‌‌wrapped‌‌in‌‌one‌‌of‌‌the‌‌oldest‌‌mysteries‌‌of‌‌the‌‌                                             
Realms‌ ‌of‌ ‌REFUGE.‌ ‌ 

Kyn‌ ‌are‌ ‌seen‌ ‌throughout‌ ‌the‌ ‌Realms.‌ ‌From‌ ‌a‌ ‌simple‌ ‌Foxkyn‌ ‌baker,‌ ‌to‌ ‌a‌ ‌ferocious‌ ‌Bearkyn‌ ‌who‌ ‌lives‌ ‌in‌ ‌the‌ ‌wilds.‌ ‌Their‌‌                                         
culture‌‌is‌‌as‌‌diverse‌‌as‌‌the‌‌subspecies‌‌that‌‌make‌‌up‌‌Kyn.‌‌Some‌‌live‌‌remotely‌‌in‌‌the‌‌wilds‌‌while‌‌others‌‌grow‌‌up‌‌in‌‌massive‌‌                                             
cities.‌‌A‌‌Wolfkyn‌‌may‌‌feel‌‌they‌‌want‌‌to‌‌howl‌‌at‌‌a‌‌full‌‌moon.‌‌In‌‌the‌‌wilds‌‌this‌‌may‌‌happen,‌‌but‌‌a‌‌city‌‌dwelling‌‌Wolfkyn‌‌Mage‌‌                                                 
may‌ ‌take‌ ‌a‌ ‌moment‌ ‌to‌ ‌gaze‌ ‌out‌ ‌the‌ ‌window‌ ‌on‌ ‌their‌ ‌busy‌ ‌day‌ ‌rather‌ ‌than‌ ‌howl.‌ ‌ 

Societies‌ ‌often‌ ‌reflect‌ ‌their‌ ‌animal‌ ‌roots.‌ ‌Many‌ ‌Dolphinkyn‌ ‌travel‌ ‌in‌ ‌packs‌ ‌and‌ ‌work‌ ‌together‌ ‌to‌ ‌complete‌ ‌their‌ ‌goals.‌ ‌A‌‌                                     
lounge‌‌of‌‌Lizardkyn‌‌may‌‌spend‌‌their‌‌time‌‌in‌‌the‌‌warm‌‌months‌‌outdoors‌‌soaking‌‌up‌‌the‌‌heat‌‌from‌‌the‌‌sun‌‌while‌‌going‌‌about‌‌                                           
daily‌ ‌tasks,‌ ‌or‌ ‌even‌ ‌basking‌ ‌on‌ ‌a‌ ‌rock‌ ‌for‌ ‌a‌ ‌quick‌ ‌break.‌‌ ‌  

Having‌‌animal‌‌roots‌‌means‌‌it‌‌takes‌‌a‌‌little‌‌more‌‌focus‌‌to‌‌obtain‌‌‌Read‌‌Magic‌.‌‌This‌‌does‌‌not‌‌mean‌‌they‌‌are‌‌incapable‌‌of‌‌magic‌‌                                             
or‌‌bookkeeping.‌‌Many‌‌have‌‌become‌‌accomplished‌‌healers‌‌or‌‌High‌‌Magic‌‌wielders.‌‌Some‌‌are‌‌greatly‌‌capable‌‌in‌‌the‌‌‌Trades‌,‌‌                                   
like‌‌fishing,‌‌carpentry,‌‌and‌‌baking.‌‌A‌‌more‌‌gregarious‌‌Kyn‌‌may‌‌work‌‌as‌‌a‌‌tavern‌‌keeper,‌‌painter,‌‌or‌‌a‌‌performing‌‌artist‌‌—‌‌or‌‌                                           
positions‌ ‌where‌ ‌they‌ ‌can‌ ‌be‌ ‌among‌ ‌a‌ ‌constant‌ ‌flow‌ ‌of‌ ‌other‌ ‌individuals.‌‌ ‌  

All‌‌Kyn‌‌have‌‌natural‌‌instincts‌‌that‌‌they‌‌choose‌‌to‌‌embrace‌‌or‌‌control.‌‌A‌‌Turtlekyn‌‌might‌‌not‌‌run‌‌very‌‌fast‌‌while‌‌a‌‌Rabbitkyn‌‌                                           
can’t‌‌stop‌‌twitching.‌‌Each‌‌subspecies‌‌is‌‌unique.‌‌One‌‌Catkyn‌‌might‌‌hiss‌‌when‌‌they‌‌get‌‌angry‌‌while‌‌another‌‌is‌‌prone‌‌to‌‌take‌‌                                         
long‌ ‌cat‌ ‌naps.‌‌ ‌  

Many‌ ‌Kyn‌ ‌are‌ ‌nomadic,‌ ‌always‌ ‌seeking‌ ‌safe‌ ‌shelter.‌ ‌To‌ ‌this‌ ‌end,‌‌they‌‌are‌‌likely‌‌to‌‌show‌‌interest‌‌in‌‌new‌‌lands‌‌they‌‌travel‌‌                                           
through.‌‌This‌‌makes‌‌them‌‌great‌‌at‌‌fitting‌‌in,‌‌making‌‌quick‌‌friends‌‌and‌‌improving‌‌safety‌‌through‌‌alliances‌‌and‌‌resources.‌‌Kyn‌‌                                     
can‌ ‌be‌ ‌pragmatists‌ ‌and‌ ‌quick‌ ‌to‌ ‌embrace‌ ‌change‌ ‌partly‌ ‌out‌ ‌of‌ ‌a‌ ‌strong‌ ‌sense‌ ‌of‌ ‌self-preservation.‌ ‌ 

Scenting‌‌is‌‌a‌‌Special‌‌Ability‌‌that‌‌all‌‌Kyn‌‌have.‌‌This‌‌is‌‌used‌‌to‌‌discern‌‌the‌‌presence‌‌of‌‌‌Alchemy‌‌‌by‌‌examining‌‌the‌‌target‌‌for‌‌a‌‌                                               
3-Count‌‌Counted‌‌Action‌‌In‌‌some‌‌Realms‌‌of‌‌REFUGE‌‌the‌‌Scenting‌‌ability‌‌may‌‌have‌‌additional‌‌uses,‌‌such‌‌as‌‌sensing‌‌danger‌‌                                     
or‌ ‌tracking‌ ‌prey.‌‌ ‌  

Species‌ ‌Skills:‌‌ ‌Any‌ ‌2‌ ‌Species‌ ‌Skills‌ ‌with‌ ‌an‌ ‌XP‌ ‌cost;‌‌ ‌‌Claws‌ ‌‌8‌ ‌XP;‌ ‌double‌ ‌cost‌ ‌for‌ ‌‌Read‌ ‌Magic;‌‌ ‌‌Scenting‌ ‌‌Special‌ ‌Ability.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌‌All‌‌Kyn‌‌are‌‌based‌‌on‌‌a‌‌real-world‌‌animal.‌‌No‌‌fictional‌‌creatures‌‌such‌‌as‌‌Gryphons‌‌                                   
or‌ ‌dragons‌ ‌are‌ ‌allowed‌ ‌as‌ ‌Kyn.‌ ‌There‌ ‌are‌ ‌also‌ ‌no‌ ‌cross‌ ‌breeds‌ ‌unless‌ ‌it‌ ‌happens‌ ‌in‌ ‌nature‌ ‌such‌ ‌as‌ ‌a‌ ‌Ligerkyn.‌ ‌ 

What‌ ‌type‌ ‌of‌ ‌Kyn‌ ‌subspecies‌ ‌you‌ ‌are‌ ‌playing‌‌must‌‌be‌‌declared‌‌at‌‌character‌‌creation.‌‌Kyn‌‌must‌‌represent‌‌the‌‌subspecies‌‌                                     
they‌ ‌are‌ ‌(goat,‌ ‌tiger,‌ ‌beetle)‌ ‌in‌ ‌their‌ ‌costuming.‌ ‌This‌ ‌can‌ ‌be‌ ‌done‌ ‌with‌ ‌makeup,‌ ‌prosthetics,‌ ‌or‌ ‌a‌ ‌mask.‌‌ ‌  

All‌‌exposed‌‌skin‌‌must‌‌be‌‌painted‌‌to‌‌match‌‌the‌‌subspecies.‌‌Wearing‌‌a‌‌thin‌‌colored‌‌long‌‌sleeve‌‌shirt‌‌also‌‌works‌‌to‌‌represent‌‌                                         
this.‌ ‌Have‌ ‌fun‌ ‌when‌ ‌picking‌ ‌your‌ ‌subspecies.‌ ‌There‌ ‌are‌ ‌lots‌ ‌of‌ ‌different‌ ‌options‌ ‌for‌ ‌you‌ ‌to‌ ‌choose‌ ‌from‌ ‌and‌ ‌get‌ ‌creative‌ ‌with.‌ ‌ 

‌ ‌   
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Realmsworn‌ ‌ 
The‌ ‌Realmsworn‌ ‌are‌ ‌a‌ ‌pragmatic‌ ‌and‌ ‌stoic‌ ‌species‌ ‌defined‌ ‌by‌ ‌their‌ ‌unyielding‌ ‌commitment‌‌to‌‌duty.‌‌They‌‌are‌‌collectively‌‌                                   
united‌ ‌by‌ ‌the‌ ‌Primal‌ ‌Vow,‌ ‌a‌ ‌shared‌ ‌burden‌ ‌among‌ ‌Realmsworn‌ ‌to‌ ‌protect‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌from‌ ‌outside‌ ‌threats.‌‌                                     
Through‌‌the‌‌Primal‌‌Vow‌‌they‌‌share‌‌a‌‌deep‌‌connection‌‌with‌‌the‌‌land‌‌that‌‌manifests‌‌as‌‌the‌‌rocky‌‌or‌‌bony‌‌protrusions‌‌seen‌‌on‌‌                                           
the‌ ‌faces‌ ‌of‌ ‌Realmsworn.‌ ‌All‌ ‌Realmsworn‌ ‌make‌ ‌the‌ ‌same‌ ‌Primal‌ ‌Vow:‌ ‌ 

“Realms‌ ‌united,‌ ‌heed‌ ‌my‌ ‌vow.‌ ‌ 
I‌ ‌beg‌ ‌you,‌ ‌give‌ ‌me‌ ‌strength.‌ ‌ 
That‌ ‌I‌ ‌may‌ ‌rise‌ ‌against‌ ‌the‌ ‌tide,‌ ‌ 
And‌ ‌on‌ ‌me‌ ‌it‌ ‌shall‌ ‌break.‌ ‌ 
‌ 

The‌ ‌time‌ ‌has‌ ‌come‌ ‌to‌ ‌take‌ ‌a‌ ‌stand,‌ ‌ 
Against‌ ‌threats‌ ‌from‌ ‌beyond.‌ ‌ 
I‌ ‌swear‌ ‌that‌ ‌I‌ ‌shall‌ ‌guard‌ ‌this‌ ‌Realm,‌ ‌ 
and‌ ‌be‌ ‌its‌ ‌paragon.‌ ‌ 
‌ 

This‌ ‌vow,‌ ‌and‌ ‌any‌ ‌I‌ ‌shall‌ ‌swear,‌ 
are‌ ‌my‌ ‌eternal‌ ‌bond.‌ ‌ 
I‌ ‌pledge‌ ‌to‌ ‌serve‌ ‌the‌ ‌Realms‌ ‌and‌ ‌land,‌ ‌ 
‘til‌ ‌my‌ ‌last‌ ‌breath‌ ‌is‌ ‌gone.”‌ ‌ 

The‌‌taking‌‌of‌‌any‌‌vow‌‌is‌‌a‌‌solemn‌‌act‌‌for‌‌Realmsworn‌‌that‌‌requires‌‌significant‌‌deliberation.‌‌Once‌‌taken,‌‌the‌‌vow‌‌becomes‌‌a‌‌                                         
part‌‌of‌‌who‌‌they‌‌are.‌‌Realmsworn‌‌take‌‌immense‌‌pride‌‌in‌‌the‌‌vows‌‌they‌‌have‌‌taken‌‌and‌‌display‌‌this‌‌by‌‌prominently‌‌wearing‌‌a‌‌                                           
physical‌ ‌symbol‌ ‌of‌ ‌their‌ ‌vows,‌ ‌which‌ ‌they‌ ‌call‌ ‌a‌ ‌Var,‌ ‌on‌ ‌their‌ ‌clothing‌ ‌for‌ ‌all‌ ‌to‌ ‌see.‌‌ ‌  

All‌ ‌Realmsworn‌ ‌believe‌ ‌service‌ ‌creates‌ ‌strength.‌ ‌Through‌ ‌serving‌ ‌a‌ ‌cause‌ ‌greater‌ ‌than‌ ‌themselves,‌ ‌they‌ ‌reach‌ ‌their‌ ‌full‌‌                                 
potential‌ ‌and‌ ‌help‌ ‌those‌ ‌around‌ ‌them‌ ‌reach‌ ‌theirs.‌ ‌They‌ ‌are‌ ‌pillars‌ ‌of‌ ‌strength‌ ‌in‌ ‌the‌ ‌community‌ ‌or‌ ‌on‌ ‌the‌ ‌battlefield.‌‌                                       
Realmsworn‌ ‌recognize‌ ‌that‌ ‌bearing‌ ‌great‌ ‌burdens‌ ‌and‌ ‌honoring‌ ‌their‌ ‌vows‌ ‌deepens‌ ‌their‌ ‌connection‌ ‌to‌ ‌the‌ ‌Realm‌ ‌and‌‌                                 
develops‌ ‌the‌ ‌strength‌ ‌they‌ ‌need‌ ‌to‌ ‌protect‌ ‌it.‌ ‌Realmsworn‌ ‌bear‌ ‌an‌ ‌inherent‌ ‌aversion‌ ‌for‌ ‌any‌ ‌creature‌ ‌not‌ ‌native‌ ‌to‌ ‌the‌‌                                       
Realms‌ ‌of‌ ‌REFUGE‌ ‌(such‌ ‌as‌ ‌Elementals‌ ‌or‌ ‌Extraplanar‌ ‌beings).‌ ‌The‌ ‌extent‌ ‌to‌ ‌which‌ ‌this‌ ‌manifests‌ ‌varies‌ ‌but‌ ‌many‌‌                                   
Realmsworn‌ ‌are‌ ‌eager‌ ‌to‌ ‌purge‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌of‌ ‌outside‌ ‌influence.‌‌ ‌  

Species‌ ‌Skills:‌ ‌‌Purchase‌‌ ‌Hardy‌‌ ‌for‌ ‌-1‌ ‌XP;‌ ‌‌Resist‌ ‌Element‌‌ ‌for‌ ‌3‌ ‌XP;‌ ‌‌Species‌‌ ‌‌Resolute‌ ‌‌2‌ ‌XP.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌Realmsworn‌‌are‌‌required‌‌to‌‌wear‌‌prosthetics‌‌on‌‌their‌‌face‌‌that‌‌portray‌‌rocky‌‌or‌‌                                 
bony‌ ‌protrusions.‌ ‌The‌ ‌size‌ ‌and‌ ‌patterning‌ ‌must‌ ‌be‌ ‌such‌ ‌that‌ ‌they‌ ‌could‌ ‌not‌ ‌be‌ ‌mistaken‌ ‌for‌ ‌another‌ ‌species.‌ ‌These‌‌                                     
prosthetics‌‌are‌‌usually‌‌smaller‌‌than‌‌three‌‌inches‌‌and‌‌there‌‌must‌‌be‌‌at‌‌least‌‌three‌‌of‌‌them‌‌on‌‌the‌‌face.‌‌They‌‌must‌‌also‌‌have‌‌a‌‌                                               
Var‌ ‌that‌ ‌is‌ ‌at‌ ‌least‌ ‌two‌ ‌inches‌ ‌in‌ ‌diameter‌ ‌that‌ ‌is‌ ‌worn‌ ‌as‌ ‌part‌ ‌of‌ ‌their‌ ‌costuming.‌ ‌It‌‌may‌‌be‌‌any‌‌shape.‌‌The‌‌Var‌‌is‌‌to‌‌be‌‌                                                     
adorned‌ ‌with‌ ‌decorations‌ ‌to‌ ‌detail‌ ‌each‌ ‌vow‌ ‌the‌ ‌Realmsworn‌ ‌has‌ ‌taken.‌ ‌How‌ ‌this‌ ‌is‌ ‌done‌ ‌is‌‌an‌‌individual‌‌decision‌‌(e.g.,‌‌                                       
gems,‌ ‌feathers,‌ ‌or‌ ‌string.)‌ ‌ 

Stellarean‌ ‌ 
(‌stel-AR-ee-an‌)‌ ‌ 

To‌‌be‌‌a‌‌Stellarean‌‌is‌‌to‌‌be‌‌a‌‌member‌‌of‌‌a‌‌species‌‌of‌‌fallen‌‌stars.‌‌With‌‌this‌‌unique‌‌heritage‌‌comes‌‌an‌‌extraordinary‌‌birthright.‌‌                                             
Every‌ ‌Stellarean‌ ‌is‌ ‌connected‌ ‌to‌ ‌every‌ ‌other‌ ‌member‌ ‌of‌ ‌their‌ ‌species‌ ‌via‌ ‌a‌ ‌deep‌ ‌and‌‌subtle‌‌empathic‌‌bond.‌‌This‌‌means‌‌                                       
when‌ ‌two‌ ‌Stellarean‌ ‌meet‌ ‌for‌ ‌the‌ ‌first‌‌time,‌‌they‌‌are‌‌much‌‌more‌‌likely‌‌to‌‌get‌‌on‌‌well‌‌with‌‌each‌‌other,‌‌and‌‌most‌‌Stellarean‌‌                                             
bond‌ ‌more‌ ‌quickly‌ ‌and‌‌strongly‌‌with‌‌others‌‌of‌‌their‌‌own‌‌species.‌‌Not‌‌to‌‌say‌‌that‌‌the‌‌species‌‌is‌‌unable‌‌to‌‌harbor‌‌great‌‌and‌‌                                             
intense‌‌emotions‌‌towards‌‌members‌‌of‌‌other‌‌species;‌‌not‌‌every‌‌Star‌‌in‌‌the‌‌sky‌‌is‌‌part‌‌of‌‌a‌‌constellation.‌‌In‌‌fact,‌‌it‌‌has‌‌been‌‌                                             
said‌ ‌that‌ ‌a‌ ‌Stellarean‌ ‌can‌ ‌even‌ ‌form‌ ‌a‌ ‌bond‌ ‌with‌ ‌a‌ ‌non-Stellarean‌ ‌so‌ ‌strong,‌ ‌that‌ ‌something‌ ‌very‌‌like‌‌their‌‌species-wide‌‌                                       
empathic‌ ‌link‌ ‌is‌ ‌forged‌ ‌between‌ ‌them.‌ ‌ 
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Stellarean‌‌have‌‌a‌‌natural‌‌curiosity‌‌for‌‌the‌‌world‌‌around‌‌them.‌‌Due‌‌to‌‌their‌‌Celestial‌‌heritage,‌‌everything‌‌about‌‌the‌‌world‌‌feels‌‌                                       
just‌‌a‌‌bit‌‌alien‌‌to‌‌them.‌‌This‌‌causes‌‌them‌‌to‌‌be‌‌drawn‌‌to‌‌meet‌‌new‌‌people,‌‌experience‌‌new‌‌things‌‌and‌‌travel‌‌to‌‌new‌‌places.‌‌                                               
Some‌‌find‌‌this‌‌need‌‌insatiable,‌‌causing‌‌them‌‌to‌‌wander‌‌far‌‌and‌‌wide,‌‌while‌‌others‌‌find‌‌they‌‌can‌‌satisfy‌‌it‌‌within‌‌their‌‌chosen‌‌                                           
community.‌ ‌ 

While‌ ‌the‌ ‌feel‌ ‌of‌ ‌being‌ ‌around‌ ‌other‌ ‌Stellarean‌ ‌is‌ ‌appealing‌ ‌to‌ ‌some,‌ ‌that‌ ‌empathic‌ ‌link‌‌can‌‌also‌‌become‌‌overwhelming.‌‌                                     
Some‌ ‌take‌ ‌to‌ ‌wandering‌ ‌alone‌ ‌or‌ ‌in‌ ‌groups‌ ‌of‌ ‌other‌ ‌species‌ ‌to‌ ‌clear‌ ‌their‌ ‌heads.‌ ‌But‌ ‌that‌ ‌pull‌ ‌to‌ ‌another‌ ‌Star‌ ‌is‌ ‌not‌‌                                             
insignificant‌‌and‌‌can‌‌sometimes‌‌contribute‌‌to‌‌the‌‌wanderlust‌‌a‌‌Stellarean‌‌feels,‌‌pushing‌‌some‌‌eventually‌‌to‌‌search‌‌for‌‌their‌‌                                   
own‌ ‌species‌ ‌once‌ ‌more.‌ ‌ 

Stellarean‌‌culture‌‌is‌‌eclectic.‌‌From‌‌the‌‌unique‌‌experiences‌‌each‌‌Stellarean‌‌has,‌‌they‌‌develop‌‌their‌‌own‌‌customs.‌ ‌As‌‌such,‌‌it‌‌                                     
is‌‌not‌‌unheard‌‌of‌‌for‌‌a‌‌newly‌‌arrived‌‌Stellarean‌‌to‌‌seek‌‌out‌‌those‌‌already‌‌established‌‌in‌‌that‌‌land.‌ ‌This‌‌is‌‌a‌‌way‌‌to‌‌appease‌‌                                               
that‌ ‌desire‌ ‌to‌ ‌meet‌ ‌more‌ ‌of‌ ‌their‌ ‌kind,‌ ‌but‌ ‌also‌ ‌make‌ ‌sure‌ ‌not‌ ‌to‌‌disrupt‌‌any‌‌of‌‌the‌‌customs‌‌those‌‌established‌‌Stellarean‌‌                                           
possess.‌‌ ‌  

Stellarean‌‌personalities‌‌are‌‌as‌‌varied‌‌as‌‌the‌‌stars‌‌in‌‌the‌‌sky.‌ ‌However,‌‌they‌‌do‌‌have‌‌a‌‌tendency‌‌to‌‌be‌‌outgoing,‌‌friendly‌‌and‌‌                                           
irrepressibly‌ ‌free-spirited.‌ ‌Their‌ ‌lust‌ ‌for‌ ‌life‌ ‌is‌ ‌legendary.‌ ‌They‌ ‌don’t‌ ‌dress‌ ‌or‌ ‌speak‌ ‌in‌ ‌any‌ ‌particular‌ ‌way,‌ ‌instead‌ ‌being‌‌                                     
heavily‌ ‌influenced‌ ‌by‌ ‌the‌ ‌cultures‌ ‌around‌ ‌them.‌ ‌ 

As‌ ‌a‌ ‌fallen‌ ‌Star,‌ ‌Stellarean‌ ‌are‌ ‌mildly‌ ‌resistant‌ ‌to‌ ‌Earth‌ ‌Magic,‌ ‌giving‌ ‌them‌ ‌the‌ ‌ability‌ ‌to‌‌ ‌Resist‌ ‌Curse‌.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌Resist‌ ‌Curse‌‌ ‌4‌ ‌XP‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌Each‌ ‌Stellarean‌ ‌brings‌ ‌a‌ ‌piece‌ ‌of‌‌their‌‌Star‌‌with‌‌them‌‌when‌‌they‌‌are‌‌born‌‌into‌‌                                     
their‌ ‌physical‌ ‌bodies,‌ ‌which‌ ‌manifest‌ ‌as‌ ‌gems‌ ‌located‌ ‌on‌ ‌their‌ ‌heads.‌ ‌Some‌ ‌may‌ ‌only‌ ‌have‌‌one‌‌or‌‌two,‌‌while‌‌others‌‌are‌‌                                         
adorned‌‌with‌‌small‌‌clusters‌‌of‌‌gems.‌‌These‌‌gems‌‌always‌‌appear‌‌at‌‌or‌‌above‌‌the‌‌brow‌‌line,‌‌often‌‌near‌‌an‌‌eye,‌‌though‌‌never‌‌                                           
reaching‌ ‌the‌ ‌middle‌ ‌of‌ ‌the‌ ‌forehead.‌ ‌ 

Stone‌ ‌Elf‌ ‌ 
Stone‌‌Elves‌‌have‌‌alabaster‌‌white‌‌skin,‌‌pointed‌‌ears,‌‌and‌‌lips‌‌that‌‌are‌‌black‌‌or‌‌another‌‌dark‌‌color‌‌other‌‌than‌‌red.‌‌Some‌‌are‌‌                                           
born‌ ‌with‌ ‌patterns‌ ‌of‌ ‌glyphs‌ ‌on‌ ‌their‌ ‌skin.‌‌ ‌  

Legends‌‌say‌‌that‌‌long‌‌ago‌‌a‌‌group‌‌of‌‌Dark‌‌Elves‌‌were‌‌changed‌‌by‌‌a‌‌Celestial‌‌Magic‌‌Backlash‌‌into‌‌the‌‌stoic‌‌Stone‌‌Elves‌‌of‌‌                                             
today,‌‌removed‌‌from‌‌the‌‌reckless‌‌emotions‌‌that‌‌once‌‌brought‌‌them‌‌ruin.‌‌Stone‌‌Elves‌‌show‌‌nearly‌‌no‌‌emotion‌‌and‌‌have‌‌the‌‌                                       
appearance‌ ‌of‌ ‌being‌ ‌eternally‌ ‌calm.‌ ‌Their‌‌discipline‌‌and‌‌their‌‌mental‌‌strength‌‌enable‌‌them‌‌to‌‌suppress‌‌outward‌‌emotional‌‌                                 
expression.‌‌Most‌‌spend‌‌a‌‌lifetime‌‌seeking‌‌to‌‌be‌‌rid‌‌of‌‌inner‌‌turmoil‌‌as‌‌well‌‌and‌‌proximity‌‌to‌‌others’‌‌emotional‌‌expressions‌‌can‌‌                                         
be‌ ‌uncomfortable.‌ ‌Some‌ ‌claim‌ ‌that‌ ‌this‌ ‌discomfort‌ ‌is‌ ‌due‌ ‌to‌ ‌Stone‌ ‌Elves‌ ‌feeling‌ ‌physical‌ ‌pain‌ ‌when‌ ‌exposed‌ ‌to‌ ‌strong‌‌                                     
emotion,‌ ‌though‌ ‌Stone‌ ‌Elves‌ ‌themselves‌ ‌are‌ ‌typically‌ ‌quite‌ ‌reticent‌ ‌to‌ ‌discuss‌ ‌such‌ ‌matters.‌‌ ‌  

Stone‌ ‌Elves‌ ‌live‌ ‌many‌ ‌centuries,‌ ‌and‌ ‌as‌ ‌such‌ ‌they‌ ‌have‌ ‌a‌ ‌different‌ ‌view‌ ‌on‌ ‌matters‌ ‌than‌ ‌Humans‌ ‌and‌ ‌other‌ ‌short-lived‌                                       
species.‌ ‌Pragmatism‌ ‌is‌ ‌easier‌ ‌to‌ ‌learn‌ ‌for‌ ‌them,‌ ‌as‌ ‌it‌ ‌is‌ ‌a‌ ‌common‌ ‌belief‌ ‌that‌ ‌most‌ ‌conflicts‌ ‌resolve‌ ‌themselves‌ ‌with‌ ‌time.‌‌ ‌  

While‌ ‌the‌ ‌specifics‌ ‌of‌ ‌Stone‌ ‌Elf‌ ‌societies‌‌may‌‌differ,‌‌they‌‌are‌‌always‌‌based‌‌upon‌‌a‌‌carefully‌‌reasoned‌‌format.‌‌Most‌‌Stone‌‌                                       
Elves‌‌have‌‌the‌‌goal‌‌of‌‌productively‌‌contributing‌‌to‌‌their‌‌communities.‌‌It‌‌is‌‌common‌‌for‌‌any‌‌Stone‌‌Elf‌‌community‌‌of‌‌significant‌                                       
size‌ ‌to‌ ‌arrange‌ ‌itself‌ ‌into‌ ‌subsets‌ ‌such‌ ‌as‌ ‌houses‌ ‌or‌ ‌research‌ ‌conclaves‌ ‌led‌ ‌by‌ ‌elders,‌ ‌which‌ ‌can‌ ‌manage‌ ‌parts‌ ‌of‌ ‌the‌‌                                         
community‌ ‌rather‌ ‌than‌ ‌every‌ ‌issue‌ ‌requiring‌ ‌the‌ ‌attention‌ ‌of‌ ‌every‌ ‌member.‌ ‌ 

Stone‌‌Elves’‌‌thirst‌‌for‌‌knowledge‌‌can‌‌take‌‌them‌‌all‌‌over‌‌the‌‌Realms.‌‌These‌‌quests‌‌often‌‌last‌‌for‌‌decades‌‌or‌‌even‌‌centuries‌‌                                         
and‌ ‌are‌ ‌frequently‌ ‌regarded‌ ‌as‌ ‌a‌ ‌rite‌ ‌of‌ ‌passage‌ ‌for‌ ‌young‌ ‌Stone‌ ‌Elves.‌‌ ‌  

Stone‌ ‌Elves’‌ ‌emotional‌ ‌control‌ ‌gives‌ ‌them‌ ‌the‌ ‌precision‌ ‌needed‌ ‌to‌ ‌write‌ ‌magical‌ ‌language.‌ ‌Their‌‌intense‌‌focus‌‌and‌‌keen‌‌                                   
senses‌ ‌produce‌ ‌capable‌ ‌archers,‌ ‌while‌ ‌their‌ ‌rigorous‌ ‌mental‌ ‌practices‌ ‌make‌ ‌overcoming‌ ‌Command‌ ‌magic‌ ‌simple.‌ ‌Stone‌‌                             
Elves‌‌are‌‌gifted‌‌with‌‌Mental‌‌Abilities‌‌that‌‌allow‌‌certain‌‌powers‌‌over‌‌the‌‌minds‌‌of‌‌others.‌‌While‌‌a‌‌great‌‌many‌‌follow‌‌the‌‌path‌‌of‌‌                                             
the‌ ‌Scholar,‌ ‌they‌ ‌have‌ ‌no‌ ‌natural‌ ‌affinity‌ ‌for‌ ‌learning‌ ‌Spells.‌ ‌ 
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Roleplaying‌‌a‌‌Stone‌‌Elf‌‌can‌‌be‌‌mentally‌‌draining‌‌as‌‌it‌‌involves‌‌watching‌‌yourself‌‌for‌‌most‌‌any‌‌sign‌‌of‌‌emotion‌‌and‌‌repressing‌‌                                         
expressions.‌‌Please‌‌take‌‌care‌‌to‌‌give‌‌yourself‌‌OOG‌‌breaks‌‌if‌‌needed.‌‌See‌‌the‌‌Stone‌‌Elf‌‌Species‌‌Packet‌‌for‌‌information‌‌on‌‌                                       
glyphs‌ ‌in‌ ‌your‌ ‌Chapter,‌ ‌the‌‌fabled‌‌mindbonds,‌‌and‌‌other‌‌tips‌‌and‌‌tricks‌‌for‌‌bringing‌‌your‌‌Stone‌‌Elf‌‌to‌‌life.‌‌For‌‌examples‌‌of‌‌                                           
skin‌ ‌glyphs‌ ‌in‌ ‌your‌ ‌Campaign,‌ ‌check‌ ‌with‌ ‌the‌ ‌local‌ ‌Chapter.‌ ‌ 

Species‌ ‌Skills:‌‌ ‌‌Create‌ ‌Scroll‌‌ ‌purchased‌ ‌at‌ ‌-1XP;‌ ‌half‌ ‌cost‌ ‌for‌ ‌‌Archery‌;‌ ‌Mental‌ ‌Abilities;‌‌ ‌‌Resist‌ ‌Command‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌‌Stone‌ ‌Elves‌ ‌must‌ ‌have‌ ‌pointed‌ ‌elf‌ ‌ears.‌ ‌All‌ ‌exposed‌ ‌skin‌ ‌must‌ ‌have‌ ‌white‌‌                                 
makeup,‌ ‌and‌ ‌lips‌ ‌may‌ ‌be‌ ‌any‌ ‌dark‌ ‌color‌ ‌that‌ ‌is‌ ‌not‌ ‌a‌ ‌shade‌ ‌of‌ ‌red.‌ ‌ 

Syladrin‌‌ ‌  
(‌sill-AH-dren‌)‌ ‌ 

The‌‌Syladrin‌‌are‌‌descended‌‌from‌‌the‌‌Fey,‌‌their‌‌closest‌‌cousins‌‌being‌‌satyrs‌‌and‌‌fauns.‌‌They‌‌are‌‌truly‌‌a‌‌communal‌‌society‌‌                                       
believing‌ ‌“it‌ ‌takes‌ ‌a‌ ‌village”‌ ‌to‌ ‌accomplish‌ ‌most‌ ‌tasks,‌ ‌from‌ ‌defeating‌ ‌a‌ ‌vile‌ ‌foe‌ ‌to‌ ‌raising‌ ‌children.‌ ‌As‌ ‌such‌ ‌they‌‌have‌‌a‌‌                                           
strange‌‌idea‌‌of‌‌personal‌‌possession‌‌compared‌‌to‌‌other‌‌species,‌‌finding‌‌little‌‌reason‌‌to‌‌hoard‌‌wealth‌‌when‌‌it‌‌can‌‌be‌‌spent‌‌for‌‌                                         
the‌ ‌betterment‌ ‌of‌ ‌the‌ ‌community;‌ ‌be‌ ‌that‌ ‌in‌ ‌arms‌ ‌and‌ ‌equipment‌ ‌or‌ ‌throwing‌ ‌a‌ ‌lavish‌ ‌party‌ ‌to‌ ‌raise‌ ‌everyone’s‌ ‌spirits.‌ ‌ 

The‌‌Syladrin‌‌hold‌‌the‌‌ideal‌‌of‌‌personal‌‌freedom‌‌in‌‌high‌‌esteem‌‌and‌‌are‌‌reluctant‌‌to‌‌take‌‌away‌‌that‌‌freedom‌‌from‌‌any‌‌sentient‌‌                                           
beings‌ ‌without‌ ‌due‌ ‌reason.‌ ‌They‌ ‌abhor‌ ‌Command‌ ‌magics,‌ ‌though‌ ‌the‌ ‌strength‌ ‌of‌ ‌their‌ ‌revulsion‌ ‌is‌ ‌different‌ ‌from‌‌                                 
person-to-person‌‌and‌‌community-to-community.‌‌Their‌‌respect‌‌for‌‌personal‌‌freedom‌‌is‌‌so‌‌strong‌‌that‌‌their‌‌wills‌‌are‌‌notoriously‌‌                               
hard‌ ‌to‌ ‌break.‌‌ ‌  

Syladrin‌‌cannot‌‌help‌‌but‌‌tinker‌‌and‌‌learn‌‌about‌‌the‌‌world‌‌around‌‌them,‌‌either‌‌dabbling‌‌a‌‌little‌‌in‌‌a‌‌lot‌‌of‌‌subjects‌‌or‌‌becoming‌‌                                             
experts‌ ‌in‌ ‌their‌ ‌fields.‌  ‌This‌ ‌natural‌ ‌propensity‌ ‌to‌ ‌learning‌ ‌allows‌ ‌thema‌ ‌unique‌ ‌relationship‌ ‌with‌ ‌the‌ ‌‌Trades‌ ‌‌Skill.‌ ‌ 

Fey‌ ‌blood‌ ‌courses‌ ‌through‌ ‌their‌ ‌veins,‌ ‌leaving‌ ‌them‌ ‌apart‌ ‌from‌ ‌most‌ ‌of‌ ‌the‌ ‌effects‌ ‌of‌ ‌the‌ ‌passage‌ ‌of‌ ‌time.‌ ‌As‌‌such,‌‌the‌‌                                           
Syladrin‌ ‌have‌ ‌no‌ ‌known‌ ‌maximum‌ ‌age,‌ ‌instead‌ ‌dying‌ ‌from‌ ‌other‌ ‌causes‌ ‌such‌ ‌as‌ ‌accidents,‌ ‌disease,‌ ‌or‌ ‌war.‌ ‌ 

Species‌‌Skills:‌‌‌Break‌‌Command‌‌4‌‌XP;‌‌‌Resist‌‌Command‌‌4‌‌XP;‌‌‌Trades‌‌‌Skill‌‌costs‌‌1‌‌XP‌‌(must‌‌purchase‌‌1‌‌rank‌‌per‌‌level‌‌until‌‌                                           
5‌ ‌have‌ ‌been‌ ‌purchased)‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Elf‌‌ears‌‌and‌‌use‌‌horns‌‌of‌‌any‌‌safe‌‌size‌‌on‌‌the‌‌forehead.‌‌Ear‌‌prosthetics‌‌can‌‌be‌‌                                       
any‌ ‌length‌ ‌the‌ ‌player‌ ‌chooses‌ ‌if‌ ‌they‌ ‌are‌ ‌elf‌ ‌ears.‌ ‌Horns‌ ‌can‌ ‌be‌ ‌any‌ ‌color(s)‌ ‌and‌ ‌shape‌ ‌of‌ ‌the‌ ‌player’s‌ ‌choosing.‌ ‌ 

Monster‌ ‌Characters‌ ‌ 
Many‌ ‌players‌ ‌have‌ ‌the‌ ‌dream‌ ‌of‌ ‌playing‌ ‌monster‌ ‌characters‌ ‌as‌ ‌their‌ ‌PCs.‌ ‌The‌ ‌thought‌ ‌of‌ ‌playing‌ ‌a‌ ‌goblin,‌ ‌werewolf‌ ‌or‌‌                                       
vampire‌‌PC‌‌can‌‌be‌‌lots‌‌of‌‌fun‌‌for‌‌the‌‌player,‌‌but‌‌is‌‌not‌‌allowed‌‌by‌‌the‌‌REFUGE‌‌LARP‌‌rules.‌‌The‌‌game‌‌system‌‌is‌‌designed‌‌to‌                                                 
be‌ ‌balanced.‌ ‌Monster‌ ‌rules‌ ‌were‌ ‌never‌ ‌meant‌ ‌to‌ ‌be‌ ‌given‌ ‌to‌ ‌players,‌ ‌because‌ ‌it‌ ‌would‌ ‌throw‌ ‌that‌ ‌balance‌ ‌off.‌ ‌ 

PC‌ ‌monsters‌ ‌only‌ ‌foster‌ ‌unwanted‌ ‌conflicts‌ ‌between‌ ‌players.‌ ‌PCs‌ ‌playing‌ ‌these‌ ‌monsters‌ ‌are‌ ‌bound‌ ‌to‌ ‌be‌ ‌attacked‌ ‌or‌‌                                   
hunted‌‌down‌‌by‌‌other‌‌players,‌‌and‌‌the‌‌hard‌‌feelings‌‌that‌‌erupt‌‌from‌‌players‌‌who‌‌are‌‌trying‌‌to‌‌play‌‌true‌‌to‌‌their‌‌monster‌‌form‌‌                                             
often‌‌turn‌‌into‌‌OOG‌‌arguments.‌‌PC‌‌versus‌‌PC‌‌conflicts‌‌are‌‌important‌‌to‌‌the‌‌game,‌‌but‌‌when‌‌one‌‌PC‌‌is‌‌seen‌‌as‌‌having‌‌an‌‌                                             
unfair‌ ‌advantage‌ ‌due‌ ‌to‌ ‌powers‌ ‌that‌ ‌cannot‌ ‌be‌ ‌achieved‌ ‌by‌ ‌other‌ ‌PCs,‌ ‌then‌ ‌OOG‌ ‌arguments‌ ‌ensue.‌ ‌ 

Most‌‌importantly,‌‌it‌‌should‌‌be‌‌noted‌‌that‌‌monsters‌‌are‌‌all‌‌controlled‌‌by‌‌the‌‌Plot‌‌Team.‌‌This‌‌allows‌‌Plot‌‌Teams‌‌to‌‌monitor‌‌and‌‌                                           
properly‌‌scale‌‌events‌‌and‌‌decide‌‌when‌‌Cast‌‌characters‌‌enter‌‌the‌‌game‌‌and‌‌how‌‌they‌‌will‌‌act,‌‌and‌‌when‌‌to‌‌pull‌‌them‌‌if‌‌things‌‌                                             
are‌ ‌getting‌ ‌out‌ ‌of‌ ‌control‌ ‌or‌ ‌if‌ ‌the‌ ‌direction‌ ‌of‌ ‌the‌ ‌game‌ ‌needs‌ ‌tweaking.‌‌ ‌  

PC‌ ‌monsters‌ ‌throw‌ ‌all‌ ‌that‌‌out‌‌the‌‌window,‌‌because‌‌unlike‌‌Cast,‌‌PCs‌‌have‌‌free‌‌will.‌‌With‌‌PC‌‌monsters‌‌out‌‌there,‌‌the‌‌Plot‌‌                                           
Team‌ ‌spends‌ ‌all‌ ‌its‌ ‌time‌ ‌trying‌ ‌to‌ ‌deal‌ ‌with‌ ‌these‌ ‌wild‌ ‌cards‌ ‌instead‌ ‌of‌ ‌running‌ ‌its‌ ‌own‌ ‌plots.‌ ‌ 

Plot‌ ‌Teams‌ ‌may‌ ‌sometimes‌ ‌run‌ ‌storylines‌ ‌where‌ ‌PCs‌ ‌become‌ ‌monsters.‌ ‌In‌ ‌cases‌ ‌of‌‌this‌‌affliction‌‌you‌‌must‌‌abide‌‌by‌‌the‌‌                                       
personality‌ ‌requirements‌ ‌and‌ ‌Plot‌ ‌Team‌ ‌controlled‌ ‌directives.‌ ‌ ‌   

21‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

Chapter‌ ‌III:‌ ‌Classes‌ ‌ 
Any‌ ‌character,‌ ‌regardless‌ ‌of‌ ‌class‌ ‌can‌ ‌purchase‌ ‌any‌ ‌Skill‌ ‌and‌ ‌wear‌ ‌any‌ ‌armor,‌ ‌but‌ ‌it‌ ‌is‌ ‌more‌ ‌difficult‌ ‌to‌ ‌purchase‌ ‌Skills‌‌                                         
outside‌ ‌of‌ ‌your‌ ‌chosen‌ ‌class’‌ ‌preferences.‌ ‌A‌ ‌character’s‌ ‌class‌ ‌defines‌ ‌which‌ ‌Skills‌ ‌might‌ ‌be‌ ‌easily‌‌obtained.‌‌The‌‌seven‌‌                                   
classes‌‌have‌‌different‌‌advantages‌‌when‌‌purchasing‌‌Skills,‌‌as‌‌well‌‌as‌‌varying‌‌toughness,‌‌as‌‌represented‌‌by‌‌Body‌‌Points‌‌and‌‌                                   
Armor‌ ‌Point‌ ‌Maximums.‌‌ ‌  

Classes‌ ‌offer‌ ‌distinct‌ ‌advantages‌ ‌in‌ ‌XP‌ ‌costs‌ ‌of‌‌Skill‌‌purchases.‌‌Fighter‌‌has‌‌the‌‌most‌‌inexpensive‌‌costs‌‌for‌‌Martial‌‌Skills,‌‌                                     
Rogue‌ ‌for‌ ‌Stealth‌ ‌Skills,‌ ‌and‌ ‌Scholar‌ ‌for‌ ‌Magic‌ ‌Skills.‌ ‌Three‌ ‌more‌ ‌classes‌ ‌are‌ ‌less‌ ‌expensive‌ ‌in‌ ‌two‌ ‌categories:‌ ‌Scout‌‌                                     
between‌ ‌Fighter‌ ‌and‌‌Rogue,‌‌Adept‌‌between‌‌Rogue‌‌and‌‌Scholar,‌‌and‌‌Spellsword‌‌between‌‌Scholar‌‌and‌‌Fighter.‌‌Finally,‌‌the‌‌                                 
Artisan‌ ‌class‌ ‌stands‌ ‌alone‌ ‌specializing‌ ‌in‌ ‌Trades‌ ‌and‌ ‌Crafting‌ ‌Skills.‌ ‌ 

Classes‌ ‌ 
Fighter:‌‌Fighters‌‌excel‌‌with‌‌a‌‌variety‌‌of‌‌weaponry,‌‌able‌‌to‌‌take‌‌the‌‌most‌‌damage‌‌and‌‌fight‌‌their‌‌opponents‌‌toe‌‌to‌‌toe‌‌better‌‌                                           
than‌ ‌any‌ ‌other‌ ‌class.‌ ‌Fighters‌ ‌may‌ ‌use‌ ‌the‌‌strongest‌‌sets‌‌of‌‌Armor‌‌easier‌‌than‌‌other‌‌classes,‌‌and‌‌purchase‌‌Weapon‌‌and‌‌                                       
Martial‌‌Skills‌‌at‌‌the‌‌lowest‌‌possible‌‌cost.‌‌If‌‌being‌‌in‌‌the‌‌thick‌‌of‌‌combat‌‌and‌‌dealing‌‌out‌‌damage,‌‌or‌‌protecting‌‌your‌‌allies‌‌is‌‌                                             
your‌‌goal,‌‌the‌‌Fighter‌‌is‌‌a‌‌great‌‌choice.‌‌Fighters‌‌also‌‌make‌‌excellent‌‌archers,‌‌and‌‌many‌‌of‌‌their‌‌attacks‌‌lend‌‌themselves‌‌to‌‌                                         
ranged‌ ‌combat.‌‌ ‌  

Scout:‌‌‌Scouts‌‌are‌‌meant‌‌to‌‌be‌‌a‌‌very‌‌mobile‌‌damage‌‌dealer.‌‌They‌‌are‌‌a‌‌bit‌‌more‌‌heavily‌‌armored‌‌than‌‌a‌‌Rogue,‌‌but‌‌less‌‌                                             
than‌‌a‌‌Fighter.‌‌They‌‌can‌‌mix‌‌up‌‌the‌‌damage‌‌of‌‌a‌‌Fighter‌‌with‌‌the‌‌defenses‌‌of‌‌a‌‌Rogue‌‌which‌‌makes‌‌them‌‌a‌‌good‌‌option‌‌for‌‌                                                 
those‌ ‌that‌ ‌would‌ ‌like‌ ‌to‌ ‌dip‌ ‌into‌ ‌both‌ ‌Martial‌ ‌and‌ ‌Stealth‌ ‌Skills.‌ ‌ 

Rogue:‌‌‌Rogues‌‌are‌‌very‌‌capable‌‌of‌‌debuffing‌‌their‌‌foes,‌‌disabling‌‌attacks,‌‌and‌‌dealing‌‌incredible‌‌damage‌‌quickly‌‌when‌‌they‌‌                                   
get‌‌behind‌‌their‌‌opponents.‌‌They‌‌also‌‌serve‌‌as‌‌capable‌‌Archers‌‌and‌‌Alchemists,‌‌throwing‌‌gas‌‌and‌‌Trap‌‌Globes‌‌into‌‌the‌‌fray.‌‌                                       
Rogues‌ ‌are‌‌more‌‌lightly‌‌armored‌‌and‌‌have‌‌less‌‌Body‌‌Points‌‌than‌‌Fighters‌‌but‌‌have‌‌the‌‌best‌‌Skills‌‌to‌‌avoid‌‌enemy‌‌attacks‌‌                                         
altogether.‌ ‌ 

Adept:‌ ‌Adepts‌ ‌blend‌ ‌the‌ ‌Skills‌ ‌of‌ ‌Rogues‌ ‌and‌ ‌Scholars.‌ ‌They‌ ‌can‌ ‌debilitate‌ ‌an‌ ‌opponent‌ ‌with‌ ‌carefully‌ ‌aimed‌ ‌attacks.‌‌                                   
Alchemy‌,‌ ‌traps,‌ ‌and‌ ‌spells.‌ ‌Being‌ ‌able‌ ‌to‌ ‌unleash‌ ‌a‌ ‌barrage‌ ‌of‌ ‌both‌ ‌‌Backstabs‌ ‌‌and‌ ‌spells‌ ‌can‌ ‌overwhelm‌ ‌an‌ ‌opponent‌‌                                     
quickly,‌ ‌and‌ ‌sometimes‌ ‌more‌ ‌importantly,‌ ‌silently.‌ ‌ 

Scholar:‌ ‌‌Scholars‌ ‌can‌ ‌wield‌ ‌the‌ ‌power‌ ‌of‌ ‌life‌ ‌and‌ ‌death.‌ ‌They‌ ‌excel‌ ‌in‌‌multiple‌‌roles‌‌–‌‌with‌‌their‌‌spells‌‌they‌‌can‌‌support‌‌                                           
others‌‌in‌‌combat,‌‌they‌‌can‌‌deal‌‌direct‌‌damage‌‌themselves,‌‌or‌‌they‌‌can‌‌heal‌‌their‌‌allies‌‌and‌‌themselves.‌‌Scholars‌‌are‌‌lightly‌‌                                       
armored‌‌and‌‌have‌‌the‌‌lowest‌‌Body‌‌Points,‌‌but‌‌excel‌‌in‌‌casting‌‌spells,‌‌imbuing‌‌items,‌‌and‌‌evoking‌‌raw‌‌elemental‌‌energies.‌‌If‌‌                                       
wielding‌ ‌powerful‌ ‌spells‌ ‌is‌ ‌intriguing,‌ ‌Scholar‌ ‌is‌ ‌the‌ ‌right‌ ‌choice.‌ ‌ 

Spellsword:‌ ‌‌Spellswords‌ ‌shine‌ ‌using‌ ‌moderate‌ ‌amounts‌ ‌of‌ ‌armor‌ ‌and‌ ‌wielding‌ ‌traditional‌ ‌weapons‌ ‌and‌ ‌spells‌ ‌alike‌ ‌to‌‌                               
support‌‌their‌‌allies.‌‌They‌‌excel‌‌at‌‌versatile‌‌combinations‌‌to‌‌buff‌‌and‌‌heal‌‌their‌‌team‌‌or‌‌debuff‌‌and‌‌damage‌‌opponents.‌‌The‌‌                                       
capability‌ ‌to‌ ‌protect‌ ‌themselves‌ ‌from‌ ‌both‌ ‌magic‌ ‌and‌ ‌weapon‌ ‌attacks‌‌makes‌‌them‌‌invaluable‌‌on‌‌the‌‌battlefield.‌‌For‌‌those‌                                   
who‌ ‌want‌ ‌great‌ ‌variety,‌ ‌Spellsword‌ ‌is‌ ‌a‌ ‌solid‌ ‌choice.‌ ‌ 

Artisan:‌‌The‌‌Artisan‌‌class‌‌is‌‌the‌‌epitome‌‌of‌‌production‌‌creation.‌‌Artisans‌‌gain‌‌power‌‌not‌‌through‌‌combat‌‌Skills‌‌but‌‌through‌‌                                     
wealth‌‌and‌‌influence.‌‌Artisans‌‌do‌‌not‌‌excel‌‌in‌‌weapon‌‌use‌‌or‌‌spellcasting,‌‌but‌‌at‌‌mercantile‌‌pursuits,‌‌undertaking‌‌trade,‌‌and‌‌                                     
are‌ ‌excellent‌ ‌pure‌ ‌crafters.‌ ‌ 

Body‌ ‌and‌ ‌Armor‌ ‌Points‌ ‌ 
Two‌‌important‌‌statistics,‌‌Body‌‌Points‌‌and‌‌Armor‌‌Points,‌‌are‌‌based‌‌on‌‌a‌‌character’s‌‌class.‌‌All‌‌characters‌‌begin‌‌with‌‌10‌‌Body‌‌                                       
Points.‌‌A‌‌character‌‌gains‌‌+1‌‌Body‌‌Point‌‌at‌‌a‌‌rate‌‌based‌‌on‌‌their‌‌class‌‌per‌‌the‌‌table‌‌below.‌‌The‌‌‌Hardy‌‌‌Skill‌‌can‌‌be‌‌used‌‌to‌‌                                                 
purchase‌ ‌5‌ ‌additional‌ ‌Body‌ ‌Points‌ ‌for‌ ‌each‌ ‌time‌ ‌the‌ ‌Skill‌ ‌is‌ ‌purchased‌ ‌no‌ ‌matter‌ ‌what‌ ‌class‌ ‌you‌ ‌are.‌ ‌ 

In‌ ‌addition,‌ ‌all‌‌classes‌‌are‌‌limited‌‌in‌‌how‌‌many‌‌Armor‌‌Points‌‌they‌‌can‌‌use.‌‌These‌‌maximum‌‌Armor‌‌Points‌‌are‌‌listed‌‌in‌‌the‌‌                                           
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chart‌ ‌as‌ ‌well.‌ ‌The‌ ‌‌Wear‌‌Extra‌‌Armor‌‌‌Skill‌‌allows‌‌characters‌‌to‌‌wear‌‌+1‌‌Armor‌‌Point‌‌above‌‌their‌‌Armor‌‌Point‌‌Maximum‌‌for‌‌                                         
each‌ ‌time‌ ‌the‌ ‌Skill‌ ‌is‌ ‌purchased.‌ ‌ 

‌ 

‌ 

Changing‌ ‌Class‌ ‌ 
Players‌‌may‌‌change‌‌the‌‌class‌‌of‌‌their‌‌characters‌‌over‌‌time.‌‌You‌‌can‌‌choose‌‌to‌‌change‌‌your‌‌character’s‌‌class‌‌by‌‌logging‌‌onto‌‌                                         
the‌‌RPDb‌‌and‌‌clicking‌‌on‌‌your‌‌current‌‌class.‌‌This‌‌will‌‌take‌‌you‌‌to‌‌a‌‌new‌‌page‌‌that‌‌will‌‌show‌‌you‌‌if‌‌you‌‌have‌‌enough‌‌XP‌‌to‌‌                                                   
change‌ ‌classes.‌  ‌Additionally,‌ ‌a‌ ‌character‌ ‌may‌ ‌swap‌ ‌their‌ ‌choice‌ ‌of‌ ‌Primary‌ ‌and‌ ‌Secondary‌ ‌schools‌ ‌of‌ ‌magic.‌ ‌ 

You‌‌may‌‌never‌‌have‌‌a‌‌negative‌‌amount‌‌of‌‌XP,‌‌and‌‌the‌‌RPDb‌‌will‌‌not‌‌allow‌‌you‌‌to‌‌change‌‌your‌‌class‌‌if‌‌it‌‌would‌‌cost‌‌more‌‌XP‌‌                                                   
than‌ ‌you‌ ‌have‌ ‌available.‌ ‌ 

It‌‌costs‌‌less‌‌in‌‌XP‌‌to‌‌change‌‌to‌‌and‌‌from‌‌related‌‌classes‌‌(Fighter‌‌to‌‌Spellsword‌‌or‌‌Scout)‌‌than‌‌it‌‌is‌‌to‌‌go‌‌from‌‌one‌‌class‌‌to‌‌a‌‌                                                     
completely‌ ‌unrelated‌ ‌one‌ ‌(Fighter‌ ‌to‌ ‌Scholar‌ ‌or‌ ‌Rogue).‌‌ ‌  

This‌ ‌part‌ ‌of‌ ‌the‌ ‌game‌ ‌system‌ ‌is‌ ‌never‌ ‌available‌ ‌at‌ ‌or‌ ‌during‌ ‌an‌ ‌event.‌ ‌ 

‌ 

‌ 
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CLASS‌ ‌  XP‌ ‌BETWEEN‌ ‌BODY‌ ‌POINTS‌ ‌  ARMOR‌ ‌POINT‌ ‌MAXIMUM‌ ‌ 

Fighter‌ ‌  5‌ ‌  35‌ ‌ 

Scout‌ ‌  7‌ ‌  25‌ ‌ 

Rogue‌ ‌  8‌ ‌  25‌ ‌ 

Adept‌ ‌  10‌ ‌  20‌ ‌ 

Scholar‌ ‌  15‌ ‌  15‌ ‌ 

Spellsword‌ ‌  9‌ ‌  25‌ ‌ 

Artisan‌ ‌  12‌ ‌  20‌ ‌ 



‌ 

Chapter‌ ‌IV:‌ ‌Combat‌ ‌ 
Simulated‌ ‌combat‌ ‌is‌ ‌a‌ ‌large‌ ‌part‌ ‌of‌ ‌REFUGE‌ ‌LARP.‌‌It‌‌is‌‌important‌‌to‌‌understand‌‌how‌‌the‌‌combat‌‌system‌‌operates.‌ ‌This‌‌                                       
section‌ ‌will‌ ‌help‌ ‌you‌ ‌play‌ ‌safely‌ ‌and‌ ‌plan‌ ‌better‌ ‌for‌ ‌the‌ ‌Skills‌ ‌you‌ ‌purchase.‌‌ ‌  

This‌‌section‌‌is‌‌important‌‌for‌‌grasping‌‌the‌‌fundamentals‌‌of‌‌our‌‌game‌‌system.‌‌Failing‌‌to‌‌follow‌‌any‌‌of‌‌the‌‌rules‌‌in‌‌the‌‌following‌‌                                           
sections‌ ‌could‌ ‌result‌ ‌in‌ ‌disciplinary‌ ‌action.‌ ‌ 

The‌ ‌Pause‌ ‌Game‌ ‌Rule‌ ‌ 
This‌ ‌is‌ ‌the‌ ‌single‌ ‌most‌ ‌important‌ ‌rule‌ ‌in‌ ‌this‌ ‌entire‌ ‌book.‌‌ ‌  

Many‌‌things‌‌can‌‌happen‌‌while‌‌players‌‌are‌‌on‌‌the‌‌field.‌‌If‌‌you‌‌see‌‌anything‌‌that‌‌appears‌‌to‌‌be‌‌unsafe,‌‌you‌‌can‌‌call‌‌a‌‌Pause.‌‌                                               
To‌‌do‌‌this,‌‌you‌‌shout‌‌the‌‌word‌‌“Pause”‌‌as‌‌loudly‌‌as‌‌you‌‌can,‌‌and‌‌everyone‌‌in‌‌the‌‌vicinity‌‌will‌‌drop‌‌to‌‌one‌‌knee.‌‌If‌‌dropping‌‌                                                 
to‌‌a‌‌knee‌‌is‌‌unsafe‌‌or‌‌the‌‌player‌‌cannot,‌‌they‌‌must‌‌instead‌‌stay‌‌very‌‌still‌‌and‌‌alert.‌‌‌You’ll‌‌probably‌‌also‌‌hear‌‌the‌‌call‌‌                                             
echo‌ ‌down‌ ‌the‌ ‌field‌ ‌so‌ ‌everyone‌ ‌hears‌ ‌it.‌ ‌Please‌ ‌note‌ ‌“MEDIC!”‌ ‌is‌ ‌an‌ ‌OOG‌ ‌call‌ ‌for‌ ‌help,‌ ‌so‌ ‌never‌ ‌say‌ ‌this‌ ‌in‌ ‌game.‌ 

Dropping‌ ‌to‌ ‌one‌‌knee‌‌ensures‌‌that‌‌combat,‌‌and‌‌any‌‌movement‌‌occurring,‌‌is‌‌Paused‌‌exactly‌‌where‌‌it’s‌‌at.‌‌Every‌‌player‌‌on‌‌                                       
Pause‌ ‌is‌ ‌expected‌ ‌to‌ ‌remain‌ ‌in‌ ‌place,‌ ‌on‌ ‌a‌ ‌knee‌ ‌(or‌ ‌sitting)‌ ‌and‌ ‌remain‌ ‌quiet‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌Pause.‌ ‌ 

Reasons‌ ‌for‌ ‌a‌ ‌Pause‌ ‌to‌ ‌be‌ ‌called‌ ‌include:‌ ‌ 

Unsafe‌ ‌Conditions‌ ‌ 

If‌ ‌a‌ ‌player,‌ ‌or‌ ‌players,‌ ‌realize‌ ‌that‌ ‌they‌ ‌are‌ ‌backing‌ ‌into‌ ‌a‌ ‌copse‌ ‌of‌ ‌trees‌ ‌or‌ ‌thorny‌ ‌bushes,‌ ‌a‌ ‌Pause‌ ‌can‌ ‌be‌ ‌called‌ ‌to‌‌                                               
reposition‌ ‌the‌ ‌group‌ ‌into‌ ‌a‌‌spot‌‌that‌‌is‌‌slightly‌‌further‌‌away‌‌from‌‌the‌‌trees,‌‌giving‌‌the‌‌players‌‌a‌‌safer‌‌combat‌‌position.‌‌The‌‌                                           
same‌ ‌goes‌ ‌for‌ ‌moving‌ ‌towards‌ ‌buildings‌ ‌or‌ ‌something‌ ‌deemed‌ ‌a‌ ‌tripping‌ ‌or‌ ‌injury‌ ‌hazard.‌ ‌ 

Effect‌ ‌Resolution‌ ‌ 

This‌ ‌usually‌ ‌happens‌ ‌when‌ ‌a‌ ‌large‌‌group‌‌of‌‌players‌‌are‌‌attempting‌‌to‌‌kill‌‌the‌‌Big‌‌Bad‌‌and‌‌the‌‌Monster‌‌is‌‌being‌‌inundated‌‌                                           
with‌ ‌more‌ ‌calls‌ ‌than‌ ‌the‌ ‌Cast‌ ‌Member‌ ‌can‌ ‌process.‌ ‌At‌ ‌that‌ ‌point,‌ ‌a‌ ‌Pause‌ ‌will‌ ‌be‌ ‌called‌‌to‌‌make‌‌sure‌‌all‌‌the‌‌damage‌‌is‌‌                                               
deflected‌‌or‌‌captured‌‌appropriately‌‌before‌‌moving‌‌on‌‌with‌‌the‌‌battle.‌‌This‌‌kind‌‌of‌‌Pause‌‌is‌‌mostly‌‌prevented‌‌by‌‌making‌‌sure‌‌                                       
your‌ ‌calls‌ ‌are‌ ‌loud,‌ ‌clear‌ ‌and‌ ‌you‌ ‌are‌ ‌taking‌ ‌your‌ ‌swings‌ ‌appropriately.‌ ‌ 

Sometimes,‌ ‌traps‌ ‌or‌ ‌Special‌ ‌Abilities‌ ‌might‌ ‌call‌ ‌for‌ ‌a‌ ‌Pause‌ ‌in‌ ‌order‌ ‌to‌ ‌resolve.‌ ‌ 

Medical‌ ‌Issues‌ ‌ 

Accidents‌ ‌do‌ ‌happen,‌ ‌like‌ ‌ankle‌ ‌damage,‌ ‌bee‌ ‌stings,‌ ‌etc,‌ ‌and‌ ‌this‌ ‌is‌ ‌absolutely‌ ‌a‌ ‌valid‌ ‌reason‌ ‌to‌ ‌call‌ ‌Pause.‌ ‌Once‌ ‌it’s‌‌                                         
established‌‌by‌‌a‌‌second‌‌party‌‌it’s‌‌an‌‌actual‌‌medical‌‌need‌‌and‌‌not‌‌an‌‌IG‌‌Healing‌‌issue,‌‌“MEDIC!”‌‌should‌‌be‌‌called,‌‌and‌‌any‌‌                                           
one‌‌of‌‌our‌‌players‌‌or‌‌staff‌‌that‌‌is‌‌medically‌‌trained‌‌will‌‌come‌‌and‌‌address‌‌the‌‌issue.‌‌The‌‌Pause‌‌will‌‌last‌‌until‌‌the‌‌player‌‌and‌‌                                               
medic‌ ‌have‌ ‌decided‌ ‌it‌ ‌is‌ ‌safe‌ ‌for‌ ‌them‌ ‌to‌ ‌return‌ ‌to‌ ‌the‌ ‌game‌ ‌or‌ ‌be‌ ‌removed‌ ‌from‌ ‌the‌ ‌field.‌‌ ‌  

To‌ ‌End‌ ‌a‌ ‌Pause‌ ‌ 

Once‌‌all‌‌issues‌‌are‌‌resolved,‌‌a‌‌Marshal‌‌or‌‌otherwise‌‌appointed‌‌individual‌‌will‌‌loudly‌‌ask‌‌“Is‌‌there‌‌any‌‌reason‌‌for‌‌this‌‌Pause‌‌                                         
to‌ ‌continue?”‌ ‌If‌ ‌there‌ ‌is‌ ‌no‌ ‌affirmative‌ ‌response,‌ ‌you‌ ‌will‌ ‌hear‌ ‌someone‌ ‌call‌ ‌you‌ ‌to‌ ‌return‌ ‌to‌ ‌your‌ ‌last‌ ‌position.‌ ‌Once‌ ‌it‌‌                                           
appears‌ ‌everything‌ ‌is‌ ‌back‌ ‌as‌ ‌it‌ ‌was,‌ ‌someone‌ ‌will‌ ‌loudly‌ ‌call‌ ‌“3,‌ ‌2,‌ ‌1,‌ ‌LAY‌ ‌ON!”‌ ‌Gameplay‌ ‌then‌ ‌resumes‌ ‌as‌ ‌it‌ ‌was.‌‌ ‌  

We‌‌try‌‌to‌‌keep‌‌Pauses‌‌as‌‌rare‌‌as‌‌possible‌‌as‌‌it‌‌can‌‌disrupt‌‌the‌‌game‌‌flow,‌‌but‌‌we‌‌know‌‌they‌‌are‌‌sometimes‌‌necessary.‌‌So‌‌                                               
please,‌‌keep‌‌them‌‌to‌‌a‌‌minimum,‌‌and‌‌only‌‌call‌‌them‌‌when‌‌they‌‌are‌‌truly‌‌needed.‌‌If‌‌you‌‌need‌‌simple‌‌rules‌‌clarifications‌‌during‌‌                                           
combat,‌ ‌there‌ ‌are‌ ‌other‌ ‌ways‌ ‌this‌ ‌can‌ ‌be‌ ‌addressed,‌ ‌and‌ ‌other‌ ‌players‌ ‌will‌ ‌happily‌ ‌assist.‌ ‌ 

Safety‌ ‌Concerns‌ ‌ 
Safety‌ ‌is‌ ‌a‌ ‌primary‌ ‌concern‌ ‌in‌ ‌all‌ ‌our‌ ‌games;‌ ‌following‌ ‌these‌ ‌rules‌ ‌is‌ ‌imperative,‌ ‌and‌ ‌ignoring‌ ‌them‌ ‌will‌ ‌result‌ ‌in‌‌                                       
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consequences‌ ‌ranging‌ ‌from‌ ‌warnings,‌ ‌removal‌ ‌of‌  ‌IG‌ ‌Skills,‌ ‌and‌ ‌could‌ ‌result‌ ‌in‌ ‌removal‌ ‌from‌ ‌the‌ ‌game.‌ ‌ 

Body‌ ‌Contact‌ ‌ 

The‌ ‌only‌ ‌sport‌ ‌contact‌ ‌allowed‌ ‌during‌ ‌active‌ ‌combat‌‌is‌‌by‌‌an‌‌approved‌‌melee‌‌weapon‌‌physrep.‌‌Any‌‌other‌‌type‌‌of‌‌fighting‌‌                                       
contact‌ ‌such‌‌as‌‌grabbing‌‌someone,‌‌hitting,‌‌or‌‌kicking‌‌is‌‌strictly‌‌forbidden.‌‌Even‌‌when‌‌gently‌‌contacting‌‌another‌‌(friendly‌‌or‌‌                                   
immobilized)‌‌creature,‌‌for‌‌example‌‌to‌‌pick‌‌up‌‌a‌‌fallen‌‌ally,‌‌you‌‌may‌‌only‌‌touch‌‌the‌‌target‌‌on‌‌their‌‌shoulder‌‌and‌‌indicate‌‌your‌‌                                           
intention‌‌with‌‌a‌‌proper‌‌verbal‌‌call.‌ ‌You‌‌should‌‌never‌‌actually‌‌pick‌‌someone‌‌up‌‌or‌‌move‌‌them‌‌to‌‌drag‌‌them‌‌off‌‌of‌‌the‌‌field‌‌of‌‌                                               
battle,‌‌nor‌‌should‌‌you‌‌attempt‌‌to‌‌make‌‌shoulder‌‌contact‌‌(for‌‌a‌‌Skill‌‌like‌‌‌Healing‌‌Arts‌‌‌or‌‌‌First‌‌Aid‌)‌‌with‌‌a‌‌target‌‌who‌‌is‌‌resisting‌‌                                               
IG‌ ‌or‌ ‌denies‌ ‌consent‌ ‌OOG.‌ ‌ 

Shield‌ ‌Bashing‌ ‌ 

Shield‌‌Bashing‌‌is‌‌the‌‌intentional‌‌use‌‌of‌‌a‌‌Shield‌‌to‌‌gain‌‌physical‌‌OOG‌‌advantage‌‌over‌‌an‌‌opponent‌‌and‌‌is‌‌prohibited.‌‌This‌‌                                         
includes‌ ‌physically‌ ‌pushing‌ ‌or‌ ‌striking‌ ‌an‌ ‌opponent‌ ‌with‌‌a‌‌Shield.‌‌Shield‌‌Bashing‌‌is‌‌a‌‌serious‌‌violation‌‌of‌‌the‌‌safety‌‌rules.‌‌                                       
The‌ ‌potential‌ ‌for‌ ‌injury‌ ‌is‌ ‌great.‌ ‌ 

Charging‌ ‌ 

During‌‌combat,‌‌you‌‌must‌‌never‌‌come‌‌into‌‌physical‌‌contact‌‌with‌‌your‌‌opponent.‌ ‌If‌‌you‌‌are‌‌crowding‌‌your‌‌opponent‌‌enough‌‌                                     
that‌ ‌they‌ ‌must‌ ‌step‌ ‌back‌ ‌to‌ ‌avoid‌ ‌body‌ ‌contact‌ ‌with‌ ‌you,‌ ‌you‌ ‌are‌ ‌charging.‌ ‌It’s‌ ‌possible‌ ‌to‌ ‌fight‌ ‌safely‌ ‌with‌ ‌very‌ ‌short‌‌                                           
weapons,‌ ‌but‌ ‌you‌ ‌must‌ ‌take‌ ‌special‌ ‌care‌ ‌to‌ ‌not‌ ‌force‌ ‌the‌ ‌other‌ ‌person‌ ‌back‌ ‌physically‌ ‌to‌ ‌avoid‌ ‌contact.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌moved‌ ‌so‌ ‌close‌ ‌to‌ ‌your‌ ‌opponent‌ ‌that‌ ‌they‌ ‌can‌ ‌reach‌ ‌out‌ ‌a‌ ‌hand‌ ‌and‌ ‌touch‌ ‌your‌ ‌shoulder‌‌or‌‌torso,‌‌you‌‌are‌‌                                               
probably‌ ‌charging.‌ ‌If‌ ‌you‌ ‌can‌ ‌hit‌ ‌an‌ ‌opponent‌ ‌over‌ ‌their‌ ‌shoulder‌ ‌from‌ ‌the‌ ‌front,‌ ‌you‌ ‌are‌ ‌probably‌ ‌charging.‌ ‌ ‌   

Pinning‌ ‌Weapons‌ ‌ 

Pinning‌ ‌refers‌ ‌to‌ ‌a‌ ‌fighting‌ ‌tactic‌ ‌where‌ ‌you‌ ‌trap‌ ‌your‌ ‌opponent’s‌ ‌weapon‌ ‌physrep‌ ‌so‌ ‌that‌ ‌it‌ ‌is‌ ‌unusable,‌ ‌intentionally‌‌                                     
trapping‌ ‌the‌ ‌weapon‌ ‌under‌ ‌a‌ ‌weapon‌ ‌or‌ ‌shield‌ ‌so‌ ‌that‌ ‌it‌ ‌cannot‌ ‌be‌ ‌safely‌ ‌pulled‌ ‌back‌ ‌to‌ ‌swing‌ ‌again.‌ ‌Although‌ ‌pinning‌‌                                         
weapons‌ ‌is‌ ‌a‌ ‌mainstay‌ ‌of‌ ‌many‌ ‌movies,‌ ‌it‌ ‌is‌ ‌dangerous‌ ‌in‌ ‌combat‌ ‌and‌ ‌as‌ ‌such‌ ‌this‌ ‌is‌ ‌prohibited.‌ ‌ 

Any‌ ‌Weapon‌ ‌or‌ ‌Shield‌ ‌shaped‌ ‌in‌ ‌such‌ ‌a‌ ‌way‌ ‌as‌ ‌to‌ ‌trap‌ ‌Weapons,‌ ‌whether‌ ‌accidentally‌ ‌or‌ ‌by‌ ‌design,‌ ‌is‌ ‌forbidden.‌ ‌ 

Legal‌ ‌&‌ ‌Illegal‌ ‌Targets‌ ‌ 

Legal‌‌targets‌‌include‌‌the‌‌entire‌‌body‌‌‌except‌‌the‌‌head,‌‌neck,‌‌hands‌‌from‌‌the‌‌wrist‌‌out,‌‌and‌‌the‌‌groin‌.‌‌These‌‌locations‌‌are‌‌                                         
illegal‌ ‌targets‌ ‌for‌ ‌both‌ ‌Weapon-delivered‌ ‌attacks‌ ‌and‌ ‌Packet-delivered‌ ‌attacks.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌intentionally‌ ‌block‌ ‌a‌ ‌hit‌ ‌with‌ ‌an‌ ‌illegal‌ ‌target‌ ‌such‌ ‌as‌ ‌putting‌ ‌an‌ ‌empty‌ ‌hand‌ ‌up‌ ‌to‌ ‌block‌ ‌a‌ ‌swing‌ ‌and‌ ‌then‌‌                                               
claiming‌ ‌it‌ ‌hit‌ ‌an‌ ‌illegal‌ ‌target.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌the‌‌Skill‌‌to‌‌use‌‌a‌‌Weapon‌‌you‌‌are‌‌carrying,‌‌or‌‌if‌‌you‌‌are‌‌presently‌‌unable‌‌to‌‌use‌‌a‌‌Weapon‌‌in‌‌which‌‌you‌‌                                                     
are‌ ‌Skilled,‌ ‌you‌ ‌must‌ ‌either‌ ‌immediately‌ ‌drop‌ ‌the‌ ‌Weapon‌ ‌or‌ ‌take‌ ‌any‌ ‌damage‌ ‌that‌ ‌hits‌ ‌your‌ ‌Weapon.‌ ‌ 

You‌‌may‌‌not‌‌hold‌‌more‌‌than‌‌one‌‌Weapon‌‌in‌‌a‌‌hand‌‌and‌‌use‌‌those‌‌Weapons.‌ ‌If‌‌you‌‌are‌‌holding‌‌more‌‌than‌‌one‌‌Weapon‌‌in‌‌a‌‌                                                 
hand‌‌and‌‌one‌‌of‌‌those‌‌Weapons‌‌is‌‌hit,‌‌then‌‌you‌‌must‌‌take‌‌the‌‌damage.‌‌This‌‌includes‌‌Shields;‌‌you‌‌may‌‌not‌‌hold‌‌a‌‌Weapon‌‌in‌‌                                               
the‌ ‌same‌ ‌hand‌ ‌that‌ ‌you‌ ‌are‌ ‌using‌ ‌to‌ ‌carry‌ ‌a‌ ‌Shield‌ ‌and‌ ‌still‌ ‌block‌ ‌with‌ ‌the‌ ‌Shield.‌ ‌ 

You‌‌may‌‌hold‌‌other‌‌small‌‌non-Weapon‌‌items‌‌such‌‌as‌‌Packets,‌‌coins,‌‌and‌‌Potions,‌‌in‌‌your‌‌Weapon‌‌or‌‌Shield‌‌hand‌‌and‌‌utilize‌‌                                         
that‌‌Weapon‌‌or‌‌Shield‌‌normally.‌ ‌This‌‌must‌‌be‌‌done‌‌safely.‌ ‌You‌‌may‌‌not‌‌hold‌‌anything‌‌in‌‌combat‌‌that‌‌is‌‌not‌‌combat-safe.‌‌Set‌‌                                           
aside‌ ‌unsafe,‌ ‌broken,‌ ‌or‌ ‌fragile‌ ‌objects‌ ‌immediately,‌ ‌calling‌ ‌a‌ ‌Pause‌ ‌if‌ ‌needed.‌ ‌ 

Weapon‌ ‌Attacks‌ ‌ 
Players‌ ‌always‌ ‌need‌ ‌to‌ ‌keep‌ ‌good‌ ‌sportsmanship‌ ‌in‌ ‌mind‌ ‌while‌ ‌participating‌ ‌in‌ ‌REFUGE‌ ‌games.‌ ‌Whether‌ ‌or‌ ‌not‌ ‌your‌‌                                   
character‌‌would‌‌act‌‌honorably‌‌in‌‌a‌‌fight,‌‌it’s‌‌important‌‌for‌‌us‌‌as‌‌players‌‌to‌‌respect‌‌the‌‌rules‌‌and‌‌work‌‌with‌‌each‌‌other‌‌to‌‌make‌‌                                               
the‌ ‌game‌ ‌work‌ ‌properly.‌ ‌When‌ ‌you‌ ‌take‌ ‌a‌ ‌hit,‌ ‌count‌ ‌it‌ ‌against‌ ‌yourself.‌ ‌When‌ ‌you‌ ‌are‌ ‌reduced‌ ‌to‌ ‌0‌ ‌Body‌ ‌Points,‌ ‌act‌‌                                           
appropriately.‌ ‌The‌ ‌game‌ ‌works‌ ‌because‌ ‌we‌ ‌trust‌ ‌our‌ ‌players‌ ‌to‌ ‌act‌ ‌responsibly.‌ ‌ 

25‌ ‌|‌ ‌⚔‌ 

‌ 



‌ 

Weapon‌‌swings‌‌must‌‌be‌‌safely‌‌executed‌‌as‌‌per‌‌the‌‌rules‌‌below.‌‌In‌‌combat,‌‌a‌‌light‌‌tap‌‌is‌‌just‌‌as‌‌effective‌‌as‌‌a‌‌heavy‌‌swing.‌‌                                               
You‌‌only‌‌need‌‌to‌‌apply‌‌enough‌‌pressure‌‌to‌‌make‌‌sure‌‌your‌‌opponent‌‌is‌‌aware‌‌of‌‌the‌‌attack.‌‌Hitting‌‌an‌‌armored‌‌person‌‌From‌‌                                           
Behind‌‌may‌‌need‌‌more‌‌vigor‌‌than‌‌a‌‌standard‌‌tap,‌‌and‌‌if‌‌it‌‌appears‌‌that‌‌your‌‌opponent‌‌is‌‌not‌‌taking‌‌all‌‌of‌‌your‌‌damage‌‌it‌‌may‌‌                                                 
be‌ ‌because‌ ‌your‌ ‌hits‌ ‌are‌ ‌not‌ ‌being‌ ‌felt‌ ‌through‌ ‌their‌ ‌armor.‌ ‌ 

You‌ ‌should‌ ‌mention‌ ‌to‌ ‌your‌ ‌opponent‌ ‌when‌ ‌you‌ ‌think‌ ‌you‌ ‌got‌ ‌a‌ ‌hit‌ ‌in,‌ ‌and‌ ‌all‌ ‌players‌ ‌should‌ ‌acknowledge‌ ‌hits‌ ‌upon‌‌                                         
themselves‌ ‌whenever‌ ‌possible.‌ ‌Preferably‌ ‌this‌ ‌would‌ ‌mean‌ ‌roleplaying‌ ‌the‌ ‌hit,‌ ‌but‌ ‌even‌ ‌something‌ ‌as‌ ‌simple‌ ‌as‌ ‌saying‌‌                                 
“Taken!”‌‌can‌‌clearly‌‌communicate‌‌to‌‌your‌‌opponent‌‌that‌‌their‌‌swing‌‌landed.‌ ‌Acknowledging‌‌which‌‌hits‌‌you‌‌are‌‌accepting‌‌and‌‌                                   
which‌‌ones‌‌you‌‌feel‌‌you‌‌blocked‌‌will‌‌help‌‌reduce‌‌disputes‌‌from‌‌your‌‌opponent.‌‌In‌‌large‌‌melees‌‌this‌‌is‌‌not‌‌always‌‌feasible‌‌but‌‌                                           
attempt‌ ‌to‌ ‌communicate‌ ‌this‌ ‌whenever‌ ‌possible.‌ ‌ 

There‌ ‌are‌ ‌several‌ ‌important‌ ‌guidelines‌ ‌to‌ ‌weapon‌ ‌combat:‌ ‌ 

Wield‌ ‌your‌ ‌Weapons‌ ‌appropriately.‌ ‌‌If‌ ‌you‌ ‌are‌ ‌holding‌ ‌a‌ ‌Weapon‌ ‌in‌ ‌a‌ ‌way‌ ‌outside‌ ‌the‌ ‌rule's‌ ‌expectations‌ ‌(such‌ ‌as‌ ‌a‌‌                                       
Two-Handed‌‌Weapon‌‌held‌‌in‌‌only‌‌one‌‌hand),‌‌you‌‌cannot‌‌use‌‌it‌‌to‌‌attack‌‌or‌‌block‌‌—‌‌if‌‌an‌‌attack‌‌hits‌‌it,‌‌you’ll‌‌need‌‌to‌‌either‌‌                                                 
immediately‌‌drop‌‌the‌‌Weapon‌‌or‌‌take‌‌the‌‌damage‌‌as‌‌though‌‌it‌‌were‌‌not‌‌blocked.‌‌If‌‌you‌‌are‌‌safely‌‌wielding‌‌your‌‌Weapon‌‌or‌‌                                           
Shield,‌‌an‌‌incoming‌‌attack‌‌that‌‌you‌‌block‌‌or‌‌deflect‌‌away‌‌from‌‌you‌‌will‌‌not‌‌count‌‌against‌‌you.‌‌Sometimes‌‌it’s‌‌a‌‌question‌‌of‌‌                                           
whether‌‌you‌‌deflected‌‌a‌‌blow‌‌enough‌‌–‌‌a‌‌good‌‌rule‌‌of‌‌thumb‌‌is‌‌that‌‌if‌‌you‌‌believe‌‌you‌‌blocked‌‌less‌‌than‌‌about‌‌half‌‌the‌‌force‌‌                                                 
of‌‌the‌‌swing,‌‌you‌‌should‌‌count‌‌the‌‌attack‌‌against‌‌yourself‌‌as‌‌though‌‌it‌‌had‌‌hit.‌‌If‌‌there’s‌‌doubt,‌‌take‌‌the‌‌attack‌‌and‌‌be‌‌a‌‌good‌‌                                                 
sport‌ ‌about‌ ‌it.‌ ‌ 

Accuracy‌‌counts;‌‌power‌‌doesn’t.‌‌You‌‌should‌‌never‌‌swing‌‌harder‌‌with‌‌the‌‌intent‌‌to‌‌power‌‌through‌‌an‌‌opponent’s‌‌block.‌‌You‌‌                                     
only‌ ‌need‌ ‌to‌ ‌make‌ ‌enough‌ ‌contact‌ ‌for‌ ‌your‌ ‌opponent‌ ‌to‌ ‌notice‌ ‌it.‌ ‌If‌ ‌you‌ ‌are‌ ‌swinging‌‌too‌‌hard,‌‌you‌‌will‌‌be‌‌called‌‌on‌‌it.‌‌If‌‌                                                 
someone‌‌is‌‌striking‌‌you‌‌hard‌‌enough‌‌to‌‌be‌‌uncomfortable,‌‌take‌‌a‌‌moment‌‌and‌‌let‌‌them‌‌know‌‌OOG‌‌(or‌‌ask‌‌a‌‌Marshal‌‌to)‌‌so‌‌                                             
they‌ ‌can‌ ‌pull‌ ‌back‌ ‌on‌ ‌their‌ ‌attacks.‌ ‌ 

Damage‌‌calls‌‌‌must‌‌be‌‌clearly‌‌stated.‌‌If‌‌the‌‌target‌‌cannot‌‌understand‌‌the‌‌damage‌‌being‌‌called,‌‌they‌‌do‌‌not‌‌have‌‌to‌‌take‌‌the‌‌                                           
damage.‌‌Melee‌‌combatants‌‌must‌‌be‌‌clear‌‌with‌‌their‌‌calls‌‌just‌‌like‌‌spellcasters‌‌must‌‌pronounce‌‌their‌‌spell‌‌incants.‌‌If‌‌you‌‌are‌‌                                       
swinging‌ ‌so‌ ‌fast‌ ‌that‌ ‌you‌ ‌cannot‌ ‌announce‌ ‌the‌ ‌damage‌ ‌fast‌ ‌enough‌ ‌to‌ ‌keep‌ ‌up‌ ‌with‌ ‌the‌ ‌swings,‌ ‌then‌ ‌you‌ ‌are‌ ‌misplaying.‌‌ ‌  

Weapon‌‌swings‌‌should‌‌be‌‌an‌‌appropriate‌‌speed‌‌and‌‌range.‌‌A‌‌weapon‌‌physrep‌‌swing‌‌should‌‌typically‌‌progress‌‌between‌‌45‌‌                                   
to‌ ‌90‌ ‌degrees‌ ‌at‌ ‌the‌ ‌elbow.‌ ‌If‌ ‌you‌ ‌are‌ ‌merely‌ ‌moving‌ ‌your‌ ‌wrist‌ ‌back‌ ‌and‌ ‌forth‌ ‌to‌ ‌cause‌‌your‌‌damage,‌‌then‌‌you‌‌are‌‌not‌‌                                               
fighting‌ ‌properly.‌‌Your‌‌opponent‌‌should‌‌count‌‌all‌‌these‌‌swings‌‌together‌‌as‌‌one‌‌hit‌‌only.‌‌If‌‌you‌‌cannot‌‌get‌‌your‌‌damage‌‌call‌‌                                         
out‌ ‌before‌ ‌the‌ ‌completion‌ ‌of‌ ‌your‌ ‌next‌ ‌swing,‌ ‌you‌ ‌are‌ ‌swinging‌ ‌too‌ ‌fast.‌ ‌ 

Consecutive‌‌hits‌‌‌upon‌‌the‌‌same‌‌spot‌‌on‌‌the‌‌body‌‌within‌‌one‌‌second‌‌only‌‌count‌‌as‌‌one‌‌hit.‌‌You‌‌must‌‌vary‌‌your‌‌hits‌‌on‌‌your‌‌                                               
target.‌‌For‌‌instance,‌‌a‌‌double‌‌hit‌‌upon‌‌the‌‌right‌‌shoulder‌‌requires‌‌that‌‌the‌‌target‌‌take‌‌damage‌‌only‌‌once.‌‌However,‌‌if‌‌more‌‌                                         
than‌ ‌one‌ ‌second‌ ‌elapses‌ ‌between‌ ‌two‌ ‌scored‌ ‌hits,‌ ‌or‌ ‌if‌ ‌a‌ ‌different‌ ‌location‌ ‌has‌ ‌been‌ ‌hit,‌ ‌then‌ ‌the‌ ‌damage‌ ‌is‌‌taken.‌‌For‌‌                                           
instance,‌‌if‌‌you‌‌hit‌‌your‌‌opponent‌‌on‌‌the‌‌right‌‌shoulder,‌‌then‌‌the‌‌Shield,‌‌and‌‌then‌‌the‌‌right‌‌shoulder,‌‌they‌‌are‌‌required‌‌to‌‌take‌‌                                             
the‌ ‌damage‌ ‌twice.‌ ‌ 

Remember‌ ‌that‌ ‌REFUGE‌ ‌LARP‌ ‌battles‌ ‌are‌ ‌representations‌ ‌of‌ ‌battles‌ ‌and‌ ‌are‌ ‌not‌ ‌meant‌ ‌to‌ ‌be‌ ‌recreations‌ ‌of‌ ‌real‌ ‌battle.‌ ‌ 

From‌ ‌Behind‌ ‌attacks‌ ‌‌must‌ ‌be‌ ‌performed‌ ‌when‌ ‌physically‌ ‌behind‌ ‌the‌ ‌opponent;‌‌you‌‌cannot‌‌reach‌‌around‌‌from‌‌the‌‌front.‌ ‌                                   
The‌ ‌attack‌‌must‌‌strike‌‌the‌‌opponent’s‌‌back‌‌half;‌‌this‌‌includes‌‌any‌‌part‌‌of‌‌the‌‌target,‌‌limbs‌‌included,‌‌which‌‌is‌‌more‌‌towards‌‌                                         
their‌ ‌rear‌ ‌than‌ ‌their‌ ‌front.‌ ‌If‌ ‌you‌ ‌can‌ ‌see‌ ‌both‌ ‌of‌ ‌your‌ ‌opponent's‌ ‌shoulder‌ ‌blades,‌ ‌you‌ ‌are‌‌probably‌‌behind‌‌them.‌‌From‌‌                                         
Behind‌ ‌type‌ ‌attacks‌ ‌made‌ ‌with‌ ‌ranged‌ ‌Weapons‌ ‌can‌ ‌be‌ ‌made‌ ‌from‌ ‌any‌ ‌direction‌ ‌and‌ ‌still‌ ‌count.‌ ‌ 

Packet‌ ‌Attacks‌ ‌ 
All‌‌Packet-delivered‌‌attacks‌‌are‌‌effective‌‌on‌‌contact‌‌with‌‌the‌‌target‌‌or‌‌any‌‌of‌‌the‌‌target’s‌‌immediate‌‌possessions,‌‌such‌‌as‌‌a‌‌                                       
Shield‌‌or‌‌cloak.‌ ‌Packet‌‌attacks‌‌include‌‌spells,‌‌Gas‌‌Globes,‌‌and‌‌certain‌‌monster‌‌abilities.‌ ‌Blue‌‌Packets‌‌representing‌‌Arrows‌‌                                 
count‌ ‌as‌ ‌Weapon‌ ‌attacks.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌throw‌ ‌a‌ ‌Packet‌ ‌with‌ ‌any‌ ‌other‌ ‌IG‌ ‌or‌ ‌OOG‌ ‌item‌ ‌in‌ ‌your‌ ‌throwing‌ ‌hand,‌ ‌including‌ ‌other‌ ‌Packets.‌ ‌You‌ ‌may‌‌                                           
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Touch-Cast‌ ‌on‌ ‌yourself‌ ‌or‌ ‌another‌ ‌with‌ ‌another‌ ‌item‌ ‌in‌ ‌your‌ ‌hand,‌ ‌but‌ ‌this‌ ‌must‌ ‌be‌ ‌done‌ ‌safely‌ ‌and‌ ‌courteously.‌ ‌ 

Calling‌ ‌Weapon‌ ‌Damage‌ ‌ 
Whenever‌‌you‌‌attack‌‌with‌‌a‌‌Weapon‌‌you‌‌must‌‌call‌‌out‌‌the‌‌amount‌‌and‌‌types‌‌of‌‌damage‌‌you‌‌will‌‌do‌‌with‌‌that‌‌Weapon.‌‌These‌‌                                             
calls‌‌are‌‌OOG.‌‌Even‌‌if‌‌under‌‌the‌‌effects‌‌of‌‌a‌‌‌Silence‌‌‌spell,‌‌you‌‌must‌‌still‌‌call‌‌out‌‌any‌‌damage‌‌you‌‌deliver‌‌so‌‌your‌‌opponent‌‌                                               
knows‌‌what‌‌damage‌‌to‌‌take.‌ ‌IG,‌‌the‌‌damage‌‌calls‌‌represent‌‌the‌‌sound‌‌the‌‌weapons‌‌make‌‌in‌‌battle.‌‌This‌‌allows‌‌you‌‌to‌‌hear‌‌                                           
damage‌ ‌being‌ ‌called‌ ‌and‌ ‌respond‌ ‌IG‌ ‌for‌ ‌example,‌ ‌“It‌ ‌sounds‌ ‌like‌ ‌a‌ ‌battle‌ ‌is‌ ‌going‌ ‌on‌ ‌behind‌ ‌that‌ ‌building!”‌ ‌ 

Most‌‌basic‌‌weapon‌‌attacks‌‌will‌‌be‌‌called‌‌simply‌‌as‌‌a‌‌number‌‌(the‌‌amount‌‌of‌‌damage‌‌the‌‌attack‌‌will‌‌inflict‌‌if‌‌it‌‌hits)‌‌and‌‌a‌‌type‌‌                                                 
(the‌ ‌type‌ ‌of‌ ‌damage‌‌which‌‌is‌‌being‌‌done).‌‌For‌‌example,‌‌a‌‌basic‌‌Long‌‌Sword‌‌swing‌‌will‌‌be‌‌made‌‌with‌‌the‌‌call‌‌“2‌‌Normal!”.‌‌                                             
There‌‌is‌‌an‌‌implicit‌‌Weapon‌‌Qualifier‌‌used‌‌when‌‌Weapons‌‌are‌‌attacked‌‌with‌‌in‌‌this‌‌way;‌‌other‌‌Qualifiers‌‌can‌‌also‌‌be‌‌added‌‌                                         
through‌ ‌certain‌ ‌Skills‌‌or‌‌spells.‌‌There‌‌are‌‌many‌‌ways‌‌to‌‌increase‌‌the‌‌damage‌‌and/or‌‌change‌‌the‌‌type‌‌of‌‌damage.‌‌See‌‌the‌‌                                         
Effects‌ ‌and‌ ‌Deliveries‌ ‌section‌ ‌for‌ ‌more‌ ‌details‌ ‌on‌ ‌effect‌ ‌Qualifiers‌ ‌and‌ ‌damage‌ ‌types.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌the‌ ‌Skills‌ ‌to‌ ‌use‌ ‌two‌ ‌Weapons,‌ ‌you‌ ‌must‌ ‌call‌ ‌each‌ ‌swing‌ ‌on‌ ‌its‌ ‌own.‌ ‌You‌‌cannot‌‌hit‌‌an‌‌opponent‌‌with‌‌both‌‌                                               
Weapons‌ ‌at‌ ‌once‌ ‌from‌ ‌a‌ ‌single‌ ‌damage‌ ‌call,‌ ‌even‌ ‌if‌ ‌each‌ ‌Weapon‌ ‌would‌ ‌attack‌ ‌with‌ ‌an‌ ‌identical‌ ‌call.‌ ‌ 

Counted‌ ‌Actions‌ ‌ 
Some‌‌actions‌‌cannot‌‌be‌‌performed‌‌for‌‌reasons‌‌of‌‌safety‌‌or‌‌reality‌‌but‌‌must‌‌be‌‌considered‌‌as‌‌taking‌‌some‌‌time‌‌to‌‌complete.‌ ‌                                         
Such‌ ‌actions‌ ‌will‌ ‌have‌ ‌a‌ ‌specific‌ ‌count,‌ ‌usually‌ ‌three,‌ ‌and‌ ‌a‌ ‌definite‌ ‌phrase‌ ‌to‌ ‌indicate‌ ‌what‌ ‌is‌ ‌happening.‌ ‌ 

For‌‌example,‌‌to‌‌simulate‌‌an‌‌Undead‌‌rising‌‌from‌‌a‌‌grave,‌‌the‌‌Cast‌‌playing‌‌the‌‌Undead‌‌might‌‌say‌‌‌“I‌‌rise‌‌from‌‌the‌‌ground‌‌one,‌‌I‌‌                                               
rise‌ ‌from‌ ‌the‌ ‌ground‌ ‌two,‌ ‌I‌ ‌rise‌ ‌from‌ ‌the‌ ‌ground‌ ‌three.”‌ ‌ 

During‌ ‌the‌‌time‌‌in‌‌which‌‌the‌‌player‌‌is‌‌saying‌‌this,‌‌they‌‌are‌‌vulnerable‌‌to‌‌attack‌‌and‌‌cannot‌‌use‌‌any‌‌game‌‌Skills‌‌other‌‌than‌‌                                             
defenses.‌‌Using‌‌a‌‌defense‌‌from‌‌a‌‌Skill‌‌or‌‌Special‌‌Ability‌‌will‌‌cause‌‌the‌‌Counted‌‌Action‌‌to‌‌be‌‌interrupted‌‌—‌‌the‌‌Skill‌‌or‌‌ability‌‌                                             
is‌‌used‌‌up,‌‌and‌‌the‌‌count‌‌is‌‌terminated‌‌and‌‌must‌‌be‌‌started‌‌again.‌‌Dumb‌‌defenses‌‌such‌‌as‌‌‌Spell‌‌Shield‌‌‌or‌‌‌Weapon‌‌Shield‌‌                                           
do‌ ‌not‌ ‌interrupt‌ ‌a‌ ‌Counted‌ ‌Action‌ ‌in‌ ‌this‌ ‌way.‌ ‌ 

This‌‌type‌‌of‌‌Counted‌‌Action‌‌is‌‌used‌‌primarily‌‌when‌‌the‌‌Cast‌‌are‌‌within‌‌visual‌‌or‌‌aural‌‌range‌‌of‌‌the‌‌players‌‌who‌‌can‌‌then‌‌try‌‌to‌‌                                                 
affect‌ ‌the‌‌monsters.‌‌It‌‌should‌‌only‌‌be‌‌used‌‌when‌‌it‌‌must‌‌be‌‌made‌‌clear‌‌that‌‌the‌‌Cast‌‌is‌‌taking‌‌some‌‌sort‌‌of‌‌action‌‌that‌‌the‌‌                                                 
player‌ ‌would‌ ‌not‌ ‌be‌ ‌able‌ ‌to‌ ‌observe‌ ‌or‌ ‌understand‌ ‌otherwise.‌ ‌ 

Cast‌‌members‌‌who‌‌have‌‌already‌‌come‌‌IG‌‌away‌‌from‌‌the‌‌PCs‌‌do‌‌not‌‌need‌‌to‌‌announce‌‌their‌‌presence‌‌with‌‌a‌‌Counted‌‌Action‌‌                                           
like‌‌this.‌‌If‌‌you‌‌are‌‌far‌‌enough‌‌away‌‌that‌‌it‌‌will‌‌take‌‌at‌‌least‌‌three‌‌seconds‌‌to‌‌reach‌‌the‌‌player,‌‌you‌‌should‌‌not‌‌announce‌‌your‌‌                                                 
presence.‌ ‌In‌ ‌most‌ ‌cases,‌ ‌Cast‌ ‌should‌ ‌come‌ ‌into‌ ‌game‌ ‌far‌ ‌enough‌ ‌from‌ ‌the‌ ‌PCs‌ ‌that‌ ‌they‌ ‌emerge‌ ‌naturally‌ ‌onto‌ ‌the‌ ‌scene.‌ ‌ 

Players‌ ‌do‌ ‌not‌ ‌need‌ ‌to‌ ‌use‌ ‌Counted‌ ‌Actions‌ ‌for‌ ‌every‌ ‌action‌ ‌they‌‌wish‌‌to‌‌perform.‌‌They‌‌are‌‌needed‌‌only‌‌when‌‌a‌‌Skill‌‌or‌‌                                             
ability‌ ‌specifies‌ ‌such.‌ ‌Counting‌ ‌actions‌ ‌is‌ ‌OOG‌ ‌and‌ ‌discouraged‌ ‌unless‌ ‌(a)‌ ‌you‌ ‌are‌ ‌performing‌ ‌an‌ ‌ability‌ ‌that‌ ‌has‌ ‌to‌ ‌be‌‌                                       
counted;‌‌or‌‌(b)‌‌you‌‌are‌‌IG‌‌performing‌‌an‌‌action‌‌that‌‌you‌‌are‌‌not‌‌really‌‌performing‌‌OOG‌‌and‌‌you‌‌are‌‌aware‌‌that‌‌you‌‌may‌‌be‌‌                                               
attacked‌ ‌while‌ ‌performing‌ ‌this‌ ‌action.‌ ‌ 

To‌‌better‌‌explain‌‌(b),‌‌imagine‌‌that‌‌you‌‌want‌‌to‌‌climb‌‌down‌‌into‌‌a‌‌cave.‌‌If‌‌you‌‌are‌‌in‌‌a‌‌location‌‌where‌‌it‌‌is‌‌safe‌‌to‌‌climb‌‌down‌‌                                                     
into‌‌a‌‌cave,‌‌there‌‌is‌‌no‌‌need‌‌to‌‌count‌‌the‌‌action‌‌as‌‌you‌‌will‌‌be‌‌physically‌‌climbing‌‌into‌‌the‌‌cave.‌‌If‌‌instead‌‌a‌‌Marshal‌‌says‌‌that‌‌                                                   
IG,‌ ‌you‌ ‌see‌ ‌a‌ ‌cave‌‌entrance,‌‌and‌‌entering‌‌it‌‌will‌‌require‌‌moving‌‌OOG‌‌to‌‌another‌‌location,‌‌then‌‌you‌‌should‌‌use‌‌a‌‌Counted‌‌                                           
Action‌ ‌to‌ ‌represent‌ ‌the‌ ‌activity‌ ‌of‌ ‌climbing‌ ‌into‌ ‌the‌ ‌cave‌ ‌entrance.‌ ‌ 

Killing‌ ‌Blows‌ ‌ 
There‌ ‌are‌ ‌many‌‌ways‌‌in‌‌our‌‌game‌‌to‌‌render‌‌an‌‌opponent‌‌completely‌‌helpless.‌‌These‌‌include‌‌using‌‌effects‌‌like‌‌‌Prison‌‌‌and‌‌                                       
Web‌‌‌or‌‌simply‌‌attacking‌‌them‌‌until‌‌they‌‌drop‌‌from‌‌damage.‌‌Once‌‌a‌‌character‌‌has‌‌been‌‌incapacitated‌‌it‌‌is‌‌quite‌‌easy‌‌to‌‌kill‌‌                                           
them;‌ ‌this‌ ‌is‌ ‌represented‌ ‌by‌ ‌a‌ ‌‌Killing‌ ‌Blow.‌ ‌ 

To‌ ‌properly‌ ‌apply‌ ‌a‌ ‌‌Killing‌‌Blow,‌‌you‌‌must‌‌stand‌‌next‌‌to‌‌the‌‌target,‌‌place‌‌a‌‌Weapon‌‌on‌‌their‌‌torso,‌‌and‌‌recite‌‌“‌Killing‌‌Blow‌‌                                             
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one;‌‌‌Killing‌‌Blow‌‌two;‌‌‌Killing‌‌Blow‌‌three.”‌‌This‌‌should‌‌be‌‌done‌‌in‌‌a‌‌normal‌‌speaking‌‌style‌‌and‌‌takes‌‌at‌‌least‌‌three‌‌seconds.‌‌If‌‌                                             
anyone‌‌makes‌‌contact‌‌with‌‌your‌‌Weapon‌‌during‌‌the‌‌count‌‌or‌‌takes‌‌an‌‌action‌‌which‌‌causes‌‌you‌‌to‌‌expend‌‌a‌‌Skill,‌‌then‌‌the‌‌                                           
Killing‌‌Blow‌‌is‌‌interrupted‌‌and‌‌fails‌‌to‌‌kill‌‌the‌‌intended‌‌target.‌‌Some‌‌effects‌‌will‌‌also‌‌prevent‌‌the‌‌Killing‌‌Blow‌‌from‌‌succeeding,‌‌                                         
such‌‌as‌‌forcing‌‌you‌‌to‌‌remove‌‌your‌‌Weapon‌‌from‌‌the‌‌target‌‌during‌‌the‌‌‌Killing‌‌Blow‌‌with‌‌a‌‌‌Repel‌‌‌spell,‌‌as‌‌it‌‌requires‌‌you‌‌to‌‌                                               
move‌ ‌backwards‌ ‌away‌ ‌from‌ ‌your‌ ‌target.‌ ‌ 

A‌ ‌‌Killing‌ ‌Blow‌‌ ‌is‌ ‌considered‌ ‌a‌ ‌combat‌ ‌action‌ ‌and‌ ‌all‌ ‌applicable‌ ‌safety‌ ‌rules‌ ‌must‌ ‌be‌ ‌followed.‌ ‌ 

In‌‌some‌‌cases,‌‌a‌‌‌Killing‌‌Blow‌‌will‌‌cause‌‌certain‌‌effects‌‌to‌‌take‌‌place‌‌automatically.‌‌If‌‌more‌‌than‌‌one‌‌person‌‌attempts‌‌to‌‌give‌‌a‌‌                                             
Killing‌‌Blow‌,‌‌the‌‌person‌‌who‌‌starts‌‌first‌‌will‌‌count‌‌as‌‌applying‌‌the‌‌‌Killing‌‌Blow‌.‌‌The‌‌second‌‌person‌‌cannot‌‌come‌‌along,‌‌say‌‌                                         
the‌ ‌Killing‌ ‌Blow‌ ‌faster,‌ ‌and‌ ‌then‌‌(OOG)‌‌claim‌‌to‌‌be‌‌the‌‌one‌‌who‌‌applied‌‌it.‌‌If‌‌you‌‌are‌‌given‌‌a‌‌‌Killing‌‌Blow‌‌and‌‌are‌‌already‌‌                                                 
Dead,‌ ‌no‌ ‌response‌‌should‌‌be‌‌given‌‌(not‌‌even‌‌“No‌‌Effect”);‌‌merely‌‌remain‌‌silent.‌‌The‌‌other‌‌person‌‌must‌‌figure‌‌out‌‌on‌‌their‌‌                                         
own‌ ‌what‌ ‌is‌ ‌happening.‌ ‌ 

A‌ ‌Killing‌ ‌Blow‌ ‌must‌ ‌be‌ ‌done‌ ‌on‌ ‌the‌ ‌torso‌ ‌of‌ ‌the‌ ‌target‌ ‌—‌ ‌an‌ ‌arm‌‌or‌‌leg‌‌is‌‌not‌‌sufficient.‌‌The‌‌blow‌‌cannot‌‌be‌‌struck‌‌on‌‌a‌‌                                                     
moving‌ ‌target;‌ ‌they‌ ‌must‌ ‌be‌ ‌incapacitated,‌ ‌unable‌ ‌to‌ ‌fight‌ ‌back‌ ‌and‌ ‌their‌ ‌body‌ ‌must‌ ‌be‌ ‌at‌ ‌rest.‌ ‌A‌ ‌‌Killing‌ ‌Blow‌ ‌‌can‌ ‌be‌‌                                           
delivered‌‌by‌‌anyone,‌‌whether‌‌they‌‌have‌‌a‌‌Weapon‌‌Skill‌‌or‌‌not.‌ ‌If‌‌not‌‌using‌‌a‌‌Weapon‌‌physrep,‌‌touches‌‌must‌‌be‌‌appropriate‌‌                                         
as‌ ‌per‌ ‌normal‌ ‌combat‌ ‌safety‌ ‌and‌ ‌consent‌ ‌rules,‌ ‌such‌ ‌as‌ ‌a‌ ‌hand‌ ‌on‌ ‌the‌ ‌shoulder;‌ ‌in‌ ‌this‌ ‌case‌ ‌that‌ ‌area‌ ‌is‌ ‌sufficient..‌ ‌ 

Some‌‌creatures‌‌are‌‌Immune‌‌to‌‌various‌‌types‌‌of‌‌damage.‌‌To‌‌be‌‌effective,‌‌a‌‌Killing‌‌Blow‌‌‌must‌‌be‌‌applied‌‌with‌‌a‌‌Weapon‌‌that‌‌                                           
can‌ ‌harm‌ ‌the‌ ‌creature.‌ ‌For‌ ‌example,‌ ‌if‌ ‌a‌ ‌creature‌ ‌is‌ ‌affected‌ ‌by‌ ‌Silver‌ ‌or‌ ‌Magic‌ ‌Weapons‌ ‌but‌ ‌not‌ ‌Normal‌‌Weapons,‌‌the‌‌                                         
Killing‌‌Blow‌‌must‌‌be‌‌applied‌‌with‌‌a‌‌Silvered‌‌or‌‌Magic‌‌Weapon‌‌to‌‌be‌‌effective.‌ ‌When‌‌applying‌‌a‌‌special‌‌type‌‌of‌‌‌Killing‌‌Blow‌‌                                           
on‌‌such‌‌a‌‌creature,‌‌you‌‌must‌‌state‌‌the‌‌damage‌‌type‌‌at‌‌the‌‌end;‌‌for‌‌instance:‌‌“‌Killing‌‌Blow‌‌one,‌‌Killing‌‌Blow‌‌two,‌‌‌Killing‌‌Blow‌‌                                             
three,‌ ‌Silver.”‌‌ ‌  

Monsters‌ ‌using‌ ‌‌Claws‌ ‌‌to‌ ‌apply‌ ‌a‌ ‌‌Killing‌ ‌Blow‌‌ ‌must‌ ‌always‌ ‌use‌ ‌the‌ ‌Carrier‌ ‌from‌ ‌their‌ ‌claw‌ ‌attacks‌ ‌when‌ ‌doing‌ ‌so.‌ ‌ 

A‌ Killing‌ ‌Blow‌ ‌cannot‌ ‌be‌ ‌‌Dodged‌,‌ ‌‌Parried‌,‌ ‌or‌ ‌otherwise‌ ‌avoided‌‌through‌‌Game‌‌Abilities‌‌or‌‌spells.‌ ‌It‌‌will‌‌bypass‌‌all‌‌Dumb‌‌                                       
defenses‌ ‌such‌ ‌as‌ ‌‌Weapon‌ ‌Shield.‌ ‌ 

‌ 
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Chapter‌ ‌V:‌ ‌Calls‌ ‌and‌ ‌Deliveries‌ ‌ 
Every‌ ‌call‌ ‌in‌ ‌REFUGE‌ ‌LARP‌ ‌has‌ ‌three‌ ‌core‌ ‌parts:‌ ‌a‌ ‌delivery,‌ ‌a‌ ‌Qualifier,‌ ‌and‌ ‌an‌ ‌Effect.‌ ‌   

The‌‌delivery‌‌is‌‌how‌‌the‌‌call‌‌is‌‌being‌‌delivered‌‌—‌‌is‌‌it‌‌thrown‌‌with‌‌a‌‌Packet,‌‌or‌‌is‌‌it‌‌swung‌‌with‌‌a‌‌physical‌‌Weapon?‌‌This‌‌is‌‌                                                   
never‌ ‌verbalized.‌ ‌ 

The‌ ‌Qualifier‌ ‌explains‌ ‌how‌ ‌the‌ ‌call‌ ‌is‌ ‌being‌ ‌manifested‌ ‌IG‌ ‌—‌ ‌for‌ ‌example,‌ ‌a‌ ‌physical‌‌attack‌‌which‌‌is‌‌imbued‌‌with‌‌a‌‌pure‌‌                                           
elemental‌ ‌force‌ ‌is‌ ‌different‌ ‌from‌ ‌a‌ ‌mundane‌ ‌Weapon‌ ‌swing.‌‌ ‌  

The‌ ‌Effect‌‌ ‌‌describes‌ ‌exactly‌ ‌what‌ ‌the‌ ‌call‌ ‌will‌ ‌do‌ ‌if‌ ‌it‌ ‌connects.‌‌ ‌  

In‌‌most‌‌cases,‌‌both‌‌the‌‌Qualifier‌‌and‌‌the‌‌Effect‌‌are‌‌stated‌‌with‌‌every‌‌call.‌‌This‌‌conveys‌‌to‌‌the‌‌recipient‌‌understand‌‌what‌‌to‌‌                                           
do‌ ‌if‌ ‌they‌ ‌get‌ ‌hit‌ ‌(and‌ ‌what‌ ‌defensive‌ ‌abilities‌ ‌they‌ ‌might‌ ‌use).‌‌ ‌  

Note‌‌that‌‌sometimes‌‌you‌‌will‌‌have‌‌the‌‌choice‌‌to‌‌deliver‌‌several‌‌different‌‌effects‌‌with‌‌a‌‌single‌‌attack,‌‌such‌‌as‌‌when‌‌wielding‌‌a‌‌                                           
weapon‌ ‌with‌ ‌several‌ ‌different‌ ‌magical‌ ‌auras.‌ ‌In‌ ‌this‌ ‌case,‌ ‌you‌ ‌may‌ ‌only‌ ‌ever‌ ‌use‌ ‌a‌ ‌single‌ ‌effect‌ ‌with‌ ‌any‌ ‌single‌ ‌attack,‌‌                                         
although‌‌you‌‌may‌‌be‌‌able‌‌to‌‌change‌‌which‌‌you‌‌choose‌‌to‌‌use‌‌with‌‌each‌‌attack.‌‌No‌‌matter‌‌what,‌‌a‌‌single‌‌attack‌‌can‌‌use‌‌no‌‌                                               
more‌ ‌than‌ ‌one‌ ‌Qualifier‌ ‌and‌ ‌no‌ ‌more‌ ‌than‌ ‌one‌ ‌Effect.‌ ‌ 

Calls‌ ‌ 
Most‌ ‌REFUGE‌ ‌LARP‌ ‌calls‌ ‌follow‌ ‌this‌ ‌pattern:‌ ‌‌<Number>‌ ‌<Qualifier>‌ ‌<Effect>‌.‌‌ ‌  

For‌ ‌example,‌ ‌a‌ ‌‌Channeling‌‌‌Packet‌‌thrown‌‌from‌‌a‌‌Celestial‌‌Source‌‌might‌‌be‌‌thrown‌‌with‌‌the‌‌verbal‌‌“10‌‌Elemental‌‌Flame!,”‌‌                                     
where‌ ‌10‌‌is‌‌the‌‌amount‌‌of‌‌damage‌‌it‌‌will‌‌inflict,‌‌Elemental‌‌is‌‌the‌‌Qualifier,‌‌indicating‌‌that‌‌defenses‌‌like‌‌‌Elemental‌‌Shield‌‌or‌‌                                         
Resist‌‌Element‌‌will‌‌work,‌‌and‌‌Flame‌‌is‌‌the‌‌effect,‌‌indicating‌‌that‌‌it‌‌might‌‌heal‌‌a‌‌Flame‌‌Elemental‌‌or‌‌do‌‌extra‌‌damage‌‌to‌‌an‌‌                                             
Ice‌ ‌Elemental.‌ ‌ 

Many‌ ‌REFUGE‌ ‌LARP‌ ‌calls‌ ‌also‌ ‌have‌ ‌numbers‌ ‌and‌ ‌some‌ ‌use‌‌the‌‌Strike‌‌keyword‌‌or‌‌specify‌‌exact‌‌Effect‌‌Targets.‌‌The‌‌full‌‌                                       
pattern‌ ‌is:‌ ‌‌<Number>‌ ‌<Qualifier>‌ ‌<Strike>‌ ‌<Effect>‌ ‌<Effect‌ ‌Targets>‌.‌ ‌Numbers,‌ ‌Strike‌‌keyword,‌‌and‌‌Effect‌‌Targets‌‌are‌‌                             
only‌ ‌used‌ ‌when‌ ‌relevant.‌‌ ‌  

Attacks‌‌that‌‌don’t‌‌do‌‌damage‌‌simply‌‌omit‌‌the‌‌number.‌‌For‌‌example,‌‌a‌‌siren‌‌might‌‌throw‌‌a‌‌Packet‌‌for‌‌“Elemental‌‌‌Charm‌!”‌‌This‌‌                                         
won’t‌ ‌inflict‌ ‌any‌ ‌damage,‌ ‌but‌ ‌if‌ ‌it‌ ‌connects‌ ‌the‌ ‌target‌ ‌will‌ ‌be‌ ‌affected‌ ‌by‌ ‌‌Charm‌.‌‌ ‌  

The‌‌Strike‌‌keyword‌‌goes‌‌in‌‌between‌‌the‌‌Qualifier‌‌and‌‌the‌‌Effect‌‌in‌‌a‌‌call.‌‌The‌‌Strike‌‌keyword‌‌causes‌‌physical-delivery‌‌calls‌‌                                       
to‌ ‌instead‌ ‌use‌ ‌packet-delivery‌ ‌rules.‌ ‌ 

There‌ ‌are‌ ‌two‌ ‌specific‌ ‌exceptions‌ ‌to‌ ‌this‌ ‌call‌ ‌pattern.‌‌ ‌  

Incanted‌‌spells‌‌(like‌‌“I‌‌Curse‌‌you‌‌with‌‌‌Paralysis‌!”)‌‌are‌‌always‌‌assumed‌‌to‌‌use‌‌the‌‌Spell‌‌Qualifier‌‌even‌‌though‌‌it’s‌‌not‌‌explicitly‌‌                                         
verbalized.‌ ‌Additionally,‌ ‌for‌ ‌a‌ ‌spell‌ ‌that‌ ‌does‌ ‌damage,‌ ‌the‌ ‌number‌ ‌will‌ ‌be‌ ‌part‌ ‌of‌ ‌the‌ ‌incant‌ ‌(e.g.‌ ‌“I‌ ‌Evoke‌ ‌a‌ ‌20‌ ‌Flame‌ ‌Bolt!”).‌ ‌ 

The‌‌other‌‌exception‌‌is‌‌basic‌‌Weapon‌‌attacks.‌‌If‌‌you‌‌are‌‌using‌‌the‌‌physical-delivery‌‌and‌‌swinging‌‌for‌‌the‌‌Weapon‌‌Qualifier,‌‌                                     
you‌‌can‌‌omit‌‌the‌‌Qualifier‌‌and‌‌just‌‌call‌‌the‌‌number‌‌and‌‌Effect.‌‌For‌‌example,‌‌the‌‌full‌‌verbal‌‌for‌‌a‌‌regular‌‌Weapon‌‌attack‌‌from‌‌a‌‌                                               
Long‌ ‌Sword‌ ‌would‌ ‌be‌ ‌“2‌ ‌Weapon‌‌Normal,”‌‌but‌‌since‌‌it’s‌‌using‌‌the‌‌physical-delivery‌‌and‌‌the‌‌Weapon‌‌Qualifier‌‌(without‌‌the‌‌                                     
Strike‌ ‌keyword),‌ ‌you‌ ‌only‌ ‌need‌ ‌to‌ ‌call‌ ‌“2‌ ‌Normal!”‌ ‌without‌ ‌adding‌ ‌the‌ ‌Weapon‌ ‌Qualifier.‌ ‌ 

Carrier‌‌Attacks‌‌are‌‌a‌‌special‌‌subset‌‌of‌‌Weapon‌‌Qualifier‌‌attacks.‌‌If‌‌a‌‌Weapon‌‌Qualifier‌‌attack‌‌has‌‌a‌‌number‌‌and‌‌an‌‌Effect,‌‌                                         
it’s‌‌considered‌‌a‌‌Carrier‌‌Attack.‌‌In‌‌this‌‌case,‌‌the‌‌special‌‌Effect‌‌will‌‌only‌‌work‌‌if‌‌the‌‌damage‌‌reduces‌‌your‌‌Body‌‌Points;‌‌if‌‌the‌‌                                             
damage‌‌only‌‌reduces‌‌your‌‌Armor‌‌Points,‌‌the‌‌Effect‌ ‌doesn’t‌‌do‌‌anything‌‌extra.‌‌Carrier‌‌Attacks‌‌can‌‌never‌‌provide‌‌a‌‌beneficial‌‌                                     
result‌ ‌to‌ ‌the‌ ‌target;‌ ‌if‌ ‌you‌ ‌would‌ ‌be‌ ‌healed‌ ‌or‌ ‌otherwise‌ ‌benefited‌ ‌by‌ ‌a‌ ‌Carrier‌ ‌Attacks’‌ ‌Effect,‌ ‌you‌ ‌instead‌ ‌call‌ ‌“No‌ ‌Effect.”‌ ‌ 

‌ 
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Deliveries‌ ‌.‌ ‌ 

Ingested:‌‌‌All‌‌ingested‌‌attacks‌‌are‌‌delivered‌‌by‌‌placing‌‌a‌‌Potion‌‌or‌‌Elixir‌‌physrep‌‌next‌‌to‌‌the‌‌mouth‌‌of‌‌the‌‌target‌‌or‌‌by‌‌having‌‌                                             
the‌ ‌target‌ ‌consume‌ ‌a‌ ‌prepared‌ ‌item.‌ ‌Ingested‌ ‌deliveries‌ ‌always‌ ‌ignore‌ ‌Spell‌ ‌defenses,‌ ‌even‌ ‌if‌ ‌taken‌ ‌while‌‌Unconscious.‌‌                                 
Valid‌ ‌defenses‌ ‌include‌‌ ‌Resists,‌ ‌Cloaks,‌ ‌Banes,‌ ‌<Type>‌ ‌Guard,‌‌ ‌and‌ ‌‌Immunities‌.‌‌ ‌  
Packet:‌‌‌All‌‌Packet‌‌attacks‌‌are‌‌delivered‌‌by‌‌throwing‌‌a‌‌Packet‌‌or‌‌by‌‌touching‌‌a‌‌Packet‌‌to‌‌a‌‌target.‌‌This‌‌includes‌‌spells,‌‌Gas‌‌                                           
Globes,‌ ‌and‌ ‌attacks‌ ‌using‌‌the‌‌Elemental‌‌Qualifier.‌‌The‌‌Packet‌‌only‌‌needs‌‌to‌‌touch‌‌the‌‌target‌‌or‌‌any‌‌possession‌‌(including‌‌                                     
garb)‌ ‌of‌ ‌the‌ ‌target‌ ‌to‌ ‌take‌ ‌effect.‌ 

When‌ ‌using‌ ‌any‌ ‌Packet-delivery,‌ ‌the‌ ‌full‌ ‌call‌ ‌must‌ ‌be‌ ‌made‌ ‌before‌ ‌releasing‌ ‌the‌ ‌Packet.‌ ‌“Say,‌ ‌then‌ ‌throw,”‌ ‌is‌ ‌a‌ ‌good‌‌                                       
reminder‌ ‌of‌ ‌the‌ ‌proper‌ ‌order.‌ ‌A‌ ‌Packet‌ ‌must‌ ‌be‌ ‌thrown‌ ‌immediately‌ ‌after‌ ‌finishing‌ ‌the‌ ‌verbal‌ ‌call.‌ ‌ 

Packet‌ ‌attacks‌ ‌which‌ ‌use‌ ‌the‌ ‌Poison‌ ‌Qualifier‌ ‌(whether‌ ‌through‌ ‌‌Alchemy‌ ‌‌or‌ ‌from‌ ‌a‌ ‌monster)‌ ‌are‌ ‌represented‌ ‌by‌ ‌orange‌‌                                   
Packets.‌ ‌Note‌ ‌that‌ ‌Arrows‌ ‌and‌ ‌Bolts‌ ‌(ranged‌ ‌Weapon‌ ‌Qualifier‌ ‌attacks)‌ ‌are‌ ‌represented‌ ‌by‌ ‌blue‌ ‌Packets‌ ‌and‌ ‌count‌ ‌as‌‌                                   
physical-delivery,‌ ‌not‌ ‌packet-delivery‌ ‌.‌ ‌Spell‌ ‌Packets‌ ‌may‌ ‌never‌ ‌be‌ ‌orange‌ ‌or‌ ‌blue.‌ ‌ 

Physical:‌ ‌This‌ ‌includes‌ ‌all‌ ‌hits‌ ‌from‌ ‌Weapons‌ ‌including‌ ‌Arrows,‌ ‌Bolts,‌ ‌Thrown‌ ‌Weapons,‌ ‌and‌ ‌Claws.‌‌A‌‌physical-delivery‌‌                               
attack‌ ‌must‌ ‌connect‌ ‌with‌‌a‌‌valid‌‌target.‌‌If‌‌you‌‌swing‌‌with‌‌your‌‌sword,‌‌and‌‌your‌‌opponent‌‌blocks‌‌your‌‌attack‌‌with‌‌their‌‌own‌‌                                           
weapon‌ ‌or‌ ‌shield‌ ‌physrep,‌ ‌they‌‌won’t‌‌take‌‌the‌‌attack.‌‌Similarly,‌‌if‌‌you‌‌swing‌‌and‌‌only‌‌hit‌‌your‌‌opponent’s‌‌loose‌‌clothing‌‌or‌‌                                         
cloak,‌‌you’ve‌‌missed.‌‌Keep‌‌in‌‌mind‌‌that‌‌we‌‌play‌‌with‌‌the‌‌good‌‌sportsmanship‌‌values:‌‌if‌‌someone‌‌intentionally‌‌tangles‌‌your‌‌                                     
Weapon‌ ‌with‌ ‌their‌ ‌cloak,‌ ‌but‌ ‌your‌ ‌Weapon‌ ‌swing‌ ‌would‌ ‌have‌ ‌connected‌ ‌with‌ ‌some‌ ‌part‌ ‌of‌ ‌them,‌ ‌they‌ ‌should‌ ‌still‌ ‌take‌ ‌the‌ ‌hit.‌ ‌ 

Note‌‌that‌‌even‌‌if‌‌an‌‌attack‌‌is‌‌made‌‌with‌‌an‌‌unusual‌‌Qualifier‌‌or‌‌Effect,‌‌as‌‌long‌‌as‌‌it’s‌‌made‌‌with‌‌a‌‌physical-delivery,‌‌it‌‌will‌‌only‌‌                                                 
connect‌ ‌if‌ ‌it‌ ‌hits‌ ‌you,‌ ‌and‌ ‌not‌ ‌if‌ ‌it’s‌ ‌blocked‌ ‌or‌ ‌only‌ ‌hits‌ ‌garb.‌ ‌ 

If‌ ‌you‌ ‌hear‌ ‌a‌ ‌physical-delivery‌‌attack‌‌made‌‌with‌‌the‌‌‌Strike‌‌‌keyword,‌‌it‌‌will‌‌effectively‌‌use‌‌the‌‌Packet-delivery‌‌rules‌‌for‌‌that‌‌                                       
attack‌‌only.‌‌The‌‌Strike‌‌keyword‌‌can‌‌be‌‌added‌‌to‌‌any‌‌Qualifier‌‌attack‌‌and‌‌is‌‌announced‌‌directly‌‌after‌‌the‌‌Qualifier‌‌in‌‌an‌‌attack‌‌                                           
verbal.‌ ‌For‌ ‌example,‌ ‌a‌ ‌character‌ ‌may‌ ‌swing‌‌a‌‌Weapon‌‌with‌‌the‌‌call‌‌“Spell‌‌Strike‌‌‌Prison‌”‌‌and‌‌affect‌‌the‌‌target‌‌with‌‌a‌‌Spell‌‌                                           
Prison‌‌‌even‌‌if‌‌they‌‌hit‌‌the‌‌target’s‌‌Shield;‌‌the‌‌target‌‌may‌‌of‌‌course‌‌call‌‌any‌‌applicable‌‌defenses.‌‌For‌‌clarity,‌‌if‌‌a‌‌Strike‌‌attack‌‌                                             
uses‌ ‌the‌ ‌Weapon‌ ‌Qualifier,‌ ‌it‌ ‌must‌ ‌explicitly‌ ‌verbalize‌ ‌the‌ ‌Weapon‌ ‌Qualifier‌ ‌with‌ ‌the‌ ‌attack‌ ‌ 

Radius:‌ ‌Radius-deliveries‌ ‌include‌ ‌traps,‌ ‌contact‌ ‌poisons,‌ ‌and‌ ‌Special‌ ‌Abilities‌ ‌such‌ ‌as‌ ‌eye‌ ‌contact‌ ‌or‌ ‌sound‌ ‌of‌ ‌voice.‌‌                                 
Sometimes,‌‌a‌‌Pause‌‌is‌‌called‌‌when‌‌a‌‌radius‌‌attack‌‌takes‌‌place,‌‌and‌‌everyone‌‌partially‌‌within‌‌the‌‌radius‌‌is‌‌affected.‌‌Note‌‌that‌‌                                         
Radius-delivery‌ ‌effects‌ ‌should‌ ‌always‌ ‌include‌ ‌an‌ ‌explicit‌ ‌Qualifier‌ ‌and‌ ‌Effect.‌ ‌ 

Qualifiers‌ ‌ 
Arcane:‌‌ ‌The‌ ‌Arcane‌ ‌Qualifier‌ ‌represents‌ ‌the‌ ‌pinnacle‌ ‌of‌ ‌magical‌ ‌might‌ ‌in‌ ‌REFUGE,‌ ‌avoiding‌ ‌most‌ ‌defensive‌ ‌abilities.‌‌ ‌  

Elemental:‌‌ ‌This‌ ‌Qualifier‌ ‌represents‌ ‌using‌ ‌the‌ ‌energies‌ ‌that‌ ‌permeate‌ ‌REFUGE‌ ‌in‌ ‌their‌ ‌most‌ ‌raw‌ ‌form.‌ ‌ 

Poison:‌ ‌This‌ ‌Qualifier‌ ‌represents‌ ‌both‌ ‌virulent‌ ‌poisons‌ ‌and‌ ‌helpful‌ ‌antitoxins.‌ ‌These‌ ‌are‌ ‌often‌ ‌delivered‌ ‌by‌ ‌‌Alchemical‌‌                               
substances‌‌such‌‌as‌‌gas‌‌Packets,‌‌Elixirs,‌‌contact‌‌poisons,‌‌and‌‌Weapon‌‌Coatings,‌‌or‌‌through‌‌Special‌‌Abilities‌‌with‌‌the‌‌word‌‌                                   
“Poison”‌ ‌in‌ ‌the‌ ‌verbal‌ ‌call.‌ ‌Any‌ ‌ingested‌ ‌‌Alchemy‌ ‌‌is‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌ 

Spell:‌‌‌This‌‌Qualifier‌‌represents‌‌attacks‌‌that‌‌use‌‌a‌‌refined‌‌control‌‌of‌‌the‌‌energies‌‌that‌‌permeate‌‌REFUGE.‌‌Any‌‌spell‌‌cast‌‌with‌‌                                       
an‌‌incant‌‌uses‌‌the‌‌Spell‌‌Qualifier,‌‌even‌‌if‌‌it‌‌is‌‌not‌‌explicitly‌‌specified.‌‌Any‌‌ingested‌‌Earth‌‌Potions‌‌are‌‌delivered‌‌with‌‌the‌‌Spell‌‌                                           
Qualifier.‌ ‌ 

Weapon:‌ ‌‌This‌ ‌is‌ ‌the‌‌most‌‌common‌‌Qualifier,‌‌representing‌‌the‌‌solid‌‌impact‌‌of‌‌a‌‌Club‌‌or‌‌the‌‌clean‌‌cut‌‌of‌‌a‌‌monster’s‌‌Claw.‌‌                                           
When‌‌making‌‌a‌‌physical-delivery‌‌Weapon‌‌Qualifier‌‌attack‌‌with‌‌a‌‌number,‌‌you‌‌can‌‌omit‌‌the‌‌Weapon‌‌Qualifier‌‌itself‌‌in‌‌the‌‌call.‌                                       
If‌‌you‌‌are‌‌making‌‌a‌‌Weapon‌‌attack‌‌without‌‌a‌‌number,‌‌or‌‌if‌‌you‌‌are‌‌using‌‌the‌‌Strike‌‌keyword,‌‌you‌‌must‌‌still‌‌include‌‌Weapon‌‌                                             
as‌ ‌part‌ ‌of‌ ‌the‌ ‌call‌ ‌to‌ ‌make‌ ‌it‌ ‌clear‌ ‌which‌ ‌Qualifier‌ ‌is‌ ‌being‌ ‌used.‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌never‌ ‌heal‌ ‌damage‌ ‌from‌ ‌a‌ ‌Weapon‌ ‌Qualifier‌ ‌attack,‌ ‌even‌ ‌when‌ ‌struck‌ ‌by‌ ‌“<Number>‌ ‌Healing.”‌ ‌ 
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Effects‌ ‌ 
Any‌‌Effect‌‌can‌‌be‌‌combined‌‌with‌‌any‌‌delivery,‌‌though‌‌some‌‌are‌‌much‌‌rarer‌‌than‌‌others.‌‌For‌‌example,‌‌it‌‌might‌‌be‌‌uncommon‌‌                                         
to‌‌see‌‌an‌‌‌Intoxicate‌‌‌effect‌‌evoked‌‌through‌‌a‌‌monster’s‌‌Claws,‌‌but‌‌you‌‌will‌‌commonly‌‌find‌‌Intoxicate‌‌Alchemy‌‌used‌‌among‌‌the‌‌                                       
adventuring‌‌community.‌‌There‌‌are‌‌many‌‌different‌‌Effects,‌‌organized‌‌into‌‌different‌‌Effect‌‌Groups.‌‌These‌‌categorize‌‌the‌‌Effects‌‌                               
in‌ ‌two‌ ‌ways:‌ ‌they‌ ‌help‌‌describe‌‌how‌‌they’re‌‌defended‌‌against,‌‌and‌‌they‌‌give‌‌information‌‌about‌‌how‌‌to‌‌remove‌‌detrimental‌‌                                     
effects‌ ‌once‌ ‌someone’s‌ ‌been‌ ‌afflicted.‌ ‌ 

For‌ ‌example,‌ ‌the‌ ‌‌Weakness‌ ‌‌effect‌ ‌is‌ ‌in‌ ‌the‌ ‌‌Curse‌ ‌effect‌ ‌group.‌ ‌A‌ ‌‌Cleanse‌‌effect‌‌will‌‌remove‌‌all‌‌other‌‌‌Curse‌‌effects,‌‌so‌‌if‌‌                                           
you’ve‌‌been‌Weaknessed‌‌‌you‌‌might‌‌want‌‌to‌‌drink‌‌a‌‌‌Cleanse‌‌‌Potion.‌‌Alternatively,‌‌a‌‌‌Resist‌‌Curse‌‌Skill‌‌will‌‌let‌‌you‌‌prevent‌‌the‌‌                                         
Weakness‌ ‌‌from‌ ‌affecting‌ ‌you‌ ‌in‌ ‌the‌ ‌first‌ ‌place!‌ ‌ 

Unless‌‌otherwise‌‌specified,‌‌identical‌‌Effects‌‌do‌‌not‌‌stack.‌‌No‌‌one‌‌may‌‌have‌‌a‌‌second‌‌copy‌‌of‌‌the‌‌same‌‌Effect‌‌active‌‌at‌‌the‌‌                                           
same‌ ‌time,‌‌whether‌‌caused‌‌by‌‌a‌‌spell‌‌or‌‌‌Alchemy‌‌‌or‌‌any‌‌other‌‌source.‌‌This‌‌means‌‌one‌‌cannot‌‌have‌‌both‌‌a‌‌‌Poison‌‌Shield‌‌                                           
active‌‌from‌‌a‌‌spell‌‌and‌‌a‌‌‌Poison‌‌Shield‌‌active‌‌from‌‌an‌‌Elixir.‌‌If‌‌you‌‌are‌‌hit‌‌by‌‌an‌‌Effect‌‌that‌‌you‌‌are‌‌already‌‌under,‌‌the‌‌newest‌‌                                                   
identical‌ ‌Effect‌ ‌will‌ ‌always‌ ‌override‌ ‌the‌ ‌older‌ ‌ones.‌ ‌This‌ ‌resets‌ ‌the‌ ‌Duration‌ ‌of‌ ‌the‌ ‌Effect‌ ‌if‌ ‌it‌ ‌had‌ ‌a‌ ‌timed‌ ‌duration.‌ ‌For‌‌                                           
example,‌ ‌If‌ ‌you‌ ‌have‌ ‌been‌ ‌affected‌ ‌by‌ ‌‌Weakness‌ ‌for‌ ‌one‌‌minute,‌‌and‌‌you‌‌are‌‌hit‌‌with‌‌a‌‌new‌‌‌Weakness‌,‌‌simply‌‌reset‌‌the‌‌                                           
timer‌ ‌to‌ ‌its‌ ‌maximum;‌ ‌you‌ ‌don’t‌ ‌have‌ ‌to‌ ‌count‌ ‌or‌ ‌cure‌ ‌the‌ ‌two‌ ‌identical‌ ‌effects‌ ‌separately.‌ ‌ 

You‌‌can,‌‌however,‌‌have‌‌similar‌‌Effects‌‌active‌‌at‌‌the‌‌same‌‌time.‌‌For‌‌example,‌‌you‌‌might‌‌have‌‌both‌‌an‌‌‌Enhanced‌‌Blade‌‌and‌‌                                         
an‌ ‌‌Earth‌ ‌Blade‌‌ ‌spell‌ ‌active‌ ‌at‌ ‌the‌ ‌same‌ ‌time,‌ ‌since‌ ‌they‌ ‌are‌ ‌separate‌ ‌effects.‌ ‌ 

Some‌‌Effects‌‌simply‌‌represent‌‌various‌‌ways‌‌to‌‌get‌‌hurt.‌‌For‌‌most‌‌players,‌‌‌Normal,‌‌Silver,‌‌Magic,‌‌Flame,‌‌Lightning,‌‌Ice,‌‌and‌‌                                     
Stone‌‌‌will‌‌all‌‌simply‌‌do‌‌the‌‌stated‌‌amount‌‌of‌‌damage‌‌as‌‌normal;‌‌some‌‌monsters‌‌might‌‌be‌‌hurt‌‌differently‌‌by‌‌them‌‌(or‌‌even‌‌                                           
healed,‌ ‌such‌ ‌as‌ ‌hitting‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌with‌ ‌Flame‌ ‌damage).‌ ‌ 

Healing,‌‌Chaos,‌‌and‌‌Body‌‌are‌‌a‌‌little‌‌different.‌‌Healing‌‌will‌‌normally‌‌heal‌‌the‌‌Body‌‌Points‌‌of‌‌the‌‌living‌‌and‌‌harm‌‌the‌‌Undead;‌‌                                           
in‌ ‌both‌ ‌cases‌ ‌it‌ ‌bypasses‌ ‌Armor‌ ‌Points.‌ ‌ 

Chaos‌‌is‌‌the‌‌opposite‌‌—‌‌it‌‌will‌‌heal‌‌the‌‌Undead‌‌while‌‌harming‌‌the‌‌living,‌‌its‌‌foul‌‌energies‌‌striking‌‌straight‌‌past‌‌Armor‌‌Points‌‌                                           
directly‌‌to‌‌Body‌‌Points.‌‌For‌‌both‌‌of‌‌these,‌‌keep‌‌in‌‌mind‌‌the‌‌Carrier‌‌Attack‌‌rules‌‌explained‌‌in‌‌the‌‌Calls‌‌section;‌‌you‌‌can't‌‌get‌‌                                             
infinite‌ ‌healing‌ ‌for‌ ‌your‌ ‌friends‌ ‌from‌ ‌an‌ ‌‌Earth‌ ‌Blade‌ ‌‌spell!‌ ‌ 

Lastly,‌‌the‌‌Body‌‌damage‌‌type‌‌simply‌‌bypasses‌‌Armor‌‌Points‌‌entirely‌‌no‌‌matter‌‌what‌‌the‌‌target.‌‌It‌‌will‌‌also‌‌work‌‌when‌‌striking‌‌                                         
nearly‌ ‌any‌ ‌monster,‌ ‌as‌ ‌very‌ ‌few‌ ‌creatures‌ ‌are‌ ‌Immune‌ ‌to‌ ‌the‌ ‌deadly‌ ‌strikes‌ ‌represented‌ ‌by‌ ‌this‌ ‌damage‌ ‌type.‌ ‌ 

Defenses‌ ‌ 
There‌‌are‌‌a‌‌wide‌‌variety‌‌of‌‌defensive‌‌abilities‌‌which‌‌may‌‌be‌‌used‌‌to‌‌stop‌‌or‌‌mitigate‌‌an‌‌attack.‌‌These‌‌may‌‌be‌‌summed‌‌up‌‌as‌‌                                               
four‌ ‌types‌ ‌of‌ ‌defensive‌ ‌calls,‌ ‌each‌ ‌of‌ ‌which‌ ‌has‌ ‌specific‌ ‌implementations.‌‌ ‌  

You‌‌must‌‌always‌‌call‌‌a‌‌verbal‌‌for‌‌your‌‌defensive‌‌abilities‌‌immediately‌‌when‌‌used,‌‌and‌‌IG,‌‌it‌‌is‌‌obvious‌‌to‌‌anyone‌‌watching‌‌                                         
which‌‌defense‌‌was‌‌used.‌‌The‌‌name‌‌of‌‌the‌‌defense‌‌which‌‌is‌‌being‌‌used‌‌must‌‌be‌‌stated‌‌aloud‌‌as‌‌a‌‌verbal‌‌call,‌‌for‌‌example‌‌                                             
“‌Weapon‌ ‌Shield‌”‌‌or‌‌“‌Resist‌.”‌ ‌You‌‌may‌‌not‌‌call‌‌a‌‌defense‌‌and‌‌then‌‌have‌‌your‌‌character‌‌pretend‌‌to‌‌be‌‌affected‌‌to‌‌fool‌‌your‌‌                                           
attackers.‌‌ ‌  

A‌‌given‌‌defense‌‌can‌‌only‌‌be‌‌used‌‌once‌‌by‌‌a‌‌creature‌‌against‌‌a‌‌single‌‌attack.‌‌Multiple‌‌defenses‌‌can‌‌be‌‌triggered‌‌by‌‌multiple‌‌                                           
people‌‌against‌‌a‌‌single‌‌attack‌‌in‌‌the‌‌right‌‌circumstances,‌‌such‌‌as‌‌a‌‌‌Bane‌‌Effect‌‌being‌‌‌Reflected‌‌and‌‌then‌‌the‌‌original‌‌target‌‌                                         
expending‌ ‌a‌ ‌‌Spell‌ ‌Shield‌.‌ ‌Only‌ ‌one‌ ‌defensive‌ ‌ability‌ ‌may‌ ‌be‌ ‌called‌ ‌against‌ ‌a‌ ‌single‌ ‌attack,‌ ‌even‌ ‌if‌ ‌you‌ ‌have‌ ‌multiple‌‌                                       
defensive‌ ‌abilities‌ ‌which‌ ‌might‌ ‌apply‌ ‌to‌ ‌the‌ ‌attack.‌ ‌ 

Guard:‌‌ ‌This‌ ‌type‌ ‌of‌ ‌defense‌ ‌is‌ ‌used‌ ‌to‌ ‌completely‌ ‌block‌ ‌a‌ ‌single‌ ‌attack.‌ ‌These‌ ‌denote‌ ‌expendable‌ ‌Skills,‌ ‌spells,‌ ‌or‌ ‌abilities.‌ ‌ 

Return:‌‌This‌‌type‌‌of‌‌defense‌‌is‌‌used‌‌to‌‌send‌‌an‌‌attack‌‌back‌‌at‌‌the‌‌original‌‌attacker,‌‌who‌‌will‌‌be‌‌automatically‌‌struck‌‌by‌‌the‌‌                                             
original‌ ‌attack;‌ ‌they‌ ‌may‌ ‌use‌ ‌any‌ ‌applicable‌ ‌defenses‌ ‌they‌ ‌have‌ ‌against‌ ‌the‌ ‌Returned‌ ‌attack‌ ‌as‌ ‌normal.‌ ‌If‌ ‌an‌ ‌attack‌ ‌is‌‌                                       
Returned,‌‌the‌‌original‌‌attacker‌‌is‌‌now‌‌the‌‌target,‌‌and‌‌the‌‌original‌‌target‌‌is‌‌now‌‌the‌‌attacker.‌‌A‌‌Return‌‌defense‌‌will‌‌instead‌‌act‌‌                                           
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as‌ ‌a‌ ‌Guard‌ ‌defense‌ ‌against‌ ‌any‌ ‌attack‌ ‌originating‌ ‌from‌ ‌an‌ ‌inanimate‌ ‌object,‌ ‌such‌ ‌as‌ ‌by‌ ‌Ingested‌ ‌delivery‌ ‌or‌ ‌a‌ ‌trap.‌ ‌ 

Reduced:‌ ‌‌This‌ ‌type‌ ‌of‌ ‌defense‌ ‌indicates‌ ‌the‌ ‌attack‌ ‌was‌ ‌reduced‌ ‌in‌ ‌effectiveness‌ ‌in‌ ‌some‌ ‌way,‌ ‌such‌ ‌as‌ ‌taking‌ ‌a‌ ‌lower‌‌                                       
amount‌ ‌of‌ ‌damage‌ ‌or‌ ‌reducing‌  ‌the‌ ‌duration‌ ‌of‌ ‌an‌ ‌effect.‌ ‌ 

No‌‌Effect:‌‌This‌‌type‌‌of‌‌defense‌‌indicates‌‌the‌‌attack‌‌was‌‌completely‌‌ineffective.‌‌In‌‌general,‌‌if‌‌you‌‌are‌‌Immune‌‌to‌‌part‌‌of‌‌an‌‌                                           
effect,‌ ‌you‌ ‌are‌ ‌Immune‌ ‌to‌ ‌all‌ ‌of‌‌it.‌‌For‌‌example,‌‌a‌‌creature‌‌that‌‌is‌‌Immune‌‌to‌‌the‌‌Spell‌‌Qualifier‌‌will‌‌call‌‌“No‌‌Effect”‌‌to‌‌“20‌‌                                                 
Spell‌ ‌Flame!,”‌ ‌but‌ ‌not‌ ‌“20‌ ‌Elemental‌ ‌Flame!”‌ ‌ 

Defenses‌ ‌are‌ ‌classified‌ ‌as‌ ‌either‌ ‌‌Smart‌ ‌‌or‌ ‌‌Dumb‌ ‌‌in‌ ‌their‌ ‌description.‌‌ ‌  

Smart‌ ‌‌Defenses‌ ‌may‌ ‌be‌ ‌used‌ ‌at‌ ‌the‌ ‌discretion‌ ‌of‌ ‌the‌ ‌player‌ ‌against‌ ‌a‌ ‌specific‌ ‌attack,‌ ‌but‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌when‌ ‌the‌‌                                           
character‌‌is‌‌conscious.‌‌Examples‌‌of‌‌Smart‌‌Defenses‌‌are‌‌‌Cloak‌‌and‌‌‌Resist‌‌Binding‌.‌‌Smart‌‌Defenses‌‌other‌‌than‌‌‌Resist‌‌‌Skills‌‌                                   
may‌ ‌be‌ ‌used‌ ‌before‌ ‌Dumb‌ ‌defenses.‌ ‌ 

Dumb‌ ‌‌Defenses‌ ‌will‌‌go‌‌off‌‌against‌‌the‌‌first‌‌attack‌‌which‌‌they‌‌would‌‌activate‌‌against,‌‌even‌‌if‌‌the‌‌character‌‌is‌‌Unconscious.‌‌                                       
Examples‌ ‌of‌ ‌Dumb‌ ‌defenses‌ ‌are‌‌ ‌Spell‌ ‌Shield‌ ‌‌and‌ ‌‌Weapon‌ ‌Shield‌.‌ ‌ 

Resist‌‌Skills‌‌are‌‌special‌‌Smart‌‌Defenses;‌‌they‌‌represent‌‌the‌‌innate‌‌defenses‌‌of‌‌a‌‌creature’s‌‌body,‌‌not‌‌the‌‌learned‌‌or‌‌applied‌‌                                       
defenses‌ ‌of‌ ‌Skills,‌ ‌spells,‌ ‌and‌ ‌Magic‌ ‌Items.‌ ‌Resists‌ ‌may‌ ‌not‌ ‌be‌ ‌used‌ ‌until‌ ‌all‌ ‌applicable‌ ‌Dumb‌ ‌defenses‌ ‌are‌ ‌expended.‌‌                                     
Unlike‌ ‌most‌ ‌defenses,‌ ‌a‌ ‌Resist‌ ‌can‌ ‌be‌ ‌used‌ ‌against‌ ‌the‌ ‌Ingested‌ ‌delivery.‌ 

If‌ ‌a‌ ‌player‌ ‌doesn’t‌ ‌know‌ ‌what‌ ‌a‌ ‌defense‌ ‌does,‌ ‌they‌ ‌can‌ ‌ask‌ ‌a‌ ‌quick‌ ‌OOG‌ ‌question‌ ‌“‌What‌ ‌type‌ ‌of‌ ‌defense‌ ‌is‌‌that?‌”‌‌The‌‌                                             
person‌ ‌who‌ ‌used‌ ‌the‌ ‌defense‌ ‌can‌ ‌then‌ ‌reply‌ ‌what‌ ‌its‌ ‌type‌ ‌and‌ ‌classification‌ ‌is;‌‌whether‌‌it’s‌‌e.g.‌‌a‌‌Smart‌‌Guard,‌‌a‌‌Dumb‌‌                                           
Return,‌ ‌or‌ ‌whatever‌ ‌accurately‌ ‌describes‌ ‌what‌ ‌the‌ ‌defense‌ ‌does.‌ ‌ 

Healed:‌‌If‌‌a‌‌character‌‌is‌‌healed‌‌by‌‌an‌‌effect‌‌‌other‌‌than‌‌‌Healing‌‌‌or‌‌‌Chaos‌,‌‌they‌‌must‌‌announce‌‌“Healed”‌‌to‌‌indicate‌‌that‌‌IG‌‌                                           
their‌ ‌wounds‌ ‌were‌ ‌visibly‌ ‌healed‌ ‌by‌ ‌the‌ ‌effect.‌ ‌Although‌ ‌this‌ ‌doesn’t‌ ‌count‌ ‌as‌ ‌a‌ ‌defense,‌ ‌it’s‌ ‌still‌ ‌important‌ ‌to‌‌let‌‌players‌‌                                         
around‌ ‌you‌ ‌know‌ ‌what’s‌ ‌happening.‌ 

Repeated‌‌Calls:‌‌In‌‌general,‌‌any‌‌response‌‌which‌‌would‌‌be‌‌repeated‌‌over‌‌and‌‌over‌‌(such‌‌as‌‌“No‌‌Effect”‌‌or‌‌“Healed”)‌‌does‌‌not‌‌                                         
need‌‌to‌‌be‌‌repeated‌‌for‌‌every‌‌attack.‌‌It‌‌is‌‌imperative‌‌on‌‌the‌‌player‌‌making‌‌this‌‌call‌‌to‌‌ensure‌‌that‌‌players‌‌are‌‌aware‌‌of‌‌this‌‌                                               
(for‌‌example,‌‌if‌‌a‌‌new‌‌player‌‌enters‌‌an‌‌ongoing‌‌combat‌‌where‌‌the‌‌call‌‌has‌‌already‌‌been‌‌announced)‌‌or‌‌if‌‌the‌‌effect‌‌changes‌‌                                           
(for‌ ‌example,‌ ‌if‌ ‌a‌ ‌character’s‌ ‌ability‌ ‌to‌ ‌be‌ ‌healed‌ ‌from‌ ‌a‌ ‌specific‌ ‌Effect‌ ‌ends‌ ‌in‌ ‌the‌ ‌middle‌ ‌of‌ ‌a‌ ‌fight).‌ ‌ 

Effect‌ ‌Durations‌ ‌ 
All‌ ‌Effects‌ ‌have‌ ‌specific‌ ‌Durations.‌ ‌These‌ ‌Durations‌ ‌are‌ ‌the‌ ‌same‌ ‌no‌ ‌matter‌ ‌what‌ ‌caused‌ ‌the‌ ‌effect.‌ ‌For‌ ‌instance,‌ ‌the‌‌                                     
duration‌ ‌of‌ ‌a‌ ‌‌Weakness‌ ‌‌is‌ ‌not‌ ‌dependent‌ ‌on‌ ‌whether‌ ‌it‌ ‌was‌ ‌caused‌ ‌by‌ ‌a‌ ‌spell‌ ‌or‌ ‌a‌ ‌gas.‌ ‌ 

The‌‌use‌‌of‌‌the‌‌word‌‌caster‌‌in‌‌the‌‌examples‌‌that‌‌follow‌‌includes‌‌anyone‌‌who‌‌caused‌‌the‌‌effect‌‌to‌‌come‌‌into‌‌use;‌‌for‌‌instance,‌‌                                             
a‌ ‌monster‌ ‌swinging‌ ‌‌“3‌ ‌Web”‌‌ ‌would‌ ‌be‌ ‌the‌ ‌caster‌ ‌for‌ ‌purposes‌ ‌of‌ ‌the‌ ‌effect.‌ ‌ 

Concentration:‌ ‌A‌ ‌Concentration‌ ‌Effect‌ ‌lasts‌ ‌as‌ ‌long‌ ‌as‌‌the‌‌caster‌‌maintains‌‌focus.‌‌The‌‌recipient‌‌of‌‌a‌‌Concentration‌‌spell‌‌                                   
that‌ ‌requires‌ ‌physical‌ ‌requirements‌ ‌(such‌ ‌as‌ ‌arms‌ ‌crossed‌ ‌or‌ ‌in‌ ‌the‌ ‌air)‌ ‌may‌ ‌choose‌ ‌to‌ ‌decline‌ ‌the‌ ‌Effect‌ ‌simply‌ ‌by‌ ‌not‌‌                                         
applying‌ ‌the‌ ‌physical‌ ‌requirements.‌ ‌All‌ ‌normal‌ ‌Spell‌ ‌Defenses‌ ‌must‌ ‌be‌ ‌used‌ ‌first.‌ ‌ 

In‌ ‌no‌ ‌cases‌ ‌can‌ ‌these‌ ‌spells‌ ‌be‌ ‌used‌ ‌to‌ ‌force‌ ‌an‌ ‌unwilling‌ ‌target‌ ‌to‌ ‌break‌ ‌any‌ ‌other‌ ‌spells’‌ ‌physical‌ ‌requirements.‌ ‌ 

Instant:‌‌‌An‌‌Instant‌‌effect‌‌has‌‌an‌‌instantaneous‌‌duration,‌‌but‌‌the‌‌Effect,‌‌such‌‌as‌‌damage‌‌or‌‌‌Purify‌,‌‌may‌‌be‌‌permanent.‌‌Thus,‌‌                                       
any‌ ‌damage‌ ‌is‌ ‌permanent‌ ‌until‌ ‌cured.‌ ‌ 

Line‌‌of‌‌Sight:‌‌A‌‌Line‌‌of‌‌Sight‌‌Effect‌‌persists‌‌as‌‌long‌‌as‌‌the‌‌caster‌‌and‌‌the‌‌target‌‌could‌‌potentially‌‌see‌‌each‌‌other.‌‌If‌‌you‌‌can‌‌                                                 
draw‌‌a‌‌straight‌‌line‌‌between‌‌the‌‌caster‌‌and‌‌the‌‌target‌‌without‌‌the‌‌line‌‌being‌‌obscured‌‌by‌‌any‌‌obstacles,‌‌then‌‌the‌‌Line‌‌of‌‌Sight‌‌                                             
is‌ ‌still‌ ‌in‌ ‌effect.‌‌ ‌  

The‌‌caster‌‌or‌‌target‌‌cannot‌‌close‌‌their‌‌eyes‌‌or‌‌hide‌‌behind‌‌another‌‌creature‌‌to‌‌break‌‌Line‌‌of‌‌Sight;‌‌they‌‌must‌‌impose‌‌some‌‌                                           
physical‌ ‌barrier,‌ ‌such‌ ‌as‌ ‌a‌ ‌building‌ ‌or‌ ‌large‌ ‌tree,‌ ‌between‌ ‌them‌ ‌to‌‌break‌‌it.‌‌If‌‌the‌‌caster‌‌or‌‌target‌‌breaks‌‌Line‌‌of‌‌Sight‌‌for‌‌                                               
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longer‌ ‌than‌ ‌five‌ ‌seconds,‌ ‌the‌ ‌Effect‌ ‌is‌ ‌broken.‌‌ ‌  

Line‌ ‌of‌ ‌Sight‌ ‌effects‌ ‌end‌ ‌immediately‌ ‌if‌ ‌the‌ ‌caster‌ ‌loses‌ ‌access‌ ‌to‌ ‌Game‌ ‌Abilities.‌ ‌ 

Storm:‌‌‌A‌‌Storm‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌throw‌‌a‌‌specified‌‌number‌‌and‌‌type‌‌of‌‌Packets,‌‌as‌‌described‌‌in‌‌the‌‌effect.‌‌Unless‌‌                                           
otherwise‌‌specified,‌‌the‌‌caster‌‌may‌‌not‌‌move‌‌their‌‌feet‌‌during‌‌this‌‌time‌‌without‌‌breaking‌‌the‌‌effect.‌‌In‌‌all‌‌other‌‌ways,‌‌Storm‌‌                                         
effects‌ ‌can‌ ‌be‌ ‌treated‌ ‌as‌ ‌Concentration‌ ‌Effects.‌‌ ‌  

A‌ ‌Storm‌ ‌Effect‌ ‌can‌‌be‌‌cast‌‌only‌‌on‌‌oneself,‌‌and‌‌individual‌‌Packets‌‌granted‌‌by‌‌the‌‌Effect‌‌count‌‌as‌‌separate‌‌attacks‌‌for‌‌the‌‌                                           
purposes‌ ‌of‌ ‌defensive‌ ‌abilities.‌‌ ‌  

A‌ ‌Storm‌ ‌spell‌ ‌may‌ ‌never‌ ‌be‌ ‌absorbed‌ ‌into‌ ‌a‌ ‌Spell‌ ‌Store,‌ ‌but‌‌an‌‌individual‌‌attack‌‌may‌‌be‌‌absorbed‌‌into‌‌a‌‌Spell‌‌Store‌‌if‌‌it‌‌                                               
exactly‌‌mimics‌‌an‌‌existing‌‌spell.‌‌For‌‌example,‌‌a‌‌‌Magic‌‌Storm‌‌Packet‌‌for‌‌“10‌‌Spell‌‌Flame”‌‌can‌‌be‌‌absorbed‌‌into‌‌a‌‌Spell‌‌Store‌‌                                           
as‌ ‌a‌ ‌2nd‌‌level‌‌spell,‌‌since‌‌it‌‌is‌‌the‌‌same‌‌as‌‌a‌‌second‌‌level‌‌‌Evocation‌‌Bolt‌‌spell;‌‌a‌‌‌Mend‌‌Armor‌‌Storm‌‌Packet‌‌for‌‌“10‌‌Spell‌‌                                                 
Mend‌ ‌Armor‌”‌ ‌cannot‌ ‌be‌ ‌absorbed,‌ ‌since‌ ‌there‌ ‌is‌ ‌no‌ ‌spell‌ ‌that‌ ‌grants‌ ‌“10‌ ‌Spell‌‌ ‌Mend‌ ‌Armor‌.”‌ ‌ 

Timed:‌ ‌‌A‌ ‌Timed‌ ‌Effect‌ ‌has‌ ‌a‌ ‌set‌ ‌duration‌ ‌in‌ ‌real‌ ‌time,‌ ‌from‌ ‌five‌ ‌seconds‌ ‌to‌ ‌five‌‌days,‌‌after‌‌which‌‌it‌‌expires.‌‌If‌‌hit‌‌by‌‌two‌‌                                                 
different‌ ‌timed‌ ‌non-identical‌ ‌effects,‌ ‌both‌ ‌will‌ ‌run‌ ‌simultaneously‌ ‌ending‌ ‌at‌ ‌the‌ ‌appropriate‌ ‌time‌ ‌for‌ ‌each‌ ‌.‌ ‌ 

Targets‌ ‌ 
In‌‌the‌‌Realms‌‌of‌‌REFUGE,‌‌all‌‌PCs‌‌have‌‌a‌‌Spirit‌‌and‌‌a‌‌Body.‌‌These‌‌can‌‌be‌‌separated‌‌in‌‌some‌‌cases,‌‌normally‌‌via‌‌powerful‌‌                                             
Ritual‌‌Magic.‌‌At‌‌other‌‌times‌‌you‌‌may‌‌encounter‌‌a‌‌Body‌‌without‌‌a‌‌Spirit;‌‌for‌‌example‌‌a‌‌Permanently‌‌Dead‌‌Body‌‌or‌‌a‌‌guardian‌‌                                           
Construct.‌ ‌ 

Most‌‌Effects‌‌target‌‌a‌‌Body.‌‌In‌‌every‌‌case,‌‌unless‌‌stated‌‌otherwise,‌‌you‌‌should‌‌expect‌‌that‌‌all‌‌effects‌‌target‌‌the‌‌Body‌‌only‌‌and‌‌                                           
will‌‌go‌‌away‌‌when‌‌someone‌‌becomes‌‌Dead.‌‌A‌‌Body‌‌that‌‌is‌‌Dead‌‌is‌‌generally‌‌Immune‌‌to‌‌any‌‌Effect‌‌which‌‌doesn’t‌‌explicitly‌‌                                         
target‌ ‌the‌ ‌Spirit.‌ ‌ 

There‌‌are‌‌some‌‌Effects‌‌which‌‌will‌‌specifically‌‌work‌‌on‌‌a‌‌Dead‌‌Body;‌‌these‌‌include‌‌‌Life‌,‌‌‌Create‌‌Undead,‌‌and‌‌‌Corrupt‌.‌‌There‌‌                                       
are‌ ‌some‌ ‌potent‌ ‌effects‌ ‌which‌ ‌will‌‌also‌‌target‌‌a‌‌Spirit‌‌specifically‌‌and‌‌will‌‌thus‌‌work‌‌on‌‌a‌‌live‌‌(or‌‌Dead)‌‌Body‌‌so‌‌long‌‌as‌‌it‌‌                                                 
contains‌ ‌a‌ ‌Spirit.‌ ‌If‌ ‌a‌ ‌character‌ ‌is‌ ‌subject‌ ‌to‌ ‌some‌‌method‌‌which‌‌separates‌‌Spirit‌‌from‌‌Body,‌‌a‌‌Formal‌‌Magic‌‌effect‌‌which‌‌                                         
targets‌‌Spirit‌‌will‌‌not‌‌affect‌‌them‌‌if‌‌it‌‌hits‌‌their‌‌Body‌‌(subject‌‌to‌‌whatever‌‌caveats‌‌are‌‌on‌‌the‌‌methods‌‌used‌‌for‌‌separation).‌‌For‌‌                                             
example,‌‌a‌‌villain‌‌who‌‌is‌‌under‌‌a‌‌Controlled‌‌Spirit‌‌Store‌‌ritual‌‌whose‌‌Spirit‌‌vessel‌‌is‌‌safely‌‌in‌‌their‌‌lair‌‌would‌‌call‌‌“No‌‌Effect”‌‌if‌‌                                               
their‌‌body‌‌is‌‌struck‌‌by‌‌a‌‌Spirit‌‌targeting‌‌effect‌‌like‌‌‌Shatter‌‌Spirit.‌‌However,‌‌they‌‌would‌‌still‌‌be‌‌affected‌‌by‌‌all‌‌Body‌‌targeting‌‌                                           
effects‌ ‌such‌ ‌as‌ ‌‌Sleep‌ ‌‌and‌ ‌‌Shackle‌.‌ ‌ 

Since‌‌a‌‌Dead‌‌Body‌‌can't‌‌be‌‌targeted‌‌by‌‌most‌‌effects,‌‌if‌‌it's‌‌being‌‌carried‌‌by‌‌someone‌‌it‌‌will‌‌count‌‌as‌‌a‌‌possession,‌‌with‌‌all‌‌                                               
the‌ ‌corresponding‌ ‌rules.‌ ‌Only‌ ‌when‌ ‌an‌ ‌effect‌ ‌explicitly‌ ‌affects‌ ‌a‌ ‌Spirit‌ ‌or‌ ‌Dead‌ ‌Body‌ ‌will‌ ‌a‌ ‌carried‌ ‌one‌ ‌take‌ ‌that‌ ‌effect.‌ ‌ 

Game‌ ‌Room‌ ‌ 
Some‌‌Effects‌‌target‌‌a‌‌Game‌‌Room:‌‌‌Ward‌‌or‌‌‌Wizard‌‌Lock‌‌that‌‌protect‌‌a‌‌single‌‌structure‌‌or‌‌room,‌‌or‌‌when‌‌using‌‌some‌‌Area‌‌                                           
Traps‌ ‌that‌ ‌affect‌ ‌everyone‌ ‌inside‌ ‌a‌ ‌Game‌ ‌Room.‌ ‌This‌ ‌term‌ ‌refers‌ ‌to‌ ‌any‌ ‌space‌ ‌that‌ ‌has‌ ‌been‌ ‌defined‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌or‌‌                                           
appropriate‌‌staff‌‌as‌‌a‌‌single‌‌room‌‌or‌‌area.‌ ‌A‌‌good‌‌guideline‌‌is‌‌that‌‌an‌‌enclosed‌‌area‌‌up‌‌to‌‌about‌‌20'‌‌x‌‌20'‌‌should‌‌probably‌‌                                               
count‌‌as‌‌one‌‌Game‌‌Room,‌‌although‌‌this‌‌is‌‌a‌‌guideline‌‌only‌‌and‌‌what‌‌actually‌‌counts‌‌will‌‌depend‌‌on‌‌the‌‌site‌‌being‌‌used.‌‌For‌‌                                             
example,‌ ‌a‌ ‌sleeping‌ ‌cabin‌ ‌or‌ ‌tent‌ ‌is‌ ‌generally‌ ‌a‌ ‌Game‌ ‌Room.‌ ‌Similarly,‌ ‌if‌ ‌you‌ ‌are‌ ‌using‌ ‌a‌ ‌small‌ ‌clearing‌ ‌on‌ ‌a‌ ‌path‌ ‌to‌‌                                             
represent‌‌a‌‌cave‌‌during‌‌an‌‌adventure,‌‌the‌‌Cast‌‌running‌‌the‌‌module‌‌might‌‌say‌‌that‌‌the‌‌clearing‌‌counts‌‌as‌‌a‌‌Game‌‌Room.‌‌It’s‌‌                                           
also‌‌possible‌‌for‌‌larger‌‌areas‌‌to‌‌be‌‌defined‌‌as‌‌several‌‌Game‌‌Rooms‌‌specified‌‌by‌‌a‌‌number.‌‌For‌‌example,‌‌a‌‌tavern‌‌might‌‌be‌‌                                           
defined‌ ‌as‌‌3‌‌Game‌‌Rooms.‌‌If‌‌an‌‌area‌‌is‌‌defined‌‌as‌‌a‌‌number‌‌larger‌‌than‌‌one‌‌Game‌‌Room‌‌it‌‌requires‌‌an‌‌equal‌‌number‌‌of‌‌                                               
Wards‌,‌‌traps‌‌or‌‌other‌‌Effects‌‌that‌‌target‌‌a‌‌game‌‌room.‌‌If‌‌you‌‌have‌‌any‌‌questions,‌‌ask‌‌a‌‌Marshal‌‌whether‌‌a‌‌space‌‌counts‌‌as‌‌                                             
one‌ ‌or‌ ‌more‌ ‌Game‌ ‌Rooms‌ ‌and‌ ‌how‌ ‌to‌ ‌resolve‌ ‌Effects‌ ‌potentially‌ ‌targeting‌ ‌that‌ ‌area.‌ ‌ 

‌ ‌   
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Effect‌ ‌Groups‌ ‌ 
Effect‌ ‌Groups‌ ‌are‌ ‌important‌ ‌to‌ ‌understand‌ ‌because‌ ‌certain‌ ‌defenses‌ ‌can‌ ‌prevent‌ ‌any‌ ‌effect‌ ‌from‌ ‌its‌ ‌related‌ ‌group.‌ ‌For‌‌                                   
example,‌ ‌a‌ ‌Resist‌ ‌Command‌ ‌can‌ ‌defend‌ ‌any‌ ‌effect‌ ‌from‌ ‌the‌ ‌Command‌ ‌group,‌ ‌whereas‌ ‌a‌‌Resist‌‌Curse‌‌‌couldn’t‌‌be‌‌used‌‌                                     
against‌ ‌Command‌ ‌effects‌ ‌(but‌ ‌would‌ ‌work‌ ‌against‌ ‌Curse‌ ‌effects).‌ ‌ 

Alteration‌‌ ‌‌(Antidote,‌ ‌Enfeeble,‌ ‌Hallucinate,‌ ‌Intoxicate,‌ ‌Paranoia)‌ ‌ 

Binding‌‌ ‌‌(Pin,‌ ‌Release,‌ ‌Shackle,‌ ‌Slow,‌ ‌Web)‌ ‌ 

Coating‌ ‌‌(Alchemical‌ ‌Solvent,‌ ‌Liquid‌ ‌Light,‌ ‌Oil‌ ‌of‌ ‌Slipperiness,‌ ‌Paste‌ ‌of‌ ‌Stickiness,‌ ‌Vorpal‌ ‌Coating)‌ ‌ 

Command‌‌ ‌‌(Awaken,‌ ‌Berserk,‌ ‌Charm,‌ ‌Fear,‌ ‌Shun,‌ ‌Sleep)‌ ‌ 

Curse‌ ‌‌(Cleanse,‌ ‌Destruction,‌ ‌Doom,‌ ‌Paralysis,‌ ‌Silence,‌ ‌Weakness,)‌ ‌ 

Eldritch‌ ‌Force‌ ‌‌(Banish,‌ ‌Circle‌ ‌of‌ ‌Power,‌ ‌Disarm,‌ ‌Fortress,‌ ‌Lesser‌ ‌Investment,‌ ‌Light,‌ ‌Mend‌ ‌Armor,‌ ‌Mend‌ ‌Armor‌‌ 
Storm,‌ ‌Prison,‌ ‌Repel,‌ ‌Shatter,‌ ‌Solidify,‌ ‌Stun‌ ‌Limb,‌ ‌Subjugate,‌ ‌Wall‌ ‌of‌ ‌Force,‌ ‌Ward,‌ ‌Wizard‌ ‌Lock)‌ ‌ 

Evocation‌ ‌‌(Flame,‌ ‌Ice,‌ ‌Lesser‌ ‌Magic‌ ‌Storm,‌ ‌Lightning,‌ ‌Magic,‌ ‌Magic‌ ‌Storm,‌ ‌Stone)‌ ‌ 

Greater‌ ‌Command‌‌ ‌‌(Amnesia,‌ ‌Enslavement,‌ ‌Enslavement‌ ‌Antidote,‌ ‌Euphoria,‌ ‌Euphoria‌ ‌Antidote)‌ ‌ 

Earth‌‌ ‌‌(Cure‌ ‌Disease,‌ ‌Destroy‌ ‌Undead,‌ ‌Earth‌ ‌Blade,‌ ‌Earth‌ ‌Storm,‌ ‌Healing,‌ ‌Lesser‌ ‌Earth‌ ‌Storm,‌ ‌Life,‌ ‌Purify,‌ ‌Restore,‌‌ 
Sanctuary,‌ ‌Turn‌ ‌Undead)‌ ‌ 

Necromancy‌‌ ‌‌(Chaos,‌ ‌Chaos‌ ‌Blade,‌ ‌Chaos‌ ‌Storm,‌ ‌Control‌ ‌Undead,‌ ‌Corrupt,‌ ‌Create‌ ‌Undead,‌ ‌Desecrate,‌ ‌Disease,‌‌ 
Drain,‌ ‌Lesser‌ ‌Chaos‌ ‌Storm,‌ ‌Wither)‌ ‌ 

Protection/Enhancement‌ ‌‌(Dispel,‌ ‌Elemental‌ ‌Shield,‌ ‌Enhanced‌ ‌Blade,‌ ‌Endow,‌ ‌Poison‌ ‌Shield,‌ ‌Reflect‌ ‌Spell,‌ ‌Spell‌‌ 
Shield,‌ ‌Weapon‌ ‌Shield)‌ ‌ 

Other‌ ‌‌(‌Body,‌ ‌Explosive,‌ ‌Massive,‌ ‌Normal,‌ ‌Silver,‌‌ ‌‌Vengeance‌)‌ ‌ 

Effects‌ ‌Charts‌ ‌ 
The‌‌following‌‌charts‌‌show‌‌all‌‌of‌‌the‌‌Effects,‌‌organized‌‌by‌‌Effect‌‌Group,‌‌along‌‌with‌‌the‌‌incant‌‌(if‌‌the‌‌effect‌‌can‌‌be‌‌cast‌‌as‌‌a‌‌                                               
spell‌‌from‌‌memory‌‌or‌‌a‌‌Spell‌‌Store),‌‌followed‌‌by‌‌whether‌‌it‌‌is‌‌Celestial‌‌(C),‌‌Earth‌‌(E),‌‌can‌‌be‌‌made‌‌into‌‌Alchemy‌‌(A),‌‌or‌‌can‌‌                                               
be‌‌made‌‌as‌‌a‌‌Trap‌‌Globe‌‌(T).‌‌Next‌‌is‌‌the‌‌spell‌‌level,‌‌what‌‌kinds‌‌of‌‌Production‌‌items‌‌can‌‌be‌‌made‌‌with‌‌the‌‌effect,‌‌its‌‌Duration,‌‌                                                 
and‌ ‌what‌ ‌can‌ ‌remove‌ ‌it.‌ ‌ ‌   
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EFFECTS‌ ‌AND‌ ‌REMOVALS‌ ‌ 
Effect‌ ‌  Incant‌ ‌  Type‌ ‌  Spell‌ ‌  Production‌ ‌  Duration‌ ‌  Removed‌ ‌By‌ ‌ 

ALTERATION‌ ‌ 
Intoxicate‌ ‌  ‌  A‌ ‌  ‌  Elixir‌ ‌  5‌ ‌Minutes‌ ‌  Antidote,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Hallucinate‌ ‌  ‌  A‌ ‌  ‌  Contact,‌ ‌Elixir,‌‌ 
Globe‌ ‌ 

5‌ ‌Minutes‌ ‌  Antidote,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Paranoia‌ ‌  ‌  A‌ ‌  ‌  Contact,‌ ‌Elixir,‌‌ 
Globe‌ ‌ 

5‌ ‌Minutes‌ ‌  Antidote,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Enfeeble‌ ‌  ‌  A‌ ‌  ‌  Contact,‌ ‌Elixir,‌‌ 
Globe‌ ‌ 

5‌ ‌Minutes‌ ‌  Antidote,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Antidote‌ ‌  ‌  A‌ ‌  ‌  Elixir‌ ‌  Instant‌ ‌  N/A‌ ‌ 

BINDING:‌ ‌With‌ ‌Binding‌ ‌Force‌ ‌I...‌ ‌ 
Slow‌ ‌  Slow‌ ‌you‌ ‌  C/E/T‌  1‌ ‌  Globe,‌ ‌Potion,‌‌ 

Scroll‌ ‌ 
5‌ ‌Minutes‌ ‌  Release,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Pin‌ ‌  Pin‌ ‌you‌ ‌  C/E‌ ‌  2‌ ‌  Scroll‌ ‌  Line‌ ‌of‌ ‌Sight‌ ‌  Release,‌ ‌Dispel,‌ ‌Purify‌ ‌ 
Shackle‌ ‌  Shackle‌ ‌you‌ ‌  C/E‌ ‌  3‌ ‌  Scroll‌ ‌  Line‌ ‌of‌ ‌Sight‌ ‌  Release,‌ ‌Dispel,‌ ‌Purify‌ ‌ 
Web‌ ‌  Web‌ ‌you‌ ‌  C/E‌ ‌  7‌ ‌  Scroll‌ ‌  Line‌ ‌of‌ ‌Sight‌ ‌  Release,‌ ‌Dispel,‌ ‌Purify‌ ‌ 
Release‌ ‌  Release‌ ‌you‌ ‌from‌ ‌Bindings‌ ‌  C/E‌ ‌  5‌ ‌  Potion,‌ ‌Scroll‌ ‌  Instant‌ ‌  N/A‌ ‌ 

COMMAND:‌ ‌I‌ ‌Command‌ ‌you‌ ‌to...‌ ‌ 
Shun‌ ‌  Shun‌ ‌me‌ ‌  C/E‌ ‌  4‌ ‌  Scroll‌ ‌  5‌ ‌Minutes‌ ‌  Awaken,‌ ‌Dispel,‌ ‌Purify,‌ 

Break‌ ‌Command‌ ‌ 
Sleep‌ ‌  Sleep‌ ‌  A/C/E‌  6‌ ‌  Contact,‌ ‌Elixir,‌‌ 

Globe,‌ ‌Potion,‌‌ 
Scroll‌ ‌ 

5‌ ‌Minutes‌ ‌  Awaken,‌ ‌Dispel,‌ ‌Purify,‌ 
Break‌ ‌Command‌ ‌ 

Charm‌ ‌  be‌ ‌Charmed‌ ‌  A/C/E‌  7‌ ‌  Contact,‌ ‌Elixir,‌‌ 
Globe,‌ ‌Potion,‌‌ 
Scroll‌ ‌ 

10‌ ‌Minutes‌ ‌  Awaken,‌ ‌Dispel,‌ ‌Purify,‌ 
Break‌ ‌Command‌ ‌ 

Berserk‌ ‌  ‌ ‌   A‌‌ ‌   ‌ ‌   Contact,‌ ‌Elixir,‌‌ 
Globe‌ ‌ 

5‌ ‌Minutes‌ ‌  Awaken,‌ ‌Dispel,‌ ‌Purify,‌ 
Break‌ ‌Command‌ ‌ 

Fear‌ ‌  ‌ ‌   ‌  ‌ ‌   ‌  Line‌ ‌of‌ ‌Sight‌ ‌  Awaken,‌ ‌Dispel,‌ ‌Purify,‌ 
Break‌ ‌Command‌ ‌ 

Awaken‌ ‌  Awaken‌ ‌you‌ ‌from‌ ‌Commands‌ ‌  C/E‌ ‌  4‌ ‌  Potion,‌ ‌Scroll‌ ‌  Instant‌‌ ‌   N/A‌‌ ‌  
CURSE:‌ ‌I‌ ‌Curse‌ ‌you‌ ‌with...‌ ‌ 

Weakness‌ ‌  Weakness‌ ‌  A/E‌ ‌  3‌ ‌  Contact,‌ ‌Elixir,‌‌ 
Globe,‌ ‌Potion‌ ‌ 

5‌ ‌Minutes‌ ‌  Cleanse,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Silence‌ ‌  Silence‌ ‌  E/T‌ ‌  5‌ ‌  Globe,‌ ‌Potion‌ ‌  5‌ ‌Minutes‌ ‌  Cleanse,‌ ‌Dispel,‌ ‌Purify‌ ‌ 
Destruction‌ ‌  Destruction‌ ‌  E‌‌ ‌   7‌ ‌  Potion‌ ‌  5‌ ‌Minutes‌ ‌  Cleanse,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Paralysis‌ ‌  Paralysis‌ ‌  A/E‌ ‌  8‌ ‌  Contact,‌ ‌Elixir,‌‌ 
Globe,‌ ‌Potion‌ ‌ 

5‌ ‌Minutes‌ ‌  Cleanse,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Doom‌ ‌  Doom‌ ‌  E‌‌ ‌   9‌ ‌  ‌ ‌   Instant‌ ‌  Life‌ ‌ 

Cleanse‌ ‌  Cleanse‌ ‌you‌ ‌of‌ ‌Curses‌ ‌  E‌‌ ‌   4‌ ‌  Elixir,‌ ‌Potion‌ ‌  Instant‌ ‌  N/A‌ ‌ 
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EFFECTS‌ ‌AND‌ ‌REMOVALS‌ ‌ 
Effect‌ ‌  Incant‌ ‌  Type‌ ‌  Spell‌  Production‌ ‌  Duration‌ ‌  Removed‌ ‌By‌ ‌ 

ELDRITCH‌ ‌FORCE:‌ ‌With‌ ‌Eldritch‌ ‌Force‌ ‌I...‌ ‌ 
Disarm‌ ‌  Disarm‌ ‌your‌ ‌<item>‌ ‌  C/E‌ ‌  1‌ ‌  Scroll‌ ‌  5‌ ‌Seconds‌ ‌  N/A‌‌ ‌  
Fortress‌ ‌  build‌ ‌a‌ ‌Fortress‌ ‌  C‌ ‌  1‌ ‌  ‌ ‌   10‌ ‌Minutes‌ ‌  Dispel,‌ ‌Body‌ ‌Damage‌ ‌ 
Lesser‌ ‌Investment‌ ‌  build‌ ‌a‌ ‌Lesser‌ ‌Investment‌ ‌  C‌ ‌  1‌ ‌  Scroll‌ ‌  Instant‌ ‌  N/A‌ ‌ 
Light‌ ‌  build‌ ‌a‌ ‌Light‌ ‌  C‌ ‌  1‌ ‌  Scroll‌ ‌  5‌ ‌Days‌ ‌  Dispel‌ ‌ 
Mend‌ ‌Armor‌ ‌  Mend‌ ‌20‌ ‌Armor‌ ‌  C‌ ‌  2‌ ‌  ‌ ‌   Instant‌ ‌  N/A‌‌ ‌  
Repel‌ ‌  Repel‌ ‌you‌ ‌  C/E‌ ‌  2‌ ‌  Scroll‌ ‌  Concentration‌ ‌  Dispel‌ ‌ 

Shatter‌ ‌  Shatter‌ ‌your‌ ‌<item>‌ ‌  C/E/T‌  3‌ ‌  Globe,‌ ‌Scroll‌ ‌  Instant‌ ‌  N/A‌‌ ‌  
Solidify‌ ‌  Solidify‌ ‌you‌ ‌  C‌ ‌  3‌ ‌  ‌ ‌   5‌ ‌Seconds‌ ‌  N/A‌‌ ‌  
Wall‌ ‌of‌ ‌Force‌ ‌  build‌ ‌a‌ ‌Wall‌ ‌of‌ ‌Force‌  C‌ ‌  3‌ ‌  Scroll‌ ‌  10‌ ‌Minutes‌ ‌  Dispel‌ ‌ 
Banish‌ ‌  Banish‌ ‌you‌ ‌  C‌ ‌  4‌ ‌  ‌ ‌   Instant‌ ‌  N/A‌ ‌ 
Subjugate‌ ‌  Subjugate‌ ‌you‌ ‌  C‌ ‌  5‌ ‌  ‌ ‌   10‌ ‌Minutes‌ ‌  Dispel‌ ‌ 
Mend‌ ‌Armor‌ ‌Storm‌ ‌  build‌ ‌a‌ ‌Mend‌ ‌Armor‌ ‌Storm‌ ‌  C‌ ‌  6‌ ‌  ‌ ‌   Storm‌ ‌  Dispel‌ ‌ 
Wizard‌ ‌Lock‌ ‌  build‌ ‌a‌ ‌Wizard‌ ‌Lock‌ ‌  C‌ ‌  6‌ ‌  Scroll‌ ‌  5‌ ‌Days‌ ‌  Dispel‌ ‌ 
Stun‌ ‌Limb‌ ‌  Stun‌ ‌your‌ ‌<limb>‌ ‌  C‌ ‌  7‌ ‌  ‌  5‌ ‌Minutes‌ ‌  Dispel,‌ ‌Purify‌ ‌ 
Circle‌ ‌of‌ ‌Power‌ ‌  build‌ ‌a‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌  C/E‌ ‌  9‌ ‌  ‌ ‌   1‌ ‌Hour‌ ‌  N/A‌‌ ‌  
Prison‌ ‌  build‌ ‌a‌ ‌Prison‌ ‌  C‌ ‌  9‌ ‌  ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel‌ ‌ 
Ward‌ ‌  build‌ ‌a‌ ‌Ward‌ ‌  C‌ ‌  9‌ ‌  ‌  5‌ ‌Days‌ ‌  N/A‌‌ ‌  

EVOCATION:‌ ‌I‌ ‌Evoke‌ ‌a‌ ‌...‌‌ ‌  
Evocation‌ ‌Bolt‌ ‌  <Number>‌ ‌<Element>‌ ‌Bolt‌‌ ‌   C‌‌ ‌   1-9‌‌   Scroll‌‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
Lesser‌ ‌Magic‌ ‌Storm‌ ‌  Lesser‌ ‌Magic‌ ‌Storm‌‌ ‌   C‌‌ ‌   5‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 
Magic‌ ‌Storm‌ ‌  Magic‌ ‌Storm‌‌ ‌   C‌‌ ‌   9‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 

EARTH:‌ ‌I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌...‌‌ ‌  
Cure‌ ‌Wounds‌ ‌  grant‌ ‌<Number>‌ ‌Healing‌‌ ‌   E‌‌ ‌   1-9‌‌   Potion‌‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
Turn‌ ‌Undead‌ ‌  Turn‌ ‌Undead‌‌ ‌   E‌‌ ‌   1‌‌ ‌   ‌ ‌   5‌ ‌Minutes‌‌ ‌   Dispel,‌ ‌Drain‌ ‌ 
Sanctuary‌ ‌  grant‌ ‌you‌ ‌Sanctuary‌‌ ‌   E‌‌ ‌   3‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel,‌ ‌Body‌ ‌Damage‌‌ ‌  
Cure‌ ‌Disease‌ ‌  Cure‌ ‌Disease‌‌ ‌   E‌‌ ‌   4‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌ ‌ 
Disease,‌ ‌Drain‌ ‌ 

Lesser‌ ‌Earth‌ ‌Storm‌ ‌  grant‌ ‌a‌ ‌Lesser‌ ‌Earth‌ ‌Storm‌‌ ‌   E‌‌ ‌   5‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 
Earth‌ ‌Blade‌ ‌  grant‌ ‌an‌ ‌Earth‌ ‌Blade‌‌ ‌   E‌‌ ‌   6‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel‌ ‌ 
Restore‌ ‌  Restore‌ ‌you‌‌ ‌   E‌‌ ‌   6‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌ ‌ 
Wither,‌ ‌Drain‌ ‌ 

Destroy‌ ‌Undead‌ ‌  Destroy‌ ‌Undead‌‌ ‌   E‌‌ ‌   7‌‌ ‌   ‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
Purify‌ ‌  Purify‌ ‌you‌‌ ‌   E‌‌ ‌   8‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌ ‌ 
Dispel,‌ ‌Drain‌ ‌ 

Earth‌ ‌Storm‌ ‌  grant‌ ‌an‌ ‌Earth‌ ‌Storm‌‌ ‌   E‌‌ ‌   9‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 
Life‌ ‌  grant‌ ‌you‌ ‌Life‌‌ ‌   E‌‌ ‌   9‌‌ ‌   ‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
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EFFECTS‌ ‌AND‌ ‌REMOVALS‌ ‌ 
Effect‌ ‌  Incant‌ ‌  Type‌ ‌  Spell‌  Production‌ ‌  Duration‌ ‌  Removed‌ ‌By‌ ‌ 

GREATER‌ ‌COMMAND‌‌ ‌  
Amnesia‌ ‌  ‌ ‌   A‌‌ ‌   ‌ ‌   Elixir‌‌ ‌   Instant,‌ ‌then‌‌ 

Permanent‌ ‌ 
Dispel‌ ‌or‌ ‌Purify‌ ‌within‌ ‌10‌‌ 
minutes‌ ‌ 

Enslavement‌ ‌  ‌ ‌   N/A‌‌ ‌   ‌ ‌   ‌ ‌   Permanent‌‌ ‌   Enslavement‌ ‌Antidote‌ ‌ 
Euphoria‌ ‌  ‌ ‌   N/A‌‌ ‌   ‌ ‌   ‌ ‌   Permanent‌‌ ‌   Euphoria‌ ‌Antidote‌ ‌ 
Enslavement‌ ‌Antidote‌ ‌  ‌ ‌   A‌‌ ‌   ‌ ‌   Elixir‌‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
Euphoria‌ ‌Antidote‌ ‌  ‌ ‌   A‌‌ ‌   ‌ ‌   Elixir‌‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  

NECROMANCY:‌ ‌With‌ ‌Necromancy‌ ‌I‌ ‌...‌‌ ‌  
Cause‌ ‌Wounds‌ ‌  create‌ ‌<Number>‌ ‌Chaos‌‌ ‌   E‌‌ ‌   1-9‌‌   Potion‌‌ ‌   Instant‌‌ ‌   N/A‌‌ ‌  
Control‌ ‌Undead‌ ‌  Control‌ ‌Undead‌‌ ‌   E‌‌ ‌   1‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel‌‌ ‌  
Desecrate‌ ‌  Desecrate‌ ‌you‌‌ ‌   E‌‌ ‌   3‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel,‌ ‌Body‌ ‌Damage‌‌ ‌  
Disease‌ ‌  Disease‌ ‌you‌‌ ‌   E‌‌ ‌   4‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌‌ ‌  
Cure‌ ‌Disease,‌ ‌Dispel,‌‌ 
Purify‌ ‌ 

Lesser‌ ‌Chaos‌ ‌Storm‌ ‌  create‌ ‌a‌ ‌Lesser‌ ‌Chaos‌ ‌Storm‌ ‌  E‌‌ ‌   5‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 
Chaos‌ ‌Blade‌ ‌  create‌ ‌a‌ ‌Chaos‌ ‌Blade‌‌ ‌   E‌‌ ‌   6‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel‌ ‌ 
Wither‌ ‌  Wither‌ ‌you‌‌ ‌   E‌‌ ‌   6‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌‌ ‌  
Restore,‌ ‌Dispel,‌ ‌Purify‌ ‌ 

Create‌ ‌Undead‌ ‌  Create‌ ‌Undead‌‌ ‌   E‌‌ ‌   7‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Life‌ ‌ 
Drain‌ ‌  Drain‌ ‌you‌‌ ‌   E‌‌ ‌   8‌‌ ‌   Potion‌‌ ‌   Instant‌ ‌or‌ ‌5‌‌ 

Minutes‌‌ ‌  
Dispel,‌ ‌Purify‌ ‌ 

Chaos‌ ‌Storm‌ ‌  create‌ ‌a‌ ‌Chaos‌ ‌Storm‌‌ ‌   E‌‌ ‌   9‌‌ ‌   ‌ ‌   Storm‌‌ ‌   Dispel‌ ‌ 
Corrupt‌ ‌  Corrupt‌ ‌you‌‌ ‌   E‌‌ ‌   9‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Life‌ ‌ 

PROTECTION/ENHANCEMENT:‌ ‌I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌...‌‌ ‌  
Endow‌ ‌  an‌ ‌Endow‌‌ ‌   E‌‌ ‌   1‌‌ ‌   Potion‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 
Weapon‌ ‌Shield‌  a‌ ‌Weapon‌ ‌Shield‌‌ ‌   C/E‌‌ ‌   2‌‌ ‌   Potion,‌ ‌Scroll‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 
Enhanced‌ ‌Blade‌ ‌  an‌ ‌Enhanced‌ ‌Blade‌‌ ‌   C‌‌ ‌   4‌‌ ‌   ‌ ‌   10‌ ‌Minutes‌‌ ‌   Dispel‌ ‌ 
Poison‌ ‌Shield‌ ‌  a‌ ‌Poison‌ ‌Shield‌‌ ‌   A/E‌‌ ‌   4‌‌ ‌   Potion,‌ ‌Elixir‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 
Spell‌ ‌Shield‌ ‌  a‌ ‌Spell‌ ‌Shield‌‌ ‌   C/E‌‌ ‌   5‌‌ ‌   Potion,‌ ‌Scroll‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 
Elemental‌ ‌Shield‌ ‌  an‌ ‌Elemental‌ ‌Shield‌‌ ‌   C/E‌‌ ‌   6‌‌ ‌   Potion,‌ ‌Scroll‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 
Dispel‌ ‌  a‌ ‌Dispel‌‌ ‌   C‌‌ ‌   8‌‌ ‌   Scroll‌‌ ‌   Instant‌‌ ‌   N/A‌ ‌ 
Reflect‌ ‌Spell‌ ‌  a‌ ‌Reflect‌ ‌Spell‌‌ ‌   C/E‌‌ ‌   8‌‌ ‌   Potion,‌ ‌Scroll‌‌ ‌   5‌ ‌Days‌‌ ‌   Dispel‌ ‌ 



‌ 

Chapter‌ ‌VI:‌ ‌The‌ ‌Skill‌ ‌System‌ ‌ 
Gaining‌ ‌Skills‌‌ ‌  
REFUGE‌ ‌LARP‌ ‌is‌‌a‌‌fantasy‌‌game.‌‌There‌‌will‌‌always‌‌be‌‌limits‌‌to‌‌what‌‌you‌‌can‌‌do‌‌based‌‌on‌‌your‌‌physical‌‌capabilities,‌‌but‌‌                                           
REFUGE‌ ‌allows‌ ‌ways‌ ‌to‌ ‌mitigate‌ ‌some‌ ‌OOG‌ ‌barriers‌ ‌through‌ ‌our‌ ‌Skill‌ ‌system.‌ ‌ 

There‌ ‌are‌ ‌many‌ ‌abilities‌ ‌in‌ ‌the‌ ‌game‌ ‌that‌ ‌require‌ ‌you‌ ‌to‌ ‌acquire‌ ‌prerequisite‌ ‌Skills‌ ‌before‌ ‌using‌ ‌them.‌ ‌Think‌ ‌of‌ ‌this‌ ‌as‌‌                                         
learning‌ ‌to‌ ‌crawl‌ ‌before‌ ‌you‌ ‌can‌‌walk.‌‌As‌‌an‌‌example,‌‌you‌‌need‌‌to‌‌have‌‌the‌‌appropriate‌‌Weapon‌‌Skill‌‌to‌‌use‌‌that‌‌style‌‌of‌‌                                             
Weapon‌ ‌(Edged‌ ‌for‌ ‌Swords‌ ‌and‌ ‌Axes,‌ ‌Blunt‌ ‌Weapon‌ ‌for‌ ‌Hammers‌ ‌and‌ ‌Clubs).‌ ‌Additionally,‌ ‌some‌ ‌Skills‌ ‌might‌ ‌require‌‌                                 
specific‌ ‌Weapon‌ ‌types‌ ‌to‌ ‌use;‌ ‌these‌ ‌prerequisites‌ ‌are‌ ‌listed‌ ‌in‌ ‌the‌ ‌charts‌ ‌below‌ ‌and‌ ‌within‌ ‌each‌ ‌Skill‌ ‌listed‌ ‌later‌ ‌in‌ ‌this‌‌                                         
Chapter.‌‌ ‌  

Similarly,‌‌some‌‌Skills‌‌grant‌‌a‌‌permanent‌‌bonus‌‌in‌‌damage‌‌with‌‌every‌‌swing‌‌of‌‌a‌‌Weapon.‌‌This‌‌represents‌‌a‌‌level‌‌of‌‌Skill‌‌for‌‌                                           
the‌‌character‌‌that‌‌a‌‌player‌‌might‌‌never‌‌obtain.‌‌We‌‌use‌‌it‌‌to‌‌artificially‌‌give‌‌a‌‌character‌‌an‌‌advantage‌‌over‌‌another‌‌character‌‌                                         
not‌ ‌as‌ ‌Skilled,‌ ‌regardless‌ ‌of‌ ‌the‌ ‌‌player’s‌ ‌‌Skill‌ ‌with‌ ‌the‌ ‌Weapon.‌ 

While‌ ‌OOG‌ ‌ability‌‌still‌‌comes‌‌into‌‌play,‌‌REFUGE‌‌allows‌‌numerous‌‌Skills‌‌to‌‌help‌‌players‌‌perform‌‌IG‌‌tasks‌‌to‌‌enhance‌‌their‌‌                                       
OOG‌ ‌abilities.‌ ‌For‌ ‌example,‌ ‌the‌ ‌‌Dodge‌ ‌‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌avoid‌ ‌an‌ ‌incoming‌ ‌attack‌ ‌even‌ ‌if‌ ‌it‌ ‌landed‌ ‌correctly‌‌                                       
according‌ ‌to‌ ‌the‌ ‌rules.‌ ‌ 

Characters‌ ‌may‌ ‌purchase‌ ‌Skills‌ ‌by‌ ‌spending‌ ‌XP‌ ‌that‌ ‌they’ve‌ ‌earned,‌ ‌primarily‌ ‌by‌ ‌attending‌ ‌REFUGE‌ ‌games.‌ ‌ 

Skills‌ ‌might‌ ‌be‌ ‌used‌ ‌throughout‌ ‌the‌ ‌day‌ ‌or‌ ‌may‌ ‌add‌ ‌permanent‌ ‌abilities‌ ‌that‌ ‌can‌ ‌be‌ ‌used‌ ‌indefinitely‌ ‌(such‌ ‌as‌ ‌the‌‌                                       
One-Handed‌ ‌Edged‌ ‌ability‌ ‌allowing‌ ‌a‌ ‌character‌ ‌to‌ ‌permanently‌ ‌use‌ ‌One-Handed‌ ‌Edged‌‌Weapons‌‌in‌‌combat).‌‌If‌‌a‌‌Skill‌‌is‌‌                                   
expended‌ ‌when‌ ‌used,‌ ‌it‌ ‌will‌ ‌be‌ ‌marked‌ ‌as‌ ‌‌LP‌ ‌‌(noting‌ ‌that‌ ‌it‌ ‌will‌ ‌renew‌ ‌at‌ ‌the‌ ‌start‌ ‌of‌ ‌each‌ ‌Logistics‌ ‌Period).‌ ‌ 

Many‌ ‌Skills‌ ‌can’t‌ ‌be‌ ‌purchased‌ ‌until‌‌certain‌‌prerequisites‌‌are‌‌met.‌‌Sometimes‌‌these‌‌prerequisites‌‌are‌‌per‌‌purchase,‌‌while‌‌                                 
other‌ ‌prerequisites‌ ‌need‌ ‌only‌ ‌be‌ ‌met‌ ‌once.‌‌For‌‌example,‌‌you‌‌can‌‌purchase‌‌Critical‌‌Attack‌‌as‌‌often‌‌as‌‌you‌‌want‌‌once‌‌you‌‌                                         
have‌ ‌any‌ ‌‌Weapon‌ ‌Skill‌.‌ ‌Similarly,‌ ‌you‌ ‌can‌ ‌purchase‌ ‌‌High‌ ‌Magic‌ ‌for‌ ‌your‌‌Primary‌‌School‌‌as‌‌many‌‌times‌‌as‌‌you‌‌like‌‌once‌‌                                         
you’ve‌ ‌spent‌ ‌75‌ ‌XP‌ ‌in‌ ‌Scholar‌ ‌Skills.‌ ‌Other‌ ‌Skills,‌ ‌such‌ ‌as‌ ‌‌Dodge‌,‌ ‌are‌ ‌only‌ ‌purchasable‌ ‌once‌ ‌for‌‌every‌‌30‌‌XP‌‌you‌‌have‌‌                                           
purchased‌ ‌in‌ ‌Stealth‌ ‌Skills.‌ ‌Both‌ ‌types‌‌of‌‌prerequisites‌‌are‌‌outlined‌‌in‌‌the‌‌Skills‌‌chart,‌‌which‌‌lists‌‌all‌‌Skills‌‌along‌‌with‌‌their‌‌                                         
prerequisites‌ ‌and‌ ‌their‌ ‌XP‌ ‌cost‌ ‌for‌ ‌each‌ ‌class.‌ ‌ 

When‌‌players‌‌check‌‌in‌‌for‌‌an‌‌event,‌‌they‌‌will‌‌be‌‌given‌‌a‌‌printed‌‌sheet‌‌(called‌‌a‌‌Battle‌‌Board)‌‌that‌‌tracks‌‌expendable‌‌Skills‌‌                                           
per‌ ‌LP.‌ ‌It‌ ‌is‌ ‌your‌ ‌responsibility‌ ‌to‌ ‌update‌ ‌your‌ ‌board‌‌after‌‌using‌‌the‌‌Skill‌‌when‌‌you‌‌have‌‌some‌‌down‌‌time.‌‌Most‌‌Skills‌‌are‌‌                                             
expended‌ ‌during‌ ‌combat;‌‌once‌‌a‌‌combat‌‌is‌‌over,‌‌check‌‌off‌‌the‌‌Skills‌‌you‌‌have‌‌used.‌‌A‌‌Marshal‌‌may‌‌ask‌‌for‌‌your‌‌board‌‌at‌‌                                             
any‌ ‌time‌ ‌to‌ ‌see‌ ‌what‌ ‌Skills‌ ‌you‌ ‌have‌ ‌used‌ ‌and‌ ‌what‌ ‌you‌ ‌still‌ ‌have‌ ‌available.‌‌ ‌  

On‌ ‌a‌ ‌full‌ ‌weekend‌ ‌event,‌‌the‌‌day‌‌runs‌‌24‌‌hours‌‌from‌‌when‌‌the‌‌game‌‌starts‌‌(approximately).‌‌Most‌‌events‌‌will‌‌have‌‌the‌‌LP‌‌                                           
reset‌‌roughly‌‌around‌‌6‌‌PM‌‌local‌‌time.‌‌Most‌‌Skills‌‌andMagic‌‌Items‌‌have‌‌a‌‌per‌‌LP‌‌use‌‌on‌‌them.‌‌Your‌‌local‌‌Chapter‌‌will‌‌dictate‌‌                                             
when‌ ‌your‌ ‌LPs‌ ‌run‌ ‌from,‌ ‌but‌ ‌there‌ ‌can‌ ‌only‌ ‌be‌ ‌one‌ ‌LP‌ ‌per‌ ‌24‌ ‌hours.‌‌ ‌  

Game‌ ‌Abilities‌ ‌ 
As‌‌you‌‌read‌‌this‌‌book,‌‌you‌‌will‌‌see‌‌references‌‌to‌‌Game‌‌Abilities.‌‌This‌‌refers‌‌generally‌‌to‌‌the‌‌Skills‌‌you‌‌buy‌‌for‌‌your‌‌character‌‌                                             
with‌ ‌XP.‌ ‌If‌ ‌you‌ ‌are‌ ‌playing‌ ‌a‌ ‌monster,‌ ‌any‌ ‌of‌ ‌their‌ ‌expendable‌ ‌abilities‌ ‌will‌ ‌similarly‌ ‌be‌ ‌considered‌ ‌Game‌ ‌Abilities.‌ ‌ 

Some‌ ‌effects‌ ‌can‌ ‌prevent‌ ‌you‌ ‌from‌ ‌using‌ ‌your‌ ‌Game‌ ‌Abilities.‌ ‌If‌ ‌you‌ ‌are‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌‌Enfeeble‌,‌ ‌for‌ ‌instance,‌ ‌you‌                                         
cannot‌‌cast‌‌any‌‌spells,‌‌fight,‌‌or‌‌throw‌‌any‌‌Gas‌‌Globes‌‌since‌‌all‌‌of‌‌these‌‌are‌‌Game‌‌Abilities.‌‌However,‌‌you‌‌can‌‌still‌‌talk,‌‌drink‌‌                                             
a‌ ‌Potion,‌ ‌activate‌ ‌a‌ ‌Magic‌ ‌Item,‌ ‌or‌ ‌perform‌ ‌other‌ ‌actions‌ ‌that‌ ‌do‌ ‌not‌ ‌fall‌ ‌under‌ ‌the‌ ‌Game‌ ‌Abilities‌ ‌list.‌ ‌ 

Wear‌ ‌Extra‌ ‌Armor‌ ‌and‌ ‌‌Hardy‌ ‌‌are‌‌the‌‌two‌‌Skill‌‌exceptions‌‌to‌‌this.‌‌These‌‌Skills‌‌affect‌‌what‌‌a‌‌character‌‌is‌‌instead‌‌of‌‌what‌‌a‌‌                                             
character‌ ‌does.‌ ‌Similarly,‌ ‌three‌ ‌‌High‌ ‌Magic‌ ‌abilities‌ ‌will‌ ‌continue‌ ‌to‌ ‌function‌ ‌when‌ ‌you‌ ‌are‌ ‌unable‌ ‌to‌ ‌use‌ ‌Game‌‌Abilities:‌‌                                     
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Celestial‌ ‌Armor,‌ ‌Earth’s‌ ‌Bounty,‌ ‌and‌ ‌Rebirth.‌ ‌ 

All‌ ‌other‌ ‌PC‌ ‌Skills‌ ‌count‌ ‌as‌ ‌Game‌ ‌Abilities.‌ ‌This‌ ‌means‌ ‌that‌ ‌while‌ ‌under‌ ‌a‌ ‌no-Game-Abilities‌ ‌effect,‌ ‌you‌ ‌can’t‌ ‌identify‌‌                                     
Production‌ ‌items,‌ ‌can’t‌ ‌use‌ ‌Focus‌ ‌Skills,‌ ‌will‌ ‌be‌ ‌unable‌ ‌to‌ ‌read‌ ‌Ritual‌ ‌Scrolls,‌ ‌cannot‌ ‌apply‌ ‌‌Alchemical‌ ‌‌Coatings,‌ ‌cannot‌‌                                   
disarm‌ ‌traps,‌ ‌and‌ ‌cannot‌ ‌evaluate‌ ‌items‌ ‌using‌ ‌the‌ ‌‌Merchant‌ ‌‌Skill.‌ ‌ 

The‌‌mechanism‌‌of‌‌activating‌‌a‌‌Magic‌‌Item‌‌is‌‌exempted‌‌from‌‌negative‌‌effects‌‌which‌‌restrict‌‌Game‌‌Abilities.‌‌You‌‌must‌‌be‌‌able‌‌                                       
to‌ ‌at‌ ‌least‌ ‌move‌ ‌your‌ ‌mouth‌ ‌to‌ ‌vocalize‌ ‌(though‌ ‌the‌ ‌Spell‌ ‌and‌ ‌Arcane‌‌Qualifiers‌‌may‌‌be‌‌used‌‌while‌‌under‌‌the‌‌effect‌‌of‌‌a‌‌                                             
Silence‌).‌ ‌For‌ ‌example,‌ ‌you‌ ‌could‌ ‌activate‌ ‌a‌ ‌Magic‌‌Item‌‌while‌‌under‌‌a‌‌‌Web‌‌‌effect,‌‌which‌‌holds‌‌you‌‌in‌‌place‌‌from‌‌the‌‌neck‌‌                                           
down,‌ ‌but‌ ‌not‌ ‌while‌ ‌under‌ ‌a‌ ‌‌Paralysis‌ ‌‌effect,‌ ‌which‌ ‌completely‌ ‌paralyzes‌ ‌you.‌ ‌ 

Experience‌ ‌Points‌‌  ‌ 
Your‌‌character‌‌will‌‌receive‌‌Experience‌‌Points‌‌(XP)‌‌at‌‌REFUGE‌‌LARP‌‌events‌‌which‌‌they‌‌can‌‌subsequently‌‌use‌‌to‌‌buy‌‌Skills.‌‌                                     
Each‌ ‌Skill‌ ‌you‌ ‌purchase‌ ‌costs‌ ‌a‌ ‌certain‌ ‌number‌ ‌of‌ ‌XP‌ ‌as‌ ‌per‌ ‌the‌ ‌Skill‌ ‌Charts‌ ‌below.‌ ‌ 

A‌‌Character’s‌‌level‌‌is‌‌strictly‌‌an‌‌OOG‌‌concept;‌‌a‌‌character‌‌doesn’t‌‌understand‌‌that‌‌they‌‌have‌‌a‌‌level‌‌IG,‌‌although‌‌the‌‌player‌‌                                         
knows‌ ‌this‌ ‌information.‌ ‌Staff‌ ‌members‌ ‌use‌ ‌levels‌ ‌to‌ ‌balance‌ ‌combat‌ ‌encounters‌ ‌and‌ ‌for‌ ‌calculating‌ ‌treasure‌ ‌for‌ ‌an‌ ‌event.‌ ‌ 

XP‌‌(XP)‌‌are‌‌cumulative‌‌and‌‌never‌‌go‌‌away.‌‌You‌‌can‌‌spend‌‌as‌‌many‌‌or‌‌as‌‌few‌‌as‌‌you‌‌wish‌‌at‌‌a‌‌                                         
time.‌‌Your‌‌character’s‌‌Body‌‌Points‌‌are‌‌calculated‌‌based‌‌on‌‌your‌‌total‌‌XP,‌‌whether‌‌spent‌‌or‌‌not,‌‌                               
as‌ ‌is‌ ‌your‌ ‌Character‌ ‌Level.‌ ‌ 

A‌‌character‌‌will‌‌gain‌‌XP‌‌for‌‌every‌‌LP‌‌they‌‌attend.‌‌This‌‌chart‌‌will‌‌show‌‌you‌‌how‌‌many‌‌XP‌‌you‌‌will‌‌                                       
attain‌ ‌for‌ ‌each‌ ‌LP‌ ‌you‌ ‌attend.‌ ‌As‌ ‌your‌ ‌character‌ ‌attains‌ ‌higher-levels,‌ ‌it‌ ‌takes‌ ‌longer‌ ‌to‌ ‌gain‌ ‌XP.‌ ‌ 

For‌ ‌Example:‌ ‌A‌ ‌new‌‌character‌‌has‌‌25‌‌XP‌‌and‌‌attends‌‌a‌‌3-day‌‌Long‌‌Weekend‌‌game.‌‌After‌‌the‌‌                                 
event,‌ ‌the‌ ‌Chapter‌ ‌staff‌ ‌applies‌ ‌3‌ ‌experience‌‌blankets‌‌to‌‌the‌‌character,‌‌one‌‌for‌‌each‌‌LP‌‌of‌‌the‌‌                                 
event.‌ ‌ 

Since‌‌the‌‌character‌‌is‌‌2nd‌‌level,‌‌the‌‌first‌‌blanket‌‌gains‌‌them‌‌6‌‌XP‌‌putting‌‌them‌‌at‌‌31‌‌total.‌‌Now‌‌                                     
that‌‌they‌‌are‌‌at‌‌3rd‌‌level‌‌(over‌‌30‌‌XP),‌‌they‌‌gain‌‌5‌‌for‌‌the‌‌second‌‌blanket,‌‌and‌‌another‌‌5‌‌for‌‌the‌‌                                         
third‌ ‌blanket,‌ ‌leaving‌ ‌them‌ ‌with‌ ‌41‌ ‌XP‌ ‌total‌ ‌–‌ ‌4‌th‌‌ ‌level.‌ ‌ 

These‌‌experience‌‌point‌‌additions‌‌are‌‌always‌‌applied‌‌one‌‌by‌‌one‌‌no‌‌matter‌‌how‌‌many‌‌are‌‌gained‌‌                               
at‌ ‌an‌ ‌event,‌ ‌with‌ ‌subsequent‌ ‌additions‌ ‌adjusting‌ ‌the‌ ‌Experience‌ ‌Point‌ ‌rate‌‌if‌‌the‌‌previous‌‌one‌‌                             
puts‌‌the‌‌character‌‌into‌‌a‌‌new‌‌level‌‌range.‌‌Note‌‌that‌‌a‌‌character‌‌may‌‌have‌‌fractional‌‌XP‌‌at‌‌certain‌‌                                   
points‌ ‌in‌ ‌their‌ ‌career‌ ‌depending‌ ‌on‌ ‌their‌ ‌level;‌ ‌only‌ ‌whole‌ ‌XP‌ ‌may‌ ‌be‌ ‌spent‌ ‌on‌ ‌Skills.‌ ‌The‌‌                                 
fractional‌ ‌XP‌ ‌simply‌ ‌tracks‌ ‌how‌ ‌far‌ ‌your‌ ‌character‌ ‌has‌ ‌to‌ ‌go‌ ‌to‌ ‌the‌ ‌next‌ ‌Experience‌ ‌Point.‌ ‌ 

All‌‌classes‌‌start‌‌off‌‌at‌‌25‌‌XP‌‌with‌‌10‌‌Body‌‌Points.‌‌Your‌‌total‌‌XP‌‌determines‌‌your‌‌Body‌‌Points‌‌at‌‌a‌‌ratio‌‌based‌‌on‌‌your‌‌class;‌‌                                                 
see‌ ‌the‌ ‌Classes‌ ‌section‌ ‌for‌ ‌details.‌ ‌ 

Learning‌ ‌and‌ ‌Unlearning‌ ‌Skills‌ ‌ 
As‌‌you‌‌gain‌‌XP‌‌(XP)‌‌and‌‌you‌‌purchase‌‌Skills,‌‌new‌‌Skills‌‌may‌‌become‌‌available‌‌to‌‌you.‌‌You‌‌will‌‌purchase‌‌them‌‌through‌‌our‌‌                                           
online‌‌REFUGE‌‌Player‌‌Database‌‌(RPDb).‌‌From‌‌time‌‌to‌‌time,‌‌you‌‌may‌‌decide‌‌that‌‌you‌‌want‌‌to‌‌remove‌‌Skills.‌‌You‌‌can‌‌do‌‌so‌‌                                           
by‌ ‌spending‌ ‌Chapter‌ ‌Points‌ ‌(explained‌ ‌later‌ ‌in‌ ‌this‌ ‌document)‌ ‌and‌ ‌then‌ ‌removing‌ ‌a‌ ‌single‌ ‌Skill‌ ‌per‌ ‌month.‌‌ ‌  

You‌‌cannot‌‌remove‌‌Skills‌‌that‌‌are‌‌prerequisites‌‌to‌‌other‌‌Skills,‌‌or‌‌things‌‌that‌‌would‌‌make‌‌your‌‌character‌‌illegal‌‌from‌‌a‌‌rules‌‌                                         
standpoint‌ ‌(Spell‌ ‌Slots,‌ ‌for‌ ‌example,‌ ‌have‌ ‌specific‌ ‌ways‌ ‌in‌ ‌which‌ ‌they‌ ‌can‌ ‌be‌ ‌added‌ ‌and‌ ‌thus‌ ‌removed).‌ ‌ 

The‌‌only‌‌limit‌‌to‌‌which‌‌Skills‌‌you‌‌may‌‌learn‌‌is‌‌how‌‌much‌‌free‌‌XP‌‌you‌‌have‌‌and‌‌whether‌‌you‌‌meet‌‌prerequisites‌‌for‌‌certain‌‌                                             
Skill‌ ‌purchases.‌ ‌ 

Skills‌ ‌are‌ ‌purchased‌ ‌between‌ ‌games.‌ ‌You‌ ‌may‌ ‌not‌ ‌gain‌ ‌Skills‌ ‌in‌ ‌the‌ ‌middle‌‌of‌‌an‌‌event‌‌(barring‌‌Plot‌‌reasons,‌‌or‌‌specific‌‌                                         
Rituals‌ ‌that‌ ‌are‌ ‌cast‌ ‌IG).‌ ‌ 
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Spellcasting‌ ‌ 
Spellcasters‌‌in‌‌REFUGE‌‌purchase‌‌Spell‌‌Slots‌‌in‌‌which‌‌they‌‌memorize‌‌specific‌‌spells‌‌for‌‌each‌‌LP.‌‌Each‌‌Spell‌‌Slot‌‌can‌‌hold‌‌                                       
up‌ ‌to‌ ‌a‌ ‌certain‌ ‌level‌ ‌of‌ ‌spell;‌ ‌a‌ ‌caster‌ ‌can‌ ‌memorize‌ ‌lower-level‌ ‌spells‌ ‌into‌ ‌a‌ ‌higher-level‌ ‌slot‌ ‌if‌ ‌they‌ ‌choose‌ ‌to‌ ‌do‌ ‌so.‌‌                                             
higher-level‌ ‌spells‌ ‌are‌ ‌generally‌ ‌more‌ ‌powerful‌ ‌and‌ ‌more‌ ‌difficult‌ ‌to‌ ‌learn‌ ‌than‌ ‌lower-level‌ ‌spells.‌ ‌ 

higher-level‌ ‌Spell‌ ‌Slots‌ ‌must‌ ‌be‌ ‌built‌ ‌upon‌ ‌knowledge‌ ‌of‌ ‌lower-level‌ ‌Spell‌ ‌Slots.‌ ‌To‌ ‌represent‌ ‌this,‌ ‌Spell‌ ‌Slots‌ ‌must‌ ‌be‌‌                                     
purchased‌ ‌in‌ ‌a‌ ‌pyramid‌ ‌shape,‌ ‌where‌ ‌there‌ ‌must‌ ‌always‌ ‌be‌ ‌more‌ ‌slots‌ ‌on‌ ‌a‌ ‌lower-level‌ ‌before‌ ‌you‌ ‌can‌ ‌purchase‌ ‌a‌‌                                       
higher-level‌‌slot.‌‌Once‌‌you‌‌have‌‌reached‌‌at‌‌least‌‌four‌‌slots‌‌in‌‌a‌‌specific‌‌level,‌‌you‌‌can‌‌purchase‌‌an‌‌equal‌‌number‌‌of‌‌the‌‌next‌‌                                             
higher-level‌ ‌slots.‌ ‌In‌‌addition,‌‌a‌‌Spell‌‌Slot‌‌pyramid‌‌may‌‌never‌‌be‌‌too‌‌empty‌‌of‌‌higher-level‌‌spells.‌‌Similarly,‌‌you‌‌can’t‌‌have‌‌                                       
more‌ ‌than‌ ‌one‌ ‌gap‌ ‌of‌ ‌two‌ ‌spells‌ ‌between‌‌two‌‌levels‌‌—‌‌for‌‌example,‌‌you‌‌couldn’t‌‌have‌‌four‌‌1st‌‌level‌‌spells,‌‌two‌‌2nd‌‌level‌‌                                             
spells,‌ ‌and‌ ‌zero‌ ‌3rd‌ ‌level‌ ‌spells.‌ ‌ 

When‌ ‌a‌ ‌character‌ ‌chooses‌‌which‌‌spells‌‌to‌‌put‌‌in‌‌which‌‌slots‌‌at‌‌the‌‌start‌‌of‌‌an‌‌LP,‌‌they‌‌may‌‌only‌‌use‌‌spells‌‌for‌‌which‌‌they‌‌                                                 
have‌ ‌a‌ ‌Spellbook.‌‌Within‌‌this‌‌book‌‌are‌‌recorded‌‌the‌‌specific‌‌spells‌‌you‌‌can‌‌memorize.‌‌Multiple‌‌people‌‌can‌‌memorize‌‌from‌‌                                     
the‌ ‌same‌ ‌Spellbook,‌ ‌but‌ ‌there‌ ‌are‌ ‌specific‌ ‌abilities‌ ‌and‌ ‌rituals‌ ‌for‌ ‌which‌ ‌you‌ ‌may‌ ‌always‌ ‌want‌ ‌your‌ ‌own‌ ‌Spellbook‌ ‌available.‌ ‌ 

Slots‌ ‌are‌ ‌purchased‌ ‌as‌ ‌if‌ ‌you‌ ‌were‌ ‌building‌ ‌a‌ ‌Pyramid.‌ ‌The‌ ‌lower-level‌ ‌spells‌ ‌build‌ ‌the‌ ‌base‌ ‌for‌ ‌higher‌ ‌learning.‌ ‌As‌ ‌an‌‌                                         
example,‌ ‌let’s‌ ‌start‌ ‌with‌ ‌a‌ ‌newly‌ ‌built‌ ‌Celestial‌ ‌Scholar‌‌ ‌  

Step‌ ‌1:‌ ‌ 

Educated‌ ‌‌3XP‌ ‌(prerequisite)‌ 

Read‌ ‌Magic‌‌ ‌4XP‌ ‌(prerequisite)‌ ‌ 

Staff‌‌ ‌4XP‌ ‌(always‌ ‌handy‌ ‌to‌ ‌block‌ ‌incoming‌ ‌attacks!)‌ ‌ 

Spell‌ ‌Level‌ ‌1‌‌ ‌(4‌ ‌slots)‌ ‌4XP‌ ‌ 

Spell‌ ‌Level‌ ‌2‌‌ ‌(3‌ ‌slots)‌ ‌3XP‌ ‌ 

Spell‌ ‌Level‌ ‌3‌ ‌‌(2‌ ‌Slots)‌ ‌4XP‌ ‌ 

Spell‌ ‌Level‌ ‌4‌‌ ‌(1‌ ‌slot)‌ ‌2XP‌‌ ‌  

As‌ ‌you‌ ‌can‌ ‌see,‌ ‌this‌ ‌build‌ ‌uses‌ ‌a‌ ‌Pyramid‌ ‌shape.‌ ‌ 

Now‌‌that‌‌the‌‌Pyramid‌‌is‌‌being‌‌built‌‌it‌‌must‌‌follow‌‌a‌‌certain‌‌pattern.‌‌You‌‌                           
always‌ ‌require‌ ‌more‌ ‌slots‌ ‌on‌ ‌a‌ ‌lower-level‌ ‌before‌ ‌you‌ ‌can‌ ‌purchase‌‌                     
additional‌ ‌slots‌ ‌on‌ ‌the‌ ‌next‌ ‌higher-level.‌ ‌We‌ ‌will‌ ‌continue‌ ‌to‌ ‌build‌ ‌the‌‌                       
Pyramid‌‌(assuming‌‌the‌‌player‌‌is‌‌going‌‌to‌‌continue‌‌to‌‌build‌‌with‌‌a‌‌goal‌‌of‌‌                           

reaching‌ ‌9th‌ ‌level‌‌     
slots‌ ‌as‌ ‌quickly‌ ‌as‌‌       
possible).‌ ‌ 

Step‌ ‌2:‌ ‌As‌ ‌you‌ ‌progress,‌ ‌your‌ ‌next‌ ‌purchase‌‌would‌‌be‌‌a‌‌2nd‌‌level‌‌slot,‌‌                           
then‌ ‌a‌ ‌3rd,‌ ‌then‌ ‌a‌ ‌4th.‌ ‌Things‌ ‌to‌ ‌remember:‌‌When‌‌you‌‌get‌‌to‌‌a‌‌4th‌‌slot‌‌                               
purchased‌ ‌on‌ ‌a‌ ‌specific‌ ‌level,‌ ‌you‌ ‌no‌ ‌longer‌ ‌need‌ ‌*more*‌ ‌slots‌ ‌on‌ ‌a‌‌                         
lower-level,‌‌but‌‌only‌‌an‌‌*equal‌‌number*.‌‌If‌‌you‌‌do‌‌wish‌‌to‌‌purchase‌‌a‌‌5th‌‌                           
slot‌‌of‌‌1st‌‌level,‌‌you‌‌can‌‌always‌‌do‌‌so‌‌(which‌‌would‌‌allow‌‌you‌‌to‌‌purchase‌‌                             
a‌ ‌5th‌ ‌second‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌and‌ ‌so‌ ‌forth).‌‌ ‌  

Step‌ ‌3:‌ ‌Now‌ ‌we‌ ‌can‌ ‌add‌ ‌a‌ ‌5th‌ ‌Level‌‌Slot.‌‌To‌‌purchase‌‌a‌‌6th‌‌level‌‌slot,‌‌                               
you‌ ‌need‌ ‌to‌ ‌purchase‌ ‌a‌ ‌3rd,‌ ‌4th,‌ ‌and‌ ‌5th‌ ‌level‌ ‌slot‌ ‌first.‌ ‌ 

Note‌‌that‌‌the‌‌pattern‌‌is‌‌very‌‌set‌‌as‌‌to‌‌which‌‌Spell‌‌Slots‌‌must‌‌be‌‌purchased‌‌unless‌‌you‌‌wish‌‌to‌‌buy‌‌more‌‌than‌‌four‌‌Spell‌‌Slots‌‌                                                 
of‌‌any‌‌one‌‌level.‌‌There‌‌is‌‌potentially‌‌no‌‌limit‌‌as‌‌to‌‌the‌‌number‌‌of‌‌Spell‌‌Slots‌‌per‌‌level‌‌that‌‌can‌‌be‌‌purchased‌‌if‌‌this‌‌pattern‌‌is‌‌                                                   
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maintained.‌ ‌ 

You‌‌can‌‌have‌‌a‌‌pyramid‌‌with‌‌nine‌‌1st‌‌level‌‌Spell‌‌Slots,‌‌eight‌‌2nd‌‌level‌‌Spell‌‌Slots,‌‌seven‌‌                                 
3rd‌ ‌level‌ ‌Spell‌ ‌Slots,‌ ‌and‌ ‌so‌ ‌on‌ ‌up‌ ‌to‌ ‌one‌ ‌9th‌ ‌level‌ ‌Spell‌ ‌Slot.‌ ‌ 

The‌ ‌“Step‌‌3“‌‌chart‌‌is‌‌what‌‌your‌‌final‌‌Pyramid‌‌might‌‌look‌‌like.‌‌Once‌‌you‌‌have‌‌completed‌‌                               
that,‌ ‌you‌ ‌can‌ ‌finish‌ ‌building‌ ‌your‌ ‌column‌ ‌of‌ ‌4-9th‌ ‌level‌ ‌spells.‌ ‌ 

Meditate‌ ‌ 
Players‌ ‌can‌ ‌regain‌ ‌certain‌ ‌expended‌ ‌Skills‌ ‌and‌ ‌spells‌ ‌by‌ ‌Meditating‌ ‌them‌ ‌back.‌ ‌This‌‌                         
includes‌ ‌any‌ ‌spell‌ ‌that‌ ‌missed‌ ‌or‌ ‌failed‌ ‌due‌ ‌to‌ ‌an‌ ‌incorrect‌ ‌incantation,‌ ‌as‌ ‌well‌‌as‌‌any‌‌                               
Meditatable‌ ‌Martial‌ ‌or‌ ‌Stealth‌ ‌Skill‌ ‌that‌ ‌misses.‌ ‌To‌ ‌do‌ ‌so,‌ ‌the‌ ‌player‌ ‌must‌ ‌spend‌ ‌10‌‌                             
uninterrupted‌ ‌minutes‌ ‌of‌ ‌appropriate‌ ‌Focus.‌ ‌If‌ ‌Meditate‌ ‌is‌ ‌being‌ ‌used‌ ‌to‌ ‌replace‌‌                       
expended‌ ‌spells,‌ ‌the‌ ‌character‌ ‌must‌ ‌roleplay‌ ‌studying‌‌from‌‌a‌‌Spellbook‌‌which‌‌contains‌‌                       
the‌‌spell‌‌to‌‌be‌‌rememorized.‌‌If‌‌Meditate‌‌is‌‌being‌‌used‌‌to‌‌replace‌‌expended‌‌Weapon‌‌Skills,‌‌the‌‌character‌‌must‌‌hold,‌‌wield,‌‌or‌‌                                         
otherwise‌ ‌utilise‌ ‌a‌ ‌Weapon‌ ‌for‌ ‌which‌‌they‌‌have‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌During‌‌this‌‌time,‌‌no‌‌Skills‌‌or‌‌Game‌‌Abilities‌‌                                       
may‌‌be‌‌used‌‌other‌‌than‌‌‌Educated‌.‌‌The‌‌player‌‌should‌‌feel‌‌free‌‌to‌‌roleplay‌‌discussion,‌‌such‌‌as‌‌the‌‌usage‌‌of‌‌appropriate‌‌Skills‌‌                                         
or‌ ‌spells,‌ ‌with‌ ‌other‌ ‌players‌ ‌during‌ ‌this‌ ‌period‌ ‌of‌‌Focus.‌‌Once‌‌the‌‌meditation‌‌period‌‌has‌‌passed,‌‌the‌‌player‌‌may‌‌write‌‌the‌‌                                         
spell‌ ‌or‌ ‌Skill‌ ‌back‌‌in‌‌on‌‌their‌‌Battle‌‌Board‌‌with‌‌an‌‌M‌‌instead‌‌of‌‌a‌‌circle,‌‌to‌‌denote‌‌that‌‌it‌‌was‌‌Meditated‌‌back‌‌into‌‌memory.‌‌                                                 
After‌ ‌this‌ ‌point‌ ‌they‌ ‌may‌ ‌utilize‌ ‌the‌ ‌Skill‌ ‌or‌ ‌spell‌ ‌normally‌ ‌as‌ ‌though‌ ‌it‌ ‌had‌ ‌not‌ ‌been‌ ‌expended‌ ‌in‌ ‌the‌ ‌first‌ ‌place.‌ ‌ 

Each‌ ‌use‌ ‌of‌ ‌Meditate‌ ‌will‌ ‌return‌ ‌a‌‌single‌‌expended‌‌and‌‌missed‌‌spell‌‌or‌‌attack.‌‌Multiple‌‌                             
Meditated‌ ‌Skills‌ ‌or‌ ‌spells‌ ‌may‌ ‌be‌ ‌returned‌ ‌over‌ ‌time‌ ‌with‌ ‌multiple‌ ‌uses‌ ‌of‌ ‌Meditate.‌ ‌ 

For‌‌spells,‌‌a‌‌player‌‌may‌‌only‌‌regain‌‌the‌‌use‌‌of‌‌a‌‌memorized‌‌spell‌‌that‌‌did‌‌not‌‌resolve‌‌in‌‌                                   
any‌ ‌way‌ ‌—‌ ‌that‌ ‌is,‌ ‌it‌ ‌completely‌ ‌missed‌ ‌all‌‌targets‌‌or‌‌the‌‌incantation‌‌failed.‌‌This‌‌ability‌‌                               
does‌ ‌not‌ ‌work‌ ‌on‌ ‌spells‌ ‌that‌ ‌resolved‌ ‌in‌ ‌any‌ ‌way,‌ ‌including‌ ‌a‌ ‌call‌ ‌of‌ ‌“No‌ ‌Effect”‌ ‌or‌‌                                 
“Altered”‌‌or‌‌being‌‌expended‌‌on‌‌any‌‌other‌‌Smart‌‌or‌‌Dumb‌‌defense.‌‌This‌‌ability‌‌may‌‌not‌‌be‌‌                               
used‌‌to‌‌regain‌‌charges‌‌of‌‌spent‌‌Magic‌‌Items,‌‌nor‌‌items‌‌made.‌‌Any‌‌augmentations‌‌gained‌‌                           
via‌ ‌‌High‌ ‌Magic‌ ‌are‌ ‌lost‌ ‌when‌ ‌the‌ ‌spell‌ ‌is‌ ‌Meditated.‌ ‌Note‌ ‌that‌ ‌Signature‌ ‌Spells‌ ‌have‌‌                             
special‌ ‌Meditation‌ ‌rules;‌ ‌see‌ ‌the‌ ‌Magic‌ ‌section‌ ‌for‌ ‌more‌ ‌details.‌ ‌ 

For‌ ‌Martial‌ ‌or‌ ‌Stealth‌ ‌Skills,‌ ‌a‌ ‌player‌ ‌may‌ ‌only‌‌regain‌‌the‌‌use‌‌of‌‌a‌‌Meditatable‌‌per-day‌‌                               
Weapon‌ ‌attack‌ ‌that‌ ‌did‌ ‌not‌ ‌resolve‌ ‌in‌ ‌any‌ ‌way.‌ ‌This‌ ‌includes‌ ‌blockable‌ ‌attacks‌ ‌(for‌‌                           
example,‌‌not‌‌using‌‌the‌‌Strike‌‌keyword)‌‌that‌‌were‌‌blocked‌‌by‌‌another‌‌player’s‌‌Weapon‌‌or‌‌                           
Shield‌‌and‌‌did‌‌not‌‌trigger‌‌any‌‌defenses.‌‌It‌‌also‌‌includes‌‌Weapon‌‌swings‌‌that‌‌completely‌‌                           
missed,‌‌and‌‌Weapon‌‌swings‌‌required‌‌to‌‌be‌‌From‌‌Behind‌‌which‌‌did‌‌not‌‌hit‌‌a‌‌target‌‌From‌‌                               
Behind.‌ ‌If‌ ‌an‌ ‌attack‌ ‌struck‌ ‌an‌ ‌opponent‌ ‌and‌ ‌was‌ ‌taken‌ ‌or‌ ‌resulted‌ ‌in‌ ‌a‌ ‌defense‌‌being‌‌                               
called‌ ‌or‌ ‌expended,‌ ‌it‌ ‌may‌ ‌not‌ ‌be‌ ‌Meditated.‌ ‌ 

Characters‌ ‌may‌ ‌purchase‌ ‌the‌ ‌‌Enhanced‌ ‌Meditate‌ ‌Skill‌ ‌to‌ ‌reduce‌ ‌the‌ ‌necessary‌ ‌Focus‌‌                       
time.‌ ‌ 

Successful‌ ‌Resurrection‌ ‌(or‌ ‌Ritual-based‌ ‌alternatives‌ ‌such‌ ‌as‌ ‌Rejuvenation)‌‌               
automatically‌ ‌Meditates‌ ‌any‌ ‌applicable‌ ‌abilities‌ ‌for‌ ‌a‌ ‌character.‌ ‌ 

Focus‌ ‌ 
Some‌ ‌abilities‌ ‌require‌ ‌Focusing‌ ‌for‌ ‌a‌ ‌specified‌ ‌amount‌ ‌of‌ ‌time.‌ ‌You‌ ‌must‌ ‌roleplay‌‌                         
appropriately‌ ‌for‌ ‌the‌ ‌ability;‌ ‌for‌ ‌example,‌ ‌refitting‌ ‌another‌ ‌player’s‌ ‌armor‌ ‌might‌ ‌involve‌‌                       
inspecting‌ ‌the‌ ‌armor‌ ‌and‌ ‌roleplaying‌ ‌adjusting‌ ‌its‌ ‌fit,‌ ‌while‌‌roleplaying‌‌Meditation‌‌might‌‌                       
involve‌ ‌studying‌ ‌a‌ ‌Spellbook‌ ‌and‌ ‌conversing‌‌with‌‌other‌‌players‌‌about‌‌the‌‌mechanics‌‌of‌‌                         
certain‌‌magics.‌‌During‌‌this‌‌time,‌‌you‌‌may‌‌move‌‌as‌‌is‌‌reasonable‌‌for‌‌the‌‌roleplay,‌‌but‌‌no‌‌                               
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further.‌ ‌This‌ ‌means‌ ‌that‌ ‌while‌ ‌Ritual‌ ‌Casting‌‌you‌‌should‌‌stay‌‌within‌‌the‌‌‌Circle‌‌of‌‌Power‌‌you‌‌are‌‌casting‌‌in;‌‌similarly,‌‌while‌‌                                         
performing‌‌‌First‌‌Aid‌,‌‌you‌‌can‌‌walk‌‌around‌‌the‌‌body‌‌of‌‌your‌‌target‌‌but‌‌may‌‌not‌‌leave‌‌it.‌‌A‌‌character‌‌may‌‌not‌‌move‌‌faster‌‌than‌‌                                               
a‌‌walk‌‌during‌‌their‌‌Focus‌‌period.‌‌Please‌‌keep‌‌good‌‌sportsmanship‌‌in‌‌mind‌‌while‌‌selecting‌‌how‌‌to‌‌roleplay‌‌Focusing.‌‌There‌‌                                     
are‌ ‌several‌ ‌ways‌ ‌that‌ ‌a‌ ‌character’s‌ ‌Focus‌ ‌may‌ ‌be‌ ‌interrupted.‌ ‌These‌ ‌include:‌ ‌ 

• The‌‌character‌‌uses‌‌a‌‌Skill‌‌or‌‌Game‌‌Ability‌‌(other‌‌than‌‌‌Educated‌)‌‌which‌‌is‌‌not‌‌required‌‌for‌‌the‌‌ability‌‌they’re‌‌Focusing‌‌                                       
on.‌ ‌ 

• The‌ ‌character‌ ‌breaks‌ ‌a‌ ‌physical‌ ‌requirement‌ ‌of‌ ‌the‌ ‌ability‌ ‌(such‌ ‌as‌ ‌lowering‌‌one’s‌‌arms‌‌during‌‌a‌‌‌Sanctuary‌‌‌spell‌‌or‌‌                                     
moving‌ ‌away‌ ‌from‌ ‌a‌ ‌‌First‌ ‌Aid‌‌ ‌target)‌ ‌or‌ ‌moves‌ ‌faster‌ ‌than‌ ‌walking‌ ‌speed.‌ ‌ 

• The‌ ‌character‌ ‌loses‌ ‌the‌ ‌ability‌ ‌to‌ ‌use‌ ‌Game‌ ‌Abilities‌ ‌(for‌ ‌example,‌ ‌they‌ ‌are‌ ‌hit‌ ‌by‌ ‌a‌ ‌‌Drain‌ ‌‌spell).‌ ‌ 

Note‌‌that‌‌individual‌‌abilities‌‌may‌‌have‌‌additional‌‌requirements,‌‌while‌‌some‌‌may‌‌have‌‌exemptions‌‌to‌‌the‌‌above‌‌conditions‌‌(for‌‌                                   
example‌ ‌you‌ ‌can‌ ‌self-cast‌ ‌while‌ ‌under‌ ‌a‌ ‌‌Sanctuary‌).‌‌ ‌  

Skill‌ ‌Costs‌ ‌ 
The‌ ‌core‌ ‌of‌ ‌a‌ ‌REFUGE‌ ‌character‌ ‌is‌ ‌the‌ ‌Skills‌ ‌which‌ ‌they‌ ‌possess.‌ ‌These‌ ‌Skills‌ ‌are‌ ‌purchased‌ ‌by‌ ‌spending‌ ‌XP‌‌that‌‌the‌‌                                         
character‌ ‌has‌ ‌earned‌ ‌over‌ ‌time.‌ ‌Each‌ ‌Skill‌ ‌has‌ ‌a‌ ‌specific‌ ‌XP‌ ‌cost‌ ‌based‌ ‌on‌ ‌the‌ ‌character’s‌ ‌class,‌ ‌outlined‌ ‌in‌ ‌the‌‌charts‌‌                                         
below.‌ ‌Note‌ ‌that‌ ‌any‌ ‌class‌ ‌may‌ ‌purchase‌ ‌any‌ ‌Skill,‌ ‌however,‌ ‌the‌ ‌cost‌ ‌is‌ ‌entirely‌ ‌dependent‌ ‌on‌ ‌that‌ ‌class’‌ ‌specialties.‌ ‌ 

Some‌ ‌Skills‌ ‌have‌ ‌prerequisites‌ ‌listed.‌ ‌There‌ ‌are‌ ‌two‌ ‌types‌ ‌of‌ ‌prerequisites:‌ ‌Skill‌ ‌prerequisites,‌ ‌and‌ ‌Skill‌ ‌category‌ ‌XP‌‌                                 
minimums.‌ ‌For‌ ‌example,‌ ‌to‌ ‌purchase‌ ‌‌Alchemy‌ ‌‌you‌ ‌must‌ ‌first‌ ‌be‌ ‌‌Educated‌ ‌‌and‌ ‌must‌ ‌know‌ ‌‌Herbal‌ ‌Lore.‌ ‌If‌ ‌you‌ ‌want‌ ‌to‌‌                                       
purchase‌‌‌High‌‌Magic‌,‌‌you‌‌must‌‌have‌‌already‌‌spent‌‌75‌‌XP‌‌in‌‌Scholarly‌‌Skills‌‌and‌‌have‌‌at‌‌least‌‌one‌‌first‌‌level‌‌Spell‌‌Slot‌‌in‌‌that‌‌                                               
school.‌ ‌ 

Weapon‌ ‌Proficiency‌ ‌‌and‌ ‌‌Backstab‌ ‌‌have‌ ‌a‌ ‌special‌ ‌type‌ ‌of‌‌prerequisite.‌‌When‌‌purchasing‌‌these‌‌Skills,‌‌you‌‌must‌‌trade‌‌in‌‌a‌‌                                     
certain‌‌number‌‌of‌‌either‌‌‌Critical‌‌Attacks‌‌or‌‌‌Back‌‌Attacks‌,‌‌respectively.‌‌Your‌‌first‌‌Weapon‌‌Proficiency‌‌or‌‌‌Backstab‌‌‌requires‌‌two‌‌                                   
prerequisite‌ ‌Skills,‌ ‌your‌ ‌third‌ ‌requires‌ ‌three,‌ ‌and‌ ‌so‌ ‌forth.‌‌ ‌  

It‌ ‌can‌ ‌be‌ ‌helpful‌ ‌to‌ ‌think‌ ‌about‌ ‌what‌ ‌Skills‌ ‌best‌ ‌fit‌ ‌your‌ ‌character‌ ‌long-term‌ ‌and‌‌build‌‌towards‌‌those‌‌Skills.‌‌This‌‌might‌‌be‌‌                                           
based‌‌on‌‌your‌‌species‌‌and‌‌personality‌‌or‌‌your‌‌character‌‌goals.‌‌If‌‌you‌‌are‌‌choosing‌‌many‌‌different‌‌types‌‌of‌‌Skills,‌‌you‌‌may‌‌                                         
end‌‌up‌‌with‌‌not‌‌much‌‌difference‌‌between‌‌the‌‌classes.‌‌For‌‌instance,‌‌if‌‌you‌‌are‌‌making‌‌a‌‌character‌‌that‌‌is‌‌a‌‌good‌‌fighter,‌‌can‌‌                                             
throw‌‌spells,‌‌is‌‌good‌‌at‌‌‌Backstabs‌,‌‌and‌‌can‌‌throw‌‌‌Alchemy‌,‌‌you‌‌may‌‌not‌‌be‌‌able‌‌to‌‌tell‌‌which‌‌class‌‌is‌‌best‌‌for‌‌you‌‌until‌‌you‌‌                                                 
decide‌‌how‌‌you‌‌will‌‌eventually‌‌start‌‌specializing‌‌in‌‌one‌‌of‌‌these‌‌things.‌‌Keep‌‌in‌‌mind‌‌that‌‌you‌‌can‌‌change‌‌your‌‌character’s‌‌                                         
class‌‌over‌‌time‌‌if‌‌something‌‌else‌‌turns‌‌out‌‌to‌‌be‌‌a‌‌better‌‌fit‌‌based‌‌on‌‌how‌‌they‌‌grow‌‌within‌‌the‌‌game‌‌—‌‌you‌‌are‌‌not‌‌locked‌‌                                                   
forever‌ ‌into‌ ‌what‌ ‌you‌ ‌first‌ ‌choose.‌ ‌ 
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Martial‌ ‌Skills‌ ‌  Fighter‌  Scout‌ ‌  Rogue‌  Adept‌  Scholar‌  Spellsword‌  Artisan‌  Type‌ ‌  Prerequisite‌ ‌ 
Blacksmith‌ ‌  3‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  3‌ ‌  Daily‌ ‌  ‌ 
Fast‌ ‌Refit‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  3‌ ‌  2‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌level‌ ‌of‌ ‌Blacksmith‌ ‌ 
Critical‌ ‌Attack‌ ‌  3‌ ‌  3‌ ‌  5‌ ‌  6‌ ‌  7‌ ‌  3‌ ‌  6‌ ‌  Daily‌ ‌  Any‌ ‌Weapon‌ ‌Skill‌ ‌ 
Weapon‌‌ 
Proficiency‌ ‌ 

3‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  6‌ ‌  6‌ ‌  Passive‌  Critical‌ ‌Attack‌ ‌‌x2,‌ ‌plus‌ ‌one‌ ‌‌Critical‌‌ 
Attack‌‌ ‌per‌ ‌‌Weapon‌ ‌Proficiency‌‌ 
already‌ ‌purchased‌ ‌ 

Destruction/Stun‌‌ 
Blow‌ ‌ 

4‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  5‌ ‌  8‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌45‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 

Precise‌ ‌Blow‌ ‌  3‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  5‌ ‌  3‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Sleep/Enfeeble‌‌ 
Blow‌ ‌ 

4‌ ‌  5‌ ‌  6‌ ‌  7‌ ‌  7‌ ‌  5‌ ‌  7‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌45‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 

Repel‌ ‌Strike‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  5‌ ‌  3‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Shatter/Disarm‌‌ 
Strike‌ ‌ 

3‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  7‌ ‌  4‌ ‌  7‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 

Weakness/Shun‌‌ 
Strike‌ ‌ 

4‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  5‌ ‌  8‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 

Slay‌ ‌  2‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  2‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Improved‌ ‌Slay‌ ‌  2‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  Passive‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Eviscerating‌‌ 
Blow‌ ‌ 

5‌ ‌  7‌ ‌  14‌ ‌  14‌ ‌  14‌ ‌  7‌ ‌  14‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌60‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 

Foundation‌‌ 
Strike‌ ‌ 

4‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌10‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills,‌‌ ‌Read‌‌ 
Magic‌ ‌ 

Magisterium‌‌ 
Strike‌ ‌ 

4‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌10‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills,‌ ‌‌Healing‌‌ 
Arts‌ ‌ 

Empowered‌‌ 
Strike‌ ‌ 

5‌ ‌  5‌ ‌  5‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills,‌ ‌a‌ ‌3rd‌‌ 
level‌ ‌Spell‌ ‌Slot‌ ‌ 

Combined‌ ‌Strike‌  15‌ ‌  15‌ ‌  15‌ ‌  12‌ ‌  12‌ ‌  10‌ ‌  12‌ ‌  Passive‌  60‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills,‌ ‌75‌ ‌XP‌ ‌in‌‌ 
Scholarly‌ ‌Skills‌ ‌ 

Intercept‌ ‌  2‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  2‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌10‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Parry‌ ‌  4‌ ‌  4‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  5‌ ‌  8‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Riposting‌ ‌Blow‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  5‌ ‌  8‌ ‌  5‌ ‌  8‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌60‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌or‌ ‌Stealth‌‌ 

Skills‌ ‌(calculated‌ ‌separately)‌ ‌ 
Mettle‌ ‌  3‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  4‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Resolute‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  5‌ ‌  3‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌25‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌ 
Hardy‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  7‌ ‌  6‌ ‌  6‌ ‌  Passive‌  May‌ ‌be‌ ‌purchased‌ ‌once‌ ‌per‌ ‌Character‌ 

Level‌ ‌ 
Wear‌ ‌Extra‌‌ 
Armor‌ ‌ 

1‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  Passive‌  ‌ 

Trades‌ ‌Skills‌ ‌  Fighter‌ ‌  Scout‌ ‌  Rogue‌  Adept‌ ‌  Scholar‌  Spellsword‌ ‌  Artisan‌ ‌  Type‌ ‌  Prerequisite‌ ‌ 
Trades:‌ ‌(Type)‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Passive‌ ‌  ‌ 
Enhanced‌ ‌Meditate‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  1/3/5‌ ‌  Passive‌ ‌  ‌ 
Educated‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  Passive‌ ‌  ‌ 
Merchant‌ ‌  3‌ ‌  2‌ ‌  1‌ ‌  2‌ ‌  3‌ ‌  3‌ ‌  1‌ ‌  Passive‌ ‌  ‌ 
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Stealth‌ ‌Skills‌ ‌  Fighter‌  Scout‌ ‌  Rogue‌  Adept‌  Scholar‌  Spellsword‌  Artisan‌  Type‌ ‌  Prerequisite‌ ‌ 
Herbal‌ ‌Lore‌ ‌  6‌ ‌  5‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  6‌ ‌  3‌ ‌  Passive‌ ‌  Educated‌ ‌ 

Alchemy‌ ‌  6‌ ‌  5‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  6‌ ‌  3‌ ‌  Daily‌ ‌  Herbal‌ ‌Lore‌ ‌ 
Create‌ ‌Trap‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  6‌ ‌  6‌ ‌  3‌ ‌  Daily‌ ‌  ‌ 
Back‌ ‌Attack‌ ‌  5‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  7‌ ‌  6‌ ‌  6‌ ‌  Daily‌ ‌  Any‌ ‌Weapon‌ ‌Skill‌ ‌ 
Backstab‌ ‌  6‌ ‌  6‌ ‌  3‌ ‌  6‌ ‌  8‌ ‌  6‌ ‌  6‌ ‌  Passive‌ ‌  Back‌ ‌Attack‌ ‌x2,‌ ‌plus‌ ‌one‌ ‌Back‌‌ 

Attack‌ ‌per‌ ‌Backstab‌ ‌already‌‌ 
purchased‌ ‌ 

Fear/Berserk‌ ‌Blow‌  7‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  8‌ ‌  7‌ ‌  7‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌45‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Silence/Stun‌ ‌Blow‌  6‌ ‌  5‌ ‌  4‌ ‌  5‌ ‌  7‌ ‌  6‌ ‌  6‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Sleep/Paralysis‌‌ 
Blow‌ ‌ 

5‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  6‌ ‌  5‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌15‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 

Slow/Weakness‌‌ 
Blow‌ ‌ 

5‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  6‌ ‌  5‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 

Doom‌ ‌Blow‌ ‌  12‌ ‌  6‌ ‌  5‌ ‌  6‌ ‌  12‌ ‌  12‌ ‌  12‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌60‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Assassinate‌ ‌  4‌ ‌  1‌ ‌  1‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Improved‌‌ 
Assassinate‌ ‌ 

4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Passive‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 

Opportunistic‌‌ 
Attack‌ ‌ 

4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  5‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌60‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 

Surprise‌ ‌Attack‌ ‌  8‌ ‌  7‌ ‌  6‌ ‌  7‌ ‌  9‌ ‌  8‌ ‌  8‌ ‌  Passive‌ ‌  90‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Enhanced‌ ‌Strike‌ ‌  6‌ ‌  6‌ ‌  5‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills,‌ ‌3rd‌‌ 

level‌ ‌Spell‌ ‌Slot‌ ‌ 
United‌ ‌Blow‌ ‌  15‌ ‌  15‌ ‌  15‌ ‌  10‌ ‌  12‌ ‌  12‌ ‌  12‌ ‌  Passive‌ ‌  60‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills,‌ ‌75‌ ‌XP‌ ‌in‌‌ 

Scholarly‌ ‌Skills‌ ‌ 
Counteract‌ ‌  4‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌10‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Evade‌ ‌  5‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  6‌ ‌  5‌ ‌  5‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 
Dodge‌ ‌  8‌ ‌  6‌ ‌  5‌ ‌  6‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Stealth‌ ‌Skills‌ ‌ 

Species‌ ‌Skills‌ ‌  Fighter‌  Scout‌  Rogue‌  Adept‌  Scholar‌  Spellsword‌  Artisan‌  Type‌ ‌  Prerequisite‌ ‌ 
Break‌ ‌Command‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Daily‌ ‌  Avani,‌ ‌Stone‌ ‌Elf,‌ ‌Syladrin‌ ‌ 
Claws‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  Passive‌  Kyn‌ ‌ 
Species‌ ‌Evade‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  Daily‌ ‌  Halfling‌ ‌ 
Species‌ ‌Resolute‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Daily‌ ‌  High‌ ‌Ogre,‌ ‌High‌ ‌Orc,‌ ‌Realmsworn‌ ‌ 
Resist‌ ‌Binding‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  Dryad‌ ‌ 
Resist‌ ‌Curse‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  Stellarean‌ ‌ 
Resist‌ ‌Command‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  Avani,‌ ‌Dark‌ ‌Elf,‌ ‌Elf,‌ ‌Stone‌ ‌Elf,‌‌ 

Syladrin‌ ‌ 
Resist‌ ‌Element‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  Daily‌ ‌  Dwarf,‌ ‌Realmsworn‌ ‌ 
Resist‌‌ 
Necromancy‌ ‌ 

4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  High‌ ‌Ogre‌ ‌ 

Resist‌ ‌Poison‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  Dwarf,‌ ‌Halfling,‌ ‌High‌ ‌Orc‌ ‌ 
Resist‌ ‌Spell‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  Daily‌ ‌  Dark‌ ‌Elf‌ ‌ 
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Scholarly‌ ‌Skills‌ ‌  Fighter‌  Scout‌ ‌  Rogue‌  Adept‌ ‌  Scholar‌  Spellsword‌  Artisan‌  Type‌ ‌  Prerequisite‌ ‌ 
First‌ ‌Aid‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Passive‌  ‌ 
Healing‌ ‌Arts‌ ‌  6‌ ‌  6‌ ‌  4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  4‌ ‌  Passive‌  Educated‌,‌‌ ‌First‌ ‌Aid‌ ‌ 
Read‌ ‌Magic‌ ‌  8‌ ‌  8‌ ‌  6‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  6‌ ‌  Passive‌  Educated‌ ‌ 
Create‌ ‌Potion‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  3‌ ‌  Daily‌ ‌  Earth‌ ‌Spell‌ ‌Slot‌ ‌ 
Create‌ ‌Scroll‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  3‌ ‌  Daily‌ ‌  Celestial‌ ‌Spell‌ ‌Slot‌ ‌ 
Flexible‌ ‌Casting‌ ‌  5‌ ‌  5‌ ‌  4‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  4‌ ‌  Passive‌  2nd‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌ 
High‌ ‌Magic‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  3‌ ‌  Daily‌ ‌  75‌ ‌XP‌ ‌in‌ ‌Scholarly‌ ‌Skills,‌ ‌a‌ ‌1st‌ ‌level‌‌ 

Spell‌ ‌Slot‌ ‌in‌ ‌your‌ ‌primary‌ ‌school.‌ ‌ 
High‌ ‌Magic‌‌ 
(Secondary‌‌ 
School)‌ ‌ 

8‌ ‌  8‌ ‌  8‌ ‌  6‌ ‌  4‌ ‌  6‌ ‌  6‌ ‌  Daily‌ ‌  150‌ ‌XP‌ ‌in‌ ‌Scholarly‌ ‌Skills,‌ ‌a‌ ‌1st‌ ‌level‌‌ 
Spell‌ ‌Slot‌ ‌in‌ ‌your‌ ‌secondary‌ ‌school.‌ ‌ 

Channeling‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  5‌ ‌  Daily‌ ‌  1st‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌in‌ ‌your‌ ‌primary‌‌ 
school.‌ ‌ 

Channeling‌‌ 
(Secondary‌‌ 
School)‌ ‌ 

8‌ ‌  8‌ ‌  8‌ ‌  5‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  Daily‌ ‌  1st‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌in‌ ‌your‌ ‌secondary‌‌ 
school.‌ ‌ 

Improved‌‌ 
Channeling‌ ‌ 

10‌ ‌  10‌ ‌  10‌ ‌  6‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  Passive‌  1‌ ‌per‌ ‌20‌ ‌levels‌ ‌of‌ ‌‌Channeling‌ ‌ 

Dispelling‌ ‌Strike‌ ‌  7‌ ‌  7‌ ‌  7‌ ‌  3‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌or‌‌ 
Stealth‌ ‌Skills‌ ‌(calculated‌ ‌separately),‌‌ 
a‌ ‌7th‌ ‌level‌ ‌Celestial‌ ‌Spell‌ ‌Slot‌ ‌ 

Purifying/Draining‌‌ 
Strike‌ ‌ 

7‌ ‌  7‌ ‌  7‌ ‌  3‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Martial‌ ‌Skills‌ ‌or‌‌ 
Stealth‌ ‌Skills‌ ‌(calculated‌ ‌separately),‌‌ 
a‌ ‌7th‌ ‌level‌ ‌Earth‌ ‌Spell‌ ‌Slot‌ ‌ 

Weapon‌ ‌Skills‌ ‌  Fighter‌  Scout‌ ‌  Rogue‌ ‌  Adept‌  Scholar‌  Spellsword‌  Artisan‌  Type‌ ‌  Prerequisite‌ ‌ 
Small‌ ‌Weapon‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Passive‌  ‌ 
One-Handed‌ ‌Blunt‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  5‌ ‌  5‌ ‌  Passive‌  ‌ 
One-Handed‌ ‌Edged‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  7‌ ‌  10‌ ‌  7‌ ‌  7‌ ‌  Passive‌  ‌ 
One-Handed‌ ‌Master‌ ‌  7‌ ‌  8‌ ‌  8‌ ‌  10‌ ‌  14‌ ‌  10‌ ‌  10‌ ‌  Passive‌  ‌ 
Staff‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Passive‌  ‌ 
Polearm‌ ‌  8‌ ‌  12‌ ‌  12‌ ‌  12‌ ‌  16‌ ‌  12‌ ‌  12‌ ‌  Passive‌  ‌ 
Two-Handed‌ ‌Blunt‌ ‌  6‌ ‌  8‌ ‌  8‌ ‌  8‌ ‌  12‌ ‌  8‌ ‌  8‌ ‌  Passive‌  ‌ 
Two-Handed‌ ‌Sword‌ ‌  8‌ ‌  12‌ ‌  12‌ ‌  12‌ ‌  16‌ ‌  12‌ ‌  12‌ ‌  Passive‌  ‌ 
Two-Handed‌ ‌Master‌ ‌  10‌ ‌  16‌ ‌  16‌ ‌  16‌ ‌  20‌ ‌  16‌ ‌  16‌ ‌  Passive‌  ‌ 
Weapon‌ ‌Master‌ ‌  15‌ ‌  20‌ ‌  20‌ ‌  20‌ ‌  25‌ ‌  20‌ ‌  20‌ ‌  Passive‌  ‌ 
Thrown‌ ‌Weapon‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Passive‌  ‌ 
Archery‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  12‌ ‌  8‌ ‌  8‌ ‌  Passive‌  ‌ 
Shield‌ ‌  6‌ ‌  10‌ ‌  10‌ ‌  10‌ ‌  12‌ ‌  10‌ ‌  10‌ ‌  Passive‌  ‌ 
Florentine‌ ‌  4‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  6‌ ‌  6‌ ‌  Passive‌  Any‌ ‌Weapon‌ ‌Skill‌ ‌or‌ ‌‌Claws‌ ‌ 
Two‌ ‌Weapons‌ ‌  2‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Passive‌  Florentine‌ ‌ 
Style‌ ‌Master‌ ‌  10‌ ‌  15‌ ‌  15‌ ‌  15‌ ‌  20‌ ‌  15‌ ‌  15‌ ‌  Passive‌  ‌ 
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Spell‌ ‌Slots‌ ‌  Fighter‌  Scout‌ ‌  Rogue‌  Adept‌ ‌  Scholar‌ ‌  Spellsword‌  Artisan‌  Type‌  Prerequisite‌ ‌ 
1st‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

3‌ ‌  3‌ ‌  2‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  Daily‌  Healing‌ ‌Arts‌‌ ‌(Earth)‌ ‌or‌ ‌‌Read‌ ‌Magic‌‌ 
(Celestial)‌ ‌ 

2nd‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

3‌ ‌  3‌ ‌  2‌ ‌  1‌ ‌  1‌ ‌  1‌ ‌  2‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌1st‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

3rd‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

6‌ ‌  6‌ ‌  4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌2nd‌ ‌level‌ ‌Primary‌ ‌Spell‌‌ 
Slots‌ ‌ 

4th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

6‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  2‌ ‌  3‌ ‌  3‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌3rd‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

5th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

9‌ ‌  9‌ ‌  6‌ ‌  3‌ ‌  3‌ ‌  3‌ ‌  4‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌4th‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

6th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

9‌ ‌  9‌ ‌  6‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  4‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌5th‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

7th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

12‌ ‌  12‌ ‌  8‌ ‌  5‌ ‌  4‌ ‌  5‌ ‌  5‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌6th‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

8th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

12‌ ‌  12‌ ‌  8‌ ‌  5‌ ‌  4‌ ‌  5‌ ‌  6‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌7th‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

9th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌ 

15‌ ‌  15‌ ‌  10‌ ‌  6‌ ‌  5‌ ‌  6‌ ‌  6‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌8th‌ ‌level‌ ‌Primary‌ ‌Spell‌ ‌Slots‌ 

1st‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

6‌ ‌  6‌ ‌  4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  Daily‌  Healing‌ ‌Arts‌ ‌‌(Earth)‌ ‌or‌ ‌‌Read‌ ‌Magic‌‌ 
(Celestial)‌ ‌ 

2nd‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

6‌ ‌  6‌ ‌  4‌ ‌  2‌ ‌  2‌ ‌  2‌ ‌  4‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌1st‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

3rd‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

12‌ ‌  12‌ ‌  8‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌  At‌ ‌least‌ ‌2nd‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

4th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

12‌ ‌  12‌ ‌  8‌ ‌  6‌ ‌  4‌ ‌  6‌ ‌  6‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌3rd‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

5th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

18‌ ‌  18‌ ‌  12‌ ‌  6‌ ‌  6‌ ‌  6‌ ‌  8‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌4th‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

6th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

18‌ ‌  18‌ ‌  12‌ ‌  8‌ ‌  6‌ ‌  8‌ ‌  8‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌5th‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

7th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

24‌ ‌  24‌ ‌  16‌ ‌  10‌ ‌  8‌ ‌  10‌ ‌  10‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌6th‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

8th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

24‌ ‌  24‌ ‌  16‌ ‌  10‌ ‌  8‌ ‌  10‌ ‌  12‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌7th‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 

9th‌ ‌Level‌ ‌Spell‌‌ 
Slot‌ ‌(Secondary)‌ ‌ 

30‌ ‌  30‌ ‌  20‌ ‌  12‌ ‌  10‌ ‌  12‌ ‌  12‌ ‌  Daily‌  At‌ ‌least‌ ‌2‌ ‌8th‌ ‌level‌ ‌Secondary‌ ‌Spell‌‌ 
Slots‌ ‌ 



‌ 

Production‌ ‌Skills‌ ‌ 
To‌‌create‌‌game‌‌items‌‌such‌‌as‌‌Potions,‌‌Battle‌‌Magic‌‌Scrolls,‌‌Elixirs,‌‌Weapons,‌‌Traps,‌‌and‌‌suits‌‌of‌‌Armor,‌‌you‌‌must‌‌first‌‌buy‌‌                                         
the‌‌appropriate‌‌Skill‌‌with‌‌your‌‌XP.‌‌Each‌‌time‌‌you‌‌buy‌‌a‌‌Production‌‌Skill,‌‌you‌‌get‌‌five‌‌Production‌‌Points‌‌(PP)‌‌of‌‌that‌‌type‌‌to‌‌                                             
spend‌‌in‌‌each‌‌LP.‌‌Production‌‌Points‌‌do‌‌not‌‌carry‌‌over‌‌from‌‌day‌‌to‌‌day‌‌or‌‌event‌‌to‌‌event.‌‌You‌‌cannot‌‌transfer‌‌or‌‌combine‌‌your‌‌                                               
Production‌ ‌Points‌ ‌with‌ ‌another‌ ‌player.‌ ‌ 

Items‌‌can‌‌be‌‌made‌‌in‌‌two‌‌ways.‌‌The‌‌simplest‌‌is‌‌to‌‌create‌‌items‌‌at‌‌Logistics.‌‌You‌‌will‌‌be‌‌asked‌‌to‌‌show‌‌your‌‌Battle‌‌Board‌‌with‌‌                                                 
your‌‌Skill‌‌rank.‌‌You‌‌must‌‌also‌‌pay‌‌a‌‌copper‌‌piece‌‌per‌‌Production‌‌Point.‌‌This‌‌game‌‌money‌‌represents‌‌the‌‌raw‌‌materials‌‌and‌‌                                         
other‌ ‌costs‌ ‌associated‌ ‌with‌ ‌producing‌ ‌the‌ ‌item.‌ ‌ 

Alternatively,‌‌you‌‌can‌‌make‌‌an‌‌item‌‌at‌‌a‌‌Crafting‌‌Station.‌‌This‌‌is‌‌a‌‌specific‌‌on-site‌‌location‌‌designated‌‌by‌‌your‌‌Chapter’s‌‌staff‌‌                                         
(often‌‌this‌‌will‌‌be‌‌the‌‌same‌‌as‌‌where‌‌you‌‌go‌‌for‌‌Logistics).‌‌You‌‌will‌‌find‌‌a‌‌Production‌‌Sheet‌‌there,‌‌on‌‌which‌‌you‌‌must‌‌fill‌‌out‌‌                                                 
one‌‌row‌‌for‌‌each‌‌type‌‌of‌‌item‌‌you‌‌are‌‌building.‌‌If‌‌you‌‌are‌‌using‌‌a‌‌Workshop,‌‌add‌‌the‌‌Workshop‌‌ID‌‌in‌‌the‌‌appropriate‌‌column.‌‌                                               
Put‌‌the‌‌correct‌‌amount‌‌of‌‌IG‌‌coin‌‌into‌‌the‌‌box‌‌or‌‌envelope‌‌provided‌‌for‌‌that‌‌purpose‌‌and‌‌fill‌‌out‌‌one‌‌of‌‌the‌‌blank‌‌Tags‌‌left‌‌on‌‌                                                   
the‌‌table‌‌as‌‌appropriate‌‌for‌‌the‌‌item‌‌you‌‌are‌‌building.‌‌The‌‌item‌‌Tag‌‌must‌‌be‌‌signed‌‌by‌‌a‌‌Crafting‌‌Marshal‌‌(a‌‌player‌‌who‌‌has‌‌                                               
been‌‌authorized‌‌for‌‌this‌‌purpose)‌‌who‌‌witnesses‌‌you‌‌filling‌‌out‌‌the‌‌Production‌‌Sheet‌‌and‌‌dropping‌‌off‌‌your‌‌IG‌‌coin.‌‌Keep‌‌in‌‌                                         
mind‌‌that‌‌costs‌‌for‌‌additional‌‌Batches‌‌or‌‌additional‌‌coin‌‌requirements‌‌(like‌‌for‌‌Strengthening‌‌or‌‌Silvering)‌‌must‌‌be‌‌paid‌‌just‌‌as‌‌                                       
if‌ ‌you‌ ‌were‌ ‌producing‌ ‌the‌ ‌item‌ ‌at‌ ‌Logistics.‌‌ ‌  

Individual‌‌Chapters‌‌may‌‌have‌‌slightly‌‌different‌‌layouts‌‌and‌‌expectations‌‌for‌‌their‌‌Crafting‌‌Stations‌‌based‌‌on‌‌their‌‌specific‌‌site‌‌                                   
needs.‌ ‌If‌ ‌you‌ ‌have‌ ‌any‌ ‌questions,‌ ‌ask‌ ‌a‌ ‌Marshal.‌ ‌ 

After‌‌you‌‌have‌‌purchased‌‌ten‌‌ranks‌‌of‌‌any‌‌Skill,‌‌you‌‌are‌‌considered‌‌a‌‌Journeyman,‌‌and‌‌after‌‌twenty‌‌ranks,‌‌you‌‌are‌‌a‌‌Master.‌‌                                           
These‌‌ranks‌‌will‌‌provide‌‌extra‌‌bonuses,‌‌such‌‌as‌‌being‌‌able‌‌to‌‌make‌‌items‌‌at‌‌a‌‌reduced‌‌cost‌‌or‌‌being‌‌able‌‌to‌‌identify‌‌them‌‌                                             
quicker.‌ ‌ 

Workshops:‌‌It‌‌is‌‌possible‌‌to‌‌become‌‌more‌‌productive‌‌in‌‌making‌‌Production‌‌Point‌‌items‌‌if‌‌you‌‌have‌‌access‌‌to‌‌a‌‌Workshop‌‌                                       
that‌ ‌specializes‌ ‌in‌ ‌making‌ ‌them.‌ ‌A‌ ‌Workshop‌ ‌will‌ ‌double‌ ‌your‌ ‌base‌‌Production‌‌Points,‌‌thus‌‌making‌‌it‌‌possible‌‌to‌‌produce‌‌                                     
more‌‌of‌‌an‌‌item‌‌than‌‌normally‌‌possible.‌‌There‌‌are‌‌specialized‌‌Workshops‌‌for‌‌each‌‌type‌‌of‌‌Production‌‌Skill.‌‌You‌‌can‌‌purchase‌‌                                       
these‌ ‌specialized‌ ‌Workshops‌ ‌for‌ ‌ten‌ ‌gold‌ ‌pieces‌ ‌each.‌ ‌ 

You‌‌must‌‌still‌‌pay‌‌the‌‌proper‌‌amount‌‌in‌‌copper‌‌pieces‌‌in‌‌order‌‌to‌‌get‌‌your‌‌Production‌‌Point‌‌items‌‌even‌‌with‌‌a‌‌Workshop.‌‌40‌‌                                             
Production‌ ‌Points‌ ‌of‌ ‌anything‌ ‌made‌ ‌will‌ ‌cost‌ ‌40‌ ‌copper‌ ‌pieces‌ ‌whether‌ ‌done‌ ‌in‌ ‌a‌ ‌Workshop‌ ‌or‌ ‌not.‌ ‌ 

Workshops‌‌can‌‌only‌‌be‌‌used‌‌by‌‌one‌‌person‌‌per‌‌LP.‌‌Your‌‌Workshop‌‌Tag‌‌will‌‌list‌‌your‌‌character’s‌‌name‌‌and‌‌the‌‌location‌‌of‌‌the‌‌                                             
Workshop,‌ ‌as‌ ‌well‌ ‌as‌ ‌a‌ ‌unique‌ ‌ID‌ ‌for‌ ‌the‌ ‌Workshop‌ ‌which‌ ‌must‌ ‌be‌ ‌written‌ ‌down‌ ‌when‌ ‌going‌ ‌to‌ ‌a‌ ‌Crafting‌ ‌Station.‌ ‌ 

A‌ ‌Workshop‌ ‌can‌ ‌only‌ ‌be‌ ‌used‌ ‌when‌ ‌the‌ ‌game‌ ‌takes‌ ‌place‌ ‌in‌ ‌the‌ ‌location‌ ‌noted‌ ‌on‌ ‌the‌ ‌Tag.‌ ‌For‌ ‌instance,‌ ‌if‌ ‌you‌ ‌buy‌ ‌a‌‌                                               
Workshop‌‌in‌‌IG‌‌location‌‌A,‌‌you‌‌will‌‌not‌‌be‌‌able‌‌to‌‌use‌‌it‌‌in‌‌IG‌‌location‌‌B.‌‌You‌‌can,‌‌of‌‌course,‌‌buy‌‌a‌‌new‌‌Workshop.‌‌Further,‌‌                                                   
there‌ ‌may‌ ‌be‌ ‌plot‌ ‌reasons‌ ‌why‌ ‌you‌ ‌cannot‌ ‌use‌ ‌your‌ ‌Workshop‌ ‌at‌ ‌a‌ ‌particular‌ ‌event.‌ ‌ 

You‌ ‌can‌ ‌buy‌ ‌several‌ ‌Workshops‌ ‌located‌ ‌in‌ ‌all‌ ‌of‌ ‌the‌ ‌towns‌ ‌in‌ ‌which‌ ‌the‌ ‌game‌ ‌may‌ ‌possibly‌ ‌take‌ ‌place.‌ ‌Unlike‌ ‌all‌ ‌other‌‌                                           
treasure,‌ ‌Workshops‌ ‌cannot‌ ‌be‌ ‌stolen.‌ ‌ 

A‌‌Workshop‌‌can‌‌be‌‌sold‌‌or‌‌loaned‌‌to‌‌another‌‌character‌‌but‌‌can‌‌never‌‌be‌‌used‌‌by‌‌more‌‌than‌‌one‌‌character‌‌per‌‌LP.‌‌In‌‌other‌‌                                               
words,‌‌you‌‌cannot‌‌use‌‌the‌‌Workshop,‌‌sell‌‌it‌‌to‌‌someone‌‌else,‌‌and‌‌then‌‌have‌‌the‌‌buyer‌‌use‌‌that‌‌same‌‌Workshop‌‌on‌‌the‌‌same‌‌                                             
day.‌ ‌The‌ ‌new‌ ‌owner‌ ‌must‌ ‌wait‌ ‌until‌ ‌the‌ ‌next‌ ‌LP.‌ ‌ 

The‌ ‌selling‌‌of‌‌a‌‌Workshop‌‌must‌‌be‌‌done‌‌at‌‌Logistics‌‌with‌‌both‌‌the‌‌seller‌‌and‌‌the‌‌buyer‌‌present‌‌to‌‌confirm‌‌the‌‌sale.‌‌A‌‌new‌‌                                               
Tag‌ ‌with‌ ‌the‌ ‌new‌ ‌owner’s‌ ‌name‌ ‌on‌ ‌it‌ ‌will‌ ‌then‌ ‌be‌ ‌issued‌ ‌while‌ ‌the‌ ‌old‌ ‌Tag‌ ‌will‌ ‌be‌ ‌destroyed.‌ 

Batches‌:‌ ‌Another‌ ‌way‌ ‌to‌ ‌increase‌ ‌the‌ ‌number‌ ‌of‌ ‌items‌ ‌you‌ ‌can‌ ‌create‌ ‌in‌ ‌any‌‌one‌‌gameday‌‌is‌‌by‌‌making‌‌large‌‌Batches.‌‌                                         
Batching‌‌gives‌‌a‌‌character‌‌a‌‌new‌‌set‌‌of‌‌production‌‌points‌‌(at‌‌double‌‌cost‌‌in‌‌copper‌‌pieces)‌‌to‌‌be‌‌used‌‌as‌‌they‌‌see‌‌fit.‌‌These‌‌                                               
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points‌ ‌do‌ ‌not‌ ‌need‌ ‌to‌ ‌be‌ ‌spent‌ ‌identically‌ ‌to‌ ‌earlier‌ ‌Batches.‌ ‌After‌ ‌you‌ ‌use‌ ‌your‌ ‌normal‌ ‌Production‌ ‌Points‌ ‌for‌ ‌the‌ ‌day‌‌                                         
(whether‌‌with‌‌or‌‌without‌‌a‌‌Workshop),‌‌you‌‌can‌‌then‌‌create‌‌a‌‌second‌‌Batch‌‌at‌‌double‌‌the‌‌cost.‌‌The‌‌same‌‌limitations‌‌apply‌‌as‌‌                                           
per‌‌the‌‌first‌‌Batch.‌‌You‌‌can‌‌use‌‌your‌‌Workshop‌‌for‌‌each‌‌of‌‌these‌‌Batches.‌‌A‌‌third‌‌Batch‌‌may‌‌be‌‌made‌‌at‌‌triple‌‌cost,‌‌a‌‌fourth‌‌                                                 
Batch‌ ‌at‌ ‌quadruple‌ ‌cost,‌ ‌and‌ ‌so‌ ‌on.‌ ‌There‌ ‌is‌ ‌no‌ ‌limit‌ ‌to‌ ‌how‌ ‌many‌ ‌Batches‌ ‌can‌ ‌be‌ ‌made‌ ‌other‌ ‌than‌ ‌the‌ ‌coin‌ ‌required.‌ ‌ 

Production‌ ‌Points‌ ‌from‌ ‌different‌ ‌Batches‌ ‌may‌ ‌never‌ ‌be‌ ‌combined.‌ ‌In‌ ‌other‌ ‌words,‌ ‌you‌ ‌cannot‌ ‌combine‌ ‌your‌ ‌two‌ ‌40‌‌                                   
Production‌ ‌Point‌ ‌Batches‌ ‌to‌ ‌make‌ ‌one‌ ‌item‌ ‌worth‌ ‌80‌ ‌Production‌ ‌Points.‌ ‌You‌ ‌are‌ ‌always‌ ‌limited‌ ‌by‌ ‌your‌ ‌Skill‌ ‌and‌ ‌your‌‌                                       
Workshop.‌ ‌ 

‌ 

‌ ‌   
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Alchemy‌ ‌Production‌ ‌  ‌  Create‌ ‌Scroll‌ ‌  ‌  Blacksmith‌ ‌ 
Name‌ ‌  Cost‌  Type‌ ‌  ‌  Name‌ ‌  Cost‌ ‌  ‌  Weapon‌ ‌  Cost‌ 

Alchemical‌ ‌Solvent‌ ‌  5‌ ‌  Contact‌ ‌  ‌  Evocation‌ ‌Bolt‌ ‌  5‌ ‌per‌ ‌level;‌ ‌element‌ ‌is‌‌ 
chosen‌ ‌when‌ ‌item‌ ‌is‌ ‌made‌ ‌ 

‌  Arrow/Bolt‌ ‌  0.5‌ ‌ 
Cure‌ ‌Wounds‌ ‌  5‌ ‌  Elixir‌ ‌  ‌  ‌  Bludgeon‌ ‌  5‌ ‌ 
Intoxicate‌ ‌  5‌ ‌  Elixir‌ ‌  ‌  Disarm‌ ‌  5‌ ‌  ‌  Dagger‌ ‌  5‌ ‌ 
Liquid‌ ‌Light‌ ‌  5‌ ‌  Contact‌ ‌  ‌  Lesser‌‌ 

Investment‌ ‌ 
5‌ ‌ 

‌ 
Hatchet‌ ‌  5‌ ‌ 

Paranoia‌ ‌  10‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Light‌ ‌  5‌ ‌ 
‌ 

Staff‌ ‌  5‌ ‌ 

Hallucinate‌ ‌  10‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Slow‌ ‌  5‌ ‌ 
‌ 

Thrown‌ ‌Weapon‌ ‌  5‌ ‌ 

Oil‌ ‌of‌ ‌Slipperiness‌ ‌  15‌ ‌  Contact‌ ‌  ‌  Weapon‌ ‌Shield‌  10‌ ‌  ‌  Javelin‌ ‌  10‌ ‌ 
Paste‌ ‌of‌ ‌Stickiness‌ ‌  15‌ ‌  Contact‌ ‌  ‌  Pin‌ ‌  10‌ ‌  ‌  Light‌ ‌Crossbow‌ ‌  10‌ ‌ 
Vorpal‌ ‌Coating‌ ‌5‌ ‌  15‌ ‌  Contact‌ ‌  ‌  Repel‌ ‌  10‌ ‌  ‌  Short‌ ‌Bow‌ ‌  10‌ ‌ 
Weakness‌ ‌  15‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Shackle‌ ‌  15‌ ‌ 

‌ 
Heavy‌ ‌Crossbow‌ ‌  15‌ ‌ 

Antidote‌ ‌  20‌ ‌  Elixir‌ ‌  ‌  Shatter‌ ‌  15‌ ‌  ‌  Long‌ ‌Bow‌ ‌  15‌ ‌ 
Poison‌ ‌Shield‌ ‌  20‌ ‌  Elixir‌ ‌  ‌  Wall‌ ‌of‌ ‌Force‌ ‌  15‌ ‌  ‌  Short‌ ‌Hammer‌ ‌  15‌ ‌ 
Cleanse‌ ‌  25‌ ‌  Elixir‌ ‌  ‌  Awaken‌ ‌  20‌ ‌  ‌  Short‌ ‌Mace‌ ‌  15‌ ‌ 
Blast‌ ‌Globe‌ ‌  25‌ ‌  Globe‌ ‌  ‌  Shun‌ ‌  20‌ ‌  ‌  Spear‌ ‌  15‌ ‌ 
Enfeeble‌ ‌  30‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Release‌ ‌  25‌ ‌ 

‌ 
Long‌ ‌Hammer‌ ‌  20‌ ‌ 

Sleep‌ ‌  30‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Spell‌ ‌Shield‌ ‌  25‌ ‌ 
‌ 

Long‌ ‌Mace‌ ‌  20‌ ‌ 

Charm‌ ‌  35‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Elemental‌ ‌Shield‌  30‌ ‌ 
‌ 

Short‌ ‌Axe‌ ‌  20‌ ‌ 

Vorpal‌ ‌Coating‌ ‌10‌ ‌  40‌ ‌  Contact‌ ‌  ‌  Sleep‌ ‌  30‌ ‌  ‌  Long‌ ‌Axe‌ ‌  25‌ ‌ 
Paralysis‌ ‌  40‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Wizard‌ ‌Lock‌ ‌  30‌ ‌ 

‌ 
Short‌ ‌Sword‌ ‌  25‌ ‌ 

Amnesia‌ ‌  45‌ ‌  Elixir‌ ‌  ‌  Web‌ ‌  35‌ ‌  ‌  Long‌ ‌Sword‌ ‌  30‌ ‌ 
Berserk‌ ‌  45‌ ‌  Contact,‌ ‌Elixir,‌ ‌Globe‌  ‌  Charm‌ ‌  35‌ ‌ 

‌ 
Polearm‌ ‌  40‌ ‌ 

Enslavement‌ ‌Antidote‌  45‌ ‌  Elixir‌ ‌  ‌  Dispel‌ ‌  40‌ ‌  ‌  Two-Handed‌ ‌Blunt‌ ‌  45‌ ‌ 
Euphoria‌ ‌Antidote‌ ‌  45‌ ‌  Elixir‌ ‌  ‌  Reflect‌ ‌Spell‌ ‌  40‌ ‌  ‌  Two-Handed‌ ‌Sword‌ ‌  45‌ ‌ 

‌  ‌  ‌  ‌  ‌  ‌  ‌  Shield‌ ‌  10‌ ‌ 

‌  ‌  ‌  ‌  ‌  ‌  ‌  Silvering‌ ‌an‌ ‌Arrow/Bolt‌ ‌  1*‌ ‌ 

‌  ‌  ‌  ‌  ‌  ‌  ‌  Silvering‌ ‌a‌ ‌Weapon‌ ‌  15*‌ ‌ 

‌  ‌  ‌  ‌  ‌  ‌  ‌  Strengthening‌ ‌  50*‌ ‌ 

‌  ‌  ‌  ‌  ‌  ‌  ‌  *Additional‌ ‌cost‌ ‌in‌ ‌Silver‌ ‌ 



‌ 

‌ 
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Create‌ ‌Potion‌ ‌  ‌  Create‌ ‌Trap‌ ‌  ‌  Blacksmith‌ ‌ 

Name‌ ‌  Cost‌ ‌  ‌  Name‌ ‌  Cost‌ ‌  Type‌ ‌  ‌  Armor‌ ‌Value‌ ‌  Cost‌ 
Cure/Cause‌‌ 
Wounds‌ ‌ 

5‌ ‌per‌ ‌level;‌ ‌Healing‌ ‌or‌ ‌Chaos‌ ‌is‌‌ 
chosen‌ ‌when‌ ‌Potion‌ ‌is‌ ‌made‌ ‌ 

‌  Slow‌ ‌Globe‌ ‌  10‌ ‌  Globe‌  ‌  1-5‌ ‌Points‌ ‌  10‌ ‌ 

‌  Shatter‌ ‌Globe‌ ‌  20‌ ‌  Globe‌  ‌  6-10‌ ‌Points‌ ‌  20‌ ‌ 
Endow‌ ‌  5‌ ‌  ‌  Silence‌ ‌Globe‌ ‌  30‌ ‌  Globe‌  ‌  11-15‌ ‌Points‌ ‌  30‌ ‌ 
Weapon‌ ‌Shield‌  10‌ ‌ 

‌ 
Noisemaker‌‌ 
Trap‌ ‌ 

5‌ ‌  Trap‌ ‌  ‌  16-20‌ ‌Points‌ ‌  40‌ ‌ 

Weakness‌ ‌  15‌ ‌ 
‌ 

Gas‌ ‌Trap‌ ‌  25‌ ‌  Area‌‌ 
Trap‌ ‌ 

‌  21-25‌ ‌Points‌ ‌  50‌ ‌ 

Awaken‌ ‌  20‌ ‌ 
‌ 

Scroll‌ ‌Trap‌ ‌  25‌ ‌  Area‌‌ 
Trap‌ ‌ 

‌  26-30‌ ‌Points‌ ‌  60‌ ‌ 

Cleanse‌ ‌  20‌ ‌ 
‌ 

Weapon‌ ‌Trap‌ ‌  2‌ ‌damage‌ ‌per‌ ‌pp;‌‌ 
min‌ ‌of‌ ‌10‌ ‌dmg‌ ‌ 

Trap‌ ‌  ‌  31-35‌ ‌Points‌ ‌  80‌ ‌ 

Disease‌ ‌  20‌ ‌ 
‌ 

Mechanical‌ ‌Trap‌  1‌ ‌damage‌ ‌per‌ ‌pp;‌‌ 
min‌ ‌of‌ ‌20‌ ‌dmg‌ ‌ 

Trap‌ ‌  ‌  36-40‌ ‌Points‌ ‌  100‌ ‌ 

Cure‌ ‌Disease‌ ‌  20‌ ‌ 
‌ 

Explosive‌ ‌Trap‌ ‌  1‌ ‌damage‌ ‌per‌ ‌2‌ ‌pp;‌‌ 
min‌ ‌of‌ ‌20‌ ‌dmg‌ ‌ 

Area‌‌ 
Trap‌ ‌ 

‌  41-45‌ ‌Points‌ ‌  120‌ ‌ 

Release‌ ‌  25‌ ‌  ‌  ‌  ‌  ‌  ‌  46-50‌ ‌Points‌ ‌  140‌ ‌ 
Silence‌ ‌  25‌ ‌  ‌  ‌  ‌  ‌  ‌  51-56‌ ‌Points‌ ‌  170‌ ‌ 
Spell‌ ‌Shield‌ ‌  25‌ ‌  ‌  ‌  ‌  ‌  ‌  57-62‌ ‌Points‌ ‌  200‌ ‌ 
Elemental‌ ‌Shield‌  30‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Restore‌ ‌  30‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Sleep‌ ‌  30‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Wither‌ ‌  30‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Charm‌ ‌  35‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Destruction‌ ‌  35‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Drain‌ ‌  40‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Paralysis‌ ‌  40‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Purify‌ ‌  40‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 
Reflect‌ ‌Spell‌ ‌  40‌ ‌  ‌  ‌  ‌  ‌  ‌  ‌  ‌ 



‌ 

Chapter‌ ‌VII:‌ ‌Skills‌ ‌ 
Skills‌‌listed‌‌with‌‌an‌‌asterisk‌‌(*)‌‌‌can‌‌be‌‌purchased‌‌multiple‌‌times.‌‌Doing‌‌so‌‌either‌‌improves‌‌the‌‌Skill,‌‌or‌‌increases‌‌the‌‌number‌‌                                         
of‌ ‌times‌ ‌per‌ ‌Logistics‌ ‌Period‌ ‌(LP)‌ ‌a‌ ‌Skill‌ ‌can‌ ‌be‌ ‌used.‌ ‌ 

Skills‌ ‌may‌ ‌have‌ ‌prerequisites.‌ ‌These‌ ‌can‌ ‌be‌ ‌found‌ ‌in‌ ‌the‌ ‌Skill‌ ‌Cost‌ ‌Chart,‌ ‌which‌ ‌explains‌ ‌exactly‌‌what‌‌is‌‌needed‌‌before‌‌                                       
purchasing‌ ‌any‌ ‌given‌ ‌Skill.‌ ‌ 

Some‌ ‌Skills‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌once‌ ‌per‌ ‌LP‌ ‌per‌ ‌purchase‌ ‌as‌ ‌marked‌ ‌by‌ ‌the‌ ‌LP‌ ‌Keyword.‌ ‌ 

Below‌ ‌is‌ ‌the‌ ‌listing‌ ‌of‌ ‌all‌ ‌our‌ ‌current‌ ‌Skills.‌ ‌Many‌ ‌will‌ ‌have‌ ‌the‌ ‌following‌ ‌‌Keywords‌:‌ ‌ 

● Defense‌:‌ ‌The‌ ‌Skill‌ ‌is‌ ‌a‌ ‌defense;‌ ‌it‌ ‌is‌ ‌classified‌ ‌as‌ ‌either‌ ‌Smart‌ ‌or‌ ‌Dumb,‌ ‌and‌ ‌as‌ ‌a‌ ‌Guard,‌ ‌Return,‌ ‌Reduced,‌ ‌or‌‌                                         
Resist.‌ ‌For‌ ‌more‌ ‌information‌ ‌on‌ ‌these‌ ‌types‌ ‌of‌ ‌defenses,‌ ‌see‌ ‌the‌ ‌Defenses‌ ‌section‌ ‌in‌ ‌Chapter‌ ‌V.‌ ‌ 

● From‌ ‌Behind‌:‌ ‌The‌ ‌Skill‌ ‌can‌ ‌only‌ ‌be‌ ‌used‌ ‌if‌ ‌you‌ ‌are‌ ‌behind‌ ‌the‌ ‌target‌ ‌or‌ ‌using‌ ‌a‌ ‌Ranged‌ ‌Attack.‌ ‌For‌ ‌more‌‌                                         
information,‌ ‌see‌ ‌Chapter‌ ‌IV.‌ ‌ 

● LP‌:‌ ‌The‌ ‌Skill‌ ‌can‌ ‌be‌ ‌used‌ ‌one‌ ‌per‌ ‌LP‌ ‌per‌ ‌purchased‌ ‌rank.‌ ‌ 
● Meditatable‌:‌ ‌The‌ ‌Skill‌ ‌can‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌if‌ ‌it‌ ‌misses.‌ ‌For‌ ‌more‌ ‌information‌ ‌on‌ ‌Meditation,‌ ‌see‌ ‌the‌ ‌Meditate‌‌                                   

section‌ ‌in‌ ‌Chapter‌ ‌VI‌ ‌The‌ ‌Skill‌ ‌System.‌ ‌ 
● Passive‌:‌ ‌The‌ ‌Skill‌ ‌is‌ ‌always‌ ‌on,‌ ‌and‌ ‌you‌ ‌do‌ ‌not‌ ‌need‌ ‌to‌ ‌activate‌ ‌it.‌ ‌ 
● Production‌:‌ ‌The‌ ‌Skill‌ ‌is‌ ‌a‌ ‌Production‌ ‌Skill,‌ ‌and‌ ‌can‌ ‌be‌‌used‌‌to‌‌create‌‌Production‌‌items.‌‌For‌‌more‌‌information‌‌on‌‌                                     

Production‌ ‌Skills,‌ ‌see‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section‌ ‌in‌ ‌Chapter‌ ‌VI‌ ‌The‌ ‌Skill‌ ‌System.‌ ‌ 
● Species‌:‌ ‌The‌ ‌Skill‌ ‌can‌ ‌be‌ ‌acquired‌ ‌only‌ ‌by‌ ‌members‌ ‌of‌ ‌the‌ ‌indicated‌ ‌Species‌ ‌in‌ ‌Chapter‌ ‌II‌ ‌Species.‌ ‌ 

Alchemy*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌‌allows‌‌the‌‌character‌‌to‌‌create‌‌non-magical‌‌Elixirs,‌‌poisons,‌‌oils,‌‌and‌‌solvents.‌‌For‌‌each‌‌time‌‌‌Alchemy‌‌‌is‌‌bought,‌‌the‌‌                                       
character‌ ‌gets‌ ‌five‌ ‌‌Alchemy‌ ‌‌Production‌ ‌Points‌ ‌as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

Alchemy‌ ‌‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌determine‌ ‌the‌ ‌presence‌ ‌of‌ ‌an‌ ‌‌Alchemical‌ ‌‌substance‌ ‌or‌ ‌magical‌ ‌Potion‌ ‌in‌ ‌a‌ ‌creature’s‌‌                                   
bloodstream.‌‌ ‌  

Advanced‌‌Use:‌‌To‌‌utilize‌‌a‌‌Gas‌‌Globes‌‌(Packet)‌‌requires‌‌at‌‌least‌‌three‌‌ranks‌‌of‌‌‌Alchemy‌.‌‌All‌‌gas‌‌Packets‌‌must‌‌be‌‌orange‌‌to‌‌                                           
differentiate‌‌them‌‌from‌‌spell‌‌Packets‌‌(which‌‌cannot‌‌be‌‌orange).‌‌A‌‌character‌‌with‌‌10‌‌or‌‌more‌‌ranks‌‌of‌‌‌Alchemy‌‌‌is‌‌considered‌‌                                       
a‌ ‌Journeyman,‌ ‌and‌ ‌only‌ ‌spends‌ ‌four‌ ‌copper‌ ‌pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Alchemy‌.‌ ‌ 

See‌ ‌Chapter‌ ‌XII‌ ‌Alchemy‌ ‌for‌ ‌more‌ ‌details‌ ‌on‌ ‌specific‌ ‌types‌ ‌of‌ ‌‌Alchemy‌ ‌‌and‌ ‌how‌ ‌they‌ ‌might‌ ‌be‌ ‌used.‌ ‌ 

Archery‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌use‌ ‌a‌ ‌Bow‌ ‌and‌ ‌a‌ ‌Crossbow.‌ ‌If‌ ‌used‌ ‌with‌ ‌Archery,‌ ‌From‌ ‌Behind‌ ‌attacks‌ ‌ignore‌ ‌positioning.‌ ‌ 

For‌‌safety‌‌reasons,‌‌real‌‌Bows‌‌and‌‌Crossbows‌‌are‌‌not‌‌used‌‌in‌‌REFUGE‌‌LARP.‌‌Instead,‌‌archers‌‌use‌‌padded‌‌physreps‌‌for‌‌the‌‌                                       
Bows‌‌and‌‌Crossbows,‌‌and‌‌blue‌‌Packets‌‌to‌‌represent‌‌Arrows‌‌and‌‌Bolts.‌‌See‌‌the‌‌Archery‌‌section‌‌for‌‌more‌‌details..‌‌You‌‌‌can‌‌                                       
block‌ ‌with‌ ‌a‌ ‌padded‌ ‌Bow;‌ ‌you‌ ‌‌cannot‌‌ ‌block‌ ‌with‌ ‌a‌ ‌Crossbow.‌ ‌ 

‌ ‌   
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Assassinate*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌‌Skill‌‌allows‌‌the‌‌character‌‌to‌‌make‌‌a‌‌single‌‌attack‌‌for‌‌higher‌‌damage‌‌From‌‌Behind.‌‌If‌‌used‌‌with‌‌a‌‌ranged‌‌Weapon,‌‌the‌                                           
Assassinate‌ ‌‌may‌ ‌be‌ ‌used‌ ‌from‌ ‌any‌ ‌direction.‌ ‌ 

This‌‌Skill‌‌may‌‌be‌‌used‌‌with‌‌any‌‌weapon‌‌for‌‌which‌‌the‌‌character‌‌has‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌An‌‌‌Assassinate‌‌‌does‌‌25‌‌                                         
points‌ ‌of‌ ‌damage‌ ‌that‌ ‌can‌ ‌only‌ ‌be‌ ‌increased‌ ‌with‌ ‌purchases‌ ‌of‌ ‌the‌ ‌‌Improved‌ ‌Assassinate‌ ‌‌Skill.‌ ‌ 

You‌ ‌may‌ ‌call‌ ‌any‌ ‌applicable‌ ‌Carrier‌ ‌with‌ ‌this‌ ‌Skill‌ ‌(e.g.‌ ‌Magic,‌ ‌Flame,‌ ‌Silver)‌ ‌that‌ ‌your‌ ‌Weapon‌ ‌is‌ ‌capable‌ ‌of.‌‌ ‌  

Any‌ ‌appropriate‌ ‌defensive‌ ‌call‌ ‌against‌ ‌this‌ ‌attack‌ ‌expends‌ ‌the‌ ‌‌Assassinate‌.‌‌ ‌  

Back‌ ‌Attack*‌ ‌ 
LP‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌do‌ ‌2‌ ‌extra‌ ‌points‌‌of‌‌Weapon‌‌damage‌‌From‌‌Behind,‌‌or‌‌1‌‌extra‌‌point‌‌of‌‌Weapon‌‌damage‌‌                                           
from‌ ‌any‌ ‌direction‌ ‌with‌ ‌ranged‌ ‌weapons,‌ ‌for‌ ‌10‌ ‌minutes.‌ ‌Multiple‌ ‌Back‌ ‌Attacks‌ ‌can‌ ‌be‌ ‌expended‌ ‌simultaneously‌ ‌for‌‌                                 
enhanced‌ ‌effect,‌ ‌each‌ ‌adding‌ ‌additional‌ ‌damage‌ ‌as‌ ‌described‌ ‌above.‌ ‌It‌ ‌can‌ ‌be‌ ‌used‌ ‌with‌ ‌any‌ ‌Weapon‌ ‌with‌ ‌which‌ ‌your‌‌                                     
character‌ ‌has‌ ‌the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

A‌‌player‌‌may‌‌activate‌‌no‌‌more‌‌than‌‌five‌‌‌Back‌‌Attacks‌‌at‌‌any‌‌one‌‌time.‌‌Players‌‌may‌‌voluntarily‌‌end‌‌the‌‌10-minute‌‌duration‌‌at‌‌                                           
any‌ ‌time.‌ ‌Players‌‌may‌‌not‌‌activate‌‌additional‌‌‌Back‌‌Attacks‌‌‌if‌‌they‌‌have‌‌some‌‌already‌‌running‌‌at‌‌the‌‌same‌‌time‌‌(they‌‌must‌‌                                         
choose‌ ‌to‌ ‌end‌ ‌the‌ ‌ongoing‌ ‌ones‌ ‌first).‌‌ ‌  

Back‌ ‌Attacks‌ ‌‌are‌ ‌traded‌ ‌in‌ ‌to‌ ‌purchase‌ ‌the‌ ‌‌Backstab‌ ‌‌Skill‌ ‌at‌ ‌the‌ ‌rate‌ ‌of‌ ‌two‌ ‌‌Back‌ ‌Attacks‌ ‌‌to‌ ‌one‌ ‌‌Backstab‌,‌ ‌plus‌ ‌one‌‌                                           
additional‌ ‌‌Back‌ ‌Attack‌ ‌‌per‌ ‌‌Backstab‌ ‌‌they‌ ‌have‌‌already‌‌bought.‌‌This‌‌means‌‌that‌‌the‌‌second‌‌‌Backstab‌‌‌requires‌‌three‌‌‌Back‌‌                                   
Attacks‌ ‌‌to‌ ‌be‌ ‌traded‌ ‌in,‌ ‌the‌ ‌third‌ ‌‌Backstab‌ ‌‌will‌ ‌require‌ ‌four‌ ‌‌Back‌ ‌Attacks,‌‌ ‌and‌ ‌so‌ ‌forth.‌ ‌ 

Backstab*‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌do‌‌2‌‌extra‌‌points‌‌of‌‌Weapon‌‌damage‌‌From‌‌Behind,‌‌or‌‌1‌‌extra‌‌point‌‌when‌‌used‌‌with‌‌ranged‌‌                                             
weapons.‌ ‌It‌ ‌applies‌ ‌to‌ ‌any‌ ‌Weapon‌ ‌in‌ ‌which‌ ‌the‌ ‌character‌ ‌has‌ ‌the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

The‌‌Skill‌‌can‌‌be‌‌purchased‌‌multiple‌‌times‌‌and‌‌the‌‌effects‌‌stack.‌‌Note‌‌that‌‌each‌‌purchase‌‌requires‌‌trading‌‌in‌‌an‌‌additional‌‌set‌‌                                         
of‌ ‌‌Back‌ ‌Attacks‌.‌ ‌ 

Blacksmith*‌ ‌ 
LP,‌ ‌Production,‌ ‌Passive‌ ‌(refitting‌ ‌armor)‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌create‌ ‌Weapons,‌ ‌Shields,‌ ‌and‌‌Armor.‌‌For‌‌each‌‌time‌‌‌Blacksmith‌‌‌is‌‌bought,‌‌the‌‌character‌‌                                     
gets‌ ‌five‌ ‌‌Blacksmith‌ ‌‌Production‌ ‌Points‌ ‌as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

Blacksmith‌‌allows‌‌them‌‌to‌‌Refit‌‌physical‌‌suits‌‌of‌‌armor‌‌(but‌‌not‌‌Natural‌‌Armor‌‌or‌‌Arcane‌‌Armor)‌‌any‌‌number‌‌of‌‌times‌‌per‌‌LP.‌‌                                           
See‌ ‌Chapter‌ ‌IX‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌section‌ ‌for‌ ‌details.‌ ‌ 

Silvering‌ ‌a‌ ‌Weapon:‌ ‌Silvering‌ ‌a‌ ‌Weapon‌ ‌allows‌ ‌the‌ ‌Weapon‌ ‌to‌ ‌harm‌ ‌monsters‌ ‌that‌ ‌can‌ ‌only‌ ‌be‌ ‌hurt‌ ‌by‌‌Silver,‌‌such‌‌as‌‌                                         
certain‌‌Undead.‌‌To‌‌Silver‌‌an‌‌existing‌‌Weapon,‌‌the‌‌‌Blacksmith‌‌‌must‌‌pay‌‌15‌‌Production‌‌Points‌‌and‌‌15‌‌Silver‌‌pieces.‌‌Silvering‌‌                                     
an‌‌existing‌‌Arrow‌‌or‌‌Bolt‌‌costs‌‌1‌‌Silver‌‌per‌‌Arrow‌‌or‌‌Bolt‌‌and‌‌1‌‌Production‌‌Point‌‌(note‌‌that‌‌these‌‌costs‌‌are‌‌separate‌‌from‌‌the‌‌                                               
costs‌ ‌of‌ ‌the‌ ‌actual‌ ‌creation‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌itself.)‌ ‌Once‌ ‌applied,‌ ‌the‌ ‌Silver‌ ‌can‌ ‌never‌ ‌be‌ ‌removed.‌ ‌ 

Strengthening‌ ‌a‌ ‌Weapon,‌ ‌Shield,‌ ‌or‌ ‌other‌ ‌item:‌ ‌Strengthening‌ ‌a‌ ‌Weapon,‌ ‌Shield,‌ ‌or‌ ‌other‌ ‌item‌ ‌allows‌ ‌it‌ ‌to‌ ‌withstand‌‌                                   
Shatter‌ ‌‌and‌ ‌Acidic‌ ‌Skin‌ ‌effects‌ ‌as‌ ‌well‌ ‌as‌ ‌explosive‌ ‌traps.‌ ‌Once‌ ‌Strengthened,‌ ‌the‌ ‌item‌ ‌will‌ ‌withstand‌ ‌two‌ ‌such‌ ‌attacks.‌‌                                     
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When‌‌hit‌‌with‌‌one‌‌of‌‌these‌‌effects,‌‌the‌‌person‌‌with‌‌a‌‌Strengthened‌‌item‌‌must‌‌say‌‌“‌Resist‌.”‌‌An‌‌item‌‌can‌‌only‌‌be‌‌Strengthened‌‌                                           
once,‌‌giving‌‌it‌‌two‌‌‌Resists‌‌‌to‌‌these‌‌effects.‌‌After‌‌those‌‌‌Resists‌‌‌are‌‌used,‌‌it‌‌can‌‌be‌‌Strengthened‌‌again‌‌but‌‌can‌‌never‌‌have‌‌                                           
more‌ ‌than‌ ‌two‌ ‌‌Resists‌ ‌‌at‌ ‌any‌ ‌one‌ ‌time.‌‌ ‌  

To‌ ‌Strengthen‌ ‌an‌ ‌existing‌ ‌item,‌ ‌the‌ ‌smith‌ ‌must‌ ‌pay‌ ‌an‌ ‌extra‌ ‌50‌ ‌Production‌ ‌Points‌ ‌and‌ ‌50‌ ‌silver‌ ‌pieces.‌ ‌ 

Advanced‌‌use:‌‌A‌‌character‌‌with‌‌10‌‌or‌‌more‌‌ranks‌‌of‌‌‌Blacksmith‌‌‌is‌‌considered‌‌a‌‌Journeyman,‌‌and‌‌only‌‌spends‌‌four‌‌copper‌‌                                       
pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Blacksmithing‌.‌ ‌Silvering‌ ‌and‌ ‌Strengthening‌ ‌do‌ ‌not‌ ‌benefit‌ ‌from‌‌this‌‌reduction‌‌in‌‌                                   
cost.‌ ‌A‌ ‌character‌ ‌with‌ ‌20‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Blacksmith‌ ‌‌is‌ ‌considered‌ ‌a‌ ‌Master‌ ‌and‌ ‌gains‌ ‌the‌ ‌ability‌ ‌to‌ ‌refit‌ ‌armor‌ ‌in‌ ‌30‌‌                                             
seconds‌ ‌as‌ ‌opposed‌ ‌to‌ ‌the‌ ‌usual‌ ‌60‌ ‌seconds.‌ ‌ 

Break‌ ‌Command*‌ ‌ 
LP,‌ ‌Species‌ ‌ 

With‌‌this‌‌Skill,‌‌a‌‌character‌‌can‌‌break‌‌all‌‌active‌‌Command‌‌effects‌‌on‌‌another‌‌creature.‌‌The‌‌Command‌‌effects‌‌can‌‌be‌‌found‌‌in‌‌                                         
the‌ ‌Effect‌ ‌Groups‌ ‌section.‌ ‌This‌ ‌does‌ ‌not‌ ‌include‌ ‌Greater‌ ‌Command‌ ‌effects‌ ‌such‌ ‌as‌ ‌‌Enslavement‌,‌ ‌‌Euphoria‌,‌ ‌or‌ ‌‌Amnesia‌.‌ ‌ 

You‌ ‌must‌ ‌be‌ ‌close‌ ‌enough‌ ‌to‌ ‌touch‌ ‌the‌ ‌affected‌ ‌person‌ ‌as‌ ‌if‌ ‌Touch-Casting‌ ‌and‌ ‌must‌‌spend‌‌‌ten‌‌seconds‌‌of‌‌roleplaying‌‌                                       
conversation‌ ‌and‌ ‌Focus‌ ‌with‌ ‌the‌ ‌victim‌ ‌to‌ ‌remove‌ ‌the‌ ‌effect.‌ ‌ 

If‌‌you‌‌perform‌‌any‌‌other‌‌Game‌‌Abilities‌‌during‌‌this‌‌time,‌‌if‌‌the‌‌target‌‌is‌‌attacked,‌‌or‌‌if‌‌the‌‌conversation‌‌is‌‌interrupted,‌‌then‌‌the‌‌                                             
Break‌ ‌Command‌ ‌‌fails‌ ‌and‌ ‌is‌ ‌expended.‌ ‌Attempting‌ ‌this‌ ‌action‌ ‌on‌ ‌a‌ ‌character‌ ‌that‌ ‌had‌ ‌not‌ ‌been‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌‌                                         
Command‌ ‌will‌ ‌still‌ ‌result‌ ‌in‌ ‌the‌ ‌ability‌ ‌being‌ ‌used‌ ‌for‌ ‌the‌ ‌day.‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌this‌ ‌Skill‌ ‌upon‌ ‌yourself.‌ 

Celestial‌ ‌Magic*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌‌Skill‌‌allows‌‌the‌‌character‌‌to‌‌memorize‌‌a‌‌single‌‌Celestial‌‌Magic‌‌spell‌‌each‌‌day‌‌of‌‌lower‌‌or‌‌equal‌‌level‌‌to‌‌the‌‌level‌‌of‌‌Spell‌‌                                               
Slot‌ ‌which‌ ‌has‌ ‌been‌ ‌purchased.‌ ‌This‌ ‌Skill‌ ‌provides‌ ‌a‌ ‌Spell‌ ‌Slot‌ ‌as‌ ‌described‌ ‌in‌ ‌the‌ ‌Skill‌ ‌System‌ ‌section.‌ ‌ 

Channeling*‌ ‌ 
LP‌ ‌ 

Each‌‌purchase‌‌of‌‌this‌‌Skill‌‌grants‌‌a‌‌character‌‌25‌‌points‌‌in‌‌a‌‌‌Channeling‌‌‌pool‌‌to‌‌spend‌‌each‌‌day.‌‌The‌‌pool‌‌can‌‌be‌‌Channeled‌‌                                             
in‌‌increments‌‌of‌‌5,‌‌up‌‌to‌‌a‌‌maximum‌‌of‌‌10‌‌points;‌‌once‌‌points‌‌are‌‌expended,‌‌they‌‌do‌‌not‌‌return‌‌until‌‌the‌‌following‌‌Logistics‌‌                                             
Period.‌ ‌ 

Celestial‌ ‌Channelers‌ ‌may‌ ‌use‌ ‌Stone,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Flame‌ ‌Sources;‌ ‌Earth‌ ‌Channelers‌ ‌may‌ ‌use‌ ‌Healing‌ ‌or‌ ‌Chaos‌‌                                 
Sources.‌ ‌The‌ ‌character’s‌ ‌primary‌ ‌Spell‌ ‌School‌ ‌determines‌ ‌their‌ ‌‌Channeling‌‌‌type,‌‌though‌‌‌Channeling‌‌‌can‌‌be‌‌bought‌‌at‌‌an‌‌                                 
additional‌ ‌cost‌ ‌for‌ ‌their‌ ‌secondary‌ ‌school,‌ ‌which‌ ‌will‌ ‌produce‌ ‌a‌ ‌separate‌ ‌‌Channeling‌ ‌‌pool‌ ‌for‌ ‌that‌ ‌school.‌ ‌ 

You‌‌may‌‌purchase‌‌multiple‌‌Sources‌‌to‌‌use‌‌multiple‌‌elements,‌‌but‌‌your‌‌‌Channeling‌‌‌pool‌‌amount‌‌remains‌‌unchanged‌‌by‌‌doing‌‌                                   
so.‌ ‌For‌ ‌more‌ ‌information,‌ ‌see‌ ‌Chapter‌ ‌XI‌ ‌Magic.‌ ‌ 

Claws‌ ‌ 
Passive,‌ ‌Species‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌use‌‌a‌‌One-Handed‌‌Claw.‌‌The‌‌base‌‌damage‌‌for‌‌a‌‌Claw‌‌is‌‌two‌‌points;‌‌all‌‌‌Claws‌‌‌must‌‌be‌‌short‌‌                                               
Weapon‌ ‌length‌ ‌and‌ ‌must‌ ‌abide‌ ‌by‌ ‌all‌ ‌Weapon‌ ‌construction‌ ‌rules,‌ ‌and‌ ‌additionally‌ ‌must‌ ‌have‌ ‌their‌ ‌entire‌ ‌striking‌‌surface‌‌                                   
colored‌ ‌red.‌ ‌This‌ ‌Skill‌ ‌only‌ ‌allows‌ ‌the‌ ‌use‌ ‌of‌ ‌one‌ ‌Claw‌ ‌unless‌ ‌the‌ ‌character‌ ‌also‌ ‌has‌ ‌‌Florentine‌,‌‌‌Two‌‌Weapons,‌‌or‌‌‌Style‌‌                                         
Master,‌ ‌at‌ ‌which‌ ‌point‌ ‌the‌ ‌character‌ ‌can‌ ‌use‌ ‌either‌ ‌two‌ ‌Claws‌ ‌or‌‌a‌‌Claw‌‌and‌‌a‌‌Weapon;‌‌as‌‌Claws‌‌are‌‌short‌‌Weapons,‌‌a‌‌                                             
player‌ ‌may‌ ‌dual-wield‌ ‌them‌ ‌with‌ ‌just‌ ‌the‌ ‌‌Florentine‌ ‌‌Skill.‌ ‌ 
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They‌ ‌may‌ ‌use‌ ‌any‌ ‌Skill‌ ‌requiring‌ ‌a‌ ‌Weapon‌ ‌with‌ ‌the‌ ‌Claw‌ ‌(such‌ ‌as‌ ‌‌Weapon‌ ‌Proficiency‌ ‌or‌ ‌‌Sleep/Paralysis‌ ‌Blow‌),‌ ‌and‌                                     
characters‌‌who‌‌are‌‌hit‌‌in‌‌their‌‌Claws‌‌with‌‌Weapons,‌‌bows,‌‌or‌‌Arrows‌‌do‌‌not‌‌take‌‌damage‌‌from‌‌the‌‌attack.‌‌In‌‌general,‌‌Claws‌‌                                           
are‌ ‌treated‌ ‌as‌ ‌Weapons,‌ ‌and‌ ‌can‌ ‌receive‌ ‌‌Alchemical‌ ‌‌Weapon‌ ‌Coatings‌ ‌and‌ ‌be‌ ‌used‌ ‌with‌ ‌Blade‌ ‌spells;‌ ‌however,‌ ‌Claws‌‌                                   
cannot‌ ‌be‌ ‌Silvered‌ ‌or‌ ‌Strengthened‌ ‌by‌ ‌the‌ ‌Blacksmith‌ ‌Skill.‌ ‌ 

Claws‌ ‌may‌ ‌not‌ ‌be‌ ‌‌Disarmed‌,‌ ‌‌Shattered‌,‌ ‌stolen,‌‌confiscated,‌‌or‌‌destroyed;‌‌if‌‌you‌‌are‌‌struck‌‌by‌‌such‌‌an‌‌effect‌‌which‌‌would‌‌                                       
target‌ ‌a‌ ‌Claw,‌ ‌you‌ ‌should‌ ‌call‌ ‌“No‌ ‌Effect”.‌ ‌ 

The‌‌Claws‌‌are‌‌retractable‌‌and‌‌can‌‌be‌‌retracted‌‌and‌‌activated‌‌without‌‌a‌‌Counted‌‌Action;‌‌the‌‌time‌‌it‌‌takes‌‌a‌‌player‌‌to‌‌obtain‌‌                                           
the‌ ‌physreps‌ ‌out-of-game‌ ‌is‌ ‌the‌ ‌time‌ ‌it‌ ‌takes‌ ‌the‌ ‌character‌ ‌to‌ ‌activate‌‌the‌‌Claws‌‌IG.‌‌You‌‌cannot‌‌call‌‌a‌‌Pause‌‌to‌‌get‌‌your‌‌                                             
Claw.‌ ‌Similarly,‌ ‌if‌ ‌you‌ ‌drop‌ ‌a‌ ‌Claw,‌ ‌you‌ ‌cannot‌ ‌call‌ ‌a‌ ‌Pause‌ ‌to‌ ‌pick‌ ‌it‌ ‌up.‌ ‌ 

Other‌ ‌players‌ ‌may‌ ‌not‌ ‌pick‌ ‌up‌ ‌a‌ ‌Claw‌ ‌for‌ ‌you,‌ ‌and‌ ‌should‌ ‌never‌ ‌take‌ ‌a‌ ‌Claw‌ ‌if‌ ‌they‌ ‌find‌ ‌it‌ ‌on‌ ‌its‌ ‌own.‌ ‌Carrying‌‌a‌‌Claw‌‌                                                   
physrep‌ ‌and‌ ‌a‌ ‌Weapon‌ ‌physrep‌ ‌in‌ ‌the‌ ‌same‌ ‌hand‌ ‌is‌ ‌not‌ ‌allowed.‌ ‌ 

Combined‌ ‌Strike‌ ‌ 
Passive‌ ‌ 

Once‌‌purchased,‌‌the‌‌character‌‌may‌‌expend‌‌any‌‌Signature‌‌Spell‌‌from‌‌memory‌‌as‌‌“X‌‌Spell‌‌Strike‌‌<effect>”‌‌using‌‌a‌‌Weapon‌‌                                     
that‌‌you‌‌are‌‌proficient‌‌with.‌‌If‌‌the‌‌Weapon‌‌attack‌‌misses,‌‌the‌‌spell‌‌may‌‌be‌‌Meditated‌‌back‌‌as‌‌normal.‌‌This‌‌may‌‌be‌‌done‌‌any‌‌                                             
number‌ ‌of‌ ‌times‌ ‌per‌ ‌LP.‌‌ ‌  

When‌‌expending‌‌an‌‌Earth‌‌Signature‌‌Spell,‌‌the‌‌character‌‌may‌‌choose‌‌to‌‌change‌‌the‌‌effect‌‌of‌‌this‌‌attack‌‌to‌‌the‌‌‌Body‌‌‌Carrier‌‌                                         
but‌ ‌will‌ ‌only‌ ‌inflict‌ ‌half‌ ‌as‌ ‌much‌ ‌damage‌ ‌(rounding‌ ‌up)‌ ‌as‌ ‌they‌ ‌would‌ ‌normally‌ ‌inflict‌ ‌with‌ ‌this‌ ‌ability.‌ ‌ 

Counteract*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger:‌‌ ‌You‌ ‌are‌ ‌hit‌ ‌with‌ ‌a‌ ‌Weapon‌ ‌Strike‌ ‌attack‌ ‌that‌ ‌you‌ ‌were‌ ‌able‌ ‌to‌ ‌validly‌ ‌block‌ ‌(with‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌Shield).‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌call‌ ‌“‌Counteract‌”‌ ‌to‌ ‌the‌ ‌trigger‌ ‌to‌ ‌negate‌ ‌the‌ ‌validly‌ ‌blocked‌ ‌Strike.‌ ‌ 

This‌‌may‌‌not‌‌be‌‌used‌‌against‌‌Strike‌‌attacks‌‌with‌‌other‌‌Qualifiers‌‌like‌‌Spell‌‌or‌‌Poison,‌‌nor‌‌may‌‌it‌‌be‌‌used‌‌against‌‌a‌‌Weapon‌‌                                             
Strike‌ ‌that‌ ‌validly‌ ‌hits‌ ‌you.‌‌ ‌  

Create‌ ‌Potion*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌ ‌to‌‌create‌‌an‌‌Earth‌‌Magic-based‌‌Potion.‌‌They‌‌must‌‌have‌‌access‌‌to‌‌the‌‌spell‌‌in‌‌a‌‌Spellbook,‌‌but‌‌                                           
you‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌cast‌‌the‌‌spell.‌‌For‌‌each‌‌time‌‌‌Create‌‌Potion‌‌‌is‌‌bought,‌‌the‌‌character‌‌receives‌‌five‌‌‌Create‌‌Potion‌‌                                               
Production‌ ‌Points‌ ‌as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

Advanced‌ ‌Use‌:‌ ‌A‌ ‌character‌ ‌with‌ ‌10‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Potion‌ ‌is‌ ‌considered‌ ‌a‌ ‌Journeyman,‌ ‌and‌ ‌only‌ ‌spends‌‌four‌‌                                       
copper‌ ‌pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Create‌ ‌Potion‌.‌ ‌ 

Create‌ ‌Scroll*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌create‌‌a‌‌Celestial‌‌Magic-based‌‌Scroll.‌‌They‌‌must‌‌have‌‌access‌‌to‌‌the‌‌spell‌‌in‌‌a‌‌Spellbook,‌‌but‌‌                                           
you‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌cast‌‌the‌‌spell.‌‌For‌‌each‌‌time‌‌‌Create‌‌Potion‌‌‌is‌‌bought,‌‌the‌‌character‌‌receives‌‌five‌‌‌Create‌‌Potion‌‌                                               
Production‌ ‌Points‌ ‌as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

Advanced‌ ‌Use‌:‌ ‌A‌ ‌character‌ ‌with‌ ‌10‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌Create‌ ‌Scroll‌ ‌‌is‌ ‌considered‌ ‌a‌ ‌Journeyman,‌ ‌and‌ ‌only‌ ‌spends‌ ‌four‌‌                                       
copper‌ ‌pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Create‌ ‌Scroll‌.‌ ‌A‌ ‌character‌ ‌with‌ ‌20‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Scroll‌ ‌is‌‌                                         
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considered‌‌a‌‌Master‌‌and‌‌gains‌‌the‌‌ability‌‌to‌‌cast‌‌from‌‌any‌‌level‌‌Celestial‌‌Battle‌‌Magic‌‌Scroll‌‌(regardless‌‌of‌‌the‌‌highest-level‌‌                                       
Celestial‌ ‌spell‌ ‌they‌ ‌has).‌ ‌A‌ ‌Master‌ ‌can‌ ‌also‌ ‌cast‌ ‌from‌ ‌any‌ ‌Celestial‌ ‌Battle‌ ‌Magic‌‌Scroll‌‌without‌‌sufficient‌‌light‌‌to‌‌read‌‌the‌‌                                         
Scroll‌‌(but‌‌it‌‌still‌‌must‌‌be‌‌held‌‌before‌‌you‌‌and‌‌in‌‌a‌‌location‌‌from‌‌which‌‌it‌‌could‌‌be‌‌read‌‌were‌‌there‌‌sufficient‌‌light,‌‌following‌‌all‌‌                                                 
normal‌ ‌Scroll‌ ‌reading‌ ‌rules).‌ ‌ 

Create‌ ‌Trap*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌make‌‌Traps‌‌and‌‌Trap‌‌Globes‌‌as‌‌per‌‌the‌‌Traps‌‌and‌‌Locks‌‌section.‌‌For‌‌each‌‌time‌‌‌Create‌‌Trap‌‌                                             
is‌ ‌bought,‌ ‌the‌ ‌character‌ ‌receives‌ ‌five‌ ‌‌Create‌ ‌Trap‌‌ ‌Production‌ ‌Points‌ ‌as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section.‌‌ ‌  

A‌‌character‌‌must‌‌have‌‌this‌‌Skill‌‌to‌‌even‌‌attempt‌‌to‌‌set‌‌a‌‌Trap,‌‌disarm‌‌a‌‌Trap,‌‌or‌‌pick‌‌a‌‌Lock,‌‌but‌‌does‌‌not‌‌guarantee‌‌success.‌‌                                                 
without‌‌this‌‌Skill‌‌they‌‌may‌‌not‌‌even‌‌cut‌‌an‌‌obvious‌‌trip‌‌wire‌‌but‌‌could‌‌spot‌‌it.‌‌See‌‌the‌‌Traps‌‌and‌‌Locks‌‌section‌‌in‌‌Chapter‌‌XV‌‌                                                 
Odds‌ ‌and‌ ‌Ends‌ ‌for‌ ‌details.‌ ‌ 

With‌‌one‌‌rank‌‌of‌‌‌Create‌‌Trap‌‌‌you‌‌may‌‌attempt‌‌to‌‌arm‌‌Noisemaker,‌‌Gas,‌‌Scroll,‌‌and‌‌Weapon‌‌Traps.‌‌With‌‌two‌‌ranks‌‌you‌‌may‌‌                                           
attempt‌ ‌to‌ ‌arm‌ ‌Explosive‌ ‌Traps‌ ‌and‌ ‌with‌ ‌three‌ ‌ranks‌ ‌you‌ ‌may‌ ‌attempt‌ ‌to‌ ‌arm‌ ‌Mechanical‌ ‌Traps.‌ ‌ 

Advanced‌ ‌Use‌:‌ ‌Three‌ ‌ranks‌ ‌are‌ ‌required‌ ‌to‌ ‌throw‌ ‌Trap‌ ‌Globes.‌ ‌A‌ ‌character‌ ‌with‌ ‌10‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Trap‌ ‌is‌‌                                         
considered‌‌a‌‌Journeyman,‌‌and‌‌only‌‌spends‌‌four‌‌copper‌‌pieces‌‌for‌‌every‌‌five‌‌Production‌‌Points‌‌of‌‌‌Create‌‌Trap.‌‌A‌‌character‌‌                                     
with‌ ‌20‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Trap‌‌ ‌is‌ ‌considered‌ ‌a‌ ‌Master‌ ‌and‌ ‌can‌  ‌set‌ ‌a‌ ‌trap‌ ‌in‌ ‌30‌ ‌seconds.‌ ‌ 

Critical‌ ‌Attack*‌ ‌ 
LP‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌do‌‌1‌‌extra‌‌point‌‌of‌‌Weapon‌‌damage‌‌for‌‌10‌‌minutes.‌‌Multiple‌‌‌Critical‌‌Attacks‌‌can‌‌be‌‌expended‌‌                                           
simultaneously‌ ‌for‌ ‌enhanced‌ ‌effect,‌ ‌each‌ ‌adding‌ ‌additional‌ ‌damage‌‌as‌‌described‌‌above.‌‌It‌‌can‌‌be‌‌used‌‌with‌‌any‌‌Weapon‌‌                                   
with‌ ‌which‌ ‌a‌ ‌character‌ ‌has‌ ‌the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

You‌ ‌may‌ ‌activate‌ ‌no‌ ‌more‌ ‌than‌ ‌5‌ ‌‌Critical‌ ‌Attacks‌ ‌‌at‌ ‌any‌ ‌one‌‌time.‌‌You‌‌may‌‌voluntarily‌‌end‌‌the‌‌10-minute‌‌duration‌‌at‌‌any‌‌                                           
time.‌‌You‌‌may‌‌not‌‌activate‌‌additional‌‌‌Critical‌‌Attacks‌‌‌if‌‌they‌‌have‌‌some‌‌already‌‌running‌‌at‌‌the‌‌same‌‌time‌‌(they‌‌must‌‌end‌‌the‌‌                                           
ongoing‌ ‌ones‌ ‌first).‌‌ ‌  

Critical‌ ‌Attacks‌ ‌‌need‌ ‌to‌ ‌be‌ ‌traded‌ ‌in‌ ‌to‌ ‌purchase‌ ‌the‌ ‌‌Weapon‌ ‌Proficiency‌ ‌‌Skill‌ ‌at‌ ‌the‌ ‌rate‌ ‌of‌ ‌two‌ ‌‌Critical‌ ‌Attacks‌ ‌‌to‌ ‌one‌‌                                           
Weapon‌‌Proficiency‌,‌‌plus‌‌one‌‌additional‌‌‌Critical‌‌Attack‌‌‌per‌‌‌Weapon‌‌Proficiency‌‌‌they‌‌have‌‌already‌‌bought.‌‌This‌‌means‌‌that‌‌                                 
the‌‌second‌‌‌Weapon‌‌Proficiency‌‌‌requires‌‌three‌‌‌Critical‌‌Attacks‌‌‌to‌‌be‌‌traded‌‌in,‌‌the‌‌third‌‌‌Weapon‌‌Proficiency‌‌‌will‌‌require‌‌four‌‌                                     
Critical‌ ‌Attacks‌,‌ ‌and‌ ‌so‌ ‌forth.‌ ‌ 

Destruction/Stun‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌attack‌ ‌once‌ ‌with‌ ‌the‌ ‌call‌ ‌“Weapon‌ ‌‌Destruction‌”‌ ‌or‌ ‌“Weapon‌ ‌‌Stun‌‌ ‌<announced‌ ‌limb>.”‌‌ ‌  

Dispelling‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌with‌‌the‌‌call‌‌“Weapon‌‌Strike‌‌‌Dispel‌.”‌‌Remember‌‌that‌‌since‌‌this‌‌is‌‌not‌‌a‌‌Carrier‌‌Attack‌‌(it‌‌doesn’t‌‌have‌‌                                           
a‌ ‌number‌ ‌attached)‌ ‌it‌ ‌is‌ ‌able‌ ‌to‌ ‌provide‌ ‌beneficial‌ ‌effects.‌ ‌ 
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Dodge*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger:‌‌ ‌You‌ ‌are‌ ‌hit‌ ‌with‌ ‌a‌ ‌Packet‌ ‌or‌ ‌physical-delivery‌ ‌attack‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌call‌ ‌“‌Dodge‌”‌ ‌to‌ ‌the‌ ‌triggering‌ ‌attack‌ ‌allowing‌ ‌them‌ ‌to‌ ‌negate‌ ‌the‌ ‌effect.‌‌ ‌  

Dodge‌‌does‌‌not‌‌protect‌‌against‌‌area-effect‌‌Traps‌‌or‌‌‌Killing‌‌Blows‌.‌‌‌Dodge‌‌‌cannot‌‌be‌‌used‌‌if‌‌you‌‌are‌‌completely‌‌immobilized,‌‌                                     
such‌ ‌as‌ ‌when‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌a‌ ‌‌Web‌ ‌‌or‌ ‌even‌ ‌being‌ ‌tied‌ ‌up.‌‌ ‌  

Doom‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌make‌‌a‌‌single‌‌attack‌‌From‌‌Behind‌‌and‌‌use‌‌the‌‌Doom‌‌Carrier.‌‌This‌‌may‌‌be‌‌combined‌‌with‌‌effects‌‌that‌‌add‌‌                                           
damage‌ ‌like‌ ‌‌Assassinate‌ ‌‌and‌ ‌‌Slay‌.‌ ‌ 

Earth‌ ‌Magic*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌‌Skill‌‌allows‌‌the‌‌character‌‌to‌‌memorize‌‌a‌‌single‌‌Earth‌‌Magic‌‌spell‌‌each‌‌day‌‌of‌‌lower‌‌or‌‌equal‌‌level‌‌to‌‌the‌‌level‌‌of‌‌Spell‌‌                                               
Slot‌ ‌which‌ ‌has‌ ‌been‌ ‌purchased.‌ ‌This‌ ‌Skill‌ ‌provides‌ ‌a‌ ‌Spell‌ ‌Slot‌ ‌as‌ ‌described‌ ‌in‌ ‌the‌ ‌Skill‌ ‌System‌ ‌section.‌ ‌ 

Educated‌ 
Passive‌ ‌ 

Educated‌‌‌allows‌‌a‌‌character‌‌to‌‌identify‌‌Alchemical‌‌items,‌‌Battle‌‌Magic‌‌Scrolls,‌‌Potions,‌‌and‌‌Trap‌‌Globes‌‌at‌‌a‌‌base‌‌time‌‌of‌‌60‌‌                                         
seconds.‌ ‌See‌ ‌the‌ ‌“Production‌ ‌Skills”‌ ‌section‌ ‌in‌ ‌Chapter‌ ‌VI‌ ‌The‌ ‌Skill‌ ‌System‌ ‌for‌ ‌details.‌‌  

If‌‌they‌‌also‌‌have‌‌the‌‌‌Create‌‌Trap,‌‌Healing‌‌Arts,‌‌Herbal‌‌Lore,‌‌‌or‌‌Read‌‌Magic‌‌‌Skills‌‌‌the‌‌base‌‌time‌‌to‌‌identify‌‌an‌‌item‌‌based‌‌on‌‌                                               
that‌ ‌production‌ ‌Skill‌ ‌is‌ ‌reduced‌ ‌to‌ ‌30‌ ‌seconds‌ ‌per‌ ‌item.‌ ‌Having‌ ‌10‌ ‌ranks‌ ‌in‌ ‌the‌ ‌appropriate‌ ‌Skill‌ ‌reduces‌ ‌the‌ ‌time‌ ‌to‌ ‌30‌‌                                           
seconds,‌ ‌and‌ ‌20‌ ‌ranks‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌instantly‌ ‌identify‌ ‌such‌ ‌items.‌ ‌ 

Empowered‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌expend‌‌a‌‌spell‌‌from‌‌memory‌‌to‌‌attack‌‌once‌‌for‌‌“Spell‌‌Strike‌‌<spell>”;‌‌if‌‌the‌‌attack‌‌misses,‌‌both‌‌the‌‌spell‌‌and‌‌                                             
this‌ ‌Skill‌‌may‌‌be‌‌Meditated‌‌back‌‌separately.‌‌The‌‌spell‌‌may‌‌not‌‌be‌‌higher‌‌than‌‌1st‌‌level;‌‌every‌‌25‌‌Martial‌‌XP‌‌lets‌‌you‌‌Spell‌‌                                             
Strike‌ ‌1‌ ‌higher-level,‌ ‌requiring‌ ‌25‌ ‌XP‌ ‌for‌ ‌a‌ ‌2nd‌ ‌level‌ ‌and‌ ‌200‌ ‌XP‌ ‌for‌ ‌a‌ ‌9th‌ ‌ 

If‌ ‌used‌ ‌for‌ ‌a‌ ‌Necromantic‌ ‌spell,‌ ‌the‌ ‌spell‌ ‌counts‌ ‌as‌ ‌three‌ ‌levels‌ ‌lower‌ ‌than‌ ‌it‌ ‌is.‌ ‌ 

Enhanced‌ ‌Meditate*‌ ‌ 
Passive‌ ‌ 

Each‌‌purchase‌‌of‌‌this‌‌Skill‌‌reduces‌‌the‌‌necessary‌‌Focus‌‌time‌‌to‌‌Meditate‌‌a‌‌Skill‌‌or‌‌spell‌‌by‌‌three‌‌minutes,‌‌to‌‌a‌‌minimum‌‌of‌‌                                             
one‌‌minute.‌‌A‌‌character‌‌may‌‌purchase‌‌this‌‌Skill‌‌up‌‌to‌‌three‌‌times.‌‌The‌‌cost‌‌starts‌‌at‌‌one‌‌XP‌‌for‌‌the‌‌first‌‌level‌‌and‌‌increases‌‌                                               
by‌ ‌two‌ ‌XP‌ ‌per‌ ‌purchase.‌ ‌ 

‌ ‌   
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Enhanced‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌spell‌ ‌from‌ ‌memory‌ ‌to‌ ‌attack‌ ‌once‌ ‌with‌ ‌a‌ ‌melee‌ ‌Weapon‌ ‌From‌ ‌Behind‌ ‌‌to‌ ‌call‌ ‌“Spell‌ ‌Strike‌‌                                         
<Effect>;”‌‌if‌‌the‌‌attack‌‌misses,‌‌both‌‌the‌‌spell‌‌and‌‌this‌‌Skill‌‌may‌‌be‌‌Meditated‌‌back‌‌separately.‌‌The‌‌spell‌‌may‌‌not‌‌be‌‌higher‌‌                                           
than‌ ‌1st‌ ‌level;‌ ‌Every‌ ‌20‌ ‌Stealth‌ ‌XP‌ ‌lets‌ ‌you‌ ‌Spell‌ ‌Strike‌ ‌1‌ ‌higher-level;‌ ‌for‌ ‌example‌ ‌requiring‌ ‌200‌ ‌XP‌ ‌for‌ ‌a‌ ‌9th‌ ‌ 

If‌ ‌used‌ ‌for‌ ‌a‌ ‌Necromantic‌ ‌spell,‌ ‌that‌ ‌spell‌ ‌counts‌ ‌as‌ ‌three‌ ‌levels‌ ‌lower‌ ‌than‌ ‌it‌ ‌is.‌ ‌ 

Evade*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger:‌ ‌‌You‌ ‌are‌ ‌hit‌ ‌with‌ ‌a‌ ‌Weapon‌ ‌Qualifier‌ ‌attack‌ ‌or‌ ‌Poison‌ ‌Attack‌ ‌that‌ ‌uses‌ ‌physical-delivery.‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌call‌ ‌“‌Evade‌”‌ ‌to‌ ‌the‌ ‌trigger‌ ‌allowing‌ ‌you‌ ‌to‌ ‌negate‌ ‌the‌ ‌effect.‌ ‌ 

It‌‌does‌‌not‌‌protect‌‌against‌‌area‌‌effect‌‌Traps‌‌nor‌‌‌Killing‌‌Blows‌.‌‌‌Evade‌‌‌cannot‌‌be‌‌used‌‌if‌‌you‌‌are‌‌completely‌‌immobilized,‌‌such‌‌                                         
as‌ ‌when‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌a‌ ‌‌Web‌ ‌‌or‌ ‌even‌ ‌being‌ ‌tied‌ ‌up.‌ 

Eviscerating‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“500‌‌Body.”‌‌This‌‌Skill‌‌may‌‌be‌‌used‌‌with‌‌any‌‌Weapon‌‌for‌‌which‌‌a‌‌character‌‌has‌‌the‌‌                                               
appropriate‌ ‌Skill.‌ ‌ 

Fast‌ ‌Refit*‌ ‌ 
LP‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌halve‌‌the‌‌time‌‌it‌‌takes‌‌to‌‌refit‌‌a‌‌suit‌‌of‌‌armor‌‌once‌‌per‌‌LP‌‌for‌‌each‌‌purchase.‌‌You‌‌may‌‌expend‌‌                                                   
up‌ ‌to‌ ‌two‌ ‌uses‌ ‌of‌ ‌‌Fast‌ ‌Refit‌ ‌to‌ ‌reduce‌ ‌the‌ ‌time,‌ ‌to‌ ‌a‌ ‌minimum‌ ‌of‌ ‌a‌ ‌15‌ ‌second‌ ‌refit.‌ ‌A‌ ‌single‌‌use‌‌reduces‌‌the‌‌time‌‌to‌‌30‌‌                                                     
seconds,‌ ‌and‌ ‌two‌ ‌uses‌ ‌reduces‌ ‌the‌ ‌time‌ ‌to‌ ‌15‌ ‌seconds.‌ ‌ 

When‌ ‌using‌ ‌this‌‌Skill,‌‌a‌‌character‌‌must‌‌announce‌‌“‌Fast‌‌Refit.‌”‌‌Once‌‌the‌‌Skill‌‌is‌‌announced,‌‌it‌‌is‌‌expended‌‌even‌‌if‌‌the‌‌refit‌‌                                           
action‌ ‌is‌ ‌interrupted.‌ ‌ 

A‌ ‌use‌ ‌of‌ ‌the‌ ‌‌Fast‌ ‌Refit‌ ‌‌Skill‌ ‌will‌ ‌stack‌ ‌with‌ ‌the‌ ‌Master‌ ‌rank‌ ‌bonus‌ ‌of‌ ‌a‌ ‌‌Blacksmith‌.‌ ‌ 

This‌ ‌Skill‌ ‌may‌ ‌be‌ ‌purchased‌ ‌once‌ ‌for‌ ‌each‌ ‌rank‌ ‌of‌ ‌‌Blacksmith‌ ‌‌the‌ ‌character‌ ‌possesses.‌ ‌ 

Fear/Berserk‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌From‌ ‌Behind‌ ‌for‌ ‌“Weapon‌ ‌‌Fear‌”‌ ‌or‌ ‌“Weapon‌ ‌‌Berserk‌.”‌ ‌ 

First‌ ‌Aid‌ ‌ 
Passive‌ ‌ 

First‌‌Aid‌allows‌‌the‌‌user‌‌to‌‌stabilize‌‌a‌‌Bleeding‌‌Out‌‌creature,‌‌bringing‌‌the‌‌recipient‌‌to‌‌zero‌‌Body‌‌Points.‌‌The‌‌person‌‌will‌‌then‌‌                                           
regain‌ ‌consciousness‌ ‌in‌ ‌one‌ ‌minute‌ ‌with‌ ‌one‌ ‌Body‌ ‌Point.‌ ‌The‌ ‌Skill‌ ‌requires‌ ‌a‌ ‌full‌ ‌uninterrupted‌ ‌minute‌ ‌of‌ ‌Focus.‌ ‌If‌‌                                     
interrupted‌‌while‌‌giving‌‌‌First‌‌Aid‌,‌‌then‌‌the‌‌one-minute‌‌Bleeding‌‌Out‌‌timer‌‌continues‌‌where‌‌it‌‌left‌‌off‌‌when‌‌the‌‌‌First‌‌Aid‌‌‌was‌                                         
started.‌ ‌ 

This‌ ‌Skill‌ ‌only‌ ‌works‌ ‌with‌ ‌humanoid‌ ‌physiologies‌ ‌(which‌ ‌includes‌ ‌all‌ ‌PC‌ ‌Species‌ ‌and‌ ‌most‌ ‌other‌ ‌bipedal‌ ‌creatures‌ ‌and‌‌                                   
monsters.)‌‌It‌‌will‌‌not‌‌work‌‌on‌‌creatures‌‌with‌‌No‌‌Metabolism‌‌(such‌‌as‌‌Undead‌‌or‌‌Constructs),‌‌on‌‌certain‌‌monsters‌‌which‌‌are‌‌                                       
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completely‌ ‌alien‌ ‌(possessing‌‌Alien‌‌Metabolism),‌‌or‌‌on‌‌animals‌‌(Animal‌‌Metabolism).‌‌If‌‌a‌‌creature‌‌has‌‌an‌‌Alien‌‌Metabolism‌‌                                 
and‌ ‌‌First‌ ‌Aid‌,‌ ‌it‌ ‌may‌ ‌both‌ ‌use‌ ‌‌First‌ ‌Aid‌ ‌normally‌ ‌and‌ ‌may‌ ‌also‌ ‌use‌ ‌it‌ ‌upon‌ ‌creatures‌ ‌of‌ ‌the‌‌same‌‌type.‌‌At‌‌a‌‌Plot‌‌Team’s‌‌                                                 
discretion,‌‌it‌‌may‌‌not‌‌work‌‌on‌‌other‌‌non-humanoid‌‌creatures,‌‌although‌‌that‌‌Plot‌‌Team‌‌may‌‌allow‌‌an‌‌appropriate‌‌‌Trades‌‌‌Skill‌‌                                     
to‌ ‌allow‌ ‌‌First‌ ‌Aid‌ ‌to‌ ‌work.‌ ‌If‌ ‌‌First‌ ‌Aid‌‌‌is‌‌started‌‌on‌‌an‌‌invalid‌‌target‌‌(such‌‌as‌‌a‌‌Dead‌‌character),‌‌the‌‌target‌‌should‌‌call‌‌“No‌‌                                                 
Effect”‌ ‌to‌ ‌indicate‌ ‌that‌ ‌the‌ ‌person‌ ‌attempting‌ ‌to‌ ‌help‌ ‌is‌ ‌having‌ ‌no‌ ‌success.‌ ‌ 

A‌‌character‌‌with‌‌this‌‌Skill‌‌must‌‌roleplay‌‌the‌‌‌First‌‌Aid‌‌‌by‌‌pulling‌‌out‌‌some‌‌bandages‌‌and‌‌otherwise‌‌concentrating‌‌on‌‌helping‌‌                                       
the‌ ‌patient‌ ‌and‌ ‌it‌ ‌must‌ ‌be‌ ‌obvious‌ ‌to‌ ‌anyone‌ ‌looking‌ ‌that‌‌ ‌First‌ ‌Aid‌ ‌‌is‌ ‌being‌ ‌performed.‌‌ ‌  

The‌ ‌player‌ ‌performing‌ ‌‌First‌ ‌Aid‌ ‌must‌ ‌obtain‌ ‌OOG‌ ‌touch‌ ‌consent‌ ‌from‌ ‌the‌ ‌player‌ ‌receiving‌ ‌the‌ ‌aid.‌ ‌‌Consent‌ ‌is‌‌                                   
obtained‌ ‌by‌ ‌verbalizing‌ ‌something‌ ‌like:‌ ‌“Out‌‌of‌‌game,‌‌do‌‌I‌‌have‌‌your‌‌consent‌‌to‌‌touch‌‌your‌‌shoulder‌‌as‌‌part‌‌of‌‌First‌‌Aid?”‌ ‌                                           
The‌‌receiving‌‌player‌‌must‌‌verbally‌‌reply‌‌out‌‌of‌‌game,‌‌either‌‌giving‌‌or‌‌not‌‌giving‌‌their‌‌consent.‌ ‌Only‌‌then‌‌is‌‌physical‌‌contact‌‌                                         
allowed‌ ‌with‌ ‌the‌ ‌target’s‌ ‌shoulder,‌ ‌although‌ ‌you‌ ‌may‌ ‌pantomime‌ ‌further‌ ‌physical‌ ‌contact‌ ‌in‌ ‌an‌ ‌appropriate‌ ‌manner.‌ ‌If‌‌                                 
consent‌‌for‌‌physical‌‌contact‌‌is‌‌declined,‌‌the‌‌First‌‌Aid‌‌is‌‌not‌‌being‌‌refused‌‌IG‌‌and‌‌the‌‌player‌‌giving‌‌First‌‌Aid‌‌should‌‌continue‌‌                                           
without‌ ‌any‌ ‌physical‌ ‌contact‌ ‌components.‌ ‌ 

A‌‌character‌‌cannot‌‌lie‌‌on‌‌the‌‌ground‌‌and‌‌be‌‌performing‌‌this‌‌Skill.‌‌‌First‌‌Aid‌‌‌can‌‌not‌‌be‌‌performed‌‌on‌‌more‌‌than‌‌one‌‌target‌‌at‌‌a‌‌                                                 
time,‌‌nor‌‌can‌‌a‌‌character‌‌perform‌‌any‌‌other‌‌Game‌‌Ability‌‌while‌‌applying‌‌‌First‌‌Aid‌‌other‌‌than‌‌‌Healing‌‌Arts.‌‌‌This‌‌Skill‌‌cannot‌‌                                         
save‌‌a‌‌creature‌‌hit‌‌with‌‌a‌‌‌Killing‌‌Blow‌‌‌or‌‌a‌‌‌Doom‌‌‌spell.‌‌Note‌‌that‌‌the‌‌Skill‌‌‌Healing‌‌Arts‌‌‌is‌‌needed‌‌to‌‌determine‌‌if‌‌the‌‌creature‌‌                                                 
is‌ ‌Dead‌ ‌(unless‌ ‌it‌ ‌is‌ ‌painfully‌ ‌obvious‌ ‌to‌ ‌everyone,‌ ‌like‌ ‌the‌ ‌creature’s‌ ‌head‌ ‌has‌ ‌been‌ ‌removed).‌‌ ‌  

First‌ ‌Aid‌ ‌‌will‌ ‌work‌ ‌on‌ ‌a‌ ‌character‌ ‌under‌ ‌a‌ ‌‌Disease‌ ‌‌effect‌ ‌but‌ ‌will‌ ‌not‌ ‌remove‌ ‌the‌ ‌‌Disease‌ ‌‌effect‌ ‌itself.‌ ‌ 

Flexible‌ ‌Casting‌ ‌ 
Passive‌ ‌ 

A‌‌character‌‌with‌‌this‌‌Skill‌‌may‌‌convert‌‌a‌‌spell‌‌in‌‌memory‌‌at‌‌time‌‌of‌‌casting‌‌to‌‌a‌‌Signature‌‌Spell‌‌of‌‌one‌‌level‌‌lower.‌‌First‌‌level‌‌                                                 
spells‌ ‌may‌ ‌not‌ ‌be‌ ‌converted‌ ‌in‌ ‌this‌ ‌way.‌ ‌All‌ ‌other‌ ‌requirements‌ ‌of‌ ‌the‌ ‌spell‌ ‌must‌ ‌still‌ ‌be‌ ‌met;‌‌the‌‌spell‌‌must‌‌be‌‌correctly‌‌                                             
incanted‌ ‌(as‌ ‌the‌ ‌Signature‌ ‌Spell),‌ ‌a‌ ‌Packet‌ ‌must‌ ‌be‌ ‌correctly‌ ‌thrown‌ ‌or‌ ‌Touch-Cast,‌ ‌and‌ ‌so‌ ‌forth.‌‌ ‌  

If‌ ‌the‌ ‌spell‌ ‌misses‌ ‌its‌ ‌target,‌ ‌the‌ ‌caster‌ ‌may‌ ‌Meditate‌ ‌back‌ ‌the‌ ‌original‌ ‌spell.‌ ‌A‌ ‌spell‌ ‌converted‌ ‌in‌ ‌this‌ ‌way‌ ‌cannot‌ ‌be‌‌                                           
combined‌ ‌with‌ ‌other‌ ‌Skills‌‌like‌‌‌United‌‌Blow‌,‌‌‌Combined‌‌Strike‌,‌‌‌Enhanced‌‌Strike‌,‌‌or‌‌‌Empowered‌‌Strike‌.‌‌The‌‌converted‌‌spell‌‌                                 
may‌ ‌be‌ ‌placed‌ ‌into‌ ‌a‌ ‌‌Spell‌ ‌Store‌‌ ‌or‌ ‌‌Memory‌ ‌Strike‌‌ ‌Ritual.‌ ‌ 

Florentine‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌hold‌ ‌and‌ ‌wield‌ ‌two‌ ‌Weapons‌ ‌in‌ ‌combat,‌ ‌one‌ ‌in‌ ‌each‌ ‌hand.‌ ‌Neither‌ ‌Weapon‌ ‌can‌ ‌be‌ ‌a‌‌                                           
Two-Handed‌ ‌Weapon,‌ ‌and‌ ‌neither‌ ‌Weapon‌ ‌may‌ ‌be‌ ‌a‌ ‌Long‌ ‌One-Handed‌ ‌Weapon‌ ‌—‌ ‌this‌ ‌Skill‌ ‌allows‌ ‌Short‌ ‌or‌ ‌Small‌‌                                   
Weapons‌ ‌only.‌ ‌ 

Foundation‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌expend‌‌a‌‌Celestial‌‌Signature‌‌Spell‌‌from‌‌memory‌‌to‌‌call‌‌“X‌‌Spell‌‌Strike‌‌<effect>”‌‌through‌‌a‌‌Weapon‌‌attack;‌‌if‌‌                                         
the‌‌attack‌‌misses,‌‌both‌‌the‌‌spell‌‌and‌‌this‌‌Skill‌‌may‌‌be‌‌Meditated‌‌back‌‌separately.‌‌If‌‌you‌‌also‌‌have‌‌the‌‌‌Combined‌‌Strike‌‌‌Skill,‌‌                                           
you‌ ‌may‌ ‌instead‌ ‌choose‌ ‌to‌ ‌expend‌ ‌the‌ ‌spell‌ ‌as‌ ‌“X‌ ‌Arcane‌ ‌Strike‌ ‌<effect>”‌ ‌when‌ ‌using‌ ‌‌Foundation‌ ‌Strike‌.‌ ‌ 
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Hardy*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌expand‌ ‌their‌ ‌Body‌ ‌Point‌ ‌total.‌ ‌Each‌ ‌time‌ ‌this‌ ‌Skill‌ ‌is‌ ‌purchased,‌ ‌the‌ ‌character‌ ‌gains‌ ‌5‌‌                                         
maximum‌ ‌Body‌ ‌Points.‌ ‌ 

Healing‌ ‌Arts‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill,‌ ‌which‌ ‌represents‌ ‌expert‌ ‌medical‌ ‌knowledge,‌ ‌is‌ ‌required‌ ‌to‌ ‌learn‌ ‌any‌ ‌Earth‌ ‌spells.‌ ‌ 

A‌ ‌character‌ ‌with‌‌‌Healing‌‌Arts‌‌‌can‌‌determine‌‌if‌‌someone‌‌is‌‌hurt,‌‌if‌‌they‌‌are‌‌under‌‌certain‌‌debuffs‌‌or‌‌worse‌‌upon‌‌examining‌‌                                         
them‌ ‌and‌‌using‌‌OOG‌‌question‌‌and‌‌answer‌‌dialogue.‌‌For‌‌example,‌‌while‌‌examining‌‌a‌‌hurt‌‌Body‌‌can‌‌tell‌‌exactly‌‌how‌‌many‌‌                                       
points‌ ‌of‌ ‌healing‌ ‌are‌ ‌necessary‌ ‌for‌ ‌complete‌ ‌recovery‌ ‌by‌ ‌asking‌ ‌“How‌ ‌many‌ ‌Body‌ ‌Points‌ ‌are‌ ‌you‌ ‌down?”‌ ‌as‌ ‌an‌ ‌OOG‌‌                                       
question.‌‌Responses‌‌to‌‌this‌‌and‌‌other‌‌‌Healing‌‌Arts‌‌questions‌ ‌should‌‌not‌‌be‌‌considered‌‌IG‌‌by‌‌those‌‌nearby‌‌without‌‌their‌‌own‌‌                                       
examination‌ ‌or‌ ‌other‌ ‌IG‌ ‌communication;‌ ‌they‌ ‌can‌ ‌be‌ ‌asked‌ ‌and‌ ‌answered‌ ‌while‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Silence‌.‌ ‌ 

A‌ ‌character‌ ‌with‌ ‌this‌ ‌Skill‌ ‌must‌ ‌roleplay‌ ‌representation‌‌of‌‌examining‌‌the‌‌Body,‌‌such‌‌as‌‌by‌‌checking‌‌pulse.‌‌This‌‌cannot‌‌be‌‌                                       
done‌ ‌instantly:‌ ‌the‌ ‌amount‌ ‌of‌ ‌time‌ ‌it‌ ‌takes‌ ‌to‌ ‌perform‌ ‌the‌ ‌examination‌ ‌is‌‌determined‌‌by‌‌the‌‌length‌‌of‌‌the‌‌questions‌‌being‌‌                                         
asked‌ ‌but‌ ‌in‌ ‌no‌ ‌case‌ ‌less‌ ‌than‌ ‌three‌ ‌seconds.‌ ‌ 

The‌ ‌player‌ ‌performing‌ ‌Healing‌ ‌Art‌ ‌must‌ ‌obtain‌ ‌OOG‌ ‌touch‌ ‌consent‌ ‌from‌ ‌the‌ ‌recipient.‌ ‌Consent‌ ‌is‌ ‌obtained‌ ‌by‌‌                                 
verbalizing‌‌something‌‌like:‌‌“Out‌‌of‌‌game,‌‌do‌‌I‌‌have‌‌your‌‌consent‌‌to‌‌touch‌‌your‌‌shoulder‌‌as‌‌part‌‌of‌‌Healing‌‌Arts?”‌ ‌The‌‌target‌‌                                           
player‌‌must‌‌verbally‌‌reply‌‌out‌‌of‌‌game,‌‌either‌‌giving‌‌or‌‌not‌‌giving‌‌their‌‌consent.‌ ‌Only‌‌then,‌‌is‌‌physical‌‌contact‌‌allowed‌‌with‌‌                                         
the‌ ‌target’s‌ ‌shoulder.‌ ‌If‌ ‌consent‌ ‌for‌ ‌physical‌ ‌contact‌ ‌is‌ ‌declined,‌ ‌the‌ ‌Healing‌ ‌Arts‌ ‌is‌ ‌not‌ ‌being‌ ‌refused‌ ‌IG‌ ‌and‌ ‌the‌ ‌player‌                                         
examining‌ ‌with‌ ‌use‌ ‌of‌ ‌‌Healing‌ ‌Arts‌‌ ‌should‌ ‌continue‌ ‌without‌ ‌any‌ ‌physical‌ ‌contact‌ ‌components.‌ ‌ 

Before‌‌asking‌‌any‌‌questions,‌‌you‌‌must‌‌say‌‌“‌Healing‌‌Arts‌”‌‌so‌‌that‌‌the‌‌recipient‌‌is‌‌aware‌‌that‌‌the‌‌questions‌‌being‌‌asked‌‌are‌‌                                         
not‌ ‌actually‌ ‌being‌ ‌said‌ ‌IG‌ ‌and‌ ‌thus‌ ‌must‌ ‌be‌ ‌answered.‌‌ ‌  

These‌ ‌OOG‌ ‌questions‌ ‌can‌ ‌only‌ ‌include‌ ‌the‌ ‌following:‌ ‌ 
● How‌ ‌many‌ ‌Body‌ ‌Points‌ ‌are‌ ‌you‌ ‌down?‌‌ ‌  
● Were‌ ‌you‌ ‌damaged‌ ‌by‌ ‌Edged‌ ‌Weapons‌ ‌or‌‌             

Claws?‌‌ ‌  
● Were‌ ‌you‌ ‌damaged‌ ‌by‌ ‌Blunt‌ ‌Weapons?‌‌ ‌  
● Are‌ ‌you‌ ‌Diseased?‌‌ ‌  
● Are‌ ‌you‌ ‌Sleeping?‌‌ ‌  
● Are‌ ‌you‌ ‌Drained?‌‌ ‌  
● Are‌ ‌you‌ ‌Paralyzed?‌ ‌ 

● Are‌ ‌you‌ ‌Regenerating?‌‌ ‌  
● Are‌ ‌you‌ ‌Unconscious?‌‌ ‌  
● Are‌ ‌you‌ ‌Bleeding‌ ‌Out?‌‌ ‌  
● Are‌ ‌you‌ ‌dead?‌‌ ‌  
● How‌ ‌much‌ ‌time‌ ‌until‌ ‌you‌ ‌<wake‌ ‌up,‌ ‌become‌‌               

conscious,‌ ‌stop‌ ‌being‌ ‌Diseased,‌ ‌stop‌ ‌being‌‌           
Paralyzed,‌ ‌die,‌ ‌Resurrect>?‌ ‌ 

A‌ ‌player‌ ‌representing‌ ‌a‌ ‌Permanently‌ ‌Dead‌ ‌Body‌ ‌should‌ ‌respond‌ ‌to‌ ‌“Are‌ ‌you‌ ‌Dead?”‌ ‌with‌ ‌“yes,”‌ ‌and‌‌“How‌‌long‌‌until‌‌you‌‌                                       
Resurrect?”‌ ‌with‌ ‌either‌ ‌“Never”‌ ‌or‌ ‌“Not‌ ‌applicable.”‌ ‌ 

Healing‌‌Arts‌‌examination‌‌does‌‌not‌‌allow‌‌a‌‌character‌‌to‌‌ask‌‌the‌‌following‌‌questions‌‌nor‌‌similar‌‌ones:‌ ‌What‌‌is‌‌your‌‌maximum‌‌                                       
amount‌‌of‌‌Body‌‌Points?‌‌Were‌‌you‌‌killed‌‌by‌‌Necromancy?‌‌Were‌‌you‌‌killed‌‌by‌‌Celestial‌‌spells?‌‌Were‌‌you‌‌poisoned?‌‌Was‌‌that‌                                       
guy‌ ‌running‌ ‌away‌ ‌the‌ ‌one‌ ‌who‌ ‌killed‌ ‌you?‌ ‌ 

If‌ ‌this‌ ‌Skill‌ ‌is‌ ‌used‌ ‌to‌ ‌ask‌ ‌an‌ ‌inexplicable‌ ‌answer‌ ‌(such‌ ‌as‌ ‌asking‌ ‌a‌ ‌living‌ ‌person‌ ‌“How‌ ‌long‌ ‌until‌ ‌you‌ ‌Resurrect?”),‌ ‌the‌‌                                           
recipient‌ ‌should‌ ‌answer‌ ‌“Not‌ ‌applicable.”‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌‌Healing‌ ‌Arts‌ ‌‌on‌ ‌a‌ ‌conscious‌ ‌person‌ ‌without‌‌their‌‌knowledge.‌‌It‌‌is‌‌always‌‌obvious‌‌that‌‌you‌‌are‌‌using‌‌your‌‌                                         
Skill.‌‌Shaking‌‌hands‌‌or‌‌touching‌‌someone’s‌‌shoulder‌‌will‌‌not‌‌give‌‌the‌‌results‌‌that‌‌a‌‌real‌‌check-up‌‌would.‌‌A‌‌conscious‌‌person‌‌                                       
thus‌ ‌can‌ ‌prevent‌ ‌‌Healing‌ ‌Arts‌ ‌‌from‌ ‌being‌ ‌performed‌ ‌unless‌ ‌bound‌ ‌or‌ ‌similarly‌ ‌restrained.‌ ‌ 
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Healing‌ ‌Arts‌ ‌‌can‌ ‌be‌ ‌performed‌ ‌despite‌ ‌Binding‌ ‌effects‌ ‌such‌ ‌as‌ ‌‌Web‌ ‌‌and‌ ‌‌Pin‌ but‌ ‌not‌ ‌through‌ ‌effects‌ ‌that‌ ‌block‌ ‌physical‌‌                                       
contact‌ ‌such‌ ‌as‌ ‌‌Prison‌ ‌‌and‌ ‌‌Circle‌ ‌of‌ ‌Power‌.‌ ‌ 

Certain‌ ‌creatures‌ ‌are‌ ‌not‌ ‌affected‌ ‌by‌ ‌‌Healing‌ ‌Arts‌.‌ ‌Creatures‌ ‌that‌ ‌have‌ ‌No‌ ‌Metabolism‌ ‌or‌ ‌Alien‌ ‌Metabolism‌ ‌or‌ ‌Animal‌‌                                   
Metabolism‌ ‌on‌ ‌their‌ ‌Monster‌ ‌Card‌ ‌should‌ ‌state‌ ‌“No‌ ‌Effect”‌ ‌when‌ ‌someone‌ ‌attempts‌ ‌to‌ ‌use‌ ‌‌Healing‌ ‌Arts‌ ‌‌upon‌ ‌them.‌ ‌ 

If‌ ‌a‌ ‌creature‌ ‌has‌ ‌an‌ ‌Alien‌ ‌Metabolism‌ ‌and‌‌the‌‌Skill‌‌‌Healing‌‌Arts‌,‌‌it‌‌may‌‌both‌‌use‌‌‌Healing‌‌Arts‌‌normally‌‌and‌‌may‌‌also‌‌use‌‌                                             
Healing‌ ‌Arts‌ ‌‌upon‌ ‌creatures‌ ‌of‌ ‌the‌ ‌same‌ ‌type.‌‌ ‌  

Creatures‌ ‌with‌ ‌No‌ ‌Metabolism‌ ‌may‌‌never‌‌have‌‌‌Healing‌‌Arts‌‌‌used‌‌on‌‌them‌‌effectively,‌‌even‌‌by‌‌other‌‌similar‌‌creatures‌‌with‌‌                                     
the‌ ‌Skill‌ ‌‌Healing‌ ‌Arts‌.‌ ‌ 

Herbal‌ ‌Lore‌ ‌ 
Passive‌ ‌ 

Herbal‌‌Lore‌‌‌represents‌‌a‌‌character’s‌‌knowledge‌‌of‌‌herbs,‌‌botany‌‌and‌‌natural‌‌substances.‌‌To‌‌mix‌‌an‌‌‌Alchemical‌‌‌Elixir‌‌into‌‌a‌‌                                     
food‌ ‌or‌ ‌drink,‌ ‌or‌ ‌to‌ ‌apply‌ ‌a‌ ‌Coating‌ ‌or‌ ‌Weapon‌ ‌Coating,‌ ‌you‌ ‌must‌ ‌have‌ ‌‌Herbal‌ ‌Lore‌.‌ ‌ 

A‌ ‌character‌ ‌can‌ ‌use‌ ‌an‌ ‌ingested‌ ‌substance‌ ‌if‌‌not‌‌mixed‌‌into‌‌food‌‌or‌‌drink.‌‌In‌‌other‌‌words,‌‌anyone‌‌can‌‌drink‌‌an‌‌‌Intoxicate‌‌                                           
Elixir‌ ‌straight‌ ‌from‌ ‌the‌ ‌bottle,‌ ‌but‌ ‌they‌ ‌must‌ ‌have‌ ‌‌Herbal‌ ‌Lore‌ ‌‌to‌ ‌mix‌ ‌that‌ ‌Elixir‌ ‌into‌ ‌a‌ ‌drink‌ ‌or‌ ‌food.‌ ‌ 

High‌ ‌Magic*‌ ‌ 
LP‌ ‌ 

This‌‌Skill‌‌grants‌‌one‌‌point‌‌of‌‌‌High‌‌Magic‌‌‌per‌‌purchase;‌‌see‌‌Chapter‌‌XIV‌‌High‌‌Magic‌‌for‌‌details.‌‌Any‌‌character‌‌with‌‌at‌‌least‌‌                                           
one‌ ‌rank‌ ‌of‌ ‌‌High‌ ‌Magic‌ ‌‌may‌ ‌read‌ ‌Ritual‌ ‌Scrolls‌ ‌of‌ ‌that‌ ‌Aspect‌ ‌(and‌ ‌the‌ ‌General‌ ‌Aspect.)‌ ‌ 

Improved‌ ‌Assassinate*‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌enhances‌‌the‌‌damage‌‌that‌‌using‌‌an‌‌‌Assassinate‌‌‌will‌‌inflict.‌‌For‌‌each‌‌purchase‌‌of‌‌‌Improved‌‌Assassinate‌,‌‌all‌‌uses‌‌of‌‌                                       
Assassinates‌ ‌‌by‌ ‌a‌ ‌character‌ ‌increase‌ ‌by‌ ‌25‌ ‌points‌ ‌of‌ ‌damage.‌ ‌ 

Improved‌ ‌Channeling*‌ ‌ 
Passive‌ ‌ 

Each‌‌purchase‌‌of‌‌this‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌evoke‌‌up‌‌to‌‌10‌‌more‌‌‌Channeling‌‌‌points‌‌per‌‌Packet.‌‌‌Improved‌‌Channeling‌‌                                       
also‌‌adds‌‌an‌‌additional‌‌50‌‌points‌‌of‌‌‌Channeling‌‌‌to‌‌their‌‌Primary‌‌School‌‌of‌‌‌Channeling‌.‌‌This‌‌Skill‌‌can‌‌be‌‌purchased‌‌only‌‌once‌‌                                         
for‌ ‌every‌ ‌20‌ ‌purchases‌ ‌of‌ ‌‌Channeling‌.‌ ‌ 

Improved‌ ‌Slay*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌enhances‌ ‌the‌ ‌damage‌ ‌that‌ ‌using‌ ‌a‌ ‌‌Slay‌ ‌‌will‌ ‌inflict.‌ ‌For‌ ‌each‌ ‌purchase‌ ‌of‌ ‌‌Improved‌ ‌Slay‌,‌ ‌all‌ ‌uses‌ ‌of‌ ‌‌Slay‌‌‌by‌‌a‌‌                                             
character‌ ‌will‌ ‌add‌ ‌an‌ ‌extra‌ ‌five‌ ‌times‌ ‌the‌ ‌Weapon’s‌ ‌base‌ ‌damage.‌‌ ‌  

Intercept*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger‌:‌‌ ‌Another‌ ‌player‌ ‌within‌ ‌arm’s‌ ‌length‌ ‌is‌ ‌hit‌ ‌with‌ ‌any‌ ‌Packet‌ ‌or‌ ‌physical-delivery‌ ‌attack.‌ ‌ 

When‌ ‌using‌ ‌this‌ ‌Skill,‌ ‌you‌ ‌must‌ ‌call‌ ‌“‌Intercept‌”‌ ‌and‌ ‌clearly‌ ‌indicate‌ ‌which‌ ‌triggering‌ ‌attack‌ ‌the‌ ‌Skill‌ ‌was‌ ‌used‌ ‌against.‌‌ ‌  

A‌ ‌character‌ ‌may‌ ‌only‌ ‌‌Intercept‌ ‌‌an‌ ‌attack‌ ‌that‌ ‌they‌ ‌could‌ ‌logically‌ ‌reach‌ ‌within‌ ‌arm’s‌ ‌length‌ ‌or‌ ‌with‌ ‌a‌ ‌wielded‌‌                                     
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Weapon‌ ‌or‌ ‌Shield‌.‌ ‌You‌ ‌may‌ ‌not‌ ‌use‌ ‌a‌ ‌Bow‌ ‌to‌ ‌‌Intercept‌ ‌‌across‌ ‌the‌ ‌battlefield‌ ‌but‌ ‌can‌ ‌do‌ ‌so‌ ‌within‌ ‌reach‌‌of‌‌the‌‌Bow.‌‌A‌‌                                               
character‌ ‌can‌ ‌use‌ ‌‌Intercept‌ ‌for‌ ‌any‌ ‌attack‌ ‌in‌ ‌which‌ ‌they‌ ‌could‌ ‌conceivably‌ ‌interpose‌ ‌themselves‌ ‌or‌ ‌a‌ ‌wielded‌ ‌armament‌‌                                   
between‌ ‌the‌ ‌attack‌ ‌and‌ ‌the‌ ‌intended‌ ‌target.‌‌ ‌  

As‌ ‌always,‌ ‌follow‌ ‌proper‌ ‌Charging‌ ‌rules‌ ‌regarding‌ ‌the‌ ‌intended‌ ‌target‌ ‌or‌ ‌the‌ ‌attacker.‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌call‌ ‌an‌ ‌additional‌ ‌defense,‌ ‌if‌ ‌appropriate,‌ ‌after‌ ‌using‌ ‌an‌ ‌‌Intercept‌ ‌‌on‌ ‌the‌ ‌intended‌ ‌target‌ ‌to‌ ‌negate‌ ‌the‌‌                                       
attack’s‌ ‌Effect‌ ‌against‌ ‌themself.‌‌ ‌  

Magisterium‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌expend‌‌an‌‌Earth‌‌Signature‌‌Spell‌‌from‌‌memory‌‌to‌‌call‌‌“X‌‌Spell‌‌Strike‌‌<Effect>”‌‌through‌‌a‌‌Weapon‌‌attack;‌‌if‌‌                                         
the‌ ‌attack‌ ‌misses,‌ ‌both‌ ‌the‌ ‌spell‌ ‌and‌ ‌this‌ ‌Skill‌ ‌may‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌separately.‌‌ ‌  

If‌ ‌a‌ ‌character‌ ‌also‌ ‌has‌ ‌the‌ ‌‌Combined‌ ‌Strike‌ ‌‌Skill,‌ ‌they‌ ‌may‌ ‌instead‌ ‌choose‌ ‌to‌ ‌expend‌ ‌the‌ ‌spell‌ ‌to‌ ‌call‌ ‌“X‌ ‌Arcane‌ ‌Strike‌‌                                           
<Effect>”‌ ‌when‌ ‌using‌ ‌‌Magisterium‌ ‌Strike‌.‌ ‌ 

Merchant‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌place‌ ‌an‌ ‌accurate‌ ‌value‌ ‌on‌ ‌certain‌ ‌IG‌ ‌items.‌ ‌It‌ ‌will‌ ‌not‌ ‌identify‌ ‌whether‌ ‌those‌ ‌items‌ ‌are‌‌                                           
magical,‌ ‌but‌ ‌only‌ ‌how‌ ‌much‌ ‌they‌ ‌fetch‌ ‌on‌ ‌the‌ ‌open‌ ‌market.‌ ‌ 

This‌ ‌is‌ ‌accomplished‌ ‌by‌ ‌consulting‌ ‌the‌ ‌National‌ ‌Merchant‌ ‌List‌ ‌which‌ ‌is‌ ‌an‌ ‌OOG‌ ‌document‌ ‌with‌ ‌further‌ ‌information‌ ‌and‌‌                                   
instructions‌ ‌that‌ ‌a‌ ‌Chapter‌ ‌gives‌ ‌to‌ ‌characters‌ ‌with‌ ‌this‌ ‌skill.‌ ‌This‌ ‌document‌ ‌contains‌ ‌Merchant‌ ‌Codes‌ ‌(typically‌ ‌but‌ ‌not‌‌                                   
always‌ ‌expressed‌ ‌as‌ ‌one‌ ‌letter‌ ‌and‌ ‌two‌ ‌numbers)‌ ‌and‌ ‌their‌ ‌corresponding‌ ‌Merchant‌ ‌Value‌ ‌(that‌ ‌is‌ ‌their‌ ‌IG‌ ‌coin‌ ‌value).‌‌ ‌  

If‌‌an‌‌item‌‌does‌‌not‌‌have‌‌a‌‌Merchant‌‌Code‌‌(and/or‌‌was‌‌not‌‌made‌‌with‌‌Production‌‌Points)‌‌from‌‌the‌‌National‌‌Merchant‌‌List,‌‌the‌‌                                           
Merchant‌‌ ‌skill‌ ‌does‌ ‌not‌ ‌apply‌ ‌to‌ ‌that‌ ‌item.‌ ‌ 

This‌ ‌Skill‌ ‌also‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌handwave‌ ‌the‌ ‌sale‌ ‌of‌ ‌game‌ ‌items‌ ‌on‌ ‌the‌ ‌open‌ ‌market.‌‌Eligible‌‌items‌‌must‌‌have‌‌a‌‌                                           
Merchant‌ ‌Code‌ ‌and/or‌‌are‌‌those‌‌made‌‌with‌‌Production‌‌Points.‌‌This‌‌is‌‌accomplished‌‌by‌‌handing‌‌off‌‌the‌‌Tags‌‌the‌‌character‌‌                                     
wishes‌ ‌to‌ ‌sell‌ ‌to‌ ‌Logistics‌ ‌staff‌ ‌during‌ ‌the‌ ‌normal‌ ‌pre-event‌ ‌or‌ ‌mid-event‌ ‌Logistics‌ ‌phases‌ ‌in‌ ‌exchange‌ ‌for‌ ‌the‌ ‌Tags’‌‌                                     
Production‌ ‌Point‌ ‌value‌ ‌in‌ ‌IG‌ ‌money.‌ ‌Some‌ ‌Chapters‌ ‌allow‌ ‌this‌ ‌transaction‌ ‌at‌ ‌Crafting‌ ‌Stations,‌ ‌ask‌ ‌locally.‌ ‌ 

Items‌‌that‌‌do‌‌not‌‌have‌‌Merchant‌‌Code‌‌(and/or‌‌are‌‌not‌‌made‌‌through‌‌the‌‌Production‌‌Point‌‌system)‌‌cannot‌‌be‌‌traded‌‌in‌‌with‌‌                                         
the‌‌‌Merchant‌‌Skill,‌‌and‌‌must‌‌be‌‌sold‌‌during‌‌IG‌‌scenes.‌‌The‌‌exception‌‌is‌‌‌Channeling‌‌‌Sources‌‌that‌‌can‌‌be‌‌sold‌‌to‌‌Logistics‌‌for‌‌                                           
2‌‌silver‌‌pieces.‌‌If‌‌a‌‌Production‌‌Point‌‌item‌‌is‌‌sold‌‌which‌‌has‌‌had‌‌additional‌‌Production‌‌performed‌‌upon‌‌it‌‌at‌‌a‌‌set‌‌cost‌‌(such‌‌as‌‌                                               
Strengthening‌ ‌or‌ ‌Silvering),‌ ‌a‌ ‌‌Merchant‌ ‌‌receives‌ ‌IG‌ ‌money‌ ‌equal‌ ‌to‌ ‌the‌ ‌additional‌ ‌Production‌ ‌Points‌ ‌of‌ ‌that‌ ‌set‌ ‌cost‌ ‌ 

Mettle*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Reduced)‌ ‌ 

Trigger‌:‌‌ ‌You‌ ‌have‌ ‌been‌ ‌affected‌ ‌by‌ ‌either‌ ‌any‌ ‌non-Instant‌ ‌Effect‌ ‌or‌ ‌a‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌Effect.‌ ‌ 

When‌ ‌hit‌ ‌by‌‌an‌‌Effect‌‌with‌‌a‌‌non-Instant‌‌Duration,‌‌you‌‌may‌‌call‌‌“‌Mettle‌”‌‌as‌‌a‌‌defense‌‌and‌‌expend‌‌exactly‌‌20‌‌Body‌‌Points.‌‌                                           
This‌ ‌reduces‌ ‌the‌ ‌Effects’‌ ‌Duration‌ ‌by‌ ‌5‌ ‌minutes,‌ ‌which‌ ‌immediately‌ ‌negates‌ ‌the‌ ‌Effect‌ ‌if‌ ‌remaining‌ ‌Duration‌ ‌is‌ ‌zero‌ ‌or‌ ‌less.‌‌ ‌  

Line‌ ‌of‌ ‌Sight‌ ‌effects‌ ‌are‌ ‌always‌ ‌negated‌ ‌completely‌ ‌by‌ ‌this‌ ‌ability.‌‌ ‌  

Multiple‌‌uses‌‌of‌‌‌Mettle‌‌‌may‌‌not‌‌be‌‌used‌‌against‌‌a‌‌single‌‌attack.‌‌This‌‌Skill‌‌may‌‌not‌‌be‌‌used‌‌if‌‌the‌‌character‌‌does‌‌not‌‌currently‌‌                                               
have‌ ‌at‌ ‌least‌ ‌20‌ ‌Body‌ ‌Points,‌ ‌nor‌ ‌may‌ ‌Skills,‌ ‌Game‌ ‌Abilities‌ ‌or‌ ‌any‌ ‌other‌ ‌method‌ ‌change‌ ‌or‌ ‌negate‌‌the‌‌expended‌‌Body‌‌                                         
Points‌ ‌from‌ ‌exactly‌ ‌20.‌‌ ‌  
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One-Handed‌ ‌Blunt‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌a‌ ‌One-Handed‌ ‌Blunt‌ ‌Weapon.‌ ‌This‌ ‌includes‌ ‌any‌ ‌Blunt‌‌Small,‌‌Short,‌‌or‌‌Long‌‌melee‌‌                                       
Weapon.‌ ‌A‌ ‌Blunt‌ ‌Weapon‌ ‌cannot‌ ‌be‌ ‌used‌ ‌for‌ ‌thrusting,‌ ‌and‌ ‌any‌ ‌thrust‌ ‌with‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌does‌ ‌no‌ ‌damage.‌ ‌ 

One-Handed‌ ‌Edged‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌a‌‌One-Handed‌‌Edged‌‌Weapon.‌‌This‌‌includes‌‌any‌‌Edged‌‌Small,‌‌Short,‌‌or‌‌Long‌‌melee‌‌                                       
Weapon.‌ ‌It‌ ‌also‌ ‌allows‌ ‌the‌ ‌use‌ ‌of‌ ‌a‌ ‌One-Handed‌ ‌Spear‌ ‌which‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌as‌ ‌a‌ ‌thrusting‌ ‌Weapon.‌ ‌ 

One-Handed‌ ‌Master‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌you‌‌to‌‌use‌‌all‌‌‌One-Handed‌‌Edged‌‌and‌‌‌One-Handed‌‌Blunt‌‌Weapons.‌‌When‌‌purchasing‌‌this‌‌Skill,‌‌all‌‌Skills‌‌                                     
included‌ ‌within‌ ‌it‌ ‌are‌ ‌removed‌ ‌and‌ ‌refunded.‌ ‌ 

Opportunistic‌ ‌Attack*‌ ‌ 
LP‌ ‌ 

You‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌from‌ ‌any‌ ‌direction‌ ‌which‌ ‌normally‌ ‌requires‌ ‌attacking‌ ‌From‌ ‌Behind.‌ ‌This‌ ‌Skill‌ ‌may‌ ‌(and‌‌                                     
normally‌ ‌should‌ ‌be)‌ ‌be‌ ‌combined‌ ‌with‌ ‌other‌ ‌Skills;‌ ‌no‌ ‌additional‌ ‌call‌ ‌is‌ ‌needed‌ ‌when‌ ‌this‌ ‌Skill‌ ‌is‌ ‌used.‌ ‌ 

Parry*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger‌:‌‌You‌‌(or‌‌another‌‌target)‌‌are‌‌hit‌‌with‌‌a‌‌Weapon‌‌Qualifier‌‌attack‌‌(or‌‌Weapon‌‌Trap),‌‌or‌‌Poison‌‌Qualifier‌‌attack‌‌that‌‌uses‌‌                                         
physical-delivery.‌‌ ‌  

A‌‌character‌‌may‌‌call‌‌“‌Parry‌”‌‌to‌‌the‌‌trigger‌‌allowing‌‌you‌‌to‌‌negate‌‌the‌‌attack.‌‌A‌‌‌Parry‌‌may‌‌be‌‌used‌‌to‌‌block‌‌Arrows‌‌and‌‌Bolts.‌‌                                               
You‌ ‌can‌ ‌instead‌ ‌use‌ ‌‌Parry‌ ‌‌to‌ ‌defend‌ ‌another‌ ‌character.‌ ‌‌Parry‌ ‌‌may‌ ‌be‌ ‌used‌ ‌with‌ ‌any‌ ‌Weapon‌ ‌in‌ ‌which‌ ‌the‌ ‌user‌‌has‌‌the‌‌                                           
appropriate‌ ‌Skill‌ ‌except‌ ‌a‌ ‌Crossbow‌ ‌or‌ ‌a‌ ‌Thrown‌ ‌Weapon.‌ ‌ 

A‌‌character‌‌may‌‌only‌‌‌Parry‌‌an‌‌attack‌‌that‌‌could‌‌logically‌‌be‌‌blocked‌‌at‌‌the‌‌point‌‌where‌‌the‌‌hit‌‌impacted‌‌the‌‌target.‌‌                                         
The‌‌wielded‌‌Weapon‌‌must‌‌be‌‌able‌‌to‌‌reach‌‌the‌‌attacker’s‌‌Weapon‌‌-‌‌not‌‌just‌‌the‌‌intended‌‌target‌‌-‌‌otherwise‌‌the‌‌attack‌‌is‌‌too‌‌                                             
far‌ ‌away‌ ‌from‌ ‌‌Parry‌.‌ ‌Only‌ ‌if‌ ‌a‌ ‌character‌ ‌could‌‌interpose‌‌their‌‌Weapon‌‌between‌‌their‌‌ally‌‌and‌‌an‌‌attacker,‌‌may‌‌a‌‌‌Parry‌‌be‌‌                                           
called;‌ ‌a‌ ‌character‌ ‌cannot‌ ‌call‌ ‌a‌ ‌‌Parry‌ ‌while‌ ‌standing‌ ‌at‌ ‌the‌ ‌other‌ ‌end‌ ‌of‌‌the‌‌battlefield‌‌and‌‌thus‌‌may‌‌not‌‌be‌‌used‌‌with‌‌a‌                                               
ranged‌ ‌Weapon‌ ‌to‌ ‌Parry‌ ‌an‌ ‌attack‌ ‌intended‌ ‌for‌ ‌someone‌ ‌else‌ ‌at‌ ‌a‌ ‌distance..‌ ‌ 

Using‌ ‌a‌ ‌‌Parry‌ ‌‌against‌ ‌a‌ ‌swing‌ ‌for‌ ‌Massive‌ ‌will‌ ‌not‌ ‌stop‌ ‌you‌ ‌from‌ ‌taking‌ ‌damage.‌‌It‌‌cannot‌‌be‌‌used‌‌against‌‌non-Weapon‌‌                                         
Traps.‌‌ ‌  

Parry‌ ‌may‌ ‌not‌ ‌be‌ ‌used‌ ‌when‌ ‌not‌‌legally‌‌wielding‌‌a‌‌Weapon‌‌in‌‌your‌‌hand‌‌or‌‌if‌‌the‌‌wielding‌‌hand‌‌is‌‌affected‌‌by‌‌‌Stun‌‌Limb,‌‌                                               
Shackle‌‌or‌‌similarly‌‌incapacitated.‌‌A‌‌Two-Handed‌‌Weapon‌‌must‌‌be‌‌held‌‌in‌‌both‌‌hands‌‌to‌‌be‌‌able‌‌to‌‌use‌‌a‌‌‌Parry‌.‌‌A‌‌Bow‌‌or‌‌                                             
Staff‌ ‌is‌ ‌considered‌ ‌a‌ ‌One-Handed‌ ‌Weapon‌ ‌when‌ ‌using‌ ‌this‌ ‌Skill.‌ ‌ 

Polearm‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌any‌‌hafted‌‌Two-Handed‌‌Weapon‌‌with‌‌a‌‌blade‌‌on‌‌the‌‌far‌‌end.‌‌This‌‌includes‌‌Weapons‌‌                                         
like‌ ‌Two-Handed‌ ‌Axes‌ ‌and‌ ‌Halberds.‌ ‌ 
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Precise‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌use‌ ‌the‌ ‌Body‌ ‌Carrier‌ ‌for‌ ‌a‌ ‌single‌ ‌attack.‌ ‌This‌ ‌can‌ ‌be‌ ‌combined‌ ‌with‌ ‌other‌ ‌Skills‌ ‌(such‌ ‌as‌ ‌‌Slay‌ ‌‌or‌‌                                           
Assassinate‌).‌ ‌This‌ ‌Skill‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌with‌ ‌a‌ ‌ranged‌ ‌Weapon‌ ‌or‌ ‌a‌ ‌One-Handed‌ ‌Small‌ ‌or‌ ‌Short‌ ‌Weapon.‌ ‌ 

Purifying/Draining‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌swing‌‌for‌‌“Weapon‌‌Strike‌‌‌Drain‌”‌‌or‌‌“Weapon‌‌Strike‌‌‌Purify‌.”‌‌Remember‌‌that‌‌since‌‌this‌‌is‌‌not‌‌a‌‌Carrier‌‌Attack‌‌                                         
(it‌ ‌doesn’t‌ ‌have‌ ‌a‌ ‌number‌ ‌attached)‌ ‌it‌ ‌is‌ ‌able‌ ‌to‌ ‌provide‌ ‌beneficial‌ ‌effects.‌ ‌ 

Read‌ ‌Magic‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌is‌‌required‌‌for‌‌anyone‌‌wishing‌‌to‌‌learn‌‌Celestial‌‌Magic‌‌spells‌‌or‌‌cast‌‌Battle‌‌Magic‌‌Scrolls.‌‌It‌‌does‌‌not‌‌allow‌‌you‌‌to‌‌                                             
read‌ ‌Ritual‌ ‌Magic‌ ‌Scrolls.‌ ‌ 

With‌ ‌this‌ ‌Skill,‌ ‌a‌ ‌character‌‌can‌‌use‌‌Battle‌‌Magic‌‌Scrolls‌‌up‌‌to‌‌their‌‌highest‌‌level‌‌of‌‌Celestial‌‌Spell‌‌Slot‌‌plus‌‌four.‌‌Thus,‌‌if‌‌a‌‌                                               
character‌ ‌has‌ ‌the‌ ‌Skill‌ ‌‌Read‌ ‌Magic‌ ‌and‌ ‌has‌ ‌no‌ ‌Celestial‌ ‌spells,‌ ‌they‌ ‌can‌ ‌use‌ ‌up‌ ‌to‌ ‌and‌ ‌including‌ ‌4th‌ ‌level‌ ‌Battle‌‌Magic‌‌                                           
Scrolls.‌‌If‌‌they‌‌have‌‌at‌‌least‌‌one‌‌1st‌‌level‌‌Celestial‌‌Spell‌‌Slot,‌‌they‌‌can‌‌now‌‌use‌‌Battle‌‌Magic‌‌Scrolls‌‌up‌‌to‌‌and‌‌including‌‌5th‌‌                                               
level.‌ ‌ 

To‌ ‌use‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌you‌ ‌must‌ ‌hold‌ ‌the‌ ‌Scroll‌ ‌physrep‌ ‌before‌ ‌you,‌ ‌have‌‌enough‌‌OOG‌‌light‌‌to‌‌be‌‌able‌‌to‌‌read‌‌it,‌‌                                               
actually‌‌read‌‌the‌‌physrep,‌‌state‌‌the‌‌listed‌‌verbal‌‌incant,‌‌touch‌‌a‌‌spell‌‌Packet‌‌to‌‌the‌‌Battle‌‌Magic‌‌Scroll,‌‌and‌‌then‌‌throw‌‌the‌‌                                           
spell‌ ‌Packet.‌ ‌ 

Repel‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“Weapon‌‌Strike‌‌‌Repel‌”‌‌(this‌‌‌Repel‌‌‌Effect‌‌‌is‌‌not‌‌maintained).‌‌This‌‌Skill‌‌may‌‌only‌‌be‌‌                                           
used‌ ‌with‌ ‌a‌ ‌Two-Handed‌ ‌Weapon.‌ ‌ 

Resist‌ ‌Binding*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌a‌ ‌Binding‌ ‌Effect‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 

Resist‌ ‌Command*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌a‌ ‌Command‌ ‌Effect‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

Resist‌ ‌Command‌‌ ‌does‌ ‌not‌ ‌work‌ ‌on‌ ‌Greater‌ ‌Commands.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 
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Resist‌ ‌Curse*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌a‌ ‌Curse‌ ‌Effect‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 

Resist‌ ‌Element*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌an‌ ‌Elemental‌ ‌Qualifier‌ ‌attack,‌ ‌or‌ ‌a‌ ‌Foundation‌ ‌Element‌ ‌Effect‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌be‌ ‌used‌ ‌against‌ ‌any‌ ‌attack‌ ‌using‌ ‌the‌ ‌Elemental‌ ‌‌Qualifier.‌ ‌It‌ ‌may‌ ‌also‌ ‌be‌ ‌used‌ ‌to‌ ‌negate‌ ‌any‌ ‌single‌‌                                         
Foundation‌ ‌Element‌ ‌attack‌ ‌(Flame,‌ ‌Ice,‌ ‌Lightning‌ ‌or‌ ‌Stone)‌ ‌no‌ ‌matter‌ ‌what‌ ‌Qualifier‌ ‌is‌ ‌used.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌‌ ‌  

Resist‌ ‌Necromancy*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌a‌ ‌Necromancy‌ ‌effect‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 

Resist‌ ‌Poison*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌any‌ ‌attack‌ ‌using‌ ‌the‌ ‌Poison‌ ‌Qualifier‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“Resist”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌‌ ‌  

Resist‌ ‌Poison‌‌ ‌is‌ ‌not‌ ‌a‌ ‌defense‌ ‌for‌ ‌Oil‌ ‌of‌ ‌Slipperiness‌ ‌or‌ ‌Paste‌ ‌of‌ ‌Stickiness.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 

Resist‌ ‌Spell*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Resist),‌ ‌Species‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌affected‌ ‌by‌ ‌any‌ ‌attack‌ ‌using‌ ‌the‌ ‌Spell‌ ‌Qualifier‌ ‌(any‌ ‌delivery‌ ‌method)‌ ‌ 

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“‌Resist‌”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect.‌ ‌ 

Resist‌‌Spell‌‌does‌‌not‌‌allow‌‌a‌‌character‌‌to‌‌‌Resist‌‌‌Arcane‌‌Qualifier‌‌Effects,‌‌Ritual‌‌Spells,‌‌nor‌‌any‌‌Effect‌‌not‌‌delivered‌‌by‌‌the‌‌                                         
Spell‌ ‌Qualifier.‌ ‌It‌ ‌does‌ ‌allow‌ ‌you‌ ‌to‌ ‌‌Resist‌ ‌‌an‌ ‌incanted‌ ‌spell,‌ ‌since‌ ‌those‌ ‌implicitly‌ ‌use‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌also‌ ‌increases‌ ‌the‌ ‌character’s‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌by‌ ‌one.‌ ‌ 
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Resolute*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Reduced)‌ ‌ 

Trigger‌:‌ ‌You‌ ‌are‌ ‌hit‌ ‌with‌ ‌any‌ ‌attack‌ ‌or‌ ‌effect‌ ‌that‌ ‌would‌ ‌take‌ ‌you‌ ‌below‌ ‌0‌ ‌Body‌ ‌Points.‌‌ ‌  

To‌ ‌use‌ ‌this‌ ‌ability,‌ ‌a‌ ‌character‌ ‌must‌ ‌call‌ ‌“‌Resolute‌”‌ ‌when‌ ‌hit‌ ‌by‌ ‌the‌ ‌triggering‌ ‌Effect;‌ ‌instead‌ ‌remaining‌ ‌at‌ ‌one‌ ‌Body‌ ‌Point.‌ ‌ 

This‌ ‌will‌ ‌not‌ ‌prevent‌ ‌other‌ ‌Effects‌ ‌from‌ ‌the‌ ‌attack‌ ‌(such‌ ‌as‌ ‌damage‌ ‌to‌ ‌Armor‌ ‌Points‌ ‌or‌ ‌a‌ ‌Carrier‌ ‌Attack)‌ ‌ 

Riposting‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

After‌ ‌using‌‌any‌‌‌Dodge‌,‌‌‌Parry‌,‌‌or‌‌‌Evade‌‌‌Skill,‌‌a‌‌character‌‌may‌‌immediately‌‌make‌‌a‌‌single‌‌Weapon‌‌attack.‌‌When‌‌using‌‌this‌‌                                       
attack,‌ ‌positioning‌ ‌requirements,‌ ‌such‌ ‌as‌ ‌From‌ ‌Behind,‌ ‌may‌ ‌be‌ ‌ignored.‌ ‌ 

Any‌ ‌offensive‌ ‌Skills‌ ‌or‌ ‌spells‌ ‌used‌ ‌from‌ ‌memory‌ ‌during‌ ‌this‌ ‌attack‌ ‌are‌ ‌not‌ ‌expended‌ ‌but‌‌must‌‌have‌‌at‌‌least‌‌a‌‌single‌‌use‌‌                                           
available‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌‌Riposting‌ ‌Blow‌.‌ ‌Any‌ ‌Ritual‌ ‌Spells‌ ‌used‌ ‌during‌ ‌this‌ ‌attack‌ ‌are‌ ‌expended.‌ ‌ 

Shatter/Disarm‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌‌Shatter‌‌‌or‌‌‌Disarm‌‌a‌‌possession‌‌of‌‌the‌‌target‌‌with‌‌a‌‌mighty‌‌swing:‌‌they‌‌may‌‌attack‌‌once‌‌with‌‌                                             
the‌ ‌call‌ ‌“Weapon‌ ‌Strike‌ ‌‌Shatter‌ ‌‌<target>”‌ ‌or‌ ‌“Weapon‌ ‌Strike‌ ‌‌Disarm‌ ‌‌<target>”.‌ ‌ 

Shield‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌you‌ ‌to‌ ‌use‌ ‌a‌ ‌Shield.‌ ‌Shield‌ ‌use‌ ‌in‌ ‌our‌ ‌game‌ ‌is‌ ‌unrealistic,‌ ‌as‌ ‌Shields‌ ‌are‌ ‌practically‌ ‌unbreakable.‌ ‌To‌‌                                         
compensate‌‌for‌‌this,‌‌Shield‌‌use‌‌is‌‌somewhat‌‌restricted.‌‌A‌‌player‌‌cannot‌‌intentionally‌‌make‌‌physical‌‌contact‌‌with‌‌an‌‌opponent‌‌                                   
with‌ ‌a‌ ‌Shield‌ ‌and‌ ‌may‌ ‌not‌ ‌Shield‌ ‌Bash;‌ ‌see‌ ‌Chapter‌ ‌IV‌ ‌Combat‌ ‌for‌ ‌details.‌ ‌ 

A‌ ‌character‌ ‌cannot‌ ‌use‌ ‌a‌ ‌Shield‌ ‌to‌ ‌perform‌ ‌Weapon-based‌ ‌Skills‌ ‌such‌ ‌as‌ ‌‌Parry‌.‌ ‌If‌ ‌hit‌ ‌with‌ ‌an‌ ‌Effect‌ ‌that‌ ‌references‌ ‌a‌‌                                         
Weapon‌‌(such‌‌as‌‌‌Shatter‌,‌‌‌Disarm‌,‌‌etc.)‌‌the‌‌Shield‌‌will‌‌not‌‌be‌‌affected.‌‌However,‌‌these‌‌Skills‌‌can‌‌intentionally‌‌target‌‌a‌‌Shield‌‌                                       
instead.‌ ‌ 

Silence/Stun‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌From‌ ‌Behind‌ ‌for‌ ‌“Weapon‌‌ ‌Silence‌”‌ ‌or‌ ‌“Weapon‌‌ ‌Stun‌ ‌<‌limb‌>‌”.‌ ‌ 

Slay*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌make‌‌a‌‌single‌‌attack‌‌for‌‌high‌‌damage.‌‌This‌‌Skill‌‌may‌‌be‌‌used‌‌with‌‌any‌‌Weapon‌‌in‌‌which‌‌you‌‌                                               
have‌ ‌the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill.‌ ‌ 

A‌Slay‌‌‌does‌‌a‌‌single‌‌swing‌‌of‌‌a‌‌set‌‌number‌‌of‌‌damage‌‌that‌‌can‌‌only‌‌be‌‌increased‌‌with‌‌purchases‌‌of‌‌the‌‌‌Improved‌‌Slay‌‌‌Skill‌‌                                               
(you‌‌may‌‌not‌‌add‌‌any‌‌bonus‌‌damage‌‌from‌‌Weapon‌‌Coatings,‌‌spells,‌‌etc.).‌‌The‌‌user‌‌may‌‌call‌‌any‌‌applicable‌‌Carrier‌‌with‌‌this‌‌                                         
Skill‌ ‌(e.g.‌ ‌Magic,‌ ‌Flame,‌ ‌or‌ ‌Normal).‌‌ ‌  

The‌ ‌‌Slay’s‌ ‌‌damage‌ ‌number‌ ‌is‌ ‌based‌ ‌on‌ ‌the‌ ‌Weapon‌ ‌type‌ ‌used‌ ‌to‌ ‌deliver‌ ‌it,‌ ‌inflicting‌ ‌ten‌ ‌times‌ ‌the‌‌Base‌‌Damage‌‌of‌‌the‌‌                                           
Weapon.‌ ‌This‌ ‌is‌ ‌only‌ ‌increasable‌ ‌by‌ ‌purchasing‌ ‌the‌ ‌‌Improved‌ ‌Slay‌ ‌‌Skill.‌ ‌ 
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Sleep/Enfeeble‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“Weapon‌Sleep‌”‌‌or‌‌“Weapon‌‌‌Enfeeble‌.”‌‌This‌‌attack‌‌may‌‌only‌‌be‌‌made‌‌with‌‌a‌‌Blunt‌‌                                           
Weapon‌ ‌or‌ ‌Staff.‌ ‌ 

Sleep/Paralysis‌ ‌Blow*‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌with‌ ‌a‌‌ ‌‌melee‌ ‌Weapon‌ ‌From‌ ‌Behind‌ ‌for‌ ‌“Weapon‌ ‌‌Sleep‌”‌ ‌or‌ ‌“Weapon‌ ‌‌Paralysis‌.”‌ ‌ 

Slow/Weakness‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 
‌ 

A‌ ‌character‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌with‌ ‌a‌ ‌melee‌ ‌Weapon‌ ‌From‌ ‌Behind‌ ‌for‌ ‌“Weapon‌ ‌‌Slow‌”‌ ‌or‌ ‌“Weapon‌ ‌‌Weakness‌.”‌ ‌ 

Small‌ ‌Weapon‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌any‌ ‌Small‌ ‌Weapon,‌ ‌which‌ ‌includes‌ ‌Bludgeon,‌ ‌Dagger,‌ ‌Hatchet,‌ ‌or‌ ‌any‌ ‌other‌ ‌Small‌‌                                     
melee‌ ‌Weapon,‌ ‌as‌ ‌defined‌ ‌in‌ ‌the‌ ‌Weapons‌ ‌section.‌ ‌It‌ ‌does‌ ‌not‌ ‌include‌ ‌Small‌ ‌Thrown‌ ‌Weapons.‌ ‌ 

Since‌ ‌this‌ ‌Skill‌ ‌includes‌ ‌both‌ ‌Edged‌ ‌and‌ ‌Blunt‌ ‌Weapons,‌ ‌it‌ ‌cannot‌ ‌be‌‌sold‌‌back‌‌when‌‌purchasing‌‌‌One-Handed‌‌Edged‌‌‌or‌‌                                     
One-Handed‌‌Blunt‌.‌‌However,‌‌since‌‌all‌‌the‌‌weapons‌‌included‌‌in‌‌this‌‌Skill‌‌are‌‌also‌‌included‌‌in‌‌‌One-Handed‌‌Master‌,‌‌you‌‌must‌‌                                     
sell‌ ‌this‌ ‌Skill‌ ‌back‌ ‌when‌ ‌purchasing‌ ‌it.‌ ‌ 

Species‌ ‌Evade*‌ ‌ 
LP,‌ ‌Species,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

This‌ ‌Skill‌ ‌functions‌ ‌in‌ ‌the‌ ‌same‌ ‌way‌ ‌as‌ ‌the‌ ‌Skill‌ ‌‌Evade‌.‌ ‌It‌ ‌does‌ ‌not‌ ‌count‌ ‌as‌ ‌a‌ ‌Stealth‌ ‌Skill‌ ‌for‌ ‌Skill‌ ‌cost‌ ‌prerequisites.‌ ‌ 

Species‌ ‌Resolute*‌ ‌ 
LP,‌ ‌Species,‌ ‌Defensive‌ ‌(Smart,‌ ‌Reduced)‌ ‌ 

This‌ ‌Skill‌ ‌functions‌ ‌in‌ ‌the‌ ‌same‌ ‌way‌ ‌as‌ ‌the‌ ‌Skill‌ ‌‌Resolute‌.‌ ‌It‌ ‌does‌ ‌not‌ ‌count‌ ‌as‌ ‌a‌ ‌Martial‌ ‌Skill‌ ‌for‌ ‌Skill‌ ‌cost‌ ‌prerequisites.‌ ‌ 

Staff‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌a‌ ‌Staff.‌‌ ‌  

Staff‌ ‌use‌ ‌is‌ ‌restricted‌ ‌for‌ ‌safety‌ ‌reasons,‌ ‌so‌ ‌when‌ ‌using‌ ‌a‌ ‌Staff‌ ‌a‌‌player‌‌must‌‌keep‌‌both‌‌hands‌‌gripped‌‌within‌‌the‌‌middle‌‌                                           
three‌‌feet‌‌of‌‌the‌‌Staff.‌‌A‌‌player‌‌cannot‌‌trip‌‌people‌‌with‌‌a‌‌Staff‌‌or‌‌perform‌‌many‌‌other‌‌Staff‌‌moves‌‌that‌‌would‌‌be‌‌used‌‌in‌‌real‌‌                                                 
martial‌ ‌arts.‌ ‌Thrusting‌ ‌with‌ ‌a‌ ‌Staff‌ ‌is‌ ‌not‌ ‌allowed.‌ ‌See‌ ‌Chapter‌ ‌IX‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌for‌ ‌details.‌ ‌ 
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Style‌ ‌Master‌ ‌ 
Passive‌ ‌ 

With‌‌this‌‌Skill,‌‌a‌‌character‌‌gains‌‌use‌‌of‌‌the‌‌‌Shield‌,‌‌‌Florentine‌,‌‌and‌‌‌Two‌‌Weapons‌‌‌Skills.‌‌When‌‌purchasing‌‌this‌‌Skill,‌‌all‌‌Skills‌‌                                         
included‌ ‌within‌ ‌it‌ ‌are‌ ‌removed‌ ‌and‌ ‌refunded‌.‌ ‌ 

Surprise‌ ‌Attack‌ ‌ 
Passive‌ ‌ 

Once‌‌this‌‌Skill‌‌has‌‌been‌‌purchased,‌‌a‌‌character‌‌can‌‌ignore‌‌positioning‌‌requirements‌‌(such‌‌as‌‌From‌‌Behind)‌‌when‌‌attacking‌‌                                   
a‌ ‌character‌ ‌performing‌ ‌a‌ ‌Counted‌ ‌Action‌ ‌such‌ ‌as‌ ‌Ripping‌ ‌Free,‌ ‌Rift,‌ ‌or‌‌ ‌Killing‌ ‌Blow‌.‌ ‌ 

Thrown‌ ‌Weapon‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌use‌‌hand-thrown‌‌missile‌‌Weapons.‌‌See‌‌Chapter‌‌IX‌‌Weapons‌‌and‌‌Armor‌‌for‌‌more‌‌details‌‌on‌‌                                       
how‌ ‌to‌ ‌safely‌ ‌make‌ ‌and‌ ‌use‌ ‌Thrown‌ ‌Weapons.‌ ‌ 

Trades‌ ‌(Type)*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌is‌ ‌used‌ ‌to‌ ‌add‌ ‌flavor‌ ‌to‌ ‌your‌ ‌character.‌ ‌It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌give‌ ‌a‌ ‌character‌ ‌any‌ ‌extra‌ ‌power‌ ‌IG‌ ‌nor‌ ‌does‌ ‌it‌‌                                                 
guarantee‌ ‌any‌ ‌information‌ ‌from‌ ‌the‌ ‌Plot‌ ‌Team,‌ ‌although‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌may‌ ‌take‌ ‌it‌ ‌into‌ ‌consideration‌ ‌when‌ ‌distributing‌‌                                   
information‌‌or‌‌plotlines.‌‌For‌‌instance,‌‌if‌‌a‌‌character‌‌has‌‌‌Trades‌‌(Sailor)‌‌‌and‌‌a‌‌module‌‌involves‌‌capturing‌‌a‌‌boat‌‌from‌‌pirates,‌‌                                       
that‌ ‌Skill‌ ‌could‌ ‌come‌ ‌in‌ ‌handy.‌ ‌ 

For‌ ‌every‌ ‌‌Trades‌ ‌‌Skill‌ ‌bought,‌ ‌the‌ ‌character‌ ‌will‌ ‌receive‌ ‌one‌ ‌silver‌ ‌piece‌ ‌at‌ ‌Check-In‌ ‌for‌ ‌each‌ ‌LP‌ ‌of‌ ‌the‌ ‌event‌ ‌they‌ ‌are‌‌                                           
checking‌‌in‌‌for.‌‌This‌‌money‌‌is‌‌received‌‌up‌‌front‌‌even‌‌if‌‌you‌‌are‌‌not‌‌able‌‌to‌‌attend‌‌the‌‌entire‌‌event.‌‌This‌‌represents‌‌income‌‌                                             
received‌ ‌from‌ ‌the‌ ‌Skill.‌ ‌‌Trades‌ ‌‌Skills‌ ‌must‌ ‌be‌ ‌something‌ ‌that‌ ‌would‌ ‌provide‌‌an‌‌income.‌‌‌Trades:‌‌Good‌‌Looking‌‌‌or‌‌‌Trades:‌‌                                     
Lazybones‌ ‌‌would‌ ‌not‌ ‌be‌ ‌acceptable‌ ‌and‌ ‌may‌ ‌be‌ ‌removed‌ ‌and‌ ‌refunded‌ ‌ 

Each‌ ‌rank‌ ‌of‌‌a‌‌‌Trades‌‌‌Skill‌‌of‌‌the‌‌same‌‌Type‌‌gives‌‌an‌‌additional‌‌silver‌‌piece‌‌and‌‌may‌‌be‌‌considered‌‌by‌‌the‌‌Plot‌‌Team‌‌for‌‌                                               
appropriate‌‌level‌‌of‌‌expertise.‌‌When‌‌choosing‌‌a‌‌‌Trades‌‌‌Skill,‌‌you‌‌cannot‌‌duplicate‌‌or‌‌imply‌‌other‌‌IG‌‌Skills.‌‌‌Trades:‌‌Herbalist‌‌                                     
is‌ ‌pretty‌ ‌much‌ ‌the‌ ‌same‌ ‌thing‌ ‌as‌ ‌‌Herbal‌ ‌Lore‌,‌ ‌and‌ ‌‌Trades:‌ ‌Leathersmith‌ ‌‌is‌ ‌covered‌ ‌under‌ ‌‌Blacksmith‌.‌ ‌ 

Example‌ ‌‌Trades‌ ‌‌Skill‌ ‌Types‌ ‌include‌ ‌(but‌ ‌are‌ ‌not‌ ‌limited‌ ‌to)‌ ‌‌actor,‌ ‌architect‌,‌ ‌‌astrologer‌,‌ ‌‌bard,‌ ‌bookbinder‌,‌ ‌‌candlemaker‌,‌‌                               
carpenter‌,‌ ‌‌cartographer,‌ ‌farmer‌,‌ ‌‌farrier‌,‌ ‌‌gambler,‌ ‌gravedigger,‌ ‌hatter,‌ ‌hunter‌,‌ ‌‌innkeeper,‌ ‌jeweler‌,‌ ‌‌lumberjack,‌ ‌mason,‌‌                       
massager‌,‌ ‌‌moneylender,‌ ‌musician,‌ ‌miller,‌ ‌miner,‌ ‌navigator,‌ ‌painter,‌ ‌potter,‌ ‌rat‌ ‌catcher,‌ ‌sage‌ ‌‌(specify‌‌field‌‌of‌‌study),‌‌‌sailor‌,‌‌                               
scout‌,‌ ‌‌scribe‌,‌ ‌‌sculptor,‌ ‌silversmith,‌ ‌singer,‌ ‌tailor‌,‌ ‌‌tavernkeep‌,‌ ‌‌tracker,‌ ‌trapper,‌ ‌undertaker,‌ ‌veterinarian,‌ ‌‌and‌ ‌‌weaver‌.‌ ‌ 

Two-Handed‌ ‌Blunt‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌a‌‌Two-Handed‌‌Blunt‌‌Weapon.‌‌A‌‌Blunt‌‌Weapon‌‌cannot‌‌be‌‌used‌‌for‌‌thrusting,‌‌and‌‌any‌‌                                         
thrust‌ ‌with‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌does‌ ‌no‌ ‌damage.‌ ‌ 

Two-Handed‌ ‌Sword‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌a‌‌Two-Handed‌‌Sword,‌‌and‌‌only‌‌a‌‌Two-Handed‌‌Sword.‌‌Any‌‌other‌‌Two-Handed‌‌Edged‌‌                                     
Weapon‌ ‌falls‌ ‌under‌ ‌the‌ ‌‌Polearm‌ ‌‌Skill.‌ ‌ 

66‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

Two-Handed‌ ‌Master‌ ‌ 
Passive‌ ‌ 
This‌ ‌Skill‌ ‌grants‌ ‌a‌ ‌character‌ ‌the‌ ‌ability‌ ‌to‌ ‌wield‌ ‌all‌ ‌Two-Handed‌ ‌Weapons‌ ‌covered‌ ‌under‌ ‌the‌ ‌Skills‌ ‌‌Two-Handed‌ ‌Sword‌,‌‌                                   
Two-Handed‌ ‌Blunt‌,‌ ‌‌Staff‌,‌ ‌and‌ ‌‌Polearm‌.‌ ‌ 

When‌ ‌purchasing‌ ‌this‌ ‌Skill,‌ ‌all‌ ‌Skills‌ ‌included‌ ‌within‌ ‌it‌ ‌are‌ ‌removed‌ ‌and‌ ‌refunded.‌ ‌ 

Two‌ ‌Weapons‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌hold‌ ‌and‌ ‌use‌ ‌two‌ ‌Weapons‌ ‌in‌ ‌combat,‌ ‌one‌ ‌in‌ ‌each‌ ‌hand.‌ ‌Neither‌ ‌Weapon‌ ‌can‌ ‌be‌ ‌a‌‌                                           
Two-Handed‌ ‌Weapon,‌ ‌and‌ ‌one‌ ‌of‌ ‌the‌ ‌Weapons‌ ‌must‌ ‌be‌ ‌a‌ ‌Short‌ ‌or‌ ‌Small‌ ‌Weapon.‌ ‌ 

If‌‌an‌‌archer‌‌has‌‌the‌‌Two‌‌Weapons‌‌Skill‌‌and‌‌is‌‌using‌‌a‌‌Short‌‌Bow,‌‌then‌‌that‌‌character‌‌may‌‌block‌‌with‌‌the‌‌Bow‌‌in‌‌one‌‌hand‌‌                                                 
while‌ ‌wielding‌ ‌a‌ ‌Long‌ ‌One-Handed‌ ‌Weapon‌ ‌or‌ ‌a‌ ‌One-Handed‌ ‌Spear‌ ‌in‌ ‌the‌ ‌other.‌ ‌ 

United‌ ‌Blow‌ ‌ 
Passive‌ ‌ 

Once‌‌this‌‌Skill‌‌has‌‌been‌‌purchased,‌‌a‌‌character‌‌may‌‌expend‌‌any‌‌Signature‌‌Spell‌‌from‌‌memory‌‌to‌‌add‌‌ten‌‌times‌‌the‌‌level‌‌of‌‌                                           
the‌‌spell‌‌in‌‌damage‌‌and‌‌gain‌‌the‌‌Body‌‌Carrier‌‌for‌‌a‌‌single‌‌attack‌‌From‌‌Behind.‌‌This‌‌may‌‌be‌‌done‌‌any‌‌number‌‌of‌‌times‌‌per‌‌                                               
LP.‌ ‌ 

When‌‌‌United‌‌Blow‌‌is‌‌used‌‌with‌‌a‌‌ranged‌‌Weapon‌‌the‌‌Body‌‌Carrier‌‌cannot‌‌be‌‌used,‌‌but‌‌the‌‌bonus‌‌damage‌‌will‌‌still‌‌be‌‌added‌‌                                             
to‌ ‌the‌ ‌attack.‌ ‌ 

Weakness/Shun‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌attack‌ ‌once‌ ‌with‌ ‌the‌ ‌call‌ ‌“Weapon‌‌Strike‌‌‌Weakness‌”‌‌or‌‌“Weapon‌‌Strike‌‌‌Shun‌.”‌‌This‌‌represents‌‌a‌‌warrior‌‌                                     
striking‌ ‌their‌ ‌opponent‌ ‌with‌ ‌a‌ ‌flourish‌ ‌or‌ ‌intimidating‌ ‌shout‌ ‌to‌ ‌cause‌ ‌them‌ ‌to‌ ‌back‌ ‌up‌ ‌or‌ ‌fight‌ ‌weakly‌ ‌with‌ ‌trepidation.‌ ‌ 

Weapon‌ ‌Master‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌use‌ ‌of‌ ‌all‌ ‌non-ranged‌ ‌Weapons.‌ ‌It‌‌encompasses‌‌both‌‌‌One-Handed‌‌Master‌‌‌and‌‌‌Two-Handed‌‌Master‌.‌‌                                 
When‌ ‌purchasing‌ ‌this‌ ‌Skill,‌ ‌all‌ ‌encompassed‌ ‌Skills‌ ‌within‌ ‌it‌ ‌are‌ ‌removed‌ ‌and‌ ‌refunded.‌ ‌ 

Weapon‌ ‌Proficiency*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌do‌ ‌1‌ ‌extra‌ ‌point‌ ‌of‌‌damage‌‌with‌‌Weapons.‌‌If‌‌using‌‌a‌‌Two-Handed‌‌Weapon,‌‌the‌‌character‌‌                                         
does‌ ‌1‌ ‌point‌ ‌of‌ ‌Weapon‌ ‌damage‌ ‌(in‌ ‌addition‌ ‌to‌ ‌the‌ ‌normal‌ ‌1‌ ‌extra‌ ‌point)‌ ‌per‌ ‌every‌ ‌2‌ ‌purchases‌ ‌of‌ ‌this‌ ‌Skill.‌‌ ‌  

It‌‌applies‌‌to‌‌all‌‌weapons‌‌in‌‌which‌‌the‌‌character‌‌has‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌A‌‌‌Weapon‌‌Proficiency‌adds‌‌this‌‌bonus‌‌to‌‌                                         
any‌‌Weapon‌‌with‌‌which‌‌the‌‌character‌‌has‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌When‌‌attacking‌‌with‌‌a‌‌‌Weapon‌‌Proficiency‌,‌‌call‌‌out‌‌                                     
the‌ ‌total‌ ‌damage‌ ‌and‌ ‌as‌ ‌appropriate‌ ‌Qualifiers,‌ ‌Carrier‌ ‌Effects‌ ‌or‌ ‌the‌ ‌Strike‌ ‌keyword.‌ ‌ 

The‌ ‌Skill‌ ‌can‌ ‌be‌ ‌bought‌ ‌multiple‌ ‌times‌ ‌and‌ ‌the‌ ‌extra‌ ‌points‌ ‌of‌ ‌weapon‌ ‌damage‌ ‌stack.‌ ‌Note‌ ‌that‌ ‌each‌ ‌purchase‌‌requires‌‌                                       
trading‌ ‌in‌ ‌a‌ ‌set‌ ‌amount‌ ‌of‌ ‌‌Critical‌ ‌Attacks‌;‌ ‌see‌ ‌the‌ ‌‌Critical‌ ‌Attack‌ ‌‌Skill‌ ‌for‌ ‌details.‌ ‌ 
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Wear‌ ‌Extra‌ ‌Armor*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌increases‌‌a‌‌character’s‌‌Armor‌‌Point‌‌Maximum‌‌by‌‌one‌‌point‌‌per‌‌purchase,‌‌up‌‌to‌‌an‌‌Armor‌‌Point‌‌Maximum‌‌of‌‌62;‌‌                                         
see‌‌Chapter‌‌III‌‌Classes‌‌and‌‌Chapter‌‌IX‌‌Weapons‌‌and‌‌Armor‌‌for‌‌details.‌‌You‌‌are‌‌required‌‌to‌‌have‌‌the‌‌appropriate‌‌physrep‌‌to‌‌                                         
receive‌ ‌the‌ ‌bonus.‌ ‌ 

Special‌ ‌Abilities‌ ‌ 
Many‌ ‌of‌ ‌the‌ ‌creatures‌ ‌you‌ ‌may‌ ‌find‌ ‌in‌ ‌REFUGE‌ ‌have‌ ‌strange‌ ‌and‌ ‌unusual‌ ‌powers,‌ ‌effects,‌ ‌and‌ ‌abilities.‌ ‌ 

The‌ ‌following‌ ‌attacks‌ ‌and‌ ‌defenses‌ ‌are‌ ‌used‌ ‌mainly‌ ‌in‌ ‌combat‌ ‌by‌ ‌Cast.‌ ‌This‌ ‌list‌ ‌is‌ ‌not‌ ‌complete,‌ ‌as‌ ‌monsters‌ ‌may‌‌also‌‌                                         
possess‌ ‌and‌ ‌deliver‌ ‌any‌ ‌of‌ ‌the‌‌effects‌‌listed‌‌in‌‌the‌‌Effects‌‌Chapter,‌‌delivered‌‌by‌‌any‌‌of‌‌the‌‌deliveries‌‌and‌‌Qualifiers‌‌in‌‌the‌‌                                           
Calls‌ ‌and‌ ‌Deliveries‌ ‌section.‌ 

Acidic‌ ‌Skin/Acidic‌ ‌Blood‌ ‌ 
Some‌‌monsters‌‌are‌‌covered‌‌with‌‌a‌‌corrosive‌‌material‌‌that‌‌will‌‌slowly‌‌eat‌‌away‌‌at‌‌any‌‌material‌‌that‌‌comes‌‌in‌‌contact‌‌with‌‌the‌‌                                           
creature.‌‌When‌‌hit‌‌for‌‌Body‌‌Point‌‌damage,‌‌the‌‌monster‌‌should‌‌state‌‌“Acidic‌‌Skin”‌‌or‌‌“Acidic‌‌Blood”‌‌per‌‌their‌‌Monster‌‌Card.‌‌                                       
After‌‌the‌‌battle‌‌is‌‌over,‌‌all‌‌Weapons‌‌Tags‌‌for‌‌Weapons‌‌which‌‌struck‌‌such‌‌a‌‌creature‌‌will‌‌be‌‌affected‌‌as‌‌though‌‌they‌‌had‌‌been‌‌                                             
struck‌ ‌by‌ ‌a‌ ‌‌Shatter‌ ‌‌effect,‌ ‌as‌ ‌the‌ ‌acid‌ ‌has‌ ‌destroyed‌ ‌them.‌ ‌ 

Unshatterable‌‌items‌‌are‌‌not‌‌affected‌‌by‌‌this‌‌attack.‌‌A‌‌Weapon‌‌that‌‌has‌‌been‌‌Strengthened‌‌can‌‌withstand‌‌attacks‌‌in‌‌the‌‌same‌‌                                       
way‌‌as‌‌if‌‌a‌‌‌Shatter‌‌‌effect‌‌were‌‌cast‌‌at‌‌the‌‌Weapon,‌‌expending‌‌one‌‌Strengthening‌‌charge‌‌for‌‌the‌‌entire‌‌battle.‌‌This‌‌is‌‌on‌‌top‌‌                                             
of‌ ‌any‌ ‌Strengthenings‌ ‌expended‌ ‌for‌ ‌actual‌ ‌‌Shatter‌ ‌‌effects.‌ ‌ 

<Type>‌ ‌Block‌ ‌ 
This‌ ‌monster‌ ‌ability‌ ‌will‌ ‌stop‌ ‌the‌ ‌first‌ ‌applicable‌ ‌attack‌ ‌that‌ ‌would‌ ‌affect‌ ‌the‌ ‌creature.‌ ‌This‌ ‌is‌ ‌a‌‌Dumb‌‌defense‌‌in‌‌that‌‌the‌‌                                           
monster‌ ‌cannot‌ ‌choose‌ ‌when‌ ‌to‌ ‌use‌ ‌it.‌ ‌Any‌ ‌attack‌ ‌that‌ ‌falls‌ ‌under‌ ‌the‌ ‌listed‌ ‌Effect,‌ ‌Delivery,‌ ‌or‌ ‌Qualifier‌ ‌will‌ ‌be‌ ‌stopped.‌ ‌ 

For‌ ‌example,‌ ‌a‌ ‌“Poison‌ ‌Block”‌ ‌would‌ ‌stop‌ ‌a‌‌“Poison‌‌‌Enfeeble‌”‌‌or‌‌a‌‌“30‌‌Poison‌‌‌Paranoia‌,”‌‌while‌‌a‌‌“‌Paranoia‌‌Block”‌‌would‌‌                                       
only‌‌stop‌‌the‌‌latter‌‌of‌‌the‌‌two.‌‌A‌‌“Spell‌‌Block”‌‌would‌‌stop‌‌either‌‌a‌‌“20‌‌Spell‌‌Flame”‌‌Packet‌‌or‌‌a‌‌swing‌‌for‌‌“10‌‌Spell‌‌Ice,”‌‌while‌‌                                                   
a‌ ‌“Flame‌ ‌Block”‌ ‌would‌ ‌only‌ ‌stop‌ ‌a‌ ‌Flame‌ ‌Packet.‌ ‌ 

It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌as‌ ‌a‌ ‌defense‌ ‌against‌ ‌Touch-Casting.‌ ‌When‌ ‌used,‌ ‌the‌ ‌monster‌ ‌should‌ ‌call‌ ‌“<Type>‌ ‌Block.”‌ ‌ 

Bottles‌ ‌ 
Some‌‌creatures‌‌have‌‌a‌‌Bottle‌‌that‌‌holds‌‌the‌‌monster’s‌‌Spirit‌‌separate‌‌from‌‌their‌‌body.‌‌These‌‌creatures‌‌can‌‌die‌‌many‌‌times‌‌                                       
and‌ ‌will‌ ‌Resurrect‌ ‌at‌ ‌the‌ ‌location‌ ‌of‌ ‌their‌ ‌Bottles.‌ ‌ 

Claws/Body‌ ‌Weaponry‌ ‌ 
Monsters‌ ‌with‌ ‌this‌‌ability‌‌can‌‌hit‌‌with‌‌large‌‌‌Claws‌.‌‌The‌‌physreps’‌‌entire‌‌striking‌‌surface‌‌must‌‌be‌‌colored‌‌red;‌‌however,‌‌you‌‌                                       
cannot‌ ‌tell‌ ‌the‌‌difference‌‌between‌‌‌Claws‌‌‌and‌‌Weapons‌‌unless‌‌you‌‌can‌‌actually‌‌see‌‌the‌‌red‌‌surface.‌‌The‌‌‌Claws‌‌‌cannot‌‌be‌‌                                       
Disarmed‌ ‌‌or‌ ‌‌Shattered‌.‌ ‌The‌ ‌Cast‌ ‌cannot‌ ‌call‌ ‌a‌ ‌Hold‌ ‌to‌ ‌pull‌ ‌out‌ ‌‌Claws‌.‌ ‌ 

Claw‌ ‌physreps‌ ‌must‌ ‌follow‌ ‌all‌ ‌Weapon‌ ‌rules.‌ ‌For‌ ‌example,‌ ‌a‌ ‌Polearm‌ ‌length‌ ‌claw‌ ‌must‌‌follow‌‌all‌‌the‌‌Weapon‌‌rules‌‌as‌‌a‌‌                                         
Polearm‌‌except‌‌that‌‌its‌‌entire‌‌striking‌‌surface‌‌must‌‌be‌‌colored‌‌red,‌‌and‌‌if‌‌using‌‌two‌‌‌Claws‌,‌‌you‌‌must‌‌follow‌‌the‌‌‌Two‌‌Weapons‌‌                                           
Skill‌ ‌rules.‌ ‌ 

Control‌ ‌<monster>‌ ‌by‌ ‌Voice‌ ‌ 
This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌monster‌ ‌to‌ ‌Control‌ ‌the‌ ‌type‌ ‌of‌ ‌monster‌ ‌named‌ ‌by‌ ‌voice‌ ‌commands.‌ ‌The‌ ‌Control‌ ‌exerted‌ ‌is‌ ‌as‌‌                                       
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Enslavement‌ ‌‌but‌ ‌may‌ ‌not‌ ‌be‌ ‌cured‌ ‌or‌ ‌avoided.‌ ‌This‌ ‌Skill‌ ‌is‌ ‌a‌ ‌Greater‌ ‌Command‌ ‌effect.‌ ‌ 

Creatures‌‌with‌‌this‌‌ability‌‌may‌‌not‌‌be‌‌Controlled‌‌by‌‌another‌‌creature‌‌with‌‌the‌‌same‌‌type‌‌of‌‌Control‌‌ability;‌‌call‌‌“No‌‌Effect”.‌‌For‌‌                                           
example,‌‌a‌‌greater‌‌lich‌‌with‌‌“Control‌‌Greater‌‌Undead‌‌by‌‌Voice”‌‌could‌‌not‌‌control‌‌another‌‌greater‌‌lich‌‌or‌‌a‌‌dread‌‌lord.‌‌A‌‌tengu‌‌                                           
could‌ ‌not‌ ‌control‌ ‌a‌ ‌goblin‌ ‌king,‌ ‌because‌ ‌they‌ ‌both‌ ‌have‌ ‌“Control‌ ‌Goblinoid‌ ‌by‌ ‌Voice.”‌‌ ‌  

Control‌ ‌<monster>‌ ‌by‌ ‌Voice‌ ‌can‌ ‌be‌ ‌used‌ ‌to‌ ‌Control‌ ‌lesser‌ ‌creatures‌ ‌of‌ ‌that‌ ‌type‌ ‌only,‌ ‌as‌ ‌denoted‌ ‌by‌ ‌their‌ ‌rank.‌ ‌Some‌‌                                         
monsters‌ ‌may‌ ‌have‌ ‌“Control‌ ‌Greater‌ ‌<monster>”‌ ‌which‌ ‌would‌ ‌allow‌ ‌any‌ ‌rank‌ ‌to‌ ‌be‌ ‌controlled.‌ ‌ 

Curse‌ ‌of‌ ‌Transformation‌ ‌ 
Some‌‌monsters‌‌(notably‌‌werewolves‌‌and‌‌vampires)‌‌can‌‌curse‌‌their‌‌victims‌‌so‌‌that‌‌they‌‌will‌‌turn‌‌into‌‌versions‌‌of‌‌themselves‌‌                                     
under‌ ‌appropriate‌ ‌circumstances.‌ ‌Werewolves‌ ‌can‌ ‌turn‌ ‌their‌ ‌victims‌ ‌into‌ ‌werewolves‌ ‌who‌ ‌will‌ ‌then‌ ‌change‌ ‌when‌ ‌the‌‌                               
appropriate‌ ‌trigger‌ ‌occurs‌ ‌(usually‌ ‌on‌ ‌the‌ ‌full‌ ‌moon).‌ ‌ 

Vampires‌ ‌can‌ ‌turn‌ ‌their‌ ‌victims‌ ‌into‌ ‌lesser‌ ‌vampires.‌ ‌Both‌ ‌curses‌ ‌can‌ ‌be‌ ‌reversed‌ ‌if‌ ‌appropriate‌ ‌steps‌ ‌are‌ ‌taken.‌ ‌ 

Note‌‌that‌‌if‌‌cursed‌‌to‌‌become‌‌a‌‌vampire‌‌or‌‌werewolf,‌‌you‌‌will‌‌be‌‌under‌‌the‌‌control‌‌of‌‌the‌‌Plot‌‌Team‌‌whenever‌‌you‌‌transform,‌‌                                             
and‌ ‌you‌‌will‌‌only‌‌transform‌‌when‌‌the‌‌Plot‌‌Team‌‌tells‌‌you‌‌to‌‌do‌‌so.‌‌These‌‌things‌‌are‌‌meant‌‌to‌‌be‌‌curses‌‌for‌‌you‌‌to‌‌work‌‌to‌‌                                                   
remove‌ ‌and‌ ‌not‌ ‌goals‌ ‌for‌ ‌your‌ ‌character‌ ‌to‌ ‌achieve.‌ ‌ 

Deadly‌ ‌Spittle‌ ‌ 
Some‌‌monsters‌‌have‌‌a‌‌toxic‌‌spittle‌‌that‌‌they‌‌can‌‌shoot‌‌at‌‌characters.‌‌This‌‌attack‌‌will‌‌be‌‌represented‌‌by‌‌the‌‌Cast‌‌throwing‌‌a‌‌                                           
Packet‌ ‌at‌ ‌the‌ ‌player‌ ‌and‌ ‌calling‌ ‌out‌ ‌the‌ ‌attack‌ ‌type‌ ‌(for‌ ‌example,‌ ‌“10‌ ‌Poison‌ ‌Normal”‌ ‌with‌ ‌an‌ ‌orange‌ ‌Packet).‌ ‌ 

Detect‌ ‌Magic‌ ‌ 
This‌ ‌ability‌ ‌allows‌ ‌certain‌ ‌monsters‌ ‌to‌ ‌be‌ ‌able‌ ‌to‌ ‌detect‌ ‌(but‌ ‌not‌ ‌identify)‌ ‌the‌ ‌presence‌ ‌of‌ ‌magic.‌ ‌ 

Any‌ ‌visible‌ ‌items‌ ‌carried‌ ‌or‌ ‌worn‌ ‌by‌ ‌the‌ ‌subject‌‌are‌‌revealed.‌‌Magic‌‌Items‌‌hidden‌‌under‌‌clothing‌‌or‌‌in‌‌containers‌‌are‌‌not.‌‌                                         
Detect‌ ‌Magic‌’s‌ ‌targeting‌ ‌covers‌ ‌an‌ ‌entire‌ ‌person‌ ‌or‌ ‌a‌ ‌door-sized‌ ‌area.‌ 

The‌ ‌subject‌ ‌must‌ ‌OOG‌ ‌tell‌ ‌the‌ ‌Cast‌ ‌which‌ ‌Magic‌ ‌Items‌ ‌are‌ ‌visible.‌ ‌ 

Damage‌ ‌from‌ ‌<damage‌ ‌type‌ ‌or‌ ‌Effect>‌ ‌or‌ ‌Harmed‌ ‌by‌ ‌<Effect>‌ ‌ 
Some‌‌creatures‌‌take‌‌double‌‌damage‌‌or‌‌extra‌‌damage‌‌from‌‌certain‌‌Effects.‌‌For‌‌example,‌‌some‌‌Constructs‌‌will‌‌list‌‌“Takes‌‌30‌‌                                     
damage‌ ‌from‌ ‌‌Shatter‌,”‌ ‌which‌ ‌means‌ ‌the‌ ‌monster‌ ‌will‌ ‌take‌ ‌30‌ ‌points‌ ‌of‌ ‌damage‌ ‌from‌ ‌any‌ ‌‌Shatter‌ ‌‌Effect‌ ‌that‌ ‌affects‌ ‌them.‌ ‌ 

Some‌ ‌Monster‌ ‌Cards‌ ‌will‌ ‌state‌ ‌“Takes‌ ‌damage‌ ‌from‌ ‌Healing”‌ ‌or‌ ‌“Takes‌ ‌double‌ ‌damage‌ ‌from‌ ‌Healing.”‌ ‌This‌ ‌means‌ ‌the‌‌                                   
monster‌‌will‌‌take‌‌damage‌‌from‌‌spells‌‌that‌‌normally‌‌heal‌‌body‌‌points‌‌in‌‌the‌‌amount‌‌that‌‌the‌‌spell‌‌would‌‌normally‌‌heal‌‌or‌‌twice‌‌                                           
the‌ ‌amount‌ ‌in‌ ‌damage‌ ‌as‌ ‌the‌ ‌spell‌ ‌would‌ ‌normally‌ ‌heal.‌ ‌The‌ ‌creature‌ ‌will‌ ‌also‌ ‌be‌ ‌affected‌‌by‌‌a‌‌Cure‌‌Disease,‌‌Purify‌,‌‌or‌‌                                           
Restore‌‌‌as‌‌Undead‌‌are,‌‌but‌‌will‌‌not‌‌be‌‌affected‌‌by‌‌‌Destroy‌‌Undead,‌‌Harm‌‌Undead‌‌‌or‌‌‌Turn‌‌Undead‌‌‌unless‌‌they‌‌are‌‌Undead‌‌                                         
(see‌ ‌Monster‌ ‌Type‌ ‌to‌ ‌tell‌ ‌if‌ ‌they‌ ‌are‌ ‌Undead).‌‌  

When‌‌taking‌‌damage,‌‌a‌‌target‌‌will‌‌take‌‌a‌‌maximum‌‌of‌‌four‌‌times‌‌damage‌‌from‌‌any‌‌single‌‌attack‌‌no‌‌matter‌‌how‌‌many‌‌                                         
Effects‌ ‌they‌ ‌currently‌ ‌have‌ ‌that‌ ‌may‌ ‌double‌ ‌damage.‌ ‌‌For‌ ‌example,‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌(which‌ ‌normally‌ ‌takes‌ ‌double‌‌                                 
damage‌‌from‌‌Ice)‌‌under‌‌a‌‌‌Destruction‌‌‌Effect‌‌holding‌‌a‌‌cursed‌‌Magic‌‌Item‌‌which‌‌causes‌‌them‌‌to‌‌take‌‌double‌‌damage‌‌from‌‌                                       
everything‌ ‌would‌ ‌still‌ ‌only‌ ‌take‌ ‌four‌ ‌times‌ ‌damage‌ ‌from‌ ‌any‌ ‌Ice‌ ‌damage‌ ‌that‌ ‌hits‌ ‌them.‌ ‌ 

Some‌‌creatures‌‌take‌‌damage‌‌when‌‌struck‌‌by‌‌certain‌‌spells‌‌or‌‌Effects,‌‌even‌‌if‌‌it‌‌is‌‌an‌‌Effect‌‌which‌‌would‌‌not‌‌normally‌‌cause‌‌                                           
damage.‌‌If‌‌this‌‌happens,‌‌the‌‌creature‌‌only‌‌takes‌‌the‌‌stated‌‌damage,‌‌not‌‌the‌‌original‌‌Effect.‌‌In‌‌this‌‌case,‌‌the‌‌creature‌‌should‌‌                                         
call‌ ‌“Altered”‌ ‌to‌ ‌indicate‌ ‌that‌ ‌the‌ ‌Effect‌ ‌did‌ ‌something‌ ‌different‌ ‌from‌ ‌normal.‌ ‌For‌ ‌example:‌ ‌a‌ ‌creature‌‌has‌‌“Harmed‌‌20‌‌by‌‌                                       
Sleep‌”‌‌on‌‌its‌‌Monster‌‌Card.‌‌If‌‌the‌‌creature‌‌is‌‌struck‌‌by‌‌a‌‌‌Sleep‌‌‌spell,‌‌it‌‌will‌‌call‌‌“Altered”‌‌and‌‌take‌‌20‌‌damage‌‌instead.‌‌If‌‌the‌‌                                                 
creature‌‌is‌‌hit‌‌by‌‌a‌‌poisoned‌‌Long‌‌Sword‌‌with‌‌the‌‌call‌‌“5‌‌Poison‌‌‌Sleep‌,”‌‌it‌‌would‌‌call‌‌“Altered”‌‌and‌‌take‌‌25‌‌damage‌‌total‌‌—‌‌20‌‌                                                 
from‌ ‌the‌ ‌‌Sleep‌ ‌‌and‌ ‌5‌ ‌from‌ ‌the‌ ‌Weapon‌ ‌itself.‌ ‌ 
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Engulf‌ ‌ 
Some‌‌monsters‌‌can‌‌Engulf‌‌an‌‌Unconscious‌‌character‌‌in‌‌preparation‌‌of‌‌digesting‌‌them.‌‌The‌‌target‌‌will‌‌immediately‌‌go‌‌to‌‌the‌‌                                     
Dead‌‌status‌‌as‌‌though‌‌they‌‌had‌‌been‌‌damaged‌‌below‌‌0‌‌Body‌‌Points‌‌and‌‌their‌‌Bleeding‌‌Out‌‌timer‌‌had‌‌expired.‌‌The‌‌creature‌‌                                         
will‌‌have‌‌to‌‌be‌‌slain‌‌to‌‌recover‌‌the‌‌body‌‌so‌‌that‌‌it‌‌may‌‌be‌‌given‌‌a‌‌‌Life‌‌‌spell.‌‌If‌‌you‌‌are‌‌Engulfed‌‌by‌‌such‌‌a‌‌monster,‌‌you‌‌must‌‌                                                       
walk‌‌around‌‌with‌‌the‌‌creature‌‌OOG‌‌until‌‌you‌‌are‌‌beyond‌‌the‌‌help‌‌of‌‌a‌‌‌Life‌‌‌spell.‌‌You‌‌may‌‌then‌‌proceed‌‌to‌‌the‌‌Resurrection‌‌                                             
point.‌ ‌This‌ ‌Counted‌ ‌Action‌ ‌required‌ ‌is‌ ‌a‌ ‌Focus‌ ‌Action,‌ ‌as‌ ‌normal.‌ ‌ 

To‌ ‌save‌ ‌someone‌ ‌who‌ ‌has‌ ‌been‌ ‌Engulfed,‌ ‌you‌ ‌must‌ ‌give‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌to‌ ‌the‌ ‌creature‌‌and‌‌then‌‌afterward‌‌cut‌‌open‌‌the‌‌                                           
creature‌‌with‌‌a‌‌3-Count‌‌Counted‌‌Action.‌‌If‌‌the‌‌Engulfed‌‌victim‌‌has‌‌already‌‌gone‌‌to‌‌Resurrect,‌‌their‌‌items‌‌will‌‌be‌‌recoverable‌‌                                       
at‌ ‌this‌ ‌time.‌ ‌ 

A‌‌creature‌‌with‌‌this‌‌ability‌‌may‌‌Engulf‌‌anyone‌‌that‌‌is‌‌asleep,‌‌Unconscious,‌‌dead,‌‌confined,‌‌‌Paralyzed‌,‌‌or‌‌otherwise‌‌helpless‌‌                                   
on‌ ‌a‌ ‌three‌ ‌count‌ ‌of‌ ‌“I‌ ‌Engulf‌ ‌you‌ ‌one,‌ ‌I‌ ‌Engulf‌ ‌you‌ ‌two,‌ ‌I‌ ‌Engulf‌ ‌you‌ ‌three.”‌ ‌ 

The‌‌creature‌‌may‌‌also‌‌Engulf‌‌a‌‌victim‌‌that‌‌it‌‌has‌‌‌Prisoned‌‌‌with‌‌a‌‌three‌‌count‌‌of‌‌“I‌‌Engulf‌‌you‌‌one,‌‌I‌‌Engulf‌‌you‌‌two,‌‌I‌‌Engulf‌‌                                                   
you‌ ‌three,‌ ‌Prison‌ ‌Down.”‌ ‌ 

The‌ ‌victim‌ ‌must‌ ‌immediately‌‌begin‌‌their‌‌five-minute‌‌Death‌‌Countdown‌‌once‌‌Engulfed.‌‌If‌‌the‌‌victim‌‌was‌‌already‌‌dead,‌‌they‌‌                                   
must‌ ‌continue‌ ‌their‌ ‌Death‌ ‌Countdown‌‌from‌‌the‌‌same‌‌point‌‌it‌‌was‌‌already‌‌at;‌‌in‌‌other‌‌words,‌‌the‌‌Engulf‌‌does‌‌not‌‌reset‌‌the‌‌                                           
five-minute‌ ‌Death‌ ‌Countdown.‌ ‌ 

Escape‌ ‌Binding‌ ‌ 
Some‌‌creatures‌‌can‌‌Rip‌‌Free‌‌from‌‌some‌‌or‌‌all‌‌Binding‌‌Effects.‌‌This‌‌is‌‌a‌‌three-count‌‌action‌‌with‌‌the‌‌phrase‌‌“I‌‌Rip‌‌Free‌‌one,‌‌I‌‌                                               
Rip‌‌Free‌‌two,‌‌I‌‌Rip‌‌Free‌‌three.”‌‌Unusually,‌‌while‌‌the‌‌creature‌‌is‌‌doing‌‌the‌‌three‌‌count,‌‌it‌‌is‌‌vulnerable‌‌to‌‌attack;‌‌while‌‌Ripping‌‌                                             
Free,‌ ‌the‌ ‌creature‌ ‌may‌ ‌not‌ ‌use‌ ‌any‌ ‌Skill‌ ‌requiring‌ ‌movement,‌ ‌such‌ ‌as‌ ‌‌Dodge‌ ‌‌or‌ ‌‌Parry‌.‌ ‌ 

A‌‌creature‌‌with‌‌this‌‌ability‌‌can‌‌break‌‌themselves‌‌free‌‌of‌‌Binding‌‌Effects‌‌from‌‌any‌‌source,‌‌not‌‌just‌‌spells.‌‌This‌‌includes‌‌‌Paste‌‌                                         
of‌ ‌Stickiness.‌ ‌‌The‌‌act‌‌of‌‌Ripping‌‌Free‌‌will‌‌automatically‌‌interrupt‌‌a‌‌‌Killing‌‌Blow.‌‌A‌‌list‌‌of‌‌which‌‌Binding‌‌Effects‌‌the‌‌creature‌‌                                         
can‌ ‌escape‌ ‌from‌ ‌will‌ ‌be‌ ‌defined‌ ‌on‌ ‌its‌ ‌Monster‌ ‌Card.‌ 

A‌ ‌creature‌ ‌with‌‌this‌‌Skill‌‌does‌‌not‌‌take‌‌damage‌‌from‌‌the‌‌act‌‌of‌‌Ripping‌‌Free‌‌when‌‌ripping‌‌out‌‌of‌‌Binding‌‌Effects‌‌but‌‌is‌‌still‌‌                                               
vulnerable‌ ‌to‌ ‌all‌ ‌other‌ ‌attacks.‌ ‌ 

This‌ ‌Skill‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌remove‌ ‌someone‌ ‌else‌ ‌from‌ ‌a‌ ‌Binding‌ ‌Effect.‌ ‌ 

Fey‌ ‌Curses‌ ‌and‌ ‌Fey‌ ‌Marks‌ ‌ 
Lesser‌ ‌and‌ ‌greater‌ ‌Fey‌ ‌Curses‌ ‌and‌ ‌Fey‌ ‌Marks‌ ‌are‌ ‌left‌ ‌to‌ ‌the‌ ‌discretion‌ ‌of‌ ‌the‌ ‌local‌ ‌Plot‌ ‌Team.‌ ‌They‌ ‌are‌ ‌always‌ ‌Local‌‌                                           
Campaign‌ ‌Specific‌ ‌and‌ ‌do‌ ‌not‌ ‌transfer‌ ‌to‌ ‌other‌ ‌Campaigns‌ ‌unless‌ ‌agreed‌ ‌upon‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Teams‌ ‌of‌ ‌the‌ ‌Campaigns‌‌                                     
involved.‌ ‌ 

Lesser‌ ‌Fey‌ ‌Curses‌ ‌are‌ ‌generally‌ ‌no‌ ‌more‌ ‌powerful‌ ‌than‌ ‌Battle‌ ‌Magic‌ ‌spells‌ ‌while‌ ‌greater‌‌Fey‌‌Curses‌‌can‌‌be‌‌immensely‌‌                                     
powerful‌ ‌plot‌ ‌effects.‌ ‌How‌ ‌these‌ ‌curses‌ ‌are‌ ‌administered,‌ ‌removed,‌ ‌and‌ ‌carried‌ ‌out‌ ‌is‌ ‌up‌ ‌to‌ ‌the‌ ‌local‌ ‌Plot‌ ‌Team.‌ ‌ 

Gaseous‌ ‌Form‌ ‌ 
Some‌‌creatures‌‌will‌‌simply‌‌turn‌‌into‌‌a‌‌Gaseous‌‌Form‌‌when‌‌they‌‌are‌‌killed,‌‌and‌‌all‌‌possessions‌‌of‌‌the‌‌creature‌‌will‌‌fall‌‌to‌‌the‌‌                                             
ground.‌ ‌More‌ ‌powerful‌ ‌creatures‌ ‌can‌ ‌turn‌ ‌into‌ ‌a‌ ‌Gaseous‌ ‌Form‌ ‌at‌ ‌will.‌ ‌These‌ ‌creatures‌ ‌can‌ ‌take‌ ‌their‌ ‌possessions‌ ‌with‌ ‌them.‌ ‌ 

To‌ ‌become‌ ‌Gaseous,‌‌the‌‌Cast‌‌Member‌‌must‌‌do‌‌a‌‌3-Count‌‌Counted‌‌Action‌‌of‌‌“I‌‌Turn‌‌Gaseous‌‌one,‌‌I‌‌Turn‌‌Gaseous‌‌two,‌‌I‌‌                                           
Turn‌‌Gaseous‌‌three.”‌‌The‌‌monster‌‌can‌‌be‌‌affected‌‌by‌‌attacks‌‌while‌‌doing‌‌this‌‌three-count‌‌and‌‌if‌‌it‌‌uses‌‌any‌‌Game‌‌Abilities,‌‌                                         
the‌ ‌three-count‌ ‌is‌ ‌blown‌ ‌and‌ ‌one‌ ‌use‌ ‌of‌ ‌the‌ ‌Gaseous‌ ‌Form‌ ‌Skill‌ ‌is‌ ‌expended‌ ‌along‌ ‌with‌ ‌the‌ ‌Game‌ ‌Ability.‌ ‌This‌ ‌action‌‌                                         
requires‌ ‌Focus.‌ ‌ 

To‌‌come‌‌out‌‌of‌‌Gaseous‌‌Form,‌‌the‌‌Cast‌‌Member‌‌should‌‌state‌‌“I‌‌Solidify‌‌one,‌‌I‌‌Solidify‌‌two,‌‌I‌‌Solidify‌‌three.”‌‌The‌‌monster‌‌is‌‌                                             
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vulnerable‌ ‌to‌ ‌attack‌ ‌while‌ ‌solidifying.‌ ‌ 

While‌ ‌Gaseous,‌‌they‌‌can‌‌use‌‌no‌‌Skills‌‌and‌‌are‌‌Immune‌‌to‌‌all‌‌attacks‌‌except‌‌‌Solidify‌.‌‌They‌‌may‌‌move‌‌at‌‌a‌‌normal‌‌walking‌‌                                           
rate‌ ‌(no‌ ‌running).‌ ‌They‌ ‌cannot‌ ‌fly,‌ ‌nor‌ ‌can‌ ‌they‌ ‌move‌ ‌objects‌ ‌they‌ ‌aren’t‌ ‌already‌ ‌carrying.‌ ‌ 

Gaseous‌ ‌Form‌ ‌does‌ ‌not‌ ‌permit‌ ‌the‌ ‌monster‌ ‌to‌ ‌walk‌ ‌through‌‌walls,‌‌‌Wards‌‌‌or‌‌Circles‌‌of‌‌Power.‌‌Gaseous‌‌creatures‌‌can‌‌be‌‌                                       
seen‌ ‌but‌ ‌cannot‌ ‌speak‌ ‌or‌ ‌make‌ ‌any‌‌sounds;‌‌however,‌‌they‌‌are‌‌aware‌‌of‌‌their‌‌surroundings‌‌and‌‌can‌‌hear‌‌and‌‌understand‌‌                                       
conversations.‌ ‌ 

A‌‌monster‌‌may‌‌not‌‌take‌‌anyone‌‌else‌‌Gaseous‌‌with‌‌them,‌‌even‌‌if‌‌that‌‌person‌‌is‌‌Dead‌‌(needing‌‌a‌‌‌Life‌‌‌spell‌‌or‌‌a‌‌Resurrection).‌‌                                             
A‌ ‌Permanently‌ ‌Dead‌ ‌Body,‌ ‌however,‌ ‌may‌ ‌be‌ ‌taken‌ ‌Gaseous‌ ‌with‌ ‌a‌ ‌creature‌ ‌just‌ ‌like‌ ‌any‌ ‌other‌ ‌possession.‌ ‌ 

Group‌ ‌Mind‌ ‌ 
Some‌‌types‌‌of‌‌creatures‌‌(notably‌‌some‌‌giant‌‌insects)‌‌have‌‌a‌‌Group‌‌Mind.‌‌Each‌‌creature’s‌‌mind‌‌is‌‌but‌‌part‌‌of‌‌a‌‌larger‌‌whole.‌‌                                           
What‌ ‌one‌ ‌of‌ ‌them‌ ‌sees‌ ‌or‌ ‌experiences,‌ ‌they‌ ‌all‌ ‌know;‌ ‌however,‌ ‌Pause‌ ‌cannot‌ ‌be‌ ‌called‌ ‌for‌ ‌the‌ ‌Cast‌ ‌to‌ ‌converse.‌ ‌ 

This‌ ‌ability‌ ‌makes‌ ‌the‌ ‌creature‌ ‌Immune‌ ‌to‌ ‌all‌ ‌Command‌ ‌and‌ ‌Greater‌ ‌Command‌ ‌effects‌ ‌unless‌‌their‌‌Monster‌‌Card‌‌states‌‌                                   
otherwise.‌ ‌ 

Heal‌ ‌from/by‌ ‌<damage‌ ‌type‌ ‌or‌ ‌effect>‌ ‌ 
Some‌ ‌creatures‌ ‌are‌‌healed‌‌from‌‌certain‌‌types‌‌of‌‌spells‌‌or‌‌effects‌‌(for‌‌example,‌‌Flame‌‌or‌‌Stone).‌‌Creatures‌‌with‌‌this‌‌ability‌‌                                       
cannot‌ ‌be‌ ‌healed‌ ‌by‌ ‌Carrier‌ ‌attacks,‌ ‌but‌ ‌can‌ ‌be‌ ‌healed‌ ‌by‌ ‌elemental‌ ‌Packet‌ ‌attacks,‌ ‌by‌ ‌spells,‌‌by‌‌“Spell‌‌<Effect>”‌‌or‌‌by‌‌                                         
“Arcane‌‌<Effect>”.‌‌A‌‌creature‌‌that‌‌is‌‌healed‌‌by‌‌an‌‌effect‌‌is‌‌also‌‌Immune‌‌to‌‌that‌‌effect‌‌in‌‌Carrier‌‌attack‌‌form.‌‌For‌‌example,‌‌a‌‌                                             
zombie‌ ‌that‌ ‌is‌ ‌“Healed‌ ‌by‌ ‌Chaos”‌ ‌would‌ ‌be‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Carrier‌ ‌attack‌ ‌“2‌ ‌Chaos.”‌ ‌ 

As‌‌noted‌‌in‌‌the‌‌Defenses‌‌section,‌‌anyone‌‌healed‌‌by‌‌something‌‌other‌‌than‌‌Healing‌‌or‌‌Chaos‌‌must‌‌state‌‌“Healed”‌‌when‌‌they‌‌                                       
regain‌ ‌Body‌ ‌Points‌ ‌from‌ ‌one‌ ‌of‌ ‌these‌ ‌unusual‌ ‌effects.‌ ‌ 

Immune‌ ‌to‌ ‌<damage‌ ‌type‌ ‌or‌ ‌Effect>‌ ‌ 
Many‌ ‌creatures‌ ‌are‌ ‌Immune‌ ‌to‌ ‌certain‌ ‌effects.‌ ‌Creatures‌ ‌must‌ ‌call‌ ‌“No‌ ‌Effect”‌ ‌when‌ ‌using‌ ‌this‌ ‌ability.‌‌ ‌  

Immune‌ ‌to‌ ‌<Type>‌ ‌Weapons‌ ‌ 
Some‌ ‌monsters‌ ‌are‌ ‌Immune‌ ‌to‌ ‌certain‌ ‌types‌ ‌of‌ ‌Weapon‌ ‌attacks.‌ ‌Any‌ ‌attack‌ ‌that‌ ‌has‌ ‌the‌ ‌verbal‌ ‌of‌ ‌what‌ ‌the‌ ‌monster‌ ‌is‌‌                                         
Immune‌ ‌to‌ ‌in‌ ‌it‌ ‌will‌ ‌not‌ ‌affect‌ ‌the‌ ‌monster.‌ ‌Examples:‌ ‌ 

Immune‌ ‌to‌ ‌Normal‌ ‌Weapon‌ ‌attacks‌ ‌(example:‌ ‌some‌ ‌lesser‌ ‌Undead)‌ ‌ 

Immune‌ ‌to‌ ‌Normal‌ ‌and‌ ‌Silver‌ ‌Weapon‌ ‌attacks‌ ‌(example:‌ ‌some‌ ‌greater‌ ‌Undead)‌‌ ‌  

Immune‌ ‌to‌ ‌Silver‌ ‌and‌ ‌Magic‌ ‌Weapon‌ ‌attacks‌ ‌(example:‌ ‌some‌ ‌Fey)‌ ‌ 

Some‌ ‌monsters‌ ‌require‌ ‌special‌ ‌Weapons‌ ‌to‌ ‌be‌ ‌affected‌ ‌by‌ ‌a‌ ‌Weapon‌ ‌attack.‌ ‌In‌ ‌these‌ ‌cases,‌ ‌the‌ ‌Weapon‌ ‌attack‌ ‌must‌‌                                     
include‌ ‌the‌ ‌verbal‌ ‌the‌ ‌monster‌ ‌is‌ ‌affected‌ ‌by,‌ ‌or‌ ‌the‌ ‌monster‌ ‌calls‌ ‌“no‌ ‌effect.”‌ ‌Examples:‌ ‌ 

Only‌ ‌affected‌ ‌by‌ ‌Healing,‌ ‌Silver‌ ‌or‌ ‌Magic‌ ‌Weapon‌ ‌attacks.‌ ‌(example:‌ ‌some‌ ‌lesser‌ ‌Undead)‌‌ ‌  

Only‌ ‌affected‌ ‌by‌ ‌Healing‌ ‌or‌ ‌Magic‌ ‌Weapon‌ ‌attacks.‌ ‌(example:‌ ‌some‌ ‌greater‌ ‌Undead)‌ ‌ 

Only‌ ‌affected‌ ‌by‌ ‌Silver‌ ‌Weapon‌ ‌attacks.‌ ‌(example:‌ ‌a‌ ‌werewolf)‌‌ ‌  

Only‌ ‌affected‌ ‌by‌ ‌Normal‌ ‌Weapon‌ ‌attacks.‌ ‌(example:‌ ‌some‌ ‌Fey)‌‌ ‌  

Only‌ ‌affected‌ ‌by‌ ‌Magic‌ ‌Weapon‌ ‌attacks.‌ ‌(example:‌ ‌a‌ ‌bone‌ ‌Construct)‌ ‌ 

Only‌ ‌affected‌ ‌by‌ ‌Magic‌ ‌or‌ ‌Doom‌ ‌Weapon‌ ‌attacks‌ ‌(example:‌ ‌a‌ ‌life‌ ‌elemental)‌ ‌ 

Keep‌‌in‌‌mind‌‌that‌‌damage‌‌types‌‌or‌‌Effects‌‌that‌‌the‌‌monster‌‌might‌‌be‌‌Immune‌‌to‌‌interact‌‌with‌‌Immune‌‌to‌‌<Type>‌‌Weapons.‌‌                                         
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For‌ ‌example,‌ ‌a‌ ‌life‌ ‌elemental‌ ‌that‌ ‌is‌ ‌affected‌ ‌by‌ ‌‌Doom‌ ‌Weapon‌ ‌attacks‌ ‌would‌ ‌still‌ ‌be‌ ‌unaffected‌‌by‌‌a‌‌“10‌‌Poison‌‌Doom”‌‌                                         
attack‌ ‌if‌ ‌it‌ ‌is‌ ‌Immune‌ ‌to‌ ‌Poison.‌ ‌A‌‌creature‌‌that‌‌is‌‌healed‌‌from/by‌‌an‌‌Effect‌‌is‌‌also‌‌Immune‌‌to‌‌that‌‌effect‌‌as‌‌a‌‌Carrier.‌‌For‌‌                                                 
example,‌ ‌a‌ ‌zombie‌ ‌that‌ ‌is‌ ‌Healed‌ ‌by‌ ‌Necromancy‌ ‌would‌ ‌be‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Weapon‌ ‌attack‌ ‌“2‌ ‌Chaos.”‌ ‌ 

Infection‌ ‌ 
Some‌ ‌creatures‌ ‌can‌ ‌Infect‌ ‌helpless‌ ‌victims‌ ‌with‌ ‌material‌ ‌that‌ ‌will‌ ‌turn‌ ‌the‌ ‌person‌ ‌into‌ ‌a‌ ‌version‌ ‌of‌ ‌the‌‌creature.‌‌Unlike‌‌a‌‌                                         
werewolf‌‌or‌‌vampire‌‌curse,‌‌this‌‌is‌‌only‌‌a‌‌physical‌‌transformation‌‌of‌‌the‌‌victim’s‌‌Body.‌‌Players‌‌will‌‌be‌‌told‌‌of‌‌specific‌‌triggers‌‌if‌‌                                           
necessary.‌‌Victims‌‌will‌‌lose‌‌all‌‌memory‌‌of‌‌their‌‌former‌‌lives,‌‌and‌‌the‌‌player‌‌must‌‌follow‌‌the‌‌commands‌‌they‌‌are‌‌given‌‌by‌‌Plot‌‌                                           
until‌ ‌the‌ ‌character‌ ‌is‌ ‌slain.‌ ‌The‌ ‌Spirit‌ ‌may‌ ‌then‌ ‌proceed‌ ‌to‌ ‌be‌ ‌Resurrected‌ ‌as‌ ‌normal.‌ ‌ 

Infection‌‌is‌‌inflicted‌‌just‌‌as‌‌a‌‌‌Killing‌‌Blow,‌‌with‌‌a‌‌count‌‌of‌‌“I‌‌Infect‌‌you‌‌1,‌‌I‌‌Infect‌‌you‌‌2,‌‌I‌‌Infect‌‌you‌‌3.”‌‌An‌‌Infected‌‌character‌‌                                                     
will‌ ‌remain‌ ‌so‌ ‌even‌ ‌if‌ ‌killed‌ ‌and‌ ‌then‌ ‌given‌ ‌a‌ ‌‌Life‌ ‌‌spell.‌ ‌ 

Infection‌ ‌may‌ ‌be‌ ‌removed‌ ‌by‌ ‌various‌ ‌methods‌ ‌depending‌ ‌on‌ ‌the‌ ‌type‌ ‌of‌ ‌Infection.‌ ‌The‌ ‌cure‌ ‌may‌ ‌vary‌ ‌based‌ ‌upon‌ ‌the‌‌                                       
storyline‌ ‌of‌ ‌the‌ ‌event‌ ‌and‌ ‌may‌ ‌possibly‌ ‌be‌ ‌discoverable‌ ‌only‌ ‌through‌ ‌IG‌ ‌methods.‌ ‌A‌ ‌Resurrection‌ ‌will‌ ‌always‌ ‌cure‌ ‌an‌‌                                     
Infection.‌ ‌ 

Innate‌ ‌Pyramid‌ ‌ 
Some‌‌monsters‌‌possess‌‌an‌‌Innate‌‌Pyramid‌‌or‌‌Innate‌‌Pyramids.‌‌This‌‌means‌‌the‌‌monster‌‌does‌‌not‌‌use‌‌a‌‌Spellbook,‌‌but‌‌still‌‌                                       
must‌ ‌choose‌‌spells‌‌and‌‌write‌‌them‌‌down‌‌on‌‌their‌‌Monster‌‌Card‌‌or‌‌get‌‌Tags.‌‌This‌‌also‌‌means‌‌that‌‌the‌‌spell‌‌is‌‌delivered‌‌as‌‌                                             
“Spell‌ ‌<spell‌ ‌name>”‌ ‌instead‌ ‌of‌ ‌the‌ ‌whole‌ ‌incant.‌ ‌Remember‌ ‌that‌ ‌Signature‌ ‌Spells‌ ‌will‌ ‌always‌‌be‌‌delivered‌‌as‌‌their‌‌base‌‌                                     
Effect‌ ‌when‌ ‌used‌‌this‌‌way‌‌—‌‌for‌‌example,‌‌a‌‌4th‌‌level‌‌‌Evocation‌‌Bolt‌‌‌delivered‌‌from‌‌an‌‌Innate‌‌Pyramid‌‌as‌‌Stone‌‌would‌‌be‌‌                                           
called‌ ‌as‌ ‌“20‌ ‌Spell‌ ‌Stone.”‌ ‌ 

If‌ ‌a‌ ‌monster‌ ‌has‌ ‌additional‌ ‌PC‌ ‌Skills,‌ ‌additional‌ ‌PC‌ ‌spell‌ ‌pyramids‌ ‌are‌ ‌‌not‌ ‌‌innate.‌ ‌ 

Innate‌ ‌Reflect‌ ‌Spell‌ ‌ 
A‌ ‌monster‌ ‌with‌ ‌this‌ ‌Skill‌ ‌will‌ ‌reflect‌ ‌all‌ ‌Spell‌ ‌Qualifier‌ ‌attacks.‌ ‌Some‌ ‌monsters‌ ‌have‌ ‌weaknesses‌ ‌to‌ ‌particular‌ ‌spells‌ ‌and‌‌                                     
cannot‌‌reflect‌‌those‌‌particular‌‌spells,‌‌which‌‌will‌‌be‌‌noted‌‌on‌‌the‌‌Monster‌‌Card.‌‌A‌‌monster‌‌with‌‌this‌‌Skill‌‌may‌‌choose‌‌to‌‌accept‌‌                                           
Touch-Cast‌ ‌spells‌ ‌but‌ ‌will‌ ‌always‌ ‌Reflect‌ ‌thrown‌ ‌spells.‌ ‌When‌ ‌this‌ ‌ability‌ ‌is‌ ‌triggered,‌ ‌the‌ ‌user‌ ‌must‌ ‌call‌ ‌“Reflect.”‌ ‌ 

Massive‌ ‌ 
Some‌‌creatures‌‌swing‌‌for‌‌Massive.‌‌This‌‌Weapon‌‌Carrier‌‌represents‌‌an‌‌attack‌‌with‌‌immense‌‌strength‌‌behind‌‌it,‌‌so‌‌much‌‌so‌‌                                     
that‌ ‌most‌ ‌protective‌ ‌abilities‌ ‌cannot‌ ‌stop‌ ‌it.‌ ‌ 

An‌‌attack‌‌made‌‌with‌‌the‌‌Massive‌‌Carrier‌‌will‌‌cause‌‌damage‌‌even‌‌if‌‌it‌‌is‌‌physically‌‌blocked‌‌by‌‌a‌‌Weapon‌‌or‌‌Shield.‌‌A‌‌‌Parry‌‌‌or‌‌                                               
Intercept‌ ‌‌will‌‌not‌‌stop‌‌the‌‌damage,‌‌though‌‌these‌‌Skills‌‌may‌‌be‌‌used‌‌to‌‌take‌‌the‌‌damage‌‌on‌‌behalf‌‌of‌‌another‌‌character‌‌as‌‌                                           
normal.‌ ‌Massive‌ ‌will‌ ‌still‌ ‌take‌ ‌away‌ ‌Armor‌ ‌Points‌ ‌before‌ ‌Body‌ ‌Points‌ ‌and‌ ‌may‌ ‌be‌ ‌negated‌ ‌by‌ ‌‌Evade‌ ‌‌(with‌ ‌its‌ ‌normal‌‌                                       
constraints‌ ‌still‌ ‌applying),‌ ‌‌Dodge‌,‌ ‌or‌ ‌Phase.‌ ‌ 

The‌‌Massive‌‌Carrier‌‌will‌‌affect‌‌other‌‌defensive‌‌abilities‌‌in‌‌different‌‌manners‌‌depending‌‌on‌‌the‌‌ability.‌‌An‌‌expendable‌‌defense‌‌                                   
such‌ ‌as‌ ‌‌Weapon‌ ‌Shield‌ ‌‌will‌ ‌not‌ ‌stop‌‌the‌‌attack‌‌but‌‌will‌‌still‌‌be‌‌lost.‌‌In‌‌this‌‌case,‌‌“‌Weapon‌‌Shield‌,‌‌taken”‌‌should‌‌be‌‌called.‌‌                                             
Defenses‌‌which‌‌are‌‌not‌‌expendable‌‌(such‌‌as‌‌‌Prison‌‌‌or‌‌‌Threshold‌)‌‌will‌‌not‌‌stop‌‌a‌‌Massive‌‌attack‌‌but‌‌will‌‌not‌‌themselves‌‌be‌‌                                         
taken‌ ‌down‌ ‌by‌ ‌the‌ ‌blow.‌ ‌ 

Natural‌ ‌Armor‌ ‌ 
Some‌ ‌monsters‌ ‌have‌ ‌skin‌ ‌that‌ ‌acts‌ ‌like‌ ‌armor.‌ ‌It‌ ‌can‌ ‌be‌ ‌refit‌ ‌in‌ ‌sixty‌ ‌seconds.‌ ‌This‌ ‌action‌ ‌requires‌ ‌Focus.‌ ‌ 

Creatures‌ ‌with‌ ‌Natural‌ ‌Armor‌ ‌who‌ ‌are‌ ‌wearing‌ ‌another‌ ‌source‌ ‌of‌ ‌armor‌ ‌(such‌ ‌as‌ ‌a‌ ‌physical‌ ‌suit‌ ‌or‌ ‌Arcane‌ ‌Armor)‌ ‌must‌‌                                       
choose‌‌one‌‌and‌‌only‌‌one‌‌source‌‌of‌‌Armor‌‌to‌‌use‌‌at‌‌a‌‌time;‌‌switching‌‌will‌‌require‌‌a‌‌full‌‌Refit.‌‌Natural‌‌Armor‌‌is‌‌not‌‌subject‌‌to‌‌                                                 
the‌ ‌restrictions‌ ‌for‌ ‌physical‌ ‌armor.‌ ‌ 
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Note‌ ‌that‌ ‌a‌ ‌‌Shatter‌ ‌‌Armor‌ ‌effect‌ ‌will‌ ‌reduce‌ ‌a‌ ‌suit‌ ‌of‌ ‌Natural‌ ‌Armor‌ ‌to‌ ‌0‌ ‌Armor‌ ‌Points‌ ‌until‌‌it‌‌undergoes‌‌Refit,‌‌just‌‌like‌‌a‌‌                                               
physical‌ ‌suit‌ ‌of‌ ‌armor.‌ ‌ 

Non-Corporeal‌ ‌Form‌ ‌ 
Some‌‌monsters‌‌are‌‌non-corporeal,‌‌having‌‌no‌‌physical‌‌form‌‌but‌‌composed‌‌mainly‌‌of‌‌magic‌‌or‌‌energy.‌‌While‌‌they‌‌are‌‌in‌‌this‌‌                                       
form,‌ ‌they‌ ‌are‌ ‌Immune‌‌to‌‌Normal‌‌Weapons,‌‌and‌‌cannot‌‌be‌‌affected‌‌by‌‌most‌‌magics.‌‌They‌‌may‌‌move‌‌at‌‌a‌‌normal‌‌walking‌‌                                         
rate‌‌and‌‌may‌‌pass‌‌through‌‌objects‌‌if‌‌the‌‌object‌‌is‌‌not‌‌living‌‌matter‌‌(wooden‌‌walls‌‌are‌‌fine,‌‌but‌‌trees‌‌are‌‌living‌‌and‌‌cannot‌‌be‌‌                                               
passed‌ ‌through).‌ ‌ 

While‌‌walking‌‌through‌‌an‌‌object,‌‌they‌‌may‌‌not‌‌change‌‌directions.‌‌They‌‌cannot‌‌float‌‌down‌‌through‌‌floors,‌‌walk‌‌through‌‌walls‌‌                                     
at‌ ‌an‌ ‌angle,‌ ‌nor‌ ‌stop‌ ‌inside‌‌a‌‌wall‌‌or‌‌walk‌‌backwards‌‌through‌‌a‌‌wall.‌‌They‌‌cannot‌‌fly‌‌or‌‌move‌‌up‌‌through‌‌an‌‌object.‌‌They‌‌                                               
cannot‌ ‌pick‌ ‌up,‌ ‌carry‌ ‌or‌ ‌move‌ ‌objects‌ ‌they‌ ‌aren’t‌ ‌already‌ ‌carrying.‌ ‌ 

Phase‌ ‌ 
Some‌ ‌creatures‌ ‌can‌ ‌become‌ ‌incorporeal‌ ‌for‌ ‌an‌ ‌instant,‌ ‌negating‌ ‌an‌ ‌attack‌ ‌as‌ ‌the‌ ‌‌Dodge‌ ‌‌Skill,‌ ‌and‌ ‌announcing‌ ‌“Phase.”‌‌                                   
Unlike‌ ‌‌Dodge‌,‌ ‌Phase‌ ‌can‌ ‌be‌ ‌used‌ ‌even‌ ‌if‌ ‌the‌ ‌creature‌ ‌is‌ ‌completely‌ ‌immobilized,‌ ‌such‌ ‌as‌ ‌if‌ ‌in‌ ‌a‌ ‌‌Web‌ ‌‌or‌ ‌a‌ ‌‌Paralysis‌.‌ ‌ 

Reduced‌ ‌Damage‌ ‌or‌ ‌Timer‌ ‌ 
Some‌ ‌monsters‌ ‌Reduce‌ ‌Damage,‌ ‌meaning‌ ‌they‌ ‌take‌ ‌less‌ ‌than‌ ‌full‌ ‌damage‌ ‌from‌ ‌physical‌ ‌Weapons‌ ‌or‌‌specified‌‌types‌‌of‌‌                                   
damage.‌ ‌Some‌ ‌monsters‌ ‌even‌ ‌take‌ ‌a‌ ‌maximum‌ ‌amount‌ ‌of‌ ‌damage‌ ‌from‌ ‌every‌ ‌hit:‌ ‌a‌ ‌Damage‌ ‌Cap.‌‌ ‌  

Similarly,‌‌some‌‌monsters‌‌may‌‌be‌‌affected‌‌by‌‌certain‌‌debilitating‌‌attacks‌‌for‌‌less‌‌time‌‌than‌‌usual;‌‌for‌‌example,‌‌a‌‌strong-willed‌‌                                     
Goblin‌ ‌King‌ ‌might‌ ‌have‌ ‌Reduced‌ ‌Timer‌ ‌for‌ ‌all‌ ‌Command‌ ‌Effects‌ ‌to‌ ‌last‌ ‌only‌ ‌10‌ ‌seconds.‌ ‌ 

The‌ ‌Cast‌ ‌Member‌ ‌must‌ ‌call‌ ‌“Reduced”‌ ‌when‌ ‌using‌ ‌this‌ ‌ability.‌ ‌ 

Regeneration‌ ‌ 
Some‌ ‌creatures‌ ‌can‌ ‌regenerate‌ ‌Body‌ ‌Points‌ ‌by‌ ‌spending‌ ‌Focus‌ ‌time‌ ‌to‌ ‌use‌ ‌Regeneration.‌ ‌The‌ ‌time‌ ‌it‌ ‌takes‌ ‌to‌ ‌use‌‌                                     
Regeneration‌ ‌is‌ ‌most‌ ‌often‌ ‌one‌ ‌minute,‌ ‌but‌ ‌this‌ ‌may‌ ‌vary‌ ‌from‌ ‌creature‌ ‌to‌ ‌creature.‌ ‌ 

Much‌‌like‌‌Refitting‌‌armor,‌‌if‌‌the‌‌time‌‌to‌‌use‌‌Regeneration‌‌is‌‌interrupted‌‌by‌‌an‌‌attack‌‌or‌‌a‌‌spell‌‌that‌‌affects‌‌the‌‌creature,‌‌the‌‌                                             
Regeneration‌ ‌must‌ ‌begin‌ ‌again.‌ ‌If‌ ‌the‌ ‌process‌ ‌is‌ ‌completed,‌ ‌then‌ ‌the‌ ‌creature‌ ‌regains‌ ‌all‌ ‌lost‌ ‌Body‌ ‌Points.‌ ‌ 

Renew‌ ‌Skills‌ ‌ 
This‌‌ability‌‌allows‌‌a‌‌creature‌‌to‌‌regain‌‌one‌‌or‌‌more‌‌abilities‌‌or‌‌Skills‌‌that‌‌have‌‌limited‌‌uses‌‌by‌‌fulfilling‌‌some‌‌condition‌‌defined‌‌                                           
by‌ ‌that‌ ‌creature’s‌ ‌Monster‌ ‌Card.‌‌ ‌  

The‌ ‌most‌ ‌common‌ ‌condition‌ ‌is‌ ‌to‌ ‌take‌ ‌a‌ ‌minute‌ ‌of‌ ‌Focus‌ ‌to‌ ‌Renew‌‌the‌‌ability.‌‌Much‌‌like‌‌Refitting‌‌armor,‌‌any‌‌interruption‌‌                                         
prevents‌ ‌the‌ ‌Skill‌ ‌or‌ ‌abilities‌‌from‌‌returning.‌‌Some‌‌creatures‌‌may‌‌also‌‌Renew‌‌Skills‌‌when‌‌entering‌‌an‌‌area‌‌or‌‌even‌‌if‌‌they‌‌                                         
use‌ ‌another‌ ‌power‌ ‌like‌ ‌‌Revive‌.‌ ‌ 

Resist‌ ‌<Type>‌ ‌ 
This‌ ‌defense‌ ‌(Smart‌ ‌‌Resist‌ ‌‌Guard)‌ ‌ability‌ ‌is‌ ‌similar‌ ‌to‌ ‌a‌ ‌‌Species‌ ‌Resist‌ ‌‌Skill.‌ ‌  

Revive‌ ‌ 
A‌‌creature‌‌with‌‌this‌‌Skill‌‌can‌‌rise‌‌back‌‌up‌‌from‌‌being‌‌reduced‌‌to‌‌0‌‌or‌‌-1‌‌Body‌‌Points‌‌after‌‌five‌‌minutes.‌‌Instead‌‌of‌‌dissipating‌‌                                               
and‌ ‌going‌ ‌to‌ ‌Resurrect,‌ ‌the‌ ‌creature‌ ‌rises‌ ‌with‌ ‌full‌ ‌Body‌ ‌Points.‌ ‌ 

The‌‌creature‌‌will‌‌either‌‌have‌‌a‌‌limited‌‌number‌‌of‌‌uses‌‌of‌‌this‌‌ability‌‌or‌‌there‌‌will‌‌be‌‌some‌‌special‌‌method‌‌of‌‌preventing‌‌the‌‌                                             
creature‌ ‌from‌ ‌using‌ ‌Revive;‌ ‌for‌‌example,‌‌some‌‌creatures‌‌can‌‌be‌‌prevented‌‌from‌‌using‌‌this‌‌Skill‌‌by‌‌applying‌‌a‌‌‌Killing‌‌Blow‌‌                                       
with‌ ‌Silver‌ ‌damage.‌ ‌ 
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Rift‌ ‌ 
Some‌‌creatures‌‌can‌‌open‌‌a‌‌Rift‌‌to‌‌another‌‌plane‌‌or‌‌time‌‌to‌‌allow‌‌for‌‌entrance‌‌or‌‌exit.‌‌This‌‌is‌‌a‌‌three-count‌‌Counted‌‌Action:‌‌“I‌‌                                               
Rift‌‌in‌‌one,‌‌I‌‌Rift‌‌in‌‌two,I‌‌Rift‌‌in‌‌three.”‌‌When‌‌Rifting,‌‌the‌‌creature‌‌may‌‌also‌‌be‌‌able‌‌to‌‌take‌‌items‌‌and‌‌others‌‌along,‌‌sometimes‌‌                                                 
even‌ ‌against‌ ‌their‌ ‌will.‌ ‌ 

A‌‌creature‌‌must‌‌be‌‌conscious,‌‌able‌‌to‌‌make‌‌decisions,‌‌and‌‌not‌‌completely‌‌immobilized‌‌to‌‌use‌‌Rift.‌‌Opting‌‌to‌‌expend‌‌a‌‌Smart‌‌                                         
defense‌ ‌while‌ ‌Rifting‌‌ ‌‌will‌ ‌interrupt‌ ‌the‌ ‌Rift,‌ ‌as‌ ‌will‌ ‌losing‌ ‌Game‌ ‌Abilities.‌ ‌ 

Scenting‌ ‌ 
Kyn‌ ‌and‌ ‌creatures‌ ‌with‌ ‌this‌ ‌ability‌ ‌can‌ ‌discern‌ ‌the‌ ‌presence‌ ‌of‌ ‌‌Alchemy‌‌‌by‌‌examining‌‌a‌‌target‌‌via‌‌a‌‌three-count‌‌Counted‌‌                                       
Action.‌‌This‌‌will‌‌not‌‌determine‌‌the‌‌nature‌‌of‌‌any‌‌substance‌‌that‌‌is‌‌present.‌‌Out‌‌of‌‌combat,‌‌the‌‌user‌‌may‌‌ask‌‌the‌‌Plot‌‌Team‌‌to‌‌                                               
take‌ ‌‌Scenting‌‌ ‌into‌ ‌consideration‌ ‌when‌ ‌distributing‌ ‌information,‌ ‌although‌ ‌nothing‌ ‌is‌ ‌guaranteed.‌ ‌ 

Suicide‌ ‌Ability‌ ‌ 
Some‌‌creatures‌‌can‌‌destroy‌‌themselves.‌‌‌Suicide‌‌Ability‌‌is‌‌the‌‌equivalent‌‌of‌‌a‌‌‌Killing‌‌Blow‌.‌‌In‌‌some‌‌cases,‌‌it‌‌can‌‌be‌‌triggered‌‌                                         
by‌ ‌a‌ ‌Group‌ ‌Mind‌ ‌even‌ ‌if‌ ‌the‌ ‌creature‌ ‌itself‌ ‌is‌ ‌incapacitated.‌ ‌ 

Superhuman‌ ‌Strength‌ ‌ 
Any‌‌creature‌‌with‌‌‌Superhuman‌‌Strength‌‌(also‌‌called‌‌‌Monster‌‌Strength‌)‌‌can‌‌do‌‌more‌‌damage‌‌with‌‌all‌‌Weapons.‌‌The‌‌amount‌‌                                   
of‌ ‌‌Superhuman‌ ‌Strength‌‌ ‌will‌ ‌be‌ ‌defined‌ ‌by‌ ‌a‌ ‌number‌ ‌on‌ ‌the‌ ‌Monster‌ ‌Card;‌ ‌it‌ ‌represents‌ ‌a‌ ‌greater‌ ‌level‌ ‌of‌ ‌might‌ ‌than‌ ‌‌Endow‌.‌ ‌ 

This‌ ‌number‌ ‌will‌ ‌be‌ ‌added‌ ‌to‌ ‌all‌ ‌damage‌ ‌swings‌ ‌by‌ ‌the‌ ‌monster‌ ‌regardless‌ ‌of‌ ‌whether‌ ‌it‌ ‌is‌ ‌using‌ ‌a‌ ‌One-Handed‌ ‌or‌‌                                         
Two-Handed‌ ‌Weapon.‌ ‌ 

This‌ ‌ability‌ ‌can‌ ‌also‌ ‌be‌ ‌used‌‌to‌‌move‌‌quickly‌‌with‌‌an‌‌Unconscious‌‌or‌‌debilitated‌‌creature‌‌for‌‌five‌‌seconds,‌‌after‌‌which‌‌the‌‌                                         
user‌ ‌must‌ ‌slowly‌ ‌walk‌ ‌for‌ ‌five‌ ‌seconds‌ ‌before‌ ‌it‌ ‌can‌ ‌again‌ ‌move‌ ‌quickly‌ ‌with‌ ‌the‌ ‌other‌ ‌creature.‌ ‌ 

Creatures‌‌with‌‌this‌‌ability‌‌‌may‌‌also‌‌throw‌‌boulders‌‌and‌‌smash‌‌down‌‌doors.‌‌Walls‌‌may‌‌never‌‌be‌‌smashed.‌‌Additionally,‌‌this‌‌                                     
ability‌ ‌can‌ ‌be‌ ‌used‌ ‌to‌ ‌perform‌ ‌certain‌ ‌limited‌ ‌roleplaying‌ ‌tasks.‌ ‌It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌throw‌ ‌other‌ ‌creatures‌ ‌or‌ ‌jump‌ ‌long‌‌                                         
distances.‌ ‌ 

Swarmed‌ ‌By‌ ‌<number>:‌ ‌<ability>‌ ‌ 
Any‌ ‌Monster‌ ‌Card‌ ‌with‌ ‌this‌ ‌ability‌ ‌allows‌ ‌Cast‌ ‌to‌ ‌use‌ ‌the‌ ‌named‌ ‌ability‌ ‌when‌ ‌they‌ ‌are‌ ‌actively‌ ‌engaged‌ ‌(meaning‌‌                                     
approximately‌‌10-foot‌‌range‌‌unless‌‌otherwise‌‌defined‌‌locally)‌‌by‌‌<number>‌‌or‌‌more‌‌foes.‌‌For‌‌example,‌‌“Swarmed‌‌by‌‌4:‌‌‌Spell‌‌                                   
Doom‌ ‌by‌ ‌Weapon”‌ ‌would‌ ‌allow‌ ‌the‌ ‌Cast‌ ‌to‌‌swing‌‌for‌‌“‌Spell‌‌Doom‌”‌‌with‌‌their‌‌Weapons‌‌so‌‌long‌‌as‌‌4‌‌or‌‌more‌‌enemies‌‌are‌‌                                             
within‌ ‌approximately‌ ‌10‌ ‌feet.‌ ‌The‌ ‌named‌ ‌ability‌ ‌may‌ ‌alternately‌ ‌be‌ ‌called‌ ‌by‌ ‌OOG‌ ‌Marshals‌ ‌in‌ ‌the‌ ‌fight.‌ ‌ 

When‌‌this‌‌ability‌‌is‌‌triggered,‌‌the‌‌player‌‌must‌‌verbalize‌‌“Swarmed”‌‌before‌‌using‌‌any‌‌Swarmed‌‌By‌‌abilities.‌‌If‌‌the‌‌player‌‌is‌‌not‌‌                                         
going‌ ‌to‌ ‌use‌ ‌these‌ ‌abilities,‌ ‌they‌ ‌need‌ ‌not‌ ‌call‌ ‌it.‌ ‌“Swarmed”‌‌is‌‌called‌‌only‌‌once‌‌even‌‌if‌‌multiple‌‌Swarmed‌‌By‌‌abilities‌‌are‌‌                                           
used‌‌in‌‌a‌‌row,‌‌though‌‌courtesy‌‌calls‌‌are‌‌welcome.‌‌“Swarmed”‌‌would‌‌need‌‌to‌‌be‌‌called‌‌again‌‌if‌‌the‌‌flow‌‌of‌‌combat‌‌changes‌‌                                           
such‌ ‌that‌ ‌the‌ ‌Cast‌ ‌becomes‌ ‌‘disengaged’‌ ‌by‌ ‌enough‌ ‌players‌ ‌but‌ ‌then‌ ‌later‌ ‌in‌ ‌the‌ ‌same‌ ‌combat‌ ‌this‌ ‌ability‌ ‌is‌ ‌triggered‌ ‌again.‌ ‌ 

Threshold‌ ‌ 
Some‌‌monsters‌‌ignore‌‌attacks‌‌that‌‌do‌‌less‌‌than‌‌or‌‌equal‌‌to‌‌a‌‌specified‌‌amount‌‌of‌‌damage.‌‌A‌‌monster‌‌with‌‌a‌‌threshold‌‌of‌‌10,‌‌                                             
for‌ ‌instance,‌ ‌would‌ ‌only‌ ‌be‌ ‌affected‌ ‌by‌ ‌damage‌ ‌of‌ ‌11‌ ‌or‌ ‌more.‌ ‌ 

Dumb‌‌Defenses‌‌are‌‌triggered‌‌and‌‌Armor‌‌Points‌‌are‌‌reduced‌‌by‌‌damage‌‌normally;‌‌Threshold‌‌only‌‌applies‌‌to‌‌the‌‌Body‌‌Points‌‌                                     
of‌ ‌a‌ ‌monster.‌ ‌A‌‌ ‌Killing‌ ‌Blow‌ ‌‌always‌ ‌goes‌ ‌through‌ ‌a‌ ‌Threshold‌.‌‌ ‌  

When‌‌hit,‌‌the‌‌Cast‌‌Member‌‌will‌‌call‌‌“No‌‌Effect”‌‌to‌‌indicate‌‌that‌‌the‌‌attack‌‌is‌‌connecting‌‌it‌‌but‌‌does‌‌not‌‌seem‌‌to‌‌be‌‌harming‌‌                                               
the‌‌monster.‌‌Damage‌‌by‌‌attacks‌‌above‌‌the‌‌Threshold,‌‌is‌‌taken‌‌fully.‌‌Some‌‌monsters‌‌have‌‌a‌‌Reverse‌‌Threshold‌‌applying‌‌to‌‌                                     
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any‌ ‌damage‌ ‌above‌‌ ‌‌a‌ ‌specified‌ ‌amount.‌ ‌ 

Vengeance‌ ‌ 
Delving‌ ‌deep‌ ‌into‌ ‌potent‌ ‌magic,‌‌some‌‌creatures‌‌inflict‌‌Vengeance‌‌damage.‌‌This‌‌Effect‌‌may‌‌not‌‌be‌‌avoided‌‌or‌‌mitigated‌‌in‌‌                                     
any‌‌way;‌‌it‌‌is‌‌taken‌‌no‌‌matter‌‌what‌‌Skills‌‌or‌‌abilities‌‌are‌‌used‌‌against‌‌it.‌‌This‌‌includes‌‌all‌‌defenses,‌‌even‌‌Phase‌‌or‌‌‌Resolute‌;‌‌                                             
Reduction‌‌and‌‌Immunities.‌‌This‌‌should‌‌never‌‌use‌‌physical-delivery‌‌or‌‌Packet-delivery,‌‌but‌‌instead‌‌‌only‌‌in‌‌reaction‌‌to‌‌a‌‌‌Killing‌‌                                   
Blow‌ ‌‌or‌ ‌through‌ ‌powerful‌ ‌Ritual‌ ‌Spells‌.‌‌ ‌ ‌    
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Chapter‌ ‌VIII:‌ ‌Mental‌ ‌Abilities‌ ‌ 
Some‌ ‌species‌ ‌in‌ ‌REFUGE‌ ‌can‌ ‌interact‌ ‌with‌ ‌the‌ ‌minds‌ ‌of‌ ‌others‌‌in‌‌specific‌‌ways.‌‌These‌‌abilities‌‌are‌‌considered‌‌Roleplay‌‌                                     
Only‌ ‌and‌ ‌require‌ ‌OOG‌ ‌consent‌‌from‌‌all‌‌players‌‌(not‌‌characters)‌‌involved.‌‌Consent‌‌must‌‌be‌‌established‌‌before‌‌any‌‌Mental‌‌                                   
Ability‌‌scene‌‌begins.‌‌Any‌‌boundaries‌‌that‌‌are‌‌set‌‌or‌‌stated‌‌terms‌‌that‌‌are‌‌communicated‌‌during‌‌the‌‌consent‌‌phase‌‌must‌‌be‌‌                                       
respected.‌ ‌If‌ ‌consent‌ ‌is‌ ‌not‌ ‌given‌ ‌by‌ ‌any‌ ‌player,‌ ‌the‌ ‌use‌ ‌of‌ ‌the‌ ‌Mental‌ ‌Ability‌ ‌scene‌ ‌may‌ ‌not‌ ‌go‌ ‌forward.‌ ‌One‌‌aspect‌‌of‌                                             
consent‌‌that‌‌must‌‌be‌‌established‌‌is‌‌whether‌‌or‌‌not‌‌touch‌‌will‌‌be‌‌allowed;‌‌if‌‌not,‌‌roleplay‌‌within‌‌approximately‌‌five‌‌feet‌‌of‌‌each‌‌                                           
other‌ ‌(for‌ ‌example,‌ ‌by‌ ‌pantomiming‌ ‌contact‌ ‌or‌ ‌meeting‌ ‌gazes.)‌ ‌ 

Mental‌‌Abilities‌‌proceed‌‌as‌‌an‌‌OOG‌‌discussion‌‌between‌‌an‌‌initiator‌‌and‌‌a‌‌recipient‌‌about‌‌what‌‌occurs‌‌in‌‌the‌‌recipient’s‌‌mind.‌‌                                       
This‌‌conversation‌‌should‌‌be‌‌performed‌‌quietly,‌‌but‌‌it‌‌is‌‌up‌‌to‌‌the‌‌participating‌‌players‌‌to‌‌ensure‌‌that‌‌all‌‌other‌‌nearby‌‌players‌‌                                         
know‌ ‌that‌ ‌this‌ ‌is‌ ‌an‌ ‌OOG‌ ‌conversation. ‌ ‌ 

To‌‌begin‌‌using‌‌a‌‌Mental‌‌Ability‌‌IG,‌‌the‌‌initiating‌‌character‌‌must‌‌have‌‌access‌‌to‌‌that‌‌Mental‌‌Ability,‌‌and‌‌(if‌‌granted‌‌consent)‌‌be‌‌                                           
touching‌ ‌the‌ ‌recipient‌ ‌character‌ ‌and‌ ‌Focusing,‌ ‌usually‌ ‌with‌‌roleplay‌‌such‌‌as‌‌looking‌‌into‌‌the‌‌recipient’s‌‌eyes‌‌or‌‌by‌‌closing‌‌                                     
their‌‌own.‌‌The‌‌recipient‌‌may‌‌be‌‌Unconscious‌‌or‌‌otherwise‌‌unable‌‌to‌‌use‌‌Game‌‌Abilities.‌‌OOG‌‌consent‌‌is‌‌required‌‌even‌‌when‌‌                                       
the‌ ‌recipient‌ ‌is‌ ‌IG‌ ‌Unconscious‌ ‌or‌ ‌unable‌ ‌to‌ ‌communicate.‌ ‌ 

Additionally,‌‌the‌‌initiator‌‌must‌‌have‌‌the‌‌potential‌‌capacity‌‌to‌‌make‌‌physical‌‌contact‌‌with‌‌the‌‌recipient:‌‌Mental‌‌Abilities‌‌cannot‌‌                                   
be‌ ‌used‌ ‌through‌ ‌a‌ ‌‌Prison‌ ‌‌or‌ ‌similar‌ ‌barrier.‌ ‌  

When‌‌beginning‌‌the‌‌use‌‌of‌‌a‌‌mental‌‌ability‌‌IG,‌‌(after‌‌OOG‌‌consent‌‌to‌‌proceed‌‌has‌‌been‌‌established)‌‌the‌‌initiating‌‌character‌‌                                       
should‌‌verbalize‌‌something‌‌like‌‌“I‌‌attempt‌‌to‌‌enter‌‌your‌‌mind”,‌‌to‌‌which‌‌the‌‌recipient‌‌character‌‌usually‌‌replies‌‌with‌‌“Accepted”‌‌                                     
or‌ ‌“Refused”.‌‌ ‌  

The‌ ‌recipient‌ ‌player‌ ‌may‌ ‌decide‌ ‌at‌ ‌any‌‌time‌‌to‌‌revoke‌‌their‌‌consent‌‌to‌‌the‌‌roleplay‌‌Mental‌‌Ability‌‌use.‌‌The‌‌roleplay‌‌scene‌‌                                         
involving‌ ‌Mental‌ ‌Abilities‌ ‌must‌ ‌be‌ ‌ended‌ ‌immediately‌ ‌upon‌ ‌the‌ ‌recipient‌ ‌communicating‌ ‌a‌ ‌revocation‌ ‌of‌ ‌consent‌ ‌to‌ ‌the‌‌                                 
initiator.‌‌If‌‌there‌‌are‌‌any‌‌lasting‌‌Effects‌‌on‌‌the‌‌recipient‌‌due‌‌to‌‌Mental‌‌Abilities‌‌after‌‌the‌‌scene‌‌is‌‌completed,‌‌the‌‌recipient‌‌may‌‌                                           
decide‌ ‌unilaterally‌ ‌at‌ ‌any‌ ‌time‌ ‌that‌ ‌these‌ ‌Effects‌ ‌no‌ ‌longer‌ ‌affect‌ ‌their‌ ‌character.‌ ‌ 

The‌‌fundamental‌‌rule‌‌of‌‌Mental‌‌Abilities‌‌is‌‌this:‌‌no‌‌player‌‌is‌‌ever‌‌required‌‌to‌‌participate‌‌in‌‌roleplay‌‌with‌‌Mental‌‌Abilities‌‌or‌‌to‌‌                                           
continue‌‌being‌‌affected‌‌by‌‌any‌‌result‌‌of‌‌Mental‌‌Abilities.‌‌Any‌‌player‌‌may‌‌opt‌‌out‌‌at‌‌any‌‌time‌‌from‌‌being‌‌the‌‌recipient‌‌of‌‌the‌‌                                             
effects‌ ‌of‌ ‌the‌ ‌abilities‌ ‌below.‌ ‌ 

Mental‌ ‌Power‌ ‌Level‌ ‌ 
Some‌‌abilities‌‌have‌‌effects‌‌that‌‌differ‌‌based‌‌on‌‌the‌‌initiator’s‌‌Mental‌‌Power‌‌Level.‌‌A‌‌character’s‌‌Mental‌‌Power‌‌Level‌‌is‌‌equal‌‌                                       
to‌ ‌the‌ ‌amount‌ ‌of‌ ‌XP‌ ‌they‌ ‌have‌ ‌spent‌ ‌on‌ ‌Species‌ ‌Skills.‌ ‌When‌ ‌using‌ ‌an‌ ‌ability‌ ‌that‌ ‌depends‌ ‌on‌‌Mental‌‌Power‌‌Level,‌‌the‌‌                                           
initiator‌‌must‌‌inform‌‌the‌‌recipient‌‌of‌‌what‌‌Mental‌‌Power‌‌Level‌‌they‌‌are‌‌using‌‌OOG.‌‌An‌‌initiator‌‌may‌‌always‌‌perform‌‌an‌‌ability‌‌                                         
at‌‌a‌‌lower‌‌Mental‌‌Power‌‌Level‌‌than‌‌they‌‌are‌‌capable‌‌of.‌‌Example:‌‌A‌‌Stone‌‌Elf‌‌has‌‌purchased‌‌‌Resist‌‌Command‌‌3‌‌times‌‌and‌‌                                           
Break‌ ‌Command‌ ‌2‌ ‌times,‌ ‌thus‌ ‌the‌ ‌character’s‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌is‌ ‌16‌ ‌(4‌ ‌XP‌ ‌*‌ ‌3‌ ‌‌Resist‌ ‌Commands‌ ‌+‌ ‌2‌ ‌XP‌‌*‌‌2‌‌‌Break‌‌                                               
Commands‌).‌ ‌ 

Mental‌‌Abilities‌‌are‌‌not‌‌Skills‌‌and‌‌are‌‌not‌‌purchased‌‌directly.‌‌Instead,‌‌the‌‌Level‌‌of‌‌a‌‌character‌‌and‌‌their‌‌Mental‌‌Power‌‌Level‌‌                                         
determine‌ ‌the‌ ‌Mental‌ ‌Abilities‌ ‌they‌ ‌can‌ ‌access.‌ ‌For‌ ‌example,‌ ‌to‌ ‌use‌ ‌Remove‌ ‌Emotions,‌ ‌a‌ ‌Stone‌ ‌Elf‌‌must‌‌have‌‌a‌‌Mental‌‌                                       
Power‌ ‌Level‌ ‌of‌ ‌6‌ ‌and‌ ‌have‌ ‌at‌ ‌least‌ ‌50‌ ‌total‌ ‌XP.‌ ‌ 

Mental‌‌Abilities‌‌are‌‌separated‌‌into‌‌three‌‌types:‌‌General,‌‌Emotional‌‌Manipulation,‌‌and‌‌Memory‌‌Manipulation.‌‌All‌‌species‌‌with‌‌                               
Mental‌‌Abilities‌‌have‌‌access‌‌to‌‌General‌‌Abilities,‌‌Stone‌‌Elves‌‌get‌‌access‌‌to‌‌Emotional‌‌Manipulation,‌‌and‌‌Avana‌‌get‌‌access‌‌                                   
to‌ ‌Memory‌ ‌Manipulation.‌ ‌Cast‌ ‌may‌ ‌have‌ ‌access‌ ‌to‌ ‌any‌ ‌set‌ ‌of‌ ‌Mental‌ ‌Abilities,‌ ‌determined‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Mental‌ ‌Abilities‌ ‌cannot‌ ‌be‌‌used‌‌to‌‌circumvent‌‌any‌‌non-Mental‌‌Ability‌‌roleplay‌‌effect.‌‌For‌‌example,‌‌you‌‌may‌‌not‌‌restore‌‌the‌‌                                     
memory‌‌gap‌‌created‌‌by‌‌an‌‌‌Amnesia‌‌‌effect,‌‌nor‌‌may‌‌you‌‌use‌‌Mental‌‌Abilities‌‌to‌‌detect,‌‌countermand,‌‌or‌‌otherwise‌‌get‌‌around‌‌                                       
the‌‌‌Enslavement‌‌‌effect.‌‌Mental‌‌Abilities‌‌can‌‌only‌‌be‌‌used‌‌on‌‌the‌‌recipient‌‌mind‌‌by‌‌the‌‌initiator’s‌‌mind,‌‌unless‌‌otherwise‌‌noted‌‌                                       
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in‌ ‌the‌ ‌ability‌ ‌description.‌ ‌ 

A‌‌scene‌‌involving‌‌Mental‌‌Abilities‌‌can‌‌last‌‌as‌‌long‌‌as‌‌the‌‌participants‌‌desire,‌‌from‌‌a‌‌few‌‌seconds‌‌to‌‌communicate‌‌something‌‌                                       
in‌ ‌secret‌ ‌conversation‌ ‌through‌ ‌‌Mind‌ ‌Meld‌,‌ ‌to‌ ‌lengthy‌ ‌periods‌ ‌of‌ ‌complicated‌ ‌applications‌ ‌of‌ ‌powerful‌ ‌Abilities. ‌ ‌ 

Individual‌ ‌Plot‌ ‌Teams‌ ‌will‌ ‌have‌ ‌different‌ ‌approaches‌ ‌to‌ ‌how‌ ‌Mental‌ ‌Abilities‌ ‌works‌ ‌with‌ ‌Cast.‌ ‌The‌ ‌availability‌ ‌of‌ ‌Cast‌ ‌for‌‌                                     
mental‌‌roleplay‌‌will‌‌depend‌‌on‌‌many‌‌factors,‌‌including‌‌story‌‌or‌‌time‌‌constraints,‌‌and‌‌Cast‌‌Member‌‌consent.‌‌Speak‌‌with‌‌your‌‌                                     
local‌ ‌Plot‌ ‌Team‌ ‌for‌ ‌more‌ ‌specific‌ ‌details‌ ‌on‌ ‌how‌ ‌they‌ ‌incorporate‌ ‌roleplay‌ ‌with‌ ‌Mental‌ ‌Abilities‌ ‌into‌ ‌their‌ ‌storylines.‌ ‌ 

Initiators‌ ‌are‌ ‌encouraged‌ ‌to‌ ‌roleplay‌ ‌out‌ ‌learning‌ ‌new‌ ‌Mental‌ ‌Abilities‌ ‌whenever‌ ‌possible,‌ ‌though‌ ‌this‌ ‌is‌ ‌not‌ ‌required.‌ ‌ 

Violating‌ ‌species‌ ‌roleplaying‌ ‌restrictions‌ ‌may‌ ‌cause‌ ‌a‌ ‌Plot‌ ‌Team‌‌to‌‌restrict‌‌a‌‌player’s‌‌access‌‌to‌‌Mental‌‌Abilities.‌‌Failing‌‌to‌                                     
properly‌ ‌roleplay‌ ‌the‌ ‌negative‌ ‌consequences‌ ‌of‌ ‌Mental‌ ‌Abilities‌ ‌as‌ ‌an‌ ‌initiator‌ ‌may‌ ‌lead‌ ‌to‌ ‌similar‌ ‌consequences. ‌ ‌ 

Finally,‌‌remember‌‌that‌‌the‌‌Mental‌‌Abilities‌‌system‌‌is‌‌here‌‌to‌‌help‌‌enhance‌‌stories‌‌and‌‌roleplay.‌‌Be‌‌creative‌‌with‌‌the‌‌system!‌‌                                       
A‌‌common‌‌style‌‌of‌‌Mental‌‌Abilities‌‌scene‌‌has‌‌the‌‌initiating‌‌character’s‌‌avatar‌‌exploring‌‌the‌‌recipient‌‌character’s‌‌mindscape,‌‌                                 
with‌ ‌the‌ ‌two‌ ‌players‌ ‌describing‌ ‌the‌ ‌actions‌ ‌and‌ ‌reactions‌ ‌of‌ ‌their‌ ‌respective‌ ‌character’s‌ ‌mental‌ ‌projections.‌ ‌You‌ ‌are‌ ‌not‌‌                                   
bound‌‌by‌‌this;‌‌feel‌‌free‌‌to‌‌get‌‌creative‌‌and‌‌find‌‌whatever‌‌style‌‌of‌‌mental‌‌roleplay‌‌leads‌‌to‌‌the‌‌best‌‌stories‌‌for‌‌you.‌‌More‌‌ideas‌‌                                               
can‌ ‌be‌ ‌found‌ ‌in‌ ‌the‌ ‌Avana‌ ‌and‌ ‌Stone‌ ‌Elf‌ ‌Species‌ ‌Packets.‌ ‌ 

‌ 

‌ 
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MENTAL‌ ‌ABILITY‌ ‌  LEVEL‌ ‌NEEDED‌  SPECIES‌ ‌XP‌ ‌NEEDED‌ ‌  SPECIES‌ ‌  CATEGORY‌ ‌ 

Calm‌ ‌  1‌ ‌  0‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 
Mind‌ ‌Reading‌ ‌  2‌ ‌  2‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Mind‌ ‌Meld‌ ‌  4‌ ‌  4‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Remove/Restore‌ ‌Emotions‌ ‌  5‌ ‌  6‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 
Block‌ ‌  6‌ ‌  6‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Remove‌ ‌Block‌ ‌  6‌ ‌  8‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Detect‌ ‌Trap‌ ‌  6‌ ‌  10‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Trap‌ ‌  8‌ ‌  12‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Remove‌ ‌Trap‌ ‌  10‌ ‌  12‌ ‌  Avana,‌ ‌Stone‌ ‌Elf‌ ‌  General‌ ‌Abilities‌ ‌ 
Cause‌ ‌Pain‌ ‌  12‌ ‌  12‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Plant/Repair‌ ‌False‌ ‌Emotions‌ ‌  12‌ ‌  12‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 
Alteration‌ ‌  14‌ ‌  12‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Repair‌ ‌  16‌ ‌  14‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Destroy/Return‌ ‌Emotions‌ ‌  13‌ ‌  16‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 
Restore‌ ‌  14‌ ‌  16‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Repair‌ ‌Blast‌ ‌  15‌ ‌  18‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Twist‌ ‌  16‌ ‌  20‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Destroy/Return‌ ‌Moral‌ ‌Code‌ ‌  16‌ ‌  22‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 
Advanced‌ ‌Alteration‌ ‌  17‌ ‌  22‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Advanced‌ ‌Twist‌ ‌  18‌ ‌  24‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Freeze‌ ‌  19‌ ‌  26‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Wipe‌ ‌  20‌ ‌  30‌ ‌  Avana‌ ‌  Memory‌ ‌Manipulation‌ ‌ 
Restore‌ ‌Balance‌ ‌  20‌ ‌  30‌ ‌  Stone‌ ‌Elf‌ ‌  Emotional‌ ‌Manipulation‌ ‌ 



‌ 

General‌ ‌Mental‌ ‌Abilities‌ ‌ 
Mind‌ ‌Reading‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌20‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌2‌ ‌ 

Mind‌ ‌Reading‌ ‌allows‌‌a‌‌character‌‌to‌‌go‌‌into‌‌the‌‌mind‌‌of‌‌the‌‌recipient‌‌to‌‌observe‌‌the‌‌recipient’s‌‌memory‌‌of‌‌a‌‌specific‌‌event.‌‌                                           
This‌‌is‌‌a‌‌one-way‌‌exchange‌‌of‌‌a‌‌memory‌‌(story)‌‌in‌‌someone’s‌‌head.‌‌It‌‌takes‌‌as‌‌long‌‌to‌‌read‌‌the‌‌memory‌‌as‌‌it‌‌takes‌‌to‌‌talk‌‌it‌‌                                                   
out‌ ‌between‌ ‌the‌ ‌players‌ ‌involved.‌ ‌The‌‌recipient‌‌cannot‌‌lie‌‌about‌‌what‌‌is‌‌seen;‌‌however,‌‌the‌‌recipient‌‌might‌‌only‌‌provide‌‌a‌‌                                       
part‌ ‌of‌ ‌the‌ ‌information,‌ ‌meaning‌ ‌that‌ ‌section‌ ‌of‌ ‌their‌ ‌mind‌ ‌is‌ ‌just‌ ‌too‌‌complicated‌‌or‌‌hard‌‌to‌‌penetrate.‌‌Avani‌‌in‌‌particular‌‌                                         
quickly‌‌learn‌‌not‌‌to‌‌trust‌‌this‌‌ability‌‌to‌‌provide‌‌an‌‌unbiased‌‌and‌‌factual‌‌record‌‌of‌‌events.‌‌The‌‌length‌‌and‌‌depth‌‌of‌‌the‌‌roleplay‌‌                                             
response‌‌is‌‌up‌‌to‌‌the‌‌players‌‌involved.‌‌Note‌‌that‌‌the‌‌initiator‌‌cannot‌‌communicate‌‌directly‌‌to‌‌the‌‌recipient‌‌without‌‌additional‌‌                                     
use‌ ‌of‌ ‌the‌ ‌Mind‌ ‌Meld‌ ‌ability‌ ‌(below).‌ ‌ 

An‌‌Avana‌‌viewing‌‌of‌‌an‌‌event‌‌focuses‌‌on‌‌the‌‌memory‌‌of‌‌what‌‌happened,‌‌as‌‌viewed‌‌through‌‌the‌‌eyes‌‌of‌‌the‌‌recipient.‌‌The‌‌                                           
Avana‌ ‌does‌ ‌not‌ ‌receive‌ ‌the‌ ‌recipient’s‌ ‌emotional‌ ‌response‌ ‌but‌ ‌will‌ ‌react‌ ‌as‌ ‌if‌ ‌they‌‌had‌‌seen‌‌it‌‌themselves,‌‌or‌‌even‌‌been‌‌                                         
there.‌‌For‌‌example,‌‌if‌‌you‌‌witness‌‌horrific‌‌scenes‌‌of‌‌death‌‌on‌‌a‌‌battlefield,‌‌your‌‌character‌‌should‌‌react‌‌as‌‌if‌‌they‌‌are‌‌on‌‌that‌‌                                             
battlefield.‌ ‌ 

Stone‌ ‌Elves‌ ‌focus‌‌on‌‌the‌‌emotions‌‌as‌‌opposed‌‌to‌‌memories‌‌of‌‌the‌‌event.‌‌The‌‌recipient‌‌should‌‌only‌‌provide‌‌enough‌‌of‌‌the‌‌                                         
facts‌‌necessary‌‌to‌‌convey‌‌context‌‌for‌‌the‌‌emotions‌‌felt.‌‌The‌‌Stone‌‌Elf‌‌experiences‌‌the‌‌full‌‌force‌‌of‌‌the‌‌emotions‌‌viewed,‌‌as‌‌                                         
the‌‌recipient‌‌experienced‌‌them.‌‌Generally,‌‌the‌‌stoicism‌‌of‌‌the‌‌Stone‌‌Elf‌‌allows‌‌them‌‌to‌‌resist‌‌reacting‌‌to‌‌these‌‌emotions,‌‌but‌‌                                       
particularly‌ ‌strong‌ ‌or‌ ‌personally‌ ‌resonant‌ ‌emotions‌ ‌may‌ ‌cause‌ ‌instinctive‌ ‌reactions‌ ‌from‌ ‌the‌ ‌Stone‌ ‌Elf. ‌ ‌ 

Mind‌ ‌Meld‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌40‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌4‌ ‌ 

Mind‌‌Meld‌‌allows‌‌the‌‌initiator‌‌to‌‌communicate‌‌thoughts‌‌directly‌‌to‌‌the‌‌recipient,‌‌allowing‌‌for‌‌one-way‌‌communication‌‌without‌‌                                 
chance‌ ‌of‌ ‌being‌ ‌overheard.‌ ‌If‌ ‌the‌ ‌recipient‌ ‌character‌ ‌also‌ ‌has‌ ‌access‌ ‌to‌ ‌Mind‌ ‌Meld,‌ ‌the‌ ‌two‌ ‌characters‌ ‌may‌ ‌engage‌ ‌in‌‌                                       
two-way‌ ‌communication.‌ ‌ 

Block‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌60‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌6‌ ‌ 

Block‌‌allows‌‌the‌‌construction‌‌of‌‌a‌‌barrier‌‌inside‌‌of‌‌a‌‌mind‌‌to‌‌prevent‌‌tampering‌‌with‌‌it.‌‌Anyone‌‌attempting‌‌to‌‌perform‌‌another‌‌                                         
mental‌ ‌ability‌ ‌who‌ ‌cannot‌ ‌get‌ ‌past‌ ‌the‌ ‌Block‌ ‌will‌ ‌be‌ ‌unsuccessful.‌ ‌ 

When‌‌creating‌‌a‌‌Block,‌‌the‌‌initiator‌‌must‌‌tell‌‌the‌‌recipient‌‌player‌‌what‌‌Mental‌‌Power‌‌Level‌‌they‌‌are‌‌using‌‌to‌‌create‌‌the‌‌Block,‌‌                                           
which‌ ‌is‌ ‌at‌ ‌most‌ ‌their‌‌current‌‌maximum‌‌Mental‌‌Power‌‌Level.‌‌This‌‌information‌‌is‌‌OOG‌‌but‌‌will‌‌be‌‌needed‌‌if‌‌the‌‌recipient‌‌is‌‌                                           
ever‌ ‌the‌ ‌target‌ ‌of‌ ‌a‌ ‌Remove‌ ‌Block‌ ‌ability. ‌ ‌ 

Block‌ ‌may‌ ‌be‌ ‌used‌ ‌by‌ ‌a‌ ‌character‌ ‌on‌ ‌themselves,‌ ‌without‌ ‌requiring‌ ‌a‌ ‌mental‌ ‌roleplay‌ ‌scene.‌ ‌ 

Remove‌ ‌Block‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌60‌ ‌  Species‌ ‌XP‌ ‌Required:8‌ ‌ 

Remove‌‌Block‌‌allows‌‌an‌‌initiator‌‌to‌‌destroy‌‌a‌‌Block‌‌on‌‌a‌‌mind.‌‌To‌‌succeed,‌‌the‌‌user‌‌of‌‌Remove‌‌Block‌‌must‌‌use‌‌this‌‌ability‌‌at‌‌                                               
a‌ ‌higher‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌than‌ ‌the‌ ‌Block‌ ‌was‌ ‌originally‌ ‌placed‌ ‌at.‌ ‌ 

Remove‌ ‌Block‌ ‌may‌ ‌be‌ ‌used‌ ‌by‌ ‌a‌ ‌character‌ ‌on‌ ‌themselves,‌ ‌without‌ ‌requiring‌ ‌a‌ ‌mental‌ ‌roleplay‌ ‌scene.‌ ‌ 
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Detect‌ ‌Mental‌ ‌Trap‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌60‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌10‌ ‌ 

This‌‌ability‌‌allows‌‌an‌‌initiator‌‌to‌‌detect‌‌a‌‌Mental‌‌Trap‌‌in‌‌a‌‌recipient’s‌‌mind‌‌prior‌‌to‌‌setting‌‌it‌‌off.‌‌It‌‌does‌‌not‌‌allow‌‌the‌‌character‌‌                                                 
to‌ ‌discover‌ ‌the‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌at‌‌which‌‌the‌‌Mental‌‌Trap‌‌was‌‌placed.‌‌Once‌‌detected,‌‌an‌‌initiator‌‌may‌‌choose‌‌to‌‌back‌‌                                         
away‌ ‌and‌ ‌not‌ ‌set‌ ‌the‌ ‌Mental‌ ‌Trap‌ ‌off.‌ ‌ 

Detect‌ ‌Mental‌ ‌Trap‌ ‌may‌ ‌be‌ ‌used‌ ‌by‌ ‌a‌ ‌character‌ ‌on‌ ‌themselves,‌ ‌without‌ ‌requiring‌ ‌a‌ ‌mental‌ ‌roleplay‌ ‌scene.‌ ‌ 

Mental‌ ‌Trap‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌80‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

Mental‌‌Trap‌‌allows‌‌the‌‌initiator‌‌to‌‌attach‌‌a‌‌painful‌‌trap‌‌to‌‌a‌‌Block.‌‌If‌‌another‌‌initiator‌‌encounters‌‌the‌‌trapped‌‌Block‌‌while‌‌not‌‌                                           
using‌‌Detect‌‌Mental‌‌Trap,‌‌attempts‌‌to‌‌Remove‌‌Block,‌‌or‌‌attempts‌‌to‌‌Remove‌‌Mental‌‌Trap‌‌and‌‌fails,‌‌the‌‌Mental‌‌Trap‌‌goes‌‌off,‌‌                                         
affecting‌ ‌both‌ ‌the‌ ‌initiator‌ ‌and‌ ‌recipient‌ ‌of‌ ‌the‌ ‌current‌ ‌mental‌ ‌roleplay‌ ‌scene.‌ ‌A‌ ‌triggered‌ ‌Mental‌ ‌Trap‌ ‌causes‌ ‌weakness,‌‌                                   
emotional‌ ‌turmoil,‌ ‌and‌ ‌migraines‌ ‌in‌ ‌anyone‌ ‌affected.‌ ‌These‌ ‌effects‌ ‌will‌ ‌last‌ ‌for‌ ‌a‌ ‌number‌ ‌of‌‌hours‌‌equal‌‌to‌‌the‌‌difference‌‌                                       
between‌‌the‌‌Mental‌‌Power‌‌Level‌‌of‌‌the‌‌triggering‌‌initiator‌‌and‌‌the‌‌Mental‌‌Trap,‌‌minimum‌‌1‌‌hour.‌‌A‌‌particularly‌‌large‌‌Mental‌‌                                       
Power‌‌Level‌‌gap‌‌may‌‌optionally‌‌cause‌‌the‌‌targets‌‌to‌‌become‌‌Unconscious‌‌for‌‌a‌‌short‌‌period‌‌in‌‌addition‌‌to‌‌the‌‌usual‌‌effects.‌‌                                         
Once‌ ‌triggered,‌ ‌a‌ ‌Mental‌ ‌Trap‌ ‌automatically‌ ‌resets,‌ ‌ready‌ ‌for‌ ‌the‌ ‌next‌ ‌unfortunate‌ ‌who‌ ‌encounters‌ ‌it.‌ ‌ 

The‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌of‌ ‌Mental‌ ‌Trap‌ ‌always‌ ‌matches‌‌the‌‌Mental‌‌Power‌‌level‌‌of‌‌the‌‌Block‌‌to‌‌which‌‌it‌‌is‌‌attached.‌‌If‌‌an‌‌                                             
initiator‌‌is‌‌attempting‌‌to‌‌trap‌‌another‌‌character’s‌‌Block,‌‌they‌‌must‌‌have‌‌a‌‌Mental‌‌Power‌‌Level‌‌at‌‌least‌‌as‌‌high‌‌as‌‌the‌‌Block‌‌                                           
was‌ ‌created‌ ‌at.‌ ‌ 

Mental‌ ‌Trap‌ ‌may‌ ‌be‌ ‌used‌ ‌by‌ ‌a‌ ‌character‌ ‌on‌ ‌themselves,‌ ‌without‌ ‌requiring‌ ‌a‌ ‌mental‌ ‌roleplay‌ ‌scene.‌ ‌ 

Remove‌ ‌Mental‌ ‌Trap‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌100‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

Remove‌ ‌Mental‌ ‌Trap‌ ‌allows‌ ‌an‌ ‌initiator‌ ‌to‌ ‌attempt‌ ‌to‌ ‌disarm‌‌a‌‌Mental‌‌Trap‌‌they‌‌have‌‌detected.‌‌If‌‌Remove‌‌Mental‌‌Trap‌‌is‌‌                                         
used‌‌at‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌target‌‌Mental‌‌Trap‌‌was‌‌set‌‌at,‌‌both‌‌the‌‌Mental‌‌Trap‌‌and‌‌the‌‌Block‌‌to‌‌which‌‌it‌‌is‌‌                                                   
attached‌‌are‌‌destroyed.‌‌If‌‌the‌‌Mental‌‌Trap‌‌was‌‌set‌‌with‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌Remove‌‌Mental‌‌Trap‌‌ability‌‌is‌‌                                           
used‌ ‌at,‌ ‌the‌ ‌Mental‌ ‌Trap‌ ‌will‌ ‌be‌ ‌set‌ ‌off‌ ‌as‌ ‌per‌ ‌the‌ ‌Mental‌ ‌Trap‌ ‌ability,‌ ‌and‌ ‌the‌ ‌Mental‌ ‌Trap‌ ‌will‌ ‌reset‌ ‌itself‌ ‌as‌ ‌usual. ‌ ‌ 

Emotional‌ ‌Manipulation‌ ‌Abilities‌ ‌ 
Calm‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌1‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌0‌ ‌ 

Calm‌‌allows‌‌the‌‌initiator‌‌to‌‌remove‌‌acute‌‌emotional‌‌distress,‌‌calming‌‌the‌‌recipient‌‌down.‌‌This‌‌is‌‌a‌‌temporary‌‌fix‌‌and‌‌will‌‌not‌‌                                         
remove‌ ‌the‌ ‌underlying‌ ‌causes‌ ‌of‌ ‌the‌‌current‌‌distress.‌‌This‌‌ability‌‌can‌‌only‌‌be‌‌used‌‌on‌‌a‌‌willing‌‌character;‌‌if‌‌the‌‌recipient’s‌‌                                         
mind‌ ‌is‌ ‌fighting‌ ‌against‌ ‌the‌ ‌initiator,‌ ‌Calm‌ ‌is‌ ‌not‌ ‌powerful‌ ‌enough‌ ‌to‌ ‌overcome‌ ‌that‌ ‌resistance. ‌ ‌ 

Remove‌ ‌Emotions‌ ‌/‌ ‌Restore‌ ‌Emotions‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌50‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌6‌ ‌ 

Remove‌‌Emotions‌‌allows‌‌the‌‌initiator‌‌to‌‌remove‌‌a‌‌single‌‌emotion‌‌from‌‌the‌‌mind‌‌of‌‌the‌‌recipient.‌‌This‌‌may‌‌be‌‌done‌‌to‌‌fix‌‌the‌‌                                             
trauma‌ ‌resulting‌ ‌from‌ ‌a‌ ‌specific‌ ‌event,‌ ‌or‌ ‌to‌ ‌simply‌ ‌render‌ ‌the‌ ‌target‌ ‌incapable‌ ‌of‌ ‌feeling‌ ‌a‌ ‌singular‌ ‌emotion.‌ ‌This‌‌ability‌‌                                       
leaves‌‌visible‌‌scars‌‌to‌‌anyone‌‌else‌‌entering‌‌the‌‌recipient’s‌‌mind.‌‌Characters‌‌without‌‌access‌‌to‌‌this‌‌ability‌‌may‌‌not‌‌recognize‌‌                                     
exactly‌ ‌what‌ ‌was‌ ‌done,‌ ‌but‌ ‌they‌ ‌will‌ ‌be‌ ‌able‌ ‌to‌ ‌tell‌ ‌that‌ ‌something‌ ‌substantial‌ ‌was‌ ‌altered.‌ ‌ 
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Restore‌‌Emotions‌‌allows‌‌the‌‌healing‌‌of‌‌the‌‌scars‌‌left‌‌by‌‌Remove‌‌Emotions,‌‌returning‌‌the‌‌removed‌‌emotion‌‌to‌‌the‌‌recipient‌‌                                     
completely.‌ ‌ 

Using‌ ‌either‌ ‌Remove‌ ‌Emotions‌ ‌or‌ ‌Restore‌ ‌Emotions‌ ‌will‌ ‌cause‌ ‌both‌ ‌the‌ ‌initiator‌ ‌and‌ ‌recipient‌ ‌to‌ ‌suffer‌ ‌from‌ ‌migraine‌‌                                   
headaches‌ ‌for‌ ‌a‌ ‌few‌ ‌minutes‌ ‌after‌ ‌completion.‌ ‌ 

Plant‌ ‌False‌ ‌Emotions‌ ‌/‌ ‌Repair‌ ‌Emotions‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌120‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

Plant‌ ‌False‌ ‌Emotions‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌create‌ ‌new‌ ‌emotions‌ ‌within‌ ‌the‌ ‌recipient’s‌ ‌mind.‌ ‌These‌ ‌emotions‌ ‌can‌ ‌be‌ ‌as‌‌                                     
specific‌‌or‌‌general‌‌as‌‌desired.‌‌For‌‌example,‌‌the‌‌initiator‌‌could‌‌plant‌‌a‌‌false‌‌fear‌‌of‌‌spiders‌‌or‌‌a‌‌false‌‌sense‌‌of‌‌allegiance‌‌to‌‌a‌‌                                               
person,‌‌ideal,‌‌or‌‌nation.‌‌While‌‌this‌‌ability‌‌is‌‌very‌‌often‌‌performed‌‌against‌‌the‌‌will‌‌of‌‌the‌‌recipient‌‌character,‌‌remember‌‌that‌‌the‌‌                                         
recipient‌ ‌player‌ ‌can‌ ‌choose‌ ‌at‌ ‌any‌ ‌time‌ ‌to‌ ‌revoke‌ ‌consent‌ ‌for‌ ‌mental‌ ‌roleplay.‌ ‌ 

Repair‌ ‌Emotions‌ ‌allows‌ ‌the‌ ‌removal‌ ‌of‌ ‌any‌ ‌emotions‌ ‌created‌ ‌with‌ ‌Plant‌ ‌False‌ ‌Emotions. ‌ ‌ 

The‌‌use‌‌of‌‌either‌‌Plant‌‌False‌‌Emotions‌‌or‌‌Repair‌‌Emotions‌‌causes‌‌immense‌‌pain‌‌to‌‌both‌‌the‌‌initiator‌‌and‌‌recipient,‌‌reducing‌‌                                       
both‌ ‌characters’‌ ‌current‌ ‌Body‌ ‌Points‌ ‌by‌ ‌half.‌ ‌Additionally,‌ ‌the‌ ‌initiator‌ ‌suffers‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌non-Necromantic,‌ ‌incurable‌‌                                 
Drain‌ ‌for‌ ‌10‌ ‌minutes.‌ ‌ 

Destroy‌ ‌Emotions‌ ‌/‌ ‌Return‌ ‌Emotions‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌130‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌16‌ ‌ 

Destroy‌ ‌Emotions‌ ‌allows‌‌the‌‌initiator‌‌to‌‌severely‌‌reduce‌‌or‌‌remove‌‌all‌‌emotional‌‌drives‌‌from‌‌the‌‌recipient.‌‌A‌‌character‌‌with‌‌                                     
destroyed‌ ‌emotions‌ ‌will‌ ‌no‌ ‌longer‌ ‌feel‌ ‌much‌ ‌of‌ ‌anything:‌ ‌not‌ ‌happiness,‌ ‌not‌ ‌sadness,‌ ‌not‌ ‌anger,‌ ‌not‌ ‌fear,‌ ‌not‌ ‌love,‌ ‌nothing.‌ ‌ 

Return‌ ‌Emotions‌ ‌cleanses‌ ‌the‌ ‌recipient’s‌ ‌mind‌ ‌of‌ ‌the‌ ‌effects‌ ‌of‌ ‌Destroy‌ ‌Emotions,‌ ‌allowing‌ ‌them‌ ‌to‌ ‌feel‌ ‌fully‌ ‌again.‌ ‌ 

Using‌ ‌either‌ ‌Destroy‌ ‌Emotions‌ ‌or‌ ‌Return‌‌Emotions‌‌should‌‌take‌‌at‌‌least‌‌half‌‌an‌‌hour‌‌to‌‌roleplay‌‌and‌‌will‌‌leave‌‌both‌‌parties‌‌                                         
emotionally‌ ‌drained‌ ‌(if‌ ‌they‌ ‌are‌ ‌still‌ ‌capable‌ ‌of‌ ‌such‌ ‌a‌ ‌thing).‌ ‌Additionally,‌ ‌both‌ ‌the‌ ‌initiator‌ ‌and‌ ‌recipient‌ ‌suffer‌ ‌a‌ ‌terrible‌‌                                       
migraine‌ ‌for‌ ‌the‌ ‌next‌ ‌hour. ‌ ‌ 

Destroy‌ ‌Moral‌ ‌Code‌ ‌/‌ ‌Return‌ ‌Moral‌ ‌Code‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌160‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌22‌ ‌ 

Destroy‌‌Moral‌‌Code‌‌allows‌‌the‌‌initiator‌‌to‌‌completely‌‌eradicate‌‌all‌‌moral‌‌and‌‌ethical‌‌concepts‌‌from‌‌the‌‌recipient’s‌‌mind.‌‌This‌‌                                     
prevents‌‌any‌‌feelings‌‌of‌‌guilt‌‌or‌‌remorse‌‌from‌‌arising‌‌in‌‌the‌‌recipient’s‌‌mind.‌‌The‌‌recipient‌‌will‌‌now‌‌act‌‌in‌‌a‌‌purely‌‌sociopathic‌‌                                           
way,‌ ‌only‌ ‌considering‌ ‌their‌ ‌own‌ ‌wants‌ ‌and‌ ‌needs.‌ 

Return‌‌Moral‌‌Code‌‌can‌‌be‌‌used‌‌to‌‌reverse‌‌the‌‌effects‌‌of‌‌a‌‌Destroy‌‌Moral‌‌Code.‌‌Return‌‌Moral‌‌Code‌‌cannot‌‌be‌‌used‌‌to‌‌alter‌‌a‌‌                                               
recipient’s‌ ‌original‌ ‌sense‌ ‌of‌ ‌morality,‌ ‌only‌ ‌to‌ ‌restore‌ ‌what‌ ‌was‌ ‌taken.‌ ‌ 

Use‌‌of‌‌either‌‌ability‌‌takes‌‌at‌‌least‌‌a‌‌half‌‌hour,‌‌and‌‌will‌‌leave‌‌both‌‌parties‌‌emotionally‌‌drained.‌‌It‌‌also‌‌leaves‌‌both‌‌characters‌‌                                           
with‌ ‌severe‌ ‌migraines‌ ‌for‌ ‌at‌ ‌least‌ ‌an‌ ‌hour.‌ ‌ 

Restore‌ ‌Balance‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌200‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌30‌ ‌ 

Restore‌ ‌Balance‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌fundamentally‌ ‌repair‌ ‌the‌ ‌emotions‌ ‌of‌ ‌the‌‌recipient.‌‌The‌‌reach‌‌of‌‌this‌‌ability‌‌is‌‌vast;‌‌                                       
however,‌‌emotional‌‌afflictions‌‌are‌‌often‌‌rooted‌‌in‌‌physical‌‌ailments‌‌or‌‌current‌‌situations,‌‌both‌‌of‌‌which‌‌are‌‌beyond‌‌the‌‌reach‌‌                                     
of‌‌this‌‌ability.‌‌Since‌‌emotional‌‌imbalance‌‌can‌‌take‌‌a‌‌great‌‌many‌‌forms,‌‌it‌‌is‌‌up‌‌to‌‌the‌‌initiator‌‌and‌‌the‌‌recipient‌‌to‌‌roleplay‌‌it‌‌                                               
accordingly‌‌based‌‌on‌‌the‌‌type‌‌and‌‌complexity‌‌involved.‌‌Restore‌‌Balance‌‌should‌‌always‌‌be‌‌an‌‌active‌‌collaboration‌‌between‌‌                                 
the‌ ‌two‌ ‌players,‌ ‌even‌ ‌if‌ ‌the‌ ‌initiating‌ ‌character‌ ‌is‌ ‌using‌ ‌it‌ ‌against‌ ‌the‌ ‌recipient‌ ‌character’s‌ ‌will.‌ ‌ 
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Memory‌ ‌Manipulation‌ ‌Abilities‌ ‌ 
Cause‌ ‌Pain‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌120‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

This‌‌ability‌‌allows‌‌the‌‌initiator‌‌to‌‌cause‌‌a‌‌sensation‌‌of‌‌pain,‌‌without‌‌inflicting‌‌any‌‌physical‌‌damage.‌‌The‌‌recipient‌‌will‌‌react‌‌as‌‌                                         
though‌‌they‌‌are‌‌in‌‌tremendous‌‌agony,‌‌but‌‌they‌‌will‌‌not‌‌lose‌‌any‌‌Body‌‌Points‌‌and‌‌cannot‌‌break‌‌the‌‌connection.‌‌All‌‌Avani‌‌and‌‌                                           
Stone‌ ‌Elves‌ ‌are‌ ‌Immune‌ ‌to‌ ‌this‌ ‌ability.‌ ‌ 

Alteration‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌140‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

Alteration‌‌allows‌‌the‌‌initiator‌‌to‌‌make‌‌small‌‌changes‌‌to‌‌a‌‌memory,‌‌such‌‌as‌‌changing‌‌the‌‌details‌‌of‌‌a‌‌conversation,‌‌or‌‌altering‌‌                                         
the‌ ‌identity‌ ‌of‌ ‌one‌ ‌of‌ ‌the‌ ‌parties‌ ‌involved.‌ ‌However,‌ ‌it‌ ‌does‌ ‌not‌ ‌allow‌ ‌the‌ ‌initiator‌ ‌to‌ ‌change‌ ‌the‌ ‌underlying‌ ‌memory‌ ‌into‌‌                                         
something‌ ‌else‌ ‌entirely.‌ ‌This‌ ‌must‌ ‌be‌ ‌performed‌ ‌within‌ ‌24‌ ‌hours‌ ‌of‌ ‌the‌ ‌original‌ ‌incident,‌ ‌or‌ ‌it‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Repair ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌160‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌14‌ ‌ 

This‌ ‌ability‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌fix‌ ‌memory‌ ‌problems;‌ ‌for‌ ‌instance,‌ ‌restoring‌ ‌the‌ ‌false‌ ‌or‌ ‌doctored‌ ‌memories‌‌created‌‌by‌‌                                     
Alterations‌‌or‌‌Twists‌‌to‌‌their‌‌original‌‌state.‌‌The‌‌initiator‌‌must‌‌be‌‌of‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌one‌‌who‌‌inflicted‌‌the‌‌                                             
original‌‌Alteration,‌‌Twist,‌‌etc.‌‌The‌‌process‌‌is‌‌not‌‌seamless,‌‌and‌‌leaves‌‌behind‌‌a‌‌scar‌‌that‌‌is‌‌apparent‌‌to‌‌any‌‌Avana‌‌or‌‌Stone‌‌                                           
Elf‌ ‌who‌ ‌examines‌ ‌that‌ ‌memory,‌ ‌and‌ ‌may‌ ‌also‌ ‌be‌ ‌apparent‌‌to‌‌the‌‌recipient.‌‌After‌‌the‌‌repair‌‌is‌‌complete,‌‌both‌‌the‌‌initiating‌‌                                         
Avana‌ ‌and‌ ‌the‌ ‌recipient‌ ‌will‌ ‌have‌ ‌headaches‌ ‌for‌ ‌several‌ ‌minutes. ‌ ‌ 

Restore‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌140‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌16‌ ‌ 

The‌ ‌Restore‌ ‌ability‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌completely‌ ‌rebuild‌ ‌a‌ ‌damaged‌ ‌or‌ ‌altered‌ ‌memory,‌ ‌without‌ ‌leaving‌ ‌any‌ ‌scars‌ ‌or‌‌                                     
lingering‌ ‌ill‌ ‌effects.‌ ‌However,‌ ‌it‌ ‌is‌ ‌a‌ ‌much‌ ‌more‌ ‌strenuous‌ ‌process‌ ‌than‌ ‌a‌ ‌simple‌ ‌Repair,‌ ‌taking‌ ‌at‌‌least‌‌five‌‌minutes‌‌and‌‌                                         
leaving‌ ‌both‌ ‌parties‌ ‌emotionally‌ ‌and‌ ‌physically‌ ‌drained.‌ ‌For‌ ‌an‌ ‌hour‌ ‌after‌ ‌the‌ ‌Restore‌ ‌is‌ ‌complete,‌ ‌they‌ ‌will‌ ‌suffer‌ ‌from‌‌                                     
terrible‌ ‌headaches‌ ‌as‌ ‌well‌ ‌as‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Weakness‌,‌ ‌which‌ ‌cannot‌ ‌be‌ ‌cured‌ ‌by‌ ‌normal‌ ‌means.‌ ‌If‌ ‌restoring‌‌an‌‌effect‌‌                                         
caused‌‌by‌‌a‌‌Memory‌‌Manipulation‌‌ability,‌‌the‌‌initiator‌‌must‌‌be‌‌of‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌one‌‌who‌‌created‌‌the‌‌                                           
effect.‌ ‌ 

Repair‌ ‌Blast ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌150‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌18‌ ‌ 

Repair‌‌Blast‌‌allows‌‌the‌‌Avana‌‌initiator‌‌to‌‌make‌‌repairs‌‌against‌‌the‌‌recipient’s‌‌will. ‌‌(This‌‌means‌‌the‌‌character’s‌‌will,‌‌not‌‌the‌‌                                       
player’s.‌ ‌Remember‌ ‌that‌ ‌a‌ ‌player‌ ‌may‌ ‌always‌ ‌refuse‌ ‌to‌ ‌engage‌ ‌in‌ ‌mental‌ ‌roleplay.)‌ ‌The‌ ‌fixing‌ ‌of‌ ‌memory‌ ‌problems‌ ‌is‌‌                                     
generally‌ ‌done‌ ‌with‌ ‌the‌ ‌cooperation‌ ‌of‌ ‌the‌ ‌recipient‌ ‌because‌ ‌without‌ ‌cooperation,‌ ‌it‌ ‌is‌ ‌impossible‌ ‌to‌ ‌make‌ ‌a‌ ‌smooth‌‌                                   
Restoration‌‌of‌‌the‌‌memory.‌‌Not‌‌only‌‌will‌‌there‌‌be‌‌a‌‌visible‌‌scar,‌‌but‌‌the‌‌process‌‌will‌‌be‌‌extremely‌‌painful‌‌to‌‌both‌‌parties,‌‌both‌‌                                             
of‌ ‌whom‌ ‌take‌ ‌half‌ ‌of‌ ‌their‌ ‌current‌ ‌Body‌‌Points‌‌in‌‌damage.‌‌In‌‌addition,‌‌the‌‌initiator‌‌who‌‌performed‌‌the‌‌forced‌‌repair‌‌will‌‌be‌‌                                           
under‌‌the‌‌effects‌‌of‌‌a‌‌non-Necromantic,‌‌incurable‌‌Drain‌‌for‌‌the‌‌next‌‌ten‌‌minutes.‌‌As‌‌with‌‌other‌‌restorative‌‌abilities,‌‌a‌‌higher‌‌                                       
Mental‌ ‌Power‌ ‌Level‌ ‌than‌ ‌the‌ ‌one‌ ‌who‌ ‌made‌ ‌the‌ ‌original‌ ‌alteration‌ ‌is‌ ‌required.‌ ‌ 
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Twist ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌160‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌20‌ ‌ 

Twist‌‌is‌‌a‌‌more‌‌advanced‌‌form‌‌of‌‌Alteration,‌‌allowing‌‌the‌‌complete‌‌replacement‌‌of‌‌a‌‌memory‌‌with‌‌an‌‌entirely‌‌new‌‌one.‌‌It‌‌can‌‌                                           
affect‌ ‌up‌ ‌to‌ ‌30‌ ‌minutes‌ ‌of‌ ‌memory‌ ‌and‌ ‌must‌ ‌be‌ ‌performed‌ ‌within‌ ‌24‌ ‌hours‌ ‌of‌ ‌the‌ ‌original‌ ‌incident,‌ ‌or‌ ‌it‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Advanced‌ ‌Alteration ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌170‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌22‌ ‌ 

Advanced‌ ‌Alteration‌ ‌allows‌ ‌Alteration‌ ‌to‌ ‌be‌ ‌used‌ ‌at‌ ‌any‌ ‌time‌ ‌after‌ ‌the‌ ‌target‌ ‌memory‌ ‌was‌ ‌formed.‌ ‌ 

Advanced‌ ‌Twist ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌180‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌24‌ ‌ 

Advanced‌ ‌Twist‌ ‌allows‌ ‌Twist‌ ‌to‌ ‌be‌ ‌used‌ ‌at‌ ‌any‌ ‌time‌ ‌after‌ ‌the‌ ‌target‌ ‌memory‌ ‌was‌ ‌formed.‌ ‌ 

Freeze ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌190‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌26‌ ‌ 

Freeze‌‌allows‌‌for‌‌the‌‌removal‌‌and‌‌complete‌‌replacement‌‌of‌‌up‌‌to‌‌a‌‌full‌‌year‌‌of‌‌memories,‌‌including‌‌any‌‌that‌‌may‌‌have‌‌been‌‌                                           
altered‌‌by‌‌other‌‌memory‌‌manipulation‌‌abilities.‌‌This‌‌requires‌‌the‌‌use‌‌of‌‌an‌‌Avanian‌‌lodestone,‌‌and‌‌takes‌‌at‌‌least‌‌half‌‌an‌‌hour‌‌                                         
to‌‌roleplay.‌‌After‌‌completing‌‌the‌‌Freeze,‌‌both‌‌parties‌‌will‌‌be‌‌emotionally‌‌drained,‌‌will‌‌have‌‌a‌‌terrible‌‌headache‌‌for‌‌at‌‌least‌‌an‌‌                                         
hour,‌ ‌and‌ ‌be‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌an‌ ‌incurable,‌ ‌non-Necromantic‌ ‌Drain‌ ‌for‌ ‌ten‌ ‌minutes.‌ ‌Due‌ ‌to‌‌the‌‌scope‌‌of‌‌this‌‌effect,‌‌a‌‌                                           
description‌‌of‌‌the‌‌change‌‌must‌‌be‌‌submitted‌‌in‌‌writing‌‌to‌‌the‌‌Plot‌‌Team‌‌and,‌‌if‌‌possible,‌‌the‌‌recipient‌‌of‌‌the‌‌ability.‌‌If‌‌this‌‌is‌‌                                               
not‌ ‌completed‌ ‌within‌ ‌30‌ ‌days,‌ ‌the‌ ‌effects‌ ‌of‌ ‌the‌ ‌Freeze‌ ‌will‌ ‌reverse‌ ‌themselves.‌ ‌ 

Wipe ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌200‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌30‌ ‌ 

Wipe‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌completely‌ ‌remove‌ ‌a‌ ‌section‌ ‌of‌ ‌memory,‌ ‌leaving‌ ‌nothing‌ ‌at‌ ‌all.‌ ‌Unlike‌ ‌the‌ ‌natural‌ ‌process‌ ‌of‌‌                                       
forgetting,‌ ‌Wipe‌ ‌is‌ ‌extremely‌ ‌messy‌ ‌and‌ ‌painful,‌ ‌even‌ ‌violent.‌ ‌It‌ ‌must‌ ‌be‌ ‌completed‌ ‌in‌ ‌real‌ ‌time:‌ ‌Wiping‌ ‌five‌ ‌minutes‌ ‌of‌‌                                       
memory‌ ‌requires‌ ‌five‌‌minutes‌‌of‌‌roleplay,‌‌and‌‌both‌‌parties‌‌will‌‌suffer‌‌severe‌‌headaches‌‌for‌‌that‌‌same‌‌amount‌‌of‌‌time‌‌after‌‌                                       
the‌ ‌Wipe‌ ‌is‌ ‌completed.‌ ‌Thus,‌ ‌under‌ ‌normal‌ ‌circumstances,‌ ‌it‌ ‌is‌ ‌impossible,‌ ‌or‌‌at‌‌least‌‌extremely‌‌impractical,‌‌to‌‌remove‌‌a‌‌                                     
lifetime‌‌of‌‌memories.‌‌Regardless‌‌of‌‌the‌‌memories‌‌removed,‌‌this‌‌ability‌‌does‌‌not‌‌remove‌‌any‌‌Game‌‌Abilities‌‌or‌‌learned‌‌Skills‌‌                                     
from‌ ‌the‌ ‌recipient.‌ ‌ 

‌ ‌   
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Chapter‌ ‌IX:‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌ 
Weapon‌ ‌and‌ ‌Armor‌ ‌Tags‌ ‌ 
Every‌ ‌Weapon‌ ‌must‌ ‌have‌ ‌a‌ ‌Tag‌ ‌that‌ ‌shows‌ ‌that‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌IG.‌ ‌The‌ ‌same‌ ‌is‌ ‌true‌ ‌for‌ ‌Armor.‌ ‌When‌ ‌you‌ ‌purchase‌ ‌a‌‌                                             
Weapon‌‌or‌‌Armor‌‌piece‌‌from‌‌a‌‌blacksmith‌‌or‌‌from‌‌Logistics‌‌with‌‌your‌‌Production‌‌Points,‌‌you‌‌will‌‌be‌‌buying‌‌this‌‌Tag‌‌to‌‌place‌‌                                           
on‌ ‌your‌ ‌own‌ ‌Weapon‌ ‌or‌ ‌Armor.‌ ‌Some‌ ‌magically‌ ‌enchanted‌ ‌Weapons‌ ‌may‌ ‌have‌ ‌only‌ ‌a‌ ‌physrep‌ ‌number;‌ ‌these‌ ‌must‌ ‌be‌‌                                     
identified‌ ‌before‌ ‌use.‌ ‌ 

Some‌‌items‌‌can‌‌be‌‌Strengthened‌‌to‌‌withstand‌‌‌Shatter‌‌‌effects.‌‌This‌‌will‌‌be‌‌marked‌‌on‌‌the‌‌Weapon‌‌or‌‌Armor‌‌Tag‌‌attached‌‌to‌‌                                         
the‌ ‌Weapon‌ ‌or‌ ‌Armor.‌ ‌ 

Armor‌ ‌ 
The‌‌costume‌‌and‌‌armor‌‌you‌‌wear‌‌determines‌‌the‌‌maximum‌‌amount‌‌of‌‌Armor‌‌Points‌‌that‌‌you‌‌can‌‌use.‌‌This‌‌is‌‌known‌‌as‌‌your‌‌                                           
Armor‌ ‌Rating‌ ‌and‌ ‌is‌ ‌assigned‌ ‌by‌ ‌a‌ ‌Marshal.‌ ‌To‌ ‌determine‌ ‌your‌ ‌Armor‌ ‌Rating,‌ ‌the‌ ‌Marshal‌ ‌must‌ ‌look‌ ‌at‌ ‌the‌ ‌eight‌ ‌Armor‌‌                                         
Locations‌‌stated‌‌below‌‌and‌‌assign‌‌each‌‌one‌‌a‌‌value‌‌of‌‌0‌‌to‌‌4.‌‌The‌‌sum‌‌of‌‌all‌‌these‌‌values‌‌(doubled‌‌where‌‌applicable)‌‌and‌‌                                             
any‌‌bonus‌‌points‌‌you‌‌are‌‌awarded‌‌becomes‌‌your‌‌Armor‌‌Rating,‌‌though‌‌your‌‌character‌‌may‌‌be‌‌limited‌‌on‌‌how‌‌much‌‌of‌‌this‌‌                                         
armor‌ ‌they‌ ‌can‌ ‌effectively‌ ‌use‌ ‌(see‌ ‌the‌ ‌Classes‌ ‌section‌ ‌for‌ ‌more‌ ‌details).‌ ‌ 

This‌‌Armor‌‌Rating‌‌can‌‌change‌‌during‌‌an‌‌event‌‌as‌‌you‌‌change‌‌costuming.‌‌The‌‌Armor‌‌Tag‌‌you‌‌are‌‌using‌‌may‌‌never‌‌exceed‌‌                                         
your‌‌Armor‌‌Rating;‌‌if‌‌it‌‌does‌‌(for‌‌example,‌‌you‌‌take‌‌off‌‌your‌‌metal‌‌breastplate‌‌for‌‌some‌‌time)‌‌you‌‌cannot‌‌use‌‌your‌‌Armor‌‌Tag‌‌                                             
until‌ ‌you‌ ‌bring‌ ‌your‌ ‌Armor‌ ‌Rating‌ ‌up‌ ‌high‌ ‌enough‌ ‌again.‌ ‌ 

Armor‌ ‌Locations‌ ‌ 
Each‌‌of‌‌the‌‌following‌‌Armor‌‌Locations‌‌receives‌‌a‌‌value‌‌of‌‌one‌‌Armor‌‌Point‌‌multiplied‌‌by‌‌the‌‌material‌‌value‌‌and‌‌coverage.‌‌No‌‌                                         
location‌ ‌can‌ ‌be‌ ‌assigned‌ ‌a‌ ‌value‌ ‌lower‌ ‌than‌ ‌zero.‌ ‌ 

Hands/Forearms:‌ ‌‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌fingers‌ ‌to‌ ‌elbow.‌ ‌Covering‌ ‌only‌ ‌one‌‌                               
hand/forearm‌ ‌lowers‌ ‌the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌ ‌below.‌ ‌ 

Upper‌ ‌Arms/Shoulders:‌ ‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌elbow‌ ‌to‌ ‌neck.‌ ‌Covering‌ ‌only‌ ‌one‌ ‌upper‌‌                             
arm/shoulder‌ ‌lowers‌ ‌the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌ ‌below.‌ ‌ 

Feet/Lower‌‌Legs:‌‌‌This‌‌includes‌‌the‌‌area‌‌from‌‌the‌‌toes‌‌to‌‌the‌‌knee.‌‌Covering‌‌only‌‌one‌‌foot/lower‌‌leg‌‌lowers‌‌                                   
the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌ ‌below.‌ ‌ 

Upper‌ ‌Legs/Groin:‌‌This‌‌includes‌‌the‌‌area‌‌from‌‌the‌‌knee‌‌to‌‌the‌‌waist.‌‌Covering‌‌only‌‌one‌‌upper‌‌leg‌‌lowers‌‌                                   
the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌ ‌below.‌ ‌ 

Each‌ ‌of‌‌the‌‌following‌‌Armor‌‌Locations‌‌receives‌‌a‌‌value‌‌of‌‌two‌‌Armor‌‌Points‌‌multiplied‌‌by‌‌the‌‌material‌‌value‌‌and‌‌coverage.‌‌                                       
No‌ ‌location‌ ‌can‌ ‌be‌ ‌assigned‌ ‌a‌ ‌value‌ ‌lower‌ ‌than‌ ‌zero.‌ ‌ 

Belly:‌‌ ‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌waist‌ ‌to‌ ‌the‌ ‌bottom‌ ‌of‌ ‌the‌ ‌sternum.‌ ‌ 

Upper‌ ‌Chest:‌ ‌‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌bottom‌ ‌of‌ ‌the‌ ‌sternum‌ ‌to‌ ‌the‌ ‌neck.‌ ‌ 

Back:‌ ‌‌This‌ ‌includes‌ ‌the‌ ‌entire‌ ‌back‌ ‌from‌ ‌the‌ ‌waist‌ ‌to‌ ‌the‌ ‌neck.‌ ‌ 

Head:‌ ‌‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌back‌ ‌of‌ ‌the‌ ‌neck‌ ‌to‌ ‌the‌ ‌forehead.‌ ‌ 

Armor‌ ‌Materials‌ ‌ 
The‌ ‌following‌ ‌defines‌ ‌what‌ ‌is‌ ‌assigned‌ ‌to‌‌each‌‌Armor‌‌Location.‌‌For‌‌all‌‌types,‌‌if‌‌at‌‌least‌‌half‌‌the‌‌designated‌‌location‌‌is‌‌not‌‌                                           
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covered,‌‌the‌‌Marshal‌‌will‌‌deduct‌‌at‌‌least‌‌half‌‌the‌‌points‌‌for‌‌that‌‌location‌‌and‌‌may‌‌penalize‌‌the‌‌location‌‌down‌‌to‌‌counting‌‌as‌‌                                           
no‌ ‌coverage.‌ ‌ 

Different‌‌types‌‌of‌‌armor‌‌may‌‌be‌‌layered‌‌to‌‌gain‌‌additional‌‌points,‌‌but‌‌in‌‌no‌‌case‌‌may‌‌any‌‌location‌‌go‌‌over‌‌the‌‌maximum‌‌of‌‌4‌‌                                               
points.‌‌Additionally,‌‌two‌‌types‌‌of‌‌armor‌‌with‌‌the‌‌same‌‌point‌‌values‌‌do‌‌not‌‌stack.‌‌Bonus‌‌points‌‌are‌‌only‌‌given‌‌for‌‌a‌‌location‌‌if‌‌                                             
all‌ ‌materials‌ ‌used‌ ‌meet‌ ‌the‌ ‌requirements‌ ‌for‌‌a‌‌bonus.‌ ‌For‌‌example,‌‌a‌‌character‌‌could‌‌layer‌‌thick‌‌leather‌‌armor‌‌(2‌‌points)‌‌                                       
with‌‌an‌‌additional‌‌layer‌‌of‌‌quilted‌‌cloth‌‌(1‌‌point)‌‌for‌‌a‌‌total‌‌of‌‌3‌‌points‌‌in‌‌a‌‌location,‌‌but‌‌any‌‌Bonus‌‌Points‌‌(see‌‌below)‌‌would‌‌                                                 
not‌ ‌stack.‌ ‌ 

Armor‌ ‌values‌ ‌are‌ ‌based‌ ‌on‌ ‌‌appearance‌ ‌‌of‌ ‌armor‌ ‌type.‌ ‌For‌ ‌example,‌ ‌chainmail‌ ‌made‌ ‌of‌ ‌plastic‌ ‌rings‌ ‌which‌ ‌has‌ ‌the‌‌                                     
appearance‌ ‌of‌ ‌real‌ ‌metal‌ ‌chain‌ ‌will‌ ‌count‌ ‌for‌ ‌3‌ ‌points‌ ‌of‌‌value‌‌on‌‌a‌‌location,‌‌though‌‌it‌‌will‌‌not‌‌get‌‌the‌‌bonus‌‌for‌‌authentic‌‌                                               
materials.‌‌Please‌‌keep‌‌in‌‌mind‌‌that‌‌we‌‌expect‌‌all‌‌participants‌‌to‌‌put‌‌effort‌‌into‌‌maintaining‌‌the‌‌appearance‌‌of‌‌their‌‌armor;‌‌to‌‌                                         
be‌ ‌awarded‌ ‌value‌ ‌based‌ ‌on‌ ‌appearance‌ ‌of‌ ‌a‌ ‌specific‌ ‌armor‌ ‌type,‌ ‌the‌ ‌armor‌ ‌physrep‌ ‌should‌ ‌give‌ ‌a‌ ‌quality,‌ ‌consistent‌‌                                     
appearance‌ ‌of‌ ‌that‌ ‌type.‌ ‌ 

0‌‌points:‌‌Costume.‌‌Costume‌‌is‌‌any‌‌sort‌‌of‌‌period‌‌costume‌‌made‌‌from‌‌cloth‌‌or‌‌any‌‌other‌‌material‌‌that‌‌does‌‌                                     
not‌ ‌at‌ ‌all‌ ‌resemble‌ ‌armor.‌ ‌ 

1‌ ‌point:‌ ‌Light‌ ‌Non-Metallic‌ ‌Armor.‌ ‌This‌ ‌level‌ ‌is‌ ‌awarded‌ ‌for‌ ‌simple‌ ‌materials‌ ‌which‌ ‌give‌ ‌a‌ ‌modicum‌ ‌of‌‌                                 
protection,‌ ‌such‌ ‌as‌ ‌leather,‌ ‌leather‌ ‌scale,‌ ‌padded‌‌cloth,‌‌Naugahyde,‌‌suede,‌‌doeskin,‌‌heavy‌‌canvas,‌‌and‌‌                           
rope.‌ ‌ 

2‌‌points:‌‌‌Heavy‌‌Non-Metallic‌‌Armor.‌‌This‌‌level‌‌is‌‌awarded‌‌for‌‌simpler‌‌materials‌‌which‌‌have‌‌been‌‌specifically‌‌                               
thickened‌ ‌or‌ ‌upgraded‌ ‌to‌ ‌provide‌ ‌real‌ ‌protection,‌ ‌such‌ ‌as‌ ‌studded‌ ‌leather‌ ‌or‌ ‌the‌ ‌equivalent‌ ‌of‌‌10‌‌oz‌‌or‌‌                                   
heavier‌‌thick‌‌leather.‌‌It‌‌can‌‌also‌‌be‌‌given‌‌for‌‌harder‌‌materials‌‌such‌‌as‌‌wood‌‌and‌‌bone‌‌depending‌‌on‌‌how‌‌                                     
the‌ ‌armor‌ ‌is‌ ‌made.‌ ‌To‌ ‌meet‌ ‌this‌ ‌level‌ ‌of‌ ‌award,‌ ‌studded‌ ‌leather‌ ‌(or‌ ‌a‌ ‌similar‌ ‌material)‌ ‌must‌ ‌have‌ ‌a‌‌                                     
minimum‌ ‌of‌ ‌¼”‌ ‌wide‌ ‌metal‌ ‌studs‌ ‌1"‌ ‌apart‌ ‌or‌ ‌less‌ ‌(or‌ ‌the‌ ‌equivalent‌ ‌level‌ ‌of‌ ‌upgraded‌ ‌protection).‌ ‌ 

3‌ ‌points:‌ ‌Chain/Scale/Brigandine.‌ ‌The‌ ‌material‌ ‌must‌ ‌appear‌ ‌to‌ ‌be‌ ‌one‌ ‌of‌ ‌the‌ ‌following:‌ ‌chain‌ ‌mail‌ ‌tight‌‌                               
enough‌‌to‌‌provide‌‌protection,‌‌metallic‌‌scale‌‌of‌‌at‌‌least‌‌1/16"‌‌thick,‌‌or‌‌brigandine‌‌with‌‌plates‌‌of‌‌at‌‌least‌‌1/16"‌‌                                     
woven‌‌within.‌‌At‌‌a‌‌Marshal’s‌‌judgement,‌‌similar/alternative‌‌armor‌‌construction‌‌may‌‌meet‌‌this‌‌threshold,‌‌but‌‌                           
please‌ ‌be‌ ‌aware‌ ‌that‌ ‌the‌ ‌armor‌ ‌must‌ ‌appear‌ ‌to‌ ‌be‌ ‌solidly‌ ‌built‌ ‌and‌ ‌upgraded‌ ‌to‌ ‌qualify‌ ‌for‌‌this‌‌level‌‌of‌‌                                       
protection‌ ‌and‌ ‌the‌ ‌default‌ ‌is‌ ‌to‌ ‌assign‌ ‌the‌ ‌lower‌ ‌1-‌ ‌or‌ ‌2-point‌ ‌values‌ ‌if‌ ‌the‌ ‌protective‌ ‌value‌ ‌is‌ ‌not‌ ‌obvious.‌ ‌ 

4‌ ‌points:‌ ‌‌Plate‌ ‌Armor.‌ ‌This‌ ‌level‌ ‌is‌ ‌awarded‌ ‌only‌ ‌for‌‌solid‌‌plate‌‌protection‌‌on‌‌an‌‌area.‌‌The‌‌material‌‌must‌‌                                     
appear‌ ‌to‌ ‌be‌ ‌plate‌ ‌mail‌ ‌of‌ ‌sufficient‌ ‌thickness‌ ‌to‌ ‌absorb‌ ‌blows‌ ‌(excessively‌ ‌thin‌ ‌or‌ ‌light‌ ‌plate‌ ‌may‌ ‌be‌‌                                   
downgraded‌‌by‌‌a‌‌Marshal‌‌to‌‌3‌‌point‌‌per‌‌location‌‌or‌‌lower‌‌armor‌‌value).‌‌Please‌‌keep‌‌in‌‌mind‌‌that‌‌this‌‌armor‌‌                                       
level‌ ‌is‌ ‌intended‌ ‌to‌ ‌help‌ ‌balance‌ ‌the‌ ‌weight‌ ‌and‌ ‌restriction‌ ‌associated‌ ‌with‌ ‌plate‌ ‌armor.‌ ‌ 

Bonus‌ ‌Points‌ ‌ 
The‌ ‌following‌ ‌bonuses‌ ‌are‌ ‌awarded‌‌if‌‌the‌‌costume‌‌or‌‌suit‌‌of‌‌armor‌‌meets‌‌the‌‌specified‌‌criteria.‌‌Some‌‌bonuses‌‌can‌‌confer‌‌                                       
more‌ ‌than‌ ‌one‌ ‌additional‌ ‌Armor‌ ‌Point.‌ ‌ 

In‌‌Genre:‌‌‌No‌‌jeans,‌‌sneakers,‌‌watches,‌‌or‌‌other‌‌obvious‌‌anachronisms.‌‌Modern‌‌footwear‌‌(such‌‌as‌‌hiking‌‌boots)‌‌and‌‌glasses‌‌                                   
may‌ ‌be‌ ‌used‌ ‌for‌ ‌safety‌ ‌reasons‌ ‌without‌ ‌being‌ ‌penalized.‌ ‌This‌ ‌gives‌ ‌up‌ ‌to‌ ‌two‌ ‌bonus‌ ‌points.‌ ‌ 

Master‌ ‌Crafted:‌ ‌‌Exquisitely‌ ‌crafted‌‌costumes,‌‌real‌‌armor,‌‌or‌‌armor‌‌that‌‌is‌‌visually‌‌impressive.‌‌This‌‌gives‌‌up‌‌to‌‌four‌‌bonus‌‌                                     
points.‌ ‌ 

Authentic‌‌Material:‌‌This‌‌bonus‌‌of‌‌1‌‌point‌‌per‌‌location‌‌may‌‌be‌‌given‌‌for‌‌use‌‌of‌‌authentic‌‌material.‌‌For‌‌example,‌‌steel‌‌plate‌‌                                         
(as‌ ‌opposed‌ ‌to‌ ‌alternative‌ ‌material‌ ‌such‌ ‌as‌ ‌plastic,‌ ‌latex,‌ ‌or‌ ‌the‌ ‌like)‌ ‌would‌‌garner‌‌this‌‌bonus,‌‌as‌‌would‌‌metal‌‌chain‌‌mail‌‌                                         
(instead‌ ‌of‌ ‌plastic‌ ‌or‌ ‌vinyl)‌ ‌and‌ ‌real‌ ‌leather‌ ‌(instead‌ ‌of‌ ‌latex‌ ‌or‌ ‌plastic).‌ ‌The‌ ‌material‌ ‌does‌ ‌not‌ ‌necessarily‌ ‌need‌ ‌to‌ ‌be‌‌                                         
historically‌ ‌accurate‌ ‌—‌ ‌for‌ ‌example,‌ ‌stainless‌ ‌steel‌ ‌is‌ ‌acceptable‌‌instead‌‌of‌‌a‌‌more‌‌historically‌‌accurate‌‌alloy—but‌‌it‌‌does‌‌                                   
need‌‌to‌‌be‌‌a‌‌material‌‌which‌‌is‌‌true‌‌to‌‌the‌‌armor‌‌type‌‌it‌‌is‌‌representing.‌‌Note‌‌that‌‌this‌‌bonus‌‌does‌‌not‌‌double‌‌for‌‌vital‌‌locations‌‌                                                 
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as‌ ‌bonus‌ ‌points‌ ‌are‌ ‌calculated‌ ‌after‌ ‌a‌ ‌suit‌‌has‌‌been‌‌otherwise‌‌evaluated,‌‌and‌‌this‌‌bonus‌‌will‌‌only‌‌apply‌‌to‌‌a‌‌location‌‌with‌‌                                           
layered‌ ‌armor‌ ‌if‌ ‌all‌ ‌layers‌ ‌comply.‌ ‌ 

Safety‌ ‌ 
Armor‌‌cannot‌‌be‌‌taped‌‌together.‌‌It‌‌must‌‌have‌‌integral‌‌fastenings.‌‌Any‌‌metal‌‌plates‌‌must‌‌have‌‌round-filed‌‌edges‌‌or‌‌the‌‌edges‌‌                                       
must‌ ‌be‌ ‌covered‌ ‌to‌ ‌avoid‌ ‌injury.‌ ‌Jutting‌ ‌edges‌ ‌on‌ ‌sheet‌ ‌metal‌ ‌armor‌ ‌should‌ ‌be‌ ‌avoided.‌ ‌ 

Any‌ ‌armor‌ ‌that‌ ‌is‌ ‌deemed‌ ‌unsafe‌ ‌cannot‌ ‌be‌ ‌used.‌ ‌Head‌ ‌protection‌ ‌may‌ ‌need‌ ‌to‌‌be‌‌padded‌‌to‌‌prevent‌‌injury‌‌while‌‌being‌‌                                         
worn.‌ ‌ 

Failure‌ ‌to‌ ‌follow‌ ‌these‌ ‌safety‌ ‌guidelines‌ ‌can‌ ‌result‌ ‌in‌ ‌you‌ ‌being‌ ‌banned‌ ‌from‌‌combat‌‌until‌‌the‌‌offending‌‌piece‌‌of‌‌armor‌‌is‌‌                                         
removed.‌ ‌ 

Armor‌ ‌Points‌ ‌ 
Once‌‌a‌‌Marshal‌‌has‌‌assigned‌‌your‌‌Armor‌‌Rating,‌‌you‌‌may‌‌use‌‌an‌‌armor‌‌Tag‌‌with‌‌up‌‌to‌‌as‌‌many‌‌Armor‌‌Points‌‌as‌‌you‌‌have‌‌                                               
Armor‌‌Rating.‌‌If‌‌you‌‌remove‌‌a‌‌piece‌‌of‌‌armor‌‌at‌‌any‌‌time‌‌during‌‌the‌‌game,‌‌your‌‌Armor‌‌Rating‌‌is‌‌reduced‌‌by‌‌the‌‌appropriate‌‌                                             
amount.‌ ‌You‌ ‌can‌ ‌never‌ ‌have‌ ‌more‌ ‌Armor‌ ‌Points‌ ‌on‌ ‌your‌ ‌Tag‌ ‌than‌ ‌the‌‌actual‌‌armor‌‌you‌‌are‌‌wearing,‌‌and‌‌your‌‌maximum‌‌                                         
Armor‌‌Points‌‌may‌‌be‌‌limited‌‌by‌‌your‌‌class‌‌and‌‌Skills‌‌(see‌‌the‌‌Classes‌‌section‌‌for‌‌details).‌‌If‌‌needed,‌‌you‌‌may‌‌remove‌‌extra‌‌                                           
points‌‌from‌‌an‌‌Armor‌‌Tag‌‌by‌‌marking‌‌it‌‌down‌‌in‌‌order‌‌to‌‌use‌‌the‌‌Tag‌‌—‌‌but‌‌this‌‌change‌‌is‌‌permanent‌‌and‌‌the‌‌lost‌‌points‌‌may‌‌                                                   
not‌ ‌be‌ ‌regained‌ ‌without‌ ‌purchasing‌ ‌an‌ ‌entirely‌ ‌new‌ ‌armor‌ ‌Tag.‌ ‌ 

You‌ ‌cannot‌‌carry‌‌multiple‌‌Armor‌‌Tags‌‌and‌‌switch‌‌between‌‌them‌‌in‌‌battle,‌‌nor‌‌may‌‌you‌‌switch‌‌between‌‌different‌‌sources‌‌of‌‌                                       
armor‌ ‌(such‌ ‌as‌ ‌the‌ ‌‌Arcane‌ ‌Armor‌‌ ‌ritual‌ ‌and‌ ‌a‌ ‌physical‌ ‌Armor‌ ‌Tag)‌ ‌without‌ ‌having‌ ‌the‌ ‌new‌ ‌suit‌ ‌of‌ ‌armor‌ ‌refit.‌ ‌ 

When‌ ‌struck‌ ‌for‌ ‌damage‌ ‌in‌ ‌battle,‌ ‌your‌ ‌Armor‌ ‌Points‌ ‌will‌ ‌be‌ ‌deducted‌ ‌before‌ ‌your‌ ‌Body‌ ‌Points.‌ ‌You‌ ‌must‌ ‌have‌ ‌the‌‌                                       
Blacksmith‌ ‌Skill‌‌to‌‌be‌‌able‌‌to‌‌refit‌‌armor‌‌and‌‌repair‌‌its‌‌damage.‌‌There‌‌are‌‌some‌‌magical‌‌effects‌‌like‌‌Mend‌‌Armor‌‌‌that‌‌may‌‌                                           
restore‌ ‌damaged‌ ‌Armor‌ ‌Points.‌ ‌ 

Refitting‌ ‌ 
Refitting‌ ‌a‌ ‌suit‌ ‌of‌ ‌armor‌ ‌takes‌ ‌a‌‌complete‌‌uninterrupted‌‌minute‌‌of‌‌Focus‌‌during‌‌which‌‌you‌‌can‌‌perform‌‌no‌‌Game‌‌Abilities.‌‌                                       
The‌ ‌player‌ ‌must‌ ‌kneel‌ ‌or‌ ‌crouch‌ ‌and‌‌adjust‌‌their‌‌armor‌‌to‌‌represent‌‌the‌‌act‌‌of‌‌refitting.‌‌If‌‌you‌‌are‌‌refitting‌‌someone‌‌else’s‌‌                                           
armor,‌‌the‌‌target‌‌must‌‌kneel‌‌while‌‌the‌‌other‌‌character‌‌roleplays‌‌fixing‌‌the‌‌armor.‌‌This‌‌might‌‌involve‌‌pulling‌‌out‌‌a‌‌small‌‌bag‌‌of‌                                           
tools‌‌and‌‌accessories,‌‌or‌‌at‌‌least‌‌by‌‌pounding‌‌on‌‌the‌‌armor‌‌or‌‌otherwise‌‌taking‌‌actions‌‌to‌‌make‌‌it‌‌clear‌‌that‌‌you‌‌are‌‌repairing‌‌                                             
armor‌ ‌and‌ ‌not‌ ‌just‌ ‌kneeling.‌ ‌ 

Refitting‌‌armor‌‌can‌‌be‌‌done‌‌any‌‌number‌‌of‌‌times‌‌LP‌‌by‌‌a‌‌character‌‌with‌‌the‌‌Skill‌‌Blacksmith,‌‌whether‌‌they‌‌have‌‌Production‌‌                                         
Points‌ ‌available.‌ ‌ 

Characters‌ ‌with‌ ‌Arcane‌ ‌Armor‌ ‌rituals‌ ‌may‌ ‌Refit‌ ‌their‌ ‌Arcane‌ ‌Armor‌ ‌on‌ ‌themselves‌ ‌only.‌ ‌Similarly,‌‌a‌‌creature‌‌with‌‌Natural‌‌                                   
Armor‌ ‌may‌ ‌Refit‌ ‌their‌ ‌Natural‌ ‌Armor‌ ‌on‌ ‌themselves.‌ ‌ 

Shields‌ ‌ 
A‌‌physical-delivery‌‌attack‌‌(like‌‌a‌‌sword‌‌swing,‌‌Thrown‌‌Weapon,‌‌or‌‌Arrow‌‌Packet)‌‌that‌‌lands‌‌on‌‌a‌‌Shield‌‌will‌‌not‌‌count,‌‌but‌‌a‌‌                                           
Packet-delivery‌ ‌attack‌ ‌generally‌ ‌will.‌ ‌Shields‌ ‌do‌ ‌not‌ ‌protect‌ ‌the‌ ‌owner‌ ‌from‌ ‌any‌ ‌kind‌ ‌of‌ ‌trap.‌ ‌ 

Shields‌ ‌are‌ ‌strictly‌ ‌for‌ ‌defense.‌ ‌They‌ ‌are‌ ‌not‌ ‌considered‌ ‌Weapons‌ ‌in‌ ‌any‌ ‌way‌ ‌and‌ ‌cannot‌ ‌be‌ ‌used‌ ‌offensively.‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌a‌ ‌Shield‌ ‌for‌ ‌any‌ ‌Weapon-based‌ ‌Skill‌ ‌such‌ ‌as‌ ‌‌Parry‌,‌ ‌nor‌ ‌will‌ ‌your‌ ‌Shield‌ ‌be‌‌affected‌‌by‌‌a‌‌targeted‌‌effect‌‌                                           
which‌ ‌specifies‌‌a‌‌Weapon.‌‌A‌‌‌Shatter‌‌‌effect‌‌cast‌‌as‌‌“With‌‌Eldritch‌‌Force‌‌I‌‌‌Shatter‌‌‌your‌‌Weapon”‌‌would‌‌have‌‌no‌‌effect‌‌on‌‌a‌‌                                           
Shield;‌ ‌however,‌ ‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Shatter‌ ‌‌your‌ ‌Shield”‌ ‌would‌ ‌work.‌ ‌ 

Shields‌ ‌cannot‌ ‌be‌ ‌used‌ ‌with‌ ‌Two-Handed‌ ‌Weapons.‌ ‌You‌ ‌may‌ ‌not‌ ‌wield‌ ‌a‌ ‌Weapon‌ ‌with‌ ‌the‌ ‌hand‌ ‌or‌ ‌arm‌ ‌holding‌ ‌the‌ ‌Shield.‌ ‌ 

A‌‌buckler‌‌Shield‌‌(a‌‌small‌‌Shield‌‌that‌‌is‌‌strapped‌‌onto‌‌the‌‌arm)‌‌must‌‌still‌‌follow‌‌all‌‌Shield‌‌rules‌‌—‌‌in‌‌other‌‌words,‌‌you‌‌cannot‌‌                                               
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have‌ ‌a‌ ‌buckler‌ ‌on‌ ‌your‌ ‌left‌ ‌arm‌ ‌and‌ ‌still‌ ‌hold‌ ‌anything‌ ‌in‌ ‌your‌ ‌left‌ ‌hand.‌ ‌ 

Shields‌ ‌can‌ ‌be‌ ‌made‌ ‌of‌ ‌almost‌ ‌any‌ ‌strong‌ ‌material‌ ‌such‌‌as‌‌plastic,‌‌wood,‌‌and‌‌aluminum,‌‌or‌‌can‌‌be‌‌made‌‌from‌‌light‌‌rigid‌‌                                           
materials‌‌such‌‌as‌‌foam‌‌insulation.‌‌Safety‌‌is‌‌the‌‌prime‌‌consideration‌‌when‌‌constructing‌‌a‌‌Shield.‌‌All‌‌edges‌‌of‌‌the‌‌Shield‌‌must‌‌                                       
be‌ ‌padded‌ ‌for‌ ‌safety.‌ ‌Bolts‌ ‌or‌ ‌protrusions‌ ‌are‌ ‌not‌ ‌allowed.‌ ‌ 

Weapons‌ ‌ 
REFUGE‌ ‌LARP‌ ‌allows‌ ‌combat‌ ‌with‌ ‌safely‌ ‌padded‌ ‌prop‌ ‌Weapons.‌ ‌Combat‌ ‌is‌ ‌strictly‌ ‌not‌ ‌allowed‌ ‌without‌ ‌appropriate‌‌                               
Weapons‌‌that‌‌have‌‌been‌‌safety‌‌checked;‌‌a‌‌monster‌‌with‌‌‌Claws‌‌does‌‌not‌‌allow‌‌the‌‌player‌‌to‌‌reach‌‌over‌‌and‌‌physically‌‌claw‌‌                                         
at‌‌the‌‌target‌‌with‌‌their‌‌bare‌‌hands.‌‌Safety‌‌is‌‌the‌‌main‌‌concern‌‌here;‌‌we‌‌are‌‌using‌‌our‌‌Weapons‌‌to‌‌represent‌‌battles,‌‌not‌‌to‌‌                                             
cause‌ ‌damage.‌ ‌ 

Every‌‌Weapon‌‌must‌‌be‌‌inspected‌‌and‌‌approved‌‌by‌‌a‌‌Marshal‌‌before‌‌every‌‌event.‌‌It‌‌is‌‌your‌‌responsibility‌‌to‌‌make‌‌sure‌‌your‌‌                                         
Weapon‌ ‌has‌ ‌been‌ ‌approved‌ ‌before‌ ‌you‌ ‌start‌ ‌playing.‌ ‌If‌ ‌anyone‌ ‌is‌ ‌hurt‌ ‌from‌ ‌your‌ ‌unsafe‌ ‌Weapon‌ ‌and‌ ‌you‌ ‌did‌ ‌not‌ ‌get‌ ‌it‌‌                                           
checked‌ ‌and‌ ‌approved‌ ‌beforehand,‌ ‌you‌ ‌will‌ ‌be‌ ‌held‌ ‌responsible.‌ ‌ 

Cast‌ ‌Weapons‌ ‌ 
Most‌ ‌Cast‌ ‌Weapons‌ ‌are‌ ‌useless‌ ‌as‌ ‌treasure.‌ ‌In‌ ‌general,‌ ‌monsters‌ ‌can‌ ‌be‌ ‌thought‌ ‌of‌ ‌as‌ ‌using‌ ‌particularly‌ ‌crude‌ ‌and‌‌                                     
low-quality‌ ‌Weapons‌ ‌that‌ ‌an‌ ‌Adventurer‌ ‌would‌ ‌break‌ ‌with‌ ‌constant‌ ‌use.‌ ‌ 

There‌‌are‌‌occasions‌‌when‌‌you‌‌can‌‌find‌‌Cast‌‌Weapons‌‌that‌‌can‌‌be‌‌taken‌‌as‌‌treasure.‌‌You‌‌should‌‌take‌‌the‌‌Tag‌‌and‌‌leave‌‌the‌‌                                             
physrep‌ ‌with‌ ‌the‌ ‌Cast‌ ‌and‌ ‌then‌ ‌provide‌ ‌your‌ ‌own‌ ‌physrep‌ ‌for‌ ‌the‌ ‌Weapon‌ ‌if‌ ‌you‌ ‌wish‌ ‌to‌ ‌use‌ ‌it.‌ ‌ 

If‌ ‌you‌ ‌‌Disarm‌ ‌‌a‌ ‌Weapon‌ ‌or‌ ‌Shield‌ ‌from‌ ‌Cast‌ ‌during‌ ‌a‌ ‌battle,‌ ‌you‌ ‌can‌ ‌pick‌ ‌up‌ ‌that‌ ‌Weapon‌ ‌or‌ ‌Shield‌ ‌and‌ ‌use‌ ‌it‌ ‌for‌ ‌the‌‌                                                 
duration‌‌of‌‌that‌‌battle‌‌even‌‌if‌‌there‌‌is‌‌no‌‌Weapon‌‌Tag‌‌attached‌‌(assuming‌‌that‌‌you‌‌have‌‌the‌‌Skill‌‌in‌‌that‌‌particular‌‌Weapon‌‌to‌‌                                             
use‌ ‌it.)‌ ‌Once‌ ‌the‌ ‌battle‌ ‌is‌ ‌completed,‌ ‌you‌ ‌must‌ ‌return‌ ‌the‌ ‌physrep‌ ‌to‌ ‌Cast.‌ ‌ 

Be‌‌fair‌‌about‌‌this‌‌—‌‌don’t‌‌go‌‌taking‌‌all‌‌of‌‌the‌‌Cast‌‌Weapons‌‌in‌‌order‌‌to‌‌prevent‌‌the‌‌Cast‌‌from‌‌coming‌‌back‌‌into‌‌the‌‌battle‌‌as‌‌                                                   
other‌ ‌monsters.‌ ‌If‌ ‌you‌ ‌are‌ ‌not‌‌using‌‌the‌‌Weapon,‌‌you‌‌must‌‌give‌‌it‌‌back‌‌to‌‌any‌‌Cast‌‌who‌‌is‌‌OOG‌‌and‌‌needs‌‌a‌‌Weapon‌‌to‌‌                                                 
come‌ ‌back‌ ‌into‌ ‌game‌ ‌as‌ ‌another‌ ‌monster.‌ ‌ 

Weapon‌ ‌Construction‌ ‌ 
All‌ ‌Weapon‌ ‌construction‌ ‌is‌ ‌viewed‌ ‌with‌ ‌the‌ ‌idea‌ ‌of‌ ‌safety‌ ‌foremost.‌ ‌The‌ ‌Weapon‌ ‌design‌ ‌specifications‌ ‌are‌ ‌intended‌ ‌to‌‌                                   
represent‌‌the‌‌bare‌‌minimum‌‌necessary‌‌for‌‌a‌‌Weapon‌‌to‌‌pass‌‌safety‌‌inspection.‌‌Be‌‌aware‌‌that‌‌even‌‌the‌‌safest‌‌Weapon‌‌could‌‌                                       
cause‌ ‌injury‌ ‌if‌ ‌improperly‌ ‌used.‌ ‌Therefore,‌ ‌in‌ ‌addition‌ ‌to‌ ‌Weapon‌ ‌construction,‌ ‌practice‌ ‌in‌ ‌the‌ ‌use‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌needed.‌ ‌ 

Every‌‌Weapon‌‌must‌‌be‌‌checked‌‌for‌‌safety‌‌by‌‌a‌‌Marshal‌‌at‌‌every‌‌event‌‌it‌‌is‌‌brought‌‌to.‌‌Weapons‌‌break‌‌down‌‌over‌‌time,‌‌and‌‌                                             
a‌‌Weapon‌‌which‌‌is‌‌safe‌‌at‌‌one‌‌event‌‌may‌‌not‌‌be‌‌safe‌‌at‌‌the‌‌next.‌‌Local‌‌Marshals‌‌may,‌‌at‌‌their‌‌discretion,‌‌require‌‌additional‌‌                                             
measures‌‌be‌‌taken‌‌to‌‌ensure‌‌a‌‌Weapon‌‌is‌‌safe‌‌for‌‌REFUGE‌‌LARP‌‌use.‌‌It‌‌is‌‌always‌‌best‌‌to‌‌consult‌‌your‌‌local‌‌Marshals‌‌to‌‌                                             
determine‌ ‌their‌ ‌expectations‌ ‌when‌ ‌you‌ ‌are‌ ‌designing‌ ‌or‌ ‌looking‌ ‌to‌ ‌purchase‌ ‌a‌ ‌new‌ ‌Weapon.‌ ‌Since‌ ‌specifics‌‌on‌‌Weapon‌‌                                   
safety‌‌might‌‌vary‌‌Chapter‌‌to‌‌Chapter,‌‌only‌‌a‌‌Marshal‌‌from‌‌a‌‌specific‌‌Chapter‌‌can‌‌verify‌‌that‌‌any‌‌Weapon‌‌will‌‌or‌‌will‌‌not‌‌pass‌‌                                             
in‌ ‌their‌ ‌Chapter.‌ ‌ 

If‌‌your‌‌Weapon‌‌physrep‌‌breaks‌‌during‌‌an‌‌event,‌‌then‌‌IG,‌‌your‌‌Weapon‌‌has‌‌broken‌‌as‌‌well.‌‌You‌‌cannot‌‌call‌‌a‌‌Pause‌‌to‌‌go‌‌get‌‌                                               
another‌‌physrep,‌‌and‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌Weapon‌‌to‌‌a‌‌Marshal.‌‌If‌‌the‌‌Weapon‌‌was‌‌unshatterable‌‌IG,‌‌then‌‌a‌‌short‌‌Pause‌‌                                           
can‌ ‌be‌ ‌called‌ ‌to‌ ‌replace‌ ‌the‌ ‌physrep‌ ‌if‌ ‌another‌ ‌is‌ ‌immediately‌ ‌available.‌ ‌ 

All‌‌exposed‌‌cores‌‌must‌‌be‌‌rendered‌‌safe‌‌with‌‌tape‌‌and‌‌padding.‌‌In‌‌a‌‌melee,‌‌it‌‌is‌‌possible‌‌to‌‌accidentally‌‌hit‌‌someone‌‌with‌‌                                           
the‌‌pommel‌‌or‌‌crossguard,‌‌so‌‌even‌‌these‌‌parts‌‌must‌‌be‌‌protected.‌‌The‌‌only‌‌exception‌‌to‌‌this‌‌is‌‌the‌‌grip,‌‌which‌‌may‌‌be‌‌left‌‌                                             
unpadded‌‌if‌‌desired‌‌though‌‌you‌‌may‌‌use‌‌tape,‌‌leather,‌‌or‌‌other‌‌materials‌‌to‌‌provide‌‌a‌‌more‌‌comfortable‌‌and‌‌secure‌‌grip.‌‌A‌‌                                         
Weapon’s‌ ‌unpadded‌ ‌grip‌ ‌should‌ ‌only‌ ‌extend‌ ‌to‌ ‌parts‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌which‌ ‌are‌ ‌never‌ ‌expected‌ ‌to‌ ‌come‌ ‌in‌ ‌contact‌ ‌with‌‌                                       
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opponents.‌‌In‌‌general,‌‌a‌‌good‌‌rule‌‌of‌‌thumb‌‌is‌‌to‌‌leave‌‌no‌‌more‌‌than‌‌one-quarter‌‌of‌‌the‌‌length‌‌of‌‌the‌‌Weapon‌‌unpadded‌‌for‌‌a‌‌                                               
grip,‌‌though‌‌this‌‌depends‌‌on‌‌the‌‌specific‌‌type‌‌of‌‌Weapon.‌‌For‌‌example,‌‌Polearms‌‌will‌‌often‌‌have‌‌a‌‌longer‌‌length‌‌of‌‌core‌‌left‌‌                                           
unpadded,‌‌but‌‌keep‌‌in‌‌mind‌‌that‌‌padding‌‌should‌‌exist‌‌on‌‌significant‌‌portions‌‌of‌‌the‌‌core‌‌below‌‌the‌‌head‌‌as‌‌those‌‌parts‌‌of‌‌the‌‌                                             
Weapon‌‌will‌‌often‌‌come‌‌in‌‌contact‌‌with‌‌others.‌‌You‌‌must‌‌always‌‌wield‌‌cored‌‌Weapons‌‌by‌‌their‌‌designated‌‌grip.‌‌Remember‌‌                                     
that‌ ‌safety‌ ‌is‌ ‌our‌ ‌main‌ ‌concern‌ ‌here.‌ ‌ 

All‌‌Weapons‌‌which‌‌are‌‌intended‌‌to‌‌allow‌‌thrusting‌‌must‌‌have‌‌a‌‌thrusting‌‌tip.‌‌A‌‌thrusting‌‌tip‌‌consists‌‌of‌‌at‌‌least‌‌two‌‌inches‌‌of‌‌                                             
open‌‌cell‌‌foam‌‌padding‌‌beyond‌‌the‌‌end‌‌of‌‌the‌‌pipe‌‌insulation.‌‌If‌‌the‌‌foam‌‌tip‌‌is‌‌too‌‌small,‌‌opponents‌‌could‌‌get‌‌hurt‌‌with‌‌a‌‌stiff‌‌                                                 
thrust.‌‌If‌‌the‌‌tip‌‌is‌‌too‌‌large,‌‌it‌‌could‌‌easily‌‌break‌‌off‌‌or‌‌fold‌‌over,‌‌making‌‌it‌‌useless.‌‌A‌‌thrusting‌‌tip‌‌should‌‌not‌‌be‌‌significantly‌‌                                                 
longer‌ ‌than‌ ‌its‌ ‌diameter‌ ‌and‌ ‌should‌ ‌collapse‌ ‌about‌ ‌half‌ ‌of‌ ‌its‌ ‌length‌ ‌when‌ ‌pressure‌ ‌is‌ ‌applied.‌ ‌ 

All‌ ‌crossguards‌ ‌must‌ ‌be‌ ‌below‌ ‌the‌ ‌blade‌ ‌or‌ ‌shaft‌ ‌of‌ ‌the‌ ‌Weapon.‌ ‌ 

The‌‌crossguard‌‌may‌‌be‌‌made‌‌with‌‌open‌‌or‌‌closed‌‌cell‌‌foam,‌‌but‌‌the‌‌crossguard‌‌should‌‌be‌‌made‌‌with‌‌no‌‌core‌‌regardless‌‌of‌‌                                           
material‌ ‌used.‌ ‌As‌ ‌always,‌ ‌safety‌ ‌is‌ ‌paramount‌ ‌and‌ ‌protuberances‌ ‌which‌ ‌are‌ ‌found‌ ‌to‌ ‌be‌ ‌unsafe‌ ‌will‌ ‌be‌ ‌rejected.‌ ‌ 

All‌‌striking‌‌surfaces‌‌of‌‌the‌‌Weapon‌‌must‌‌be‌‌protected‌‌with‌‌at‌‌least‌‌5/8"‌‌thick‌‌closed‌‌cell‌‌foam.‌‌If‌‌5/8"‌‌foam‌‌is‌‌not‌‌available‌‌two‌‌                                               
layers‌‌of‌‌thinner‌‌foam‌‌may‌‌be‌‌used‌‌if‌‌the‌‌combined‌‌thickness‌‌is‌‌greater‌‌than‌‌5/‌‌8".‌‌In‌‌addition,‌‌all‌‌non-striking‌‌surfaces‌‌which‌‌                                           
may‌ ‌come‌ ‌into‌‌contact‌‌with‌‌another‌‌player‌‌(such‌‌as‌‌the‌‌shaft‌‌of‌‌a‌‌Blunt‌‌Weapon‌‌or‌‌Polearm,‌‌crossguards,‌‌and‌‌the‌‌flats‌‌of‌‌                                           
Sword‌‌blades)‌‌must‌‌be‌‌protected‌‌with‌‌sufficient‌‌closed‌‌cell‌‌foam‌‌to‌‌ensure‌‌safety‌‌should‌‌accidental‌‌strikes‌‌happen‌‌with‌‌those‌                                     
areas‌‌of‌‌the‌‌Weapon.‌‌Weapons‌‌which‌‌do‌‌not‌‌have‌‌sufficient‌‌padding‌‌on‌‌non-striking‌‌surfaces‌‌will‌‌absolutely‌‌be‌‌disallowed‌‌                                   
from‌‌play.‌‌If‌‌you‌‌are‌‌unsure‌‌what‌‌qualifies,‌‌it’s‌‌always‌‌best‌‌to‌‌stick‌‌with‌‌a‌‌minimum‌‌of‌‌5/8"‌‌thick‌‌foam‌‌on‌‌all‌‌sections‌‌of‌‌the‌‌                                                 
Weapon‌ ‌above‌ ‌the‌ ‌grip.‌ ‌ 

Take‌‌this‌‌point‌‌very‌‌seriously!‌‌If‌‌you‌‌do‌‌not‌‌have‌‌your‌‌Weapon‌‌checked‌‌and‌‌you‌‌hit‌‌someone‌‌and‌‌your‌‌Weapon‌‌breaks‌‌and‌‌                                           
hurts‌ ‌them,‌ ‌it‌ ‌will‌ ‌be‌ ‌your‌ ‌responsibility.‌ ‌The‌ ‌legal‌ ‌release‌ ‌you‌ ‌sign‌ ‌does‌ ‌not‌ ‌cover‌ ‌you‌ ‌if‌ ‌you‌ ‌do‌ ‌not‌ ‌follow‌ ‌our‌ ‌safety‌ ‌rules.‌ ‌ 

Weapons‌‌are‌‌generally‌‌made‌‌with‌‌a‌‌fiberglass,‌‌graphite,‌‌or‌‌carbon‌‌fiber‌‌core.‌‌Light‌‌aluminum‌‌can‌‌be‌‌used‌‌for‌‌Two-Handed‌‌                                     
Weapons‌‌(except‌‌Staffs)‌‌but‌‌never‌‌for‌‌One-Handed‌‌Weapons.‌‌Aluminum‌‌is‌‌not‌‌flexible‌‌enough‌‌for‌‌shorter‌‌Weapons.‌‌Heavy‌‌                                 
aluminum‌ ‌pipe,‌ ‌wood‌ ‌and‌ ‌metal‌ ‌wire‌ ‌are‌ ‌never‌ ‌acceptable‌ ‌Weapon‌ ‌making‌ ‌materials.‌ ‌ 

All‌ ‌Weapons‌ ‌must‌ ‌be‌‌fairly‌‌rigid‌‌so‌‌as‌‌not‌‌to‌‌act‌‌as‌‌a‌‌whip‌‌when‌‌swung‌‌quickly.‌‌Under‌‌most‌‌circumstances,‌‌a‌‌Weapon‌‌tip‌‌                                             
should‌ ‌not‌ ‌bend‌ ‌more‌ ‌than‌ ‌6‌ ‌inches‌ ‌from‌ ‌true‌ ‌when‌ ‌a‌ ‌moderate‌ ‌weight‌ ‌is‌ ‌applied‌ ‌to‌ ‌the‌ ‌tip‌ ‌and‌ ‌the‌ ‌grip‌ ‌is‌ ‌held‌ ‌level.‌ ‌ 

All‌‌Weapons‌‌must‌‌also‌‌have‌‌some‌‌give‌‌to‌‌them‌‌when‌‌contact‌‌is‌‌made.‌‌The‌‌core‌‌should‌‌flex‌‌somewhat.‌‌If‌‌the‌‌core‌‌does‌‌not‌‌                                             
flex,‌‌then‌‌you‌‌may‌‌be‌‌required‌‌either‌‌to‌‌use‌‌a‌‌smaller‌‌diameter‌‌pipe‌‌or‌‌add‌‌more‌‌padding‌‌to‌‌ensure‌‌that‌‌the‌‌Weapon‌‌is‌‌safe.‌‌                                               
This‌‌is‌‌often‌‌the‌‌case‌‌with‌‌metal‌‌pipes‌‌or‌‌when‌‌the‌‌pipe‌‌diameter‌‌is‌‌too‌‌large‌‌for‌‌the‌‌Weapon‌‌type.‌‌If‌‌the‌‌pipe‌‌insulation‌‌on‌‌                                                 
the‌ ‌shaft‌ ‌is‌ ‌too‌ ‌compressed,‌ ‌the‌ ‌Weapon‌ ‌will‌ ‌hit‌ ‌harder‌ ‌than‌ ‌desired‌ ‌and‌ ‌will‌ ‌fail‌ ‌a‌ ‌Weapons‌ ‌check.‌ ‌ 

One‌ ‌common‌ ‌mistake‌ ‌is‌ ‌to‌ ‌use‌ ‌foam‌‌of‌‌a‌‌smaller‌‌diameter‌‌than‌‌the‌‌pipe‌‌being‌‌used,‌‌forcing‌‌the‌‌foam‌‌over‌‌the‌‌pipe.‌‌This‌‌                                             
makes‌ ‌the‌ ‌Weapon‌ ‌too‌ ‌hard.‌ ‌Another‌ ‌common‌ ‌mistake‌ ‌is‌ ‌to‌ ‌wrap‌ ‌the‌‌duct‌‌tape‌‌around‌‌the‌‌foam‌‌too‌‌tightly,‌‌or‌‌even‌‌in‌‌a‌‌                                             
spiral‌‌pattern‌‌up‌‌the‌‌blade.‌‌This‌‌tends‌‌to‌‌make‌‌the‌‌insulation‌‌too‌‌stiff‌‌and‌‌gives‌‌unwanted‌‌weight.‌‌The‌‌insulation‌‌should‌‌slide‌‌                                         
easily‌ ‌over‌ ‌the‌ ‌pipe‌ ‌but‌ ‌fit‌ ‌snugly‌ ‌so‌ ‌that‌ ‌the‌ ‌Weapon‌ ‌will‌ ‌not‌ ‌rattle‌ ‌if‌ ‌the‌ ‌pipe‌ ‌is‌ ‌shaken.‌ ‌ 

The‌ ‌foam‌ ‌should‌ ‌be‌ ‌taped‌ ‌lengthwise,‌ ‌using‌ ‌2-inch-wide‌ ‌duct‌ ‌tape‌ ‌and‌ ‌overlapping‌ ‌about‌ ‌¼‌ ‌inch.‌ ‌This‌‌will‌‌use‌‌the‌‌least‌‌                                       
amount‌ ‌of‌ ‌tape,‌ ‌keeping‌ ‌the‌ ‌Weapon‌ ‌light‌ ‌and‌ ‌safe.‌ ‌Vinyl‌ ‌electrical‌ ‌tape‌ ‌has‌ ‌less‌ ‌give‌ ‌than‌ ‌duct‌ ‌tape;‌ ‌however,‌ ‌it‌ ‌is‌‌                                         
acceptable‌ ‌for‌ ‌use‌ ‌in‌ ‌noncontact‌ ‌areas‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌as‌ ‌decoration‌ ‌or‌ ‌grips.‌ ‌ 

In‌ ‌addition,‌ ‌you‌‌may‌‌want‌‌to‌‌cover‌‌your‌‌Weapon‌‌with‌‌cloth‌‌after‌‌it‌‌is‌‌completed‌‌to‌‌give‌‌it‌‌a‌‌suitable‌‌appearance.‌‌The‌‌cloth‌‌                                             
should‌ ‌be‌ ‌sewn‌ ‌very‌ ‌tightly‌ ‌and‌ ‌not‌ ‌be‌ ‌a‌ ‌loose‌ ‌covering.‌ ‌ 

Note‌ ‌that‌ ‌if‌ ‌a‌‌sword‌‌is‌‌to‌‌have‌‌a‌‌weighted‌‌pommel,‌‌that‌‌pommel‌‌must‌‌be‌‌thickly‌‌padded‌‌since‌‌it‌‌could‌‌potentially‌‌do‌‌more‌‌                                             
damage‌ ‌than‌ ‌a‌ ‌normal‌ ‌Weapon‌ ‌blade.‌ ‌ 

‌ ‌   
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Weapon‌ ‌Guidelines‌ ‌ 
Thrown‌ ‌Weapons‌ ‌can‌ ‌be‌ ‌of‌ ‌many‌ ‌different‌ ‌shapes‌ ‌and‌ ‌sizes.‌ ‌They‌ ‌must‌ ‌be‌ ‌constructed‌ ‌with‌ ‌no‌ ‌core‌ ‌and‌ ‌may‌ ‌not‌ ‌be‌‌                                         
internally‌ ‌weighted‌ ‌with‌ ‌hard‌ ‌materials.‌ ‌These‌ ‌Weapons‌ ‌can‌ ‌never‌ ‌be‌ ‌used‌ ‌as‌ ‌a‌ ‌melee‌ ‌Weapon‌ ‌in‌‌a‌‌fight;‌‌they‌‌must‌‌be‌‌                                         
thrown.‌ ‌Because‌ ‌they‌‌can‌‌be‌‌odd‌‌sizes‌‌and‌‌shapes,‌‌they‌‌must‌‌be‌‌approved‌‌on‌‌a‌‌case-by-case‌‌basis.‌‌At‌‌a‌‌minimum,‌‌they‌‌                                         
should‌ ‌be‌ ‌at‌ ‌least‌ ‌2‌ ‌inches‌ ‌long‌ ‌in‌ ‌one‌ ‌dimension.‌ ‌ 

Thrown‌‌Weapons‌‌with‌‌any‌‌single‌‌measurement‌‌over‌‌24‌‌in.‌‌/‌‌61‌‌cm.‌‌should‌‌use‌‌a‌‌Heavy‌‌Thrown‌‌Weapon‌‌Tag‌‌and‌‌will‌‌have‌‌a‌‌                                             
base‌ ‌damage‌ ‌of‌ ‌3‌ ‌instead‌ ‌of‌ ‌2.‌ ‌ 

Chapters‌‌may‌‌rule‌‌that‌‌some‌‌specific‌‌Thrown‌‌Weapons,‌‌called‌‌Boulders,‌‌may‌‌only‌‌be‌‌lifted‌‌by‌‌creatures‌‌with‌‌‌Superhuman‌‌                                   
Strength‌‌and‌‌the‌‌Skill‌‌Thrown‌‌Weapon.‌‌Boulders‌‌are‌‌usually‌‌represented‌‌by‌‌garbage‌‌bags‌‌full‌‌of‌‌wrinkled‌‌paper‌‌or‌‌open‌‌cell‌‌                                       
foam‌ ‌and‌ ‌will‌ ‌have‌ ‌appropriate‌ ‌Tags..‌ ‌ 

‌ 

‌ 

Claws‌‌‌must‌‌be‌‌primarily‌‌red.‌‌While‌‌small‌‌decorations‌‌of‌‌other‌‌colors‌‌are‌‌allowed,‌‌all‌‌‌Claws‌‌‌must‌‌be‌‌easily‌‌recognizable‌‌as‌‌                                       
red‌ ‌from‌ ‌a‌ ‌distance‌ ‌without‌ ‌asking‌ ‌whether‌ ‌the‌‌Weapon‌‌is‌‌a‌‌Claw.‌‌Other‌‌Weapons‌‌may‌‌not‌‌use‌‌red‌‌as‌‌their‌‌predominant‌‌                                         
color‌ ‌and‌ ‌should‌ ‌leave‌ ‌no‌ ‌question‌ ‌that‌ ‌they‌ ‌are‌ ‌not‌ ‌‌Claws‌ ‌‌when‌ ‌seen‌ ‌from‌ ‌any‌ ‌range.‌ ‌ 

Claws‌ ‌‌usable‌ ‌by‌ ‌the‌ ‌PC‌ ‌Skill‌ ‌‌Claws‌ ‌must‌ ‌be‌ ‌of‌ ‌Short‌ ‌Weapon‌ ‌length.‌ ‌Some‌ ‌monsters‌ ‌may‌ ‌have‌ ‌Long‌ ‌‌Claws‌ ‌‌or‌ ‌even‌‌                                         
Two-Handed‌ ‌‌Claws‌ ‌‌but‌ ‌must‌ ‌follow‌ ‌the‌ ‌standard‌ ‌rules‌ ‌for‌ ‌fighting‌ ‌with‌ ‌two‌ ‌Weapons‌ ‌(including‌ ‌length‌ ‌restrictions)‌ ‌or‌ ‌a‌‌                                   
Two-Handed‌ ‌Weapon.‌ ‌Monsters‌ ‌might‌ ‌also‌ ‌use‌ ‌red‌ ‌Shields,‌ ‌to‌ ‌indicate‌ ‌particularly‌ ‌large‌ ‌‌Claws‌ ‌‌meant‌ ‌only‌ ‌for‌ ‌blocking.‌ ‌ 

Blunt‌ ‌Weapons,‌ ‌Axes,‌ ‌One-Handed‌ ‌Spears‌ ‌and‌ ‌Polearms‌ ‌must‌‌have‌‌a‌‌padded‌‌head‌‌that‌‌is‌‌shaped‌‌appropriate‌‌to‌‌the‌‌                                   
Weapon‌‌type.‌‌This‌‌padded‌‌head‌‌must‌‌be‌‌made‌‌from‌‌foam‌‌and‌‌it‌‌must‌‌be‌‌placed‌‌over‌‌the‌‌5/8"‌‌pipe‌‌insulation‌‌that‌‌covers‌‌the‌‌                                             
core.‌‌The‌‌head‌‌must‌‌be‌‌noticeably‌‌thicker‌‌than‌‌the‌‌pipe‌‌insulation‌‌and‌‌should‌‌squash‌‌easily.‌‌Everything‌‌above‌‌the‌‌grip‌‌area‌‌                                       
must‌‌be‌‌padded‌‌—‌‌like‌‌all‌‌Weapons,‌‌any‌‌part‌‌that‌‌might‌‌come‌‌into‌‌contact‌‌with‌‌your‌‌opponents‌‌should‌‌have‌‌foam‌‌padding.‌‌                                         
Note‌ ‌that‌ ‌Blunt‌ ‌Weapons‌ ‌may‌ ‌never‌ ‌be‌ ‌used‌ ‌to‌ ‌thrust.‌ ‌ 

One-Handed‌ ‌Spear‌ ‌‌can‌ ‌only‌ ‌be‌ ‌used‌ ‌to‌ ‌perform‌ ‌thrusting‌ ‌attacks,‌ ‌and‌ ‌can‌‌never‌‌be‌‌thrown.‌‌A‌‌character‌‌hit‌‌by‌‌any‌‌part‌‌                                         
other‌ ‌than‌ ‌the‌ ‌thrusting‌ ‌tip‌ ‌takes‌ ‌no‌ ‌damage.‌ ‌ 

Staffs‌‌‌may‌‌only‌‌be‌‌handled‌‌in‌‌the‌‌middle‌‌3‌‌feet.‌‌This‌‌distance‌‌should‌‌be‌‌marked‌‌off‌‌so‌‌it‌‌is‌‌easily‌‌identifiable.‌‌You‌‌must‌‌have‌‌                                               
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Weapon‌ ‌  Overall‌ ‌Length‌ ‌  Base‌ ‌Damage‌ ‌ 
Minimum‌ ‌  Maximum‌ ‌ 

Ranged‌ ‌ 
Short‌ ‌Bow‌ ‌  25"‌ ‌or‌ ‌63.5‌ ‌cm‌ ‌  33"‌ ‌or‌ ‌83.8‌ ‌cm‌ ‌  2‌ ‌ 
Long‌ ‌Bow‌ ‌  33"‌ ‌or‌ ‌83.8‌ ‌cm‌ ‌  58"‌ ‌or‌ ‌147.3‌ ‌cm‌ ‌  3‌ ‌ 
Light‌ ‌Crossbow‌ ‌  14"‌ ‌or‌ ‌35.6‌ ‌cm‌ ‌  25"‌ ‌or‌ ‌63.5‌ ‌cm‌ ‌  3‌ ‌ 
Heavy‌ ‌Crossbow‌ ‌  25"‌ ‌or‌ ‌63.5‌ ‌cm‌ ‌  32"‌ ‌or‌ ‌81.3‌ ‌cm‌ ‌  4‌ ‌ 
Thrown‌ ‌Weapon‌ ‌  2"‌ ‌or‌ ‌5.1‌ ‌cm‌ ‌  40"‌ ‌or‌ ‌101.6‌ ‌cm‌ ‌  2‌ ‌or‌ ‌3‌ ‌ 
One-Handed‌ ‌ 
Small‌ ‌Weapon‌  20"‌ ‌or‌ ‌50.8‌ ‌cm‌ ‌  28"‌ ‌or‌ ‌71.1‌ ‌cm‌ ‌  1‌ ‌ 
Short‌ ‌Weapon‌ ‌or‌ ‌Claw‌ ‌  28"‌ ‌or‌ ‌71.1‌ ‌cm‌ ‌  36"‌ ‌or‌ ‌91.4‌ ‌cm‌ ‌  2‌ ‌ 
Long‌ ‌Weapon‌ ‌  36"‌ ‌or‌ ‌91.4‌ ‌cm‌ ‌  48"‌ ‌or‌ ‌121.9‌ ‌cm‌ ‌  2‌ ‌ 
Spear‌ ‌  48"‌ ‌or‌ ‌121.9‌ ‌cm‌ ‌  58"‌ ‌or‌ ‌147.3‌ ‌cm‌ ‌  2‌ ‌ 
Two-Handed‌ ‌ 
Polearm‌ ‌  62"‌ ‌or‌ ‌157.5‌ ‌cm‌ ‌  75"‌ ‌or‌ ‌190.5‌ ‌cm‌ ‌  3‌ ‌ 
Staff‌ ‌  60"‌ ‌or‌ ‌152.4‌ ‌cm‌ ‌  75"‌ ‌or‌ ‌190.5‌ ‌cm‌ ‌  2‌ ‌ 
Two-Handed‌ ‌Blunt‌ ‌or‌ ‌Edged‌ ‌  48"‌ ‌or‌ ‌121.9‌ ‌cm‌ ‌  62"‌ ‌or‌ ‌157.5‌ ‌cm‌ ‌  3‌ ‌ 



‌ 

both‌‌hands‌‌on‌‌the‌‌Staff‌‌to‌‌attack,‌‌but‌‌you‌‌may‌‌block‌‌with‌‌only‌‌one‌‌hand‌‌on‌‌the‌‌Staff,‌‌or‌‌in‌‌conjunction‌‌with‌‌a‌‌Short‌‌Weapon‌                                                 
for‌‌the‌‌purposes‌‌of‌‌the‌‌‌Two‌‌Weapons‌‌‌Skill.‌‌Note‌‌that‌‌for‌‌safety‌‌reasons,‌‌padding‌‌may‌‌be‌‌required‌‌on‌‌the‌‌grip‌‌section‌‌of‌‌the‌‌                                             
Staff‌ ‌depending‌ ‌on‌ ‌how‌ ‌it‌ ‌is‌ ‌designed.‌ ‌ 

Two-Handed‌ ‌Weapons‌ ‌‌must‌ ‌always‌ ‌be‌ ‌used‌ ‌with‌ ‌both‌‌hands.‌‌If‌‌you‌‌lose‌‌the‌‌use‌‌of‌‌one‌‌arm‌‌(such‌‌as‌‌from‌‌a‌‌‌Stun‌‌Limb‌‌                                             
spell),‌ ‌then‌ ‌you‌ ‌cannot‌ ‌wield‌ ‌the‌ ‌Weapon‌‌at‌‌all‌‌and‌‌will‌‌take‌‌any‌‌called‌‌damage‌‌if‌‌you‌‌accidentally‌‌block‌‌a‌‌blow‌‌while‌‌the‌‌                                             
Weapon‌ ‌is‌ ‌only‌ ‌held‌ ‌in‌ ‌one‌ ‌hand.‌ ‌ 

Archery‌ ‌ 
Archery‌ ‌‌is‌ ‌represented‌ ‌with‌ ‌a‌ ‌Packet‌ ‌delivered‌ ‌attack.‌ ‌Each‌ ‌Packet‌ ‌must‌ ‌be‌ ‌blue.‌ ‌ 

Arrows‌‌are‌‌used‌‌exclusively‌‌by‌‌Bows.‌‌Bolts‌‌are‌‌used‌‌exclusively‌‌by‌‌Crossbows.‌‌Arrows‌‌and‌‌Bolts‌‌are‌‌treated‌‌the‌‌same‌‌as‌‌                                       
far‌ ‌as‌ ‌the‌ ‌rules‌ ‌are‌ ‌concerned,‌ ‌except‌‌that‌‌they‌‌may‌‌only‌‌be‌‌used‌‌with‌‌their‌‌respective‌‌Weapon.‌‌Arrows‌‌and‌‌Bolts‌‌are‌‌on‌‌                                           
Tags‌ ‌similar‌ ‌in‌ ‌design‌ ‌to‌ ‌armor‌ ‌Tags,‌ ‌and‌ ‌when‌ ‌used,‌ ‌you‌ ‌must‌ ‌rip‌ ‌off‌ ‌the‌ ‌number‌ ‌of‌ ‌Arrows‌ ‌or‌ ‌Bolts‌ ‌used‌ ‌in‌ ‌the‌ ‌battle.‌ ‌ 

Arrows‌ ‌and‌ ‌Bolts‌ ‌are‌ ‌consumable.‌ ‌Once‌ ‌the‌ ‌verbal‌ ‌is‌ ‌stated,‌ ‌the‌ ‌Arrow‌ ‌or‌ ‌Bolt‌ ‌is‌ ‌lost‌ ‌even‌ ‌if‌ ‌it‌ ‌is‌ ‌not‌ ‌thrown,‌ ‌and‌ ‌the‌‌                                               
appropriate‌‌number‌‌of‌‌Arrow‌‌or‌‌Bolt‌‌Tags‌‌must‌‌be‌‌given‌‌up‌‌after‌‌each‌‌battle.‌‌Like‌‌spell‌‌Packets,‌‌you‌‌can‌‌retrieve‌‌Arrow‌‌or‌‌                                           
Bolt‌ ‌Packets‌ ‌in‌ ‌a‌ ‌Pause‌ ‌but‌ ‌you‌ ‌cannot‌ ‌call‌ ‌a‌ ‌Pause‌ ‌in‌ ‌order‌ ‌to‌ ‌retrieve‌ ‌them.‌ ‌ 

An‌‌archer‌‌may‌‌not‌‌have‌‌more‌‌Arrow‌‌or‌‌Bolt‌‌Tags‌‌on‌‌them‌‌than‌‌they‌‌have‌‌room‌‌for‌‌in‌‌their‌‌quivers.‌‌One‌‌quiver‌‌may‌‌hold‌‌up‌‌                                                 
to‌‌20‌‌Arrows‌‌or‌‌Bolts.‌‌A‌‌quiver‌‌is‌‌defined‌‌as‌‌any‌‌pouch‌‌or‌‌container‌‌whose‌‌dimensions‌‌are‌‌a‌‌minimum‌‌volume‌‌of‌‌64‌‌cubic‌‌                                             
inches‌‌with‌‌no‌‌dimension‌‌smaller‌‌than‌‌1".‌‌A‌‌foam‌‌physrep‌‌of‌‌a‌‌quiver‌‌may‌‌also‌‌be‌‌used.‌‌For‌‌each‌‌multiple‌‌of‌‌the‌‌maximum‌‌                                             
quiver‌ ‌volume,‌ ‌a‌ ‌quiver‌ ‌can‌ ‌hold‌ ‌an‌ ‌additional‌ ‌20‌ ‌Arrows‌ ‌or‌ ‌Bolts.‌ ‌You‌ ‌may‌ ‌carry‌ ‌as‌ ‌many‌ ‌quivers‌ ‌as‌ ‌you‌ ‌are‌ ‌physically‌ ‌able.‌ ‌ 

When‌‌using‌‌a‌‌Bow,‌‌the‌‌arm‌‌holding‌‌the‌‌Bow‌‌must‌‌be‌‌held‌‌straight‌‌out‌‌and‌‌aimed‌‌at‌‌the‌‌target.‌‌A‌‌Crossbow‌‌may‌‌be‌‌held‌‌with‌‌                                                 
the‌‌arm‌‌bent‌‌but‌‌must‌‌still‌‌be‌‌aimed‌‌at‌‌the‌‌target.‌‌The‌‌Arrow‌‌or‌‌Bolt‌‌Packet‌‌must‌‌be‌‌touched‌‌to‌‌the‌‌Bow/Crossbow‌‌and‌‌then‌‌                                               
brought‌‌up‌‌to‌‌the‌‌chin/shoulder‌‌area‌‌before‌‌being‌‌thrown.‌‌The‌‌Packet‌‌may‌‌be‌‌held‌‌at‌‌the‌‌chin/shoulder‌‌area‌‌for‌‌as‌‌long‌‌as‌‌                                           
desired‌ ‌and‌ ‌then‌ ‌thrown.‌ ‌If‌ ‌the‌ ‌Packet‌ ‌leaves‌ ‌the‌ ‌chin/shoulder‌ ‌area,‌ ‌it‌ ‌must‌ ‌be‌ ‌touched‌ ‌to‌ ‌the‌ ‌Bow/Crossbow‌ ‌again.‌ ‌ 

The‌ ‌archer‌ ‌must‌ ‌finish‌ ‌the‌ ‌damage‌ ‌verbally‌ ‌before‌ ‌throwing‌ ‌the‌ ‌Packet.‌ ‌If‌ ‌the‌ ‌Packet‌ ‌is‌ ‌not‌ ‌thrown,‌ ‌it‌ ‌is‌ ‌still‌ ‌consumed.‌‌                                         
Shields‌ ‌and‌ ‌Weapons‌ ‌will‌ ‌block‌ ‌an‌ ‌‌Archery‌ ‌‌attack.‌ ‌ 

Head‌‌shots‌‌from‌‌‌Archery‌‌‌Packets‌‌do‌‌not‌‌count.‌‌Hand‌‌shots‌‌do‌‌not‌‌count‌‌if‌‌a‌‌usable‌‌Weapon‌‌is‌‌in‌‌that‌‌hand,‌‌as‌‌the‌‌hand‌‌is‌‌                                                 
considered‌‌part‌‌of‌‌the‌‌blocking‌‌Weapon.‌‌Shots‌‌to‌‌a‌‌hand‌‌without‌‌a‌‌Weapon‌‌in‌‌it,‌‌or‌‌a‌‌Weapon‌‌that‌‌the‌‌target‌‌cannot‌‌use,‌‌or‌‌                                               
one‌ ‌hand‌ ‌on‌ ‌a‌ ‌Two-Handed‌ ‌Weapon,‌ ‌are‌ ‌considered‌ ‌hits.‌ ‌ 

Bows‌‌are‌‌made‌‌of‌‌a‌‌curved‌‌physrep,‌‌padded‌‌like‌‌a‌‌regular‌‌Weapon.‌‌No‌‌string‌‌is‌‌attached.‌‌It‌‌is‌‌considered‌‌a‌‌Two-Handed‌‌                                         
Weapon‌ ‌for‌ ‌attacking‌ ‌purposes;‌ ‌in‌ ‌other‌ ‌words,‌ ‌both‌ ‌hands‌ ‌and‌ ‌both‌ ‌arms‌ ‌must‌ ‌be‌ ‌free‌ ‌to‌ ‌utilize‌ ‌a‌ ‌Bow.‌ ‌ 

The‌‌grip‌‌of‌‌the‌‌Bow‌‌must‌‌be‌‌in‌‌the‌‌Bow’s‌‌center‌‌and‌‌the‌‌Bow‌‌may‌‌only‌‌ever‌‌be‌‌utilized‌‌while‌‌holding‌‌the‌‌grip.‌‌A‌‌Bow‌‌physrep‌‌                                                   
is‌‌not‌‌required‌‌to‌‌have‌‌thrusting‌‌tips‌‌on‌‌its‌‌ends.‌‌However,‌‌as‌‌with‌‌all‌‌Weapons,‌‌sufficient‌‌padding‌‌must‌‌be‌‌in‌‌place‌‌that‌‌the‌‌                                             
core‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌may‌ ‌not‌ ‌be‌ ‌felt,‌ ‌and‌ ‌a‌ ‌Marshal‌ ‌judges‌ ‌the‌ ‌Weapon‌ ‌to‌ ‌be‌ ‌safe‌ ‌in‌ ‌combat.‌ ‌ 

The‌‌Bow‌‌physrep‌‌can‌‌be‌‌used‌‌for‌‌blocking‌‌defense‌‌with‌‌one‌‌hand.‌‌If‌‌the‌‌archer‌‌has‌‌the‌‌Two‌‌Weapons‌‌Skill‌‌and‌‌is‌‌using‌‌a‌‌                                               
Short‌ ‌Bow,‌ ‌then‌ ‌they‌ ‌may‌ ‌use‌ ‌it‌ ‌with‌ ‌a‌ ‌Long‌ ‌Weapon‌ ‌or‌ ‌with‌ ‌a‌ ‌One-Handed‌ ‌Spear.‌ ‌A‌ ‌Bow‌ ‌may‌ ‌not‌ ‌be‌ ‌used‌ ‌for‌ ‌melee‌‌                                               
attacks.‌ ‌ 

When‌ ‌measuring‌ ‌a‌ ‌Bow’s‌ ‌length,‌ ‌it‌ ‌is‌ ‌measured‌ ‌along‌ ‌the‌ ‌outside‌ ‌of‌ ‌the‌ ‌Bow’s‌ ‌curve.‌ ‌ 

Crossbows‌‌‌are‌‌made‌‌of‌‌closed‌‌cell‌‌foam‌‌only‌‌—‌‌no‌‌core‌‌is‌‌allowed.‌‌No‌‌string‌‌is‌‌attached.‌‌A‌‌Crossbow‌‌cannot‌‌be‌‌used‌‌for‌‌                                             
blocking.‌‌It‌‌is‌‌considered‌‌a‌‌Two-Handed‌‌Weapon‌‌for‌‌attacking‌‌purposes;‌‌in‌‌other‌‌words,‌‌both‌‌hands‌‌and‌‌both‌‌arms‌‌must‌‌be‌‌                                       
free‌ ‌to‌ ‌utilize‌ ‌a‌ ‌Crossbow.‌ ‌In‌ ‌our‌ ‌game,‌ ‌the‌ ‌Crossbow‌ ‌is‌ ‌meant‌ ‌to‌ ‌be‌ ‌a‌ ‌lighter,‌ ‌more‌ ‌portable‌ ‌counterpart‌ ‌to‌ ‌the‌ ‌Bow.‌ ‌ 

‌ 
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Chapter‌ ‌X:‌ ‌Life‌ ‌and‌ ‌Death‌ ‌ 
Conditions‌ ‌ 
As‌ ‌combat‌ ‌occurs,‌ ‌a‌ ‌player‌ ‌may‌ ‌take‌ ‌damage‌ ‌from‌ ‌a‌ ‌variety‌ ‌of‌ ‌sources.‌ ‌Damage‌ ‌is‌ ‌called‌ ‌out‌‌by‌‌the‌‌players,‌‌and‌‌each‌‌                                           
successful‌‌hit‌‌will‌‌be‌‌deducted‌‌from‌‌your‌‌Armor‌‌and‌‌then‌‌your‌‌Body‌‌Point‌‌total.‌‌Once‌‌you‌‌hit‌‌zero‌‌(0)‌‌or‌‌lower‌‌you‌‌drop‌‌to‌‌the‌‌                                                 
ground‌ ‌and‌ ‌move‌ ‌into‌ ‌one‌ ‌of‌ ‌the‌ ‌following‌ ‌conditions.‌ ‌ 

Unconscious‌ ‌ 

If‌ ‌your‌ ‌total‌ ‌Body‌ ‌Points‌ ‌are‌ ‌reduced‌ ‌to‌ ‌exactly‌ ‌zero‌ ‌(0),‌‌you‌‌are‌‌considered‌‌Unconscious.‌‌You‌‌will‌‌regain‌‌consciousness‌‌                                     
after‌ ‌one‌ ‌minute‌ ‌and‌ ‌awaken‌ ‌at‌ ‌one‌ ‌(1)‌ ‌Body‌ ‌Point.‌‌ ‌  

While‌ ‌suffering‌ ‌the‌ ‌Unconscious‌ ‌condition,‌ ‌you‌ ‌must‌ ‌remain‌ ‌quiet‌ ‌and‌ ‌still,‌ ‌much‌ ‌like‌ ‌you‌ ‌would‌ ‌be‌ ‌if‌ ‌you‌ ‌really‌ ‌were‌‌                                       
Unconscious.‌ ‌If‌ ‌you‌ ‌are‌ ‌knocked‌ ‌Unconscious‌ ‌behind‌ ‌cover,‌ ‌you‌ ‌cannot‌ ‌make‌ ‌noises‌ ‌to‌ ‌indicate‌ ‌that‌ ‌you‌ ‌are‌ ‌hidden.‌ ‌ 

If‌ ‌you‌ ‌wish,‌ ‌you‌ ‌can‌ ‌choose‌ ‌to‌‌fail‌‌to‌‌regain‌‌consciousness‌‌and‌‌eventually‌‌die.‌‌At‌‌zero‌‌(0)‌‌Body‌‌Points,‌‌you‌‌can‌‌make‌‌an‌‌                                             
OOG‌‌statement‌‌that‌‌you‌‌are‌‌choosing‌‌to‌‌die.‌‌Once‌‌this‌‌decision‌‌has‌‌been‌‌declared,‌‌you‌‌will‌‌be‌‌reduced‌‌to‌‌a‌‌negative‌‌one‌‌                                           
(-1)‌‌Body‌‌Point‌‌total‌‌and‌‌your‌‌bleed‌‌out‌‌count‌‌starts.‌‌This‌‌lets‌‌a‌‌player‌‌choose‌‌to‌‌not‌‌be‌‌captured‌‌by‌‌enemies,‌‌but‌‌also‌‌runs‌‌                                               
the‌ ‌player‌ ‌the‌ ‌risk‌ ‌of‌ ‌Resurrecting‌ ‌if‌ ‌not‌ ‌found‌ ‌by‌ ‌allies‌ ‌in‌ ‌time.‌ ‌ 

During‌ ‌the‌ ‌time‌ ‌you‌ ‌are‌ ‌Unconscious,‌ ‌you‌ ‌are‌ ‌still‌ ‌subject‌ ‌to‌ ‌ongoing‌ ‌effects.‌ ‌There‌ ‌is‌ ‌also‌ ‌a‌‌chance‌‌you‌‌may‌‌take‌‌new‌‌                                           
effects‌ ‌that‌ ‌will‌ ‌continue‌ ‌into‌ ‌consciousness.‌‌ ‌  

Bleeding‌ ‌Out‌ ‌ 

This‌‌condition‌‌occurs‌‌when‌‌you‌‌are‌‌reduced‌‌below‌‌zero‌‌(0)‌‌Body‌‌Points.‌‌You‌‌drop‌‌to‌‌(-1)‌‌negative‌‌one‌‌and‌‌reduce‌‌no‌‌further.‌‌                                           
This‌‌means‌‌you‌‌stay‌‌at‌‌(-1)‌‌negative‌‌one‌‌even‌‌if‌‌the‌‌last‌‌blow‌‌you‌‌took‌‌would‌‌have‌‌caused‌‌your‌‌Body‌‌Point‌‌total‌‌to‌‌go‌‌even‌‌                                                 
lower‌ ‌than‌ ‌(-1)‌ ‌negative‌ ‌one.‌ ‌At‌ ‌this‌ ‌Body‌ ‌Point‌ ‌level,‌ ‌you‌ ‌are‌ ‌considered‌ ‌actively‌ ‌dying.‌ ‌If‌ ‌no‌ ‌one‌ ‌reaches‌ ‌you‌ ‌to‌‌                                         
successfully‌ ‌perform‌ ‌‌First‌ ‌Aid‌ ‌‌or‌ ‌give‌ ‌you‌ ‌healing‌ ‌within‌ ‌a‌ ‌(1)‌ ‌one-minute‌ ‌period,‌ ‌you‌ ‌will‌ ‌die.‌ ‌This‌ ‌one-minute‌ ‌period‌‌of‌‌                                       
actively‌ ‌dying‌ ‌is‌ ‌called‌ ‌Bleeding‌ ‌Out.‌ ‌ 

You‌ ‌can‌ ‌be‌ ‌saved‌ ‌by‌ ‌the‌ ‌‌First‌ ‌Aid‌ ‌Skill‌ ‌during‌ ‌this‌ ‌time,‌ ‌but‌ ‌the‌ ‌individual‌‌performing‌‌it‌‌must‌‌do‌‌so‌‌uninterrupted‌‌for‌‌one‌‌                                             
minute‌ ‌for‌ ‌it‌ ‌to‌ ‌be‌ ‌successful.‌‌When‌‌an‌‌individual‌‌begins‌‌‌First‌‌Aid‌‌‌on‌‌you,‌‌your‌‌one-minute‌‌bleed-out‌‌countdown‌‌halts‌‌–‌‌it‌‌                                         
resumes‌‌from‌‌the‌‌halting‌‌point‌‌if‌‌‌First‌‌Aid‌‌is‌‌unsuccessful‌‌or‌‌you‌‌receive‌‌more‌‌damage‌‌during‌‌the‌‌process.‌‌First‌‌Aid‌‌can‌‌be‌‌                                           
attempted‌ ‌again,‌ ‌and‌ ‌will‌ ‌re-freeze‌ ‌your‌ ‌countdown,‌ ‌but‌ ‌as‌ ‌before,‌ ‌another‌ ‌full‌ ‌minute‌‌will‌‌need‌‌to‌‌elapse‌‌to‌‌successfully‌‌                                     
complete‌‌the‌‌process.‌‌If‌‌‌First‌‌Aid‌‌is‌‌completed‌‌successfully,‌‌you‌‌will‌‌be‌‌at‌‌zero‌‌(0)‌‌Body‌‌Points‌‌(Unconscious)‌‌and‌‌will‌‌need‌‌                                         
to‌ ‌pass‌ ‌another‌ ‌minute‌ ‌to‌ ‌regain‌ ‌consciousness‌ ‌without‌ ‌taking‌ ‌damage.‌‌ ‌  

If‌‌you‌‌are‌‌given‌‌a‌‌healing‌‌Potion‌‌or‌‌have‌‌healing‌‌cast‌‌upon‌‌you,‌‌you‌‌will‌‌automatically‌‌return‌‌to‌‌a‌‌conscious‌‌level‌‌without‌‌the‌‌                                             
one‌ ‌minute‌ ‌needed‌ ‌during‌ ‌‌First‌ ‌Aid.‌‌ ‌  

As‌‌with‌‌the‌‌Unconscious‌‌condition,‌‌any‌‌Effects‌‌that‌‌you‌‌are‌‌under‌‌are‌‌still‌‌active‌‌while‌‌you‌‌are‌‌Bleeding‌‌Out.‌‌Also,‌‌any‌‌Spell‌‌                                           
Defenses‌ ‌will‌ ‌be‌ ‌used,‌ ‌or‌ ‌go‌ ‌off,‌ ‌as‌ ‌you‌ ‌are‌ ‌not‌ ‌conscious‌ ‌to‌ ‌accept‌ ‌any‌ ‌spells‌ ‌through‌ ‌these‌ ‌Dumb‌ ‌Defenses.‌ ‌ 

Dead‌ ‌ 

Once‌ ‌you‌ ‌are‌ ‌reduced‌ ‌to‌ ‌negative‌ ‌one‌ ‌(-1)‌ ‌Body‌ ‌Points,‌ ‌First‌ ‌Aid‌ ‌‌is‌‌not‌‌given‌‌or‌‌is‌‌unable‌‌to‌‌finish,‌‌no‌‌healing‌‌has‌‌been‌‌                                               
granted‌‌and‌‌your‌‌Bleeding‌‌Out‌‌count‌‌has‌‌reached‌‌its‌‌end,‌‌or‌‌you‌‌have‌‌received‌‌a‌‌Killing‌‌Blow‌,‌‌your‌‌character‌‌is‌‌Dead‌‌and‌‌                                           
only‌ ‌a‌ ‌‌Life‌ ‌‌spell‌ ‌can‌ ‌reverse‌ ‌your‌ ‌fate.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌any‌ ‌active‌ ‌spells,‌ ‌‌Alchemical‌‌‌substances,‌‌and‌‌other‌‌effects‌‌on‌‌you,‌‌they‌‌will‌‌immediately‌‌disappear‌‌upon‌‌your‌‌                                     
death.‌ ‌‌Amnesia,‌ ‌Enslavement,‌ ‌‌and‌ ‌Euphoria‌ ‌are‌ ‌the‌ ‌only‌ ‌effects‌ ‌that‌ ‌survive‌ ‌death,‌ ‌and‌ ‌sometimes‌ ‌depending‌ ‌on‌ ‌the‌‌                                 
situation,‌ ‌a‌ ‌Curse‌ ‌of‌ ‌Transformation,‌ ‌or‌ ‌an‌ ‌Infection.‌ ‌A‌ ‌Dead‌ ‌Body,‌ ‌whether‌ ‌ally‌ ‌or‌ ‌foe,‌ ‌is‌ ‌still‌ ‌subject‌ ‌to‌ ‌magical‌ ‌and‌‌                                         
non-magical‌ ‌barriers‌ ‌such‌ ‌as‌ ‌a‌ ‌‌Ward‌ ‌‌or‌‌ ‌Circle‌ ‌of‌ ‌Power‌‌ ‌and‌ ‌cannot‌ ‌be‌ ‌accessed‌ ‌readily.‌ ‌ 
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Upon‌‌your‌‌death,‌‌a‌‌5-minute‌‌Death‌‌Countdown‌‌begins.‌‌This‌‌starts‌‌immediately‌‌at‌‌the‌‌point‌‌of‌‌death.‌‌During‌‌this‌‌countdown,‌‌                                     
you‌ ‌can‌ ‌still‌ ‌be‌ ‌brought‌ ‌back‌ ‌with‌ ‌a‌ ‌‌Life‌ ‌‌spell‌ ‌or‌‌effect.‌‌Despite‌‌the‌‌use‌‌of‌‌a‌‌‌Life‌‌‌spell‌‌being‌‌administered‌‌to‌‌you,‌‌all‌‌your‌‌                                                 
active‌‌spells,‌‌‌Alchemical‌‌‌substances,‌‌and‌‌other‌‌effects‌‌(except‌‌those‌‌that‌‌last‌‌through‌‌death,‌‌as‌‌listed‌‌above)‌‌are‌‌lost.‌‌If‌‌your‌‌                                       
five-minute‌‌Death‌‌Countdown‌‌passes‌‌without‌‌receiving‌‌a‌‌‌Life‌‌‌spell,‌‌then‌‌you‌‌are‌‌considered‌‌fully‌‌Dead‌‌and‌‌are‌‌now‌‌a‌‌Spirit.‌‌                                       
A‌ ‌Spirit‌ ‌can‌ ‌only‌ ‌be‌ ‌brought‌ ‌back‌ ‌to‌ ‌life‌ ‌through‌ ‌a‌ ‌Resurrection.‌ ‌ 

As‌‌a‌‌reminder,‌‌a‌‌‌Life‌‌‌spell‌‌can‌‌only‌‌be‌‌used‌‌on‌‌the‌‌physrep‌‌of‌‌the‌‌individual‌‌needing‌‌the‌‌spell‌‌(I.e.‌‌this‌‌could‌‌be‌‌a‌‌monster‌‌                                                 
Body‌‌prop‌‌that‌‌needs‌‌to‌‌be‌‌revived‌‌or‌‌the‌‌actual‌‌person)‌‌and‌‌not‌‌simply‌‌a‌‌portion‌‌of‌‌the‌‌body‌‌without‌‌a‌‌Spirit.‌‌If‌‌you‌‌need‌‌a‌‌                                                   
Life‌ ‌‌spell,‌ ‌and‌ ‌an‌ ‌ally‌ ‌does‌ ‌not‌ ‌have‌ ‌one,‌ ‌they‌ ‌can‌ ‌carry‌ ‌you‌ ‌(following‌ ‌the‌ ‌normal‌ ‌rules‌ ‌for‌ ‌carrying‌ ‌a‌ ‌dead‌ ‌body)‌ ‌to‌‌                                             
someone‌ ‌who‌ ‌has‌ ‌the‌ ‌spell,‌ ‌but‌ ‌they‌ ‌cannot‌ ‌remove‌ ‌a‌ ‌limb‌ ‌and‌ ‌have‌ ‌the‌ ‌spell‌ ‌cast‌ ‌on‌ ‌that‌ ‌limb.‌ ‌ 

For‌‌those‌‌looking‌‌to‌‌destroy‌‌a‌‌Body,‌‌it‌‌is‌‌impossible‌‌to‌‌destroy‌‌it‌‌within‌‌5‌‌minutes.‌‌It’s‌‌best‌‌to‌‌wait‌‌until‌‌the‌‌five‌‌minute‌‌Death‌‌                                                 
Countdown‌ ‌has‌ ‌expired.‌ ‌ 

Resurrections‌‌ ‌  
Upon‌‌your‌‌death‌‌(Death‌‌Countdown‌‌ends),‌‌you‌‌become‌‌a‌‌Spirit.‌‌To‌‌indicate‌‌this,‌‌put‌‌on‌‌a‌‌white‌‌OOG‌‌headband,‌‌drop‌‌your‌‌                                         
IG‌‌belongings‌‌at‌‌the‌‌location‌‌of‌‌your‌‌death‌‌(as‌‌a‌‌Spirit‌‌cannot‌‌carry‌‌anything‌‌aside‌‌from‌‌Spirit‌‌Linked‌‌or‌‌Spirit‌‌Locked‌‌items),‌‌                                           
and‌‌head‌‌to‌‌the‌‌closest‌‌designated‌‌Resurrection‌‌point.‌‌At‌‌this‌‌location‌‌you‌‌will‌‌register‌‌your‌‌death,‌‌so‌‌that‌‌the‌‌Logistics‌‌Team‌‌                                         
can‌ ‌be‌ ‌notified‌ ‌post-game‌ ‌to‌ ‌record‌ ‌it‌ ‌on‌ ‌your‌ ‌Character‌ ‌Card.‌ ‌ 

While‌‌you‌‌are‌‌a‌‌Spirit,‌‌you‌‌are‌‌not‌‌visible‌‌or‌‌audible‌‌to‌‌the‌‌world‌‌around‌‌you,‌‌and‌‌you‌‌cannot‌‌interact‌‌with‌‌the‌‌people‌‌around‌‌                                               
you.‌ ‌Spirits‌ ‌also‌ ‌are‌ ‌not‌ ‌swift;‌ ‌they‌ ‌can‌ ‌only‌ ‌move‌ ‌as‌ ‌quickly‌ ‌as‌ ‌you‌ ‌can‌ ‌walk.‌‌ ‌  

In‌‌most‌‌cases‌‌a‌‌‌Greater‌‌Earth‌‌Circle‌‌of‌‌Power‌‌is‌‌the‌‌standard‌‌Resurrection‌‌point,‌‌and‌‌this‌‌is‌‌where‌‌your‌‌Spirit‌‌form‌‌will‌‌head‌‌                                             
for‌ ‌the‌ ‌Resurrection‌ ‌process.‌ ‌You‌ ‌are‌ ‌still‌ ‌unable‌ ‌to‌ ‌interact‌ ‌with‌ ‌anyone‌ ‌at‌ ‌this‌ ‌point,‌ ‌and‌ ‌eventually‌ ‌someone‌ ‌that‌ ‌is‌‌                                       
Invested‌‌in‌‌the‌‌Greater‌‌Circle‌‌of‌‌Power‌‌will‌‌sense‌‌a‌‌presence‌‌in‌‌the‌‌Circle.‌‌They‌‌will‌‌know‌‌the‌‌identity‌‌of‌‌the‌‌Spirit‌‌if‌‌the‌‌Spirit‌‌                                                 
was‌ ‌known‌ ‌to‌‌them‌‌in‌‌life,‌‌otherwise‌‌the‌‌Spirit‌‌will‌‌remain‌‌an‌‌unknown‌‌identity.‌‌If‌‌the‌‌person‌‌Invested‌‌in‌‌the‌‌Circle‌‌has‌‌the‌‌                                             
Healing‌‌Arts‌‌‌Skill,‌‌they‌‌can‌‌begin‌‌the‌‌guided‌‌Resurrection‌‌process.‌‌Generally,‌‌the‌‌character‌‌performing‌‌the‌‌Resurrection‌‌will‌‌                                 
speak‌‌to‌‌the‌‌Spirit‌‌over‌‌a‌‌period‌‌of‌‌time‌‌(10‌‌minutes)‌‌to‌‌guide‌‌the‌‌Spirit‌‌back‌‌to‌‌the‌‌Material‌‌Plane.‌‌If‌‌the‌‌Spirit‌‌chooses‌‌to‌‌                                                 
return‌ ‌to‌ ‌their‌ ‌Body,‌ ‌it‌ ‌will‌ ‌be‌ ‌fully‌ ‌restored‌ ‌to‌ ‌their‌ ‌Body‌ ‌after‌ ‌the‌ ‌10-minute‌ ‌period.‌ ‌ 

The‌‌identity‌‌of‌‌the‌‌Spirit‌‌being‌‌Resurrected‌‌does‌‌not‌‌need‌‌to‌‌be‌‌known‌‌to‌‌the‌‌Resurrectionist.‌‌The‌‌Resurrectionist‌‌just‌‌needs‌‌                                       
to‌‌be‌‌Invested‌‌in‌‌the‌‌Circle‌‌to‌‌start‌‌the‌‌process.‌‌If‌‌they‌‌don’t‌‌have‌Healing‌‌Arts‌,‌‌the‌‌Spirit‌‌can‌‌be‌‌passed‌‌to‌‌another‌‌individual‌‌                                               
in‌‌the‌‌Circle‌‌that‌‌does‌‌for‌‌completion.‌‌If‌‌no‌‌one‌‌is‌‌available‌‌with‌‌‌Healing‌‌Arts,‌‌‌but‌‌the‌‌Resurrection‌‌has‌‌been‌‌begun,‌‌‌then‌‌the‌‌                                             
Spirit‌‌can‌‌Resurrect‌‌on‌‌its‌‌own‌‌after‌‌10‌‌minutes.‌‌However,‌‌this‌‌is‌‌considered‌‌an‌‌unguided‌‌Resurrection,‌‌and‌‌IG‌‌is‌‌incredibly‌‌                                       
painful,‌ ‌both‌ ‌physically‌ ‌and‌ ‌emotionally.‌ ‌‌Before‌ ‌the‌ ‌Resurrection‌ ‌is‌ ‌complete‌ ‌you‌ ‌must‌ ‌draw‌ ‌from‌ ‌the‌ ‌Bag‌ ‌of‌ ‌Chance‌.‌ ‌ 

When‌ ‌a‌ ‌character‌ ‌is‌ ‌restored‌ ‌to‌ ‌life‌ ‌after‌ ‌a‌ ‌Resurrection,‌ ‌they‌ ‌are‌ ‌clothed‌ ‌only‌ ‌in‌ ‌the‌ ‌basic‌ ‌apparel‌ ‌that‌ ‌fits‌ ‌their‌‌mental‌‌                                           
identity.‌‌This‌‌cannot‌‌include‌‌any‌‌Tagged‌‌items,‌‌which‌‌should‌‌have‌‌been‌‌left‌‌where‌‌your‌‌character‌‌perished‌‌and‌‌turned‌‌into‌‌a‌‌                                       
Spirit‌ ‌form.‌ ‌Note‌‌that‌‌some‌‌Magic‌‌Items‌‌might‌‌have‌‌exceptions‌‌where‌‌they‌‌will‌‌reform‌‌with‌‌a‌‌Resurrected‌‌character.‌‌If‌‌you‌‌                                       
wish‌ ‌to‌ ‌reclaim‌ ‌your‌ ‌IG‌ ‌items‌ ‌beyond‌ ‌this‌ ‌basic‌ ‌clothing,‌ ‌you’ll‌ ‌need‌‌to‌‌find‌‌them‌‌IG‌‌where‌‌they‌‌were‌‌left‌‌(or‌‌hope‌‌it‌‌was‌‌                                               
picked‌ ‌up‌ ‌by‌ ‌friendly‌ ‌people‌ ‌who‌ ‌will‌ ‌return‌ ‌the‌ ‌items‌ ‌willingly).‌ ‌ 

After‌‌a‌‌completed‌‌Resurrection,‌‌you‌‌will‌‌be‌‌back‌‌to‌‌your‌‌maximum‌‌Body‌‌Points‌‌and‌‌all‌‌remaining‌‌effects‌‌on‌‌your‌‌body‌‌will‌‌be‌‌                                           
gone,‌‌excluding‌‌‌Euphoria‌‌‌and‌‌‌Curse‌‌of‌‌Transformation‌.‌‌Lost‌‌memories‌‌due‌‌to‌‌‌Amnesia‌‌‌will‌‌not‌‌return‌‌post-Resurrection.‌‌Any‌‌                                 
lost‌ ‌Skills‌ ‌or‌ ‌spells‌ ‌eligible‌ ‌to‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌are‌ ‌automatically‌ ‌considered‌ ‌successfully‌ ‌Meditated‌ ‌as‌ ‌soon‌ ‌as‌ ‌you‌‌                                   
Resurrect.‌ ‌ 

Choosing‌ ‌a‌ ‌Circle‌ ‌ 

As‌ ‌a‌ ‌Spirit,‌ ‌you‌ ‌can‌ ‌reject‌ ‌a‌ ‌specific‌ ‌healer,‌ ‌but‌ ‌by‌ ‌doing‌ ‌so,‌ ‌you‌ ‌will‌ ‌remain‌ ‌in‌ ‌the‌ ‌Circle‌ ‌waiting‌ ‌for‌ ‌another‌ ‌person‌ ‌to‌‌                                               
perform‌‌the‌‌Resurrection.‌‌Due‌‌to‌‌being‌‌unable‌‌to‌‌interact‌‌with‌‌the‌‌living‌‌people‌‌around,‌‌you‌‌are‌‌unable‌‌to‌‌name‌‌a‌‌requested‌‌                                         
person,‌ ‌so‌ ‌you‌ ‌may‌ ‌have‌ ‌to‌ ‌take‌ ‌the‌ ‌next‌ ‌person.‌ ‌ 
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The‌‌rejected‌‌healer‌‌will‌‌be‌‌aware‌‌that‌‌the‌‌Spirit‌‌is‌‌refusing‌‌their‌‌guidance‌‌but‌‌will‌‌not‌‌know‌‌for‌‌whom‌‌the‌‌Spirit‌‌is‌‌waiting‌‌for.‌‌If‌‌                                                 
you‌‌as‌‌a‌‌Spirit‌‌want‌‌to‌‌be‌‌Resurrected‌‌by‌‌a‌‌specific‌‌person,‌‌this‌‌is‌‌something‌‌you‌‌should‌‌have‌‌readily‌‌stated‌‌to‌‌your‌‌allies‌‌                                             
while‌ ‌you‌ ‌are‌ ‌living‌ ‌so‌ ‌that‌ ‌knowledge‌ ‌is‌ ‌out‌ ‌there,‌ ‌that‌ ‌way,‌ ‌the‌ ‌specified‌ ‌individual‌ ‌can‌ ‌be‌ ‌fetched‌ ‌upon‌ ‌your‌ ‌death.‌ ‌ 

Generally,‌‌a‌‌Spirit‌‌will‌‌go‌‌to‌‌the‌‌closest‌‌‌Greater‌‌Earth‌‌Circle‌‌of‌‌Power‌‌for‌‌Resurrection‌‌but‌‌can‌‌choose‌‌to‌‌go‌‌to‌‌another‌‌Circle‌‌                                             
than‌‌the‌‌closest‌‌one‌‌to‌‌them‌‌if‌‌the‌‌closest‌‌one‌‌is‌‌deemed‌‌hostile.‌‌Once‌‌Resurrected,‌‌you‌‌will‌‌not‌‌know‌‌that‌‌your‌‌Spirit‌‌chose‌‌                                             
a‌ ‌different‌ ‌Circle‌ ‌due‌ ‌to‌ ‌it‌ ‌deciding‌ ‌a‌ ‌Circle‌ ‌was‌ ‌hostile.‌ ‌‘Hostility’‌ ‌is‌ ‌open‌ ‌to‌ ‌interpretation‌ ‌to‌ ‌you‌ ‌as‌ ‌a‌ ‌Spirit‌‌and‌‌can‌‌be‌‌                                               
defined‌‌as‌‌enemies‌‌in‌‌town‌‌or‌‌enemies‌‌near‌‌the‌‌Circle.‌‌As‌‌the‌‌Spirit‌‌moves‌‌towards‌‌what‌‌they‌‌think‌‌is‌‌a‌‌safe‌‌Circle,‌‌they‌‌can‌                                               
change‌ ‌their‌ ‌mind‌ ‌based‌ ‌on‌ ‌what‌ ‌they‌ ‌see‌ ‌around‌ ‌them‌ ‌and‌ ‌deem‌ ‌it‌ ‌hostile‌ ‌and‌ ‌move‌‌to‌‌the‌‌next‌‌closest‌‌Greater‌‌Earth‌‌                                           
Circle.‌ ‌ 

If‌‌you‌‌choose‌‌to‌‌Resurrect‌‌in‌‌a‌‌Circle‌‌that‌‌is‌‌OOG,‌‌you‌‌still‌‌need‌‌to‌‌make‌‌sure‌‌your‌‌death‌‌is‌‌recorded‌‌by‌‌the‌‌Plot‌‌Team‌‌or‌‌                                                   
Logistics‌ ‌member.‌ ‌They‌ ‌will‌ ‌decide‌‌if‌‌you‌‌need‌‌to‌‌stay‌‌OOG‌‌in‌‌your‌‌white‌‌headband‌‌for‌‌the‌‌rest‌‌of‌‌the‌‌game,‌‌or‌‌just‌‌for‌‌a‌‌                                                 
length‌ ‌of‌ ‌time‌ ‌equivalent‌ ‌to‌ ‌the‌ ‌travel‌ ‌time‌ ‌from‌ ‌that‌ ‌Circle‌ ‌and‌ ‌your‌ ‌current‌ ‌location.‌‌ ‌  

The‌ ‌Bag‌ ‌of‌ ‌Chance‌ ‌ 

Each‌ ‌character‌ ‌gets‌ ‌two‌ ‌Resurrections‌ ‌that‌ ‌always‌ ‌succeed.‌ ‌Every‌ ‌death‌ ‌is‌ ‌added‌‌to‌‌their‌‌death‌‌total.‌‌Once‌‌you've‌‌used‌‌                                     
your‌‌two‌‌guaranteed‌‌Resurrections,‌‌you‌‌have‌‌a‌‌chance‌‌of‌‌permanently‌‌dying‌‌and‌‌being‌‌unable‌‌to‌‌return‌‌as‌‌the‌‌character‌‌you‌‌                                       
have‌ ‌been‌ ‌playing.‌ ‌When‌ ‌you‌ ‌are‌ ‌at‌ ‌the‌ ‌Greater‌ ‌Earth‌ ‌Circle‌ ‌to‌ ‌Resurrect,‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌other‌ ‌designated‌ ‌individual‌ ‌will‌‌                                       
remind‌ ‌you‌ ‌of‌ ‌your‌ ‌Death‌ ‌Count‌ ‌and‌ ‌present‌ ‌you‌ ‌with‌ ‌the‌ ‌Bag‌ ‌of‌ ‌Chance;‌ ‌this‌ ‌must‌ ‌occur‌ ‌before‌ ‌you.‌ ‌ 

The‌‌Bag‌‌of‌‌Chance‌‌contains‌‌ten‌‌stones‌‌split‌‌between‌‌two‌‌different‌‌colors.‌‌One‌‌color‌‌will‌‌represent‌‌the‌‌number‌‌of‌‌times‌‌you‌‌                                         
have‌ ‌died‌ ‌beyond‌ ‌the‌ ‌initial‌ ‌two‌ ‌free‌ ‌Resurrections;‌ ‌stones‌ ‌of‌ ‌this‌ ‌color‌ ‌are‌ ‌known‌ ‌as‌‌Death‌‌Stones.‌‌The‌‌other‌‌color‌‌will‌‌                                         
represent‌ ‌the‌‌number‌‌of‌‌potential‌‌lives‌‌you‌‌have‌‌left‌‌(always‌‌making‌‌the‌‌total‌‌number‌‌of‌‌stones‌‌to‌‌10);‌‌stones‌‌of‌‌this‌‌color‌‌                                           
are‌‌known‌‌as‌‌Life‌‌Stones.‌‌A‌‌designated‌‌staff‌‌member‌‌will‌‌let‌‌you‌‌know‌‌which‌‌color‌‌represents‌‌what‌‌before‌‌you‌‌draw‌‌a‌‌stone.‌‌                                           
You‌‌will‌‌blindly‌‌reach‌‌into‌‌the‌‌bag‌‌and‌‌pull‌‌out‌‌one‌‌stone.‌‌If‌‌you‌‌pull‌‌a‌‌Life‌‌Stone,‌‌your‌‌Spirit‌‌can‌‌successfully‌‌Resurrect‌‌yet‌‌                                               
again.‌ ‌But,‌ ‌if‌ ‌you‌ ‌pull‌ ‌a‌ ‌Death‌ ‌Stone,‌ ‌you‌ ‌are‌ ‌left‌ ‌with‌ ‌one‌ ‌of‌ ‌three‌ ‌choices:‌ ‌ 

Permanently‌ ‌die.‌ ‌ 

If‌‌you‌‌choose‌‌this‌‌option,‌‌your‌‌body‌‌will‌‌reform‌‌at‌‌its‌‌location‌‌of‌‌death.‌‌You,‌‌as‌‌a‌‌player,‌‌do‌‌not‌‌have‌‌to‌‌stay‌‌there‌‌for‌‌the‌‌rest‌‌                                                     
of‌‌the‌‌game;‌‌you‌‌may‌‌leave‌‌a‌‌note‌‌to‌‌indicate‌‌to‌‌other‌‌players‌‌that‌‌your‌‌Permanently‌‌Dead‌‌Body‌‌is‌‌located‌‌there.‌‌If‌‌you‌‌have‌‌                                               
another‌ ‌character‌ ‌on‌ ‌the‌ ‌books,‌ ‌and‌ ‌that‌ ‌character’s‌ ‌gear,‌ ‌you‌ ‌are‌ ‌welcome‌ ‌to‌ ‌play‌ ‌that‌ ‌character‌ ‌after‌ ‌speaking‌ ‌with‌‌                                     
Logistics‌ ‌for‌ ‌permission.‌ ‌Alternatively,‌ ‌you‌ ‌cast‌ ‌for‌ ‌the‌‌rest‌‌of‌‌the‌‌event.‌‌Your‌‌Plot‌‌Team‌‌will‌‌love‌‌having‌‌extra‌‌help‌‌for‌‌the‌‌                                           
event!‌ ‌This‌ ‌character‌ ‌is‌ ‌now‌ ‌no‌ ‌longer‌ ‌playable‌ ‌as‌ ‌it‌ ‌is‌ ‌Permanently‌ ‌Dead.‌ ‌  

Die‌ ‌but‌ ‌create‌ ‌a‌ ‌half-XP‌ ‌character.‌ ‌ 

You‌‌may‌‌also‌‌choose‌‌to‌‌immediately‌‌retire‌‌the‌‌character‌‌as‌‌per‌‌the‌‌following‌‌section,‌‌Retiring‌‌Your‌‌Character‌‌and‌‌create‌‌a‌‌                                       
new‌‌one‌‌at‌‌half-XP.‌‌This‌‌is‌‌in‌‌addition‌‌to‌‌having‌‌your‌‌character‌‌permanently‌‌die.‌‌You‌‌cannot‌‌turn‌‌in‌‌any‌‌items‌‌as‌‌they‌‌are‌‌left‌‌                                               
where‌ ‌your‌ ‌character‌ ‌died‌ ‌IG.‌ ‌Your‌ ‌Body‌ ‌will‌ ‌reform‌ ‌where‌ ‌it‌ ‌died,‌ ‌as‌ ‌mentioned‌ ‌previously.‌ ‌ 

Have‌ ‌one‌ ‌more‌ ‌life.‌ ‌ 

Lastly,‌‌you‌‌have‌‌the‌‌option‌‌to‌‌keep‌‌your‌‌character‌‌for‌‌one‌‌final‌‌chance‌‌at‌‌life.‌‌You‌‌would‌‌Resurrect‌‌successfully‌‌as‌‌if‌‌you‌‌had‌‌                                             
drawn‌‌a‌‌Life‌‌Stone‌‌from‌‌the‌‌Bag‌‌of‌‌Chance,‌‌but‌‌the‌‌next‌‌time‌‌you‌‌die,‌‌you‌‌will‌‌permanently‌‌die.‌‌There‌‌will‌‌be‌‌no‌‌option‌‌to‌‌                                                 
draw‌‌from‌‌the‌‌Bag‌‌again.‌‌Your‌‌Body‌‌will‌‌reform‌‌at‌‌the‌‌location‌‌of‌‌death‌‌as‌‌mentioned‌‌above.‌‌This‌‌is‌‌not‌‌a‌‌death‌‌that‌‌can‌‌be‌‌                                                 
avoided‌‌or‌‌extended‌‌by‌‌any‌‌means.‌‌It‌‌is‌‌a‌‌final‌‌death.‌‌This‌‌means‌‌any‌‌rituals‌‌such‌‌as‌‌Regenerate,‌‌Controlled‌‌Spirit‌‌Store,‌‌or‌‌                                           
Sacrifice.‌ ‌If‌ ‌this‌ ‌option‌ ‌is‌ ‌chosen,‌ ‌you‌ ‌cannot‌ ‌retire‌ ‌your‌ ‌character‌ ‌as‌ ‌mentioned‌ ‌in‌ ‌Retiring‌ ‌Your‌ ‌Character‌ ‌nor‌ ‌can‌ ‌you‌‌                                       
choose‌ ‌the‌ ‌option‌ ‌Die‌ ‌but‌ ‌create‌ ‌a‌ ‌half-XP‌ ‌character.‌ ‌ 

Your‌‌character‌‌will‌‌be‌‌aware‌‌that‌‌this‌‌will‌‌be‌‌your‌‌last‌‌chance‌‌at‌‌life,‌‌but‌‌no‌‌others‌‌IG‌‌will‌‌know.‌‌The‌‌individual‌‌performing‌‌the‌‌                                               
Resurrection‌‌will‌‌only‌‌know‌‌that‌‌the‌‌Resurrection‌‌was‌‌successful.‌‌It‌‌is‌‌then‌‌up‌‌to‌‌the‌‌character‌‌whether‌‌to‌‌tell‌‌everyone‌‌that‌‌                                         
their‌ ‌next‌ ‌death‌ ‌will‌ ‌be‌ ‌their‌ ‌last.‌ ‌ 
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Retiring‌ ‌Your‌ ‌Character‌ ‌ 

Eventually‌ ‌you‌ ‌may‌ ‌tire‌ ‌of‌ ‌the‌ ‌character‌ ‌you‌ ‌have‌ ‌been‌ ‌playing‌ ‌or‌ ‌feel‌ ‌like‌ ‌you‌‌have‌‌reached‌‌the‌‌end‌‌of‌‌that‌‌character’s‌‌                                           
story.‌ ‌You‌ ‌also‌ ‌may‌ ‌want‌ ‌to‌ ‌start‌ ‌a‌ ‌new‌ ‌character‌ ‌but‌ ‌do‌ ‌not‌ ‌want‌ ‌to‌ ‌start‌ ‌from‌ ‌the‌ ‌very‌ ‌beginning‌ ‌again.‌ ‌To‌ ‌Retire‌ ‌a‌‌                                               
character‌ ‌you‌ ‌have‌ ‌in‌ ‌the‌ ‌database‌ ‌you‌ ‌may‌ ‌do‌ ‌so‌ ‌by‌ ‌contacting‌ ‌your‌ ‌Logistics‌ ‌Team‌ ‌and‌ ‌abiding‌ ‌by‌ ‌the‌ ‌following‌ ‌conditions:‌ ‌ 

● You‌ ‌will‌ ‌receive‌ ‌half‌ ‌the‌ ‌XP‌ ‌(rounded‌ ‌down)‌ ‌of‌ ‌the‌ ‌traded‌ ‌in‌ ‌character‌ ‌to‌ ‌be‌ ‌applied‌ ‌towards‌ ‌a‌ ‌new‌ ‌character.‌ ‌ 
● You‌‌will‌‌receive‌‌half‌‌the‌‌number‌‌of‌‌recorded‌‌deaths‌‌(rounded‌‌up)‌‌of‌‌the‌‌traded‌‌in‌‌character‌‌to‌‌be‌‌applied‌‌towards‌‌the‌‌                                         

new‌ ‌character.‌‌ ‌  
● All‌‌IG‌‌items‌‌of‌‌the‌‌traded‌‌in‌‌character‌‌must‌‌be‌‌turned‌‌in‌‌as‌‌part‌‌of‌‌Retirement.‌‌If‌‌your‌‌character’s‌‌Retirement‌‌is‌‌due‌‌                                           

to‌‌a‌‌death,‌‌the‌‌gear‌‌must‌‌leave‌‌the‌‌game.‌‌If‌‌you‌‌choose‌‌to‌‌Retire‌‌your‌‌character‌‌for‌‌other‌‌reasons,‌‌as‌‌mentioned‌‌in‌‌                                           
the‌ ‌beginning‌ ‌of‌ ‌this‌ ‌section,‌ ‌your‌ ‌character’s‌ ‌items‌ ‌may‌ ‌be‌ ‌kept‌ ‌or‌ ‌given‌ ‌away‌ ‌to‌ ‌friends‌ ‌and‌ ‌allies.‌‌ ‌  

● Your‌‌Plot‌‌Team‌‌is‌‌also‌‌willing‌‌to‌‌work‌‌with‌‌you‌‌off‌‌screen‌‌to‌‌create‌‌a‌‌fitting‌‌Retirement‌‌story‌‌for‌‌your‌‌character.‌‌At‌‌this‌‌                                             
point,‌ ‌even‌ ‌if‌‌it‌‌is‌‌a‌‌peaceful‌‌Retirement,‌‌this‌‌character‌‌will‌‌never‌‌be‌‌able‌‌to‌‌come‌‌back‌‌as‌‌a‌‌PC.‌‌You‌‌do‌‌have‌‌the‌‌                                               
option‌ ‌of‌ ‌allowing‌ ‌your‌ ‌Plot‌ ‌Team‌ ‌to‌ ‌turn‌ ‌that‌ ‌Character‌ ‌into‌ ‌a‌ ‌Cast‌ ‌character‌ ‌if‌ ‌you‌ ‌like,‌ ‌but‌ ‌that‌ ‌is‌ ‌not‌ ‌required.‌‌ ‌  

● You‌ ‌can‌ ‌only‌ ‌turn‌‌in‌‌one‌‌character‌‌towards‌‌the‌‌creation‌‌of‌‌a‌‌new‌‌one.‌‌You‌‌cannot‌‌combine‌‌multiple‌‌characters‌‌for‌‌                                       
trade‌ ‌to‌ ‌gain‌ ‌a‌ ‌higher‌ ‌XP‌ ‌value.‌‌ ‌  

‌ ‌   
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Chapter‌ ‌XI:‌ ‌Magic‌ ‌ 
Spell‌ ‌Packets‌ ‌ 
Whether‌ ‌a‌ ‌spell‌ ‌is‌ ‌cast‌ ‌as‌ ‌a‌ ‌powerful‌ ‌bolt‌ ‌of‌ ‌arcane‌ ‌energy‌ ‌or‌ ‌a‌ ‌burst‌ ‌of‌ ‌healing‌ ‌rays,‌ ‌magics‌ ‌in‌ ‌REFUGE‌ ‌LARP‌ ‌are‌‌                                             
represented‌ ‌by‌ ‌Spell‌ ‌Packets.‌ ‌In‌ ‌essence‌ ‌these‌ ‌are‌ ‌small‌ ‌bean‌ ‌bags‌ ‌used‌ ‌to‌ ‌safely‌ ‌target‌ ‌other‌ ‌players‌ ‌with‌ ‌various‌ ‌effects.‌ ‌ 

Spell‌ ‌Packets‌ ‌are‌ ‌constructed‌ ‌with‌ ‌bird‌ ‌seed‌ ‌and‌ ‌fabric.‌ ‌The‌ ‌bird‌ ‌seed‌ ‌should‌ ‌be‌ ‌a‌ ‌small‌ ‌round‌ ‌variety,‌ ‌with‌ ‌no‌ ‌large‌‌                                         
sunflower‌‌seeds‌‌or‌‌other‌‌heavy‌‌or‌‌sharp‌‌items‌‌that‌‌could‌‌hurt.‌‌Packets‌‌‌must‌‌‌be‌‌filled‌‌with‌‌bird‌‌seed‌‌only;‌‌replacements‌‌will‌‌                                         
not‌ ‌suffice‌ ‌and‌ ‌can‌ ‌prove‌ ‌harmful‌ ‌(for‌ ‌example,‌ ‌rice‌ ‌can‌ ‌get‌ ‌wet‌ ‌and‌ ‌turn‌ ‌into‌ ‌a‌ ‌hardened‌‌ball).‌‌Unsafe‌‌Packets‌‌may‌‌be‌‌                                           
confiscated‌ ‌by‌ ‌a‌ ‌Marshal.‌ ‌ 

To‌ ‌make‌‌a‌‌Packet,‌‌the‌‌birdseed‌‌is‌‌placed‌‌in‌‌the‌‌center‌‌of‌‌the‌‌fabric,‌‌and‌‌the‌‌fabric‌‌is‌‌gathered‌‌around‌‌it‌‌and‌‌held‌‌together‌‌                                               
with‌ ‌a‌ ‌rubber‌ ‌band‌ ‌or‌ ‌sewn‌ ‌shut.‌ ‌No‌ ‌metal‌ ‌or‌ ‌plastic‌ ‌tie‌ ‌wraps‌ ‌may‌ ‌be‌ ‌used.‌ ‌ 

Packets‌ ‌should‌ ‌be‌ ‌loosely‌ ‌packed‌ ‌—‌ ‌tight‌ ‌balls‌ ‌of‌ ‌birdseed‌ ‌can‌ ‌hurt!‌ ‌You‌ ‌should‌ ‌never‌ ‌use‌ ‌so‌ ‌much‌ ‌material‌ ‌that‌ ‌the‌‌                                         
resulting‌‌Packet‌‌cannot‌‌fit‌‌into‌‌a‌‌50‌‌ml‌‌shot‌‌glass.‌‌Packets‌‌that‌‌are‌‌larger‌‌than‌‌that‌‌may‌‌be‌‌unsafe‌‌and‌‌may‌‌be‌‌confiscated‌‌                                             
by‌ ‌a‌ ‌Marshal.‌ ‌A‌ ‌7‌ ‌to‌ ‌8-inch‌ ‌square‌ ‌with‌ ‌a‌ ‌tablespoon‌ ‌or‌ ‌so‌ ‌of‌ ‌birdseed‌ ‌will‌ ‌make‌ ‌a‌ ‌properly‌ ‌sized‌ ‌Packet.‌ ‌ 

Spell‌ ‌Packets‌ ‌may‌ ‌be‌ ‌of‌ ‌any‌ ‌color‌ ‌except‌ ‌orange‌ ‌or‌ ‌blue‌ ‌—‌ ‌orange‌ ‌Packets‌ ‌are‌ ‌used‌ ‌to‌‌represent‌‌‌Alchemical‌‌‌and‌‌Trap‌‌                                         
Globes‌ ‌while‌ ‌blue‌ ‌Packets‌ ‌are‌ ‌used‌ ‌for‌ ‌Weapon‌ ‌attacks‌ ‌such‌ ‌as‌ ‌Arrows‌ ‌and‌ ‌Bolts.‌ ‌ 

You‌‌may‌‌want‌‌to‌‌personalize‌‌your‌‌spell‌‌Packets‌‌in‌‌some‌‌way‌‌by‌‌using‌‌a‌‌distinctive‌‌cloth‌‌or‌‌writing‌‌on‌‌the‌‌Packets.‌‌This‌‌is‌‌a‌‌                                               
good‌ ‌way‌ ‌to‌ ‌make‌ ‌sure‌ ‌you‌ ‌can‌ ‌get‌ ‌your‌ ‌Packets‌ ‌back‌ ‌after‌ ‌a‌ ‌battle.‌ ‌ 

Spell‌‌Packets‌‌are‌‌visible‌‌IG‌‌as‌‌an‌‌opaque‌‌colored‌‌aura‌‌of‌‌energy‌‌only‌‌when‌‌held‌‌in‌‌the‌‌hand.‌‌IG‌‌they‌‌are‌‌visible,‌‌but‌‌they‌‌do‌‌                                                 
not‌ ‌produce‌ ‌any‌ ‌light.‌ ‌They‌ ‌are‌ ‌not‌ ‌IG‌ ‌items‌ ‌and‌ ‌cannot‌ ‌be‌ ‌stolen,‌ ‌‌Disarmed‌,‌ ‌or‌ ‌removed.‌ ‌ 

You‌‌cannot‌‌carry‌‌more‌‌spell‌‌Packets‌‌in‌‌your‌‌hand‌‌than‌‌you‌‌can‌‌use‌‌at‌‌that‌‌moment‌‌(although‌‌you‌‌can‌‌have‌‌plenty‌‌of‌‌extra‌‌                                             
Packets‌‌in‌‌your‌‌pouches‌‌or‌‌pockets).‌‌In‌‌other‌‌words,‌‌you‌‌cannot‌‌have‌‌a‌‌cauliflower‌‌hand‌‌with‌‌a‌‌lot‌‌of‌‌spell‌‌Packets‌‌between‌‌                                           
your‌‌fingers‌‌if‌‌you‌‌only‌‌have‌‌the‌‌ability‌‌to‌‌cast‌‌three‌‌spells‌‌at‌‌that‌‌time‌‌(including‌‌Magic‌‌Items‌‌or‌‌Battle‌‌Magic‌‌Scrolls‌‌at‌‌the‌‌                                               
ready).‌ ‌ 

Casting‌ ‌Spells‌ ‌ 
To‌‌cast‌‌a‌‌spell,‌‌the‌‌caster‌‌must‌‌have‌‌a‌‌spell‌‌Packet‌‌in‌‌hand.‌‌The‌‌hand‌‌and‌‌arm‌‌with‌‌the‌‌spell‌‌Packet‌‌in‌‌it‌‌must‌‌be‌‌free‌‌and‌‌                                                     
able‌‌to‌‌use.‌‌Hands‌‌that‌‌are‌‌holding‌‌something‌‌else,‌‌are‌‌broken,‌‌or‌‌are‌‌tied‌‌or‌‌bound‌‌either‌‌physically‌‌or‌‌with‌‌a‌‌binding‌‌spell‌‌                                             
are‌‌not‌‌free.‌‌You‌‌can‌‌cast‌‌when‌‌your‌‌feet‌‌are‌‌bound,‌‌since‌‌you‌‌have‌‌at‌‌least‌‌one‌‌hand‌‌free‌‌enough‌‌to‌‌perform‌‌the‌‌casting.‌‌                                               
This‌ ‌includes‌ ‌Touch-Casting.‌ ‌ 

The‌‌caster‌‌must‌‌then‌‌correctly‌‌recite‌‌the‌‌spell‌‌incant;‌‌a‌‌short‌‌phrase‌‌associated‌‌with‌‌the‌‌spell.‌‌Each‌‌spell’s‌‌incant‌‌includes‌‌                                       
the‌‌appropriate‌‌damage‌‌amount‌‌(if‌‌applicable),‌‌the‌‌effect‌‌group,‌‌and‌‌the‌‌spell‌‌name.‌‌This‌‌must‌‌be‌‌spoken‌‌loud‌‌enough‌‌to‌‌be‌‌                                         
heard‌‌by‌‌the‌‌intended‌‌target.‌‌Within‌‌two‌‌seconds‌‌after‌‌finishing‌‌the‌‌verbal,‌‌the‌‌caster‌‌must‌‌then‌‌throw‌‌the‌‌Packet,‌‌trying‌‌to‌‌hit‌‌                                           
the‌ ‌target‌ ‌or‌ ‌the‌ ‌target’s‌ ‌direct‌ ‌possessions,‌ ‌including‌ ‌garb,‌ ‌Shields,‌ ‌Weapons,‌ ‌pouches,‌ ‌or‌ ‌a‌ ‌carried‌ ‌object.‌ ‌ 

You‌ ‌must‌ ‌finish‌ ‌the‌ ‌verbal‌ ‌completely‌ ‌‌before‌ ‌‌throwing‌ ‌the‌ ‌Packet,‌ ‌otherwise‌ ‌the‌ ‌spell‌ ‌is‌ ‌blown.‌‌This‌‌goes‌‌for‌‌any‌‌thrown‌‌                                       
Packet‌ ‌whether‌ ‌it’s‌ ‌representing‌ ‌a‌ ‌monster’s‌ ‌innate‌ ‌ability‌ ‌or‌ ‌an‌ ‌incanted‌ ‌spell.‌ ‌ 

The‌‌spell‌‌incant‌‌is‌‌spoken‌‌in‌‌plain‌‌English.‌‌IG,‌‌these‌‌words‌‌are‌‌understood‌‌by‌‌anyone,‌‌but‌‌have‌‌a‌‌magical‌‌effect‌‌associated‌‌                                         
with‌‌them‌‌that‌‌makes‌‌them‌‌different‌‌from‌‌normal‌‌speech.‌‌Even‌‌though‌‌you‌‌can‌‌speak‌‌the‌‌language,‌‌you‌‌cannot‌‌fake‌‌a‌‌spell‌‌                                         
incantation‌ ‌or‌ ‌otherwise‌ ‌bluff‌ ‌the‌ ‌casting‌ ‌of‌ ‌a‌ ‌spell.‌ ‌You‌ ‌also‌ ‌cannot‌ ‌start‌ ‌the‌ ‌incantation‌ ‌to‌ ‌a‌ ‌spell‌ ‌you‌ ‌do‌ ‌not‌ ‌have‌‌                                           
memorized.‌ ‌ 

Spellcasters‌‌lose‌‌the‌‌power‌‌to‌‌cast‌‌a‌‌spell‌‌as‌‌soon‌‌as‌‌the‌‌incantation‌‌has‌‌begun.‌‌You‌‌cannot‌‌start‌‌the‌‌incantation‌‌for‌‌a‌‌spell,‌‌                                             
change‌ ‌your‌‌mind,‌‌and‌‌then‌‌still‌‌have‌‌that‌‌spell.‌‌Any‌‌time‌‌you‌‌start‌‌an‌‌incant‌‌and‌‌do‌‌not‌‌finish‌‌it,‌‌or‌‌make‌‌a‌‌mistake‌‌when‌‌                                                 
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speaking‌‌the‌‌incant,‌‌the‌‌spell‌‌is‌‌lost.‌‌It‌‌can‌‌be‌‌‌Meditated‌‌‌back,‌‌however‌‌(see‌‌the‌‌Skill‌‌System‌‌section‌‌for‌‌details).‌‌Similarly,‌‌if‌‌                                           
a‌ ‌spell‌ ‌Packet‌ ‌is‌ ‌thrown‌ ‌at‌‌a‌‌target‌‌and‌‌misses,‌‌the‌‌caster‌‌may‌‌‌Meditate‌‌‌the‌‌spell‌‌back.‌‌Note‌‌that‌‌a‌‌spell‌‌which‌‌triggers‌‌a‌‌                                               
defense‌ ‌(even‌ ‌those‌ ‌such‌ ‌as‌ ‌‌Dodge‌ ‌‌which‌ ‌represents‌ ‌the‌ ‌spell‌ ‌missing‌ ‌IG)‌ ‌may‌ ‌not‌ ‌be‌ ‌‌Meditated‌ ‌‌back.‌ ‌ 

Spell‌ ‌Defenses‌ ‌ 
There‌‌are‌‌a‌‌few‌‌spells‌‌and‌‌effects‌‌that‌‌will‌‌protect‌‌the‌‌recipient‌‌from‌‌incoming‌‌spells‌‌or‌‌attacks.‌‌Each‌‌can‌‌protect‌‌against‌‌one‌‌                                           
spell‌‌or‌‌effect‌‌only.‌‌They‌‌are‌‌cast‌‌upon‌‌the‌‌recipient‌‌in‌‌advance‌‌and‌‌stay‌‌with‌‌the‌‌recipient‌‌until‌‌activated‌‌by‌‌the‌‌effect‌‌they‌‌                                             
are‌ ‌meant‌ ‌to‌ ‌prevent.‌ ‌ 

These‌‌Spell‌‌Defenses‌‌include‌‌Elemental‌‌Shield,‌‌Weapon‌‌Shield,‌‌Poison‌‌Shield,‌‌Reflect‌‌Spell,‌‌‌and‌‌‌Spell‌‌Shield‌.‌‌IG,‌‌you‌‌are‌‌                                   
always‌ ‌aware‌ ‌of‌ ‌what‌ ‌Spell‌ ‌Defenses‌ ‌are‌ ‌active‌ ‌on‌ ‌you.‌ ‌ 

Once‌‌a‌‌Spell‌‌Defense‌‌is‌‌active,‌‌it‌‌will‌‌block‌‌the‌‌next‌‌applicable‌‌incoming‌‌effect,‌‌regardless‌‌of‌‌whether‌‌you‌‌would‌‌have‌‌been‌‌                                         
affected‌ ‌by‌ ‌it.‌ ‌It‌ ‌will‌ ‌then‌ ‌be‌ ‌used‌ ‌up.‌‌ ‌  

Spell‌ ‌Defenses‌ ‌will‌ ‌still‌ ‌trigger‌ ‌while‌ ‌a‌ ‌character‌ ‌is‌ ‌Unconscious‌ ‌or‌ ‌Bleeding‌ ‌Out.‌ ‌ 

All‌‌Spell‌‌Defenses‌‌must‌‌be‌‌called‌‌correctly‌‌(for‌‌example‌‌“‌Reflect‌‌Spell‌”‌‌or‌‌“‌Weapon‌‌Shield‌”)‌‌to‌‌be‌‌effective;‌‌these‌‌defenses‌‌                                     
must‌ ‌be‌ ‌called‌ ‌within‌ ‌two‌ ‌seconds‌ ‌of‌ ‌triggering‌ ‌or‌ ‌they‌ ‌will‌ ‌be‌ ‌lost‌ ‌with‌ ‌no‌ ‌effect.‌ ‌ 

If‌ ‌you‌ ‌forget‌ ‌you‌ ‌have‌ ‌a‌ ‌valid‌ ‌Spell‌ ‌Defense‌ ‌and‌ ‌then‌ ‌later‌ ‌realize‌ ‌that‌ ‌you‌ ‌did,‌ ‌it‌ ‌is‌ ‌still‌ ‌used‌ ‌up.‌‌ ‌  

Touch-Casting‌ ‌ 
To‌ ‌Touch-Cast,‌ ‌hold‌ ‌a‌ ‌Packet‌ ‌and‌ ‌place‌ ‌it‌ ‌against‌ ‌the‌ ‌target‌ ‌you‌ ‌wish‌ ‌to‌ ‌affect‌ ‌in‌ ‌a‌ ‌safe‌ ‌and‌ ‌appropriate‌ ‌manner.‌‌                                         
Touch-Casting‌‌thus‌‌avoids‌‌the‌‌chance‌‌of‌‌missing‌‌your‌‌target‌‌but‌‌cannot‌‌be‌‌used‌‌offensively‌‌against‌‌your‌‌foes‌‌in‌‌the‌‌middle‌‌                                       
of‌ ‌a‌ ‌moving‌ ‌combat.‌ ‌ 

The‌‌recipient‌‌of‌‌a‌‌Touch-Cast‌‌spell‌‌may‌‌choose‌‌to‌‌“accept”‌‌the‌‌spell,‌‌thus‌‌letting‌‌it‌‌pass‌‌their‌‌Spell‌‌Defenses‌‌such‌‌as‌‌‌Spell‌‌                                           
Shield‌ ‌‌or‌ ‌‌Reflect‌ ‌Spell‌.‌ ‌Thrown‌ ‌spells‌ ‌cannot‌ ‌be‌ ‌“accepted”‌ ‌in‌ ‌this‌ ‌way.‌ ‌ 

The‌ ‌recipient‌ ‌must‌ ‌be‌ ‌conscious‌ ‌to‌ ‌accept‌ ‌a‌ ‌spell.‌ ‌An‌ ‌Unconscious‌ ‌person’s‌ ‌Spell‌ ‌Defenses‌ ‌will‌ ‌always‌ ‌go‌ ‌off.‌ ‌ 

The‌‌decision‌‌to‌‌accept‌‌a‌‌spell‌‌through‌‌Touch-Casting‌‌is‌‌made‌‌immediately‌‌after‌‌the‌‌spell‌‌is‌‌cast.‌‌This‌‌is‌‌to‌‌prevent‌‌a‌‌caster‌‌                                           
from‌ ‌tricking‌ ‌an‌ ‌unsuspecting‌ ‌victim.‌ ‌ 

The‌ ‌recipient‌ ‌of‌ ‌a‌ ‌Touch-Cast‌ ‌spell‌‌can‌‌always‌‌refuse‌‌the‌‌spell‌‌by‌‌saying‌‌“refused.”‌‌This‌‌will‌‌use‌‌up‌‌the‌‌spell‌‌but‌‌have‌‌no‌‌                                             
effect‌ ‌whatsoever‌ ‌on‌ ‌the‌ ‌recipient.‌ ‌ 

Touch-Casting‌ ‌can‌ ‌only‌ ‌be‌ ‌used‌ ‌for‌ ‌an‌ ‌incanted‌ ‌spell,‌ ‌a‌ ‌Magic‌ ‌Item,‌ ‌or‌ ‌for‌ ‌Skills‌ ‌with‌ ‌the‌ ‌Spell,‌ ‌Elemental,‌ ‌or‌ ‌Arcane‌‌                                         
Qualifiers.‌ ‌It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌with‌ ‌‌Alchemy‌ ‌‌or‌ ‌Trap‌ ‌Globes‌ ‌or‌ ‌a‌ ‌Poison‌ ‌Qualifier‌ ‌effect.‌ ‌ 

Spell‌ ‌Rules‌ ‌ 
The‌‌spellcaster‌‌is‌‌not‌‌Immune‌‌to‌‌their‌‌own‌‌spells.‌‌A‌‌spell‌‌that‌‌is‌‌Returned‌‌(for‌‌example‌‌via‌‌a‌‌‌Bane‌‌‌or‌‌‌Reflect‌‌Spell‌)‌‌will‌‌affect‌‌                                               
the‌ ‌caster.‌ ‌Nor‌ ‌can‌ ‌a‌ ‌caster‌ ‌automatically‌ ‌dispel‌ ‌‌or‌ ‌deactivate‌ ‌their‌ ‌own‌ ‌spells,‌ ‌unless‌ ‌specifically‌ ‌noted‌ ‌in‌ ‌a‌ ‌spell’s‌‌                                     
description.‌‌For‌‌instance,‌‌a‌‌caster‌‌can‌‌drop‌‌her‌‌own‌‌‌Prison‌‌‌or‌‌‌Circle‌‌of‌‌Power‌,‌‌because‌‌those‌‌spells‌‌explicitly‌‌state‌‌that‌‌they‌‌                                         
can‌ ‌do‌ ‌so.‌ ‌ 

Since‌‌defensive‌‌spells‌‌last‌‌only‌‌five‌‌days,‌‌a‌‌character‌‌who‌‌has‌‌such‌‌a‌‌spell‌‌active‌‌at‌‌the‌‌end‌‌of‌‌an‌‌event‌‌weekend‌‌will‌‌not‌‌                                               
have‌ ‌that‌ ‌spell‌ ‌at‌ ‌the‌ ‌beginning‌ ‌of‌ ‌the‌ ‌next‌ ‌weekend.‌ ‌ 

Many‌‌effects‌‌are‌‌visible‌‌to‌‌those‌‌observing‌‌them.‌‌‌Shackle,‌‌Web,‌‌Paralysis,‌‌‌and‌‌‌Prison‌‌‌are‌‌all‌‌visible‌‌while‌‌they‌‌are‌‌in‌‌effect‌‌                                         
to‌‌any‌‌viewer‌‌who‌‌takes‌‌the‌‌time‌‌to‌‌observe‌‌them.‌‌This‌‌means‌‌you‌‌have‌‌to‌‌ask‌‌the‌‌person‌‌who‌‌is‌‌standing‌‌there‌‌things‌‌like‌‌                                               
“Are‌ ‌you‌ ‌‌Paralyzed‌?”‌ ‌This‌ ‌is‌ ‌an‌ ‌OOG‌ ‌question‌ ‌and‌ ‌answer,‌ ‌so‌ ‌both‌ ‌parties‌ ‌can‌ ‌ask‌ ‌and‌ ‌answer‌ ‌this‌‌even‌‌if‌‌affected‌‌by‌‌                                           
Silence‌.‌‌You‌‌cannot‌‌ask‌‌“What‌‌do‌‌I‌‌see?”‌‌You‌‌must‌‌ask‌‌if‌‌you‌‌observe‌‌each‌‌individual‌‌effect‌‌until‌‌you‌‌get‌‌the‌‌right‌‌one‌‌or‌‌are‌‌                                                 
stumped.‌ ‌ 
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Note‌‌that‌‌‌Shackle‌‌and‌‌‌Web‌‌‌do‌‌not‌‌affect‌‌the‌‌head,‌‌so‌‌the‌‌affected‌‌person‌‌can‌‌yell‌‌out‌‌things‌‌IG‌‌like‌‌“Help!‌‌I‌‌am‌‌‌Webbed‌!”‌‌                                               
However,‌ ‌if‌‌you‌‌are‌‌affected‌‌by‌‌‌Paralysis‌‌‌or‌‌‌Prison‌,‌‌you‌‌cannot‌‌speak‌‌at‌‌all‌‌IG‌‌and‌‌cannot‌‌volunteer‌‌to‌‌people‌‌nearby‌‌that‌‌                                           
you‌ ‌may‌ ‌be‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Paralysis‌ ‌‌or‌ ‌a‌ ‌‌Prison‌.‌ ‌They‌ ‌must‌ ‌notice‌ ‌you‌ ‌standing‌ ‌still‌ ‌and‌ ‌then‌ ‌ask‌ ‌you‌ ‌OOG.‌ ‌ 

In‌‌addition,‌‌the‌‌spells‌‌‌Wall‌‌of‌‌Force,‌‌Wizard‌‌Lock,‌‌Ward,‌‌and‌‌‌Circle‌‌of‌‌Power‌‌are‌‌also‌‌visible,‌‌provided‌‌that‌‌the‌‌physrep‌‌can‌‌                                           
be‌ ‌seen‌ ‌and‌ ‌the‌ ‌viewer‌ ‌takes‌ ‌the‌ ‌time‌ ‌to‌ ‌observe‌ ‌them.‌ ‌ 

You‌ ‌cannot‌ ‌call‌ ‌a‌ ‌Pause‌ ‌to‌ ‌determine‌ ‌whether‌ ‌any‌ ‌visible‌ ‌effects‌ ‌are‌ ‌present‌ ‌on‌ ‌someone.‌ ‌ 

The‌‌amount‌‌of‌‌time‌‌it‌‌takes‌‌to‌‌ask‌‌if‌‌your‌‌character‌‌sees‌‌the‌‌effect‌‌is‌‌the‌‌amount‌‌of‌‌time‌‌it‌‌took‌‌your‌‌character‌‌to‌‌notice‌‌the‌‌                                                   
effect.‌ ‌This‌ ‌applies‌ ‌only‌ ‌to‌ ‌the‌ ‌effects‌ ‌listed‌ ‌here.‌ ‌You‌ ‌will‌ ‌not‌ ‌see‌ ‌any‌ ‌effects‌ ‌from‌ ‌someone‌ ‌who‌ ‌is‌ ‌Charmed,‌ ‌for‌ ‌instance.‌ 

Spell‌ ‌Defenses‌ ‌can‌ ‌be‌ ‌discerned‌ ‌IG‌ ‌as‌ ‌a‌ ‌visible‌ ‌and‌ ‌audible‌ ‌effect‌ ‌when‌ ‌they‌ ‌are‌ ‌used.‌ ‌ 

IG,‌‌it‌‌is‌‌obvious‌‌to‌‌anyone‌‌looking‌‌at‌‌you‌‌that‌‌you‌‌were‌‌protected‌‌from‌‌an‌‌attacking‌‌spell.‌‌You‌‌must‌‌state‌‌what‌‌the‌‌defense‌‌is‌‌                                               
at‌ ‌the‌ ‌time‌ ‌by‌ ‌saying‌ ‌“‌Reflect‌ ‌Spell‌”‌ ‌or‌ ‌“‌Spell‌ ‌Shield‌,”‌ ‌for‌ ‌example,‌ ‌thus‌ ‌informing‌ ‌all‌ ‌observers‌ ‌that‌ ‌the‌ ‌spell‌ ‌was‌‌                                       
unsuccessful.‌ ‌ 

Spellbooks‌ ‌ 
REFUGE‌ ‌LARP‌ ‌spells‌ ‌are‌ ‌recorded‌ ‌in‌ ‌‌Spellbooks‌,‌ ‌tomes‌ ‌of‌ ‌magic‌ ‌that‌ ‌enable‌ ‌spellcasters‌ ‌to‌ ‌memorize‌ ‌their‌‌spells‌‌and‌‌                                   
prepare‌ ‌for‌ ‌battle.‌ ‌When‌ ‌preparing‌ ‌your‌ ‌Spell‌ ‌Slots‌ ‌at‌ ‌the‌ ‌start‌ ‌of‌ ‌an‌ ‌LP,‌ ‌you‌ ‌must‌ ‌have‌ ‌access‌ ‌to‌ ‌a‌ ‌Spellbook‌ ‌with‌‌the‌‌                                             
applicable‌‌spells‌‌to‌‌demonstrate‌‌that‌‌your‌‌character‌‌has‌‌access‌‌to‌‌the‌‌spells‌‌they‌‌are‌‌trying‌‌to‌‌memorize.‌‌IG,‌‌this‌‌represents‌‌                                       
your‌ ‌character‌ ‌focusing‌ ‌on‌ ‌filling‌ ‌their‌ ‌head‌ ‌with‌ ‌magical‌ ‌knowledge‌ ‌to‌ ‌prepare‌ ‌for‌ ‌the‌ ‌day‌ ‌ahead.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌a‌‌Spellbook‌‌with‌‌you‌‌when‌‌you‌‌study‌‌for‌‌your‌‌new‌‌spells‌‌at‌‌the‌‌start‌‌of‌‌the‌‌LP,‌‌then‌‌you‌‌will‌‌have‌‌to‌‌borrow‌‌                                                       
someone‌‌else’s‌‌or‌‌find‌‌another‌‌IG‌‌source‌‌(such‌‌as‌‌an‌‌applicable‌‌Guild)‌‌for‌‌the‌‌use‌‌of‌‌theirs.‌‌Be‌‌prepared‌‌to‌‌pay‌‌game‌‌money‌‌                                             
for‌ ‌the‌ ‌use‌ ‌of‌ ‌the‌ ‌book.‌ ‌ 

Any‌‌number‌‌of‌‌people‌‌can‌‌memorize‌‌from‌‌the‌‌same‌‌book‌‌at‌‌Logistics,‌‌but‌‌if‌‌a‌‌spellcaster‌‌wants‌‌to‌‌Meditate‌‌back‌‌a‌‌missed‌‌or‌‌                                             
flubbed‌‌spell‌‌they‌‌will‌‌want‌‌their‌‌own‌‌Spellbook‌‌with‌‌them.‌‌Some‌‌guilds‌‌allow‌‌their‌‌members‌‌free‌‌use‌‌of‌‌the‌‌guild’s‌‌book‌‌for‌‌                                           
studying,‌ ‌but‌ ‌guild‌ ‌membership‌ ‌and‌ ‌guild‌ ‌policy‌ ‌are‌ ‌handled‌ ‌IG.‌ ‌ 

OOG,‌‌a‌‌Spellbook‌‌consists‌‌of‌‌a‌‌Tag‌‌from‌‌Logistics‌‌that‌‌lists‌‌every‌‌spell‌‌of‌‌a‌‌specific‌‌Aspect.‌‌Any‌‌spells‌‌not‌‌inscribed‌‌into‌‌that‌‌                                             
Spellbook‌ ‌will‌ ‌be‌ ‌crossed‌ ‌off‌ ‌from‌ ‌the‌ ‌Tag.‌ ‌This‌ ‌card‌ ‌must‌ ‌be‌ ‌kept‌ ‌with‌ ‌a‌ ‌real‌ ‌Spellbook‌ ‌physrep.‌ ‌ 

Spellbooks‌‌must‌‌be‌‌bound;‌‌a‌‌sheet‌‌of‌‌paper‌‌is‌‌not‌‌sufficient.‌‌You‌‌must‌‌provide‌‌your‌‌own‌‌Spellbook‌‌physrep.‌‌Multiple‌‌Tags‌                                       
can‌ ‌be‌ ‌included‌‌in‌‌the‌‌same‌‌Spellbook‌‌physrep‌‌(such‌‌as‌‌both‌‌an‌‌Earth‌‌and‌‌a‌‌Celestial‌‌Spellbook,‌‌or‌‌an‌‌‌Alchemy‌‌‌Formula‌‌                                         
book‌ ‌as‌ ‌well).‌ ‌ 

Someone‌ ‌who‌ ‌steals‌ ‌a‌ ‌Spellbook‌ ‌may‌ ‌keep‌ ‌the‌ ‌Tag‌ ‌but‌ ‌must‌ ‌bring‌ ‌the‌ ‌book‌ ‌to‌ ‌Logistics‌ ‌for‌‌return‌‌to‌‌the‌‌player‌‌(unless‌‌                                           
otherwise‌ ‌stated‌ ‌by‌ ‌the‌‌player‌‌on‌‌the‌‌same‌‌page‌‌as‌‌the‌‌Tag).‌‌The‌‌OOG‌‌book‌‌is‌‌personal‌‌property.‌‌You‌‌cannot‌‌make‌‌your‌‌                                           
Spellbook‌ ‌unstealable‌ ‌by‌ ‌writing‌ ‌it‌ ‌in‌ ‌a‌ ‌different‌ ‌language‌ ‌or‌ ‌in‌ ‌code;‌ ‌the‌ ‌Tag‌‌can‌‌be‌‌taken‌‌and‌‌placed‌‌in‌‌a‌‌new‌‌physrep‌‌                                             
easily‌ ‌enough.‌ ‌ 

Spells‌‌may‌‌be‌‌copied‌‌from‌‌one‌‌Spellbook‌‌to‌‌another‌‌(and‌‌thus‌‌added‌‌to‌‌the‌‌new‌‌Spellbook’s‌‌Tag).‌‌The‌‌magical‌‌inks‌‌used‌‌in‌‌                                           
the‌‌writing‌‌of‌‌a‌‌Spellbook‌‌will‌‌cost‌‌approximately‌‌two‌‌copper‌‌pieces‌‌per‌‌level‌‌of‌‌the‌‌spell‌‌that‌‌you‌‌are‌‌copying.‌‌This‌‌may‌‌vary‌‌                                             
based‌‌on‌‌your‌‌Campaign’s‌‌economy.‌‌You‌‌cannot‌‌get‌‌your‌‌spell(s)‌‌authorized‌‌until‌‌you‌‌pay‌‌the‌‌requisite‌‌IG‌‌money.‌‌You‌‌must‌‌                                       
have‌ ‌the‌ ‌original‌ ‌from‌ ‌which‌ ‌you‌ ‌are‌ ‌going‌ ‌to‌ ‌make‌ ‌the‌ ‌copy‌ ‌as‌ ‌well‌ ‌as‌ ‌the‌ ‌Spellbook‌ ‌into‌ ‌which‌ ‌you‌ ‌want‌ ‌the‌ ‌spell‌ ‌copied.‌ ‌ 

The‌‌magical‌‌ink‌‌is‌‌not‌‌school‌‌specific.‌‌For‌‌example,‌‌ink‌‌bought‌‌in‌‌the‌‌Celestial‌‌Scholars’‌‌Guild‌‌can‌‌be‌‌used‌‌to‌‌scribe‌‌healing‌‌                                           
spells.‌ ‌ 

You‌‌cannot‌‌cast‌‌spells‌‌directly‌‌from‌‌your‌‌Spellbook,‌‌nor‌‌may‌‌you‌‌copy‌‌Battle‌‌Magic‌‌Scrolls‌‌into‌‌your‌‌Spellbook.‌‌Spellbooks‌‌                                     
and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌are‌ ‌two‌ ‌independent‌ ‌ways‌‌to‌‌record‌‌spells.‌‌A‌‌Spellbook‌‌allows‌‌someone‌‌to‌‌memorize‌‌a‌‌spell‌‌for‌‌                                       
casting‌‌at‌‌a‌‌time‌‌of‌‌the‌‌reader’s‌‌choosing.‌‌A‌‌Battle‌‌Magic‌‌Scroll‌‌allows‌‌the‌‌reader‌‌to‌‌immediately‌‌cast‌‌the‌‌spell‌‌written‌‌on‌‌it‌‌if‌‌                                               
they‌ ‌choose‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 
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Level‌  Celestial‌ ‌  Earth‌ ‌ 

1‌ ‌ 

Disarm‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌5‌ ‌ 
Evocation‌ ‌Bolt‌ ‌5‌ ‌  Disarm‌ ‌ 
Fortress‌ ‌  Endow‌ ‌ 
Lesser‌ ‌Investment‌ ‌  Turn/Control‌ ‌Undead‌ ‌ 
Light‌ ‌  Slow‌ ‌ 
Slow‌ ‌  ‌ 

2‌ ‌ 

Evocation‌ ‌Bolt‌ ‌10‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌10‌ ‌ 
Mend‌ ‌Armor‌ ‌  Pin‌ ‌ 
Pin‌ ‌  Repel‌ ‌ 
Repel‌ ‌  Weapon‌ ‌Shield‌ 
Weapon‌ ‌Shield‌  ‌ 

3‌ ‌ 

Evocation‌ ‌Bolt‌ ‌15‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌15‌ ‌ 
Shackle‌ ‌  Sanctuary/Desecrate‌ ‌ 
Shatter‌ ‌  Shackle‌ ‌ 
Solidify‌ ‌  Shatter‌ ‌ 
Wall‌ ‌of‌ ‌Force‌ ‌  Weakness‌ ‌ 

4‌ ‌ 

Evocation‌ ‌Bolt‌ ‌20‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌20‌ ‌ 
Awaken‌ ‌  Awaken‌ ‌ 
Banish‌ ‌  Cleanse‌ ‌ 
Enhanced‌ ‌Blade‌ ‌  Cure‌ ‌Disease/Disease‌ ‌ 
Shun‌ ‌  Poison‌ ‌Shield‌ ‌ 
‌  Shun‌ ‌ 

5‌ ‌ 

Evocation‌ ‌Bolt‌ ‌25‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌25‌ ‌ 
Lesser‌ ‌Magic‌ ‌Storm‌ ‌  Lesser‌ ‌Earth/Chaos‌ ‌Storm‌ ‌ 
Release‌ ‌  Release‌ ‌ 
Spell‌ ‌Shield‌ ‌  Silence‌ ‌ 
Subjugate‌ ‌  Spell‌ ‌Shield‌ ‌ 

6‌ ‌ 

Evocation‌ ‌Bolt‌ ‌30‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌30‌ ‌ 
Elemental‌ ‌Shield‌ ‌  Earth/Chaos‌ ‌Blade‌ ‌ 
Mend‌ ‌Armor‌ ‌Storm‌ ‌  Elemental‌ ‌Shield‌ ‌ 
Sleep‌ ‌  Restore/Wither‌ ‌ 
Wizard‌ ‌Lock‌ ‌  Sleep‌ ‌ 

7‌ ‌ 

Evocation‌ ‌Bolt‌ ‌35‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌35‌ ‌ 
Charm‌ ‌  Charm‌ ‌ 
Stun‌ ‌Limb‌ ‌  Destroy/Create‌ ‌Undead‌ ‌ 
Web‌ ‌  Destruction‌ ‌ 
‌  Web‌ ‌ 

8‌ ‌ 

Evocation‌ ‌Bolt‌ ‌40‌ ‌  Cure/Cause‌ ‌Wounds‌ ‌40‌ ‌ 
Dispel‌ ‌  Paralysis‌ ‌ 
Reflect‌ ‌Spell‌ ‌  Purify/Drain‌ ‌ 
‌  Reflect‌ ‌Spell‌ ‌ 

9‌ ‌ 

Evocation‌ ‌Bolt‌ ‌45‌ ‌  Cure/Cause‌ ‌Wounds/‌ ‌45‌ ‌ 
Circle‌ ‌of‌ ‌Power‌ ‌  Circle‌ ‌of‌ ‌Power‌ ‌ 
Magic‌ ‌Storm‌ ‌  Doom‌ ‌ 
Prison‌ ‌  Earth/Chaos‌ ‌Storm‌ ‌ 
Ward‌ ‌  Life/Corrupt‌ ‌ 



‌ 

Reversible‌ ‌Spells‌ ‌ 
Many‌‌Earth‌‌Magic‌‌spells‌‌are‌‌Reversible‌‌(for‌‌example,‌‌‌Destroy‌‌Undead‌‌‌and‌‌‌Create‌‌Undead‌).‌‌These‌‌spells‌‌do‌‌not‌‌have‌‌to‌‌be‌‌                                       
learned‌‌or‌‌memorized‌‌separately.‌‌In‌‌fact,‌‌there‌‌is‌‌no‌‌way‌‌to‌‌separate‌‌the‌‌two‌‌spells.‌‌If‌‌you‌‌know‌‌the‌‌spell‌‌‌Cure‌‌Wounds‌,‌‌you‌‌                                             
automatically‌ ‌also‌ ‌know‌‌‌Cause‌‌Wounds.‌‌You‌‌cannot‌‌‘forget’‌‌how‌‌to‌‌cast‌‌Necromantic‌‌spells‌‌or‌‌otherwise‌‌honestly‌‌claim‌‌to‌‌                                   
only‌ ‌know‌ ‌one‌ ‌side‌ ‌of‌ ‌a‌ ‌Reversible‌ ‌spell.‌ ‌ 

You‌ ‌can‌ ‌decide‌ ‌at‌ ‌the‌ ‌moment‌ ‌of‌ ‌casting‌ ‌which‌ ‌spell‌ ‌effect‌ ‌you‌ ‌will‌ ‌use‌ ‌(with‌ ‌the‌ ‌proper‌ ‌incantation,‌ ‌of‌ ‌course).‌ ‌ 

The‌‌reverse‌‌of‌‌many‌‌healing‌‌spells‌‌are‌‌Necromantic,‌‌identifiable‌‌by‌‌the‌‌word‌‌Necromancy‌‌in‌‌their‌‌incant.‌‌Be‌‌aware‌‌that‌‌IG‌‌                                       
laws‌ ‌exist‌ ‌against‌ ‌Necromancy;‌ ‌if‌ ‌you‌ ‌are‌‌discovered‌‌casting‌‌Necromantic‌‌spells‌‌such‌‌as‌‌‌Create‌‌Undead‌,‌‌you’d‌‌better‌‌be‌‌                                   
ready‌ ‌to‌ ‌face‌ ‌the‌ ‌serious‌ ‌IG‌ ‌consequences‌ ‌if‌ ‌caught‌ ‌(the‌ ‌penalty‌ ‌for‌ ‌casting‌ ‌Necromancy‌ ‌is‌ ‌almost‌ ‌always‌ ‌at‌ ‌least‌ ‌one‌‌                                       
character‌ ‌death).‌ ‌ 

This‌‌works‌‌a‌‌little‌‌differently‌‌for‌‌Magic‌‌Items‌‌and‌‌Potions.‌‌If‌‌a‌‌Reversible‌‌spell‌‌is‌‌put‌‌into‌‌a‌‌Ritual‌‌such‌‌as‌‌Enchant‌‌or‌‌Spell‌‌                                               
Store,‌‌it‌‌may‌‌only‌‌be‌‌brought‌‌back‌‌out‌‌in‌‌the‌‌same‌‌way‌‌it‌‌was‌‌put‌‌in.‌‌Similarly,‌‌once‌‌created,‌‌a‌‌Potion‌‌only‌‌holds‌‌one‌‌side‌‌of‌‌                                                   
a‌ ‌Reversible‌ ‌spell.‌ ‌ 

Channeling‌ ‌ 
Some‌ ‌Scholars‌ ‌learn‌ ‌to‌ ‌focus‌ ‌and‌ ‌direct‌ ‌raw‌ ‌Elemental‌‌energies.‌‌This‌‌form‌‌of‌‌magic,‌‌called‌‌‌Channeling‌,‌‌works‌‌differently‌‌                                   
from‌‌the‌‌more‌‌elegant‌‌spells‌‌that‌‌most‌‌people‌‌associate‌‌with‌‌spellcasters.‌‌Instead,‌‌Channelers‌‌use‌‌objects‌‌of‌‌power‌‌called‌‌                                   
Sources‌ ‌to‌ ‌focus‌ ‌and‌ ‌amplify‌ ‌the‌ ‌streams‌ ‌of‌ ‌energy‌ ‌inherent‌ ‌in‌ ‌the‌ ‌natural‌ ‌world‌ ‌around‌ ‌them.‌ ‌ 

To‌ ‌support‌ ‌everything‌ ‌from‌ ‌glowing‌ ‌orbs‌ ‌to‌‌magical‌‌rods,‌‌‌Channeling‌‌‌Sources‌‌can‌‌come‌‌in‌‌a‌‌variety‌‌of‌‌shapes‌‌and‌‌sizes.‌‌                                       
Every‌ ‌Source‌ ‌must‌ ‌fit‌ ‌within‌ ‌at‌ ‌least‌ ‌one‌ ‌of‌ ‌the‌ ‌following‌ ‌formats:‌ ‌ 

At‌ ‌least‌ ‌1‌ ‌inch‌ ‌in‌ ‌each‌ ‌dimension‌ ‌(for‌ ‌example,‌ ‌an‌ ‌orb‌ ‌of‌ ‌power‌ ‌or‌ ‌the‌ ‌skull‌ ‌of‌ ‌an‌ ‌ancient‌ ‌Lich)‌‌ ‌  

9‌ ‌to‌ ‌16‌ ‌inches‌ ‌long,‌ ‌at‌ ‌least‌ ‌1/4"‌ ‌inch‌ ‌thick‌ ‌(for‌ ‌example,‌ ‌a‌ ‌Wand‌ ‌of‌ ‌lightning-struck‌ ‌oak)‌ ‌ 

Thinner‌ ‌items‌ ‌must‌ ‌be‌ ‌at‌ ‌least‌ ‌6‌ ‌square‌ ‌inches‌ ‌in‌ ‌area‌ ‌(for‌ ‌example,‌ ‌a‌ ‌pendant‌ ‌inscribed‌ ‌with‌ ‌runes‌ ‌of‌ ‌power)‌ ‌ 

In‌ ‌all‌ ‌cases,‌ ‌the‌ ‌physrep‌ ‌must‌ ‌be‌ ‌ruled‌ ‌safe‌ ‌to‌ ‌carry‌ ‌in‌ ‌combat‌ ‌by‌ ‌a‌ ‌Marshal.‌ ‌A‌ ‌long‌ ‌glass‌ ‌rod‌ ‌is‌ ‌unlikely‌ ‌to‌ ‌pass,‌ ‌for‌‌                                                 
example,‌ ‌as‌ ‌it‌ ‌risks‌ ‌shattering‌ ‌and‌ ‌hurting‌ ‌people‌ ‌if‌ ‌it’s‌ ‌accidentally‌ ‌hit‌ ‌by‌ ‌a‌ ‌weapon.‌ ‌ 

A‌ ‌Source‌ ‌must‌ ‌be‌ ‌purchased‌ ‌at‌ ‌Logistics‌ ‌for‌‌2‌‌silver‌‌pieces.‌‌This‌‌requires‌‌no‌‌special‌‌production‌‌Skill,‌‌but‌‌only‌‌characters‌‌                                       
with‌‌the‌‌‌Channeling‌‌‌Skill‌‌may‌‌craft‌‌a‌‌Source‌‌in‌‌this‌‌way.‌‌Sources‌‌can‌‌be‌‌enchanted‌‌but‌‌can‌‌never‌‌be‌‌an‌‌item‌‌with‌‌another‌‌IG‌‌                                               
Tag;‌‌for‌‌example,‌‌a‌‌sword‌‌or‌‌Shield‌‌may‌‌not‌‌be‌‌made‌‌into‌‌a‌‌Source.‌‌Note‌‌that‌‌there‌‌is‌‌a‌‌‌High‌‌Magic‌‌ability‌‌that‌‌allows‌‌a‌‌Staff‌‌                                                   
to‌ ‌be‌ ‌used‌ ‌as‌ ‌a‌ ‌Source.‌ ‌ 

When‌‌created,‌‌a‌‌Source‌‌is‌‌tied‌‌to‌‌a‌‌single‌‌type‌‌of‌‌energy‌‌—‌‌Flame,‌‌Ice,‌‌Lightning,‌‌Stone,‌‌Healing,‌‌or‌‌Chaos.‌‌Without‌‌Formal‌‌                                           
Magic‌,‌ ‌a‌ ‌single‌ ‌Source‌ ‌may‌ ‌only‌ ‌ever‌ ‌Channel‌ ‌a‌ ‌single‌ ‌type‌ ‌of‌ ‌energy.‌ ‌Many‌ ‌casters‌ ‌carry‌ ‌multiple‌ ‌Sources‌ ‌to‌ ‌switch‌‌                                       
between‌‌as‌‌the‌‌need‌‌arises.‌‌A‌‌Celestially‌‌aligned‌‌Source‌‌(evoking‌‌Flame,‌‌Ice,‌‌Lightning,‌‌or‌‌Stone)‌‌is‌‌referred‌‌to‌‌as‌‌a‌‌Wan’,‌‌                                         
while‌ ‌an‌ ‌Earth-aligned‌ ‌Source‌ ‌(Channeling‌ ‌Healing‌ ‌or‌ ‌Chaos)‌ ‌is‌ ‌referred‌ ‌to‌ ‌as‌ ‌a‌ ‌Relic.‌ ‌ 

A‌‌character‌‌with‌‌‌Channeling‌‌‌gains‌‌25‌‌points‌‌in‌‌their‌‌‌Channeling‌‌‌Pool‌‌for‌‌each‌‌rank‌‌of‌‌‌Channeling‌‌‌they‌‌have‌‌learned.‌‌Each‌‌                                       
Aspect‌ ‌of‌ ‌‌Channeling‌ ‌‌goes‌ ‌into‌ ‌its‌ ‌own‌ ‌pool;‌ ‌these‌ ‌pools‌ ‌may‌ ‌not‌ ‌be‌ ‌combined‌ ‌in‌ ‌any‌ ‌way.‌ ‌When‌ ‌using‌ ‌their‌ ‌pool,‌ ‌a‌‌                                           
Channeler‌ ‌may‌ ‌produce‌ ‌bursts‌ ‌of‌ ‌power‌ ‌as‌ ‌“X‌ ‌Elemental‌ ‌<Type>,”‌ ‌where‌ ‌the‌ ‌type‌ ‌is‌ ‌determined‌ ‌by‌‌the‌‌Source‌‌they‌‌are‌‌                                       
currently‌ ‌using.‌ ‌These‌ ‌bursts‌ ‌are‌ ‌produced‌ ‌in‌ ‌5-point‌ ‌increments;‌ ‌a‌ ‌Channeler’s‌ ‌maximum‌ ‌burst‌ ‌size‌ ‌is‌ ‌10‌ ‌and‌ ‌can‌ ‌be‌‌                                     
increased‌ ‌by‌ ‌purchasing‌ ‌the‌ ‌‌Improved‌ ‌Channeling‌‌ ‌Skill.‌ ‌ 

To‌ ‌use‌ ‌one’s‌ ‌‌Channeling‌ ‌‌Pool,‌ ‌a‌ ‌character‌‌must‌‌hold‌‌their‌‌Source‌‌in‌‌one‌‌hand,‌‌say‌‌the‌‌appropriate‌‌call‌‌(like‌‌“5‌‌Elemental‌‌                                         
Stone!”),‌ ‌touch‌ ‌a‌ ‌spell‌ ‌Packet‌ ‌to‌ ‌the‌ ‌Source,‌ ‌and‌ ‌then‌ ‌throw‌ ‌or‌ ‌Touch-Cast‌ ‌the‌ ‌Packet.‌ ‌Sources‌ ‌act‌ ‌like‌ ‌Two-Handed‌‌                                     
Weapons‌‌in‌‌that‌‌no‌‌other‌‌IG‌‌item‌‌may‌‌be‌‌wielded‌‌at‌‌the‌‌same‌‌time.‌‌Sources‌‌can‌‌never‌‌be‌‌used‌‌for‌‌blocking‌‌or‌‌swinging‌‌as‌‌a‌‌                                                 
Weapon.‌ ‌ 
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Schools‌ ‌of‌ ‌Magic‌ ‌and‌ ‌Signature‌ ‌Spells‌ ‌ 
Whenever‌‌your‌‌character‌‌begins‌‌learning‌‌magic,‌‌either‌‌Celestial‌‌or‌‌Earth,‌‌you‌‌must‌‌select‌‌which‌‌of‌‌the‌‌two‌‌is‌‌your‌‌primary‌‌                                       
school‌ ‌of‌ ‌magic.‌ ‌The‌ ‌other‌ ‌will‌ ‌be‌ ‌your‌ ‌secondary‌ ‌school,‌ ‌costing‌ ‌more‌ ‌to‌ ‌learn.‌ ‌There‌ ‌is‌ ‌nothing‌ ‌preventing‌ ‌you‌ ‌from‌‌                                       
learning‌ ‌both‌ ‌Earth‌ ‌and‌ ‌Celestial‌ ‌Magic,‌ ‌but‌ ‌a‌ ‌separate‌ ‌spell‌ ‌pyramid‌ ‌must‌ ‌be‌ ‌built‌ ‌for‌ ‌each‌ ‌school.‌ ‌ 

Each‌‌school‌‌of‌‌magic‌‌has‌‌a‌‌Signature‌‌Spell‌‌—‌‌one‌‌core‌‌piece‌‌of‌‌magic‌‌which‌‌is‌‌available‌‌at‌‌every‌‌spell‌‌level.‌‌For‌‌Earth,‌‌this‌‌                                               
is‌‌the‌‌‌Cure‌‌Wounds‌‌/‌‌Cause‌‌Wounds‌‌spell;‌‌for‌‌Celestial,‌‌this‌‌is‌‌‌Evocation‌‌Bolt.‌‌These‌‌spells‌‌can‌‌be‌‌memorized‌‌in‌‌any‌‌Spell‌‌                                           
Slots‌ ‌of‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌that‌ ‌a‌ ‌caster‌ ‌cares‌ ‌to‌ ‌devote‌ ‌to‌ ‌them.‌ ‌ 

Evocation‌ ‌Bolt‌ ‌can‌ ‌be‌ ‌manifested‌ ‌as‌ ‌either‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Stone‌ ‌at‌ ‌the‌ ‌caster’s‌‌choice.‌‌Cure‌‌Wounds‌‌/‌‌Cause‌‌                                       
Wounds‌ ‌may‌ ‌be‌ ‌cast‌ ‌in‌ ‌either‌‌its‌‌Earth‌‌form‌‌as‌‌Healing,‌‌or‌‌its‌‌Necromancy‌‌form‌‌as‌‌Chaos.‌‌Both‌‌choices‌‌are‌‌made‌‌at‌‌the‌‌                                             
time‌ ‌of‌ ‌casting.‌ ‌ 

When‌‌these‌‌spells‌‌are‌‌cast,‌‌their‌‌power‌‌depends‌‌on‌‌the‌‌level‌‌of‌‌Spell‌‌Slot‌‌they‌‌were‌‌memorized‌‌in.‌‌Each‌‌Signature‌‌Spell‌‌will‌‌                                           
have‌‌a‌‌value‌‌of‌‌5‌‌per‌‌level‌‌of‌‌Spell‌‌Slot‌‌it‌‌is‌‌cast‌‌from.‌‌For‌‌example,‌‌a‌‌Celestial‌‌caster‌‌who‌‌memorizes‌‌one‌‌Evocation‌‌Bolt‌‌‌at‌‌                                                 
3rd‌‌level‌‌will‌‌cast‌‌it‌‌by‌‌calling‌‌“I‌‌Evoke‌‌a‌‌15‌‌Flame‌‌Bolt!”‌‌(or‌‌whatever‌‌element‌‌they‌‌chose).‌‌If‌‌they‌‌had‌‌one‌‌memorized‌‌at‌‌5th‌‌                                                 
level‌ ‌as‌ ‌well,‌ ‌they‌ ‌could‌ ‌later‌ ‌cast‌ ‌that‌ ‌one‌ ‌with‌ ‌the‌ ‌call‌ ‌“I‌ ‌Evoke‌ ‌a‌‌25‌‌Ice‌‌Bolt!”‌‌(or‌‌another‌‌element).‌‌Similarly,‌‌an‌‌Earth‌‌                                               
caster‌‌could‌‌cast‌‌a‌‌4th‌‌level‌‌Cure‌‌Wounds‌‌/‌‌Cause‌‌Wounds‌‌spell‌‌as‌‌either‌‌“I‌‌call‌‌upon‌‌Earth‌‌to‌‌grant‌‌20‌‌Healing!”‌‌or‌‌“With‌‌                                               
Necromancy‌ ‌I‌ ‌create‌ ‌20‌ ‌Chaos!”‌ ‌ 

When‌‌these‌‌spells‌‌are‌‌put‌‌into‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌Potions,‌‌they‌‌must‌‌have‌‌the‌‌appropriate‌‌value‌‌for‌‌the‌‌Production‌‌Points‌‌                                         
written‌‌on‌‌the‌‌Tag.‌‌For‌‌example,‌‌a‌‌‌Cure‌‌Wounds‌‌Potion‌‌created‌‌with‌‌5‌‌Production‌‌Points‌‌(as‌‌per‌‌a‌‌1st‌‌level‌‌spell)‌‌would‌‌be‌‌                                             
printed‌ ‌as‌ ‌a‌ ‌Healing‌ ‌Potion,‌ ‌with‌ ‌the‌ ‌value‌ ‌of‌ ‌5‌ ‌written‌ ‌on‌ ‌the‌ ‌Tag.‌ ‌Without‌ ‌a‌ ‌value‌ ‌written‌ ‌in,‌ ‌the‌ ‌Tag‌ ‌is‌ ‌not‌ ‌valid.‌ ‌ 

When‌‌casting‌‌a‌‌Signature‌‌Spell,‌‌if‌‌it‌‌triggered‌‌a‌‌defense‌‌(whether‌‌Smart‌‌or‌‌Dumb)‌‌that‌‌spell‌‌may‌‌be‌‌‌Meditated‌‌‌back‌‌as‌‌per‌‌                                           
the‌ ‌Meditation‌ ‌rules.‌ ‌ 

Schools‌ ‌and‌ ‌their‌ ‌Specialties‌ ‌ 
In‌ ‌the‌‌battle‌‌against‌‌the‌‌foul‌‌Undead,‌‌the‌‌healer‌‌has‌‌an‌‌immensely‌‌powerful‌‌weapon.‌‌Undead‌‌creatures‌‌are‌‌the‌‌reverse‌‌of‌‌                                       
living‌ ‌beings,‌ ‌and‌ ‌so‌ ‌are‌ ‌affected‌ ‌by‌ ‌healing‌ ‌spells‌ ‌in‌ ‌a‌ ‌reversed‌ ‌manner.‌ ‌Any‌ ‌Healing‌ ‌effect‌ ‌cast‌ ‌upon‌ ‌an‌ ‌Undead‌ ‌will‌‌                                         
instead‌ ‌do‌ ‌damage‌‌to‌‌them.‌‌Any‌‌Chaos‌‌effect,‌‌however,‌‌will‌‌heal‌‌the‌‌Undead.‌‌Similarly,‌‌many‌‌Earth‌‌effects‌‌will‌‌weaken‌‌or‌‌                                       
debilitate‌ ‌the‌ ‌Undead‌ ‌while‌ ‌Necromancy‌ ‌will‌ ‌do‌ ‌the‌ ‌opposite.‌ ‌ 

Undead‌‌generally‌‌have‌‌a‌‌significant‌‌amount‌‌of‌‌Natural‌‌Armor,‌‌representing‌‌the‌‌raw‌‌power‌‌of‌‌the‌‌Necromantic‌‌energies‌‌that‌‌                                   
animate‌‌them.‌‌Healing‌‌cuts‌‌right‌‌through‌‌an‌‌Undead’s‌‌armor,‌‌avoiding‌‌the‌‌bulk‌‌of‌‌its‌‌durability‌‌and‌‌striking‌‌straight‌‌at‌‌the‌‌core‌‌                                         
of‌‌its‌‌essence.‌‌Thus‌‌a‌‌‌Cure‌‌Wounds‌‌spell‌‌at‌‌2nd‌‌level‌‌cast‌‌with‌‌the‌‌incant‌‌of‌‌“I‌‌call‌‌upon‌‌Earth‌‌to‌‌grant‌‌10‌‌Healing!”‌‌will‌‌do‌‌10‌‌                                                     
points‌‌of‌‌damage‌‌against‌‌an‌‌Undead‌‌creature‌‌and‌‌ignore‌‌its‌‌Natural‌‌Armor‌‌completely,‌‌while‌‌a‌‌‌Cause‌‌Wounds‌‌‌spell‌‌of‌‌the‌‌                                       
same‌ ‌amount‌ ‌will‌ ‌heal‌ ‌the‌ ‌Undead‌ ‌for‌ ‌10‌ ‌points.‌ ‌ 

Similarly,‌ ‌Celestial‌ ‌Magic‌ ‌has‌ ‌a‌ ‌distinct‌ ‌advantage‌ ‌when‌ ‌fighting‌ ‌creatures‌ ‌not‌ ‌native‌ ‌to‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌as‌ ‌well‌ ‌as‌‌                                     
magically‌ ‌animated‌ ‌Constructs.‌ ‌Their‌ ‌‌Banish‌ ‌and‌ ‌‌Subjugate‌ ‌spells‌ ‌come‌‌in‌‌especially‌‌useful‌‌against‌‌these‌‌foes.‌‌Similarly,‌‌                               
when‌ ‌battling‌ ‌the‌ ‌common‌ ‌Elementals‌ ‌of‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌and‌ ‌Stone,‌ ‌their‌ ‌spells‌ ‌can‌ ‌be‌ ‌especially‌ ‌impactful‌‌when‌‌                                   
blasting‌ ‌away‌ ‌with‌ ‌the‌ ‌opposing‌ ‌Element.‌ ‌ 

Eldritch‌ ‌Power‌ ‌ 
Many‌‌of‌‌the‌‌spells‌‌call‌‌upon‌‌an‌‌energy‌‌called‌‌Eldritch‌‌Power.‌‌This‌‌is‌‌a‌‌type‌‌of‌‌energy‌‌that‌‌only‌‌affects‌‌beings‌‌that‌‌are‌‌alive‌‌or‌‌                                                 
animated.‌ ‌ 

If‌‌you‌‌cast‌‌a‌‌Flame‌‌spell‌‌at‌‌someone‌‌and‌‌miss‌‌and‌‌hit‌‌a‌‌tree,‌‌the‌‌tree‌‌will‌‌not‌‌catch‌‌on‌‌fire.‌‌Nor‌‌can‌‌you‌‌use‌‌an‌‌Ice‌‌spell‌‌to‌‌                                                         
keep‌ ‌your‌ ‌ice‌ ‌cream‌ ‌cold.‌ ‌These‌ ‌spells‌ ‌can‌ ‌only‌ ‌affect‌ ‌creatures‌ ‌that‌ ‌are‌ ‌alive‌ ‌or‌ ‌animated.‌ ‌ 

IG,‌ ‌they‌ ‌feel‌ ‌like‌ ‌fire‌ ‌or‌ ‌ice‌ ‌when‌ ‌they‌ ‌hit,‌ ‌and‌ ‌you‌ ‌should‌ ‌certainly‌ ‌roleplay‌ ‌that‌ ‌out‌ ‌when‌ ‌you‌ ‌are‌ ‌the‌ ‌subject‌ ‌of‌ ‌one.‌ 

99‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

Healing‌ ‌ 
Why‌ ‌would‌ ‌anyone‌ ‌ever‌ ‌suffer‌ ‌if‌ ‌there‌ ‌are‌ ‌healing‌ ‌spells?‌ ‌Well,‌ ‌the‌ ‌answer‌ ‌is‌ ‌that‌ ‌healing‌ ‌spells‌ ‌cannot‌ ‌do‌ ‌everything.‌ ‌ 

If‌‌you‌‌are‌‌damaged‌‌(or‌‌Dead)‌‌and‌‌you‌‌are‌‌then‌‌magically‌‌healed‌‌to‌‌your‌‌maximum‌‌(or‌‌Resurrected),‌‌then‌‌you‌‌are‌‌returned‌‌to‌‌                                           
the‌‌state‌‌your‌‌body‌‌was‌‌in‌‌before‌‌the‌‌damage‌‌was‌‌taken.‌‌If‌‌you‌‌had‌‌a‌‌limp‌‌before‌‌you‌‌were‌‌healed,‌‌you‌‌still‌‌have‌‌a‌‌limp.‌‌If‌‌                                                   
you‌ ‌were‌ ‌dying‌ ‌of‌ ‌old‌ ‌age,‌ ‌then‌ ‌you‌ ‌are‌ ‌still‌ ‌dying‌ ‌of‌ ‌old‌ ‌age.‌ ‌If‌ ‌you‌ ‌were‌ ‌pregnant,‌ ‌you‌ ‌are‌ ‌still‌ ‌pregnant.‌ ‌ 

How‌ ‌to‌ ‌explain‌ ‌limps,‌ ‌handicaps,‌ ‌and‌ ‌scars?‌ ‌Healing‌ ‌spells‌ ‌(or‌ ‌Resurrection)‌ ‌heals‌ ‌you‌ ‌up‌ ‌to‌ ‌the‌ ‌state‌ ‌you‌ ‌were‌ ‌in‌ ‌last‌‌                                         
before‌ ‌you‌ ‌took‌ ‌any‌ ‌recent‌ ‌damage.‌ ‌In‌ ‌other‌ ‌words,‌ ‌if‌ ‌your‌ ‌body‌‌healed‌‌normally‌‌after‌‌a‌‌battle‌‌(that‌‌is,‌‌without‌‌the‌‌aid‌‌of‌‌                                             
magic)‌ ‌and‌ ‌you‌ ‌ended‌ ‌up‌ ‌with‌ ‌scars,‌ ‌any‌ ‌future‌ ‌healing‌ ‌would‌ ‌not‌ ‌correct‌ ‌that‌ ‌old‌ ‌injury.‌ ‌ 

Body‌ ‌parts‌ ‌cannot‌ ‌be‌ ‌restored,‌ ‌regrown,‌ ‌or‌ ‌mended‌ ‌with‌ ‌‌Cure‌ ‌spells,‌ ‌Potions,‌ ‌or‌ ‌Elixirs,‌ ‌which‌ ‌only‌ ‌replenish‌ ‌lost‌ ‌Body‌‌                                     
Points.‌‌To‌‌restore‌‌a‌‌body‌‌part‌‌that‌‌has‌‌been‌‌‌Withered‌,‌‌‌Stunned‌,‌‌amputated,‌‌or‌‌broken‌‌requires‌‌a‌‌‌Restore‌‌‌spell,‌‌a‌‌‌Life‌‌‌spell,‌‌                                         
or‌ ‌a‌ ‌Resurrection.‌ ‌ 

Breaking‌‌or‌‌removing‌‌a‌‌body‌‌part‌‌requires‌‌at‌‌least‌‌three‌‌seconds.‌‌You‌‌do‌‌not‌‌have‌‌to‌‌do‌‌a‌‌3-Count,‌‌but‌‌you‌‌must‌‌roleplay‌‌the‌‌                                               
breaking‌ ‌to‌ ‌make‌ ‌it‌ ‌clear‌ ‌what‌ ‌you‌ ‌are‌ ‌doing.‌ ‌ 

A‌Cure‌‌Disease‌‌spell‌‌will‌‌only‌‌cure‌‌the‌‌game‌‌effect‌‌‌Disease‌.‌‌It‌‌will‌‌not‌‌cure‌‌cancer,‌‌get‌‌rid‌‌of‌‌athlete’s‌‌foot,‌‌or‌‌hide‌‌your‌‌bald‌‌                                                 
spot.‌‌This‌‌gives‌‌some‌‌players‌‌fun‌‌roleplaying‌‌frustrations‌‌of‌‌being‌‌sick:‌‌“You‌‌mean‌‌they‌‌can‌‌bring‌‌me‌‌back‌‌to‌‌life‌‌after‌‌dying‌‌                                           
but‌ ‌they‌ ‌can’t‌ ‌cure‌ ‌the‌ ‌common‌ ‌cold?!!”‌ ‌ 

Pregnancies‌‌IG‌‌are‌‌completely‌‌a‌‌roleplaying‌‌issue‌‌controllable‌‌by‌‌the‌‌player‌‌involved.‌‌The‌‌most‌‌important‌‌thing‌‌is‌‌to‌‌follow‌‌all‌‌                                       
rules‌‌of‌‌good‌‌taste!‌‌Being‌‌pregnant‌‌IG‌‌will‌‌not‌‌change‌‌in‌‌any‌‌way‌‌any‌‌of‌‌the‌‌rules‌‌in‌‌this‌‌book.‌‌Using‌‌healing‌‌Skills‌‌to‌‌detect‌‌                                                 
the‌ ‌existence‌ ‌of‌ ‌a‌ ‌pregnancy‌ ‌is‌ ‌also‌ ‌up‌ ‌to‌ ‌the‌ ‌player‌‌involved,‌‌although‌‌one‌‌should‌‌remember‌‌the‌‌limitations‌‌of‌‌medieval‌‌                                       
medicine.‌ ‌‌Healing‌ ‌Arts‌‌ ‌is‌ ‌not‌ ‌a‌ ‌magical‌ ‌Skill‌ ‌and‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌determine‌ ‌an‌ ‌unborn‌ ‌child’s‌ ‌sex,‌ ‌Species,‌ ‌or‌ ‌heritage.‌ ‌ 

A‌ ‌doll‌ ‌used‌ ‌to‌ ‌represent‌ ‌an‌ ‌infant‌ ‌is‌ ‌considered‌ ‌a‌ ‌personal‌ ‌possession‌ ‌(if‌ ‌carried)‌ ‌in‌ ‌regard‌ ‌to‌ ‌the‌ ‌rules.‌ ‌ 

Necromancy‌ ‌ 
Is‌ ‌Necromancy‌ ‌evil?‌ ‌Not‌ ‌every‌ ‌person‌ ‌on‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌thinks‌ ‌so‌ ‌—‌ ‌in‌ ‌fact,‌ ‌it‌ ‌is‌ ‌perfectly‌ ‌legal‌ ‌in‌ ‌some‌ ‌places.‌ ‌ 

However,‌ ‌Necromancy‌ ‌is‌ ‌illegal‌ ‌in‌ ‌most‌ ‌parts‌ ‌of‌ ‌the‌ ‌world‌ ‌because‌ ‌many‌ ‌people‌ ‌believe‌‌it‌‌draws‌‌upon‌‌the‌‌decaying‌‌and‌‌                                       
dying‌ ‌energies‌ ‌of‌ ‌the‌ ‌Earth‌ ‌and‌ ‌thus‌ ‌prevents‌‌the‌‌Earth‌‌from‌‌acting‌‌‘naturally.’‌‌Further,‌‌those‌‌who‌‌cast‌‌Necromancy‌‌often‌‌                                     
tend‌ ‌to‌ ‌get‌ ‌‘power‌ ‌mad’.‌ ‌ 

The‌‌most‌‌accepted‌‌IG‌‌explanation‌‌is‌‌this:‌‌Imagine‌‌the‌‌planet‌‌going‌‌through‌‌its‌‌seasons‌‌normally‌‌from‌‌year‌‌to‌‌year.‌‌Healing‌‌                                       
spells‌ ‌go‌ ‌with‌ ‌the‌ ‌flow‌ ‌of‌ ‌this‌ ‌cycle‌ ‌and‌ ‌do‌ ‌not‌ ‌disrupt‌ ‌the‌ ‌orderly‌ ‌process‌‌of‌‌living‌‌and‌‌dying‌‌that‌‌are‌‌part‌‌of‌‌this‌‌orderly‌‌                                                 
system.‌ ‌Necromancy‌ ‌goes‌ ‌against‌ ‌the‌ ‌flow‌‌of‌‌this‌‌cycle‌‌by‌‌tapping‌‌into‌‌the‌‌chaotic‌‌forces‌‌that‌‌are‌‌not‌‌part‌‌of‌‌this‌‌system.‌‌                                           
Creating‌ ‌Undead,‌ ‌for‌ ‌example,‌ ‌requires‌ ‌that‌ ‌a‌ ‌Spirit‌ ‌behave‌ ‌in‌ ‌ways‌ ‌that‌ ‌are‌ ‌contrary‌ ‌to‌ ‌the‌ ‌orderly‌ ‌flow‌ ‌of‌ ‌the‌ ‌cycle.‌ ‌ 

This‌‌IG‌‌theory‌‌has‌‌been‌‌used‌‌in‌‌the‌‌past‌‌to‌‌explain‌‌large‌‌numbers‌‌of‌‌Undead‌‌randomly‌‌appearing‌‌(“The‌‌Chaos‌‌in‌‌this‌‌area‌‌is‌‌                                             
so‌ ‌strong‌‌that‌‌the‌‌cycle‌‌is‌‌being‌‌completely‌‌disrupted!”)‌‌as‌‌well‌‌as‌‌aberrant‌‌weather‌‌(“This‌‌cold‌‌wave‌‌this‌‌time‌‌of‌‌year‌‌can‌‌                                           
only‌ ‌be‌ ‌caused‌ ‌by‌ ‌too‌ ‌much‌ ‌Necromancy‌ ‌being‌ ‌cast!”).‌ ‌ 

Of‌‌course,‌‌there‌‌are‌‌many‌‌academics‌‌who‌‌believe‌‌that‌‌this‌‌theory‌‌is‌‌a‌‌load‌‌of‌‌goblin‌‌dung‌‌and‌‌that‌‌bad‌‌weather‌‌and‌‌Undead‌‌                                             
rising‌ ‌are‌ ‌all‌ ‌part‌ ‌of‌ ‌the‌ ‌normal‌ ‌cycle.‌ ‌It‌ ‌is‌ ‌up‌ ‌to‌ ‌you‌ ‌to‌ ‌decide‌ ‌as‌ ‌your‌ ‌character‌ ‌how‌ ‌you‌ ‌feel‌ ‌about‌ ‌the‌ ‌issue.‌ ‌ 

Assume‌‌for‌‌game‌‌purposes‌‌that‌‌there‌‌are‌‌many‌‌learned‌‌treatises‌‌on‌‌both‌‌sides‌‌and‌‌that‌‌people‌‌have‌‌been‌‌arguing‌‌the‌‌point‌‌                                         
for‌‌many‌‌thousands‌‌of‌‌years‌‌(although‌‌the‌‌people‌‌arguing‌‌in‌‌favor‌‌of‌‌Necromancy‌‌not‌‌being‌‌harmful‌‌usually‌‌have,‌‌shall‌‌we‌‌                                       
say,‌‌ulterior‌‌motives).‌‌‌Characters‌‌debate‌‌this‌‌issue‌‌often,‌‌and‌‌we‌‌encourage‌‌this;‌‌gray‌‌areas‌‌are‌‌always‌‌more‌‌fun‌‌than‌‌                                     
black‌ ‌and‌ ‌white‌ ‌issues.‌ ‌ 

Necromancy‌‌may‌‌be‌‌legal‌‌in‌‌some‌‌of‌‌the‌‌Cast‌‌countries‌‌that‌‌exist‌‌on‌‌the‌‌world‌‌of‌‌Realms‌‌of‌‌REFUGE,‌‌but‌‌it‌‌will‌‌always‌‌be‌‌                                               
illegal‌ ‌in‌ ‌the‌ ‌main‌ ‌area‌ ‌in‌ ‌which‌ ‌the‌ ‌game‌ ‌takes‌ ‌place.‌ ‌The‌ ‌main‌ ‌reason‌ ‌Necromancy‌ ‌is‌ ‌illegal‌ ‌is‌ ‌for‌ ‌game‌ ‌balance;‌ ‌if‌‌                                           
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characters‌‌were‌‌allowed‌‌to‌‌throw‌‌these‌‌powerful‌‌spells‌‌without‌‌restriction,‌‌well,‌‌why‌‌wouldn’t‌‌everyone‌‌be‌‌a‌‌healer,‌‌able‌‌to‌‌                                     
harm‌ ‌better‌ ‌than‌ ‌a‌ ‌Celestial‌ ‌caster‌ ‌and‌ ‌be‌ ‌able‌ ‌to‌ ‌heal‌ ‌as‌ ‌well?‌ ‌ 

IG‌ ‌your‌ ‌character‌ ‌can‌ ‌try‌ ‌to‌‌get‌‌your‌‌local‌‌authorities‌‌to‌‌make‌‌Necromancy‌‌legal,‌‌but‌‌you‌‌the‌‌player‌‌must‌‌understand‌‌that‌‌                                         
OOG,‌ ‌this‌ ‌will‌ ‌never‌ ‌be‌ ‌done.‌ ‌ 

The‌ ‌existence‌ ‌of‌ ‌laws‌ ‌against‌ ‌Necromancy‌ ‌are‌ ‌an‌ ‌unalterable‌ ‌rule‌ ‌of‌ ‌the‌ ‌game.‌ ‌Further,‌ ‌you‌ ‌cannot‌ ‌complain‌ ‌if‌ ‌your‌‌                                     
character‌‌is‌‌caught‌‌casting‌‌Necromancy‌‌and‌‌is‌‌sentenced‌‌to‌‌a‌‌death‌‌(or‌‌worse)‌‌because‌‌of‌‌it.‌‌You‌‌have‌‌been‌‌warned,‌‌and‌‌                                         
it’s‌ ‌the‌ ‌risk‌ ‌you‌ ‌decide‌ ‌to‌ ‌take‌ ‌on‌ ‌your‌ ‌own.‌ ‌ 

Potions‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌ 
Potions‌‌and‌‌Battle‌‌Magic‌‌Scrolls‌‌give‌‌the‌‌spellcaster‌‌a‌‌tremendous‌‌advantage.‌‌With‌‌a‌‌good‌‌number‌‌of‌‌these,‌‌you‌‌should‌‌not‌‌                                       
have‌ ‌to‌ ‌worry‌ ‌about‌ ‌being‌ ‌ineffective‌ ‌after‌ ‌your‌ ‌memorized‌ ‌spells‌ ‌are‌ ‌gone.‌ ‌ 

A‌‌healer‌‌should‌‌keep‌‌a‌‌stockpile‌‌of‌‌healing‌‌Potions‌‌so‌‌they‌‌can‌‌use‌‌their‌‌binding‌‌spells‌‌in‌‌battle‌‌and‌‌yet‌‌still‌‌be‌‌able‌‌to‌‌heal.‌‌                                                 
A‌‌mage‌‌with‌‌a‌‌pile‌‌of‌‌Battle‌‌Magic‌‌Scrolls‌‌is‌‌a‌‌much‌‌more‌‌formidable‌‌opponent‌‌than‌‌one‌‌with‌‌just‌‌spells‌‌in‌‌memory.‌‌The‌‌most‌‌                                               
successful‌ ‌casters‌ ‌are‌ ‌the‌ ‌ones‌ ‌who‌‌know‌‌that‌‌having‌‌Battle‌‌Magic‌‌Scrolls‌‌and‌‌Potions‌‌at‌‌their‌‌side‌‌can‌‌double‌‌and‌‌triple‌‌                                         
their‌ ‌effectiveness,‌ ‌usefulness,‌ ‌and‌ ‌fun.‌ ‌ 

The‌ ‌effects‌ ‌of‌ ‌Potions‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌are‌ ‌the‌ ‌same‌ ‌as‌ ‌for‌ ‌a‌ ‌cast‌ ‌spell.‌ ‌ 

A‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌Potion‌‌physrep‌‌is‌‌not‌‌valid‌‌unless‌‌it‌‌has‌‌an‌‌actual‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌Potion‌‌Tag‌‌attached‌‌to‌‌the‌‌                                               
physrep.‌ ‌Likewise,‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌or‌ ‌Potion‌ ‌Tag‌ ‌without‌ ‌a‌ ‌physrep‌ ‌is‌ ‌also‌ ‌invalid.‌ ‌ 

If‌ ‌you‌ ‌build‌‌or‌‌receive‌‌Tags‌‌without‌‌physreps‌‌(for‌‌example,‌‌after‌‌using‌‌your‌‌Production‌‌Points‌‌at‌‌Logistics‌‌to‌‌create‌‌items),‌‌                                       
then‌ ‌it‌ ‌is‌ ‌your‌ ‌responsibility‌ ‌to‌ ‌provide‌ ‌the‌ ‌appropriate‌ ‌physrep‌ ‌and‌ ‌make‌ ‌sure‌ ‌the‌ ‌Tag‌ ‌is‌ ‌attached.‌ ‌ 

Both‌ ‌Potions‌ ‌and‌ ‌Scrolls‌ ‌must‌ ‌be‌ ‌identified;‌ ‌see‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section‌ ‌of‌ ‌the‌ ‌Rule‌ ‌Book‌ ‌for‌ ‌details.‌ ‌ 

Potions:‌ ‌All‌ ‌Potion‌ ‌physreps‌ ‌must‌ ‌be‌ ‌large‌ ‌enough‌ ‌to‌ ‌hold‌ ‌at‌ ‌least‌‌a‌‌minimum‌‌of‌‌a‌‌quarter‌‌ounce‌‌of‌‌liquid.‌‌The‌‌physrep‌‌                                           
does‌ ‌not‌ ‌actually‌ ‌have‌ ‌to‌ ‌contain‌ ‌any‌ ‌liquid‌ ‌to‌ ‌be‌ ‌valid.‌ ‌ 

To‌ ‌use‌ ‌a‌ ‌Potion,‌‌you‌‌must‌‌roleplay‌‌the‌‌proper‌‌drinking‌‌motions,‌‌and‌‌this‌‌must‌‌take‌‌at‌‌least‌‌three‌‌seconds.‌‌You‌‌should‌‌not‌‌                                           
count‌ ‌it‌ ‌out‌ ‌loud.‌ ‌Only‌ ‌one‌ ‌Potion‌ ‌may‌ ‌be‌ ‌quaffed‌ ‌at‌ ‌a‌ ‌time.‌ ‌ 

A‌ ‌Potion‌ ‌may‌ ‌be‌ ‌Force‌ ‌Fed‌ ‌to‌ ‌an‌ ‌Unconscious‌ ‌or‌ ‌sleeping‌ ‌person‌ ‌by‌ ‌someone‌ ‌else,‌ ‌but‌ ‌such‌ ‌a‌ ‌character‌ ‌cannot‌‌                                       
accidentally‌‌drink‌‌one.‌‌You‌‌cannot‌‌attach‌‌a‌‌Potion‌‌or‌‌Elixir‌‌to‌‌your‌‌collar‌‌or‌‌Shield‌‌and‌‌bite‌‌into‌‌it‌‌to‌‌get‌‌its‌‌effects‌‌while‌‌bound‌‌                                                 
or‌ ‌in‌ ‌battle.‌ ‌You‌ ‌must‌ ‌be‌ ‌able‌ ‌to‌ ‌hold‌ ‌one‌ ‌in‌ ‌your‌ ‌hand,‌ ‌motion‌ ‌removing‌ ‌a‌ ‌cork‌ ‌or‌ ‌cap,‌ ‌and‌ ‌then‌ ‌mime‌ ‌drinking‌ ‌it.‌ ‌ 

Potions‌ ‌cannot‌ ‌be‌ ‌mixed‌ ‌into‌ ‌food‌ ‌or‌ ‌drink‌‌or‌‌diluted‌‌or‌‌mixed‌‌together‌‌in‌‌any‌‌way.‌‌If‌‌multiple‌‌Potions‌‌are‌‌poured‌‌into‌‌the‌‌                                             
same‌ ‌container,‌ ‌both‌ ‌Potions‌ ‌are‌ ‌ruined‌ ‌and‌ ‌provide‌ ‌no‌ ‌effects‌ ‌when‌ ‌consumed.‌ ‌ 

Earth‌ ‌Potions‌ ‌always‌ ‌have‌ ‌an‌ ‌implied‌ ‌Spell‌ ‌Qualifier,‌ ‌just‌ ‌like‌ ‌an‌ ‌incanted‌ ‌spell.‌ ‌ 

All‌‌Potions‌‌affect‌‌the‌‌drinker‌‌only‌‌and‌‌bypass‌‌any‌‌protective‌‌spells‌‌such‌‌as‌‌Spell‌‌Shield‌‌or‌‌Reflect‌‌Spell.‌‌They‌‌can,‌‌however,‌‌                                         
be‌ ‌resisted‌ ‌by‌ ‌applicable‌ ‌species‌ ‌abilities‌ ‌(such‌ ‌as‌ ‌‌Resist‌ ‌‌Spell‌ ‌or‌ ‌‌Resist‌ ‌‌Necromancy‌ ‌for‌ ‌a‌ ‌Necromantic‌ ‌Potion).‌ ‌ 

Battle‌ ‌Magic‌ ‌Scrolls:‌ ‌All‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌physreps‌ ‌must‌ ‌be‌ ‌at‌ ‌least‌ ‌16‌ ‌square‌‌inches‌‌(for‌‌example,‌‌a‌‌Scroll‌‌that‌‌is‌‌2‌‌                                           
inches‌ ‌tall‌ ‌by‌ ‌8‌ ‌inches‌ ‌long‌ ‌would‌ ‌be‌ ‌fine,‌ ‌which‌ ‌will‌ ‌give‌ ‌you‌ ‌five‌ ‌out‌ ‌of‌ ‌a‌ ‌standard‌ ‌piece‌ ‌of‌ ‌paper).‌ ‌ 

To‌‌use‌‌a‌‌Battle‌‌Magic‌‌Scroll,‌‌you‌‌must‌‌pull‌‌out‌‌the‌‌Scroll,‌‌hold‌‌it‌‌before‌‌you,‌‌have‌‌enough‌‌light‌‌to‌‌be‌‌able‌‌to‌‌read‌‌it,‌‌touch‌‌a‌‌                                                     
spell‌ ‌Packet‌ ‌to‌ ‌the‌ ‌Scroll,‌ ‌actually‌ ‌incant‌ ‌the‌ ‌Scroll‌ ‌out‌ ‌loud,‌ ‌and‌ ‌then‌ ‌throw‌ ‌the‌ ‌Packet.‌ ‌ 

If‌ ‌your‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌is‌ ‌attached‌ ‌to‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌Shield,‌ ‌you‌ ‌may‌ ‌not‌ ‌be‌ ‌swinging‌ ‌it‌ ‌while‌ ‌reading‌ ‌the‌ ‌Scroll.‌ ‌ 

The‌‌entire‌‌Battle‌‌Magic‌‌Scroll‌‌must‌‌be‌‌visible‌‌for‌‌it‌‌to‌‌be‌‌used.‌‌You‌‌cannot‌‌write‌‌the‌‌incant‌‌in‌‌very‌‌small‌‌letters‌‌in‌‌the‌‌top‌‌left‌‌                                                   
corner‌ ‌and‌ ‌then‌ ‌hold‌ ‌a‌ ‌bunch‌ ‌of‌ ‌Scrolls‌ ‌like‌ ‌a‌ ‌hand‌ ‌of‌ ‌playing‌ ‌cards‌‌with‌‌only‌‌the‌‌incant‌‌visible;‌‌nor‌‌can‌‌you‌‌overlap‌‌the‌‌                                               
Scrolls‌ ‌and‌ ‌attach‌ ‌them‌ ‌to‌ ‌the‌ ‌back‌ ‌of‌ ‌your‌ ‌Shield.‌ ‌ 
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After‌‌the‌‌Battle‌‌Magic‌‌Scroll‌‌is‌‌used,‌‌the‌‌Tag‌‌is‌‌removed‌‌but‌‌the‌‌paper‌‌remains.‌‌The‌‌magical‌‌writing‌‌is‌‌inert‌‌although‌‌anyone‌‌                                           
with‌ ‌‌Educated‌ ‌‌can‌ ‌tell‌ ‌what‌ ‌spell‌ ‌used‌ ‌to‌ ‌be‌ ‌on‌ ‌the‌ ‌Scroll.‌ ‌ 

You‌ ‌must‌ ‌have‌ ‌an‌ ‌actual‌ ‌physrep‌ ‌for‌ ‌each‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌Tag.‌ ‌ 

Note‌ ‌that‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌can‌ ‌only‌‌be‌‌used‌‌by‌‌someone‌‌with‌‌the‌‌‌Read‌‌Magic‌‌Skill.‌‌A‌‌character‌‌may‌‌activate‌‌a‌‌Battle‌‌                                           
Magic‌ ‌Scroll‌ ‌no‌ ‌higher‌ ‌than‌ ‌4‌ ‌levels‌ ‌above‌ ‌their‌‌highest-level‌‌Celestial‌‌Spell‌‌Slot;‌‌if‌‌they‌‌only‌‌have‌‌Read‌‌Magic‌,‌‌they‌‌can‌‌                                         
read‌ ‌up‌ ‌to‌ ‌4th‌ ‌level‌ ‌Battle‌ ‌Magic‌ ‌Scrolls.‌ ‌ 

Magic‌ ‌Items‌ ‌ 
Using‌ ‌the‌ ‌Formal‌ ‌Magic‌ ‌system,‌ ‌characters‌ ‌can‌ ‌create‌ ‌Magic‌ ‌Items‌ ‌which‌ ‌contain‌ ‌spells.‌ ‌You‌ ‌might‌ ‌also‌ ‌find‌ ‌these‌ ‌as‌‌                                     
treasure.‌‌These‌‌Magic‌‌Items‌‌may‌‌have‌‌a‌‌specific‌‌spell‌‌active‌‌within‌‌them‌‌which‌‌you‌‌can‌‌activate‌‌as‌‌if‌‌you‌‌had‌‌cast‌‌the‌‌spell‌‌                                             
yourself,‌ ‌even‌ ‌if‌ ‌you‌ ‌are‌ ‌not‌ ‌a‌ ‌caster.‌ ‌ 

Each‌ ‌Magic‌ ‌Item‌ ‌is‌ ‌made‌ ‌up‌ ‌of‌ ‌one‌ ‌or‌ ‌more‌ ‌Ritual‌ ‌Batches.‌ ‌Each‌ ‌Batch‌ ‌has‌ ‌a‌ ‌set‌ ‌Duration‌‌and‌‌combination‌‌of‌‌Rituals.‌‌                                           
Individual‌‌Rituals‌‌fall‌‌into‌‌three‌‌types:‌‌Permanent,‌‌meaning‌‌that‌‌they‌‌are‌‌always‌‌in‌‌effect;‌‌Times‌‌Ever,‌‌meaning‌‌that‌‌they‌‌can‌‌                                       
only‌‌be‌‌used‌‌a‌‌certain‌‌number‌‌of‌‌times‌‌before‌‌their‌‌magics‌‌permanently‌‌burn‌‌out;‌‌or‌‌LPs,‌‌meaning‌‌that‌‌their‌‌magic‌‌will‌‌slowly‌‌                                           
fade‌‌over‌‌a‌‌certain‌‌amount‌‌of‌‌time.‌‌For‌‌items‌‌with‌‌a‌‌Duration‌‌of‌‌a‌‌certain‌‌number‌‌of‌‌LPs,‌‌at‌‌the‌‌start‌‌of‌‌each‌‌event‌‌the‌‌Magic‌‌                                                   
Item‌ ‌is‌ ‌brought‌ ‌to,‌ ‌one‌ ‌LP‌ ‌will‌ ‌be‌ ‌marked‌ ‌off‌ ‌for‌ ‌each‌ ‌LP‌ ‌of‌ ‌the‌ ‌event.‌ ‌ 

All‌ ‌Magic‌ ‌Items‌ ‌created‌ ‌through‌ ‌the‌ ‌ritual‌ ‌system‌ ‌that‌ ‌have‌ ‌a‌ ‌Permanent‌ ‌or‌ ‌LP‌ ‌duration‌ ‌are‌ ‌indestructible.‌ ‌These‌‌Magic‌‌                                     
Items‌ ‌cannot‌ ‌be‌ ‌destroyed‌ ‌using‌ ‌normal‌ ‌means‌ ‌like‌ ‌‌Shatter‌ ‌‌or‌ ‌physically‌ ‌breaking‌ ‌them.‌ ‌ 

Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌Magic‌ ‌Items‌ ‌which‌ ‌only‌ ‌have‌ ‌Times‌ ‌Ever‌ ‌or‌ ‌Spellcrafted‌ ‌Rituals‌ ‌are‌ ‌not‌ ‌made‌ ‌indestructible‌ ‌in‌ ‌this‌ ‌way.‌ ‌ 

This‌ ‌in‌ ‌no‌ ‌way‌ ‌implies‌ ‌that‌ ‌ritually‌ ‌summoned‌ ‌or‌ ‌created‌ ‌creatures‌ ‌cannot‌ ‌be‌ ‌killed.‌ ‌Magically‌ ‌created‌ ‌Constructs‌ ‌and‌‌                                   
summoned‌ ‌creatures‌ ‌will‌ ‌still‌ ‌follow‌ ‌all‌ ‌effects‌ ‌listed‌ ‌on‌ ‌their‌ ‌Monster‌ ‌Card;‌‌for‌‌example,‌‌Constructs‌‌will‌‌still‌‌take‌‌damage‌‌                                     
from‌ ‌‌Shatter‌.‌ ‌Effects‌ ‌listed‌ ‌on‌ ‌the‌ ‌Magic‌ ‌Item‌ ‌Tag‌ ‌(or‌ ‌in‌ ‌the‌ ‌case‌ ‌of‌ ‌transforms,‌ ‌summons,‌ ‌and‌ ‌created‌ ‌creatures,‌ ‌the‌                                       
Monster‌ ‌Card)‌ ‌may‌ ‌change‌ ‌this‌ ‌effect.‌ ‌ 

In‌‌order‌‌to‌‌use‌‌a‌‌Magic‌‌Item‌‌which‌‌duplicates‌‌a‌‌spell‌‌(such‌‌as‌‌Enchant‌‌or‌‌Spell‌‌Store),‌‌you‌‌must‌‌say‌‌“Activate‌‌<spell‌‌verbal,‌‌                                             
including‌ ‌amount‌ ‌and‌ ‌Effect>”‌ ‌and‌ ‌then‌ ‌throw‌ ‌a‌ ‌Packet‌ ‌(or‌ ‌Touch-Cast),‌ ‌following‌ ‌all‌ ‌other‌ ‌rules‌ ‌concerning‌ ‌spellcasting.‌ ‌ 

If‌‌you‌‌have‌‌the‌‌ability‌‌to‌‌cast‌‌the‌‌spell‌‌contained‌‌in‌‌the‌‌Magic‌‌Item‌‌on‌‌your‌‌own,‌‌you‌‌merely‌‌have‌‌to‌‌say‌‌“Activate‌‌<amount‌‌if‌‌                                                 
applicable>‌‌Spell‌‌<Effect>”‌‌without‌‌the‌‌rest‌‌of‌‌the‌‌spell‌‌verbal‌‌included.‌‌This‌‌is‌‌true‌‌even‌‌if‌‌the‌‌Magic‌‌Item‌‌was‌‌not‌‌made‌‌with‌‌                                             
your‌ ‌particular‌ ‌school‌ ‌of‌ ‌magic.‌ ‌ 

Magic‌‌Items‌‌in‌‌your‌‌possession‌‌can‌‌be‌‌used‌‌when‌‌bound‌‌or‌‌otherwise‌‌incapacitated‌‌so‌‌long‌‌as‌‌you‌‌are‌‌able‌‌to‌‌speak.‌‌They‌‌                                           
cannot‌ ‌be‌ ‌used‌ ‌when‌ ‌‌Silenced‌,‌ ‌gagged,‌ ‌or‌ ‌otherwise‌ ‌unable‌ ‌to‌ ‌speak‌ ‌(such‌ ‌as‌ ‌when‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Prison‌ ‌‌or‌‌                                         
Paralysis‌).‌ ‌ 

Under‌‌normal‌‌circumstances,‌‌you‌‌must‌‌be‌‌the‌‌only‌‌conscious‌‌person‌‌having‌‌sole‌‌clear‌‌possession‌‌of‌‌an‌‌item‌‌to‌‌activate‌‌its‌‌                                       
abilities.‌‌The‌‌item‌‌need‌‌not‌‌be‌‌in‌‌a‌‌hand‌‌to‌‌activate;‌‌it‌‌may‌‌be‌‌in‌‌a‌‌pouch‌‌or‌‌other‌‌container,‌‌so‌‌long‌‌as‌‌it‌‌is‌‌clearly‌‌possessed‌‌                                                     
by‌ ‌a‌ ‌single‌ ‌individual‌ ‌with‌ ‌the‌ ‌ability‌ ‌to‌ ‌activate‌ ‌the‌ ‌item.‌ ‌ 

It‌‌is‌‌also‌‌possible‌‌to‌‌activate‌‌a‌‌Magic‌‌Item‌‌that‌‌is‌‌in‌‌another‌‌person’s‌‌possession,‌‌so‌‌long‌‌as‌‌all‌‌rules‌‌for‌‌safety‌‌are‌‌abided‌‌by‌‌                                                 
(i.e.,‌‌you‌‌may‌‌not‌‌tackle‌‌or‌‌grab‌‌someone‌‌that‌‌you‌‌are‌‌currently‌‌or‌‌about‌‌to‌‌be‌‌in‌‌combat‌‌with‌‌and‌‌activate‌‌their‌‌Magic‌‌Items,‌‌                                               
but‌‌if‌‌your‌‌friend‌‌is‌‌dead,‌‌and‌‌you‌‌know‌‌they‌‌were‌‌in‌‌possession‌‌of‌‌a‌‌‌Life‌‌‌item,‌‌you‌‌can‌‌activate‌‌the‌‌‌Life‌‌‌while‌‌carrying‌‌them‌‌                                                 
away).‌ ‌You‌ ‌should‌ ‌make‌ ‌it‌ ‌clear‌ ‌to‌ ‌the‌ ‌player‌ ‌OOG‌ ‌that‌ ‌you‌ ‌are‌ ‌activating‌ ‌their‌ ‌Magic‌ ‌Items‌ ‌rather‌ ‌than‌ ‌your‌ ‌own.‌ ‌ 

‌ ‌   
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Chapter‌ ‌XII:‌ ‌Alchemy‌ ‌and‌ ‌Traps‌‌ 

Alchemy‌ ‌ 
Creating‌ ‌Alchemy‌ ‌ 
Characters‌ ‌with‌ ‌the‌ ‌‌Alchemy‌ ‌‌Skill‌ ‌can‌ ‌use‌ ‌and‌ ‌create‌ ‌‌Alchemical‌ ‌‌substances‌ ‌such‌ ‌as‌ ‌poisons,‌ ‌Gas‌ ‌Globes‌ ‌and‌ ‌more.‌‌                                   
Alchemy‌‌‌is‌‌a‌‌Production‌‌Skill‌‌(see‌‌the‌‌Production‌‌Skills‌‌section‌‌for‌‌details).‌‌To‌‌produce‌‌an‌‌‌Alchemical‌‌‌substance,‌‌you‌‌must‌‌                                     
have‌ ‌a‌‌Formula‌‌book‌‌and‌‌the‌‌specific‌‌Formula‌‌for‌‌that‌‌substance.‌‌Formulas‌‌(sometimes‌‌called‌‌recipes)‌‌must‌‌be‌‌in‌‌a‌‌book‌‌                                       
much‌ ‌like‌ ‌the‌ ‌Spellbooks‌ ‌(sometimes‌ ‌called‌ ‌Recipe‌ ‌books)‌ ‌used‌ ‌by‌ ‌spellcasters‌ ‌and‌ ‌must‌ ‌abide‌ ‌by‌ ‌the‌ ‌same‌ ‌rules.‌ ‌ 

This‌ ‌book‌ ‌is‌ ‌an‌ ‌IG‌ ‌item‌ ‌and‌ ‌can‌ ‌be‌ ‌stolen.‌ ‌If‌ ‌you‌ ‌lose‌ ‌your‌ ‌book,‌ ‌you‌ ‌lose‌ ‌all‌ ‌the‌ ‌Formulas‌‌within.‌‌You‌‌will‌‌have‌‌to‌‌find‌‌                                                   
someone‌ ‌with‌‌the‌‌Formulas‌‌and‌‌recopy‌‌them‌‌into‌‌your‌‌book‌‌again‌‌before‌‌you‌‌can‌‌create‌‌any‌‌new‌‌‌Alchemical‌‌‌substances.‌‌                                     
Note‌ ‌that‌ ‌unlike‌ ‌Spellbooks,‌ ‌you‌ ‌do‌ ‌not‌ ‌have‌ ‌to‌ ‌pay‌ ‌IG‌ ‌money‌ ‌to‌ ‌use‌ ‌a‌ ‌special‌ ‌ink‌ ‌to‌ ‌write‌ ‌the‌ ‌Formulas‌ ‌into‌‌the‌‌book,‌‌                                               
although‌ ‌the‌ ‌person‌ ‌from‌ ‌whom‌ ‌you‌ ‌get‌ ‌the‌ ‌Formulas‌ ‌may‌ ‌demand‌ ‌payment‌ ‌IG.‌ ‌ 

When‌‌you‌‌learn‌‌a‌‌Formula,‌‌you‌‌learn‌‌all‌‌the‌‌ways‌‌to‌‌make‌‌it‌‌such‌‌as‌‌a‌‌gas,‌‌an‌‌Elixir,‌‌or‌‌a‌‌Coating.‌‌You‌‌choose‌‌what‌‌form‌‌the‌‌                                                     
Formula‌ ‌will‌ ‌take‌ ‌at‌ ‌logistics.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌reverse‌ ‌engineer‌ ‌an‌ ‌‌Alchemical‌ ‌‌substance‌ ‌to‌ ‌learn‌ ‌the‌ ‌Formula.‌ ‌ 

Even‌ ‌though‌ ‌they‌ ‌are‌‌available‌‌IG,‌‌some‌‌‌Alchemical‌‌‌substances‌‌exist‌‌which‌‌can‌‌never‌‌be‌‌made‌‌by‌‌PC.‌‌For‌‌instance,‌‌you‌‌                                       
should‌‌never‌‌find‌‌a‌‌Formula‌‌book‌‌containing‌‌‌Enslavement‌‌‌or‌‌‌Euphoria‌.‌‌It‌‌is‌‌possible,‌‌however,‌‌to‌‌find‌‌unusual‌‌Gas‌‌Globes‌‌or‌‌                                       
Elixirs‌ ‌which,‌ ‌although‌ ‌they‌ ‌cannot‌ ‌be‌ ‌made‌ ‌by‌ ‌PCs,‌ ‌can‌ ‌still‌ ‌be‌ ‌used.‌ 

Alchemy‌ ‌Rules‌ ‌ 
You‌‌do‌‌not‌‌need‌‌the‌‌‌Alchemy‌‌‌Skill‌‌to‌‌drink‌‌an‌‌Elixir‌‌or‌‌feed‌‌one‌‌to‌‌someone‌‌else.‌‌The‌‌Herbal‌‌Lore‌‌Skill‌‌allows‌‌you‌‌to‌‌apply‌‌                                                 
Coatings‌ ‌(to‌ ‌surfaces‌ ‌or‌ ‌Weapons‌ ‌as‌ ‌appropriate).‌ ‌Three‌ ‌ranks‌ ‌of‌ ‌the‌ ‌‌Alchemy‌ ‌‌Skill‌ ‌allow‌ ‌you‌ ‌to‌ ‌use‌ ‌‌Alchemy‌ ‌‌Globes‌‌                                     
(usually‌ ‌thrown).‌ ‌ 

Alchemical‌‌‌substances‌‌will‌‌not‌‌affect‌‌certain‌‌creatures‌‌such‌‌as‌‌Undead‌‌or‌‌Constructs.‌‌If‌‌the‌‌creature‌‌has‌‌No‌‌Metabolism,‌‌or‌‌                                     
has‌ ‌an‌ ‌Alien‌ ‌Metabolism,‌ ‌‌Alchemy‌ ‌‌poisons‌ ‌will‌ ‌likely‌ ‌not‌ ‌work.‌ ‌Creatures‌ ‌will‌ ‌call‌ ‌“No‌ ‌Effect”‌ ‌if‌ ‌that‌ ‌is‌ ‌the‌ ‌case.‌ ‌ 

Some‌ ‌‌Alchemy‌ ‌‌can‌ ‌be‌ ‌reversed‌ ‌by‌ ‌a‌ ‌specific‌ ‌antidote‌ ‌if‌ ‌taken‌ ‌after‌ ‌exposure‌ ‌to‌ ‌it.‌ ‌ 

The‌‌Spell‌‌Defense‌‌‌Poison‌‌Shield‌‌‌will‌‌not‌‌stop‌‌ingested‌‌substances‌‌from‌‌taking‌‌effect,‌‌but‌‌will‌‌stop‌‌all‌‌other‌‌attacks‌‌with‌‌the‌‌                                         
Poison‌ ‌Qualifier‌ ‌such‌ ‌as‌ ‌‌Alchemy‌ ‌‌Globes.‌ ‌The‌ ‌Species‌ ‌Skill‌ ‌‌Resist‌ ‌Poison‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Effect‌ ‌with‌ ‌the‌ ‌Poison‌                                       
Qualifier‌ ‌no‌ ‌matter‌ ‌how‌ ‌it‌ ‌is‌ ‌delivered‌ ‌and‌ ‌is‌ ‌one‌ ‌of‌ ‌the‌ ‌only‌ ‌ways‌ ‌to‌ ‌stop‌ ‌an‌ ‌ingested‌ ‌toxin.‌ ‌ 

Note‌‌that‌‌Coatings‌‌which‌‌do‌‌not‌‌use‌‌the‌‌Poison‌‌Qualifier‌‌are‌‌not‌‌stopped‌‌by‌‌a‌‌‌Poison‌‌Shield‌‌‌and‌‌can‌‌only‌‌be‌‌removed‌‌by‌‌an‌‌                                               
appropriate‌ ‌cure‌ ‌—‌ ‌in‌ ‌some‌ ‌cases‌ ‌an‌ ‌‌Alchemical‌ ‌Solvent‌,‌ ‌in‌ ‌others‌ ‌a‌ ‌‌Purify‌ ‌‌or‌ ‌a‌ ‌‌Dispel‌.‌ ‌ 

You‌ ‌cannot‌ ‌have‌ ‌more‌ ‌than‌ ‌one‌ ‌active‌ ‌Coating‌ ‌on‌ ‌your‌ ‌Weapon‌ ‌or‌ ‌any‌ ‌other‌ ‌item‌ ‌at‌ ‌any‌ ‌one‌ ‌time,‌ ‌and‌ ‌only‌ ‌the‌ ‌most‌‌                                             
recently‌ ‌applied‌ ‌will‌ ‌be‌ ‌effective.‌ ‌There‌ ‌are‌ ‌Rituals‌ ‌that‌ ‌may‌ ‌circumvent‌ ‌this‌ ‌rule.‌‌ ‌  

Alchemy‌ ‌Types‌ ‌ 
Coatings‌ ‌ 

These‌ ‌substances‌ ‌will‌ ‌affect‌‌a‌‌target‌‌as‌‌soon‌‌as‌‌they‌‌touch‌‌or‌‌are‌‌touched‌‌by‌‌them.‌‌There‌‌are‌‌two‌‌ways‌‌to‌‌use‌‌Coatings:‌‌                                             
either‌‌through‌‌application‌‌on‌‌a‌‌stable‌‌surface‌‌(such‌‌as‌‌a‌‌table‌‌or‌‌a‌‌doorknob),‌‌or‌‌by‌‌Coating‌‌a‌‌Weapon‌‌so‌‌that‌‌they‌‌can‌‌be‌‌                                               
used‌ ‌in‌ ‌combat.‌ ‌ 

When‌ ‌applied‌ ‌to‌ ‌a‌ ‌stable‌ ‌surface,‌ ‌the‌ ‌‌Alchemy‌ ‌Tag‌‌ ‌must‌ ‌be‌ ‌applied‌ ‌to‌ ‌the‌ ‌item/surface.‌ ‌ 
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Coatings‌‌will‌‌last‌‌until‌‌used‌‌up‌‌to‌‌5‌‌days.‌‌Once‌‌touched‌‌and‌‌activated,‌‌the‌‌effect‌‌will‌‌last‌‌for‌‌the‌‌normal‌‌duration‌‌for‌‌that‌‌type‌‌                                               
of‌ ‌effect.‌ ‌A‌ ‌‌Sleep‌ ‌‌Coating,‌ ‌as‌ ‌an‌ ‌example,‌ ‌would‌ ‌affect‌ ‌a‌ ‌target‌ ‌for‌ ‌five‌ ‌minutes‌ ‌once‌ ‌touched.‌ ‌ 

The‌‌Tag‌‌must‌‌be‌‌prominently‌‌placed‌‌in‌‌such‌‌a‌‌way‌‌that‌‌a‌‌person‌‌inspecting‌‌the‌‌item‌‌could‌‌see‌‌it‌‌and‌‌know‌‌that‌‌there‌‌was‌‌                                               
something‌‌on‌‌the‌‌item‌‌(though‌‌it‌‌does‌‌not‌‌need‌‌to‌‌be‌‌visible‌‌without‌‌close‌‌inspection).‌‌If‌‌the‌‌person‌‌applying‌‌the‌‌substance‌‌                                         
comes‌‌in‌‌contact‌‌with‌‌it,‌‌they‌‌will‌‌be‌‌affected‌‌by‌‌the‌‌substance.‌‌You‌‌are‌‌not‌‌Immune‌‌to‌‌your‌‌own‌‌‌Alchemy‌‌‌once‌‌it‌‌has‌‌been‌‌                                               
applied.‌ ‌ 

When‌ ‌a‌ ‌Coating‌ ‌is‌ ‌coated‌ ‌on‌ ‌a‌ ‌Weapon,‌ ‌the‌ ‌Tag‌ ‌is‌ ‌simply‌ ‌attached‌ ‌to‌ ‌the‌ ‌Weapon‌ ‌via‌ ‌tape‌ ‌or‌ ‌some‌ ‌other‌ ‌temporary‌‌                                           
measure‌‌(such‌‌as‌‌a‌‌small‌‌bag‌‌that‌‌you‌‌can‌‌elastic‌‌band‌‌to‌‌your‌‌Weapon).‌‌Used‌‌in‌‌this‌‌way,‌‌the‌‌Coating‌‌will‌‌remain‌‌active‌‌on‌‌                                               
the‌ ‌Weapon‌ ‌until‌ ‌it‌ ‌strikes‌ ‌a‌ ‌valid‌ ‌target‌ ‌–‌ ‌an‌ ‌attack‌ ‌which‌ ‌is‌ ‌blocked‌ ‌by‌ ‌a‌ ‌Weapon‌‌or‌‌Shield,‌‌or‌‌misses‌‌entirely,‌‌will‌‌not‌‌                                               
render‌‌the‌‌Coating‌‌useless,‌‌so‌‌long‌‌as‌‌the‌‌Coating’s‌‌effect‌‌is‌‌called‌‌with‌‌each‌‌swing.‌‌If‌‌the‌‌Weapon‌‌is‌‌destroyed‌‌in‌‌some‌‌way‌‌                                             
(such‌‌as‌‌being‌‌‌Shattered‌),‌‌the‌‌Coating‌‌is‌‌also‌‌destroyed.‌‌No‌‌more‌‌than‌‌one‌‌Coating‌‌may‌‌be‌‌applied‌‌to‌‌any‌‌Weapon‌‌at‌‌any‌‌                                           
single‌ ‌time,‌ ‌and‌ ‌a‌ ‌new‌ ‌Tag‌ ‌must‌ ‌be‌‌applied‌‌every‌‌time‌‌a‌‌new‌‌Coating‌‌is‌‌applied‌‌even‌‌if‌‌it‌‌is‌‌of‌‌the‌‌same‌‌type‌‌as‌‌the‌‌one‌‌                                                     
which‌ ‌was‌ ‌just‌ ‌used.‌ ‌If‌ ‌you‌ ‌do‌ ‌not‌ ‌call‌ ‌the‌ ‌Coating‌ ‌in‌ ‌your‌ ‌verbal,‌ ‌then‌ ‌the‌ ‌Coating‌ ‌is‌ ‌still‌ ‌used‌ ‌up.‌ ‌ 

A‌ ‌coated‌ ‌Weapon‌ ‌can‌ ‌be‌ ‌swung‌‌normally‌‌by‌‌anyone‌‌with‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌Its‌‌damage‌‌does‌‌not‌‌change,‌‌but‌‌                                       
instead‌ ‌of‌ ‌being‌ ‌called‌ ‌as‌ ‌whatever‌ ‌the‌ ‌standard‌ ‌Carrier‌ ‌and‌ ‌effect‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌would‌ ‌be,‌ ‌it‌ ‌changes‌ ‌to‌ ‌“X‌ ‌Poison‌‌                                         
<Effect>”.‌‌The‌‌only‌‌exception‌‌to‌‌this‌‌is‌‌the‌‌‌Vorpal‌‌Coating‌,‌‌which‌‌does‌‌not‌‌affect‌‌anything‌‌about‌‌the‌‌Weapon‌‌swing‌‌except‌‌its‌‌                                         
amount‌ ‌of‌ ‌damage.‌ ‌ 

A‌ ‌character‌‌who‌‌owns‌‌an‌‌‌Alchemy‌‌‌Workshop‌‌can‌‌place‌‌Weapon‌‌Coatings‌‌on‌‌Arrows/Bolts‌‌at‌‌the‌‌rate‌‌of‌‌four‌‌Arrows/Bolts‌‌                                     
per‌ ‌Weapon‌ ‌Coating‌ ‌(instead‌ ‌of‌ ‌the‌ ‌normal‌‌2).‌‌This‌‌must‌‌be‌‌done‌‌at‌‌Logistics‌‌or‌‌a‌‌Crafting‌‌Station‌‌but‌‌does‌‌not‌‌cost‌‌any‌‌                                             
Production‌‌Points.‌‌The‌‌Marshal‌‌will‌‌initial‌‌the‌‌‌Alchemy‌‌‌Coating‌‌Tag‌‌and‌‌staple‌‌it‌‌onto‌‌a‌‌Tag‌‌of‌‌four‌‌Arrows/Bolts‌‌(or‌‌more‌‌if‌‌                                           
multiple‌‌Coatings‌‌are‌‌used‌‌at‌‌once),‌‌ripping‌‌the‌‌unused‌‌flag‌‌from‌‌the‌‌‌Alchemy‌‌Tag‌(s).‌‌If‌‌your‌‌missiles‌‌or‌‌quivers‌‌are‌‌stolen,‌‌                                         
Shattered‌,‌ ‌or‌ ‌lost,‌ ‌the‌ ‌Tags‌ ‌for‌ ‌the‌ ‌coated‌ ‌missiles‌ ‌must‌ ‌be‌ ‌turned‌ ‌over‌ ‌first.‌ ‌ 

Coatings‌‌applied‌‌to‌‌Weapons‌‌will‌‌go‌‌inert‌‌over‌‌time.‌‌After‌‌a‌‌Coating‌‌has‌‌been‌‌applied‌‌to‌‌a‌‌Weapon,‌‌it‌‌will‌‌expire‌‌if‌‌not‌‌used‌‌                                               
by‌ ‌the‌ ‌end‌ ‌of‌ ‌the‌ ‌event‌ ‌(5‌ ‌days‌ ‌maximum).‌ ‌ 

As‌‌with‌‌any‌‌physical-delivery‌‌attack‌‌that‌‌uses‌‌a‌‌special‌‌Carrier,‌‌the‌‌specific‌‌Poison‌‌effect‌‌will‌‌only‌‌affect‌‌the‌‌target‌‌if‌‌it‌‌does‌‌                                           
body‌‌damage‌‌to‌‌the‌‌target‌‌(as‌‌in,‌‌the‌‌damage‌‌exceeds‌‌the‌‌player’s‌‌armor‌‌amount‌‌and‌‌does‌‌damage‌‌to‌‌the‌‌Body‌‌points).‌‌Any‌‌                                           
valid‌ ‌defenses‌ ‌against‌ ‌any‌ ‌part‌ ‌of‌ ‌the‌ ‌attack‌ ‌will‌ ‌negate‌ ‌the‌ ‌entire‌ ‌attack‌ ‌—‌ ‌for‌ ‌example,‌ ‌a‌ ‌Resist‌ ‌Poison‌,‌ ‌a‌ ‌‌Parry‌,‌‌or‌‌a‌‌                                             
Poison‌ ‌Shield‌ ‌‌would‌ ‌all‌ ‌stop‌ ‌a‌ ‌coated‌ ‌Weapon/projectile‌ ‌attack‌ ‌from‌ ‌affecting‌ ‌the‌ ‌target.‌ ‌ 

Once‌‌a‌‌coated‌‌Weapon‌‌lands‌‌a‌‌valid‌‌attack‌‌against‌‌an‌‌enemy,‌‌the‌‌Coating‌‌Tag‌‌should‌‌be‌‌removed‌‌at‌‌the‌‌earliest‌‌opportunity‌‌                                         
once‌ ‌the‌ ‌combat‌ ‌has‌ ‌concluded.‌ ‌ 

The‌‌minimal‌‌time‌‌needed‌‌to‌‌apply‌‌a‌‌Coating‌‌(whether‌‌on‌‌a‌‌stable‌‌surface‌‌or‌‌a‌‌Weapon)‌‌is‌‌the‌‌actual‌‌time‌‌to‌‌attach‌‌the‌‌Tag‌‌                                               
onto‌‌the‌‌item,‌‌but‌‌never‌‌less‌‌than‌‌three‌‌seconds.‌‌In‌‌both‌‌cases,‌‌the‌‌unused‌‌flag‌‌of‌‌the‌‌Tag‌‌must‌‌be‌‌removed‌‌as‌‌the‌‌Tag‌‌is‌‌                                                 
attached.‌ ‌Applying‌ ‌any‌ ‌Coating‌ ‌requires‌ ‌the‌ ‌‌Herbal‌ ‌Lore‌ ‌‌Skill,‌ ‌even‌ ‌when‌ ‌done‌ ‌in‌ ‌an‌ ‌‌Alchemy‌ ‌‌Workshop‌ ‌to‌ ‌Bolts‌ ‌or‌ ‌Arrows.‌ ‌ 

Elixirs‌ ‌ 

You‌ ‌do‌ ‌not‌ ‌need‌ ‌‌Alchemy‌ ‌‌or‌ ‌‌Herbal‌ ‌Lore‌‌‌to‌‌consume‌‌or‌‌administer‌‌an‌‌Elixir.‌‌These‌‌are‌‌delivered‌‌in‌‌all‌‌ways‌‌like‌‌Potions.‌‌                                           
Note‌ ‌that‌ ‌any‌ ‌creature‌ ‌which‌ ‌is‌ ‌Immune‌ ‌to‌ ‌Poison‌ ‌will‌ ‌be‌ ‌Immune‌ ‌to‌ ‌any‌ ‌Elixir,‌ ‌as‌ ‌these‌ ‌are‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Poison‌‌                                           
Qualifier.‌ ‌ 

Elixirs‌‌can‌‌be‌‌mixed‌‌into‌‌food‌‌or‌‌drink‌‌to‌‌poison‌‌a‌‌character.‌‌Anyone‌‌with‌‌Herbal‌‌Lore‌‌may‌‌apply‌‌a‌‌single‌‌Elixir‌‌to‌‌a‌‌container‌‌                                               
by‌‌spending‌‌at‌‌least‌‌three‌‌seconds‌‌roleplaying‌‌this‌‌action.‌‌Once‌‌applied,‌‌the‌‌pertinent‌‌Tag‌‌must‌‌be‌‌attached‌‌to‌‌the‌‌food‌‌or‌‌                                         
drink‌ ‌container‌ ‌which‌ ‌has‌‌been‌‌poisoned‌‌and‌‌will‌‌stay‌‌until‌‌either‌‌(a)‌‌the‌‌poisoned‌‌item‌‌is‌‌first‌‌ingested,‌‌in‌‌which‌‌case‌‌the‌‌                                           
person‌‌imbibing‌‌the‌‌poisoned‌‌item‌‌will‌‌be‌‌affected‌‌by‌‌the‌‌Elixir‌‌and‌‌the‌‌Tag‌‌then‌‌removed;‌‌or‌‌(b)‌‌the‌‌first‌‌piece‌‌of‌‌poisoned‌‌                                             
food‌‌or‌‌drink‌‌is‌‌transferred‌‌from‌‌that‌‌container,‌‌in‌‌which‌‌case‌‌the‌‌Tag‌‌should‌‌be‌‌moved‌‌with‌‌the‌‌poisoned‌‌food,‌‌leaving‌‌the‌                                           
rest‌ ‌of‌ ‌the‌ ‌container‌ ‌clean.‌ ‌You‌ ‌cannot‌ ‌use‌ ‌a‌ ‌single‌ ‌Tag‌ ‌to‌ ‌affect‌ ‌multiple‌ ‌characters‌ ‌with‌ ‌‌Alchemy‌.‌ ‌ 
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Globes‌ ‌ 

Alchemy‌‌‌Globes‌‌are‌‌delivered‌‌by‌‌an‌‌orange‌‌Packet.‌‌Unlike‌‌a‌‌spell‌‌Packet,‌‌globe‌‌containers‌‌are‌‌IG.‌‌All‌‌globe‌‌Packets‌‌work‌‌                                       
on‌ ‌a‌ ‌single‌ ‌target‌ ‌only,‌ ‌indoors,‌ ‌or‌ ‌outdoors.‌ ‌Any‌ ‌globe‌ ‌which‌ ‌uses‌ ‌the‌ ‌Poison‌ ‌Qualifier‌ ‌will‌ ‌only‌ ‌affect‌ ‌creatures‌ ‌with‌ ‌a‌‌                                         
metabolism.‌ ‌ 

A‌ ‌character‌ ‌must‌ ‌have‌ ‌at‌ ‌least‌ ‌3‌ ‌levels‌ ‌of‌ ‌the‌ ‌‌Alchemy‌ Skill‌ ‌to‌ ‌use‌ ‌Globes.‌ ‌Globes‌ ‌can‌ ‌also‌ ‌be‌ ‌put‌ ‌into‌ ‌gas‌ ‌traps‌ ‌by‌‌                                               
someone‌ ‌with‌ ‌the‌ ‌‌Create‌ ‌Trap‌ ‌‌Skill;‌ ‌see‌ ‌the‌ ‌Traps‌ ‌and‌ ‌Locks‌ ‌section‌ ‌for‌ ‌details‌ ‌ 

Before‌ ‌throwing‌ ‌the‌ ‌Packet,‌ ‌the‌ ‌user‌ ‌must‌ ‌announce‌ ‌the‌ ‌appropriate‌ ‌verbal.‌ ‌For‌ ‌most‌ ‌globes,‌ ‌this‌ ‌verbalization‌ ‌will‌ ‌be‌‌                                   
“Poison‌‌<Type>”‌‌—‌‌for‌‌example,‌‌“‌Poison‌‌Sleep‌.”‌‌This‌‌phrase‌‌simulates‌‌preparing‌‌the‌‌globe‌‌IG‌‌by‌‌performing‌‌a‌‌last-minute‌‌                                   
mixing‌ ‌of‌ ‌chemicals.‌ ‌The‌ ‌verbal‌ ‌is‌ ‌not‌ ‌IG‌‌so‌‌even‌‌a‌‌‌Silenced‌‌or‌‌mute‌‌character‌‌may‌‌use‌‌a‌‌globe.‌‌If‌‌the‌‌verbal‌‌is‌‌not‌‌said‌‌                                                 
properly‌‌then‌‌the‌‌attack‌‌is‌‌unsuccessful,‌‌and‌‌the‌‌globe‌‌is‌‌wasted.‌‌Even‌‌though‌‌the‌‌verbal‌‌is‌‌not‌‌IG,‌‌the‌‌effect‌‌is‌‌recognized‌‌                                           
by‌ ‌anyone‌ ‌who‌ ‌hears‌ ‌it.‌‌ ‌  

Blast‌‌Globes‌‌have‌‌a‌‌slightly‌‌different‌‌verbal.‌‌These‌‌are‌‌thrown‌‌with‌‌the‌‌call‌‌“10‌‌Elemental‌‌<element>”,‌‌where‌‌the‌‌‌Alchemist‌‌                                     
chooses‌‌either‌‌Stone,‌‌Flame,‌‌Ice,‌‌or‌‌Lightning‌‌(based‌‌on‌‌the‌‌Tag,‌‌where‌‌the‌‌element‌‌is‌‌chosen‌‌at‌‌the‌‌time‌‌that‌‌they‌‌produce‌‌                                           
the‌‌Blast‌‌Globe).‌‌They‌‌otherwise‌‌follow‌‌the‌‌same‌‌globe‌‌rules‌‌as‌‌Poison‌‌globes.‌‌The‌‌Packet‌‌must‌‌hit‌‌the‌‌target‌‌or‌‌the‌‌target’s‌‌                                           
possessions‌ ‌and‌ ‌must‌ ‌otherwise‌ ‌follow‌ ‌all‌ ‌spell‌ ‌Packet‌ ‌rules.‌ ‌ 

Note‌‌that‌‌globes,‌‌since‌‌they‌‌are‌‌IG,‌‌can‌‌be‌‌‌Disarmed‌,‌‌‌Shattered‌,‌‌and‌‌stolen.‌‌If‌‌you‌‌steal‌‌someone’s‌‌globes,‌‌you‌‌may‌‌then‌‌                                         
either‌‌go‌‌OOG‌‌to‌‌the‌‌person‌‌from‌‌whom‌‌you‌‌stole‌‌the‌‌globes‌‌in‌‌order‌‌to‌‌get‌‌the‌‌Tags,‌‌or‌‌you‌‌can‌‌get‌‌a‌‌Marshal‌‌to‌‌do‌‌it‌‌if‌‌you‌‌                                                         
wish‌‌to‌‌remain‌‌anonymous.‌‌If‌‌you‌‌have‌‌more‌‌Tags‌‌than‌‌the‌‌Gas‌‌Globe‌‌physreps‌‌that‌‌were‌‌stolen,‌‌the‌‌Tags‌‌must‌‌be‌‌turned‌‌                                           
over‌ ‌in‌ ‌a‌ ‌random‌ ‌fashion.‌ ‌ 

Note‌ ‌that‌ ‌all‌ ‌of‌ ‌the‌ ‌Tags‌‌you‌‌are‌‌carrying‌‌around‌‌with‌‌you‌‌are‌‌considered‌‌IG‌‌even‌‌if‌‌there‌‌is‌‌no‌‌corresponding‌‌Gas‌‌Globe‌‌                                             
physrep.‌ ‌ 

Traps‌ ‌and‌ ‌Locks‌ ‌ 
All‌ ‌throughout‌ ‌the‌ ‌REALMS‌ ‌OF‌ ‌REFUGE,‌ ‌traps‌ ‌are‌‌used‌‌for‌‌both‌‌protection‌‌and‌‌more‌‌nefarious‌‌objectives.‌‌You‌‌may‌‌find‌‌                                     
traps‌‌that‌‌need‌‌disarming‌‌while‌‌playing‌‌the‌‌game,‌‌but‌‌you‌‌can‌‌also‌‌make‌‌your‌‌own‌‌traps.‌‌To‌‌make‌‌a‌‌trap,‌‌you‌‌must‌‌have‌‌the‌‌                                               
Create‌ ‌Trap‌‌ ‌Skill‌ ‌(see‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section‌ ‌for‌ ‌more‌ ‌details‌ ‌on‌ ‌creating‌ ‌Trap‌ ‌Tags).‌ ‌ 

Every‌‌trap‌‌design‌‌must‌‌be‌‌checked‌‌and‌‌approved‌‌by‌‌a‌‌Marshal‌‌before‌‌use.‌‌All‌‌traps‌‌must‌‌make‌‌a‌‌noise‌‌or‌‌flash‌‌of‌‌light‌‌or‌‌                                               
otherwise‌ ‌be‌ ‌constructed‌ ‌so‌ ‌that‌ ‌it‌ ‌is‌ ‌obvious‌ ‌when‌ ‌the‌ ‌trap‌ ‌is‌ ‌set‌ ‌off.‌ ‌ 

Traps‌ ‌are‌ ‌meant‌ ‌to‌ ‌be‌ ‌immobile‌ ‌and‌ ‌cannot‌ ‌be‌ ‌used‌ ‌in‌ ‌combat‌ ‌as‌ ‌a‌ ‌Weapon.‌ ‌You‌ ‌cannot‌ ‌create‌ ‌traps‌ ‌to‌ ‌use‌ ‌as‌ ‌hand‌‌                                             
grenades,‌ ‌nor‌ ‌can‌ ‌you‌ ‌trap‌ ‌yourself.‌ ‌Trap‌ ‌crafters‌ ‌can‌ ‌make‌ ‌Trap‌ ‌Globes‌ ‌to‌ ‌serve‌ ‌this‌ ‌purpose‌‌instead,‌‌producing‌‌small‌‌                                     
bursts‌ ‌of‌ ‌sticky‌ ‌goo‌ ‌or‌ ‌a‌ ‌‌Shattering‌ ‌‌or‌ ‌silencing‌ ‌effect.‌ ‌ 

Area‌ ‌Traps‌ ‌ 
Many‌‌traps‌‌are‌‌defined‌‌as‌‌Area‌‌Traps.‌‌If‌‌set‌‌off‌‌within‌‌a‌‌Game‌‌Room,‌‌it‌‌will‌‌affect‌‌everyone‌‌within‌‌that‌‌Game‌‌Room‌‌who‌‌are‌‌                                               
not‌‌protected‌‌by‌‌a‌‌fully‌‌closed‌‌door‌‌(such‌‌as‌‌within‌‌a‌‌closet)‌‌or‌‌protective‌‌spell‌‌like‌‌a‌‌‌Circle‌‌of‌‌Power.‌‌Imagine‌‌a‌‌rain‌‌of‌‌spell‌‌                                                 
Packets‌ ‌hitting‌ ‌everyone‌ ‌even‌ ‌partially‌ ‌within‌ ‌the‌ ‌same‌ ‌area‌ ‌as‌ ‌the‌ ‌trap‌ ‌for‌ ‌determining‌ ‌who‌ ‌is‌ ‌struck.‌ ‌ 

If‌‌an‌‌area‌‌is‌‌bigger‌‌than‌‌one‌‌Game‌‌Room,‌‌it‌‌can‌‌still‌‌be‌‌trapped‌‌by‌‌an‌‌Area‌‌Trap,‌‌but‌‌it‌‌takes‌‌multiple‌‌Area‌‌Traps‌‌of‌‌the‌‌same‌‌                                                     
type‌‌to‌‌affect‌‌it.‌‌For‌‌example,‌‌a‌‌barn‌‌might‌‌be‌‌classified‌‌by‌‌a‌‌Marshal‌‌as‌‌3‌‌Game‌‌Rooms‌‌worth‌‌of‌‌size.‌‌This‌‌means‌‌it‌‌would‌‌                                                 
take‌ ‌3‌ ‌identical‌ ‌Gas‌ ‌Traps‌ ‌to‌ ‌trap‌ ‌it;‌ ‌this‌ ‌requires‌ ‌both‌ ‌the‌ ‌additional‌‌Tags‌‌and‌‌the‌‌additional‌‌trap‌‌container(s)‌‌or‌‌a‌‌single‌‌                                           
container‌ ‌large‌ ‌enough‌ ‌for‌ ‌the‌ ‌appropriate‌ ‌number‌ ‌of‌ ‌traps.‌ ‌When‌ ‌the‌ ‌traps‌ ‌go‌ ‌off,‌ ‌everyone‌ ‌inside‌ ‌the‌ ‌Game‌ ‌Room‌ ‌is‌‌                                       
affected‌‌no‌‌matter‌‌how‌‌close‌‌or‌‌far‌‌they‌‌are‌‌from‌‌the‌‌actual‌‌traps.‌‌Keep‌‌in‌‌mind‌‌that‌‌this‌‌is‌‌an‌‌IG‌‌thing‌‌—‌‌so‌‌if‌‌a‌‌Marshal‌‌on‌‌a‌‌                                                         
module‌‌says‌‌“Treat‌‌this‌‌glade‌‌as‌‌an‌‌underground‌‌cave‌‌room”‌‌it‌‌should‌‌be‌‌treated‌‌as‌‌a‌‌Game‌‌Room‌‌even‌‌though‌‌it’s‌‌an‌‌OOG‌‌                                             
outside‌ ‌location.‌‌ ‌  
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Triggers‌ ‌for‌ ‌Area‌ ‌Traps‌ ‌must‌ ‌be‌ ‌entirely‌ ‌within‌ ‌the‌ ‌same‌ ‌Game‌ ‌Room‌ ‌where‌ ‌they‌ ‌are‌ ‌set‌ ‌and‌ ‌may‌ ‌not‌ ‌cross‌ ‌through‌‌                                         
partitions‌ ‌or‌ ‌barriers‌ ‌which‌ ‌would‌ ‌impede‌ ‌the‌ ‌effect‌ ‌of‌ ‌the‌ ‌trap.‌ ‌ 

If‌ ‌an‌ ‌Area‌ ‌Trap‌ ‌is‌ ‌set‌ ‌off‌ ‌when‌ ‌not‌ ‌in‌ ‌a‌ ‌Game‌ ‌Room,‌ ‌it‌ ‌will‌ ‌affect‌ ‌everyone‌ ‌who‌ ‌is‌ ‌even‌ ‌partially‌ ‌within‌ ‌a‌ ‌5-foot‌ ‌radius,‌‌                                                 
including‌ ‌their‌‌possessions.‌‌The‌‌trap‌‌may‌‌be‌‌linked‌‌to‌‌a‌‌trigger‌‌line‌‌of‌‌no‌‌more‌‌than‌‌5‌‌feet‌‌in‌‌this‌‌case.‌‌Trap‌‌physreps‌‌are‌‌                                               
strongly‌ ‌encouraged‌ ‌to‌ ‌include‌ ‌an‌ ‌attached‌ ‌pre-measured‌ ‌5'‌ ‌string‌ ‌to‌‌quickly‌‌determine‌‌who‌‌is‌‌hit‌‌and‌‌make‌‌the‌‌resulting‌‌                                     
Hold‌ ‌quicker.‌ ‌It‌ ‌can‌ ‌be‌ ‌helpful‌ ‌to‌ ‌imagine‌ ‌a‌ ‌circle‌ ‌of‌ ‌Packets‌ ‌firing‌ ‌out‌ ‌5‌ ‌feet‌ ‌from‌ ‌the‌ ‌trap‌ ‌to‌ ‌determine‌ ‌who‌ ‌is‌ ‌hit.‌ ‌ 

Types‌ ‌of‌ ‌Traps‌ ‌ 
Weapon‌ ‌Traps‌ ‌ 

A‌‌Weapon‌‌trap‌‌contains‌‌a‌‌Weapon‌‌on‌‌a‌‌spring‌‌mounted‌‌mechanism.‌‌This‌‌must‌‌be‌‌mounted‌‌on‌‌a‌‌large‌‌or‌‌heavy‌‌object,‌‌such‌‌                                           
as‌ ‌in‌ ‌a‌ ‌crate‌ ‌or‌ ‌a‌ ‌trunk,‌ ‌or‌ ‌onto‌ ‌a‌ ‌door.‌ ‌Once‌ ‌armed,‌ ‌a‌ ‌Weapon‌ ‌trap‌ ‌cannot‌ ‌be‌ ‌moved.‌ ‌ 

OOG,‌‌the‌‌trap‌‌merely‌‌has‌‌to‌‌have‌‌a‌‌standard‌‌trap‌‌trigger‌‌(a‌‌light‌‌or‌‌noisemaker)‌‌and‌‌a‌‌Weapon‌‌with‌‌a‌‌valid‌‌item‌‌Tag‌‌must‌‌be‌‌                                                 
attached.‌‌There‌‌must‌‌be‌‌a‌‌clearly‌‌marked‌‌pivot‌‌point‌‌for‌‌whichever‌‌Weapon‌‌physrep‌‌is‌‌being‌‌used.‌‌When‌‌the‌‌trap‌‌goes‌‌off,‌‌a‌‌                                           
Pause‌‌is‌‌called‌‌and‌‌the‌‌Weapon‌‌is‌‌rotated‌‌around‌‌the‌‌pivot‌‌point.‌‌Anyone‌‌touched‌‌by‌‌the‌‌Weapon‌‌is‌‌affected‌‌as‌‌though‌‌they‌‌                                           
had‌‌been‌‌struck‌‌by‌‌a‌‌Weapon‌‌blow‌‌of‌‌the‌‌stated‌‌amount‌‌and‌‌type.‌‌Note‌‌that‌‌the‌‌Weapon‌‌does‌‌not‌‌actually‌‌need‌‌to‌‌be‌‌swung‌‌                                               
or‌ ‌be‌ ‌on‌ ‌a‌ ‌spring‌ ‌for‌ ‌safety‌ ‌reasons.‌ ‌The‌ ‌mounted‌ ‌Weapon‌ ‌may‌ ‌be‌ ‌any‌ ‌standard‌ ‌approved‌ ‌Weapon.‌ ‌ 

Weapon‌‌traps‌‌are‌‌not‌‌destroyed‌‌when‌‌set‌‌off‌‌and‌‌may‌‌be‌‌re-armed‌‌by‌‌anyone‌‌with‌‌the‌‌appropriate‌‌Skill‌‌without‌‌paying‌‌the‌‌                                         
cost‌ ‌to‌ ‌rebuild‌ ‌them.‌ ‌ 

Weapon‌‌Coatings‌‌may‌‌be‌‌applied‌‌to‌‌the‌‌Weapon‌‌used‌‌in‌‌a‌‌Weapon‌‌trap.‌‌These‌‌Coatings‌‌are‌‌consumed‌‌as‌‌normal‌‌when‌‌the‌‌                                         
trap‌ ‌is‌ ‌set‌ ‌off‌ ‌and‌ ‌must‌ ‌be‌ ‌re-applied‌ ‌when‌‌the‌‌trap‌‌is‌‌rearmed.‌‌A‌‌Marshal‌‌will‌‌adjudicate‌‌unusual‌‌circumstances‌‌such‌‌as‌‌                                         
those‌ ‌from‌ ‌Weapon‌ ‌Traps‌ ‌also‌ ‌Tagged‌ ‌with‌ ‌Ritual‌ ‌Magic.‌ ‌ 

Weapon‌‌Traps‌‌may‌‌not‌‌be‌‌blocked‌‌by‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌but‌‌any‌‌pertinent‌‌defense‌‌against‌‌a‌‌Weapon‌‌Qualifier‌‌attack‌‌or‌‌                                         
physically‌‌delivered‌‌Poison‌‌(if‌‌the‌‌Weapon‌‌is‌‌Coated)‌‌can‌‌be‌‌used,‌‌like‌‌‌Evade,‌‌Parry,‌‌Dodge,‌‌or‌‌the‌‌‌Weapon‌‌Shield‌‌‌(unless‌‌                                       
Coated)‌ ‌spell.‌ ‌ 

Mechanical‌ ‌Traps‌ ‌ 

Mechanical‌ ‌traps‌ ‌represent‌ ‌collapsing‌ ‌ceilings,‌ ‌rockfalls,‌ ‌giant‌ ‌scythes,‌ ‌and‌ ‌other‌ ‌such‌ ‌contraptions.‌ ‌They‌‌are‌‌completely‌                             
immovable‌‌once‌‌set‌‌and‌‌have‌‌a‌‌minimum‌‌size‌‌of‌‌3'‌‌by‌‌3'‌‌by‌‌3'.‌‌Mechanical‌‌Traps‌‌always‌‌use‌‌the‌‌Massive‌‌Carrier‌‌and‌‌may‌‌                                             
be‌ ‌avoided‌ ‌via‌ ‌‌Dodge‌,‌ ‌‌Evade‌,‌ ‌or‌ ‌Phase.‌ ‌ 

Anyone‌‌struck‌‌by‌‌any‌‌part‌‌of‌‌the‌‌trap‌‌when‌‌it‌‌goes‌‌off‌‌takes‌‌the‌‌full‌‌damage‌‌of‌‌the‌‌trap.‌‌Mechanical‌‌traps‌‌must‌‌be‌‌rebuilt‌‌after‌‌                                                 
they‌ ‌are‌ ‌set‌ ‌off‌ ‌and‌ ‌cannot‌ ‌be‌ ‌re-armed.‌ ‌ 

Mechanical‌ ‌traps‌ ‌are‌ ‌usually‌ ‌represented‌ ‌with‌ ‌pillows,‌ ‌plastic‌ ‌trash‌ ‌bags‌ ‌filled‌ ‌with‌ ‌newspapers,‌ ‌and‌ ‌other‌ ‌soft‌ ‌items.‌ ‌ 

Explosive‌ ‌Traps‌ ‌ 

Explosive‌‌traps‌‌represent‌‌a‌‌container‌‌filled‌‌with‌‌a‌‌volatile‌‌substance.‌‌When‌‌set‌‌off,‌‌this‌‌Area‌‌Trap‌‌will‌‌destroy‌‌all‌‌destructible‌‌                                       
IG‌ ‌items‌ ‌within‌ ‌its‌ ‌range‌ ‌(as‌ ‌per‌ ‌the‌ ‌‌Shatter‌ ‌‌effect.)‌ ‌This‌ ‌includes‌ ‌armor,‌ ‌Weapons,‌ ‌coins,‌ ‌Battle‌ ‌Magic‌ ‌Scrolls,‌ ‌Potions,‌ ‌etc.‌ ‌ 

Closed‌ ‌containers‌ ‌will‌ ‌not‌ ‌protect‌ ‌items‌ ‌from‌ ‌explosions‌ ‌unless‌ ‌the‌ ‌container‌ ‌itself‌ ‌is‌ ‌indestructible.‌‌ ‌  

This‌ ‌trap‌ ‌is‌ ‌destroyed‌ ‌when‌ ‌it‌ ‌detonates.‌ ‌ 

Gas‌ ‌and‌ ‌Scroll‌ ‌Traps‌ ‌ 

These‌‌Area‌‌Traps‌‌are‌‌loaded‌‌with‌‌an‌Alchemical‌‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌respectively‌‌that‌‌will‌‌affect‌‌everyone‌‌in‌‌the‌‌Game‌‌                                         
Room‌ ‌when‌ ‌triggered.‌ ‌The‌ ‌Production‌‌Point‌‌cost‌‌for‌‌creating‌‌the‌‌trap‌‌does‌‌not‌‌include‌‌the‌‌cost‌‌of‌‌the‌‌gas‌‌or‌‌Battle‌‌Magic‌‌                                           
Scroll‌ ‌itself.‌ ‌When‌ ‌setting‌ ‌the‌ ‌trap,‌ ‌the‌ ‌trap‌ ‌setter‌‌must‌‌include‌‌a‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌the‌‌trap‌‌is‌‌not‌‌successfully‌‌                                             
armed.‌ ‌Once‌ ‌set‌ ‌off,‌ ‌the‌ ‌trap‌ ‌physrep‌ ‌itself‌ ‌counts‌ ‌as‌ ‌the‌ ‌caster.‌ ‌In‌ ‌this‌‌case,‌‌any‌‌spell‌‌which‌‌has‌‌wording‌‌regarding‌‌the‌‌                                           
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caster‌‌(such‌‌as‌‌Line‌‌of‌‌Sight‌‌spells,‌‌‌Charm‌‌‌effects,‌‌etc.)‌‌will‌‌effectively‌‌expire‌‌after‌‌five‌‌seconds‌‌(for‌‌Line‌‌of‌‌Sight)‌‌or‌‌have‌‌no‌‌                                             
effect‌‌(‌Charm‌).‌‌Any‌‌legitimate‌‌applicable‌‌targets/physreps‌‌in‌‌the‌‌Game‌‌Room‌‌are‌‌separately‌‌targeted‌‌by‌‌the‌‌effect.‌‌Note‌‌that‌‌                                   
only‌ ‌one‌ ‌item‌ ‌may‌ ‌be‌ ‌loaded‌ ‌in‌ ‌each‌ ‌trap;‌ ‌you‌ ‌cannot‌ ‌stack‌ ‌multiple‌ ‌gasses‌ ‌or‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌to‌ ‌increase‌ ‌their‌ ‌effect.‌ ‌ 

Items‌ ‌loaded‌ ‌into‌ ‌one‌ ‌of‌ ‌these‌ ‌traps‌‌can‌‌never‌‌be‌‌removed‌‌or‌‌salvaged‌‌once‌‌the‌‌trap‌‌is‌‌armed.‌‌If‌‌the‌‌trap‌‌is‌‌successfully‌‌                                             
disarmed,‌ ‌the‌‌trap‌‌may‌‌be‌‌re-armed‌‌again,‌‌but‌‌in‌‌no‌‌case‌‌may‌‌the‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌be‌‌taken‌‌from‌‌the‌‌trap‌‌to‌‌be‌                                                 
used‌ ‌in‌ ‌other‌ ‌traps‌ ‌or‌ ‌on‌ ‌their‌ ‌own.‌ ‌ 

The‌ ‌effects‌ ‌of‌ ‌any‌ ‌gas‌ ‌trap‌ ‌will‌ ‌be‌ ‌blocked‌ ‌by‌ ‌any‌ ‌defense‌ ‌against‌ ‌the‌ ‌Poison‌ ‌Qualifier‌ ‌such‌ ‌as‌‌Poison‌‌Shield‌‌‌or‌‌‌Resist‌‌                                           
Poison.‌‌ ‌If‌ ‌two‌ ‌or‌ ‌more‌ ‌gas‌ ‌traps‌ ‌have‌ ‌the‌ ‌same‌ ‌trigger,‌ ‌then‌ ‌they‌ ‌are‌ ‌all‌ ‌set‌ ‌off‌ ‌at‌ ‌once‌ ‌and‌ ‌one‌ ‌defense‌ ‌will‌ ‌stop‌ ‌them‌ ‌all.‌ ‌ 

Similarly,‌‌a‌‌Scroll‌‌Trap‌‌will‌‌be‌‌blocked‌‌by‌‌any‌‌defense‌‌against‌‌the‌‌Spell‌‌Qualifier‌‌such‌‌as‌‌Spell‌‌Shield‌‌‌or‌‌‌Resist‌‌Spell.‌‌If‌‌two‌‌                                             
or‌ ‌more‌ ‌Scroll‌ ‌Traps‌ ‌have‌ ‌the‌ ‌same‌ ‌trigger,‌ ‌then‌ ‌they‌ ‌are‌ ‌all‌ ‌set‌ ‌off‌ ‌at‌ ‌once‌ ‌and‌ ‌one‌ ‌defense‌ ‌will‌ ‌stop‌ ‌them‌ ‌all.‌ ‌ 

Note‌ ‌that‌ ‌Protection/Enhancement‌ ‌and‌ ‌Eldritch‌ ‌Force‌ ‌Scrolls‌ ‌may‌ ‌never‌ ‌be‌ ‌put‌ ‌into‌ ‌a‌ ‌Scroll‌ ‌Trap.‌ ‌ 

These‌‌traps‌‌are‌‌not‌‌destroyed‌‌when‌‌set‌‌off‌‌and‌‌may‌‌be‌‌re-armed‌‌by‌‌anyone‌‌with‌‌the‌‌appropriate‌‌Skill‌‌without‌‌paying‌‌the‌‌cost‌‌                                           
to‌ ‌rebuild‌ ‌them.‌ ‌ 

Noisemaker‌ ‌ 

Alarms‌ ‌and‌ ‌noisemakers‌ ‌are‌ ‌traps‌‌that‌‌do‌‌no‌‌damage‌‌but‌‌set‌‌off‌‌loud‌‌alarms.‌‌These‌‌traps‌‌are‌‌not‌‌destroyed‌‌when‌‌set‌‌off‌‌                                           
and‌ ‌may‌ ‌be‌ ‌re-armed‌ ‌by‌ ‌anyone‌ ‌with‌ ‌the‌ ‌appropriate‌ ‌Skill‌ ‌without‌ ‌paying‌ ‌the‌ ‌cost‌ ‌to‌ ‌rebuild‌ ‌them.‌ ‌ 

Containers‌ ‌ 

Explosive,‌‌Gas,‌‌and‌‌Scroll‌‌Traps‌‌must‌‌have‌‌a‌‌container‌‌representing‌‌their‌‌contents.‌‌Each‌‌container‌‌must‌‌be‌‌a‌‌minimum‌‌of‌‌                                     
32‌ ‌cubic‌ ‌inches,‌ ‌with‌ ‌no‌ ‌less‌ ‌than‌ ‌one‌ ‌inch‌ ‌on‌ ‌any‌ ‌particular‌ ‌side.‌ ‌For‌ ‌example:‌ ‌a‌ ‌3"‌ ‌by‌ ‌3"‌ ‌by‌ ‌4"‌ ‌bottle‌ ‌or‌ ‌a‌ ‌5"‌ ‌x‌ ‌7"‌ ‌x‌ ‌1"‌ ‌box.‌ ‌ 

Arming‌ ‌and‌ ‌Disarming‌ ‌Traps‌ ‌ 
Arming‌‌a‌‌trap‌‌takes‌‌at‌‌least‌‌sixty‌‌seconds.‌‌If‌‌it‌‌takes‌‌you‌‌less‌‌than‌‌sixty‌‌seconds‌‌to‌‌arm‌‌the‌‌trap‌‌OOG,‌‌you‌‌must‌‌still‌‌keep‌‌                                                 
both‌ ‌hands‌ ‌on‌ ‌the‌ ‌trap‌ ‌and‌ ‌roleplay‌ ‌arming‌ ‌the‌ ‌trap‌ ‌for‌ ‌the‌ ‌remainder‌ ‌of‌ ‌the‌ ‌sixty‌ ‌seconds.‌ ‌ 

During‌‌those‌‌sixty‌‌seconds,‌‌if‌‌either‌‌hand‌‌is‌‌removed‌‌from‌‌the‌‌trap,‌‌or‌‌if‌‌you‌‌are‌‌hit‌‌by‌‌a‌‌physical‌‌blow‌‌or‌‌Packet‌‌attack,‌‌the‌‌                                                 
trap‌‌will‌‌be‌‌set‌‌off,‌‌affecting‌‌only‌‌the‌‌person‌‌setting‌‌the‌‌trap.‌‌This‌‌applies‌‌even‌‌if‌‌the‌‌incoming‌‌attack‌‌would‌‌not‌‌have‌‌caused‌‌                                             
damage‌ ‌or‌ ‌would‌ ‌have‌ ‌had‌ ‌no‌ ‌effect.‌ ‌ 

After‌‌the‌‌trap‌‌has‌‌been‌‌armed,‌‌it‌‌can‌‌be‌‌moved‌‌no‌‌more‌‌than‌‌five‌‌feet‌‌in‌‌any‌‌direction‌‌before‌‌detonating,‌‌even‌‌if‌‌the‌‌person‌‌                                               
carrying‌ ‌the‌ ‌trap‌ ‌has‌ ‌the‌ ‌‌Create‌ ‌Trap‌ ‌Skill.‌ ‌Picking‌ ‌up‌ ‌a‌ ‌trapped‌ ‌box,‌ ‌moving‌ ‌it‌ ‌three‌ ‌feet,‌ ‌and‌ ‌then‌ ‌turning‌ ‌around‌ ‌and‌‌                                           
putting‌ ‌it‌ ‌back‌ ‌will‌ ‌set‌ ‌it‌ ‌off.‌ ‌ 

Any‌‌armed‌‌trap‌‌that‌‌is‌‌‌Shattered‌,‌‌whether‌‌by‌‌a‌‌spell‌‌or‌‌by‌‌another‌‌trap‌‌within‌‌the‌‌radius,‌‌will‌‌always‌‌be‌‌set‌‌off.‌‌‌Shattering‌‌‌a‌‌                                               
box‌ ‌containing‌ ‌an‌ ‌armed‌ ‌trap‌ ‌will‌ ‌also‌ ‌detonate‌ ‌the‌ ‌trap.‌ ‌‌Shattering‌ ‌‌a‌ ‌disarmed‌ ‌trap‌ ‌still‌ ‌destroys‌ ‌the‌ ‌trap,‌ ‌but‌ ‌it‌ ‌is‌ ‌not‌ ‌set‌ ‌off.‌ ‌ 

A‌‌character‌‌needs‌‌‌Create‌‌Trap‌‌to‌‌attempt‌‌to‌‌arm‌‌and‌‌disarm‌‌traps‌‌and‌‌pick‌‌locks.‌‌You‌‌must‌‌have‌‌this‌‌Skill‌‌in‌‌order‌‌to‌‌even‌‌                                               
attempt‌‌doing‌‌these‌‌things.‌‌Anyone‌‌without‌‌this‌‌Skill‌‌who‌‌tries‌‌to‌‌disarm‌‌a‌‌trap‌‌or‌‌pick‌‌a‌‌lock‌‌will‌‌automatically‌‌fail.‌‌Different‌‌                                           
ranks‌ ‌of‌ ‌‌Create‌ ‌Trap‌‌ ‌allow‌ ‌arming‌ ‌different‌ ‌types‌ ‌of‌ ‌traps;‌ ‌see‌ ‌the‌ ‌‌Create‌ ‌Trap‌‌ ‌Skill‌ ‌description‌ ‌for‌ ‌details.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌this‌‌Skill,‌‌you‌‌must‌‌roleplay‌‌ignorance‌‌in‌‌figuring‌‌out‌‌how‌‌to‌‌remove‌‌a‌‌trap.‌‌Your‌‌character‌‌can‌‌still‌‌detect‌‌                                               
the‌ ‌presence‌ ‌of‌ ‌the‌ ‌trap‌ ‌by‌ ‌noticing‌ ‌trip‌ ‌wires‌ ‌and‌ ‌such‌ ‌but‌ ‌will‌ ‌be‌ ‌completely‌ ‌unable‌ ‌to‌ ‌figure‌ ‌out‌ ‌how‌ ‌to‌ ‌disarm‌ ‌it.‌ ‌ 

A‌‌trap‌‌may‌‌be‌‌disarmed‌‌by‌‌any‌‌means‌‌which‌‌does‌‌not‌‌permanently‌‌destroy‌‌the‌‌trap,‌‌so‌‌long‌‌as‌‌the‌‌chosen‌‌method‌‌prevents‌‌                                           
the‌‌trap‌‌from‌‌producing‌‌a‌‌noise‌‌or‌‌a‌‌light.‌‌For‌‌example,‌‌popping‌‌a‌‌battery‌‌clip‌‌off‌‌a‌‌battery‌‌or‌‌moving‌‌a‌‌mouse‌‌trap‌‌bar‌‌slowly‌‌                                                 
so‌ ‌that‌ ‌it‌ ‌does‌ ‌not‌ ‌snap‌ ‌shut‌ ‌represents‌ ‌the‌ ‌disarming‌ ‌of‌ ‌the‌ ‌trap.‌ ‌ 

Permanent‌‌damage‌‌means‌‌treating‌‌the‌‌trap‌‌in‌‌such‌‌a‌‌way‌‌that‌‌a‌‌Marshal‌‌cannot‌‌fix‌‌the‌‌damage‌‌within‌‌ten‌‌minutes‌‌or‌‌needs‌‌                                           
a‌‌tool.‌‌For‌‌instance,‌‌removing‌‌the‌‌top‌‌of‌‌a‌‌box‌‌by‌‌taking‌‌the‌‌screws‌‌out‌‌of‌‌the‌‌hinges‌‌is‌‌not‌‌allowed.‌‌It’s‌‌a‌‌nice‌‌lateral‌‌way‌‌of‌‌                                                     
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solving‌ ‌the‌ ‌problem,‌ ‌yes,‌‌but‌‌it‌‌requires‌‌the‌‌Marshal‌‌to‌‌have‌‌to‌‌use‌‌tools‌‌to‌‌put‌‌the‌‌box‌‌back‌‌together‌‌and‌‌is‌‌not‌‌what‌‌this‌‌                                                 
Skill‌ ‌is‌ ‌all‌ ‌about.‌ ‌Conversely,‌ ‌a‌ ‌trap‌ ‌cannot‌ ‌require‌ ‌tool‌ ‌usage‌ ‌(such‌ ‌as‌ ‌requiring‌ ‌a‌ ‌screwdriver‌ ‌to‌ ‌open‌ ‌a‌ ‌box)‌ ‌to‌ ‌disarm.‌ ‌ 

Note‌ ‌that,‌ ‌like‌ ‌Weapons‌ ‌used‌‌by‌‌Cast,‌‌traps‌‌found‌‌in‌‌modules‌‌cannot‌‌always‌‌be‌‌harvested‌‌as‌‌treasure.‌‌Just‌‌because‌‌you‌‌                                       
disarm‌ ‌a‌ ‌trap‌ ‌in‌ ‌a‌ ‌module‌ ‌doesn’t‌ ‌mean‌ ‌you‌ ‌will‌ ‌get‌ ‌a‌ ‌trap‌ ‌Tag.‌ ‌ 

Triggers‌ ‌ 

All‌ ‌traps‌ ‌must‌ ‌have‌ ‌a‌ ‌real,‌ ‌physical‌ ‌trigger.‌ ‌ 

This‌ ‌trigger‌ ‌could‌ ‌produce‌ ‌a‌ ‌light‌ ‌(such‌ ‌as‌ ‌from‌ ‌a‌ ‌flashbulb)‌ ‌or‌ ‌a‌ ‌sound‌ ‌(such‌ ‌as‌ ‌from‌ ‌a‌ ‌mouse‌ ‌trap).‌ ‌This‌ ‌trigger‌ ‌must‌‌                                             
always‌ ‌be‌ ‌detectable‌ ‌by‌ ‌an‌ ‌impartial‌ ‌observer.‌ ‌Every‌ ‌trap‌ ‌must‌ ‌be‌ ‌disarmable,‌ ‌even‌ ‌though‌ ‌it‌ ‌may‌ ‌be‌ ‌difficult‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

All‌ ‌traps‌ ‌must‌ ‌be‌ ‌approved‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌and,‌ ‌if‌ ‌not‌ ‌in‌ ‌a‌ ‌module‌ ‌where‌ ‌the‌ ‌documentation‌ ‌is‌ ‌held‌ ‌by‌ ‌the‌‌Marshal,‌‌must‌‌                                             
contain‌ ‌a‌ ‌trap‌ ‌Tag.‌ ‌ 

A‌‌trigger‌‌can‌‌be‌‌something‌‌as‌‌simple‌‌as‌‌a‌‌mouse‌‌trap‌‌with‌‌a‌‌thread‌‌going‌‌across‌‌a‌‌hallway‌‌that,‌‌when‌‌tripped,‌‌sets‌‌off‌‌the‌‌                                               
mouse‌ ‌trap.‌ ‌ 

Trap‌ ‌Globes‌ ‌ 
Trap‌‌crafters‌‌can‌‌build‌‌and‌‌throw‌‌Trap‌‌Globes.‌‌IG,‌‌these‌‌are‌‌essentially‌‌miniaturized‌‌traps‌‌that‌‌can‌‌be‌‌thrown‌‌to‌‌produce‌‌a‌‌                                         
specific‌ ‌effect‌ ‌on‌ ‌impact.‌ ‌They‌ ‌are‌ ‌represented‌ ‌by‌ ‌orange‌ ‌Packets‌ ‌(just‌ ‌like‌ ‌‌Alchemy‌ ‌‌Packets)‌ ‌and‌ ‌are‌ ‌thrown‌ ‌with‌ ‌the‌‌                                     
Elemental‌ ‌Qualifier.‌ ‌These‌ ‌items‌ ‌need‌‌to‌‌be‌‌identified‌‌in‌‌the‌‌same‌‌way‌‌as‌‌‌Alchemical‌‌‌Gas‌‌Globes;‌‌see‌‌the‌‌‌Educated‌‌‌Skill‌‌                                       
description‌ ‌for‌ ‌details.‌ ‌Note‌ ‌that‌ ‌one‌ ‌rank‌ ‌of‌‌ ‌Create‌ ‌Trap‌‌ ‌also‌ ‌allows‌ ‌for‌ ‌identification‌ ‌of‌ ‌these‌ ‌items.‌ ‌ 

Any‌ ‌character‌ ‌with‌ ‌three‌ ‌or‌ ‌more‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Trap‌ ‌‌may‌ ‌throw‌ ‌Trap‌ ‌Globes.‌ ‌ 

Locks‌ ‌ 
Any‌‌character‌‌may‌‌use‌‌a‌‌standard‌‌lock‌‌to‌‌protect‌‌their‌‌items.‌‌In‌‌addition,‌‌you‌‌may‌‌find‌‌that‌‌ancient‌‌treasures‌‌are‌‌often‌‌locked‌‌                                           
away‌‌behind‌‌locks‌‌of‌‌their‌‌own.‌‌Any‌‌REFUGE‌‌LARP‌‌lock‌‌must‌‌be‌‌approved‌‌by‌‌a‌‌Marshal‌‌before‌‌use.‌‌Generally‌‌speaking,‌‌if‌‌                                         
you‌‌can‌‌demonstrate‌‌that‌‌you‌‌can‌‌pick‌‌your‌‌lock,‌‌then‌‌it‌‌will‌‌probably‌‌be‌‌allowed.‌‌Remember‌‌though‌‌that‌‌we‌‌prefer‌‌easy‌‌to‌‌                                           
pick‌‌locks,‌‌as‌‌it‌‌is‌‌the‌‌IG‌‌Skill‌‌itself‌‌that‌‌is‌‌supposed‌‌to‌‌be‌‌used‌‌and‌‌not‌‌the‌‌OOG‌‌Skill‌‌of‌‌actually‌‌picking‌‌a‌‌very‌‌difficult‌‌lock.‌‌                                                     
Combination‌ ‌locks‌ ‌are‌ ‌not‌ ‌allowed‌ ‌to‌ ‌be‌ ‌used‌ ‌by‌ ‌players‌ ‌but‌ ‌may‌ ‌be‌ ‌found‌ ‌in‌ ‌modules‌ ‌(where‌ ‌part‌ ‌of‌ ‌the‌ ‌module‌ ‌is‌‌                                           
discovering‌ ‌the‌ ‌combination).‌ ‌ 

If‌‌you‌‌have‌‌at‌‌least‌‌one‌‌rank‌‌of‌‌the‌‌‌Create‌‌Trap‌‌Skill,‌‌you‌‌may‌‌attempt‌‌to‌‌pick‌‌any‌‌lock‌‌you‌‌encounter.‌‌This‌‌should‌‌be‌‌done‌‌                                                 
IG‌‌with‌‌whatever‌‌tools‌‌you‌‌have‌‌with‌‌you.‌‌While‌‌any‌‌REFUGE‌‌LARP‌‌trap‌‌will‌‌have‌‌been‌‌approved‌‌by‌‌a‌‌Marshal,‌‌this‌‌doesn’t‌‌                                           
mean‌‌that‌‌you‌‌shouldn’t‌‌practice‌‌your‌‌Skills‌‌—‌‌real-world‌‌Skill‌‌can‌‌help‌‌when‌‌surrounded‌‌by‌‌monsters‌‌and‌‌trying‌‌to‌‌quickly‌‌                                       
open‌ ‌a‌ ‌treasure‌ ‌chest!‌ ‌ 

Note‌‌that,‌‌due‌‌to‌‌local‌‌laws,‌‌some‌‌Chapters‌‌may‌‌have‌‌alternative‌‌methods‌‌of‌‌opening‌‌locks.‌‌Check‌‌with‌‌your‌‌local‌‌Chapter‌‌                                       
to‌ ‌see‌ ‌if‌ ‌they‌ ‌have‌ ‌a‌ ‌different‌ ‌implementation.‌‌ ‌ ‌    

108‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

Chapter‌ ‌XIII:‌ ‌Effects‌ ‌ 
This‌ ‌chapter‌ ‌goes‌ ‌over‌ ‌the‌ ‌Effects‌ ‌that‌ ‌you‌ ‌may‌ ‌hear‌ ‌in‌ ‌combat‌ ‌at‌ ‌a‌ ‌game‌ ‌so‌ ‌you‌ ‌know‌ ‌how‌ ‌to‌ ‌respond‌ ‌to‌ ‌each‌ ‌of‌ ‌them.‌‌ ‌  

Below‌‌the‌‌name‌‌of‌‌each‌‌Effect‌‌lists‌‌whether‌‌an‌‌effect‌‌can‌‌be‌‌cast‌‌by‌‌a‌‌Player‌‌Character‌‌as‌‌a‌‌spell‌‌(along‌‌with‌‌which‌‌school‌‌                                               
and‌‌spell‌‌level),‌‌or‌‌created‌‌through‌‌production‌‌as‌‌a‌‌Trap‌‌Globes,‌‌Elixir,‌‌gas,‌‌Battle‌‌Magic‌‌Scroll,‌‌or‌‌Potion.‌‌Remember‌‌that‌‌                                       
just‌ ‌about‌ ‌any‌ ‌effect‌ ‌can‌ ‌be‌ ‌a‌ ‌monster‌ ‌ability,‌ ‌and‌ ‌some‌ ‌of‌ ‌these‌ ‌can‌ ‌‌only‌ ‌‌be‌ ‌Cast‌ ‌abilities‌ ‌(such‌ ‌as‌ ‌‌Enslavement‌).‌‌ ‌  

Next‌ ‌listed‌ ‌is‌ ‌the‌ ‌Effect‌ ‌Group‌ ‌followed‌ ‌by‌ ‌the‌ ‌Effects‌ ‌Duration‌ ‌(Instant,‌ ‌Concentration,‌ ‌Line‌ ‌of‌ ‌Sight,‌ ‌5-minutes‌ ‌or‌‌                                   
10-minutes,‌ ‌5‌ ‌days).‌ ‌ 

Some‌ ‌descriptions‌ ‌here‌ ‌use‌ ‌the‌ ‌word‌ ‌‘spell’‌ ‌when‌ ‌the‌ ‌effect‌ ‌is‌ ‌primarily‌ ‌used‌ ‌as‌ ‌a‌ ‌spell;‌ ‌however,‌ ‌this‌ ‌should‌ ‌not‌ ‌be‌‌                                         
interpreted‌‌to‌‌mean‌‌that‌‌the‌‌effect‌‌can‌‌only‌‌be‌‌produced‌‌via‌‌a‌‌spell.‌‌There‌‌will‌‌be‌‌the‌‌proper‌‌incant‌‌for‌‌the‌‌spell‌‌at‌‌the‌‌end‌‌of‌‌                                                   
the‌ ‌description.‌ ‌ 

Alchemical‌ ‌Solvent‌ ‌ 
Spell‌:‌ ‌‌None‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Coating‌ ‌ 

Duration:‌‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌solvent,‌ ‌covering‌ ‌one‌ ‌square‌ ‌foot‌ ‌per‌ ‌dose,‌ ‌will‌ ‌remove‌ ‌any‌ ‌‌Alchemical‌ ‌‌Coating‌ ‌when‌ ‌carefully‌ ‌applied.‌ ‌ 

While‌ ‌applying‌ ‌‌Alchemical‌ ‌‌Solvent,‌ ‌the‌ ‌character‌ ‌will‌ ‌be‌ ‌unaffected‌ ‌by‌ ‌the‌ ‌Coating‌ ‌they‌ ‌are‌ ‌trying‌ ‌to‌ ‌remove.‌ ‌ 

Amnesia‌ ‌ 
Spell‌:‌ ‌‌None‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Greater‌ ‌Command‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Anyone‌ ‌who‌ ‌consumes‌ ‌this‌ ‌Elixir‌ ‌cannot‌ ‌remember‌ ‌anything‌ ‌that‌ ‌occurred‌ ‌within‌ ‌the‌ ‌60‌ ‌minutes‌ ‌prior‌ ‌to‌ ‌its‌ ‌administration.‌ ‌ 

In‌ ‌the‌ ‌place‌ ‌of‌ ‌the‌ ‌now‌ ‌inaccessible‌ ‌memories‌ ‌is‌ ‌a‌ ‌blank‌ ‌spot‌ ‌within‌ ‌the‌ ‌memory.‌ ‌The‌ ‌player‌ ‌is‌ ‌aware‌ ‌that‌ ‌they‌ ‌cannot‌                                           
remember‌ ‌anything‌ ‌for‌ ‌that‌ ‌period‌ ‌and‌ ‌may‌ ‌reasonably‌ ‌assume‌ ‌that‌ ‌they‌ ‌have‌ ‌been‌ ‌given‌ ‌an‌ ‌‌Amnesia‌ ‌‌Elixir.‌ ‌ 

In‌ ‌the‌ ‌ten-minutes‌ ‌directly‌‌after‌‌an‌‌‌Amnesia‌‌‌has‌‌taken‌‌effect,‌‌the‌‌‌Amnesia‌‌‌may‌‌be‌‌countered,‌‌and‌‌memories‌‌of‌‌the‌‌period‌‌                                       
returned‌ ‌by‌ ‌either‌ ‌a‌ ‌‌Dispel‌ ‌‌or‌ ‌a‌ ‌‌Purify‌.‌ ‌After‌ ‌that‌ ‌ten-minute‌ ‌period,‌ ‌‌Amnesia‌ ‌‌becomes‌ ‌incurable‌ ‌and‌ ‌the‌ ‌recipient‌‌                                   
permanently‌ ‌loses‌ ‌their‌ ‌memory‌ ‌of‌ ‌the‌ ‌60-minute‌ ‌period.‌ ‌ 

There‌‌is‌‌no‌‌IG‌‌way‌‌to‌‌retrieve‌‌these‌‌memories.‌‌Mental‌‌Abilities‌‌from‌‌Avani‌‌and‌‌Stone‌‌Elves‌‌may‌‌not‌‌restore‌‌these‌‌memories,‌‌                                         
and‌ ‌a‌ ‌‌Life‌ ‌‌Spell‌ ‌or‌ ‌even‌ ‌Resurrection‌ ‌cannot‌ ‌restore‌ ‌them‌ ‌even‌ ‌if‌ ‌they‌ ‌occur‌ ‌within‌ ‌the‌ ‌ten-minute‌ ‌window.‌ ‌ 

Antidote‌ ‌ 
Spell‌:‌ ‌‌None‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

One‌ ‌dose‌ ‌of‌ ‌an‌ ‌‌Antidote‌ ‌‌will‌ ‌remove‌ ‌all‌ ‌lasting‌ ‌Effects‌ ‌in‌ ‌the‌ ‌Alteration‌ ‌Effect‌ ‌Group‌ ‌‌(Enfeeble,‌ ‌Hallucinate,‌ ‌Intoxicate,‌‌                                   
Paranoia)‌.‌‌ ‌  
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Awaken‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌‌ ‌“I‌ ‌‌Awaken‌ ‌‌you‌ ‌from‌ ‌Commands.”‌ ‌ 

This‌ ‌Effect‌ ‌removes‌ ‌all‌ ‌Command‌ ‌Effects‌ ‌currently‌ ‌afflicting‌ ‌the‌ ‌target‌ ‌‌(Berserk,‌ ‌Charm,‌ ‌Fear,‌ ‌Shun,‌ ‌Sleep)‌.‌ ‌ 

Note‌ ‌that‌ ‌it‌ ‌does‌ ‌not‌ ‌remove‌ ‌Greater‌ ‌Command‌ ‌Effects.‌ ‌ 

Banish‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Banish‌ ‌‌you.”‌ 

This‌ ‌spell‌ ‌attempts‌ ‌to‌ ‌force‌ ‌a‌ ‌creature‌‌not‌‌native‌‌to‌‌the‌‌current‌‌Plane‌‌that‌‌it‌‌is‌‌on‌‌to‌‌return‌‌to‌‌its‌‌home‌‌Plane‌‌or‌‌expend‌‌a‌‌                                                   
significant‌ ‌amount‌ ‌of‌ ‌energy‌ ‌remaining‌ ‌where‌ ‌it‌‌is‌‌(usually‌‌in‌‌the‌‌form‌‌of‌‌Body‌‌damage).‌‌Creatures‌‌already‌‌on‌‌their‌‌home‌‌                                       
Plane‌ ‌are‌ ‌Immune‌ ‌to‌ ‌the‌ ‌‌Banish‌ ‌‌effect.‌ ‌ 

This‌ ‌spell‌ ‌usually‌ ‌only‌ ‌affects‌ ‌Elementals,‌ ‌Fey,‌ ‌and‌ ‌Extraplanar‌ ‌creatures‌ ‌(Cast‌ ‌should‌ ‌check‌ ‌the‌ ‌creature‌ ‌type‌ ‌on‌ ‌the‌‌                                   
Monster‌ ‌Card)‌ ‌but‌ ‌may‌ ‌affect‌ ‌other‌ ‌types‌ ‌at‌ ‌the‌ ‌discretion‌ ‌of‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌PCs‌‌may‌‌be‌‌affected‌‌by‌‌this‌‌spell‌‌in‌‌certain‌‌                                             
circumstances‌ ‌to‌ ‌be‌ ‌announced‌ ‌beforehand‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Lesser‌ ‌Elementals,‌ ‌lesser‌‌Fey,‌‌and‌‌lesser‌‌Extraplanar‌‌creatures‌‌affected‌‌by‌‌this‌‌spell‌‌instantly‌‌dissipate‌‌as‌‌if‌‌slain,‌‌leaving‌‌                                   
behind‌ ‌anything‌ ‌carried.‌ ‌An‌ ‌affected‌ ‌creature‌ ‌with‌ ‌Rift‌ ‌may‌ ‌not‌ ‌use‌ ‌that‌ ‌ability‌ ‌until‌ ‌the‌ ‌next‌ ‌LP.‌ ‌ 

Greater‌‌Elementals,‌‌greater‌‌Fey,‌‌and‌‌greater‌‌Extraplanar‌‌creatures‌‌affected‌‌by‌‌this‌‌spell‌‌take‌‌50‌‌points‌‌of‌‌damage.‌‌If‌‌slain‌‌by‌‌                                       
this‌ ‌damage,‌ ‌the‌ ‌affected‌ ‌creature‌ ‌cannot‌ ‌Rift‌ ‌until‌ ‌the‌ ‌next‌ ‌LP.‌ ‌ 

This‌ ‌spell‌ ‌usually‌ ‌does‌ ‌not‌ ‌affect‌ ‌normal‌ ‌living‌ ‌or‌ ‌Undead‌ ‌creatures,‌ ‌but‌ ‌will‌ ‌still‌ ‌remove‌ ‌Dumb‌ ‌Defenses‌.‌ ‌ 

Berserk‌ ‌ 
Spell‌:‌ ‌‌none‌ ‌  

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Elixir,‌ ‌Gas‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌Effect‌‌commands‌‌the‌‌target‌‌into‌‌an‌‌insane‌‌killing‌‌fury,‌‌causing‌‌them‌‌to‌‌attack‌‌all‌‌creatures‌‌in‌‌the‌‌vicinity‌‌—‌‌starting‌‌with‌‌                                           
the‌ ‌closest,‌ ‌whether‌ ‌friend‌ ‌or‌ ‌foe.‌ ‌ 

The‌‌affected‌‌target‌‌must‌‌use‌‌basic‌‌Weapon‌‌Skills‌‌if‌‌they‌‌have‌‌them‌‌available‌‌(including‌‌Shields,‌‌‌Claws‌,‌‌and‌‌constant‌‌abilities‌‌                                     
such‌ ‌as‌ ‌‌Weapon‌ ‌Proficiency‌ ‌and‌ ‌‌Backstab‌).‌ ‌The‌ ‌player‌ ‌of‌ ‌a‌ ‌character‌ ‌affected‌ ‌by‌ ‌‌Berserk‌ ‌may‌ ‌make‌ ‌an‌ ‌OOG‌ ‌choice‌‌                                     
whether‌ ‌they‌ ‌want‌ ‌their‌ ‌character‌ ‌to‌ ‌utilize‌ ‌and‌ ‌expend‌ ‌equipment‌ ‌and‌ ‌per-LP‌ ‌abilities‌ ‌(such‌ ‌as‌ ‌spells,‌ ‌‌Resists‌,‌ ‌‌Banes‌,‌‌                                   
Alchemy‌‌‌globes);‌‌the‌‌character‌‌has‌‌no‌‌IG‌‌options‌‌as‌‌to‌‌what‌‌they‌‌utilize.‌‌Characters‌‌are‌‌never‌‌forced‌‌to‌‌utilize‌‌Necromancy‌‌                                       
spells‌ ‌or‌ ‌items‌ ‌unless‌ ‌the‌ ‌player‌ ‌chooses‌ ‌to‌ ‌have‌ ‌them‌ ‌to‌ ‌do,‌ ‌with‌ ‌full‌ ‌understanding‌ ‌that‌ ‌this‌ ‌may‌ ‌impact‌ ‌their‌ ‌character‌ ‌IG.‌ ‌ 

A‌ ‌character‌ ‌must‌ ‌make‌ ‌a‌‌legitimate‌‌effort‌‌to‌‌attack‌‌the‌‌nearest‌‌target‌‌in‌‌some‌‌manner‌‌if‌‌they‌‌have‌‌any‌‌means‌‌to‌‌do‌‌so‌‌at‌‌                                               
their‌ ‌disposal‌ ‌(with‌ ‌the‌ ‌caveats‌ ‌above).‌ ‌ 

A‌ ‌person‌ ‌afflicted‌ ‌by‌ ‌‌Berserk‌ ‌‌will‌ ‌not‌ ‌stop‌ ‌to‌ ‌give‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌‌or‌ ‌search‌ ‌a‌ ‌target,‌ ‌instead‌ ‌will‌ ‌immediately‌ ‌turn‌ ‌to‌ ‌find‌‌                                             
something‌ ‌else‌ ‌to‌ ‌attack‌ ‌once‌ ‌their‌ ‌current‌ ‌target‌ ‌falls‌ ‌or‌ ‌is‌ ‌no‌ ‌longer‌ ‌the‌ ‌closest‌ ‌target.‌ ‌ 
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Blast‌ ‌Globe‌ ‌ 
Spell‌:‌ ‌‌none‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Gas‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Alchemists‌‌may‌‌produce‌‌small‌‌globes‌‌designed‌‌to‌‌explode‌‌on‌‌impact‌‌called‌‌Blast‌‌Globes.‌‌These‌‌are‌‌thrown‌‌with‌‌the‌‌call‌‌“10‌‌                                       
Elemental‌ ‌<Element>”,‌ ‌where‌ ‌the‌ ‌Element‌ ‌is‌ ‌chosen‌ ‌from‌ ‌Flame,‌‌Ice,‌‌Lightning,‌‌or‌‌Stone‌‌at‌‌the‌‌time‌‌of‌‌the‌‌Blast‌‌Globe’s‌‌                                       
creation.‌ ‌You‌ ‌must‌ ‌have‌ ‌three‌ ‌ranks‌ ‌of‌ ‌‌Alchemy‌ ‌‌to‌ ‌throw‌ ‌Blast‌ ‌Globes.‌ ‌ 

Cause‌ ‌Wounds‌ ‌ 
Spell‌:‌ ‌‌Earth,‌ ‌all‌ ‌levels‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌ ‌<Number>‌‌           
Chaos”‌ ‌ 

This‌ ‌spell‌ ‌inflicts‌ ‌five‌ ‌points‌ ‌of‌ ‌Chaos‌ ‌damage‌ ‌per‌ ‌spell‌ ‌level‌ ‌it‌ ‌is‌ ‌manifested‌ ‌from.‌ ‌This‌ ‌bypasses‌ ‌armor.‌‌When‌‌used‌‌on‌‌                                         
Undead,‌‌it‌‌will‌‌instead‌‌heal‌‌the‌‌stated‌‌amount.‌‌This‌‌spell,‌‌which‌‌is‌‌the‌‌Signature‌‌Spell‌‌of‌‌Necromancy,‌‌will‌‌tear‌‌apart‌‌the‌‌flesh‌‌                                           
of‌ ‌the‌ ‌living‌ ‌or‌ ‌fix‌ ‌the‌ ‌bodies‌ ‌of‌ ‌the‌ ‌Undead.‌ ‌ 

When‌ ‌created‌ ‌as‌ ‌a‌ ‌Potion,‌ ‌the‌ ‌Chaos‌ ‌value‌ ‌will‌ ‌be‌ ‌set‌ ‌based‌ ‌on‌ ‌how‌ ‌many‌ ‌Production‌ ‌Points‌ ‌are‌ ‌used‌ ‌as‌ ‌if‌ ‌a‌ ‌spell‌ ‌of‌‌                                               
appropriate‌‌level‌‌were‌‌being‌‌cast.‌‌For‌‌example,‌‌a‌‌Cause‌‌Wounds‌‌Potion‌‌created‌‌using‌‌20‌‌Production‌‌Points‌‌would‌‌cause‌‌the‌‌                                     
target‌ ‌to‌ ‌take‌ ‌“20‌ ‌Spell‌ ‌Chaos”‌ ‌when‌ ‌the‌ ‌Potion‌ ‌is‌ ‌quaffed.‌ ‌The‌ ‌value‌ ‌should‌ ‌be‌ ‌written‌ ‌on‌ ‌the‌ ‌Tag‌ ‌when‌ ‌it‌ ‌is‌ ‌created.‌ ‌ 

Note‌ ‌that‌ ‌this‌ ‌effect‌ ‌always‌ ‌manifests‌ ‌as‌ ‌Chaos‌ ‌damage.‌ ‌A‌ ‌monster‌ ‌would‌ ‌never‌ ‌attack‌‌for‌‌‌Cause‌‌Wounds‌‌‌—‌‌instead,‌‌it‌‌                                       
would‌ ‌attack‌ ‌for‌ ‌Chaos.‌ ‌ 

Chaos‌ ‌Blade‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌6‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌ ‌a‌ ‌‌Chaos‌ ‌Blade‌.”‌ ‌ 

This‌‌spell‌‌allows‌‌the‌‌recipient‌‌to‌‌temporarily‌‌enchant‌‌all‌‌wielded‌‌Weapons‌‌with‌‌the‌‌powers‌‌of‌‌Chaos.‌‌The‌‌recipient‌‌chooses‌‌                                     
which‌‌Weapon(s)‌‌and‌‌attack(s)‌‌to‌‌utilize‌‌their‌‌‌Chaos‌‌Blade‌‌‌with‌‌and‌‌announces‌‌the‌‌total‌‌damage‌‌of‌‌the‌‌attack‌‌while‌‌saying‌‌                                       
“Chaos”‌ ‌instead‌ ‌of‌ ‌their‌ ‌normal‌ ‌Carrier‌ ‌such‌ ‌as‌ ‌Normal‌ ‌or‌ ‌Silver.‌ ‌It‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Weapon,‌ ‌even‌ ‌Bows‌ ‌and‌‌                                         
Crossbows.‌ ‌ 

Note‌ ‌that‌ ‌as‌ ‌with‌ ‌any‌ ‌Carrier‌ ‌attack‌ ‌which‌ ‌might‌ ‌otherwise‌ ‌have‌ ‌a‌ ‌beneficial‌‌effect‌‌upon‌‌the‌‌target,‌‌these‌‌attacks‌‌will‌‌not‌‌                                         
actually‌ ‌heal‌ ‌an‌ ‌Undead‌ ‌target‌ ‌(or‌ ‌any‌ ‌other‌ ‌creature‌ ‌healed‌ ‌by‌ ‌Chaos‌ ‌damage).‌ ‌ 

Since‌ ‌this‌ ‌spell‌ ‌affects‌ ‌the‌‌target‌‌character,‌‌not‌‌a‌‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌the‌‌character‌‌uses‌‌during‌‌the‌‌                                         
spell’s‌ ‌Duration.‌ ‌Thus,‌ ‌if‌ ‌they‌ ‌hand‌ ‌a‌ ‌Weapon‌ ‌to‌ ‌another‌ ‌character,‌ ‌it‌ ‌will‌ ‌revert‌ ‌to‌ ‌its‌ ‌normal‌ ‌damage‌ ‌type.‌ ‌ 

Chaos‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌ ‌a‌ ‌‌Chaos‌ ‌Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌is‌‌granted‌‌the‌‌capacity‌‌to‌‌throw‌‌15‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌as‌‌“10‌‌Spell‌‌Chaos!”‌‌The‌‌                                               
Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌                                                 
for‌ ‌the‌ ‌Duration.‌ ‌These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌‌ ‌  
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Charm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌7‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Gas,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Command‌ ‌you‌ ‌to‌ ‌be‌ ‌‌Charmed‌.”‌ ‌ 

This‌‌spell‌‌makes‌‌the‌‌target‌‌view‌‌the‌‌caster‌‌as‌‌their‌‌best‌‌friend‌‌in‌‌the‌‌world.‌‌No‌‌amount‌‌of‌‌logic‌‌or‌‌roleplaying‌‌will‌‌convince‌‌                                             
the‌‌target‌‌that‌‌they‌‌have‌‌indeed‌‌been‌‌affected‌‌by‌‌‌Charm‌,‌‌and‌‌any‌‌order‌‌given‌‌will‌‌be‌‌justified‌‌and‌‌make‌‌perfect‌‌sense‌‌in‌‌the‌‌                                             
mind‌ ‌of‌ ‌the‌ ‌target.‌ ‌The‌ ‌target‌ ‌will‌ ‌not‌ ‌remember‌ ‌the‌ ‌casting‌ ‌of‌ ‌the‌ ‌spell.‌ ‌ 

An‌ ‌attack‌ ‌on‌‌the‌‌target‌‌by‌‌the‌‌caster’s‌‌companions‌‌does‌‌not‌‌immediately‌‌end‌‌‌Charm‌,‌‌but‌‌if‌‌the‌‌caster‌‌does‌‌not‌‌attempt‌‌to‌‌                                           
stop‌‌it‌‌and‌‌if‌‌no‌‌justification‌‌is‌‌provided‌‌for‌‌the‌‌attack‌‌‌Charm‌‌ends.‌‌A‌‌direct‌‌attack‌‌by‌‌the‌‌caster‌‌will‌‌always‌‌end‌‌‌Charm‌,‌‌as‌‌will‌‌                                                 
attempting‌ ‌a‌ ‌‌Killing‌ ‌Blow.‌ ‌‌An‌ ‌order‌ ‌to‌ ‌kill‌ ‌yourself‌ ‌also‌ ‌ends‌ ‌the‌ ‌spell.‌ ‌ 

This‌‌spell‌‌only‌‌works‌‌on‌‌creatures‌‌that‌‌have‌‌a‌‌mind‌‌as‌‌defined‌‌by‌‌the‌‌game.‌‌Many‌‌creatures‌‌(such‌‌as‌‌Undead,‌‌Constructs‌‌or‌‌                                           
insects)‌‌do‌‌not‌‌have‌‌a‌‌mind‌‌that‌‌can‌‌be‌‌affected‌‌by‌‌this‌‌Effect.‌‌Further,‌‌the‌‌target‌‌must‌‌understand‌‌the‌‌language‌‌of‌‌the‌‌caster‌‌                                             
to‌ ‌be‌ ‌able‌ ‌follow‌ ‌their‌ ‌orders.‌ ‌ 

While‌ ‌‌Charmed‌,‌ ‌the‌ ‌target‌ ‌must‌ ‌perform‌ ‌actions‌ ‌to‌‌the‌‌best‌‌of‌‌their‌‌ability‌‌and‌‌knowledge,‌‌including‌‌the‌‌use‌‌of‌‌spells‌‌and‌‌                                         
Skills.‌ ‌The‌ ‌target‌ ‌does‌ ‌not‌ ‌have‌ ‌the‌ ‌ability‌ ‌to‌ ‌pick‌ ‌and‌ ‌choose‌ ‌less‌ ‌effective‌ ‌abilities‌ ‌to‌ ‌use,‌ ‌nor‌ ‌may‌‌they‌‌choose‌‌to‌‌not‌‌                                             
perform‌ ‌certain‌ ‌commands‌ ‌due‌ ‌to‌ ‌their‌‌personality‌‌or‌‌Species.‌‌For‌‌example,‌‌if‌‌the‌‌target‌‌knows‌‌that‌‌the‌‌person‌‌who‌‌used‌‌                                       
Charm‌‌‌on‌‌them‌‌is‌‌Undead,‌‌and‌‌that‌‌person‌‌commands‌‌the‌‌target‌‌to‌‌heal‌‌them,‌‌they‌‌will‌‌not‌‌only‌‌cast‌‌Necromancy‌‌on‌‌that‌‌                                           
person‌‌but‌‌will‌‌not‌‌be‌‌able‌‌to‌‌choose‌‌to‌‌use‌‌less‌‌powerful‌‌spells‌‌if‌‌they‌‌have‌‌more‌‌powerful‌‌ones‌‌available‌‌that‌‌are‌‌needed.‌‌                                             
Similarly,‌‌if‌‌a‌‌Flame‌‌Elemental‌‌used‌‌‌Charm‌‌on‌‌someone‌‌else,‌‌and‌‌that‌‌character‌‌knew‌‌that‌‌Flame‌‌Elementals‌‌are‌‌healed‌‌by‌‌                                       
Flame,‌ ‌they‌ ‌would‌ ‌do‌ ‌their‌ ‌best‌ ‌to‌ ‌use‌ ‌Flame‌ ‌to‌ ‌heal‌ ‌the‌ ‌Elemental‌ ‌if‌ ‌commanded.‌ ‌ 

The‌ ‌caster‌ ‌may‌ ‌attempt‌ ‌to‌ ‌convince‌ ‌the‌ ‌target‌ ‌via‌ ‌roleplay‌ ‌of‌ ‌a‌ ‌variety‌ ‌of‌ ‌things.‌ ‌No‌ ‌matter‌ ‌what,‌ ‌the‌ ‌target‌ ‌of‌‌a‌‌Charm‌‌                                             
cannot‌ ‌refuse‌ ‌any‌ ‌of‌ ‌the‌ ‌following‌ ‌commands:‌ ‌ 

● Defend‌ ‌me:‌ ‌‌The‌ ‌target‌ ‌must‌ ‌protect‌ ‌the‌ ‌caster‌ ‌from‌‌all‌‌attacks‌‌to‌‌the‌‌best‌‌of‌‌their‌‌ability,‌‌even‌‌if‌‌it‌‌requires‌‌using‌‌                                           
spells‌ ‌and‌ ‌Magic‌ ‌Items.‌ ‌ 

● Follow‌ ‌me:‌‌ ‌‌The‌ ‌target‌ ‌must‌ ‌follow‌ ‌the‌ ‌caster.‌ ‌ 

● Give‌ ‌your‌ ‌<item>‌ ‌to‌ ‌me:‌‌ ‌‌The‌ ‌target‌ ‌must‌ ‌give‌ ‌the‌ ‌named‌ ‌item‌ ‌to‌ ‌the‌ ‌caster.‌ ‌ 

● Heal‌ ‌me:‌ ‌The‌‌target‌‌must‌‌make‌‌every‌‌attempt‌‌to‌‌heal‌‌or‌‌‌Life‌‌‌the‌‌caster.‌‌During‌‌this‌‌time,‌‌the‌‌target‌‌will‌‌not‌‌attack‌‌                                           
anyone‌ ‌and‌ ‌will‌ ‌do‌ ‌everything‌ ‌possible,‌ ‌including‌ ‌fighting‌ ‌their‌ ‌allies,‌ ‌to‌ ‌prevent‌ ‌the‌ ‌healing‌ ‌from‌ ‌being‌ ‌stopped.‌ ‌ 

● Return‌ ‌to‌ ‌normal:‌ ‌‌This‌ ‌command‌ ‌ends‌ ‌the‌ ‌Charm‌ ‌effect.‌ ‌ 

If‌ ‌a‌ ‌character‌ ‌is‌ ‌affected‌ ‌by‌ ‌‌Charm‌ ‌from‌ ‌multiple‌ ‌people,‌ ‌the‌ ‌latest‌ ‌person‌ ‌to‌ ‌‌Charm‌ ‌them‌ ‌will‌ ‌take‌ ‌precedence‌ ‌if‌ ‌their‌‌                                         
roleplay‌ ‌or‌ ‌commands‌ ‌conflict‌ ‌with‌ ‌those‌ ‌from‌ ‌the‌ ‌others.‌ ‌ 

Targets‌ ‌cannot‌ ‌refuse‌ ‌to‌ ‌obey‌ ‌orders‌ ‌with‌ ‌the‌ ‌explanation‌ ‌that‌ ‌they‌ ‌“wouldn’t‌ ‌do‌ ‌that‌ ‌even‌ ‌for‌ ‌my‌‌best‌‌friend.”‌‌This‌‌spell‌‌                                         
overwrites‌‌the‌‌logic‌‌of‌‌the‌‌brain.‌‌If‌‌your‌‌new‌‌“best‌‌friend”‌‌tells‌‌you‌‌to‌‌hand‌‌over‌‌all‌‌your‌‌items,‌‌you‌‌will‌‌do‌‌so‌‌without‌‌question.‌‌                                                 
Requests‌‌or‌‌orders‌‌that‌‌are‌‌known‌‌by‌‌the‌‌target‌‌to‌‌have‌‌immediately‌‌deadly‌‌consequences‌‌do‌‌not‌‌have‌‌to‌‌be‌‌followed,‌‌and‌‌                                         
can‌ ‌be‌ ‌refused‌ ‌or‌ ‌ignored‌ ‌without‌ ‌breaking‌ ‌the‌ ‌effect;‌ ‌for‌ ‌example,‌ ‌casting‌ ‌Necromancy‌ ‌to‌ ‌heal‌ ‌when‌ ‌ordered‌ ‌to‌ ‌is‌ ‌not‌‌                                       
immediately‌ ‌deadly‌ ‌to‌ ‌the‌ ‌target,‌ ‌but‌ ‌admitting‌ ‌to‌ ‌having‌ ‌done‌ ‌so‌ ‌in‌ ‌a‌ ‌court‌ ‌of‌ ‌law‌ ‌could‌ ‌be.‌ ‌ 

When‌‌the‌‌spell’s‌‌duration‌‌ends,‌‌the‌‌target‌‌remembers‌‌everything‌‌that‌‌happened‌‌except‌‌the‌‌actual‌‌casting‌‌of‌‌the‌‌‌Charm‌‌spell‌‌                                     
and‌ ‌will‌ ‌almost‌ ‌always‌ ‌realize‌ ‌that‌ ‌they‌ ‌had‌ ‌been‌ ‌charmed.‌ ‌ 

This‌ ‌effect‌ ‌can‌ ‌be‌ ‌removed‌ ‌by‌ ‌an‌ Awaken‌,‌ ‌a‌ ‌Break‌ ‌Command,‌ ‌a‌ ‌‌Dispel‌,‌ ‌or‌ ‌a‌ ‌‌Purify‌.‌ ‌This‌ ‌spell‌ ‌is‌ ‌not‌ ‌strong‌ ‌enough‌ ‌to‌‌                                             
override‌ ‌any‌ ‌Greater‌ ‌Command‌ ‌Effect.‌ ‌ 
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Circle‌ ‌of‌ ‌Power‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌9‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌1‌ ‌Hour‌ ‌(terminatable‌ ‌by‌ ‌caster)‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Circle‌ ‌of‌‌                 
Power‌.”‌ ‌ 

This‌‌spell‌‌allows‌‌the‌‌caster‌‌to‌‌inscribe‌‌a‌‌Circle‌‌of‌‌protection‌‌against‌‌harm.‌‌Before‌‌casting‌‌the‌‌spell,‌‌a‌‌visible,‌‌physrep‌‌of‌‌the‌‌                                           
Circle‌‌must‌‌be‌‌drawn‌‌in‌‌the‌‌dirt‌‌or‌‌represented‌‌by‌‌something‌‌physical‌‌like‌‌chalk,‌‌a‌‌ribbon,‌‌or‌‌some‌‌string.‌‌This‌‌physrep‌‌is‌‌IG‌‌                                             
and‌ ‌can‌ ‌be‌ ‌erased,‌ ‌moved,‌ ‌or‌ ‌stolen‌ ‌at‌ ‌any‌ ‌time‌ ‌before‌ ‌the‌ ‌spell‌ ‌is‌ ‌cast.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌be‌ ‌fully‌ ‌within‌ ‌the‌‌completed‌‌Circle.‌‌This‌‌spell‌‌cannot‌‌be‌‌cast‌‌until‌‌the‌‌physrep‌‌is‌‌complete.‌‌Anyone‌‌who‌‌                                         
steps‌ ‌on‌ ‌the‌‌physrep‌‌while‌‌it‌‌is‌‌being‌‌raised‌‌will‌‌be‌‌pushed‌‌inside‌‌or‌‌outside‌‌of‌‌the‌‌Circle‌‌(player’s‌‌choice,‌‌not‌‌the‌‌caster),‌‌                                             
along‌ ‌with‌ ‌all‌ ‌possessions.‌ ‌ 

The‌‌physrep‌‌does‌‌not‌‌have‌‌to‌‌make‌‌a‌‌perfect‌‌circle,‌‌but‌‌if‌‌the‌‌physrep‌‌is‌‌too‌‌big,‌‌or‌‌if‌‌the‌‌ends‌‌are‌‌not‌‌almost‌‌touching,‌‌then‌‌                                                   
the‌ ‌spell‌ ‌is‌ ‌lost.‌ ‌ 

A‌Circle‌‌of‌‌Power‌‌‌stretches‌‌up‌‌to‌‌6'‌‌(2m)‌‌in‌‌radius‌‌and‌‌10'‌‌(3m)‌‌tall‌‌and‌‌is‌‌a‌‌cylindrical‌‌dome‌‌with‌‌a‌‌flat‌‌bottom.‌‌The‌‌Circle‌‌                                                   
has‌ ‌about‌ ‌the‌ ‌same‌ ‌amount‌ ‌of‌ ‌friction‌ ‌as‌ ‌a‌ ‌normal‌ ‌wall‌ ‌or‌ ‌floor,‌‌although‌‌objects‌‌and‌‌creatures‌‌cannot‌‌lean‌‌against,‌‌rest‌‌                                         
against,‌ ‌or‌ ‌be‌ ‌placed‌ ‌on‌ ‌top‌ ‌of‌ ‌the‌ ‌Circle.‌ ‌ 

Larger‌‌Circles‌‌can‌‌be‌‌made‌‌by‌‌having‌‌multiple‌‌spell‌‌casters‌‌casting‌‌the‌‌spell‌‌simultaneously.‌‌For‌‌example,‌‌a‌‌Circle‌‌up‌‌to‌‌12'‌‌                                         
(3.7m)‌‌radius‌‌and‌‌up‌‌to‌‌20'‌‌(6m)‌‌height‌‌may‌‌be‌‌made‌‌by‌‌two‌‌casters.‌‌The‌‌casters‌‌must‌‌say‌‌the‌‌incant‌‌at‌‌the‌‌exact‌‌same‌‌time‌‌                                                 
for‌ ‌this‌ ‌to‌ ‌function.‌ ‌For‌ ‌each‌ ‌caster‌ ‌add‌ ‌an‌ ‌additional‌ ‌6’‌ ‌(2m)‌ ‌to‌ ‌the‌ ‌radius‌ ‌and‌ ‌10’(3m)‌ ‌to‌ ‌the‌ ‌height.‌ ‌ 

It‌‌is‌‌possible‌‌to‌‌surround‌‌a‌‌Circle‌‌with‌‌a‌‌larger‌‌Circle,‌‌but‌‌a‌‌smaller‌‌Circle‌‌cannot‌‌be‌‌placed‌‌inside‌‌an‌‌already‌‌existing‌‌Circle.‌‌                                             
A‌ ‌Circle‌ ‌inside‌ ‌of‌ ‌another‌ ‌Circle‌ ‌is‌ ‌considered‌ ‌its‌ ‌own‌ ‌space;‌ ‌you‌ ‌are‌ ‌not‌ ‌considered‌ ‌to‌ ‌be‌ ‌inside‌ ‌the‌ ‌exterior‌ ‌circle.‌ ‌ 

Nothing‌ ‌may‌ ‌enter‌ ‌or‌ ‌leave‌ ‌the‌ ‌Circle‌ ‌once‌ ‌it‌ ‌is‌ ‌cast,‌ ‌including‌ ‌spells,‌ ‌thrown‌ ‌gas,‌ ‌Weapons‌ ‌and‌ ‌creatures.‌ ‌ 

Traps‌‌placed‌‌near‌‌the‌‌Circle‌‌will‌‌not‌‌affect‌‌anyone‌‌or‌‌anything‌‌inside;‌‌similarly,‌‌traps‌‌within‌‌the‌‌Circle‌‌will‌‌not‌‌affect‌‌anyone‌‌                                         
outside‌ ‌the‌‌Circle.‌‌Spells‌‌may‌‌be‌‌cast‌‌within‌‌the‌‌Circle‌‌but‌‌cannot‌‌be‌‌thrown‌‌through‌‌the‌‌Circle.‌‌Air‌‌may‌‌pass‌‌through,‌‌but‌‌                                           
other‌ ‌gasses‌ ‌may‌ ‌not.‌ ‌A‌ ‌voice‌ ‌attack‌‌is‌‌effective‌‌through‌‌a‌‌‌Circle‌‌of‌‌Power.‌‌Creatures‌‌inside‌‌a‌‌Circle‌‌are‌‌still‌‌considered‌‌                                         
inside‌ ‌Line‌ ‌of‌ ‌Sight.‌ ‌ 

The‌‌spell‌‌lasts‌‌for‌‌one‌‌hour‌‌but‌‌may‌‌be‌‌ended‌‌by‌‌the‌‌caster‌‌at‌‌any‌‌time‌‌if‌‌they‌‌touch‌‌the‌‌Circle‌‌and‌‌state‌‌“Circle‌‌Down.”‌‌If‌‌                                                   
there‌‌is‌‌more‌‌than‌‌one‌‌caster‌‌in‌‌a‌‌larger‌‌Circle,‌‌any‌‌one‌‌of‌‌them‌‌may‌‌drop‌‌the‌‌Circle.‌‌The‌‌statement‌‌“circle‌‌down”‌‌is‌‌OOG,‌‌                                               
although‌ ‌any‌ ‌observers‌ ‌who‌ ‌hear‌ ‌the‌ ‌statement‌ ‌are‌ ‌aware‌ ‌that‌ ‌the‌ ‌Circle‌ ‌was‌ ‌ended,‌ ‌and‌ ‌they‌ ‌might‌ ‌know‌ ‌who‌ ‌ended‌ ‌it.‌ ‌ 

The‌ ‌Circle‌‌will‌‌also‌‌end‌‌if‌‌the‌‌caster‌‌leaves‌‌the‌‌Circle‌‌magically‌‌or‌‌is‌‌Dead‌.‌‌‌If‌‌there‌‌is‌‌more‌‌than‌‌one‌‌caster,‌‌the‌‌Circle‌‌will‌‌                                                 
remain‌ ‌up‌ ‌until‌ ‌all‌ ‌the‌ ‌casters‌ ‌leave‌ ‌or‌ ‌are‌ ‌Dead..‌ 

The‌ ‌Circle‌ ‌is‌ ‌not‌ ‌affected‌ ‌by‌ ‌a‌ ‌‌Dispel‌.‌ ‌ 

This‌‌spell‌‌can‌‌also‌‌be‌‌used‌‌to‌‌create‌‌a‌‌Circle‌‌that‌‌can‌‌be‌‌used‌‌for‌‌the‌‌casting‌‌of‌‌a‌‌‌Formal‌‌Magic‌‌‌ritual.‌‌If‌‌a‌‌ritual‌‌is‌‌started‌‌                                                     
within‌ ‌one‌ ‌minute‌ ‌of‌ ‌the‌ ‌Circle‌ ‌being‌ ‌cast,‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌is‌ ‌extended‌ ‌to‌ ‌one‌ ‌hour‌ ‌and‌ ‌one‌ ‌minute.‌ ‌ 

Cleanse‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌ ‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌‌Cleanse‌ ‌‌you‌ ‌from‌ ‌Curses.”‌ ‌ 

This‌‌spell‌‌will‌‌remove‌‌all‌‌active‌‌Curse‌‌Effects‌‌currently‌‌active‌‌upon‌‌the‌‌target‌‌with‌‌a‌‌Duration‌‌greater‌‌than‌‌instant.‌‌It‌‌does‌‌not‌‌                                           
matter‌ ‌how‌ ‌those‌ ‌effects‌ ‌were‌ ‌caused.‌ ‌The‌ ‌effects‌ ‌removed‌ ‌include‌ ‌‌Paralysis,‌ ‌Destruction,‌ ‌Silence‌ ‌‌and‌ ‌‌Weakness.‌ ‌ 
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Control‌ ‌Undead‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Control‌ ‌Undead‌.”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌‌caster‌‌to‌‌control‌‌one‌‌lesser‌‌Undead‌‌for‌‌ten‌‌minutes.‌‌Tasks‌‌may‌‌not‌‌involve‌‌anything‌‌a‌‌trained‌‌animal‌‌                                         
could‌ ‌not‌ ‌be‌ ‌taught:‌‌“Guard‌‌this”‌‌is‌‌fine,‌‌but‌‌“Wash‌‌all‌‌the‌‌windows‌‌on‌‌this‌‌castle”‌‌requires‌‌complex‌‌sentience‌‌and‌‌will‌‌not‌‌                                           
work.‌ ‌ 

This‌‌spell‌‌will‌‌also‌‌remove‌‌all‌Turn‌‌Undead‌‌effects.‌‌When‌‌used‌‌on‌‌an‌‌Undead‌‌of‌‌higher‌‌than‌‌low‌‌intelligence,‌‌it‌‌will‌‌force‌‌the‌‌                                             
affected‌ ‌Undead‌ ‌to‌‌become‌‌temporarily‌‌able‌‌to‌‌understand‌‌only‌‌simple‌‌commands.‌‌Greater‌‌Undead‌‌are‌‌unaffected‌‌by‌‌this‌‌                                 
spell.‌ ‌ 

The‌ ‌most‌ ‌recent‌ ‌Control‌ ‌Undead‌ ‌effect‌ ‌takes‌ ‌precedent‌ ‌if‌ ‌there‌ ‌is‌ ‌a‌ ‌conflict.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌will‌ ‌trigger‌ ‌Dumb‌ ‌Defenses.‌ ‌ 

Corrupt‌ 
Spell‌:‌‌ ‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Corrupt‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌will‌‌outright‌‌kill‌‌a‌‌living‌‌target‌‌and‌‌cause‌‌them‌‌to‌‌immediately‌‌become‌‌a‌‌Greater‌‌Undead‌‌under‌‌absolute‌‌control‌‌of‌‌                                         
the‌‌caster.‌‌They‌‌retain‌‌the‌‌same‌‌intelligence‌‌and‌‌knowledge‌‌as‌‌the‌‌original‌‌creature‌‌but‌‌operate‌‌without‌‌any‌‌memory‌‌of‌‌their‌‌                                       
living‌ ‌state.‌ ‌ 

While‌‌under‌‌this‌‌effect,‌‌a‌‌character‌‌may‌‌not‌‌utilize‌‌Investitures‌‌to‌‌recognize‌‌characters‌‌in‌‌or‌‌out‌‌of‌‌a‌‌Ward,‌‌Wizard‌‌Lock,‌‌or‌                                           
Circle‌‌of‌‌Power.‌‌They‌‌have‌‌an‌‌innate‌‌understanding‌‌of‌‌their‌‌own‌‌abilities‌‌and‌‌items‌‌and‌‌may‌‌utilize‌‌any‌‌Weapons‌‌or‌‌armor‌‌                                         
available‌ ‌to‌ ‌the‌ ‌creature‌ ‌as‌ ‌well‌ ‌as‌ ‌‌Claws‌ ‌‌(if‌ ‌the‌ ‌caster‌ ‌of‌ ‌the‌ ‌spell‌ ‌supplies‌ ‌the‌ ‌necessary‌ ‌physreps).‌ ‌ 

The‌‌creature’s‌‌visual‌‌appearance‌‌does‌‌not‌‌immediately‌‌change‌‌on‌‌receipt‌‌of‌‌this‌‌spell,‌‌but‌‌careful‌‌inspection‌‌can‌‌reveal‌‌the‌‌                                     
spreading‌ ‌corruption.‌ ‌A‌ ‌character‌ ‌can‌ ‌examine‌ ‌another‌ ‌character‌ ‌from‌ ‌within‌ ‌approximately‌ ‌10‌ ‌feet‌‌distance‌‌and‌‌ask‌‌the‌‌                                 
OOG‌‌question‌‌“Do‌‌you‌‌appear‌‌Corrupted?”‌‌The‌‌character‌‌must‌‌be‌‌able‌‌to‌‌see‌‌their‌‌target‌‌clearly.‌‌The‌‌subject‌‌of‌‌the‌‌question‌‌                                         
must‌‌reply‌‌truthfully;‌‌their‌‌answer‌‌is‌‌an‌‌OOG‌‌statement.‌‌This‌‌represents‌‌the‌‌examiner‌‌taking‌‌the‌‌time‌‌to‌‌closely‌‌examine‌‌the‌‌                                       
target’s‌ ‌skin‌ ‌and‌ ‌body‌ ‌as‌ ‌corruption‌ ‌begins‌ ‌to‌ ‌seep‌ ‌through‌ ‌their‌ ‌flesh.‌ ‌ 

The‌ ‌character‌ ‌gains‌ ‌all‌ ‌Undead‌ ‌immunities‌ ‌and‌ ‌vulnerabilities‌ ‌and‌ ‌is‌ ‌returned‌ ‌to‌ ‌full‌ ‌Body‌ ‌Points.‌ ‌The‌ ‌player‌ ‌(not‌ ‌the‌‌                                     
character)‌ ‌has‌ ‌the‌ ‌choice‌ ‌to‌ ‌use‌ ‌or‌ ‌not‌ ‌use‌ ‌per-day‌ ‌Skills‌‌and‌‌spells‌‌while‌‌under‌‌the‌‌effect‌‌of‌‌‌Corrupt‌‌‌and‌‌will‌‌use‌‌Magic‌‌                                             
Items‌ ‌based‌ ‌on‌ ‌the‌ ‌orders‌ ‌they‌ ‌are‌ ‌given.‌ ‌ 

If‌ ‌cast‌ ‌upon‌‌a‌‌Dead‌‌Body‌‌which‌‌contains‌‌a‌‌Spirit,‌‌the‌‌target‌‌will‌‌immediately‌‌arise‌‌as‌‌Undead‌‌as‌‌per‌‌above.‌‌Note‌‌that‌‌this‌‌                                             
spell‌ ‌will‌ ‌not‌ ‌work‌ ‌on‌ ‌a‌ ‌corpse‌ ‌which‌ ‌has‌ ‌been‌ ‌previously‌ ‌animated‌ ‌or‌ ‌is‌ ‌Permanently‌ ‌Dead.‌ ‌ 

If‌‌the‌‌creature‌‌is‌‌struck‌‌by‌‌a‌‌‌Life‌‌‌spell,‌‌the‌‌‌Corrupt‌‌‌effect‌‌ends‌‌immediately,‌‌and‌‌the‌‌target‌‌is‌‌returned‌‌to‌‌life‌‌at‌‌one‌‌Body‌‌Point‌‌                                                 
with‌ ‌no‌ ‌further‌ ‌effects‌ ‌from‌ ‌the‌ ‌‌Corrupt‌.‌ ‌If‌ ‌they‌ ‌are‌ ‌reduced‌ ‌to‌ ‌zero‌ ‌Body‌ ‌Points,‌ ‌or‌ ‌the‌ ‌spell‌ ‌duration‌ ‌expires,‌ ‌then‌ ‌the‌‌                                           
creature‌‌falls‌‌dead‌‌and‌‌begins‌‌a‌‌new‌‌5-minute‌‌Death‌‌Countdown.‌‌In‌‌either‌‌case‌‌or‌‌after‌‌Resurrection,‌‌if‌‌returned‌‌to‌‌life,‌‌the‌‌                                         
creature‌ ‌will‌ ‌have‌ ‌no‌ ‌knowledge‌ ‌of‌ ‌their‌ ‌time‌ ‌spent‌ ‌as‌ ‌Undead.‌ ‌ 

The‌ ‌ten-minute‌ ‌spell‌ ‌duration‌ ‌may‌ ‌not‌ ‌be‌ ‌extended‌ ‌by‌ ‌any‌ ‌means,‌ ‌even‌ ‌by‌‌ ‌Formal‌ ‌Magic.‌ ‌ 

‌ ‌   
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Create‌ ‌Undead‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌7‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Create‌ ‌Undead‌”‌ ‌ 

This‌‌spell‌‌only‌‌works‌‌on‌‌a‌‌corpse‌‌that‌‌has‌‌neither‌‌previously‌‌been‌‌animated‌‌and‌‌is‌‌currently‌‌in‌‌its‌‌Death‌‌Countdown.‌‌It‌‌will‌‌                                           
pull‌‌the‌‌character’s‌‌Spirit‌‌back‌‌to‌‌reanimate‌‌its‌‌former‌‌body.‌‌The‌‌resulting‌‌zombie‌‌will‌‌then‌‌follow‌‌the‌‌caster’s‌‌commands‌‌as‌‌if‌‌                                         
a‌ ‌‌Control‌ ‌Undead‌‌ ‌spell‌ ‌had‌ ‌been‌ ‌cast‌ ‌upon‌ ‌it.‌ ‌ 

Note‌ ‌that‌ ‌this‌ ‌spell‌ ‌must‌ ‌be‌ ‌cast‌ ‌within‌ ‌the‌ ‌Death‌ ‌Countdown‌‌between‌‌a‌‌character’s‌‌death‌‌and‌‌the‌‌point‌‌where‌‌the‌‌Spirit‌‌                                         
heads‌ ‌to‌ ‌the‌ ‌Earth‌ ‌Circle‌ ‌for‌ ‌Resurrection.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌triggers‌ ‌Dumb‌ ‌Defenses‌ ‌ 

The‌‌zombie‌‌uses‌‌none‌‌of‌‌the‌‌Skills‌‌that‌‌the‌‌character‌‌has.‌‌It‌‌inflicts‌‌base‌‌damage‌‌with‌‌its‌‌Weapons.‌‌It‌‌cannot‌‌cast‌‌spells‌‌nor‌‌                                             
converse‌ ‌(although‌ ‌it‌ ‌may‌ ‌be‌ ‌commanded‌ ‌to‌ ‌parrot‌ ‌a‌ ‌particular‌ ‌phrase‌ ‌given‌ ‌it‌ ‌by‌ ‌the‌ ‌caster).‌ ‌ 

If‌‌the‌‌newly‌‌created‌‌zombie‌‌has‌‌no‌‌Weapon,‌‌then‌‌it‌‌will‌‌be‌‌able‌‌to‌‌attack‌‌with‌‌‌Claws‌‌doing‌‌two‌‌points‌‌of‌‌damage‌‌each.‌‌The‌‌                                               
caster‌ ‌must‌ ‌provide‌ ‌the‌ ‌physreps‌ ‌for‌ ‌the‌ ‌‌Claws‌.‌ ‌ 

The‌‌zombie‌‌created‌‌will‌‌have‌‌half‌‌the‌‌total‌‌Body‌‌Points‌‌the‌‌target‌‌had‌‌in‌‌life,‌‌as‌‌well‌‌as‌‌any‌‌armor‌‌that‌‌is‌‌left‌‌on‌‌the‌‌corpse.‌‌                                                   
Any‌ ‌missing‌ ‌limbs‌ ‌will‌ ‌also‌ ‌be‌ ‌temporarily‌ ‌usable‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌this‌ ‌spell.‌ ‌ 

The‌‌zombie‌‌is‌‌considered‌‌Undead‌‌in‌‌every‌‌way‌‌and‌‌has‌‌the‌‌standard‌‌Immunities‌‌and‌‌vulnerabilities‌‌of‌‌Undead.‌‌The‌‌zombie‌‌                                     
will‌ ‌have‌ ‌No‌ ‌Metabolism‌ ‌and‌ ‌will‌ ‌be‌ ‌affected‌ ‌by‌ ‌Undead‌ ‌specific‌ ‌spells‌ ‌such‌ ‌as‌ ‌‌Turn‌ ‌Undead‌‌ ‌and‌ ‌‌Sanctuary.‌ ‌ 

The‌ ‌creature’s‌ ‌visual‌ ‌appearance‌ ‌does‌ ‌not‌ ‌change‌ ‌immediately,‌ ‌but‌ ‌the‌ ‌target‌ ‌will‌ ‌move‌ ‌slowly,‌ ‌shambling‌ ‌along,‌ ‌as‌ ‌a‌‌                                   
zombie‌ ‌should.‌ ‌A‌ ‌zombie‌ ‌fights‌ ‌with‌ ‌normal‌ ‌speed‌ ‌but‌ ‌cannot‌ ‌move‌ ‌fast‌ ‌enough‌ ‌to‌ ‌chase‌ ‌anyone‌ ‌who‌ ‌runs‌ ‌away.‌ ‌ 

If‌‌the‌‌creature‌‌is‌‌struck‌‌by‌‌a‌‌‌Life‌‌‌spell,‌‌the‌‌‌Create‌‌Undead‌‌effect‌‌ends‌‌immediately,‌‌and‌‌the‌‌target‌‌is‌‌returned‌‌to‌‌life‌‌at‌‌one‌‌                                               
Body‌ ‌Point‌ ‌with‌ ‌no‌ ‌further‌ ‌effects.‌‌If‌‌they‌‌are‌‌reduced‌‌to‌‌zero‌‌Body‌‌Points,‌‌or‌‌the‌‌spell‌‌duration‌‌expires,‌‌then‌‌the‌‌creature‌‌                                           
falls‌‌dead‌‌and‌‌begins‌‌a‌‌new‌‌5-minute‌‌Death‌‌Countdown.‌‌In‌‌either‌‌case‌‌or‌‌after‌‌Resurrection,‌‌if‌‌returned‌‌to‌‌life,‌‌the‌‌creature‌‌                                         
will‌ ‌have‌ ‌no‌ ‌knowledge‌ ‌of‌ ‌their‌ ‌time‌ ‌spent‌ ‌as‌ ‌Undead.‌ ‌ 

The‌ ‌ten-minute‌ ‌spell‌ ‌duration‌ ‌cannot‌ ‌be‌ ‌extended‌ ‌by‌ ‌any‌ ‌means,‌ ‌even‌ ‌by‌‌ ‌Formal‌ ‌Magic.‌ ‌ 

Cure‌ ‌Disease‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌‌Cure‌ ‌Disease‌.”‌ ‌ 

This‌‌spell‌‌will‌‌cure‌‌a‌‌character‌‌afflicted‌‌with‌‌‌Disease‌.‌‌If‌‌cast‌‌upon‌‌an‌‌Undead,‌‌it‌‌will‌‌instead‌‌render‌‌them‌‌unable‌‌to‌‌be‌‌healed‌‌                                             
from‌‌any‌‌source‌‌as‌‌though‌‌they‌‌were‌‌a‌‌living‌‌creature‌‌afflicted‌‌with‌‌the‌‌‌Disease‌‌‌effect.‌‌When‌‌affected‌‌by‌‌Chaos‌‌(or‌‌any‌‌other‌‌                                           
effect‌ ‌which‌ ‌would‌ ‌otherwise‌ ‌heal‌ ‌them),‌ ‌they‌ ‌must‌ ‌call‌ ‌“No‌ ‌Effect.”‌ ‌ 

Cure‌ ‌Wounds‌ ‌ 
Spell‌:‌ ‌‌Earth,‌ ‌all‌ ‌levels‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Elixir‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌<number>‌‌               
Healing.”‌ ‌ 

This‌ ‌spell,‌ ‌which‌ ‌is‌ ‌the‌ ‌Signature‌ ‌Spell‌ ‌of‌ ‌Earth,‌ ‌will‌ ‌knit‌ ‌together‌ ‌the‌ ‌wounds‌ ‌of‌ ‌the‌ ‌healing‌ ‌or‌ ‌harm‌ ‌the‌ ‌unliving.‌ ‌ 

The‌ ‌target‌ ‌will‌ ‌be‌ ‌affected‌ ‌for‌ ‌five‌ ‌points‌ ‌of‌ ‌Healing‌ ‌per‌ ‌spell‌ ‌level‌ ‌it‌ ‌is‌ ‌manifested‌ ‌from.‌ ‌This‌ ‌healing‌ ‌bypasses‌ ‌Armor‌ ‌Points.‌ ‌ 

When‌‌used‌‌on‌‌Undead,‌‌it‌‌will‌‌damage‌‌them‌‌for‌‌the‌‌stated‌‌amount.‌‌It‌‌restores‌‌an‌‌Unconscious‌‌or‌‌Bleeding‌‌Out‌‌character‌‌to‌‌                                         
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consciousness‌ ‌but‌ ‌does‌ ‌not‌ ‌Resurrect‌ ‌a‌ ‌dead‌ ‌one.‌‌ ‌  

When‌ ‌created‌ ‌as‌ ‌a‌ ‌Potion,‌ ‌the‌ ‌Healing‌ ‌value‌ ‌will‌ ‌be‌ ‌set‌ ‌based‌ ‌on‌ ‌how‌ ‌many‌ ‌Production‌ ‌Points‌ ‌are‌‌used‌‌as‌‌if‌‌a‌‌spell‌‌of‌‌                                               
appropriate‌‌level‌‌were‌‌being‌‌cast.‌‌For‌‌example,‌‌a‌‌Cure‌‌Wounds‌‌Potion‌‌created‌‌using‌‌20‌‌Production‌‌Points‌‌would‌‌cause‌‌the‌‌                                     
target‌ ‌to‌ ‌take‌ ‌“20‌ ‌Spell‌ ‌Healing”‌ ‌when‌ ‌the‌ ‌Potion‌ ‌is‌ ‌quaffed.‌ ‌ 

Note‌‌that‌‌this‌‌effect‌‌always‌‌manifests‌‌as‌‌Healing.‌‌A‌‌monster‌‌using‌‌an‌‌innate‌‌ability‌‌would‌‌never‌‌attack‌‌for‌‌Cure‌‌Wounds‌ ‌—‌‌                                         
instead,‌ ‌it‌ ‌would‌ ‌attack‌ ‌for‌ ‌Healing.‌ ‌ 

Desecrate‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌Concentration/10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Desecrate‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌will‌‌remain‌‌active‌‌if‌‌the‌‌subject’s‌‌hands‌‌are‌‌crossed‌‌over‌‌the‌‌chest‌‌and‌‌no‌‌Body‌‌damage‌‌is‌‌taken,‌‌or‌‌ten‌‌minutes,‌‌                                             
whichever‌ ‌is‌ ‌shorter.‌‌The‌‌recipient‌‌is‌‌protected‌‌against‌‌all‌‌Weapon‌‌Qualifier‌‌attacks‌‌from‌‌living‌‌creatures,‌‌including‌‌Arrows‌‌                                 
and‌ ‌Bolts.‌ ‌It‌ ‌does‌ ‌not‌ ‌protect‌ ‌against‌ ‌a‌ ‌Weapon‌ ‌attack‌ ‌with‌ ‌another‌ ‌Qualifier.‌ ‌ 

A‌‌character‌‌cannot‌‌run‌‌while‌‌affected‌‌by‌‌a‌‌‌Desecrate‌‌and‌‌‌cannot‌‌do‌‌anything‌‌that‌‌requires‌‌the‌‌use‌‌of‌‌hands,‌‌such‌‌as‌‌cast‌‌                                           
spells,‌‌use‌‌Weapons,‌‌use‌‌poisons,‌‌feed‌‌someone‌‌a‌‌Potion,‌‌or‌‌pick‌‌up‌‌items.‌‌The‌‌only‌‌exception‌‌to‌‌this‌‌is‌‌Touch-Casting‌‌on‌‌                                         
themself‌ ‌or‌ ‌activating‌ ‌a‌ ‌Magic‌ ‌Item.‌ ‌ 

A‌ ‌character‌ ‌can‌ ‌be‌ ‌fed‌ ‌a‌ ‌Potion‌ ‌and‌ ‌can‌ ‌continue‌ ‌to‌ ‌hold‌ ‌things‌ ‌that‌ ‌were‌ ‌in‌ ‌their‌ ‌hands‌ ‌at‌ ‌the‌ ‌time‌ ‌the‌ ‌‌Desecrate‌ ‌‌began.‌ ‌ 

Destroy‌ ‌Undead‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌7‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌‌ ‌Destroy‌ ‌Undead.‌”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌destroy‌ ‌any‌ ‌one‌ ‌lesser‌ ‌Undead‌ ‌creature.‌ ‌Greater‌ ‌Undead‌ ‌will‌ ‌take‌ ‌50‌ ‌Body‌ ‌Points‌ ‌of‌ ‌damage.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌will‌ ‌trigger‌ ‌Dumb‌ ‌Defenses.‌ ‌ 

Destruction‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌7‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Destruction‌.”‌ ‌ 

This‌‌spell‌‌will‌‌cause‌‌the‌‌target‌‌to‌‌take‌‌double‌‌damage‌‌from‌‌all‌‌attacks‌‌that‌‌would‌‌affect‌‌them,‌‌either‌‌physical‌‌or‌‌magical.‌‌This‌‌                                           
Effect‌ ‌is‌ ‌not‌ ‌cumulative.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌creature’s‌ ‌Threshold‌ ‌or‌‌other‌‌defensive‌‌mechanisms,‌‌nor‌‌does‌‌it‌‌make‌‌a‌‌creature‌‌vulnerable‌‌to‌‌                                       
attacks‌ ‌that‌ ‌would‌ ‌normally‌ ‌not‌ ‌affect‌ ‌it.‌ ‌ 

Disarm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌1‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌ ‌‌Instant/5‌ ‌Seconds‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Disarm‌‌ ‌your‌ ‌<item>.”‌ ‌ 

This‌‌spell‌‌causes‌‌the‌‌target‌‌to‌‌drop‌‌one‌‌specific‌‌hand-held‌‌item.‌‌The‌‌dropped‌‌item‌‌may‌‌not‌‌be‌‌picked‌‌up‌‌by‌‌the‌‌target‌‌for‌‌five‌‌                                               
seconds.‌ ‌ 

The‌‌caster‌‌decides‌‌what‌‌the‌‌item‌‌is‌‌that‌‌is‌‌to‌‌be‌‌targeted‌‌with‌‌‌Disarm‌.‌‌A‌‌general‌‌description‌‌like‌‌“Weapon”‌‌is‌‌fine,‌‌although‌‌if‌‌                                             
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the‌ ‌target‌ ‌is‌ ‌holding‌ ‌two‌ ‌items‌ ‌that‌ ‌match‌ ‌the‌ ‌description,‌ ‌it‌ ‌is‌ ‌the‌ ‌target’s‌ ‌choice‌ ‌as‌ ‌to‌‌which‌‌to‌‌drop.‌‌A‌‌Shield‌‌does‌‌not‌‌                                               
qualify‌ ‌as‌ ‌a‌ ‌Weapon‌ ‌for‌ ‌this‌ ‌call.‌ ‌If‌ ‌the‌ ‌target‌ ‌is‌ ‌only‌ ‌carrying‌ ‌one‌ ‌thing,‌ ‌then‌ ‌“item”‌ ‌is‌ ‌sufficient.‌ ‌ 

Shields,‌ ‌Arrows,‌ ‌and‌ ‌Bolts‌ ‌are‌ ‌not‌ ‌considered‌ ‌Weapons‌ ‌for‌ ‌purposes‌ ‌of‌ ‌this‌ ‌spell,‌‌although‌‌a‌‌Bow‌‌or‌‌Crossbow‌‌is.‌‌If‌‌the‌‌                                         
caster‌‌wishes‌‌to‌‌‌Disarm‌‌‌a‌‌Shield,‌‌Arrow,‌‌or‌‌Bolt,‌‌then‌‌the‌‌specific‌‌item‌‌must‌‌be‌‌stated‌‌in‌‌the‌‌verbal.‌‌Spell‌‌Packets‌‌cannot‌‌be‌‌                                             
affected‌ ‌by‌ ‌this‌ ‌spell,‌ ‌but‌ ‌‌Alchemy‌ ‌‌or‌ ‌Trap‌ ‌Globes‌ ‌can‌ ‌be.‌ ‌ 

Disarm‌‌‌is‌‌strong‌‌enough‌‌to‌‌overcome‌‌any‌‌rope‌‌or‌‌chain‌‌that‌‌may‌‌be‌‌attached‌‌to‌‌the‌‌hand.‌‌If‌‌the‌‌chain‌‌is‌‌Unshatterable‌‌then‌‌                                             
it‌ ‌will‌ ‌become‌ ‌unrung.‌ ‌You‌ ‌cannot‌ ‌avoid‌ ‌this‌ ‌spell‌ ‌by‌ ‌tying‌ ‌your‌ ‌Weapon‌ ‌to‌ ‌your‌ ‌hand.‌ ‌ 

If‌ ‌a‌ ‌‌Paste‌ ‌of‌‌Stickiness‌‌‌was‌‌applied‌‌to‌‌the‌‌item‌‌up‌‌to‌‌ten‌‌minutes‌‌prior,‌‌the‌‌item‌‌will‌‌remain‌‌in‌‌your‌‌hand,‌‌but‌‌the‌‌‌Paste‌‌of‌‌                                                   
Stickiness‌‌‌will‌‌be‌‌used‌‌up‌‌in‌‌the‌‌process.‌‌The‌‌‌Paste‌‌of‌‌Stickiness‌‌Tag‌‌must‌‌be‌‌taped‌‌to‌‌the‌‌item.‌‌The‌‌proper‌‌call‌‌to‌‌use‌‌in‌‌                                                 
this‌ ‌circumstance‌ ‌is‌ ‌“‌Resist‌.”‌ ‌ 

A‌Spirit‌‌Linked‌‌‌or‌‌‌Spirit‌‌Locked‌‌item‌‌will‌‌not‌‌be‌‌dropped‌‌but‌‌cannot‌‌be‌‌used‌‌for‌‌five‌‌seconds.‌‌The‌‌target‌‌must‌‌place‌‌the‌‌item‌‌                                               
behind‌ ‌their‌ ‌back‌ ‌for‌ ‌five‌ ‌seconds,‌ ‌calling‌ ‌“Altered”‌ ‌in‌ ‌response‌ ‌to‌ ‌this‌ ‌attack.‌ ‌ 

A‌‌character‌‌cannot‌‌avoid‌‌this‌‌spell‌‌by‌‌borrowing‌‌a‌‌Weapon‌‌and‌‌thus‌‌claiming‌‌that‌‌the‌‌spell‌‌doesn’t‌‌affect‌‌you‌‌because‌‌the‌‌                                         
Weapon‌‌isn’t‌‌yours.‌‌Nor‌‌can‌‌they‌‌avoid‌‌it‌‌by‌‌dropping‌‌the‌‌Weapon‌‌to‌‌the‌‌ground‌‌or‌‌throwing‌‌your‌‌Weapon‌‌up‌‌in‌‌the‌‌air‌‌just‌‌                                               
before‌‌the‌‌Packet‌‌is‌‌about‌‌to‌‌hit‌‌you,‌‌thus‌‌claiming‌‌that‌‌the‌‌Weapon‌‌was‌‌not‌‌in‌‌your‌‌possession‌‌at‌‌the‌‌point‌‌of‌‌contact‌‌of‌‌the‌‌                                                 
spell.‌ ‌ 

Disease‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Disease‌‌ ‌you.”‌ 

This‌‌spell‌‌will‌‌afflict‌‌the‌‌recipient‌‌with‌‌a‌‌debilitating‌‌disease.‌‌The‌‌affliction‌‌is‌‌not‌‌contagious‌‌but‌‌renders‌‌a‌‌target‌‌unable‌‌to‌‌be‌‌                                           
healed‌‌from‌‌any‌‌source.‌‌When‌‌affected‌‌by‌‌Healing‌‌(or‌‌any‌‌other‌‌effect‌‌which‌‌would‌‌otherwise‌‌heal‌‌them),‌‌they‌‌must‌‌call‌‌“No‌‌                                         
Effect”.‌ ‌Against‌ ‌Undead,‌ ‌this‌ ‌spell‌ ‌will‌ ‌remove‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Cure‌ ‌Disease‌‌ ‌spell.‌ ‌ 

First‌ ‌Aid‌ ‌may‌ ‌still‌ ‌be‌ ‌used‌ ‌to‌ ‌stabilize‌ ‌someone‌ ‌under‌ ‌this‌ ‌Effect‌ ‌(and‌ ‌bring‌‌them‌‌from‌‌Bleeding‌‌Out‌‌to‌‌0‌‌Body‌‌Points‌‌as‌‌                                             
normal),‌ ‌though‌ ‌it‌ ‌will‌ ‌not‌ ‌remove‌ ‌the‌ ‌‌Disease‌ ‌‌effect‌ ‌itself.‌ ‌ 

Dispel‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌8‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌a‌ ‌‌Dispel‌.”‌ ‌ 

This‌‌spell‌‌ends‌‌all‌‌active‌‌Effects‌‌on‌‌a‌‌given‌‌creature‌‌or‌‌object‌‌whatever‌‌the‌‌cause,‌‌whether‌‌beneficial‌‌or‌‌harmful.‌‌It‌‌will‌‌not‌‌                                           
remove‌‌‌Wards,‌‌Circles‌‌of‌‌Power,‌‌High‌‌Magic,‌‌or‌‌anything‌‌from‌‌the‌‌Greater‌‌Command‌‌effects‌‌group‌‌‌(Amnesia,‌‌Enslavement,‌‌                                 
or‌ ‌Euphoria)‌‌ ‌with‌ ‌the‌ ‌exception‌ ‌that‌ ‌it‌ ‌will‌ ‌remove‌ ‌the‌ ‌effect‌ ‌of‌ ‌‌Amnesia‌ ‌‌if‌ ‌administered‌ ‌within‌ ‌the‌ ‌first‌ ‌ten‌ ‌minutes.‌ ‌ 

Dispel‌ ‌‌removes‌ ‌‌Wizard‌ ‌Locks,‌ ‌Walls‌ ‌of‌ ‌Force,‌‌ ‌and‌ ‌‌Prisons‌.‌ ‌ 

A‌ ‌‌Dispel‌ ‌‌thrown‌ ‌at‌ ‌a‌ ‌person‌ ‌will‌ ‌not‌ ‌remove‌ ‌effects‌ ‌on‌ ‌any‌  ‌Magic‌ ‌Items‌ ‌held‌ ‌by‌ ‌that‌ ‌person.‌‌ ‌  

A‌ ‌‌Dispel‌ ‌‌thrown‌ ‌at‌ ‌a‌ ‌caster‌ ‌will‌ ‌not‌ ‌stop‌ ‌already‌ ‌existing‌ ‌effects‌ ‌of‌ ‌that‌ ‌caster’s‌ ‌spell.‌‌ ‌  

Note‌ ‌that‌ ‌‌Dispel‌ ‌‌will‌ ‌still‌ ‌trigger‌ ‌Dumb‌ ‌Defnses‌ ‌before‌ ‌affecting‌ ‌the‌ ‌target.‌ ‌ 
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Doom‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Doom‌.”‌‌ ‌  

This‌ ‌Effect‌ ‌causes‌ ‌the‌ ‌Spirit‌ ‌of‌ ‌any‌ ‌target‌ ‌to‌‌flee‌‌its‌‌Body‌‌and‌‌even‌‌creatures‌‌without‌‌a‌‌Spirit‌‌will‌‌be‌‌slain.‌‌Any‌‌Armor‌‌the‌‌                                               
character‌ ‌was‌ ‌wearing‌ ‌is‌ ‌still‌ ‌intact,‌ ‌but‌ ‌all‌ ‌spells‌ ‌active‌‌on‌‌the‌‌target‌‌will‌‌end.‌‌The‌‌target‌‌will‌‌immediately‌‌go‌‌to‌‌the‌‌Dead‌‌                                             
status‌‌as‌‌though‌‌they‌‌had‌‌been‌‌damaged‌‌below‌‌0‌‌Body‌‌Points‌‌and‌‌their‌‌Bleeding‌‌Out‌‌timer‌‌had‌‌expired.‌‌The‌‌only‌‌thing‌‌that‌‌                                           
will‌ ‌save‌ ‌the‌ ‌target‌ ‌from‌ ‌Resurrection‌ ‌is‌ ‌a‌ ‌‌Life‌ ‌‌spell.‌ ‌ 

Drain‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌8‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Drain‌ ‌‌you.”‌ ‌ 

This‌ ‌Effect‌ ‌creates‌ ‌a‌ ‌feeling‌ ‌of‌ ‌lethargy‌ ‌in‌‌the‌‌target.‌‌The‌‌target‌‌is‌‌left‌‌extremely‌‌weak,‌‌and‌‌unable‌‌to‌‌fight‌‌or‌‌move‌‌faster‌‌                                             
than‌ ‌normal‌ ‌walking‌ ‌speed.‌ ‌The‌ ‌target‌ ‌becomes‌ ‌unable‌ ‌to‌ ‌use‌ ‌any‌ ‌Game‌ ‌Abilities.‌ ‌ 

If‌‌this‌‌spell‌‌is‌‌cast‌‌upon‌‌an‌‌Undead‌‌creature,‌‌it‌‌will‌‌have‌‌the‌‌same‌‌effect‌‌as‌‌a‌‌‌Purify‌‌‌has‌‌on‌‌a‌‌living‌‌creature.‌‌In‌‌this‌‌capacity,‌‌                                                   
Drain‌ ‌‌will‌ ‌remove‌ ‌Healing‌ ‌effects‌ ‌instead‌ ‌of‌ ‌Necromancy‌ ‌effects.‌ ‌ 

Earth‌ ‌Blade‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌6‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌an‌‌ ‌Earth‌ ‌Blade‌.”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌recipient‌ ‌to‌ ‌imbue‌ ‌all‌ ‌wielded‌ ‌Weapons‌ ‌with‌ ‌the‌ ‌powers‌ ‌of‌ ‌Healing.‌ ‌The‌ ‌recipient‌ ‌chooses‌ ‌which‌‌                                     
Weapons‌‌and‌‌attack(s)‌‌to‌‌utilize‌‌their‌‌‌Earth‌‌Blade‌‌‌with‌‌and‌‌announces‌‌the‌‌total‌‌damage‌‌of‌‌the‌‌attack‌‌while‌‌saying‌‌Healing‌‌                                       
instead‌ ‌of‌ ‌their‌ ‌normal‌ ‌Carrier‌ ‌such‌ ‌as‌ ‌Normal‌ ‌or‌ ‌Silver.‌ ‌It‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Weapon,‌ ‌even‌ ‌Bows‌ ‌and‌ ‌Crossbows.‌ ‌ 

Note‌ ‌that‌ ‌as‌ ‌with‌‌any‌‌Weapon‌‌attack‌‌which‌‌might‌‌otherwise‌‌have‌‌a‌‌beneficial‌‌effect‌‌upon‌‌the‌‌target,‌‌these‌‌attacks‌‌will‌‌not‌‌                                         
actually‌ ‌heal‌ ‌a‌ ‌living‌ ‌target.‌ ‌However,‌ ‌this‌ ‌attack‌ ‌will‌ ‌set‌ ‌off‌ ‌a‌ ‌‌Weapon‌ ‌Shield‌ ‌‌even‌ ‌if‌ ‌the‌ ‌target‌ ‌is‌ ‌Immune‌ ‌to‌ ‌the‌ ‌spell’s‌ ‌effect.‌ ‌ 

If‌ ‌the‌ ‌target‌ ‌is‌ ‌affected,‌ ‌it‌ ‌will‌ ‌bypass‌ ‌Armor‌ ‌Points‌ ‌and‌ ‌do‌ ‌direct‌ ‌Body‌ ‌Point‌ ‌damage.‌ ‌ 

Since‌ ‌this‌ ‌spell‌ ‌affects‌ ‌the‌‌target‌‌character,‌‌not‌‌a‌‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌the‌‌character‌‌uses‌‌during‌‌the‌‌                                         
spell’s‌ ‌duration.‌ ‌Thus,‌ ‌as‌ ‌soon‌ ‌as‌ ‌they‌ ‌hand‌ ‌a‌ ‌Weapon‌ ‌to‌ ‌another‌ ‌character,‌ ‌it‌ ‌will‌ ‌revert‌ ‌to‌ ‌its‌ ‌normal‌ ‌damage‌ ‌type.‌ ‌ 

Earth‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌an‌ ‌‌Earth‌ ‌Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌is‌‌granted‌‌the‌‌capacity‌‌to‌‌throw‌‌15‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌as‌‌“10‌‌Spell‌‌Healing!”‌‌The‌‌                                               
Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌                                                 
for‌ ‌the‌ ‌Duration.‌ ‌These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 
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Elemental‌ ‌Shield‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌6‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌an‌‌ ‌Elemental‌ ‌Shield‌.”‌ ‌ 

This‌ ‌spell‌ ‌protects‌ ‌the‌ ‌recipient‌ ‌from‌ ‌the‌‌next‌‌Effect‌‌delivered‌‌with‌‌the‌‌Elemental‌‌Qualifier.‌‌It‌‌is‌‌then‌‌immediately‌‌used‌‌up.‌‌                                       
When‌ ‌used,‌ ‌the‌ ‌character‌ ‌must‌ ‌call‌ ‌‌“Elemental‌ ‌Shield”‌.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌protect‌ ‌the‌ ‌recipient‌ ‌from‌ ‌elemental-based‌ ‌Evocation‌ ‌spells.‌ ‌ 

Endow‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌an‌ ‌‌Endow‌.”‌ ‌ 

An‌‌‌Endow‌‌‌will‌‌allow‌‌a‌‌recipient‌‌to‌‌perform‌‌feats‌‌of‌‌incredible‌‌strength‌‌for‌‌a‌‌limited‌‌amount‌‌of‌‌time;‌‌for‌‌example,‌‌running‌‌with‌‌                                           
an‌ ‌Unconscious‌ ‌or‌ ‌incapacitated‌ ‌creature‌ ‌without‌ ‌having‌ ‌to‌ ‌literally‌ ‌perform‌‌the‌‌task‌‌OOG.‌‌The‌‌spell‌‌can‌‌also‌‌be‌‌used‌‌to‌‌                                       
perform‌‌a‌‌single‌‌limited‌‌roleplaying‌‌act‌‌of‌‌great‌‌strength.‌‌Whenever‌‌using‌‌an‌‌‌Endow‌,‌‌a‌‌character‌‌must‌‌state‌‌“‌Endow‌.”‌‌This‌‌is‌‌                                       
an‌ ‌OOG‌ ‌statement‌ ‌and‌ ‌may‌ ‌be‌ ‌used‌ ‌while‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌‌Silence‌.‌ ‌ 

Endow‌‌‌does‌‌not‌‌allow‌‌you‌‌to‌‌break‌‌a‌‌lock‌‌or‌‌other‌‌item,‌‌throw‌‌creatures,‌‌break‌‌down‌‌doors,‌‌or‌‌jump‌‌long‌‌distances.‌‌It‌‌will‌‌not‌‌                                               
allow‌ ‌you‌ ‌to‌ ‌otherwise‌ ‌harm‌ ‌creatures‌ ‌that‌ ‌are‌ ‌normally‌ ‌Immune‌ ‌to‌ ‌you.‌ ‌ 

Endow‌‌ ‌effects‌ ‌wear‌ ‌off‌ ‌after‌ ‌a‌ ‌single‌ ‌feat‌ ‌has‌ ‌been‌ ‌accomplished.‌ ‌The‌ ‌duration‌ ‌of‌ ‌this‌ ‌feat‌ ‌is‌ ‌subject‌ ‌to‌ ‌Plot‌ ‌approval.‌ ‌ 

Enfeeble‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌ ‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Enfeeble‌‌‌will‌‌cause‌‌the‌‌target‌‌to‌‌be‌‌under‌‌a‌‌terribly‌‌debilitating‌‌effect‌‌for‌‌five‌‌minutes,‌‌during‌‌which‌‌time‌‌the‌‌target‌‌can‌‌move‌‌                                           
no‌‌faster‌‌than‌‌a‌‌crawl‌‌and‌‌may‌‌not‌‌use‌‌Game‌‌Abilities.‌‌The‌‌target‌‌must‌‌roleplay‌‌one‌‌of‌‌the‌‌following‌‌effects:‌‌uncontrollable‌‌                                         
laughter‌ ‌(“Laugh”),‌ ‌violent‌ ‌nausea‌ ‌(“Nausea”),‌ ‌extreme‌ ‌vertigo‌ ‌(“Vertigo”),‌ ‌or‌ ‌complete‌ ‌lack‌ ‌of‌‌focus‌‌(“Feeblemind”).‌‌If‌‌the‌‌                               
Enfeeble‌‌‌effect‌‌is‌‌delivered‌‌with‌‌one‌‌of‌‌the‌‌words‌‌listed‌‌in‌‌quotes‌‌above,‌‌that‌‌specific‌‌roleplay‌‌effect‌‌must‌‌be‌‌chosen‌‌by‌‌the‌‌                                           
target.‌‌The‌‌target‌‌may‌‌still‌‌speak‌‌while‌‌under‌‌this‌‌effect,‌‌but‌‌they‌‌should‌‌keep‌‌the‌‌chosen‌‌or‌‌required‌‌roleplay‌‌in‌‌mind‌‌while‌‌                                           
doing‌ ‌so.‌ ‌ 

Enhanced‌ ‌Blade‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌an‌ ‌‌Enhanced‌ ‌Blade.‌”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌recipient‌ ‌to‌ ‌imbue‌ ‌all‌ ‌wielded‌ ‌Weapons‌ ‌with‌ ‌the‌ ‌powers‌ ‌of‌ ‌Evocation‌  ‌ones.‌ ‌ 

The‌ ‌recipient‌ ‌chooses‌ ‌a‌ ‌single‌ ‌type‌ ‌of‌ ‌damage‌ ‌when‌ ‌the‌ ‌spell‌ ‌is‌ ‌cast‌ ‌on‌ ‌them‌ ‌and‌ ‌announces‌ ‌the‌‌total‌‌damage‌‌of‌‌their‌‌                                           
Weapon‌ ‌attacks‌ ‌while‌‌saying‌‌<effect>‌‌as‌‌their‌‌Weapon‌‌Carrier‌‌instead‌‌of‌‌Normal,‌‌Silver,‌‌or‌‌whatever‌‌they‌‌might‌‌otherwise‌‌                                   
call.‌ ‌They‌ ‌are‌ ‌not‌ ‌required‌ ‌to‌ ‌use‌ ‌the‌ ‌temporary‌ ‌Carrier‌ ‌on‌ ‌every‌ ‌Weapon‌ ‌attack.‌ ‌ 

Available‌ ‌choices‌ ‌are:‌ ‌Magic,‌ ‌Ice,‌ ‌Flame,‌ ‌Lightning,‌ ‌or‌ ‌Stone.‌ ‌It‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Weapon,‌ ‌even‌ ‌Bows‌ ‌or‌ ‌Crossbows.‌ ‌ 

Since‌ ‌this‌ ‌spell‌ ‌affects‌ ‌the‌‌target‌‌character,‌‌not‌‌a‌‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌the‌‌character‌‌uses‌‌during‌‌the‌‌                                         
spell’s‌ ‌duration.‌ ‌Thus,‌ ‌as‌ ‌soon‌ ‌as‌ ‌they‌ ‌hand‌ ‌a‌ ‌Weapon‌ ‌to‌ ‌another‌ ‌character,‌ ‌it‌ ‌will‌ ‌revert‌ ‌to‌ ‌its‌ ‌normal‌ ‌damage‌ ‌type.‌ ‌ 
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Enslavement‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Greater‌ ‌Command‌ ‌ 
Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

The‌‌target‌‌of‌‌this‌‌effect‌‌is‌‌Enslaved‌‌to‌‌the‌‌person‌‌administering‌‌the‌‌effect‌‌and‌‌obeys‌‌absolutely‌‌any‌‌and‌‌all‌‌commands‌‌given‌‌                                         
by‌ ‌the‌ ‌person‌ ‌to‌ ‌whom‌ ‌they‌ ‌are‌ ‌Enslaved.‌ ‌If‌ ‌administered‌ ‌by‌ ‌a‌ ‌poison,‌ ‌the‌ ‌target‌ ‌will‌ ‌be‌ ‌Enslaved‌ ‌to‌ ‌whoever‌ ‌did‌ ‌the‌‌                                           
poisoning,‌ ‌even‌ ‌if‌ ‌that‌ ‌person‌ ‌is‌ ‌not‌ ‌in‌ ‌view‌ ‌at‌ ‌the‌ ‌time.‌ ‌ 

The‌ ‌target‌ ‌will‌ ‌even‌ ‌commit‌ ‌suicide,‌ ‌cast‌ ‌Necromancy,‌ ‌or‌ ‌otherwise‌ ‌act‌ ‌out‌ ‌of‌ ‌character‌ ‌in‌ ‌pursuit‌ ‌of‌ ‌the‌‌commands.‌‌An‌‌                                       
Enslaved‌ ‌person‌ ‌will‌ ‌never‌ ‌attack‌ ‌the‌ ‌person‌ ‌who‌ ‌Enslaved‌ ‌them‌ ‌unless‌ ‌ordered‌ ‌by‌ ‌the‌ ‌Enslaver‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

If‌ ‌Enslaved‌ ‌and‌ ‌given‌ ‌an‌ ‌order‌ ‌through‌ ‌a‌ Charm‌,‌ ‌or‌ ‌through‌ ‌any‌ ‌other‌ ‌effect‌ ‌which‌ ‌contradicts‌ ‌an‌ ‌order‌ ‌given‌ ‌by‌ ‌the‌‌                                         
Enslaver,‌ ‌the‌ ‌‌Enslavement‌ ‌‌will‌ ‌always‌ ‌take‌ ‌precedence.‌ ‌If‌ ‌there‌ ‌is‌‌no‌‌conflict,‌‌then‌‌the‌‌Enslaved‌‌target‌‌must‌‌still‌‌obey‌‌all‌‌                                       
rules‌‌of‌‌other‌‌controlling‌‌magics.‌‌The‌‌most‌‌recent‌‌‌Enslavement‌‌‌effect‌‌takes‌‌precedence‌‌if‌‌there‌‌is‌‌a‌‌conflict.‌‌You‌‌cannot‌‌be‌‌                                       
Enslaved‌ ‌to‌ ‌ignore‌ ‌other‌ ‌effects;‌‌in‌‌other‌‌words,‌‌the‌‌Enslaver‌‌cannot‌‌order‌‌you‌‌to‌‌never‌‌be‌‌affected‌‌by‌‌‌Fears‌,‌‌‌Charms,‌‌‌or‌‌                                         
Intoxicates‌ ‌‌or‌ ‌any‌ ‌other‌ ‌effect‌ ‌that‌ ‌would‌ ‌normally‌ ‌affect‌ ‌you.‌ ‌The‌ ‌target‌ ‌continues‌ ‌to‌ ‌obey‌ ‌the‌ ‌commands‌ ‌until‌ ‌cured.‌‌                                     
Enslavement‌ ‌‌can‌ ‌only‌ ‌be‌ ‌removed‌ ‌by‌ ‌the‌ ‌specific‌ ‌antidote‌ ‌or‌ ‌through‌ ‌Resurrection.‌ ‌ 

Characters‌ ‌cured‌ ‌of‌ ‌‌Enslavement‌ ‌‌will‌ ‌remember‌ ‌having‌ ‌been‌ ‌enslaved.‌ ‌This‌ ‌does‌ ‌not‌ ‌override‌ ‌any‌ ‌applicable‌ ‌‌Amnesia‌‌                               
effects.‌ ‌ 

Enslavement‌ ‌Antidote‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Greater‌ ‌Command‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌antidote‌‌is‌‌the‌‌only‌‌thing‌‌that‌‌releases‌‌a‌‌target‌‌from‌‌the‌‌effects‌‌of‌‌an‌‌‌Enslavement‌‌‌effect‌‌other‌‌than‌‌Resurrection.‌‌It‌‌will‌‌                                           
not‌ ‌remove‌ ‌Roleplay‌ ‌Only‌ ‌Avani‌ ‌or‌ ‌Stone‌ ‌Elf‌ ‌mental‌ ‌effects.‌ ‌ 

Euphoria‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Greater‌ ‌Command‌ ‌ 
Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌Elixir‌ ‌is‌ ‌highly‌ ‌addictive.‌ ‌It‌ ‌gives‌ ‌the‌ ‌target‌ ‌a‌ ‌feeling‌ ‌of‌ ‌Euphoria‌ ‌that‌ ‌lasts‌ ‌about‌ ‌an‌ ‌hour.‌ ‌Any‌ ‌time‌ ‌the‌ ‌addicted‌‌                                           
character‌ ‌does‌ ‌not‌ ‌get‌ ‌one‌ ‌dose‌ ‌of‌ ‌‌Euphoria‌ ‌‌in‌ ‌a‌ ‌24-hour‌ ‌period,‌ ‌one‌ ‌Body‌ ‌Point‌ ‌is‌ ‌temporarily‌ ‌deducted‌ ‌from‌ ‌that‌‌                                       
character’s‌ ‌maximum‌ ‌Body‌ ‌Points.‌ ‌ 

The‌ ‌24-hour‌ ‌period‌ ‌is‌ ‌calculated‌ ‌from‌ ‌the‌ ‌time‌ ‌of‌ ‌the‌ ‌initial‌ ‌ingestion‌ ‌of‌ ‌the‌ ‌‌Euphoria‌ ‌‌Elixir.‌ ‌ 

This‌ ‌maximum‌ ‌Body‌ ‌Point‌ ‌deduction‌ ‌cannot‌ ‌be‌ ‌cured‌ ‌if‌ ‌the‌ ‌person‌ ‌is‌ ‌still‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌the‌ ‌drug.‌ ‌ 

The‌ ‌cumulative‌ ‌maximum‌ ‌Body‌ ‌point‌ ‌deduction‌ ‌damage‌ ‌will‌ ‌not‌ ‌take‌ ‌place‌ ‌between‌ ‌events‌ ‌or‌ ‌at‌ ‌events‌‌not‌‌attended.‌‌A‌‌                                     
target‌‌who‌‌reaches‌‌-1‌‌Body‌‌Points‌‌will‌‌die,‌‌needing‌‌a‌‌Resurrection‌‌(a‌‌‌Life‌‌‌spell‌‌will‌‌not‌‌work,‌‌as‌‌their‌‌maximum‌‌Body‌‌Point‌‌                                           
total‌ ‌is‌ ‌still‌ ‌-1).‌ ‌ 

The‌ ‌grip‌ ‌of‌ ‌‌Euphoria‌ ‌‌can‌ ‌only‌ ‌be‌ ‌broken‌ ‌if‌ ‌the‌ ‌character‌ ‌is‌ ‌given‌ ‌‌Euphoria‌ ‌Antidote‌.‌ ‌Resurrection‌ ‌will‌ ‌not‌ ‌remove‌ ‌this‌‌                                       
effect.Receiving‌ ‌‌Euphoria‌ ‌Antidote‌ ‌will‌ ‌allow‌ ‌for‌ ‌healing‌ ‌up‌ ‌to‌ ‌the‌ ‌target’s‌ ‌maximum‌ ‌amount‌ ‌of‌ ‌Body‌ ‌Points‌ ‌before‌ ‌the‌‌                                     
Euphoria‌.‌ ‌ 
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Euphoria‌ ‌Antidote‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Greater‌ ‌Command‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌antidote‌‌is‌‌the‌‌only‌‌thing‌‌that‌‌releases‌‌a‌‌target‌‌of‌‌‌Euphoria‌.‌‌It‌‌will‌‌restore‌‌the‌‌target’s‌‌normal‌‌Body‌‌Point‌‌maximum‌‌but‌‌                                           
does‌ ‌not‌ ‌cure‌ ‌any‌ ‌Body‌ ‌Points‌ ‌lost‌ ‌during‌ ‌the‌ ‌addiction.‌ ‌ 

Evocation‌ ‌Bolt‌ 
Spell‌:‌‌ ‌Celestial,‌ ‌all‌ ‌levels‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Evoke‌ ‌a‌ ‌<number>‌ ‌<element>‌ ‌‌Bolt‌.”‌ ‌ 

This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌manifest‌‌the‌‌power‌‌of‌‌the‌‌elements‌‌and‌‌is‌‌the‌‌Signature‌‌Spell‌‌of‌‌Celestial‌‌Magic‌‌users.‌‌When‌‌                                           
this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌may‌‌throw‌‌a‌‌Packet‌‌which‌‌will‌‌inflict‌‌five‌‌points‌‌of‌‌damage‌‌per‌‌spell‌‌level‌‌the‌‌spell‌‌is‌‌memorized‌‌                                               
in.‌ ‌At‌ ‌the‌ ‌time‌ ‌of‌ ‌casting,‌ ‌they‌ ‌may‌ ‌choose‌ ‌a‌ ‌single‌ ‌element‌ ‌from‌ ‌Flame,‌ ‌Ice,‌ ‌Stone,‌ ‌or‌ ‌Lightning.‌ ‌ 

When‌‌scribed‌‌as‌‌a‌‌Battle‌‌Magic‌‌Scroll,‌‌the‌‌value‌‌will‌‌be‌‌set‌‌based‌‌on‌‌how‌‌many‌‌Production‌‌Points‌‌are‌‌used‌‌as‌‌if‌‌a‌‌spell‌‌of‌‌                                                 
appropriate‌ ‌level‌ ‌were‌ ‌being‌ ‌scribed.‌ ‌One‌ ‌Element‌ ‌must‌ ‌be‌ ‌chosen‌ ‌at‌ ‌the‌ ‌time‌ ‌the‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌is‌ ‌created.‌ ‌For‌‌                                       
example,‌‌an‌‌‌Evocation‌‌Bolt‌‌‌Battle‌‌Magic‌‌Scroll‌‌scribed‌‌using‌‌20‌‌Production‌‌Points‌‌would‌‌do‌‌20‌‌points‌‌of‌‌damage‌‌of‌‌a‌‌type‌‌                                         
chosen‌ ‌by‌ ‌the‌ ‌creator‌ ‌when‌ ‌the‌ ‌Scroll‌ ‌is‌ ‌made.‌ ‌ 

Some‌ ‌creatures‌ ‌may‌ ‌have‌ ‌pre-set‌ ‌values‌ ‌and‌ ‌limits‌ ‌on‌ ‌which‌ ‌elements‌ ‌they‌ ‌may‌ ‌choose‌ ‌when‌ ‌using‌ ‌this‌ ‌power.‌ ‌For‌‌                                     
example,‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌might‌ ‌only‌ ‌be‌ ‌able‌ ‌to‌ ‌use‌ ‌Flame‌‌ ‌Evocation‌ ‌Bolts‌.‌ ‌ 

If‌‌this‌‌spell‌‌is‌‌manifested‌‌through‌‌any‌‌means‌‌other‌‌than‌‌the‌‌incant‌‌(for‌‌example,‌‌via‌‌the‌‌High‌‌Magic‌‌‌Spell‌‌Augmentation‌‌or‌‌                                         
Elemental‌ ‌Augmentation‌ ‌abilities),‌ ‌its‌ ‌verbal‌ ‌will‌ ‌simply‌ ‌be‌ ‌“<number>‌ ‌<Qualifier>‌ ‌<element>”.‌ ‌ 

Fear‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 
Duration:‌ ‌‌Line‌ ‌of‌ ‌Sight‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

The‌‌‌Feared‌‌‌target‌‌must‌‌attempt‌‌to‌‌break‌‌Line‌‌of‌‌Sight‌‌and‌‌cannot‌‌perform‌‌any‌‌Game‌‌Abilities‌‌while‌‌trying‌‌to‌‌escape.‌‌They‌‌                                         
can‌ ‌temporarily‌ ‌move‌ ‌closer‌ ‌to‌ ‌the‌ ‌caster‌ ‌if‌ ‌it‌ ‌is‌ ‌their‌ ‌best‌ ‌route‌ ‌to‌ ‌breaking‌ ‌Line‌ ‌of‌ ‌Sight.‌ ‌ 

Fortress‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Concentration‌ ‌/‌ ‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Fortress‌.”‌ ‌ 

This‌ ‌spell‌ ‌provides‌ ‌its‌ ‌target‌ ‌with‌ ‌limited‌ ‌Immunity‌ ‌to‌ ‌Weapon‌ ‌attacks.‌ ‌While‌ ‌the‌ ‌‌Fortress‌ ‌‌lasts,‌ ‌the‌ ‌target‌ ‌is‌ ‌Immune‌ ‌to‌‌                                       
Weapon‌ ‌blows‌ ‌of‌ ‌10‌ ‌or‌ ‌less.‌ ‌ 

The‌ ‌spell‌ ‌will‌ ‌last‌ ‌ten‌ ‌minutes‌ ‌or‌ ‌until‌ ‌the‌ ‌target‌ ‌breaks‌ ‌the‌ ‌spell’s‌ ‌physical‌ ‌requirements.‌‌ ‌  

The‌ ‌target‌ ‌of‌ ‌the‌ ‌spell‌ ‌must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌and‌ ‌raise‌ ‌both‌ ‌arms‌ ‌as‌ ‌straight‌ ‌as‌ ‌possible‌‌above‌‌the‌‌head‌‌without‌‌crossing‌‌                                           
them.‌ ‌Moving‌ ‌either‌ ‌foot‌ ‌or‌ ‌lowering‌ ‌an‌ ‌arm‌ ‌ends‌ ‌the‌ ‌spell.‌ ‌Any‌ ‌damage‌ ‌to‌ ‌Body‌ ‌Points‌ ‌taken‌ ‌also‌ ‌breaks‌ ‌the‌ ‌‌Fortress‌.‌ ‌ 

The‌ ‌target‌ ‌may‌ ‌Touch-Cast‌ ‌spells‌ ‌(on‌ ‌themselves‌ ‌only)‌ ‌but‌ ‌may‌ ‌use‌ ‌no‌ ‌other‌ ‌Game‌ ‌Abilities‌ ‌without‌ ‌breaking‌ ‌the‌ ‌‌Fortress‌.‌ ‌ 
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Hallucinate‌ ‌ 
Spell‌:‌ ‌none‌ ‌  

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌,‌ ‌‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌‌Alchemical‌‌‌substance‌‌causes‌‌the‌‌target‌‌to‌‌hallucinate.‌‌They‌‌will‌‌see‌‌all‌‌kinds‌‌of‌‌oddities‌‌and‌‌other‌‌strange‌‌things‌‌for‌‌five‌‌                                         
minutes,‌ ‌including‌ ‌odd‌ ‌creatures‌ ‌or‌ ‌memories.‌ ‌The‌ ‌target‌ ‌will‌ ‌probably‌ ‌be‌ ‌aware‌ ‌that‌ ‌they‌ ‌are‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌poison.‌ ‌ 

Hallucinate‌‌‌is‌‌a‌‌roleplay‌‌effect‌‌which‌‌affects‌‌all‌‌the‌‌user’s‌‌perceptions,‌‌not‌‌just‌‌their‌‌sight.‌‌A‌‌blindfold‌‌might‌‌block‌‌out‌‌visual‌‌                                         
hallucinations‌ ‌(or‌ ‌it‌ ‌might‌ ‌not),‌ ‌but‌ ‌it‌ ‌would‌ ‌not‌ ‌block‌ ‌out‌ ‌the‌ ‌character’s‌ ‌other‌ ‌senses,‌ ‌which‌ ‌are‌ ‌also‌ ‌affected‌ ‌by‌ ‌the‌‌                                         
Hallucinate‌.‌‌They‌‌will‌‌experience‌‌unusual‌‌sensations‌‌across‌‌all‌‌senses,‌‌such‌‌as‌‌feeling‌‌water‌‌flowing‌‌over‌‌your‌‌skin‌‌or‌‌a‌‌sour‌‌                                       
taste‌ ‌in‌ ‌your‌ ‌mouth,‌ ‌for‌ ‌its‌ ‌duration.‌ ‌The‌‌exact‌‌‘phantom’‌‌sensations‌‌are‌‌up‌‌to‌‌the‌‌player,‌‌and‌‌may‌‌include‌‌things‌‌that‌‌are‌‌                                           
pleasant,‌ ‌scary,‌ ‌or‌ ‌anything‌ ‌in‌ ‌between.‌ ‌ 

When‌‌under‌‌its‌‌effects,‌‌Game‌‌Abilities‌‌can‌‌be‌‌used,‌‌but‌‌the‌‌player‌‌will‌‌most‌‌likely‌‌use‌‌them‌‌against‌‌imaginary‌‌creatures‌‌and‌‌                                         
may‌ ‌even‌ ‌read‌ ‌Potion‌ ‌labels‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌incorrectly‌ ‌in‌ ‌their‌ ‌delirium.‌ ‌ 

Intoxicate‌ ‌ 
Spell‌:‌ ‌none‌ ‌  

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌acts‌‌as‌‌a‌‌strong‌‌alcoholic‌‌drink‌‌yet‌‌is‌‌odorless‌‌and‌‌tasteless.‌‌It‌‌will‌‌render‌‌the‌‌target‌‌quite‌‌inebriated‌‌and‌‌will‌‌affect‌‌all‌                                             
characters‌ ‌and‌ ‌species,‌ ‌even‌ ‌those‌ ‌that‌ ‌for‌ ‌roleplaying‌ ‌reasons‌ ‌are‌ ‌“Immune”‌ ‌to‌ ‌alcohol.‌ ‌ 

Lesser‌ ‌Chaos‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌‌ ‌  

Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌‌a‌‌‌Lesser‌‌Chaos‌‌               
Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌may‌‌throw‌‌8‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌as‌‌“10‌‌Spell‌‌Chaos!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌                                               
at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌These‌‌                                                 
Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Lesser‌ ‌Earth‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 

Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌a‌ ‌‌Lesser‌ ‌Earth‌‌                   
Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌may‌‌throw‌‌8‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌as‌‌“10‌‌Spell‌‌Healing!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌                                             
one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌                                                 
These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Lesser‌ ‌Investment‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Lesser‌‌               
Investment‌.”‌ ‌ 

This‌ ‌spell‌ ‌must‌‌be‌‌cast‌‌by‌‌a‌‌caster‌‌who‌‌is‌‌Invested‌‌in‌‌a‌‌Ward‌‌‌or‌‌Wizard‌‌Lock.‌‌‌While‌‌inside‌‌that‌‌‌Ward‌‌or‌‌Wizard‌‌Lock‌,‌‌the‌‌                                                 
caster‌ ‌may‌ ‌use‌ ‌this‌ ‌spell‌ ‌to‌ ‌invest‌ ‌others‌ ‌into‌ ‌the‌ ‌‌Ward‌ ‌‌or‌ ‌Wizard‌ ‌Lock.‌ ‌Any‌ ‌who‌ ‌are‌ ‌inside‌ ‌when‌ ‌the‌ ‌spell‌ ‌is‌ ‌cast‌ ‌are‌‌                                               
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Invested‌ ‌and‌ ‌may‌ ‌enter‌ ‌and‌ ‌leave‌ ‌at‌ ‌will‌ ‌or‌ ‌recognize‌ ‌others‌ ‌into‌ ‌the‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock.‌ ‌ 

In‌‌no‌‌event‌‌will‌‌this‌‌spell‌‌last‌‌longer‌‌than‌‌the‌‌‌Ward‌‌‌or‌‌‌Wizard‌‌Lock‌‌‌to‌‌which‌‌the‌‌person‌‌is‌‌Invested.‌‌If‌‌a‌‌‌Ward‌‌‌is‌‌created‌‌on‌‌                                                   
Day‌ ‌1‌ ‌and‌ ‌a‌ ‌Lesser‌ ‌Investment‌ ‌is‌ ‌cast‌ ‌on‌ ‌Day‌ ‌4,‌ ‌both‌ ‌will‌ ‌expire‌ ‌on‌ ‌Day‌ ‌5.‌ ‌ 

Lesser‌ ‌Magic‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 
Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Evoke‌ ‌a‌ ‌Lesser‌ ‌‌Magic‌ ‌Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌must‌‌choose‌‌a‌‌single‌‌specific‌‌effect‌‌from‌‌the‌‌Evocation‌‌Effect‌‌Group‌‌(Flame,‌‌Stone,‌‌Ice,‌‌                                         
Lightning,‌‌or‌‌Magic).‌‌This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌throw‌‌8‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌of‌‌the‌‌chosen‌‌element‌‌as‌‌“10‌‌Spell‌‌                                             
<Element>!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌                                             
must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌for‌ ‌the‌ ‌Duration.‌ ‌These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Life‌ ‌ 
Spell:‌‌ ‌‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌‌ ‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌you‌ ‌‌Life‌.”‌ ‌ 

This‌‌spell‌‌must‌‌be‌‌cast‌‌during‌‌the‌‌five‌‌minute‌‌period‌‌of‌‌a‌‌creature’s‌‌Death‌‌Countdown.‌‌It‌‌restores‌‌the‌‌creature‌‌to‌‌one‌‌Body‌‌                                           
Point‌ ‌and‌ ‌the‌ ‌creature‌ ‌is‌ ‌not‌ ‌forced‌ ‌to‌ ‌Resurrect.‌ ‌This‌ ‌effect‌ ‌is‌ ‌the‌ ‌only‌ ‌way‌ ‌to‌‌restore‌‌a‌‌character‌‌from‌‌the‌‌Dead‌‌status‌‌                                             
without‌‌Resurrection,.‌‌This‌‌spell‌‌will‌‌immediately‌‌fix‌‌and‌‌reverse‌‌a‌‌‌Create‌‌Undead‌‌‌or‌‌‌Corrupt‌‌‌effect,‌‌restoring‌‌the‌‌target‌‌to‌‌life‌‌                                       
at‌ ‌1‌ ‌Body‌ ‌Point.‌ ‌ 

If‌ ‌cast‌ ‌at‌ ‌Undead,‌ ‌they‌ ‌will‌ ‌be‌ ‌affected‌ ‌as‌ ‌though‌ ‌they‌ ‌had‌ ‌been‌ ‌hit‌ ‌by‌ ‌a‌‌ ‌Destroy‌ ‌Undead‌‌ ‌effect.‌ ‌ 

This‌ ‌spell‌ ‌does‌ ‌not‌ ‌normally‌‌have‌‌any‌‌other‌‌effects‌‌on‌‌a‌‌living‌‌target.‌‌It‌‌will‌‌do‌‌nothing‌‌when‌‌cast‌‌on‌‌a‌‌Permanently‌‌Dead‌‌                                             
Body.‌ ‌Like‌ ‌all‌ ‌spells,‌ ‌it‌ ‌will‌ ‌trigger‌ ‌Dumb‌ ‌Defenses.‌ ‌ 

This‌ ‌spell‌ ‌must‌ ‌be‌ ‌cast‌ ‌upon‌ ‌the‌ ‌target’s‌‌body‌‌part‌‌containing‌‌their‌‌Spirit‌‌to‌‌be‌‌effective.‌‌Once‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌entire‌‌                                             
Body‌ ‌reforms‌ ‌and‌ ‌any‌ ‌parts‌ ‌elsewhere‌ ‌will‌ ‌dissipate.‌ ‌See‌ ‌the‌ ‌Life‌ ‌and‌ ‌Death‌ ‌chapter‌ ‌for‌ ‌details.‌ ‌ 

Light‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌ ‌‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Light‌.”‌ ‌ 

This‌‌effect‌‌produces‌‌a‌‌glowing‌‌Light‌‌and‌‌allows‌‌the‌‌person‌‌activating‌‌the‌‌Effect‌‌to‌‌carry‌‌a‌‌Light.‌‌The‌‌Light‌‌can‌‌then‌‌be‌‌used‌‌                                             
by‌‌anyone.‌‌This‌‌will‌‌not‌‌work‌‌without‌‌a‌‌physrep.‌‌You‌‌cannot‌‌cast‌‌a‌‌‌Light‌‌‌spell‌‌at‌‌a‌‌person‌‌or‌‌tree‌‌and‌‌have‌‌the‌‌person‌‌or‌‌tree‌‌                                                   
glow.‌ ‌There‌ ‌must‌ ‌be‌ ‌a‌ ‌flashlight‌ ‌or‌ ‌other‌ ‌OOG‌ ‌light‌ ‌source‌ ‌provided.‌ ‌If‌ ‌using‌ ‌a‌ ‌flashlight‌ ‌for‌ ‌this‌ ‌spell,‌ ‌the‌ ‌lens‌ ‌of‌ ‌the‌‌                                             
flashlight‌ ‌must‌ ‌be‌ ‌covered‌ ‌by‌ ‌a‌ ‌cloth,‌ ‌tissue‌ ‌paper‌ ‌or‌ ‌a‌ ‌gel‌ ‌to‌ ‌diffuse‌ ‌the‌ ‌light.‌ ‌Do‌ ‌not‌ ‌shine‌ ‌the‌ ‌light‌ ‌in‌ ‌anyone’s‌ ‌face.‌ ‌ 

This‌ ‌spell‌ ‌triggers‌ ‌Dumb‌ ‌Defnses‌ ‌and‌ ‌ends‌ ‌is‌ ‌affected‌ ‌by‌ ‌Dispel.‌ ‌ 

Liquid‌ ‌Light‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 
Duration:‌ ‌‌Until‌ ‌Daybreak‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌substance‌ ‌will‌ ‌allow‌ ‌for‌ ‌the‌ ‌use‌ ‌of‌ ‌a‌ ‌glow‌ ‌stick‌ ‌or‌ ‌other‌ ‌light‌ ‌physrep‌ ‌to‌ ‌be‌ ‌used‌ ‌IG.‌ ‌ 

It‌ ‌lasts‌ ‌until‌ ‌daybreak‌ ‌or‌ ‌until‌ ‌the‌‌physrep‌‌stops‌‌working,‌‌whichever‌‌is‌‌shorter.‌‌It‌‌cannot‌‌be‌‌applied‌‌to‌‌an‌‌object‌‌to‌‌make‌‌it‌‌                                             
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Magic‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 
Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Evoke‌ ‌a‌‌ ‌Magic‌ ‌Storm‌.”‌ ‌ 

When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌must‌ ‌choose‌‌a‌‌single‌‌specific‌‌damaging‌‌effect‌‌from‌‌the‌‌Evocation‌‌effect‌‌group‌‌(Flame,‌‌                                       
Stone,‌‌Ice,‌‌Lightning,‌‌or‌‌Magic).‌‌This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌throw‌‌15‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌of‌‌the‌‌chosen‌‌element‌‌                                           
as‌‌“10‌‌Spell‌‌<Element>!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌                                               
The‌ ‌caster‌ ‌must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌for‌ ‌the‌ ‌Duration.‌ ‌These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Mend‌ ‌Armor‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌2‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Mend‌ ‌‌20‌‌ ‌Armor‌.”‌‌ ‌  

This‌ ‌spell‌ ‌will‌ ‌instantly‌ ‌fix‌ ‌a‌ ‌specified‌ ‌amount‌ ‌of‌ ‌Armor‌ ‌Points‌ ‌on‌ ‌the‌ ‌recipient.‌ ‌It‌ ‌will‌ ‌not‌ ‌take‌ ‌a‌ ‌suit‌ ‌of‌ ‌armor‌ ‌over‌ ‌its‌‌                                               
maximum‌ ‌allowed‌ ‌value‌ ‌under‌ ‌any‌ ‌circumstances.‌ ‌ 

Note‌ ‌that‌ ‌the‌ ‌Mend‌ ‌Armor‌ ‌Effect‌ ‌may‌ ‌be‌ ‌used‌ ‌with‌ ‌any‌ ‌specified‌ ‌value.‌ ‌The‌ ‌2‌nd‌ ‌level‌ ‌Celestial‌ ‌spell‌ ‌mends‌‌20‌‌points‌‌of‌‌                                           
armor.‌ ‌ 

This‌‌ability‌‌will‌‌not‌‌work‌‌on‌‌a‌‌suit‌‌of‌‌armor‌‌which‌‌has‌‌been‌‌destroyed,‌‌such‌‌as‌‌a‌‌mundane‌‌suit‌‌of‌‌armor‌‌that‌‌was‌‌affected‌‌by‌‌                                                 
the‌‌‌Shatter‌‌‌ability.‌Mend‌‌Armor‌‌‌will‌‌mend‌‌Armor‌‌Points‌‌from‌‌any‌‌source,‌‌including‌‌physical‌‌suits‌‌of‌‌armor,‌‌Natural‌‌Armor,‌‌and‌‌                                     
Arcane‌ ‌Armor.‌ ‌ 

Mend‌ ‌Armor‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌6‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Mend‌ ‌Armor‌‌                 
Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌is‌‌granted‌‌8‌‌Packets‌‌of‌‌“10‌‌Spell‌‌‌Mend‌‌Armor!‌”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌                                                 
no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌These‌‌Packets‌‌may‌‌                                             
also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Oil‌ ‌of‌ ‌Slipperiness‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

When‌‌this‌‌Coating‌‌is‌‌placed‌‌on‌‌an‌‌item‌‌no‌‌larger‌‌than‌‌a‌‌Weapon,‌‌it‌‌prevents‌‌that‌‌item‌‌from‌‌being‌‌held‌‌for‌‌ten‌‌minutes‌‌from‌‌                                               
the‌ ‌time‌ ‌the‌ ‌item‌ ‌is‌ ‌first‌ ‌touched.‌ ‌This‌ ‌can‌ ‌be‌ ‌counteracted‌ ‌by‌ ‌an‌ ‌‌Alchemical‌ ‌Solvent‌‌ ‌or‌ ‌a‌ ‌‌Paste‌ ‌of‌ ‌Stickiness.‌ ‌ 

Paralysis‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌8‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌ ‌Gas,‌ ‌Potion,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Paralysis‌.”‌ ‌ 

This‌‌effect‌‌completely‌‌immobilizes‌‌the‌‌target.‌‌The‌‌target‌‌cannot‌‌move‌‌any‌‌part‌‌of‌‌their‌‌body,‌‌may‌‌not‌‌use‌‌any‌‌Game‌‌Abilities,‌ ‌                                         
and‌ ‌may‌ ‌be‌ ‌given‌ ‌a‌ ‌Killing‌ ‌Blow‌ ‌‌while‌ ‌thus‌ ‌trapped.‌ ‌An‌ ‌examination‌ ‌with‌ ‌the‌ ‌Skill‌ ‌‌Healing‌ ‌Arts‌ ‌determines‌ ‌that‌ ‌no‌ ‌tiny‌‌                                         
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vibrations‌ ‌caused‌ ‌by‌ ‌biology‌ ‌are‌ ‌occuring.‌ ‌ 

Paranoia‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌‌ ‌‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌causes‌‌the‌‌target‌‌to‌‌think‌‌that‌‌everyone‌‌is‌‌conspiring‌‌and‌‌plotting‌‌against‌‌them.‌‌Players‌‌should‌‌react‌‌as‌‌they‌‌think‌‌their‌‌                                         
characters‌ ‌would‌ ‌to‌ ‌this‌ ‌false-knowledge.‌ ‌ 

Paranoia‌ ‌‌will‌ ‌never‌ ‌force‌ ‌a‌ ‌player‌ ‌to‌ ‌cast‌ ‌Necromancy‌ ‌or‌ ‌otherwise‌ ‌act‌ ‌out‌ ‌of‌ ‌their‌ ‌true‌ ‌nature.‌ ‌ 

Paste‌ ‌of‌ ‌Stickiness‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coatings‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

When‌‌this‌‌Coating‌‌is‌‌placed‌‌on‌‌an‌‌item‌‌no‌‌larger‌‌than‌‌a‌‌Weapon,‌‌it‌‌causes‌‌anyone‌‌touching‌‌it‌‌for‌‌more‌‌than‌‌three‌‌seconds‌‌to‌‌                                               
become‌ ‌stuck‌ ‌to‌ ‌it‌ ‌for‌ ‌ten‌ ‌minutes.‌ ‌ 

This‌‌can‌‌be‌‌counteracted‌‌by‌‌an‌‌Oil‌‌of‌‌Slipperiness,‌‌an‌‌‌Alchemical‌‌Solvent,‌‌‌or‌‌a‌‌‌Release‌‌‌spell.‌‌A‌‌‌Killing‌‌Blow‌‌will‌‌not‌‌remove‌‌                                           
this‌ ‌effect,‌ ‌but‌ ‌a‌ ‌Resurrection‌ ‌will.‌ ‌ 

If‌ ‌placed‌ ‌upon‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌item,‌ ‌this‌ ‌substance‌ ‌will‌ ‌resist‌ ‌one‌ ‌‌Disarm‌ ‌‌attack,‌ ‌after‌ ‌which‌ ‌it‌ ‌will‌ ‌be‌ ‌expended.‌ ‌ 

If‌‌used‌‌on‌‌a‌‌Weapon‌‌and‌‌the‌‌Weapon‌‌is‌‌destroyed‌‌or‌‌Shattered,‌‌the‌‌holder‌‌will‌‌be‌‌stuck‌‌with‌‌the‌‌Weapon’s‌‌pommel‌‌in‌‌their‌‌                                             
hand‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌‌Paste‌ ‌of‌ ‌Stickiness‌‌ ‌and‌ ‌cannot‌ ‌hold‌ ‌anything‌ ‌else‌ ‌in‌ ‌that‌ ‌hand‌ ‌during‌ ‌that‌ ‌time.‌ ‌ 

OOG,‌‌drop‌‌your‌‌Weapon‌‌physrep‌‌but‌‌hold‌‌your‌‌hand‌‌in‌‌a‌‌fist‌‌for‌‌the‌‌remainder‌‌of‌‌the‌‌ten‌‌minutes,‌‌unable‌‌to‌‌hold‌‌anything‌‌                                             
else‌ ‌during‌ ‌that‌ ‌time.‌ ‌ 

Pin‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌2‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 
Duration:‌ ‌ ‌‌Line‌ ‌of‌ ‌Sight‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Binding‌ ‌Force‌ ‌I‌ ‌‌Pin‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌will‌‌instantly‌‌plant‌‌one‌‌of‌‌the‌‌target’s‌‌feet,‌‌chosen‌‌at‌‌the‌‌time‌‌the‌‌effect‌‌hits,‌‌in‌‌place.‌‌If‌‌the‌‌target’s‌‌foot‌‌was‌‌off‌‌the‌‌                                                   
ground‌‌at‌‌the‌‌time‌‌the‌‌Packet‌‌hit,‌‌then‌‌the‌‌foot‌‌will‌‌be‌‌forced‌‌to‌‌the‌‌ground.‌‌The‌‌target‌‌may‌‌pivot‌‌their‌‌body‌‌360‌‌degrees‌‌but‌‌                                                 
may‌ ‌not‌ ‌move‌ ‌that‌ ‌foot.‌ ‌It‌ ‌can‌ ‌be‌ ‌removed‌ ‌by‌ ‌a‌ ‌‌Dispel‌,‌ ‌a‌ ‌‌Purify‌,‌ ‌or‌ ‌a‌ ‌‌Release‌.‌ ‌ 

Poison‌ ‌Shield‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌ ‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌a‌‌ ‌Poison‌ ‌Shield‌.”‌ ‌ 

This‌‌effect‌‌protects‌‌the‌‌recipient‌‌from‌‌the‌‌next‌‌attack‌‌with‌‌the‌‌Poison‌‌Qualifier.‌‌It‌‌is‌‌then‌‌immediately‌‌used‌‌up.‌‌When‌‌used,‌‌                                         
the‌‌character‌‌must‌‌call‌‌‌“Poison‌‌Shield.”‌‌It‌‌will‌‌not‌‌protect‌‌against‌‌ingested‌‌Elixirs‌‌or‌‌Coatings‌‌such‌‌as‌‌‌Oils‌‌of‌‌Slipperiness‌‌or‌‌                                         
Pastes‌ ‌of‌ ‌Stickiness.‌ ‌ 
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Prison‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌ ‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Prison‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌seals‌‌the‌‌target‌‌into‌‌a‌‌rigid,‌‌form-fitting,‌‌unbreakable‌‌barrier,‌‌trapping‌‌them‌‌within.‌‌The‌‌target‌‌cannot‌‌move,‌‌speak,‌‌                                     
or‌ ‌perform‌ ‌any‌ ‌Game‌ ‌Abilities,‌ ‌including‌ ‌‌High‌ ‌Magic‌‌ ‌abilities.‌ ‌ 

It‌‌lasts‌‌for‌‌ten‌‌minutes‌‌but‌‌may‌‌be‌‌dropped‌‌by‌‌the‌‌caster‌‌at‌‌any‌‌time‌‌if‌‌they‌‌touch‌‌the‌‌target‌‌and‌‌state‌‌“‌Prison‌‌Down.”‌‌This‌‌                                                 
statement‌‌is‌‌OOG‌‌and‌‌can‌‌be‌‌used‌‌even‌‌if‌‌the‌‌caster‌‌is‌‌‌Silenced‌‌‌or‌‌inside‌‌the‌‌‌Prison‌.‌‌Any‌‌observers‌‌who‌‌hear‌‌the‌‌statement‌‌                                             
are‌ ‌aware‌ ‌that‌ ‌the‌ ‌‌Prison‌ ‌‌was‌ ‌dropped‌ ‌and‌ ‌might‌ ‌know‌ ‌who‌ ‌dropped‌ ‌it.‌ ‌ 

A‌ ‌‌Dispel‌ ‌‌will‌ ‌bring‌ ‌down‌ ‌the‌ ‌‌Prison‌ ‌‌but‌ ‌will‌ ‌not‌ ‌end‌ ‌any‌ ‌other‌ ‌effects‌ ‌on‌ ‌the‌ ‌creature‌ ‌inside.‌ ‌ 

Any‌ ‌creature‌ ‌sealed‌ ‌within‌ ‌a‌‌‌Prison‌‌‌will‌‌call‌‌“No‌‌Effect”‌‌to‌‌all‌‌Effects‌‌(except‌‌‌Dispel‌‌‌and‌‌the‌‌Massive‌‌Carrier),‌‌nor‌‌will‌‌they‌‌                                           
take‌‌any‌‌damage‌‌from‌‌physical‌‌attacks‌‌or‌‌traps.‌‌‌Healing‌‌Arts‌‌‌or‌‌‌First‌‌Aid‌‌will‌‌not‌‌work‌‌through‌‌a‌‌‌Prison‌.‌‌A‌‌creature‌‌within‌‌a‌‌                                             
Prison‌ ‌‌cannot‌ ‌be‌ ‌searched.‌ ‌ 

However,‌ ‌the‌ ‌‌Prison‌ ‌‌does‌ ‌not‌ ‌provide‌ ‌complete‌ ‌and‌ ‌absolute‌ ‌protection‌ ‌against‌ ‌harm.‌ ‌The‌ ‌target‌ ‌will‌ ‌suffocate‌ ‌if‌ ‌placed‌‌                                   
underwater‌ ‌(assuming‌ ‌the‌ ‌target‌ ‌needs‌ ‌to‌ ‌breathe‌ ‌to‌ ‌survive).‌ ‌The‌ ‌‌Prisoned‌ ‌‌creature‌ ‌may‌ ‌also‌ ‌be‌ ‌injured‌ ‌or‌ ‌slain‌ ‌from‌‌                                     
overwhelming‌ ‌damage‌ ‌such‌ ‌as‌ ‌falling‌ ‌from‌ ‌a‌ ‌great‌ ‌height,‌ ‌at‌ ‌the‌ ‌judgement‌ ‌of‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌Plot‌ ‌Team‌ ‌on‌ ‌the‌ ‌scene.‌ ‌ 

A‌‌voice‌‌attack‌‌will‌‌also‌‌work‌‌through‌‌a‌‌‌Prison‌.‌‌A‌‌creature’s‌‌eyes‌‌remain‌‌in‌‌the‌‌same‌‌state‌‌of‌‌open‌‌or‌‌closed‌‌(IG,‌‌be‌‌safe)‌‌as‌‌                                                 
when‌‌the‌‌‌Prison‌‌was‌‌cast.‌‌As‌‌with‌‌a‌‌‌Ward‌,‌‌no‌‌gasses‌‌other‌‌than‌‌air‌‌can‌‌get‌‌inside.‌‌The‌‌barrier‌‌is‌‌not‌‌a‌‌frictionless‌‌surface‌‌                                               
and‌ ‌has‌ ‌as‌ ‌much‌ ‌friction‌ ‌as‌ ‌a‌ ‌normal‌ ‌creature.‌ ‌ 

A‌‌target‌‌of‌‌the‌‌‌Prison‌‌‌is‌‌completely‌‌aware‌‌of‌‌their‌‌surroundings‌‌and‌‌unless‌‌Unconscious‌‌or‌‌otherwise‌‌impaired‌‌will‌‌remember‌‌                                     
all‌ ‌that‌ ‌occurred‌ ‌while‌ ‌‌Prisoned‌.‌ ‌ 

Only‌‌the‌‌caster‌‌may‌‌deliver‌‌a‌‌Killing‌‌Blow‌‌to‌‌the‌‌recipient.‌‌The‌‌caster‌‌must‌‌say‌‌“‌Prison‌‌Down”‌‌after‌‌delivering‌‌a‌‌Killing‌‌Blow.‌‌                                           
(“Killing‌‌Blow‌‌one,‌‌Killing‌‌Blow‌‌two,‌‌Killing‌‌Blow‌‌three,‌‌‌Prison‌‌‌Down.”)‌‌If‌‌the‌‌‌Killing‌‌Blow‌‌‌fails‌‌(for‌‌example,‌‌the‌‌creature‌‌inside‌‌                                         
is‌‌Immune‌‌to‌‌the‌‌caster’s‌‌attack),‌‌then‌‌the‌‌‌Prison‌‌‌will‌‌drop‌‌as‌‌soon‌‌as‌‌the‌‌‌Killing‌‌Blow‌‌‌is‌‌completed,‌‌and‌‌the‌‌creature‌‌may‌‌                                             
then‌‌defend‌‌itself.‌‌A‌‌‌Killing‌‌Blow‌‌‌delivered‌‌with‌‌the‌‌Massive‌‌Carrier‌‌will‌‌still‌‌take‌‌a‌‌‌Prison‌‌‌down,‌‌whether‌‌it‌‌succeeds‌‌or‌‌not,‌‌                                           
and‌ ‌whether‌ ‌performed‌ ‌by‌ ‌the‌ ‌caster‌ ‌of‌ ‌the‌ ‌‌Prison‌ ‌‌or‌ ‌not.‌ ‌ 

For‌ ‌safety‌ ‌reasons,‌ ‌it‌ ‌is‌ ‌never‌ ‌allowed‌ ‌to‌ ‌lay‌ ‌the‌ ‌‌Prisoned‌ ‌‌target‌ ‌on‌ ‌the‌ ‌ground‌ ‌before‌ ‌removing‌ ‌the‌ ‌‌Prison‌.‌ ‌ 

Purify‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌8‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌‌Purify‌‌ ‌you.”‌ ‌ 

This‌ ‌Effect‌ ‌will‌ ‌remove‌ ‌all‌ ‌harmful‌ ‌effects‌ ‌from‌ ‌the‌ ‌Spirit‌ ‌which‌‌include‌‌everything‌‌in‌‌the‌‌Effect‌‌groups‌‌Alteration,‌‌Binding,‌‌                                     
Command,‌ ‌Curse,‌‌ ‌and‌ ‌‌Necromancy‌ ‌‌as‌ ‌well‌ ‌as‌ ‌the‌ ‌‌Stun‌ ‌Limb‌‌ ‌effect.‌ ‌ 

It‌‌will‌‌not‌‌remove‌‌effects‌‌in‌‌the‌‌‌Greater‌‌Command‌‌group.‌‌It‌‌will‌‌not‌‌cure‌‌any‌‌damage‌‌previously‌‌wrought‌‌by‌‌any‌‌Effect,‌‌nor‌‌                                           
will‌ ‌it‌ ‌fix‌ ‌Instant‌ ‌effects‌ ‌which‌ ‌have‌ ‌already‌ ‌run‌ ‌their‌ ‌course‌ ‌(such‌ ‌as‌ ‌‌Doom‌).‌ ‌Similarly,‌ ‌‌Purify‌ ‌‌will‌ ‌not‌ ‌otherwise‌ ‌remove‌‌                                       
external‌ ‌effects‌ ‌(such‌ ‌as‌ ‌‌Wall‌ ‌of‌ ‌Force‌‌ ‌or‌ ‌‌Prison‌)‌ ‌even‌ ‌if‌ ‌the‌ ‌caster‌ ‌interprets‌ ‌them‌ ‌as‌ ‌harmful.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌affect‌ ‌an‌ ‌Undead‌ ‌as‌ ‌a‌ ‌‌Drain‌ ‌‌affects‌ ‌the‌ ‌living.‌ ‌ 

This‌ ‌spell‌ ‌(like‌ ‌all‌ ‌others)‌ ‌will‌ ‌still‌ ‌trigger‌ ‌Dumb‌ ‌Defenses‌ ‌unless‌ ‌Touch-Cast‌ ‌and‌ ‌accepted.‌ ‌ 
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Reflect‌ ‌Spell‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌8‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌‌ ‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌a‌‌ ‌Reflect‌ ‌Spell‌.”‌ ‌ 

This‌ ‌Effect‌ ‌will‌ ‌Return‌ ‌the‌ ‌next‌ ‌Effect‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Spell‌ ‌Qualifier‌ ‌cast‌ ‌at‌ ‌the‌ ‌recipient‌ ‌back‌ ‌at‌ ‌the‌ ‌caster,‌‌including‌‌                                         
beneficial‌ ‌spells,‌ ‌after‌ ‌which‌ ‌it‌ ‌is‌ ‌used‌ ‌up.‌ ‌The‌ ‌recipient‌ ‌must‌ ‌say‌ ‌“‌Reflect‌ ‌Spell‌”‌ ‌to‌ ‌inform‌ ‌the‌ ‌caster‌ ‌that‌ ‌the‌ ‌spell‌ ‌was‌‌                                           
Returned.‌ ‌It‌ ‌does‌ ‌not‌ ‌protect‌ ‌the‌ ‌recipient‌ ‌from‌ ‌Magic‌ ‌damage‌ ‌or‌ ‌any‌ ‌other‌ ‌Qualifier‌ ‌such‌ ‌as‌ ‌the‌ ‌Weapon‌ ‌Qualifier.‌ ‌ 

This‌‌spell‌‌lasts‌‌until‌‌used‌‌or‌‌affected‌‌by‌‌‌Dispel‌‌‌and‌‌cannot‌‌be‌‌used‌‌in‌‌conjunction‌‌with‌‌a‌‌‌Spell‌‌Shield.‌‌If‌‌you‌‌have‌‌a‌‌‌Reflect‌‌                                               
Spell‌ ‌‌active,‌ ‌you‌ ‌may‌ ‌still‌ ‌accept‌ ‌spells‌ ‌that‌ ‌are‌ ‌Touch-Cast,‌ ‌though‌ ‌you‌ ‌must‌ ‌be‌ ‌conscious‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

Release‌ ‌ 
Spell‌:‌‌ ‌Celestial‌ ‌and‌ ‌Earth‌ ‌5‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌‌Release‌ ‌‌you‌ ‌from‌ ‌Bindings.”‌ ‌ 

This‌‌spell‌‌will‌‌release‌‌a‌‌creature‌‌caught‌‌in‌‌any‌‌‌Binding‌‌‌effect‌‌as‌‌well‌‌as‌‌negating‌‌all‌‌active‌‌Paste‌‌of‌‌Stickiness‌‌Effects‌‌upon‌‌                                           
the‌ ‌creature.‌ ‌It‌ ‌will‌ ‌not‌ ‌free‌ ‌someone‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Paralysis‌ ‌‌or‌ ‌a‌ ‌‌Prison‌.‌ ‌ 

This‌‌spell‌‌will‌‌also‌‌remove‌‌physical‌‌bindings‌‌such‌‌as‌‌handcuffs,‌‌ropes,‌‌stocks,‌‌etc.‌‌It‌‌will‌‌not‌‌unlock‌‌a‌‌door.‌‌A‌‌Pause‌‌can‌‌be‌‌                                             
called‌ ‌if‌ ‌you‌ ‌are‌ ‌physically‌ ‌tied‌ ‌up‌ ‌and‌ ‌need‌ ‌time‌ ‌to‌ ‌remove‌ ‌the‌ ‌item‌ ‌constricting‌ ‌you.‌ ‌ 

Repel‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌2‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Concentration‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Repel‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌requires‌‌the‌‌caster‌‌to‌‌hit‌‌a‌‌target‌‌with‌‌a‌‌spell‌‌Packet‌‌and‌‌hold‌‌the‌‌hand‌‌used‌‌to‌‌throw‌‌the‌‌Packet‌‌palm‌‌out,‌‌facing‌‌                                                 
the‌ ‌recipient.‌ ‌‌Repel‌ ‌Strike‌‌utilises‌‌different‌‌requirements.‌‌The‌‌caster‌‌and‌‌the‌‌target‌‌should‌‌then‌‌stay‌‌at‌‌least‌‌ten‌‌feet‌‌apart‌‌                                       
while‌ ‌the‌ ‌spell‌ ‌is‌ ‌ongoing,‌ ‌and‌ ‌the‌ ‌caster‌ ‌must‌ ‌keep‌ ‌the‌ ‌hand‌ ‌held‌ ‌out‌ ‌toward‌ ‌the‌ ‌target.‌ ‌ 

The‌ ‌outstretched‌ ‌hand‌ ‌cannot‌ ‌be‌ ‌used‌ ‌for‌ ‌any‌ ‌other‌ ‌purpose,‌ ‌although‌ ‌the‌ ‌caster‌ ‌may‌ ‌use‌ ‌the‌ ‌other‌ ‌hand‌ ‌for‌ ‌IG‌ ‌Skills.‌ ‌ 

When‌ ‌the‌ ‌spell‌ ‌is‌ ‌first‌ ‌cast,‌ ‌the‌‌recipient‌‌must‌‌move‌‌ten‌‌feet‌‌away‌‌from‌‌the‌‌caster.‌‌After‌‌that,‌‌neither‌‌the‌‌recipient‌‌nor‌‌the‌‌                                             
caster‌‌may‌‌approach‌‌within‌‌ten‌‌feet‌‌of‌‌each‌‌other;‌‌the‌‌caster‌‌cannot‌‌approach‌‌the‌‌recipient‌‌any‌‌easier‌‌than‌‌the‌‌recipient‌‌may‌‌                                         
approach‌ ‌the‌ ‌caster.‌ ‌Either‌ ‌can‌ ‌back‌ ‌away.‌ ‌ 

If‌‌the‌‌target‌‌is‌‌within‌‌ten‌‌feet‌‌when‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌target‌‌must‌‌move‌‌away,‌‌but‌‌never‌‌in‌‌a‌‌manner‌‌that‌‌will‌‌endanger‌‌the‌‌                                                   
target‌ ‌or‌ ‌cause‌ ‌direct‌ ‌harm‌ ‌to‌ ‌themself.‌ ‌In‌ ‌other‌ ‌words,‌ ‌the‌ ‌target‌ ‌cannot‌ ‌be‌ ‌made‌ ‌to‌ ‌jump‌ ‌off‌ ‌a‌ ‌cliff‌ ‌or‌ ‌walk‌ ‌towards‌ ‌a‌‌                                               
magical‌ ‌portal‌ ‌or‌ ‌do‌ ‌any‌ ‌other‌ ‌action‌ ‌which‌ ‌would‌ ‌cause‌ ‌harm.‌ ‌ 

This‌‌spell‌‌does‌‌not‌‌create‌‌a‌‌ten-foot‌‌magical‌‌circle‌‌around‌‌the‌‌caster‌‌which‌‌is‌‌effective‌‌only‌‌upon‌‌the‌‌target;‌‌if‌‌the‌‌target‌‌has‌‌                                             
to‌‌come‌‌closer‌‌than‌‌ten‌‌feet‌‌in‌‌order‌‌to‌‌get‌‌away‌‌(for‌‌example,‌‌to‌‌pull‌‌close‌‌to‌‌the‌‌caster‌‌in‌‌order‌‌to‌‌get‌‌to‌‌an‌‌exit),‌‌then‌‌that‌‌                                                       
is‌ ‌permissible.‌ ‌While‌ ‌within‌ ‌that‌ ‌ten-foot‌ ‌area,‌ ‌however,‌ ‌the‌ ‌target‌ ‌can‌ ‌take‌ ‌no‌ ‌IG‌ ‌actions‌ ‌against‌ ‌the‌ ‌caster.‌ ‌ 

Restore‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌6‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌‌Restore‌ ‌‌you.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌remove‌ ‌an‌ ‌ongoing‌ ‌‌Wither‌ ‌‌Effect‌ ‌upon‌ ‌the‌ ‌target.‌ ‌This‌ ‌spell‌ ‌is‌ ‌also‌ ‌the‌ ‌only‌ ‌way‌ ‌short‌ ‌of‌ ‌a‌‌‌Life‌‌‌spell‌‌or‌‌a‌‌                                                 
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Resurrection‌ ‌to‌ ‌restore‌ ‌a‌ ‌limb‌ ‌that‌ ‌has‌ ‌been‌ ‌severed‌ ‌or‌ ‌amputated,‌ ‌or‌ ‌to‌ ‌restore‌ ‌a‌ ‌broken‌ ‌hand‌ ‌or‌ ‌arm.‌ ‌ 

When‌ ‌cast‌ ‌upon‌ ‌Undead,‌ ‌it‌ ‌has‌ ‌the‌ ‌same‌ ‌effect‌ ‌as‌ ‌a‌ ‌‌Wither‌ ‌‌has‌ ‌on‌ ‌living‌ ‌targets.‌ ‌ 

Sanctuary‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌3‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌Concentration‌ ‌/‌ ‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌you‌ ‌‌Sanctuary‌.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌remain‌ ‌ongoing‌ ‌as‌‌long‌‌as‌‌the‌‌target’s‌‌hands‌‌are‌‌clasped‌‌above‌‌the‌‌head‌‌and‌‌no‌‌damage‌‌is‌‌taken‌‌to‌‌Body‌‌                                             
Points,‌ ‌or‌ ‌ten‌ ‌minutes,‌ ‌whichever‌ ‌is‌ ‌shorter.‌ ‌The‌ ‌recipient‌ ‌is‌ ‌protected‌ ‌against‌ ‌all‌ ‌Weapon‌‌Qualifier‌‌attacks‌‌from‌‌Undead‌‌                                   
creatures,‌ ‌including‌ ‌Arrows‌ ‌and‌ ‌Bolts.‌ ‌It‌ ‌does‌ ‌not‌ ‌protect‌ ‌against‌ ‌a‌ ‌Weapon‌ ‌attack‌ ‌with‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

You‌ ‌cannot‌ ‌run‌ ‌while‌ ‌affected‌ ‌by‌ ‌a‌ ‌‌Sanctuary‌.‌ ‌You‌ ‌cannot‌ ‌do‌ ‌anything‌ ‌that‌ ‌requires‌‌the‌‌use‌‌of‌‌your‌‌hands,‌‌such‌‌as‌‌cast‌‌                                           
spells,‌ ‌use‌ ‌Weapons,‌ ‌use‌ ‌poisons,‌‌feed‌‌someone‌‌a‌‌Potion,‌‌or‌‌pick‌‌up‌‌items.‌‌However,‌‌you‌‌can‌‌Touch-Cast‌‌on‌‌yourself‌‌or‌‌                                       
activate‌‌a‌‌Magic‌‌Item.‌‌You‌‌can‌‌be‌‌fed‌‌a‌‌Potion‌‌and‌‌you‌‌can‌‌continue‌‌to‌‌hold‌‌things‌‌that‌‌were‌‌in‌‌your‌‌hands‌‌at‌‌the‌‌time‌‌the‌‌                                                   
Sanctuary‌ ‌‌began.‌ ‌ 

Shackle‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 
Duration:‌ ‌‌Line‌ ‌of‌ ‌Sight‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Binding‌ ‌Force‌ ‌I‌ ‌‌Shackle‌ ‌‌you.”‌ ‌ 

This‌ ‌spell‌ ‌snares‌ ‌the‌ ‌arms‌ ‌of‌ ‌its‌ ‌target,‌ ‌binding‌ ‌them‌ ‌straight‌ ‌to‌‌its‌‌sides.‌‌The‌‌target‌‌may‌‌talk‌‌freely‌‌but‌‌may‌‌not‌‌use‌‌any‌‌                                               
Game‌‌Abilities‌‌requiring‌‌the‌‌use‌‌of‌‌arms,‌‌including‌‌using‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌casting‌‌a‌‌spell,‌‌or‌‌activating‌‌a‌‌Gas‌‌Globe.‌‌The‌‌                                           
target‌ ‌may‌ ‌walk,‌ ‌run,‌ ‌or‌ ‌leave‌ ‌the‌ ‌combat‌ ‌area‌ ‌as‌ ‌desired.‌ ‌ 

This‌‌spell‌‌does‌‌not‌‌prevent‌‌the‌‌target‌‌from‌‌being‌‌searched‌‌or‌‌being‌‌given‌‌a‌‌Killing‌‌Blow,‌‌although‌‌a‌‌moving‌‌target‌‌is‌‌unlikely‌‌                                           
to‌ ‌allow‌ ‌either‌ ‌action.‌ ‌ 

Shatter‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌3‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll,‌ ‌Trap‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Shatter‌ ‌‌your‌ ‌<item>.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌destroy‌ ‌any‌ ‌object‌ ‌up‌ ‌to‌ ‌the‌ ‌size‌ ‌of‌ ‌a‌ ‌normal‌ ‌door,‌ ‌rendering‌ ‌it‌ ‌useless.‌ ‌It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌create‌ ‌a‌‌                                               
door-sized‌‌hole‌‌in‌‌an‌‌object‌‌larger‌‌than‌‌a‌‌door.‌‌Once‌‌destroyed,‌‌the‌‌physrep‌‌will‌‌become‌‌unusable‌‌but‌‌not‌‌unrecognizable.‌‌A‌‌                                       
Shatter‌ ‌‌cast‌ ‌at‌ ‌a‌ ‌door‌ ‌will‌ ‌not‌ ‌totally‌ ‌destroy‌ ‌the‌ ‌door‌ ‌but‌ ‌will‌ ‌damage‌ ‌it‌ ‌enough‌ ‌to‌ ‌allow‌ ‌passage‌ ‌through‌ ‌the‌ ‌door’s‌ ‌frame.‌ ‌ 

When‌ ‌targeting‌ ‌a‌ ‌possession‌ ‌(like‌ ‌a‌ ‌Weapon,‌ ‌Shield,‌ ‌or‌ ‌suit‌ ‌of‌ ‌armor),‌ ‌the‌ ‌item‌ ‌will‌ ‌be‌ ‌destroyed‌ ‌unless‌ ‌rendered‌‌                                     
indestructible‌‌or‌‌able‌‌to‌‌‌Resist‌‌‌the‌‌effect,‌‌for‌‌example,‌‌through‌‌the‌‌Strengthening‌‌‌Blacksmith‌‌‌ability.‌‌A‌‌suit‌‌of‌‌armor‌‌will‌‌still‌‌be‌‌                                         
reduced‌‌to‌‌0‌‌current‌‌Armor‌‌Points‌‌until‌‌refit‌‌even‌‌if‌‌it‌‌is‌‌not‌‌permanently‌‌destroyed.‌‌Note‌‌that‌‌a‌‌‌Shatter‌‌‌used‌‌against‌‌‌any‌‌‌type‌‌                                             
of‌‌Armor‌‌will‌‌reduce‌‌it‌‌to‌‌0‌‌Armor‌‌Points,‌‌even‌‌if‌‌the‌‌Armor‌‌Points‌‌come‌‌from‌‌Natural‌‌or‌‌Arcane‌‌Armor.‌‌These‌‌types‌‌of‌‌Armor‌‌                                               
may‌ ‌still‌ ‌be‌ ‌Refit‌ ‌normally‌ ‌afterwards.‌ ‌ 

This‌‌spell‌‌will‌‌not‌‌work‌‌on‌‌an‌‌indestructible‌‌non-armor‌‌Magic‌‌Item‌‌nor‌‌a‌‌magically‌‌protected‌‌item‌‌such‌‌as‌‌a‌‌‌Wizard‌‌Locked‌‌                                         
door.‌ ‌‌Shattering‌ ‌‌a‌ ‌trapped‌ ‌item‌ ‌will‌ ‌trigger‌ ‌and‌ ‌destroy‌ ‌the‌ ‌Trap‌ ‌as‌ ‌well.‌ ‌ 

The‌‌target‌‌item‌‌must‌‌be‌‌named,‌‌and‌‌only‌‌the‌‌target‌‌item‌‌will‌‌be‌‌‌Shattered‌.‌‌Items‌‌that‌‌are‌‌contained‌‌within‌‌or‌‌attached‌‌will‌‌not‌‌                                             
be‌‌affected.‌‌If‌‌there‌‌are‌‌two‌‌or‌‌more‌‌items‌‌that‌‌fit‌‌the‌‌description‌‌of‌‌the‌‌incant,‌‌then‌‌a‌‌hand-held‌‌item‌‌will‌‌be‌‌affected‌‌before‌‌                                               
one‌‌simply‌‌carried‌‌on‌‌one’s‌‌person;‌‌thus‌‌if‌‌a‌‌monster‌‌throws‌‌a‌‌Packet‌‌for‌‌“Elemental‌‌‌Shatter‌‌‌Weapon!”‌‌then‌‌a‌‌Long‌‌Sword‌‌                                         
that‌‌is‌‌being‌‌actively‌‌used‌‌will‌‌be‌‌destroyed‌‌before‌‌a‌‌Dagger‌‌strapped‌‌to‌‌the‌‌back.‌‌A‌‌Shield‌‌is‌‌not‌‌considered‌‌a‌‌Weapon‌‌for‌‌                                             
the‌ ‌purpose‌ ‌of‌ ‌‌Shatter‌.‌ ‌ 
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If‌‌the‌‌item‌‌that‌‌is‌‌being‌‌carried‌‌is‌‌protected‌‌against‌‌this‌‌effect‌‌(such‌‌as‌‌by‌‌being‌‌Strengthened‌‌or‌‌by‌‌being‌‌a‌‌Magic‌‌Weapon),‌‌                                             
then‌ ‌the‌ ‌spell‌ ‌is‌ ‌used‌ ‌up‌ ‌and‌ ‌will‌ ‌not‌ ‌affect‌ ‌another‌ ‌similar‌ ‌item‌ ‌in‌ ‌the‌ ‌possession‌ ‌of‌ ‌the‌ ‌target.‌ ‌ 

Shun‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Command‌ ‌you‌ ‌to‌ ‌‌Shun‌ ‌‌me.”‌ ‌ 

This‌‌spell‌‌causes‌‌the‌‌target‌‌to‌‌feel‌‌great‌‌discomfort‌‌around‌‌the‌‌caster.‌‌The‌‌target‌‌will‌‌not‌‌initiate‌‌an‌‌attack‌‌on‌‌the‌‌caster‌‌while‌‌                                             
the‌ ‌spell‌ ‌is‌ ‌in‌ ‌effect,‌ ‌and‌ ‌the‌ ‌target‌ ‌will‌ ‌immediately‌ ‌move‌‌at‌‌least‌‌ten‌‌feet‌‌away‌‌from‌‌the‌‌caster‌‌and‌‌stay‌‌at‌‌least‌‌that‌‌far‌‌                                                 
away‌ ‌while‌ ‌the‌ ‌spell‌ ‌is‌ ‌in‌ ‌effect.‌ ‌Any‌ ‌attacks‌ ‌originating‌ ‌from‌ ‌the‌ ‌target‌ ‌that‌ ‌strike‌ ‌the‌ ‌caster‌ ‌are‌ ‌called‌ ‌“No‌ ‌Effect.”‌‌ ‌  

If‌ ‌the‌ ‌target‌ ‌is‌ ‌within‌ ‌ten‌‌feet‌‌when‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌target‌‌must‌‌move‌‌away,‌‌but‌‌never‌‌in‌‌a‌‌manner‌‌that‌‌causes‌‌direct‌‌                                                 
harm‌‌or‌‌endangers‌‌themselves.‌‌In‌‌other‌‌words,‌‌the‌‌target‌‌cannot‌‌be‌‌made‌‌to‌‌jump‌‌off‌‌a‌‌cliff‌‌or‌‌walk‌‌towards‌‌a‌‌magical‌‌portal‌‌                                             
or‌ ‌do‌ ‌any‌ ‌other‌ ‌action‌ ‌which‌ ‌would‌ ‌cause‌ ‌harm.‌‌ ‌  

This‌‌spell‌‌does‌‌not‌‌create‌‌a‌‌ten-foot‌‌magical‌‌circle‌‌around‌‌the‌‌caster‌‌which‌‌is‌‌effective‌‌only‌‌upon‌‌the‌‌target;‌‌it‌‌merely‌‌makes‌‌                                           
the‌‌target‌‌attempt‌‌to‌‌stay‌‌at‌‌least‌‌ten‌‌feet‌‌away.‌‌If‌‌the‌‌target‌‌must‌‌come‌‌closer‌‌than‌‌ten‌‌feet‌‌to‌‌get‌‌away‌‌(for‌‌example,‌‌to‌‌pull‌‌                                                   
close‌‌to‌‌the‌‌caster‌‌to‌‌get‌‌to‌‌an‌‌exit),‌‌then‌‌that‌‌is‌‌permissible.‌‌While‌‌within‌‌that‌‌ten-foot‌‌area‌‌however,‌‌the‌‌target‌‌can‌‌take‌‌no‌‌                                               
IG‌ ‌actions‌ ‌against‌ ‌the‌ ‌caster.‌ ‌ 

Silence‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Trap‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Silence‌.”‌ ‌ 

The‌ ‌target‌ ‌of‌ ‌this‌ ‌spell‌ ‌cannot‌ ‌talk‌ ‌IG,‌ ‌activate‌ ‌Magic‌ ‌Items,‌ ‌or‌ ‌cast‌ ‌any‌ ‌spell.‌ ‌The‌‌player‌‌must‌‌still‌‌call‌‌out‌‌the‌‌damage‌‌                                             
points‌ ‌their‌ ‌Weapons‌ ‌inflict‌ ‌if‌ ‌combat‌ ‌ensues‌‌while‌‌the‌‌spell‌‌is‌‌in‌‌effect,‌‌as‌‌well‌‌as‌‌any‌‌OOG‌‌phrases‌‌or‌‌answers‌‌such‌‌as‌‌                                             
“‌Spell‌ ‌Shield‌”‌ ‌or‌ ‌answering‌ ‌a‌ ‌‌Healing‌ ‌Arts‌‌ ‌question.‌ ‌ 

Sleep‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌6‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Command‌ ‌ 
Duration:‌‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Scroll,‌ ‌Elixir,‌ ‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Command‌ ‌you‌ ‌to‌ ‌‌Sleep‌.”‌ ‌ 

This‌ ‌spell‌ ‌causes‌ ‌the‌ ‌target‌ ‌to‌ ‌instantly‌ ‌fall‌ ‌into‌ ‌a‌ ‌deep‌ ‌‌Sleep‌.‌ ‌ 

No‌ ‌roleplay,‌ ‌not‌ ‌even‌ ‌strong‌ ‌shaking‌ ‌or‌ ‌yelling‌ ‌in‌‌the‌‌target’s‌‌ear‌‌will‌‌rouse‌‌them‌‌from‌‌this‌‌magical‌‌‌Sleep‌;‌‌nor‌‌will‌‌dealing‌‌                                           
them‌ ‌damage.‌ ‌ 

This‌ ‌effect‌ ‌will‌ ‌not‌ ‌work‌ ‌on‌ ‌some‌ ‌creatures‌ ‌with‌ ‌No‌ ‌Metabolism,‌ ‌such‌ ‌as‌ ‌Undead‌ ‌creatures,‌ ‌Constructs,‌ ‌or‌ ‌some‌ ‌giant‌‌                                     
insects.‌ ‌ 

Slow‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌1‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll,‌ ‌Trap‌ 

Incantation:‌ ‌‌“With‌ ‌Binding‌ ‌Force‌ ‌I‌ ‌‌Slow‌ ‌‌you.”‌ ‌ 

The‌‌target‌‌will‌‌be‌‌magically‌‌‌Slowed‌‌‌such‌‌that‌‌they‌‌are‌‌unable‌‌to‌‌run‌‌for‌‌the‌‌duration.‌‌They‌‌may‌‌move‌‌at‌‌walking‌‌speed,‌‌even‌‌                                             
brisk‌ ‌walking‌ ‌speed,‌ ‌but‌ ‌attempting‌ ‌to‌ ‌jog‌ ‌or‌ ‌run‌ ‌is‌ ‌completely‌ ‌impossible‌ ‌for‌ ‌them.‌ ‌ 
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Solidify‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌Instant‌ ‌/‌ ‌5‌ ‌Seconds‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Solidify‌ ‌‌you.”‌ ‌ 

This‌‌spell‌‌forces‌‌a‌‌Gaseous‌‌Form‌‌to‌‌become‌‌immediately‌‌solid.‌‌The‌‌creature‌‌may‌‌be‌‌able‌‌to‌‌turn‌‌Gaseous‌‌again‌‌if‌‌it‌‌has‌‌the‌‌                                             
Skill.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌work‌ ‌on‌ ‌certain‌ ‌creatures‌ ‌who‌ ‌are‌ ‌gaseous‌ ‌normally,‌ ‌such‌ ‌as‌ ‌non-corporeal‌ ‌Undead‌ ‌or‌ ‌air‌ ‌elementals.‌ ‌ 

A‌‌corporeal‌‌target‌‌struck‌‌by‌‌this‌‌effect‌‌will‌‌suffer‌‌a‌‌temporary‌‌slowdown.‌‌For‌‌five‌‌seconds,‌‌the‌‌target‌‌may‌‌not‌‌run‌‌and‌‌may‌‌                                           
not‌ ‌make‌ ‌use‌ ‌of‌ ‌any‌ ‌Skills‌ ‌other‌ ‌than‌ ‌Defensive‌ ‌Skills‌ ‌or‌ ‌touch-cast‌ ‌Skills,‌ ‌nor‌ ‌may‌ ‌they‌ ‌use‌ ‌a‌ ‌weapon‌ ‌for‌ ‌any‌ ‌delivery.”‌ ‌ 

Spell‌ ‌Shield‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌5‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌ ‌‌Up‌ ‌To‌ ‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌a‌ ‌‌Spell‌ ‌Shield‌.”‌ ‌ 

This‌‌effect‌‌will‌‌negate‌‌the‌‌next‌‌Effect‌‌delivered‌‌with‌‌the‌‌Spell‌‌Qualifier‌‌cast‌‌at‌‌the‌‌recipient,‌‌including‌‌beneficial‌‌spells,‌‌after‌‌                                       
which‌‌it‌‌is‌‌used‌‌up.‌‌The‌‌recipient‌‌must‌‌say‌‌“‌Spell‌‌Shield‌”‌‌to‌‌inform‌‌the‌‌caster‌‌that‌‌the‌‌spell‌‌was‌‌returned.‌‌It‌‌does‌‌not‌‌protect‌‌                                               
the‌ ‌recipient‌ ‌from‌ ‌Magic‌ ‌damage‌ ‌or‌ ‌any‌ ‌other‌ ‌Qualifier‌ ‌such‌ ‌as‌ ‌the‌ ‌Weapon‌ ‌Qualifier.‌ ‌ 

This‌ ‌spell‌ ‌lasts‌ ‌until‌ ‌used‌ ‌or‌ ‌‌Dispelled‌ ‌‌and‌ ‌cannot‌ ‌be‌ ‌used‌ ‌in‌ ‌conjunction‌ ‌with‌‌a‌‌‌Reflect‌‌Spell.‌‌‌If‌‌you‌‌have‌‌a‌‌‌Spell‌‌Shield‌‌                                             
active,‌ ‌you‌ ‌may‌ ‌still‌ ‌accept‌ ‌spells‌ ‌that‌ ‌are‌ ‌Touch-Cast,‌ ‌though‌ ‌you‌ ‌must‌ ‌be‌ ‌conscious‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

Stun‌ ‌Limb‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌7‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌‌ ‌‌5‌ ‌minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Stun‌‌ ‌your‌ ‌<limb>.”‌ ‌ 

This‌ ‌Effect‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌‌disable‌‌an‌‌enemy’s‌‌limb‌‌through‌‌pure‌‌might.‌‌The‌‌limb‌‌should‌‌be‌‌specified‌‌with‌‌the‌‌Effect‌‌                                         
and‌‌may‌‌be‌‌any‌‌of‌‌the‌‌following:‌‌right‌‌arm,‌‌left‌‌arm,‌‌right‌‌leg,‌‌left‌‌leg.‌‌If‌‌a‌‌limb‌‌is‌‌not‌‌specified,‌‌the‌‌target‌‌may‌‌choose‌‌which‌‌                                                   
limb‌ ‌is‌ ‌affected‌ ‌(it‌ ‌must‌ ‌be‌ ‌a‌‌limb‌‌which‌‌is‌‌not‌‌otherwise‌‌affected‌‌by‌‌this‌‌effect‌‌at‌‌that‌‌time).‌‌Any‌‌limb‌‌specifically‌‌targeted‌‌                                             
which‌ ‌is‌ ‌already‌ ‌affected‌ ‌by‌ ‌a‌‌ ‌Stun‌ ‌Limb‌‌ ‌will‌ ‌simply‌ ‌have‌ ‌its‌ ‌timer‌ ‌reset.‌ ‌ 

If‌‌used‌‌on‌‌Cast‌‌for‌‌which‌‌the‌‌creature‌‌being‌‌played‌‌does‌‌not‌‌have‌‌obvious‌‌arms‌‌or‌‌legs,‌‌the‌‌player‌‌playing‌‌the‌‌Cast‌‌should‌‌                                             
still‌ ‌be‌ ‌affected,‌ ‌representing‌ ‌the‌ ‌creature‌ ‌being‌ ‌affected‌ ‌in‌ ‌similar‌ ‌ways.‌ ‌ 

A‌Stunned‌‌‌limb‌‌may‌‌not‌‌be‌‌used‌‌to‌‌wield‌‌a‌‌Weapon‌‌or‌‌manifest‌‌Game‌‌Abilities;‌‌the‌‌limb‌‌may‌‌also‌‌not‌‌be‌‌used‌‌for‌‌locomotion‌‌                                               
other‌ ‌than‌ ‌a‌ ‌crawl‌ ‌or‌ ‌the‌ ‌equivalent.‌ ‌ 

Subjugate‌ ‌ 
Spell‌:‌‌ ‌Celestial‌ ‌7‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Subjugate‌ ‌‌you.”‌ ‌ 

This‌ ‌Effect‌ ‌allows‌ ‌the‌ ‌control‌ ‌of‌ ‌either‌ ‌a‌ ‌Construct‌ ‌or‌ ‌Elemental‌ ‌who‌ ‌is‌ ‌subject‌ ‌to‌ ‌specific‌ ‌commands‌ ‌of‌ ‌the‌‌person‌‌who‌‌                                         
administered‌‌the‌‌effect:‌‌In‌‌the‌‌case‌‌of‌‌the‌‌spell,‌‌this‌‌is‌‌the‌‌caster.‌‌The‌‌target‌‌of‌‌a‌‌‌Subjugate‌‌‌spell‌‌will‌‌not‌‌attack‌‌the‌‌person‌‌                                               
who‌ ‌administered‌ ‌the‌ ‌‌Subjugate‌ ‌‌while‌ ‌it‌ ‌is‌ ‌in‌ ‌effect.‌ ‌ 

The‌‌administrator‌‌can‌‌give‌‌the‌‌target‌‌multiple‌‌commands‌‌within‌‌the‌‌ten-minute‌‌period,‌‌but‌‌the‌‌target‌‌will‌‌only‌‌follow‌‌the‌‌last‌‌                                       
one‌ ‌given.‌ ‌The‌ ‌caster‌ ‌of‌ ‌the‌ ‌spell‌ ‌may‌ ‌order‌ ‌the‌ ‌target‌ ‌to‌ ‌stop‌ ‌any‌ ‌command‌ ‌once‌ ‌it‌ ‌has‌ ‌been‌ ‌given‌ ‌without‌ ‌explicitly‌‌                                           
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ordering‌ ‌the‌ ‌target‌ ‌to‌ ‌return‌ ‌to‌ ‌normal.‌ ‌For‌ ‌example,‌ ‌a‌ ‌caster‌ ‌could‌ ‌order‌ ‌a‌ ‌target‌ ‌to‌‌“Carry‌‌that‌‌person,”‌‌and‌‌then‌‌“Stop‌‌                                           
carrying‌ ‌that‌ ‌person.”‌ ‌ 

Creatures‌ ‌whose‌ ‌Spirits‌ ‌are‌ ‌in‌ ‌Constructs‌ ‌are‌ ‌also‌ ‌affected‌ ‌by‌ ‌the‌ ‌spell.‌ ‌ 

While‌ ‌following‌ ‌these‌ ‌commands,‌ ‌the‌ ‌target‌ ‌is‌ ‌under‌ ‌complete‌ ‌control‌ ‌of‌ ‌the‌ ‌caster‌ ‌and‌ ‌performs‌‌the‌‌last‌‌order‌‌until‌‌that‌‌                                       
order‌ ‌has‌ ‌been‌ ‌completed.‌ ‌Afterward‌ ‌the‌ ‌target‌ ‌will‌ ‌stand‌ ‌and‌ ‌await‌ ‌the‌ ‌next‌ ‌order.‌ ‌ 

After‌ ‌ten‌ ‌minutes‌ ‌(or‌ ‌after‌ ‌the‌ ‌effect‌ ‌is‌ ‌countered),‌ ‌the‌ ‌target‌ ‌comes‌ ‌out‌ ‌of‌ ‌the‌ ‌control‌ ‌and‌ ‌acts‌ ‌as‌ ‌normal‌ ‌and‌ ‌has‌ ‌full‌‌                                             
knowledge‌ ‌that‌ ‌they‌ ‌were‌ ‌‌Subjugated‌ ‌‌and‌ ‌what‌ ‌was‌ ‌done‌ ‌during‌ ‌that‌ ‌time.‌ ‌ 

While‌ ‌‌Subjugated‌,‌ ‌the‌ ‌target‌ ‌must‌ ‌perform‌ ‌actions‌ ‌to‌ ‌the‌ ‌best‌ ‌of‌ ‌their‌ ‌ability,‌ ‌including‌ ‌the‌ ‌use‌ ‌of‌ ‌spells,‌‌Skills,‌‌or‌‌innate‌‌                                         
abilities.‌ ‌Note‌ ‌that‌ ‌this‌ ‌spell‌ ‌cannot‌ ‌force‌ ‌a‌ ‌target‌ ‌to‌ ‌cast‌ ‌or‌ ‌use‌ ‌items‌ ‌that‌ ‌are‌ ‌not‌ ‌in‌ ‌their‌ ‌nature‌ ‌or‌ ‌ability‌ ‌to‌ ‌use.‌ ‌ 

The‌ ‌target‌ ‌can‌ ‌defend‌ ‌themselves‌ ‌from‌ ‌any‌ ‌attackers,‌ ‌but‌ ‌if‌ ‌the‌ ‌caster‌ ‌attacks‌ ‌the‌ ‌target,‌ ‌the‌ ‌‌Subjugate‌ ‌‌effect‌ ‌ends.‌ 

This‌ ‌effect‌ ‌is‌ ‌removed‌ ‌by‌ ‌a‌ ‌‌Dispel‌.‌ ‌The‌ ‌death‌ ‌of‌ ‌the‌ ‌caster‌ ‌will‌ ‌also‌ ‌end‌ ‌the‌ ‌spell‌ ‌effect.‌ ‌ 

Only‌ ‌one‌ ‌‌Subjugate‌ ‌‌effect‌ ‌may‌ ‌be‌ ‌active‌ ‌on‌ ‌the‌ ‌target‌ ‌at‌ ‌any‌ ‌one‌ ‌time.The‌ ‌most‌ ‌recent‌ ‌effect‌ ‌takes‌ ‌precedence.‌ ‌ 

Subjugate‌ ‌‌is‌ ‌an‌ ‌Eldritch‌ ‌Force‌ ‌effect,‌ ‌and‌ ‌as‌ ‌such‌ ‌does‌ ‌not‌ ‌counter‌ ‌or‌ ‌override‌ ‌any‌ ‌Command‌ ‌or‌ ‌Greater‌ ‌Command.‌‌ ‌  

The‌‌only‌‌valid‌‌commands‌‌that‌‌a‌‌caster‌‌can‌‌give‌‌a‌‌target‌‌while‌‌they‌‌are‌‌‌Subjugated‌‌‌are‌‌listed‌‌below.‌‌Note‌‌that‌‌the‌‌wording‌‌of‌‌                                             
a‌ ‌command‌ ‌does‌ ‌not‌ ‌need‌ ‌to‌ ‌exactly‌ ‌match‌ ‌the‌ ‌following,‌ ‌but‌ ‌it‌ ‌should‌ ‌be‌ ‌similar‌ ‌enough‌ ‌to‌ ‌it‌ ‌so‌ ‌that‌ ‌the‌ ‌target‌ ‌can‌‌                                             
understand‌ ‌what‌ ‌is‌ ‌meant.‌ ‌ 

● Guard:‌‌‌The‌‌target‌‌must‌‌protect‌‌the‌‌caster‌‌or‌‌any‌‌person‌‌or‌‌object‌‌he‌‌is‌‌told‌‌to‌‌guard‌‌from‌‌all‌‌attacks,‌‌theft‌‌or‌‌harm‌‌to‌‌                                               
the‌‌best‌‌of‌‌their‌‌ability,‌‌even‌‌if‌‌it‌‌requires‌‌using‌‌spells,‌‌Skills,‌‌Magic‌‌Items‌‌or‌‌innate‌‌abilities,‌‌as‌‌long‌‌as‌‌it‌‌doesn’t‌‌go‌‌                                             
against‌‌their‌‌nature.‌‌During‌‌this‌‌time,‌‌the‌‌target‌‌of‌‌the‌‌‌Subjugate‌‌‌will‌‌not‌‌move‌‌unless‌‌to‌‌protect‌‌the‌‌object‌‌or‌‌person‌‌                                         
they’re‌ ‌guarding.‌ ‌ 

● Follow:‌ ‌‌The‌ ‌target‌ ‌must‌ ‌follow‌ ‌the‌ ‌caster‌ ‌or‌‌anyone‌‌the‌‌caster‌‌wishes‌‌followed.‌‌The‌‌target‌‌will‌‌not‌‌attack‌‌anyone‌‌                                     
who‌ ‌is‌ ‌not‌ ‌attacking‌ ‌them.‌ ‌ 

● Attack:‌ ‌The‌ ‌Construct‌ ‌or‌ ‌elemental‌ ‌will‌ ‌attack‌ ‌a‌ ‌chosen‌ ‌target‌ ‌of‌ ‌the‌ ‌caster’s‌ ‌choosing,‌ ‌even‌ ‌if‌ ‌it‌ ‌requires‌‌using‌‌                                     
spells,‌ ‌Magic‌ ‌Items‌ ‌or‌ ‌innate‌ ‌abilities.‌ ‌Once‌ ‌the‌ ‌target‌ ‌of‌ ‌the‌ ‌attack‌ ‌command‌ ‌is‌ ‌on‌ ‌the‌‌ground,‌‌the‌‌Construct‌‌or‌‌                                       
elemental‌ ‌will‌ ‌not‌ ‌attack‌ ‌and‌ ‌will‌ ‌wait‌ ‌for‌ ‌its‌ ‌new‌ ‌orders.‌ ‌ 

● Carry/lift:‌‌‌The‌‌target‌‌will‌‌carry‌‌or‌‌lift‌‌objects‌‌and/or‌‌people‌‌if‌‌it‌‌has‌‌the‌‌necessary‌‌strength‌‌to‌‌do‌‌so.‌‌While‌‌carrying‌‌                                         
something,‌ ‌the‌ ‌target‌ ‌will‌ ‌automatically‌ ‌follow‌ ‌the‌ ‌caster‌ ‌until‌ ‌told‌ ‌not‌ ‌to‌ ‌do‌ ‌so.‌‌ ‌  

● Return‌ ‌to‌ ‌normal:‌‌ ‌This‌ ‌command‌ ‌ends‌ ‌the‌ ‌‌Subjugate‌ ‌‌effect.‌ ‌ 

Turn‌ ‌Undead‌ ‌ 
Spell‌:‌‌ ‌Earth‌ ‌1‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌‌ ‌Turn‌ ‌Undead.‌”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌affect‌ ‌one‌ ‌lesser‌ ‌Undead‌ ‌creature,‌ ‌causing‌‌it‌‌to‌‌run‌‌from‌‌the‌‌caster‌‌as‌‌if‌‌affected‌‌by‌‌‌Fear‌.‌‌The‌‌Undead‌‌will‌‌                                             
immediately‌‌attempt‌‌to‌‌break‌‌Line‌‌of‌‌Sight‌‌and‌‌can‌‌use‌‌no‌‌Game‌‌Abilities‌‌while‌‌trying‌‌to‌‌escape.‌‌If‌‌breaking‌‌Line‌‌of‌‌Sight‌‌is‌‌                                             
impossible,‌‌the‌‌Undead‌‌will‌‌stay‌‌as‌‌far‌‌away‌‌from‌‌the‌‌caster‌‌as‌‌possible.‌‌Even‌‌if‌‌Line‌‌of‌‌Sight‌‌is‌‌broken,‌‌the‌‌effect‌‌lasts‌‌ten‌‌                                               
minutes‌ ‌or‌ ‌until‌ ‌the‌ ‌creature‌ ‌or‌ ‌caster‌ ‌is‌ ‌dead.‌ ‌The‌ ‌Undead‌ ‌will‌ ‌defend‌ ‌itself‌ ‌if‌ ‌cornered‌ ‌and‌ ‌unable‌ ‌to‌ ‌escape.‌ ‌ 

A‌Dispel‌‌‌or‌‌‌Control‌‌Undead‌‌‌will‌‌rid‌‌the‌‌creature‌‌of‌‌this‌‌spell,‌‌allowing‌‌it‌‌to‌‌return.‌‌One‌‌casting‌‌of‌‌‌Control‌‌Undead‌‌will‌‌remove‌‌                                             
all‌‌Turn‌‌Undead‌‌effects.‌‌Greater‌‌Undead‌‌are‌‌not‌‌affected‌‌by‌‌this‌‌spell‌‌in‌‌the‌‌same‌‌manner,‌‌although‌‌they‌‌will‌‌be‌‌affected‌‌as‌‌if‌‌                                             
a‌ ‌‌Shun‌ ‌‌were‌ ‌cast‌ ‌at‌ ‌them.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌triggers‌ ‌Dumb‌ ‌Defenses‌ ‌ 
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Vorpal‌ ‌Coating‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 
Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Putting‌‌this‌‌Coating‌‌on‌‌a‌‌Weapon‌‌makes‌‌the‌‌Weapon‌‌inflict‌‌extra‌‌points‌‌of‌‌damage‌‌for‌‌the‌‌next‌‌strike‌‌only.‌‌The‌‌Tag‌‌must‌‌be‌‌                                             
taped‌ ‌to‌ ‌the‌ ‌Weapon.‌ ‌The‌ ‌Tag‌ ‌will‌ ‌state‌ ‌how‌ ‌much‌ ‌damage‌ ‌is‌ ‌added‌ ‌to‌ ‌the‌ ‌next‌ ‌attack.‌ ‌ 

This‌ ‌cannot‌ ‌be‌ ‌combined‌ ‌with‌ ‌any‌ ‌other‌ ‌Coating‌ ‌such‌ ‌as‌ ‌other‌ ‌‌Vorpal‌ ‌Coatings.‌ ‌ 

Wall‌ ‌of‌ ‌Force‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Wall‌ ‌of‌ ‌Force‌.”‌ ‌ 

This‌‌spell‌‌creates‌‌a‌‌straight‌‌invisible‌‌barrier‌‌that‌‌will‌‌stretch‌‌no‌‌more‌‌than‌‌ten‌‌feet‌‌across‌‌and‌‌up‌‌to‌‌twenty-five‌‌feet‌‌tall.‌‌This‌‌                                             
spell‌ ‌must‌ ‌be‌ ‌cast‌ ‌between‌ ‌two‌ ‌solid‌ ‌anchors‌ ‌such‌ ‌as‌ ‌trees‌ ‌or‌ ‌in‌ ‌a‌ ‌door‌ ‌frame.‌ ‌The‌ ‌base‌ ‌of‌ ‌the‌ ‌Wall‌ ‌of‌ ‌Force‌‌must‌‌be‌‌                                                 
marked‌‌in‌‌some‌‌way‌‌(such‌‌as‌‌by‌‌a‌‌rope,‌‌chalk‌‌mark,‌‌or‌‌ribbon)‌‌to‌‌indicate‌‌to‌‌all‌‌observers‌‌that‌‌a‌‌‌Wall‌‌of‌‌Force‌‌is‌‌in‌‌place.‌‌                                                   
Multiple‌ ‌casters‌ ‌may‌ ‌invoke‌ ‌a‌ ‌‌Wall‌ ‌of‌ ‌Force‌‌ ‌simultaneously‌ ‌to‌ ‌extend‌ ‌its‌ ‌width;‌ ‌each‌ ‌caster‌ ‌grants‌ ‌up‌ ‌to‌ ‌ten‌ ‌feet‌ ‌of‌ ‌width.‌ ‌ 

Once‌ ‌the‌ ‌‌Wall‌ ‌of‌ ‌Force‌ ‌has‌ ‌been‌ ‌cast,‌ ‌the‌ ‌physrep‌ ‌cannot‌ ‌be‌ ‌moved.‌ ‌Neither‌ ‌the‌ ‌‌Wall‌ ‌of‌ ‌Force‌ ‌nor‌ ‌the‌ ‌frame‌ ‌may‌ ‌be‌‌                                             
Shattered‌.‌ ‌Normal‌ ‌traps‌ ‌will‌ ‌not‌ ‌affect‌ ‌it.‌ ‌ 

Nothing‌ ‌may‌ ‌pass‌ ‌through‌ ‌the‌ ‌barrier‌ ‌once‌ ‌the‌ ‌‌Wall‌ ‌of‌ ‌Force‌ ‌is‌ ‌cast,‌ ‌including‌ ‌spells,‌ ‌thrown‌ ‌gasses,‌ ‌Weapons‌ ‌and‌‌                                     
creatures.‌‌Air‌‌may‌‌pass‌‌through,‌‌but‌‌other‌‌gasses‌‌may‌‌not.‌‌Characters‌‌may‌‌gaze‌‌through‌‌a‌‌‌Wall‌‌of‌‌Force‌,‌‌and‌‌their‌‌voices‌‌                                         
carry‌ ‌through‌ ‌it.‌ ‌ 

The‌‌wall‌‌will‌‌last‌‌for‌‌ten‌‌minutes‌‌but‌‌may‌‌be‌‌dropped‌‌by‌‌any‌‌of‌‌the‌‌‌Wall‌‌of‌‌Force‌‌casters‌‌at‌‌any‌‌time‌‌if‌‌they‌‌touch‌‌the‌‌physrep‌‌                                                     
and‌‌state‌‌“Wall‌‌Down.”‌‌This‌‌statement‌‌is‌‌OOG,‌‌although‌‌any‌‌observers‌‌who‌‌hear‌‌the‌‌statement‌‌are‌‌aware‌‌that‌‌the‌‌wall‌‌was‌‌                                         
dropped,‌ ‌and‌ ‌they‌ ‌might‌ ‌know‌ ‌who‌ ‌dropped‌ ‌it.‌ 

When‌ ‌targeting‌ ‌this‌ ‌effect‌ ‌with‌ ‌a‌ ‌‌Dispel‌,‌ ‌any‌ ‌part‌ ‌of‌ ‌the‌ ‌plane‌ ‌of‌ ‌the‌ ‌‌Wall‌ ‌of‌ ‌Force‌‌ ‌can‌ ‌be‌ ‌struck.‌ ‌ 

Ward‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌‌ ‌‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Ward‌.”‌ ‌ 

This‌‌spell‌‌magically‌‌seals‌‌a‌‌single‌‌room‌‌or‌‌an‌‌entire‌‌building.‌‌The‌‌object‌‌so‌‌affected‌‌must‌‌be‌‌an‌‌actual‌‌unmovable‌‌structure‌‌                                         
such‌ ‌as‌ ‌a‌ ‌building,‌ ‌a‌ ‌tent,‌ ‌or‌‌an‌‌unmovable‌‌wagon.‌‌When‌‌the‌‌spell‌‌is‌‌cast,‌‌a‌‌magic‌‌barrier‌‌will‌‌then‌‌appear‌‌enclosing‌‌the‌‌                                             
area.‌ ‌All‌ ‌portals‌ ‌into‌ ‌the‌ ‌area‌ ‌are‌ ‌sealed‌ ‌by‌ ‌the‌ ‌barrier,‌ ‌including‌ ‌windows.‌ ‌ 

Nothing‌ ‌may‌ ‌enter‌ ‌or‌ ‌leave‌ ‌except‌ ‌for‌ ‌air‌ ‌itself.‌ ‌No‌ ‌gaseous‌ ‌forms,‌ ‌gases,‌ ‌Weapons,‌ ‌or‌ ‌spells.‌ ‌ 

This‌‌spell‌‌allows‌‌only‌‌one‌‌portal‌‌into‌‌the‌‌structure‌‌when‌‌cast‌‌by‌‌a‌‌single‌‌caster.‌‌To‌‌indicate‌‌the‌‌presence‌‌of‌‌a‌‌‌Ward‌‌‌and‌‌the‌‌                                               
location‌ ‌of‌ ‌any‌ ‌portals,‌ ‌a‌ ‌large‌ ‌W‌ ‌must‌ ‌be‌ ‌placed‌ ‌on‌ ‌each‌ ‌portal‌ ‌which‌ ‌allows‌ ‌access‌ ‌in‌ ‌and‌ ‌out‌ ‌of‌ ‌the‌ ‌‌Ward‌.‌ 

Normally,‌‌a‌‌‌Ward‌‌‌will‌‌cover‌‌one‌‌Game‌‌Room.‌‌However,‌‌a‌‌‌Ward‌‌‌may‌‌be‌‌enhanced‌‌by‌‌multiple‌‌simultaneous‌‌castings.‌‌These‌‌                                     
castings‌‌must‌‌be‌‌performed‌‌by‌‌separate‌‌individuals‌‌and‌‌the‌‌spells‌‌cast‌‌at‌‌the‌‌same‌‌time.‌‌When‌‌multiple‌‌casters‌‌are‌‌involved‌‌                                       
in‌ ‌a‌ ‌‌Ward‌,‌ ‌the‌ ‌spell‌‌is‌‌affected‌‌in‌‌two‌‌different‌‌ways.‌‌First,‌‌each‌‌caster‌‌beyond‌‌the‌‌first‌‌may‌‌designate‌‌an‌‌additional‌‌portal‌‌                                           
through‌ ‌which‌ ‌the‌ ‌‌Ward‌ ‌‌may‌ ‌be‌ ‌accessed,‌ ‌using‌ ‌the‌ ‌same‌ ‌rules‌ ‌as‌ ‌for‌ ‌the‌ ‌initial‌ ‌portal.‌ ‌Second,‌ ‌additional‌ ‌casters‌ ‌will‌                                       
increase‌‌the‌‌size‌‌of‌‌the‌‌‌Ward‌‌‌by‌‌one‌‌Game‌‌Room‌‌worth.‌‌Larger‌‌buildings,‌‌as‌‌determined‌‌by‌‌the‌‌local‌‌Chapter’s‌‌staff,‌‌may‌‌                                         
require‌ ‌multiple‌ ‌‌Wards‌ ‌‌to‌ ‌be‌ ‌cast‌ ‌to‌ ‌cover‌ ‌the‌ ‌entire‌ ‌building.‌ ‌Players‌ ‌are‌ ‌encouraged‌ ‌to‌ ‌check‌ ‌with‌ ‌their‌ ‌local‌ ‌staff‌                                       
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beforehand‌ ‌to‌ ‌determine‌ ‌if‌ ‌multiple‌ ‌‌Wards‌ ‌‌will‌ ‌be‌ ‌required.‌ ‌You‌ ‌cannot‌ ‌mix‌ ‌a‌ ‌‌Ward‌ ‌‌with‌ ‌a‌ ‌‌Wizard‌ ‌Lock‌ ‌‌in‌ ‌this‌ ‌fashion.‌ ‌ 

It‌ ‌is‌ ‌possible‌ ‌to‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock‌ ‌a‌ ‌smaller‌‌room‌‌within‌‌the‌‌‌Ward‌‌‌if‌‌the‌‌two‌‌rooms‌‌do‌‌not‌‌share‌‌the‌‌same‌‌portal.‌‌The‌‌                                                 
outer‌‌‌Ward‌‌‌or‌‌‌Wizard‌‌Lock‌‌must‌‌be‌‌cast‌‌first.‌‌Partitioned‌‌Game‌‌Rooms‌‌may‌‌have‌‌individual‌‌‌Wards‌‌‌placed‌‌within‌‌them.‌‌For‌‌                                       
example,‌ ‌a‌ ‌closet‌ ‌within‌ ‌a‌ ‌cabin‌ ‌can‌ ‌be‌ ‌‌Warded‌.‌ ‌ 

The‌ ‌W‌ ‌must‌ ‌be‌ ‌placed‌ ‌on‌ ‌the‌ ‌portal‌ ‌prior‌‌to‌‌casting‌‌this‌‌spell,‌‌and‌‌this‌‌must‌‌be‌‌performed‌‌IG.‌‌Any‌‌observers‌‌will‌‌thus‌‌be‌‌                                               
aware‌ ‌that‌ ‌you‌ ‌are‌ ‌attempting‌ ‌to‌ ‌place‌ ‌a‌ ‌‌Ward‌ ‌‌or‌ ‌a‌ ‌‌Wizard‌ ‌Lock‌ ‌‌on‌ ‌the‌ ‌building.‌ ‌ 

As‌‌soon‌‌as‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌names‌‌of‌‌the‌‌persons‌‌who‌‌are‌‌Invested‌‌must‌‌be‌‌written‌‌on‌‌the‌‌Marshal’s‌‌notes‌‌attached‌‌to‌‌                                               
the‌‌back‌‌of‌‌the‌‌door.‌‌All‌‌persons‌‌within‌‌the‌‌‌Ward‌‌‌when‌‌it‌‌is‌‌cast‌‌are‌‌Invested‌‌into‌‌the‌‌‌Ward‌.‌‌They‌‌may‌‌then‌‌enter‌‌and‌‌leave‌‌                                                 
the‌ ‌‌Warded‌ ‌‌building‌ ‌at‌ ‌any‌ ‌time‌ ‌while‌‌the‌‌‌Ward‌‌‌is‌‌in‌‌effect.‌‌Once‌‌the‌Ward‌‌‌is‌‌cast,‌‌an‌‌Invested‌‌member‌‌can,‌‌within‌‌the‌‌5‌‌                                               
days,‌ ‌cast‌ ‌Lesser‌ ‌Investment‌ ‌to‌ ‌invest‌ ‌other‌ ‌people‌ ‌into‌ ‌the‌ ‌‌Ward‌.‌ ‌ 

To‌‌allow‌‌others‌‌to‌‌pass‌‌into‌‌or‌‌out‌‌of‌‌the‌‌‌Ward‌,‌‌they‌‌must‌‌be‌‌recognized‌‌by‌‌an‌‌Invested‌‌member‌‌of‌‌the‌‌‌Ward‌.‌‌The‌‌Invested‌‌                                               
member‌ ‌must‌ ‌clearly‌ ‌gesture,‌ ‌touch,‌ ‌or‌ ‌name‌ ‌the‌ ‌subject‌ ‌creature‌ ‌and‌ ‌must‌ ‌state‌ ‌“the‌ ‌‌Ward‌ ‌‌recognizes‌‌you.”‌‌This‌‌is‌‌an‌‌                                       
OOG‌ ‌statement,‌ ‌so‌ ‌it‌ ‌can‌ ‌be‌ ‌made‌ ‌while‌ ‌‌Silenced‌.‌ ‌The‌ ‌effect‌ ‌is‌ ‌understood‌ ‌IG‌ ‌by‌ ‌all‌ ‌who‌ ‌hear‌ ‌it.‌ ‌ 

Upon‌‌being‌‌recognized,‌‌a‌‌person‌‌must‌‌immediately‌‌enter‌‌or‌‌exit‌‌the‌‌‌Ward‌.‌‌If‌‌the‌‌recognized‌‌person‌‌does‌‌not‌‌immediately‌‌act‌‌                                       
upon‌ ‌the‌ ‌recognition,‌ ‌then‌ ‌the‌ ‌recognition‌ ‌will‌ ‌expire.‌ ‌ 

Invested‌ ‌members‌‌who‌‌are‌‌Unconscious‌‌(or‌‌conscious,‌‌yet‌‌unwilling)‌‌will‌‌not‌‌pass‌‌through‌‌the‌‌‌Ward‌‌‌unless‌‌recognized‌‌by‌‌                                   
someone‌ ‌else.‌ ‌ 

When‌‌using‌‌combat‌‌Skills‌‌or‌‌spells,‌‌you‌‌must‌‌be‌‌completely‌‌inside‌‌or‌‌outside‌‌of‌‌the‌‌‌Ward‌.‌‌For‌‌example,‌‌you‌‌cannot‌‌begin‌‌a‌‌                                           
spell‌ ‌incant‌ ‌while‌ ‌inside‌ ‌the‌ ‌‌Ward‌,‌ ‌and‌ ‌then‌ ‌step‌ ‌out‌ ‌and‌ ‌throw‌ ‌your‌ ‌Packet.‌ ‌ 

If‌‌the‌‌‌Ward‌‌‌is‌‌somehow‌‌destroyed‌‌and‌‌replaced‌‌with‌‌a‌‌new‌‌one,‌‌an‌‌OOG‌‌notice‌‌must‌‌be‌‌placed‌‌upon‌‌the‌‌Marshal’s‌‌Notes‌‌on‌‌                                             
the‌ ‌door.‌ ‌ 

Wards‌ ‌‌are‌ ‌not‌ ‌affected‌ ‌by‌ ‌‌Dispel‌;‌ ‌the‌ ‌only‌ ‌way‌ ‌to‌ ‌this‌ ‌Effect‌ ‌is‌ ‌through‌ ‌‌Formal‌ ‌Magic.‌ ‌ 

The‌‌only‌‌way‌‌to‌‌tell‌‌if‌‌a‌‌building‌‌has‌‌been‌‌‌Warded‌‌‌or‌‌‌Wizard‌‌Locked‌‌is‌‌to‌‌observe‌‌the‌‌W‌‌on‌‌the‌‌portal.‌‌The‌‌people‌‌inside‌‌a‌‌                                                   
Ward‌ ‌‌will‌ ‌not‌ ‌know‌ ‌that‌ ‌the‌ ‌‌Ward‌ ‌‌has‌ ‌been‌ ‌removed‌ ‌until‌ ‌they‌ ‌observe‌ ‌that‌ ‌the‌ ‌W‌ ‌is‌ ‌no‌ ‌longer‌ ‌on‌ ‌the‌ ‌portal.‌ ‌ 

Weakness‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌3‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Weakness‌.”‌ ‌ 

This‌‌effect‌‌will‌‌reduce‌‌the‌‌target’s‌‌‌Superhuman‌‌Strength‌‌and‌‌Weapon-Qualifier‌‌damage‌‌by‌‌a‌‌combined‌‌total‌‌of‌‌5,‌‌deducting‌‌                                   
Superhuman‌ ‌Strength‌‌ ‌first‌ ‌before‌ ‌affecting‌ ‌any‌ ‌remaining‌ ‌Weapon-damage‌ ‌sources.‌ ‌ 

It‌‌affects‌‌all‌‌Weapon‌‌damage‌‌in‌‌the‌‌same‌‌way,‌‌including‌‌ranged‌‌attacks,‌‌and‌‌regardless‌‌of‌‌whether‌‌the‌‌Weapon‌‌is‌‌used‌‌with‌‌                                         
one‌ ‌hand‌ ‌or‌ ‌two.‌ ‌ 

Weapon‌ ‌Shield‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌2‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Protection/Enhancement‌ ‌ 
Duration:‌‌ ‌‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌‌ ‌“I‌ ‌Protect‌ ‌you‌ ‌with‌ ‌a‌ ‌‌Weapon‌ ‌Shield‌.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌protect‌ ‌the‌ ‌wearer‌ ‌from‌ ‌the‌ ‌next‌ ‌single‌ ‌attack‌ ‌they‌ ‌receive‌ ‌with‌ ‌the‌ ‌Weapon‌ ‌Qualifier.‌ ‌ 

The‌‌recipient‌‌must‌‌state‌‌“Weapon‌‌Shield''‌‌‌when‌‌the‌‌effect‌‌is‌‌triggered.‌‌This‌‌does‌‌not‌‌protect‌‌against‌‌a‌‌‌Killing‌‌Blow‌‌or‌‌a‌‌fall,‌‌                                           
nor‌ ‌does‌ ‌it‌ ‌work‌ ‌against‌ ‌any‌ ‌traps‌ ‌other‌ ‌than‌ ‌Weapon‌ ‌traps.‌ ‌ 
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A‌ ‌‌Weapon‌ ‌Shield‌ ‌‌will‌ ‌be‌ ‌used‌ ‌even‌ ‌if‌ ‌the‌ ‌attack‌ ‌would‌ ‌deal‌ ‌no‌ ‌damage.‌ ‌ 

Web‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌7‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 
Duration:‌ ‌‌Line‌ ‌of‌ ‌Sight‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Binding‌ ‌Force‌ ‌I‌ ‌‌Web‌ ‌‌you.”‌ ‌ 

This‌ ‌effect‌ ‌immobilizes‌ ‌the‌ ‌target‌ ‌from‌ ‌the‌ ‌neck‌ ‌down.‌ ‌The‌ ‌target‌ ‌may‌ ‌talk‌ ‌freely‌ ‌but‌ ‌may‌ ‌not‌ ‌use‌ ‌any‌ ‌Game‌ ‌Abilities‌‌                                         
requiring‌‌the‌‌use‌‌of‌‌arms‌‌or‌‌legs,‌‌including‌‌using‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌casting‌‌a‌‌spell,‌‌or‌‌activating‌‌a‌‌Gas‌‌Globe.‌‌The‌‌target‌‌                                             
may‌ ‌not‌ ‌walk,‌ ‌run,‌ ‌or‌ ‌be‌ ‌moved‌ ‌in‌ ‌any‌ ‌way.‌ ‌The‌ ‌target‌ ‌can‌ ‌be‌ ‌searched‌ ‌and‌ ‌can‌ ‌be‌ ‌given‌ ‌a‌ ‌‌Killing‌ ‌Blow.‌ ‌ 

Wither‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌6‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Wither‌ ‌‌you.”‌ ‌ 

This‌ ‌effect‌ ‌twists‌ ‌and‌ ‌warps‌ ‌a‌ ‌target’s‌ ‌ability‌ ‌to‌ ‌effectively‌ ‌attack‌ ‌or‌ ‌defend.‌ ‌ 

When‌ ‌struck,‌ ‌the‌ ‌target‌ ‌may‌ ‌choose‌ ‌which‌ ‌effect‌ ‌to‌ ‌take,‌ ‌but‌ ‌must‌ ‌then‌ ‌announce‌ ‌what‌ ‌they‌ ‌have‌ ‌chosen‌ ‌by‌ ‌calling‌‌                                       
“‌Withered‌ ‌Defense”‌ ‌or‌‌“‌Withered‌‌Offense.”‌‌If‌‌struck‌‌with‌‌‌Wither‌‌‌again‌‌while‌‌already‌‌‌Withered‌,‌‌the‌‌target‌‌must‌‌re-announce‌‌                                 
this‌ ‌choice‌ ‌only‌ ‌if‌ ‌it‌ ‌changes‌ ‌with‌ ‌the‌ ‌new‌ ‌application‌ ‌of‌ ‌‌Wither‌.‌ ‌ 

While‌ ‌offensively‌ ‌‌Withered‌,‌ ‌the‌‌target‌‌may‌‌not‌‌attack‌‌with‌‌a‌‌weapon‌‌or‌‌throw‌‌Packets,‌‌but‌‌may‌‌block,‌‌use‌‌defensive‌‌calls,‌‌                                       
and‌ ‌Touch-Cast‌ ‌spells.‌ ‌ 

While‌ ‌defensively‌ ‌‌Withered‌,‌ ‌the‌ ‌target‌ ‌will‌ ‌take‌ ‌damage‌ ‌when‌‌blocking‌‌attacks‌‌with‌‌a‌‌Weapon‌‌or‌‌Shield‌‌as‌‌if‌‌they‌‌did‌‌not‌‌                                         
have‌ ‌the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill(s)‌ ‌to‌ ‌wield‌ ‌them,‌ ‌may‌ ‌not‌ ‌Touch-Cast‌ ‌or‌ ‌intentionally‌ ‌target‌‌themselves‌‌with‌‌a‌‌Packet‌‌                                   
attack,‌ ‌and‌ ‌may‌ ‌not‌ ‌use‌ ‌Smart‌ ‌Defenses,‌ ‌but‌ ‌may‌ ‌still‌ ‌make‌ ‌attack‌ ‌and‌ ‌throw‌ ‌Packets‌ ‌at‌ ‌other‌ ‌targets.‌ ‌ 

Note‌‌that‌‌this‌‌same‌‌effect‌‌will‌‌occur‌‌against‌‌an‌‌Undead‌‌target‌‌if‌‌Restore‌‌is‌‌cast‌‌upon‌‌them.‌‌In‌‌this‌‌case,‌‌the‌‌Undead‌‌still‌‌calls‌‌                                               
“‌Withered‌‌ ‌<choice>”‌ ‌for‌ ‌clarity.‌ ‌ 

Wizard‌ ‌Lock‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌6‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 
Duration:‌ ‌‌5‌ ‌Days‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌build‌ ‌a‌ ‌‌Wizard‌ ‌Lock‌.”‌ ‌ 

This‌‌spell‌‌is‌‌identical‌‌to‌‌a‌‌‌Ward‌‌‌spell‌‌except‌‌that‌‌it‌‌is‌‌ended‌‌by‌‌a‌‌‌Dispel‌.‌‌In‌‌all‌‌other‌‌respects,‌‌this‌‌spell‌‌follows‌‌all‌‌the‌‌rules‌‌for‌‌                                                     
a‌ ‌‌Ward‌,‌ ‌including‌ ‌the‌ ‌use‌ ‌of‌ ‌‌Lesser‌ ‌Investment.‌ ‌ 

The‌ ‌building‌ ‌must‌ ‌be‌ ‌visibly‌ ‌marked‌ ‌with‌ ‌a‌ ‌large‌ ‌W‌ ‌to‌ ‌indicate‌ ‌the‌ ‌presence‌ ‌of‌ ‌a‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock.‌ ‌ 

There‌‌is‌‌no‌‌way‌‌to‌‌tell‌‌the‌‌difference‌‌between‌‌a‌‌‌Ward‌‌‌or‌‌a‌‌Wizard‌‌Lock‌‌‌just‌‌by‌‌looking‌‌at‌‌it;‌‌the‌‌only‌‌way‌‌to‌‌tell‌‌is‌‌to‌‌cast‌‌a‌‌                                                         
Dispel‌ ‌‌at‌ ‌the‌ ‌portal‌ ‌and‌ ‌see‌ ‌if‌ ‌it‌ ‌remains.‌ ‌You‌ ‌must‌ ‌have‌ ‌a‌ ‌Marshal‌ ‌present‌ ‌to‌ ‌do‌ ‌this.‌ ‌ 

‌ 

‌ 
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Chapter‌ ‌XIV:‌ ‌High‌ ‌Magic‌ ‌ 
Characters‌‌who‌‌have‌‌studied‌‌the‌‌Scholarly‌‌arts‌‌can‌‌unlock‌‌the‌‌pinnacle‌‌of‌‌arcane‌‌power,‌‌High‌‌Magic‌.‌‌‌High‌‌Magic‌‌points‌‌are‌‌                                       
used‌‌for‌‌many‌‌purposes,‌‌ranging‌‌from‌‌producing‌‌arcane‌‌items‌‌of‌‌power‌‌through‌‌‌Formal‌‌Magic‌‌to‌‌blocking‌‌some‌‌of‌‌the‌‌most‌‌                                       
powerful‌‌attacks‌‌via‌‌Cloaks.‌‌These‌‌characters‌‌can‌‌use‌‌‌High‌‌Magic‌‌to‌‌augment‌‌many‌‌Battle‌‌Magic‌‌spells‌‌in‌‌various‌‌ways,‌‌as‌‌                                       
well‌ ‌as‌ ‌toughening‌ ‌their‌ ‌own‌ ‌body‌ ‌and‌ ‌armor.‌ ‌ 

High‌ ‌Magic‌ ‌points‌ ‌can‌ ‌be‌ ‌spent‌ ‌on‌ ‌a‌ ‌variety‌ ‌of‌ ‌‌High‌ ‌Magic‌ ‌abilities‌ ‌at‌ ‌any‌ ‌point.‌ ‌Some‌ ‌High‌ ‌Magic‌ ‌abilities‌ ‌may‌ ‌have‌‌                                           
additional‌ ‌criteria‌ ‌that‌ ‌a‌ ‌character‌ ‌must‌ ‌meet‌ ‌to‌ ‌be‌ ‌able‌ ‌to‌ ‌purchase‌ ‌them,‌ ‌and‌ ‌Chapters‌ ‌may‌ ‌have‌ ‌additional‌‌                                   
local-Chapter-only‌‌ ‌High‌ ‌Magic‌‌ ‌that‌ ‌is‌ ‌not‌ ‌available‌ ‌anywhere‌ ‌else.‌ ‌ 

‌ 
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NAME‌ ‌  HIGH‌ ‌MAGIC‌ ‌POINTS‌ ‌  PREREQUISITES/LIMITATIONS‌ 

General‌ ‌High‌ ‌Magic‌ ‌ 
Bane‌ ‌<Effect‌ ‌Group>‌ ‌  3‌ ‌  ‌ 
Channeling‌ ‌Execution‌ ‌  1‌ ‌  At‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌‌Channeling‌ ‌ 
Channeling‌ ‌Shield‌ ‌  3‌ ‌  At‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌‌Channeling‌ ‌ 
Cloak‌ ‌<Effect‌ ‌Group>‌ ‌  2‌ ‌  ‌ 
Enhance‌ ‌Signature‌ ‌Spell‌ ‌  1‌ ‌  ‌ 
Exchange‌ ‌Spell‌ ‌  1‌ ‌  ‌ 
Formal‌ ‌Link‌ ‌  1‌ ‌  At‌ ‌least‌ ‌one‌ ‌9th‌ ‌level‌ ‌spell‌ ‌of‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌ 
Formal‌ ‌Magic‌ ‌  1‌ ‌  At‌ ‌least‌ ‌one‌ ‌9th‌ ‌level‌ ‌spell‌ ‌of‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌ 
Higher‌ ‌Manifestation‌ ‌  4‌ ‌  At‌ ‌least‌ ‌one‌ ‌level‌ ‌of‌ ‌‌Channeling‌ ‌ 
Magical‌ ‌Conduit‌ ‌  3‌ ‌  ‌ 
Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌  5‌ ‌  Staff‌‌ ‌Skill‌ ‌ 
Powerful‌ ‌Meditation‌ ‌  1‌ ‌  ‌ 
Ritual‌ ‌Manipulation‌ ‌  1‌ ‌  At‌ ‌least‌ ‌1‌ ‌High‌ ‌Magic‌ ‌point‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌(appropriate‌ ‌school)‌ ‌ 
Spell‌ ‌Augmentation‌ ‌  2‌ ‌  ‌ 
Spellcraft‌ ‌  1‌ ‌  ‌ 
Storm‌ ‌Augmentation‌ ‌  2‌ ‌  At‌ ‌least‌ ‌one‌ ‌5th‌ ‌level‌ ‌spell‌ ‌ 

Celestial‌ ‌High‌ ‌Magic‌ ‌ 
Celestial‌ ‌Armor‌ ‌  1‌ ‌  Maximum‌ ‌of‌ ‌5‌ ‌purchases‌ ‌ 
Channel‌ ‌Foundation‌‌ 
Element‌ ‌  5‌ ‌  Any‌ ‌Weapon‌ ‌Skill‌ ‌or‌‌ ‌Claws‌ ‌ 

Elemental‌ ‌Augmentation‌ ‌  2‌ ‌  ‌ 
Magical‌ ‌Channeling‌ ‌  2‌ ‌  At‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌Celestial‌ ‌‌Channeling‌ ‌ 
Protective‌ ‌Reflex‌ ‌  8‌ ‌  ‌ 
Scroll‌ ‌Mastery‌ ‌  3‌ ‌  At‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌‌Create‌ ‌Scroll‌ ‌ 

Earth‌ ‌High‌ ‌Magic‌ ‌ 
Channel‌ ‌Healing/Chaos‌ ‌  5‌ ‌  Any‌ ‌Weapon‌ ‌Skill‌ ‌or‌‌ ‌Claws‌ ‌ 
Earth’s‌ ‌Bounty‌ ‌  1‌ ‌  Maximum‌ ‌of‌ ‌5‌ ‌purchases‌ ‌ 
Potion‌ ‌Mastery‌ ‌  3‌ ‌  At‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌‌Create‌ ‌Potion‌ ‌ 
Rebirth‌ ‌  8‌ ‌  ‌ 



‌ 

‌ 

High‌‌Magic‌‌purchases‌‌always‌‌have‌‌a‌‌specific‌‌Aspect‌‌—‌‌Earth‌‌or‌‌Celestial‌‌—‌‌‌decided‌‌upon‌‌purchase,‌‌with‌‌the‌‌same‌‌primary‌                                       
school‌ ‌as‌ ‌with‌ ‌spellcasting.‌ ‌Characters‌ ‌may‌ ‌choose‌ ‌to‌ ‌purchase‌ ‌‌High‌ ‌Magic‌ ‌in‌ ‌their‌ ‌secondary‌‌school‌‌at‌‌the‌‌appropriate‌‌                                   
cost.‌ ‌These‌ ‌points‌ ‌may‌ ‌never‌ ‌be‌‌combined‌‌—‌‌for‌‌example,‌‌you‌‌cannot‌‌use‌‌one‌‌Earth‌‌High‌‌Magic‌‌point‌‌and‌‌one‌‌Celestial‌‌                                         
High‌‌Magic‌‌point‌‌to‌‌purchase‌‌a‌‌Cloak‌‌costing‌‌2‌‌‌High‌‌Magic‌‌points.‌‌Once‌‌a‌‌‌High‌‌Magic‌‌‌ability‌‌has‌‌been‌‌purchased,‌‌it‌‌counts‌‌                                           
as‌ ‌the‌ ‌Aspect‌ ‌from‌ ‌which‌ ‌the‌ ‌‌High‌ ‌Magic‌‌ ‌points‌ ‌were‌ ‌allocated.‌ ‌ 

To‌‌spend‌‌‌High‌‌Magic‌,‌‌a‌‌character‌‌may‌‌allocate‌‌points‌‌at‌‌Logistics‌‌however‌‌they‌‌choose.‌‌Alternatively,‌‌a‌‌character‌‌may‌‌spend‌‌                                     
points‌‌later‌‌in‌‌the‌‌day‌‌by‌‌successfully‌‌Meditating,‌‌after‌‌which‌‌they‌‌may‌‌purchase‌‌a‌‌single‌‌‌High‌‌Magic‌‌‌ability‌‌as‌‌many‌‌times‌‌                                         
as‌‌they‌‌like‌‌providing‌‌they‌‌have‌‌sufficient‌‌unspent‌‌‌High‌‌Magic‌‌‌points‌‌to‌‌do‌‌so.‌‌If‌‌they‌‌are‌‌choosing‌‌the‌‌Spellcraft‌‌‌High‌‌Magic,‌‌                                           
they‌ ‌must‌ ‌then‌ ‌have‌ ‌the‌‌Spell‌‌Production‌‌Tag‌‌signed‌‌off‌‌by‌‌a‌‌Crafting‌‌Marshal‌‌and‌‌must‌‌deposit‌‌any‌‌expended‌‌resources‌‌                                       
(such‌‌as‌‌Reagents)‌‌at‌‌a‌‌Crafting‌‌Station.‌‌Unless‌‌otherwise‌‌specified‌‌in‌‌the‌‌‌High‌‌Magic‌‌description,‌‌any‌‌other‌‌‌High‌‌Magic‌‌can‌                                       
be‌ ‌filled‌ ‌out‌ ‌by‌ ‌the‌ ‌player‌ ‌themselves‌ ‌at‌ ‌the‌ ‌end‌ ‌of‌ ‌their‌ ‌Meditation‌ ‌session.‌ ‌ 

Unless‌ ‌explicitly‌ ‌specified‌ ‌under‌ ‌a‌‌ ‌High‌ ‌Magic‌‌ ‌ability,‌ ‌‌High‌ ‌Magic‌‌ ‌may‌ ‌never‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌once‌ ‌triggered.‌ ‌ 

For‌ ‌example,‌ ‌the‌ ‌Spell‌ ‌Augmentation‌ ‌‌High‌ ‌Magic‌‌ ‌cannot‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌if‌ ‌the‌ ‌spell‌ ‌it‌ ‌is‌ ‌triggered‌ ‌on‌ ‌misses.‌ ‌ 

High‌ ‌Magic‌‌ ‌effects‌ ‌generally‌ ‌last‌ ‌until‌ ‌the‌ ‌next‌ ‌LP‌ ‌or‌ ‌until‌ ‌used.‌ ‌ 

Unless‌‌otherwise‌‌specified,‌‌High‌‌Magic‌‌effects‌‌target‌‌a‌‌character’s‌‌Body‌‌and‌‌will‌‌always‌‌be‌‌on‌‌the‌‌body‌‌part‌‌containing‌‌the‌‌                                       
Spirit‌ ‌if‌ ‌parts‌ ‌of‌ ‌the‌ ‌body‌ ‌are‌ ‌separated.‌ ‌This‌ ‌means‌ ‌that‌ ‌active‌ ‌‌High‌ ‌Magic‌ ‌will‌ ‌be‌ ‌lost‌ ‌when‌ ‌a‌ ‌character‌ ‌Resurrects;‌‌                                         
individual‌ ‌‌High‌ ‌Magic‌‌ ‌abilities‌ ‌may‌ ‌grant‌ ‌exceptions‌ ‌to‌ ‌this.‌ ‌ 

High‌ ‌Magic‌ ‌Effects‌ ‌ 
Bane‌ ‌ 
Times‌ ‌Ever‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌Smart‌ ‌Return‌ ‌defense‌ ‌is‌ ‌selected‌ ‌it‌ ‌provides‌ ‌protection‌ ‌against‌ ‌a‌ ‌single‌ ‌attack‌ ‌from‌ ‌a‌ ‌specifically‌‌chosen‌‌                                     
Effect‌‌Group‌‌chosen‌‌by‌‌the‌‌caster;‌‌any‌‌Effect‌‌Group‌‌other‌‌than‌‌Coating‌‌or‌‌Other‌‌may‌‌be‌‌chosen.‌‌The‌‌‌Bane‌‌‌will‌‌Return‌‌the‌‌                                           
specific‌ ‌effect‌ ‌from‌ ‌among‌ ‌those‌ ‌in‌ ‌its‌ ‌Effect‌ ‌Group‌ ‌back‌ ‌upon‌ ‌the‌ ‌attacker‌ ‌as‌ ‌if‌ ‌it‌‌were‌‌an‌‌effect‌‌encountering‌‌a‌‌‌Reflect‌‌                                           
Spell.‌‌ ‌When‌ ‌used,‌ ‌the‌ ‌character‌ ‌must‌ ‌call‌ ‌“‌Bane.‌”‌ ‌ 

Bane‌‌does‌‌not‌‌alter‌‌the‌‌Qualifier‌‌of‌‌the‌‌effect.‌‌An‌‌‌Enfeeble‌‌‌Poison‌‌that‌‌has‌‌been‌‌‌Baned‌‌‌is‌‌still‌‌considered‌‌to‌‌have‌‌the‌‌Poison‌‌                                             
Qualifier‌ ‌for‌ ‌the‌ ‌purposes‌ ‌of‌ ‌defenses‌ ‌such‌ ‌as‌ ‌‌Poison‌ ‌Shield‌‌ ‌or‌ ‌‌Resist‌ ‌Poison.‌ ‌ 

Bane‌ ‌will‌ ‌act‌ ‌as‌ ‌a‌ ‌‌Cloak‌ ‌‌when‌ ‌used‌ ‌against‌ ‌Ingested‌ ‌delivery,‌ ‌a‌ ‌trap,‌ ‌or‌ ‌a‌ ‌‌Killing‌ ‌Blow.‌ ‌ 

Celestial‌ ‌Armor‌ ‌ 
Passive‌ ‌ 

This‌‌‌High‌‌Magic‌‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌add‌‌a‌‌powerful‌‌barrier‌‌of‌‌protection‌‌to‌‌their‌‌existing‌‌armor.‌‌Celestial‌‌Armor‌‌grants‌‌                                         
2‌‌additional‌‌maximum‌‌Armor‌‌Points‌‌per‌‌purchase‌‌(for‌‌a‌‌maximum‌‌of‌‌10‌‌bonus‌‌points),‌‌which‌‌add‌‌to‌‌the‌‌user’s‌‌currently‌‌used‌‌                                         
Armor‌‌(no‌‌matter‌‌its‌‌source)‌‌and‌‌may‌‌go‌‌above‌‌their‌‌normal‌‌maximum.‌‌Note‌‌that‌‌this‌‌does‌‌not‌‌affect‌‌how‌‌the‌‌Armor‌‌is‌‌refit;‌‌                                             
for‌ ‌example,‌ ‌‌Blacksmithing‌ ‌‌is‌ ‌still‌ ‌required‌ ‌to‌ ‌refit‌ ‌a‌ ‌suit‌ ‌of‌ ‌physical‌ ‌armor‌ ‌enhanced‌ ‌with‌ ‌Celestial‌ ‌Armor.‌ ‌ 

Channel‌ ‌Healing/Chaos‌ ‌ 
Passive‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌selected,‌ ‌the‌ ‌caster‌ ‌chooses‌ ‌either‌ ‌Healing‌ ‌or‌ ‌Chaos.‌ ‌This‌ ‌augmentation‌ ‌allows‌‌the‌‌character‌‌to‌‌                                     
evoke‌‌this‌‌element‌‌through‌‌those‌‌Weapons‌‌in‌‌which‌‌they‌‌have‌‌the‌‌Skill‌‌for‌‌the‌‌duration‌‌of‌‌the‌‌LP.‌‌Just‌‌like‌‌the‌‌Earth‌‌Blade‌‌                                             
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and‌‌ ‌Chaos‌ ‌Blade‌‌ ‌spells,‌ ‌they‌ ‌may‌ ‌choose‌ ‌whether‌ ‌to‌ ‌invoke‌ ‌this‌ ‌element‌ ‌with‌ ‌each‌ ‌swing‌ ‌of‌ ‌their‌ ‌Weapons.‌ ‌ 

This‌‌ability‌‌may‌‌not‌‌be‌‌purchased‌‌more‌‌than‌‌once‌‌in‌‌a‌‌single‌‌LP.‌‌The‌‌element‌‌selected‌‌to‌‌be‌‌evoked‌‌must‌‌be‌‌declared‌‌at‌‌the‌‌                                               
time‌ ‌of‌ ‌selection.‌ ‌ 

Channel‌ ‌Foundation‌ ‌Element‌ ‌ 
Passive‌‌ ‌  

Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌selected,‌ ‌the‌ ‌caster‌ ‌chooses‌ ‌one‌ ‌of‌ ‌the‌ ‌four‌ ‌foundation‌ ‌elements‌ ‌(Stone,‌ ‌Lightning,‌ ‌Ice,‌ ‌or‌ ‌Flame).‌ ‌ 

This‌ ‌augmentation‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌evoke‌ ‌this‌‌element‌‌through‌‌those‌‌Weapons‌‌in‌‌which‌‌they‌‌have‌‌the‌‌Skill‌‌for‌‌the‌‌                                       
duration‌‌of‌‌the‌‌LP.‌‌Just‌‌like‌‌the‌‌Enhanced‌‌Blade‌‌spell,‌‌they‌‌may‌‌choose‌‌whether‌‌to‌‌invoke‌‌this‌‌element‌‌with‌‌each‌‌swing‌‌of‌‌                                           
their‌ ‌Weapons.‌ ‌ 

This‌‌ability‌‌may‌‌not‌‌be‌‌purchased‌‌more‌‌than‌‌once‌‌in‌‌a‌‌single‌‌LP.‌‌The‌‌element‌‌selected‌‌to‌‌be‌‌evoked‌‌must‌‌be‌‌declared‌‌at‌‌the‌‌                                               
time‌ ‌of‌ ‌selection.‌ ‌ 

Channeling‌ ‌Execution‌ ‌ 
Passive‌ ‌ 

Once‌‌this‌‌‌High‌‌Magic‌‌has‌‌been‌‌purchased,‌‌the‌‌character‌‌may‌‌Killing‌‌Blow‌‌using‌‌any‌‌one‌‌valid‌‌‌Channeling‌‌‌effect‌‌they‌‌have‌‌                                       
available‌ ‌by‌ ‌spending‌ ‌5‌ ‌‌Channeling‌ ‌‌points.‌ ‌This‌ ‌‌Killing‌ ‌Blow‌ ‌may‌ ‌be‌ ‌performed‌‌using‌‌any‌‌valid‌‌mechanism‌‌available‌‌(for‌‌                                   
example,‌ ‌a‌ ‌Weapon‌ ‌they‌ ‌are‌ ‌wielding‌ ‌or‌ ‌their‌ ‌hands).‌ ‌ 

Channeling‌ ‌Shield‌ ‌ 
Passive‌ ‌ 

A‌ ‌character‌ ‌who‌ ‌has‌ ‌purchased‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌may‌‌defend‌‌against‌‌incoming‌‌Spell‌‌and‌‌Elemental‌‌Qualifier‌‌attacks.‌‌This‌‌                                   
defense‌ ‌may‌ ‌be‌ ‌used‌ ‌no‌ ‌matter‌ ‌what‌ ‌Effect‌ ‌is‌ ‌called‌ ‌with‌ ‌the‌ ‌attack,‌ ‌but‌ ‌it‌ ‌must‌ ‌be‌ ‌a‌ ‌damaging‌ ‌attack‌ ‌with‌ ‌a‌ ‌number‌‌                                             
attached.‌ ‌ 

The‌‌character‌‌must‌‌expend‌‌an‌‌equal‌‌amount‌‌of‌‌‌Channeling‌‌‌points‌‌from‌‌their‌‌pool‌‌when‌‌using‌‌‌Channeling‌‌Shield‌;‌‌if‌‌they‌‌have‌‌                                       
insufficient‌ ‌‌Channeling‌ points‌ ‌available,‌‌they‌‌may‌‌not‌‌use‌‌this‌‌ability.‌‌When‌‌using‌‌‌Channeling‌‌Shield‌‌‌to‌‌stop‌‌an‌‌attack,‌‌the‌‌                                     
character‌‌must‌‌call‌‌“Cloak”‌‌as‌‌a‌‌Smart‌‌Guard‌‌defense.‌‌This‌‌ability‌‌may‌‌be‌‌used‌‌any‌‌number‌‌of‌‌times‌‌once‌‌purchased‌‌so‌‌long‌‌                                           
as‌ ‌the‌ ‌character‌ ‌has‌ ‌sufficient‌ ‌‌Channeling‌ ‌‌Pool‌ ‌available.‌ ‌ 

Cloak‌ ‌ 
Times‌ ‌Ever‌ ‌ 

Each‌‌time‌‌this‌‌Smart‌‌Guard‌‌type‌‌Defense‌‌is‌‌selected‌‌it‌‌provides‌‌protection‌‌against‌‌a‌‌single‌‌attack‌‌from‌‌a‌‌specifically‌‌chosen‌‌                                       
Effect‌‌Group‌‌chosen‌‌by‌‌the‌‌caster;‌‌any‌‌Effect‌‌Group‌‌other‌‌than‌‌Coating‌‌or‌‌Other‌‌may‌‌be‌‌chosen.‌‌When‌‌used,‌‌the‌‌character‌‌                                         
must‌ ‌call‌ ‌“‌Cloak‌”.‌ ‌ 

The‌ ‌‌Cloak‌ ‌‌will‌ ‌completely‌ ‌Guard‌ ‌against‌ ‌the‌ ‌specific‌ ‌effect‌ ‌from‌ ‌among‌ ‌those‌ ‌in‌ ‌its‌ ‌Effect‌ ‌Group‌.‌ ‌ 

Earth’s‌ ‌Bounty‌ ‌ 
Passive‌ ‌ 

This‌‌ability‌‌grants‌‌an‌‌Earth‌‌caster‌‌an‌‌increase‌‌of‌‌2‌‌maximum‌‌Body‌‌Points.‌‌This‌‌ability‌‌can‌‌be‌‌purchased‌‌a‌‌maximum‌‌of‌‌five‌‌                                           
times,‌ ‌providing‌ ‌up‌ ‌to‌ ‌10‌ ‌additional‌‌Body‌‌Points‌‌to‌‌the‌‌caster.‌‌These‌‌points‌‌can‌‌be‌‌healed‌‌to‌‌maximum‌‌by‌‌normal‌‌healing‌‌                                         
means.‌ ‌ 

In‌ ‌all‌ ‌respects,‌ ‌this‌ ‌ability‌ ‌is‌ ‌as‌ ‌if‌ ‌the‌ ‌caster‌ ‌was‌ ‌of‌ ‌a‌ ‌higher-level‌ ‌with‌ ‌the‌ ‌extra‌ ‌Body‌ ‌Points.‌ ‌ 
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Elemental‌ ‌Augmentation‌ ‌ 
Times‌ ‌Ever‌‌ ‌  

This‌ ‌augmentation‌ ‌changes‌ ‌the‌ ‌verbal‌ ‌required‌ ‌to‌ ‌deliver‌ ‌a‌ ‌single‌ ‌spell,‌ ‌which‌ ‌can‌ ‌now‌ ‌be‌ ‌delivered‌ ‌as‌ ‌“X‌ ‌Elemental‌‌                                     
<effect>.”‌ ‌If‌ ‌a‌ ‌‌Magic‌ ‌Storm‌ ‌‌spell‌ ‌is‌ ‌chosen,‌ ‌the‌ ‌Packets‌‌granted‌‌by‌‌the‌‌spell‌‌will‌‌be‌‌delivered‌‌with‌‌the‌‌Elemental‌‌Qualifier‌‌                                         
instead‌ ‌of‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

Enhance‌ ‌Signature‌ ‌Spell‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌‌High‌‌Magic‌‌‌may‌‌be‌‌expended‌‌to‌‌double‌‌the‌‌numeric‌‌amount‌‌of‌‌one‌‌Signature‌‌Spell‌‌from‌‌memory‌‌(not‌‌Flex‌‌Casted).‌‌For‌‌                                         
example,‌‌if‌‌this‌‌ability‌‌is‌‌used‌‌for‌‌a‌‌3rd‌‌level‌‌‌Evocation‌‌Bolt‌,‌‌its‌‌number‌‌would‌‌go‌‌from‌‌15‌‌to‌‌30.‌‌A‌‌9th‌‌level‌‌‌Cause‌‌Wounds‌‌                                                 
would‌ ‌go‌ ‌from‌ ‌45‌ ‌to‌ ‌90.‌ ‌ 

Exchange‌ ‌Spell‌ ‌ 
Times‌ ‌Ever‌‌ ‌  

This‌‌‌High‌‌Magic‌‌functions‌‌just‌‌like‌‌the‌‌Spell‌‌Swap‌‌Ritual.‌‌Specifically,‌‌when‌‌this‌‌High‌‌Magic‌‌is‌‌used,‌‌a‌‌character‌‌may‌‌expend‌‌                                         
a‌ ‌memorized‌ ‌spell‌ ‌to‌ ‌gain‌ ‌use‌ ‌of‌ ‌a‌ ‌spell‌ ‌of‌ ‌an‌ ‌equal‌ ‌or‌ ‌lower-level.‌ ‌ 

The‌ ‌use‌ ‌of‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌must‌ ‌be‌ ‌accompanied‌ ‌by‌ ‌at‌‌least‌‌60‌‌seconds‌‌of‌‌Focus‌‌roleplay‌‌and‌‌the‌‌character‌‌must‌‌be‌‌in‌‌                                             
possession‌ ‌of‌ ‌a‌ ‌Spellbook‌ ‌containing‌ ‌both‌ ‌spells.‌ ‌ 

Once‌ ‌the‌ ‌character‌ ‌has‌ ‌completed‌ ‌their‌ ‌Focus,‌ ‌the‌ ‌player‌‌must‌‌recite‌‌the‌‌incantation‌‌of‌‌the‌‌spell‌‌to‌‌be‌‌expended‌‌and‌‌will‌‌                                         
then‌‌gain‌‌a‌‌use‌‌of‌‌the‌‌target‌‌spell.‌‌They‌‌must‌‌mark‌‌the‌‌expended‌‌spell‌‌off‌‌of‌‌their‌‌battle‌‌board‌‌and‌‌write‌‌in‌‌the‌‌new‌‌spell‌‌with‌‌                                                   
an‌ ‌S.‌ ‌ 

If‌ ‌expended‌ ‌along‌ ‌with‌ ‌a‌ ‌‌Spell‌ ‌Swap‌ ‌Ritual,‌ ‌the‌ ‌spell‌ ‌swap‌ ‌may‌ ‌be‌ ‌done‌ ‌with‌ ‌a‌ ‌3‌ ‌second‌ ‌Counted‌ ‌Action‌ ‌instead‌‌of‌‌60‌‌                                             
seconds.‌ ‌In‌ ‌this‌ ‌case,‌ ‌the‌ ‌character‌ ‌should‌ ‌record‌ ‌the‌ ‌‌Spell‌ ‌Swap‌‌ ‌on‌ ‌their‌ ‌battleboard‌ ‌at‌ ‌the‌ ‌earliest‌ ‌reasonable‌ ‌opportunity.‌ ‌ 

Formal‌ ‌Link‌ ‌ 
Passive‌ ‌ 

Each‌‌time‌‌this‌‌‌High‌‌Magic‌‌‌ability‌‌is‌‌chosen,‌‌it‌‌adds‌‌one‌‌additional‌‌‌High‌‌Magic‌‌‌point‌‌in‌‌Formal‌‌Magic‌‌to‌‌another‌‌Ritual‌‌caster‌‌                                           
of‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌(Earth‌ ‌or‌ ‌Celestial)‌ ‌in‌ ‌helping‌ ‌to‌ ‌assist‌ ‌in‌ ‌the‌ ‌casting‌ ‌of‌ ‌their‌ ‌Rituals.‌ ‌Note‌ ‌that‌ ‌this‌ ‌may‌ ‌be‌‌                                           
purchased‌‌even‌‌without‌‌purchasing‌‌any‌‌‌High‌‌Magic‌‌‌points‌‌assigned‌‌to‌‌‌Formal‌‌Magic‌.‌‌‌Formal‌‌Link‌‌can‌‌be‌‌used‌‌10‌‌times‌‌to‌‌                                       
assist‌ ‌any‌ ‌one‌‌ ‌‌Ritual‌ ‌Casting,‌ ‌no‌ ‌matter‌ ‌the‌ ‌origin.‌ ‌ 

Bonus‌ ‌ranks‌ ‌added‌ ‌through‌ ‌‌Formal‌ ‌Link‌ ‌‌are‌ ‌cumulative‌ ‌and‌ ‌last‌ ‌throughout‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌purchase.‌ ‌ 

Formal‌ ‌Magic‌ ‌ 
Passive‌ ‌ 

Each‌‌purchase‌‌of‌‌this‌‌‌High‌‌Magic‌‌ability‌‌grants‌‌one‌‌point‌‌in‌‌Formal‌‌Magic,‌‌used‌‌for‌‌casting‌‌Rituals.‌‌See‌‌the‌‌Formal‌‌Magic‌‌                                         
section‌ ‌for‌ ‌details.‌ ‌A‌ ‌character‌ ‌with‌ ‌at‌ ‌least‌ ‌one‌ ‌point‌ ‌in‌‌‌Formal‌‌Magic‌‌of‌‌the‌‌appropriate‌‌Aspect‌‌may‌‌act‌‌as‌‌a‌‌secondary‌‌                                           
caster,‌ ‌adding‌ ‌one‌ ‌point‌ ‌to‌ ‌the‌ ‌primary‌ ‌caster’s‌ ‌chances‌ ‌of‌ ‌success.‌ ‌Additional‌ ‌points‌ ‌may‌ ‌only‌ ‌be‌ ‌granted‌ ‌from‌ ‌each‌‌                                     
secondary‌ ‌caster‌ ‌via‌ ‌the‌ ‌‌Formal‌ ‌Link‌ ‌High‌ ‌Magic‌.‌ ‌ 

Higher‌ ‌Manifestation‌ ‌ 
Passive‌ ‌ 

A‌‌character‌‌with‌‌this‌‌‌High‌‌Magic‌‌‌may‌‌Channel‌‌a‌‌specific‌‌‌Channeling‌‌‌element‌‌valid‌‌for‌‌their‌‌‌Channeling‌‌‌pool‌‌without‌‌using‌‌a‌‌                                       
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Source‌ ‌in‌ ‌that‌ ‌hand.‌ ‌Only‌ ‌elements‌‌appropriate‌‌to‌‌the‌‌High‌‌Magic‌‌school‌‌may‌‌be‌‌chosen,‌‌i.e.‌‌you‌‌need‌‌Earth‌‌‌High‌‌Magic‌‌                                         
points‌ ‌to‌ ‌use‌ ‌‌Higher‌ ‌Manifestation‌ ‌f‌or‌ ‌an‌ ‌Earth‌ ‌‌Channeling‌ ‌‌pool.‌ ‌ 

This‌‌means‌‌that‌‌the‌‌character‌‌may‌‌Channel‌‌while‌‌holding‌‌an‌‌object‌‌(such‌‌as‌‌a‌‌Weapon‌‌or‌‌Shield)‌‌in‌‌their‌‌off‌‌hand.‌‌The‌‌hand‌‌                                             
selected‌‌to‌‌use‌‌Higher‌‌Manifestation‌‌must‌‌be‌‌marked‌‌with‌‌a‌‌symbol‌‌at‌‌least‌‌1"‌‌x‌‌1"‌‌on‌‌the‌‌back‌‌of‌‌the‌‌hand‌‌or‌‌a‌‌glove‌‌worn‌‌                                                   
on‌ ‌that‌ ‌hand.‌ ‌This‌ ‌ability‌ ‌may‌ ‌be‌ ‌purchased‌ ‌multiple‌ ‌times‌ ‌to‌ ‌allow‌ ‌for‌ ‌multiple‌ ‌elements.‌ ‌ 

Higher‌ ‌Manifestation‌ ‌may‌ ‌not‌ ‌be‌ ‌used‌ ‌to‌ ‌evoke‌ ‌‌Channeling‌ ‌‌pool‌ ‌in‌ ‌conjunction‌ ‌with‌ ‌a‌ ‌Source;‌ ‌if‌ ‌a‌ ‌Source‌ ‌is‌ ‌used,‌ ‌only‌‌                                         
elements‌ ‌appropriate‌ ‌to‌ ‌that‌ ‌Source‌ ‌may‌ ‌be‌ ‌manifested.‌ ‌ 

While‌‌it‌‌lasts,‌‌this‌‌‌High‌‌Magic‌‌‌may‌‌be‌‌invoked‌‌every‌‌time‌‌the‌‌character‌‌Channels‌‌at‌‌the‌‌character’s‌‌choice.‌‌A‌‌character‌‌need‌‌                                         
not‌ ‌have‌ ‌any‌ ‌Source‌ ‌on‌ ‌their‌ ‌person‌ ‌to‌ ‌Channel‌ ‌while‌ ‌using‌ ‌this‌ ‌ability.‌ ‌ 

Magical‌ ‌Channeling‌ 
Passive‌ ‌ 

A‌ ‌character‌ ‌with‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌may‌ ‌Channel‌ ‌a‌ ‌Celestial‌ ‌‌Channeling‌ ‌‌pool‌ ‌with‌ ‌the‌ ‌Magic‌ ‌Carrier‌ ‌instead‌ ‌of‌ ‌what‌ ‌their‌‌                                       
Celestial‌ ‌Source‌ ‌in‌ ‌hand‌ ‌would‌ ‌normally‌ ‌produce.‌ ‌This‌ ‌choice‌ ‌is‌ ‌made‌ ‌for‌ ‌each‌ ‌individual‌ ‌Packet‌ ‌thrown.‌ ‌ 

Magical‌ ‌Conduit‌ ‌ 
Times‌ ‌Ever‌ ‌ 

When‌ ‌using‌ ‌this‌ ‌High‌ ‌Magic‌,‌ ‌the‌ ‌character‌ ‌may‌ ‌fill‌ ‌up‌ ‌to‌ ‌9‌ ‌levels‌ ‌in‌ ‌a‌ ‌Spell‌ ‌Store‌ ‌Ritual‌ ‌with‌ ‌spells‌ ‌appropriate‌ ‌to‌ ‌their‌‌                                             
Aspect.‌‌This‌‌requires‌‌the‌‌character‌‌to‌‌‌Meditate‌‌‌to‌‌fill‌‌the‌‌Spell‌‌Store‌.‌‌The‌‌character‌‌need‌‌not‌‌have‌‌Spell‌‌Slots‌‌to‌‌cast‌‌these‌‌                                           
spells‌‌normally.‌‌These‌‌spells‌‌must‌‌be‌‌in‌‌a‌‌Spellbook‌‌that‌‌the‌‌character‌‌studies‌‌during‌‌the‌‌‌Meditation‌‌‌session‌‌in‌‌which‌‌they‌‌                                       
purchase‌ ‌this‌ ‌‌High‌ ‌Magic.‌ ‌ 

The‌ ‌‌Spell‌ ‌Store‌‌ ‌Ritual‌ ‌must‌ ‌stay‌ ‌in‌ ‌the‌ ‌character’s‌ ‌possession‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌‌Meditation‌ ‌‌session.‌ ‌ 

Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌ 
Passive‌ ‌ 

Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌allows‌ ‌a‌ ‌caster‌ ‌to‌ ‌evoke‌ ‌‌Channeling‌ ‌‌charges‌ ‌through‌ ‌a‌‌Staff‌‌instead‌‌of‌‌a‌‌Source.‌‌The‌‌caster‌‌must‌‌                                         
have‌ ‌the‌ ‌Staff‌ ‌Skill‌ ‌for‌ ‌this‌ ‌ability‌ ‌to‌ ‌be‌ ‌used.‌ ‌ 

When‌ ‌‌Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌is‌ ‌chosen,‌ ‌the‌ ‌caster‌ ‌must‌ ‌choose‌‌a‌‌single‌‌appropriate‌‌element‌‌for‌‌their‌‌‌Channeling‌‌‌pool(s).‌‌                                     
Multiple‌‌‌Oak‌‌of‌‌the‌‌Archmage‌‌High‌‌Magic‌‌effects‌‌may‌‌be‌‌used‌‌for‌‌multiple‌‌elements,‌‌including‌‌to‌‌empower‌‌it‌‌with‌‌both‌‌Earth‌                                         
and‌‌Celestial‌‌‌Channeling‌‌‌pools.‌‌Having‌‌a‌‌Staff‌‌‌Shattered‌,‌‌lost‌‌or‌‌stolen‌‌does‌‌not‌‌end‌‌the‌‌‌Oak‌‌of‌‌the‌‌Archmage‌‌‌effect,‌‌though‌‌                                         
a‌ ‌caster‌ ‌would‌ ‌need‌ ‌to‌ ‌find‌ ‌or‌ ‌purchase‌ ‌another‌ ‌Staff‌ ‌to‌ ‌continue‌ ‌to‌ ‌use‌ ‌this‌‌ ‌High‌ ‌Magic‌‌ ‌ability.‌ 

A‌‌character‌‌wielding‌‌such‌‌a‌‌Staff‌‌may‌‌also‌‌manifest‌‌their‌‌‌Channeling‌energy‌‌through‌‌its‌‌swings.‌‌The‌‌character‌‌may‌‌expend‌‌                                     
Channeling‌‌‌Pool‌‌points‌‌to‌‌swing‌‌with‌‌the‌‌call‌‌“X‌‌Elemental‌‌Strike‌‌<Type>”,‌‌where‌‌X‌‌is‌‌the‌‌amount‌‌of‌‌‌Channeling‌‌‌points‌‌they‌‌                                         
wish‌ ‌to‌ ‌expend.‌ ‌This‌ ‌may‌ ‌not‌ ‌be‌ ‌higher‌ ‌than‌ ‌their‌ ‌normal‌ ‌‌Channeling‌ ‌‌Pool‌ ‌maximum‌ ‌and‌ ‌may‌ ‌be‌ ‌enhanced‌ ‌using‌ ‌the‌‌                                       
Greater‌ ‌Source‌‌ ‌Ritual.‌ ‌The‌ ‌type‌ ‌chosen‌ ‌may‌ ‌be‌ ‌any‌ ‌type‌ ‌they‌ ‌could‌ ‌normally‌ ‌Channel‌ ‌through‌ ‌their‌ ‌Staff‌ ‌ 

Additionally,‌ ‌such‌ ‌a‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌Signature‌‌Spell‌‌from‌‌memory‌‌to‌‌swing‌‌with‌‌the‌‌call‌‌“X‌‌Spell‌‌Strike‌‌<Effect>”,‌‌                                       
where‌ ‌X‌ ‌is‌ ‌the‌ ‌damage‌ ‌of‌ ‌the‌ ‌Signature‌ ‌Spell‌ ‌and‌ ‌<Effect>‌ ‌is‌ ‌the‌ ‌effect‌ ‌appropriate‌ ‌to‌ ‌the‌ ‌expended‌ ‌Signature‌ ‌Spell.‌ ‌ 

Potion‌ ‌Mastery‌ ‌ 
Passive‌ ‌ 

Until‌‌the‌‌next‌‌LP,‌‌this‌‌character‌‌may‌‌expend‌‌a‌‌Potion‌‌in‌‌their‌‌hand‌‌to‌‌Touch-Cast‌‌its‌‌effect‌‌as‌‌“X‌‌Spell‌‌<Effect>”‌‌into‌‌a‌‌‌Spell‌‌                                               
Store‌‌ ‌or‌‌ ‌Memory‌ ‌Strike‌‌ ‌Ritual‌ ‌as‌ ‌though‌ ‌using‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌spell‌ ‌to‌ ‌fulfill‌ ‌those‌ ‌Rituals’‌ ‌requirements.‌ ‌ 
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Powerful‌ ‌Meditation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌‌High‌‌Magic‌‌may‌‌be‌‌expended‌‌to‌‌‌Meditate‌‌‌a‌‌single‌‌Battle‌‌Magic‌‌spell‌‌or‌‌Martial‌‌or‌‌Stealth‌‌Skill‌‌which‌‌was‌‌negated‌‌by‌‌a‌‌                                             
defense.‌ ‌The‌ ‌character‌ ‌must‌ ‌complete‌ ‌a‌ ‌normal‌ ‌‌Meditation‌ ‌‌session‌ ‌as‌ ‌if‌ ‌the‌ ‌ability‌ ‌had‌ ‌missed‌ ‌without‌ ‌resolving.‌ ‌The‌‌                                   
character‌ ‌may‌ ‌only‌ ‌use‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌‌on‌ ‌an‌ ‌ability‌ ‌they‌ ‌expended‌ ‌while‌ ‌they‌ ‌had‌ ‌this‌ ‌‌Powerful‌‌Meditation‌‌‌High‌‌Magic‌‌                                       
prepared.‌‌They‌‌may‌‌not‌‌use‌‌‌Powerful‌‌Meditation‌‌‌on‌‌an‌‌ability‌‌they‌‌expended‌‌before‌‌they‌‌prepared‌‌the‌‌‌Powerful‌‌Meditation‌‌                                   
High‌ ‌Magic.‌ ‌ 

Protective‌ ‌Reflex‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌provides‌‌a‌‌personal‌‌‌Prison‌‌‌spell‌‌for‌‌the‌‌caster‌‌in‌‌extreme‌‌emergencies.‌‌The‌‌‌Protective‌‌Reflex‌‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌                                       
choose‌‌to‌‌activate‌‌this‌‌‌Prison‌‌‌in‌‌response‌‌to‌‌any‌‌effect‌‌that‌‌strikes‌‌them;‌‌the‌‌‌Prison‌‌‌effect‌‌then‌‌acts‌‌as‌‌if‌‌it‌‌was‌‌cast‌‌before‌‌                                               
the‌‌effect‌‌struck.‌‌When‌‌triggered,‌‌the‌‌character‌‌must‌‌state‌‌‌“Protective‌‌Reflex.‌‌‌No‌‌Effect:‌‌Visible‌‌‌Prison‌”‌‌as‌‌a‌‌response‌‌to‌‌the‌‌                                       
attack.‌ ‌ 

Rebirth‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌provides‌‌a‌‌personal‌‌‌Life‌‌‌spell‌‌for‌‌the‌‌caster‌‌in‌‌extreme‌‌emergencies.‌‌A‌‌‌Rebirth‌‌‌will‌‌automatically‌‌activate‌‌a‌‌‌Life‌‌‌spell‌‌on‌‌                                         
the‌‌caster‌‌as‌‌if‌‌it‌‌had‌‌been‌‌Touch-Cast‌‌and‌‌accepted‌‌during‌‌their‌‌Death‌‌Countdown‌‌at‌‌4‌‌minutes‌‌59‌‌seconds.‌‌However,‌‌the‌‌                                         
player‌‌always‌‌has‌‌the‌‌option‌‌to‌‌Resurrect‌‌as‌‌normal‌‌and‌‌forgo‌‌using‌‌this‌‌High‌‌Magic‌‌ability‌‌in‌‌order‌‌to‌‌save‌‌it‌‌for‌‌a‌‌later‌‌time;‌‌                                                 
unlike‌ ‌most‌ ‌‌High‌ ‌Magic,‌ ‌‌this‌ ‌ability‌ ‌will‌ ‌survive‌ ‌Resurrection‌ ‌if‌ ‌unused.‌ ‌ 

If‌ ‌a‌‌‌Rebirth‌‌‌is‌‌used‌‌while‌‌‌Engulfed‌,‌‌your‌‌Death‌‌Countdown‌‌will‌‌be‌‌reset.‌‌When‌‌a‌‌‌Rebirth‌‌‌is‌‌used,‌‌the‌‌character‌‌must‌‌state‌‌                                           
“Rebirth”.‌ ‌ 

Ritual‌ ‌Manipulation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌ability‌‌allows‌‌a‌‌caster‌‌to‌‌manipulate‌‌a‌‌Ritual‌‌they‌‌plan‌‌to‌‌cast‌‌later‌‌in‌‌the‌‌same‌‌LP.‌‌In‌‌order‌‌to‌‌use‌‌this‌‌ability,‌‌you‌‌must‌‌                                                   
have‌‌the‌‌Ritual‌‌Scroll‌‌you‌‌wish‌‌to‌‌manipulate,‌‌all‌‌Reagents‌‌required‌‌to‌‌cast‌‌it,‌‌the‌‌Catalyst‌‌(if‌‌required),‌‌and‌‌the‌‌appropriate‌‌                                         
amount‌ ‌of‌ ‌‌High‌ ‌Magic‌‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic.‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌taken,‌ ‌the‌‌caster‌‌may‌‌choose‌‌one‌‌‌Ritual‌‌Manipulation‌‌they‌‌wish‌‌to‌‌apply‌‌when‌‌they‌‌perform‌‌a‌‌full‌‌                                           
casting‌‌of‌‌the‌‌chosen‌‌Ritual.‌‌Note‌‌that‌‌a‌‌‌Ritual‌‌Manipulation‌‌‌is‌‌specific‌‌to‌‌a‌‌single‌‌type‌‌of‌‌Ritual‌‌Scroll‌‌(e.g.‌‌Arcane‌‌Armor)‌‌                                           
but‌ ‌not‌ ‌the‌ ‌specific‌ ‌Ritual‌ ‌Scroll‌ ‌you‌ ‌are‌‌bringing‌‌to‌‌Logistics.‌‌The‌‌prerequisite‌‌for‌‌each‌‌type‌‌of‌‌manipulation‌‌must‌‌be‌‌met‌‌                                         
individually‌‌on‌‌a‌‌Ritual‌‌Scroll‌‌to‌‌caster‌‌basis,‌‌and‌‌is‌‌based‌‌on‌‌their‌‌current‌‌number‌‌of‌‌‌High‌‌Magic‌‌‌points‌‌assigned‌‌to‌‌Formal‌‌                                           
Magic‌ ‌‌compared‌ ‌to‌ ‌the‌ ‌chosen‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌target‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

Some‌‌‌Ritual‌‌Manipulations‌‌provide‌‌Empowerment‌‌effects‌‌for‌‌varying‌‌lengths‌‌of‌‌time.‌‌Using‌‌an‌‌Empowerment,‌‌a‌‌caster‌‌can‌‌                                 
supercharge‌‌the‌‌Ritual‌‌they‌‌are‌‌casting,‌‌granting‌‌a‌‌greater‌‌effect‌‌in‌‌some‌‌unusual‌‌way.‌‌The‌‌Empowerment‌‌itself‌‌cannot‌‌be‌‌                                     
extended‌‌by‌‌any‌‌means.‌‌After‌‌this‌‌period,‌‌these‌‌items‌‌return‌‌to‌‌their‌‌base‌‌Ritual‌‌stats‌‌as‌‌the‌‌magic‌‌settles‌‌down.‌‌The‌‌exact‌‌                                           
nature‌ ‌of‌ ‌how‌ ‌a‌ ‌Ritual‌ ‌is‌ ‌more‌ ‌effective‌ ‌is‌ ‌up‌ ‌to‌ ‌the‌ ‌local‌ ‌Plot‌ ‌Team.‌‌The‌‌more‌‌impressive‌‌roleplaying‌‌and‌‌Ritual‌‌casting‌‌                                           
performed,‌ ‌the‌ ‌greater‌ ‌the‌ ‌Empowerments.‌ ‌ 

An‌‌item‌‌may‌‌only‌‌ever‌‌have‌‌one‌‌Empowerment‌‌active‌‌on‌‌it.‌‌Further‌‌attempts‌‌to‌‌Empower‌‌other‌‌Rituals‌‌on‌‌the‌‌same‌‌item‌‌will‌‌                                           
automatically‌ ‌fail.‌ ‌ 

Empowerments‌ ‌do‌ ‌not‌ ‌count‌‌as‌‌Rituals‌‌for‌‌the‌‌purpose‌‌of‌‌Ritual‌‌Slots.‌‌Plot‌‌may‌‌choose‌‌to‌‌preemptively‌‌expire‌‌or‌‌alter‌‌an‌‌                                         
Empowerment‌‌at‌‌any‌‌time‌‌if‌‌they‌‌choose‌‌to‌‌do‌‌so.‌‌Empowerments‌‌may‌‌never‌‌travel‌‌outside‌‌the‌‌Chapter‌‌in‌‌which‌‌they‌‌were‌‌                                         
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cast;‌‌an‌‌item‌‌with‌‌an‌‌active‌‌Empowerment‌‌will‌‌act‌‌as‌‌normal‌‌for‌‌its‌‌base‌‌Rituals‌‌(without‌‌the‌‌Empowerment‌‌effect)‌‌if‌‌taken‌‌to‌‌                                           
another‌ ‌Chapter.‌ ‌ 

The‌‌types‌‌of‌‌manipulations‌‌and‌‌their‌‌prerequisites‌‌are‌‌listed‌‌below‌‌and‌‌are‌‌arranged‌‌according‌‌to‌‌the‌‌number‌‌of‌‌‌High‌‌Magic‌‌                                       
points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌needed‌ ‌above‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Foresight:‌ ‌‌When‌ ‌using‌ ‌this‌‌Manipulation,‌‌if‌‌a‌‌Backlash‌‌is‌‌rolled,‌‌the‌‌caster‌‌may‌‌roll‌‌twice‌‌(rerolling‌‌a‌‌duplicate‌‌result)‌‌and‌‌                                       
choose‌ ‌which‌ ‌of‌‌the‌‌two‌‌rolled‌‌Backlashes‌‌applies.‌‌No‌‌further‌‌rerolls‌‌—‌‌such‌‌as‌‌from‌‌additional‌‌purchases‌‌of‌‌Foresight‌‌—‌‌                                       
are‌‌allowed.‌‌The‌‌caster‌‌must‌‌have‌‌at‌‌least‌‌as‌‌many‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌as‌‌the‌‌                                           
difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Casters’‌‌Mark:‌‌‌This‌‌allows‌‌the‌‌caster‌‌to‌‌add‌‌a‌‌small‌‌sigil‌‌or‌‌rune‌‌on‌‌the‌‌target‌‌of‌‌the‌‌Ritual.‌‌This‌‌can‌‌be‌‌no‌‌larger‌‌than‌‌3"‌‌on‌‌                                                     
a‌‌side.‌‌This‌‌Mark‌‌will‌‌remain‌‌as‌‌long‌‌as‌‌the‌‌Ritual‌‌with‌‌this‌‌ability‌‌remains‌‌on‌‌the‌‌item‌‌and‌‌cannot‌‌be‌‌removed‌‌from‌‌the‌‌item‌‌                                                 
while‌ ‌any‌ ‌Rituals‌ ‌of‌ ‌this‌ ‌Batch‌ ‌remain.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌only‌ ‌be‌ ‌taken‌ ‌once‌ ‌per‌ ‌Batch.‌ ‌Plot‌ ‌must‌ ‌approve‌ ‌the‌ ‌design‌ ‌of‌ ‌the‌ ‌sigil‌ ‌to‌ ‌be‌ ‌placed‌ ‌on‌ ‌the‌ ‌Item.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌five‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Improved‌‌Chance:‌‌This‌‌will‌‌add‌‌1%‌‌success‌‌chance‌‌to‌‌the‌‌Ritual‌‌being‌‌cast.‌‌This‌‌ability‌‌can‌‌only‌‌be‌‌used‌‌up‌‌to‌‌five‌‌times‌‌                                             
per‌ ‌Ritual‌ ‌and‌ ‌never‌ ‌for‌ ‌a‌ ‌greater‌ ‌chance‌ ‌than‌ ‌95%.‌ ‌ 

This‌ ‌is‌ ‌accomplished‌ ‌by‌ ‌rolling‌ ‌either‌ ‌two‌ ‌ten-sided‌ ‌dice‌ ‌(with‌ ‌one‌ ‌representing‌ ‌the‌ ‌ten‌‌column‌‌and‌‌one‌‌representing‌‌the‌‌                                     
ones‌ ‌column)‌ ‌or‌ ‌rolling‌ ‌one‌ ‌die‌ ‌twice‌ ‌—‌ ‌first‌ ‌for‌ ‌the‌ ‌tens‌ ‌digit‌ ‌then‌ ‌again‌ ‌for‌ ‌the‌ ‌ones‌ ‌digit.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌five‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Insert‌‌Reagent:‌‌‌This‌‌allows‌‌the‌‌caster‌‌to‌‌swap‌‌out‌‌a‌‌single‌‌required‌‌Reagent‌‌for‌‌another‌‌single‌‌required‌‌Reagent‌‌listed‌‌on‌‌                                       
the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌five‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Lore‌‌Answer:‌‌This‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌enter‌‌a‌‌note‌‌on‌‌the‌‌Magic‌‌Item‌‌Tag‌‌which‌‌dictates‌‌what‌‌information,‌‌if‌‌any,‌‌the‌‌                                             
caster‌ ‌of‌ ‌a‌ ‌‌Lore‌ ‌‌Ritual‌ ‌will‌ ‌receive.‌ ‌ 

For‌ ‌each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌ability,‌ ‌the‌‌caster‌‌may‌‌stipulate‌‌one‌‌answer‌‌which‌‌will‌‌be‌‌the‌‌first‌‌answer‌‌the‌‌caster‌‌of‌‌the‌‌‌Lore‌‌                                             
Ritual‌‌will‌‌receive‌‌from‌‌Plot.‌‌It‌‌is‌‌up‌‌to‌‌the‌‌discretion‌‌of‌‌Plot‌‌how‌‌much,‌‌if‌‌anything,‌‌the‌‌caster‌‌of‌‌the‌‌‌Lore‌‌‌Ritual‌‌will‌‌receive‌‌                                                 
beyond‌ ‌this‌ ‌answer.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌five‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Conservative‌ ‌Casting:‌ ‌‌This‌ ‌allows‌ ‌the‌ ‌use‌ ‌of‌‌one‌‌fewer‌‌Reagents.‌‌This‌‌ability‌‌cannot‌‌be‌‌combined‌‌with‌‌any‌‌other‌‌ability‌‌                                     
that‌ ‌allows‌ ‌a‌ ‌reduction‌ ‌in‌ ‌Reagent‌ ‌cost‌ ‌and‌ ‌may‌ ‌only‌ ‌be‌ ‌purchased‌ ‌once.‌ ‌ 

All‌‌components‌‌as‌‌specified‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌must‌‌be‌‌present‌‌at‌‌the‌‌time‌‌of‌‌casting.‌‌After‌‌the‌‌Ritual‌‌has‌‌been‌‌successfully‌‌                                           
cast,‌ ‌the‌ ‌caster‌ ‌may‌ ‌choose‌ ‌and‌ ‌retain‌ ‌the‌ ‌component(s)‌ ‌which‌ ‌were‌ ‌not‌ ‌consumed‌ ‌due‌ ‌to‌ ‌this‌‌ ‌Ritual‌ ‌Manipulation.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌ten‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Disguised‌‌Casting:‌‌‌this‌‌ability‌‌renders‌‌a‌‌Ritual‌‌so‌‌that‌‌observers‌‌and‌‌creatures‌‌in‌‌the‌‌area‌‌are‌‌not‌‌informed‌‌they‌‌“feel‌‌magic‌‌                                         
all‌‌around‌‌them”‌‌thus‌‌preventing‌‌the‌‌magical‌‌emanations‌‌which‌‌would‌‌alert‌‌creatures‌‌to‌‌the‌‌presence‌‌of‌‌the‌‌Ritual‌‌caster.‌‌In‌‌                                       
addition,‌ ‌the‌ ‌Ritual’s‌ ‌Aspect‌ ‌can‌ ‌not‌ ‌be‌ ‌discerned.‌‌ ‌  

The‌‌caster‌‌must‌‌have‌‌ten‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
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be‌ ‌cast.‌ ‌ 

Quicken‌‌Casting:‌‌‌This‌‌will‌‌reduce‌‌casting‌‌time‌‌by‌‌20%‌‌with‌‌a‌‌maximum‌‌time‌‌reduction‌‌of‌‌80%‌‌(with‌‌four‌‌purchases).‌‌The‌‌                                       
target‌‌of‌‌this‌‌Ritual‌‌may‌‌refuse‌‌to‌‌allow‌‌the‌‌time‌‌reduction‌‌to‌‌work.‌‌This‌‌ability‌‌will‌‌not‌‌work‌‌with‌‌any‌‌Ritual‌‌which‌‌is‌‌listed‌‌as‌‌                                                 
unavoidable‌ ‌such‌ ‌as‌ ‌‌Obliterate‌,‌ ‌‌Divestiture‌,‌ ‌or‌ ‌‌Banish‌ ‌to‌ ‌Other‌ ‌Plane‌.‌ 

The‌‌caster‌‌must‌‌have‌‌ten‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Spark‌ ‌of‌ ‌Empowerment:‌ ‌‌This‌ ‌‌Manipulation‌ ‌‌will‌ ‌provide‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌twenty-four‌ ‌hours‌ ‌or‌ ‌until‌ ‌the‌ ‌next‌ ‌LP,‌‌                                 
whichever‌‌is‌‌shorter.‌‌The‌‌caster‌‌must‌‌have‌‌t‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magicrom‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌                                     
of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Choose‌‌Flaw:‌‌‌The‌‌caster‌‌may‌‌choose‌‌to‌‌add‌‌a‌‌Flaw‌‌to‌‌the‌‌item‌‌from‌‌one‌‌of‌‌the‌‌following‌‌Flaws.‌‌The‌‌caster‌‌may‌‌purchase‌‌                                             
this‌ ‌manipulation‌ ‌multiple‌ ‌times‌ ‌to‌ ‌add‌ ‌more‌ ‌Flaws‌ ‌on‌ ‌items.‌ ‌ 

● Limit‌ ‌the‌ ‌item’s‌ ‌use‌ ‌to‌ ‌a‌ ‌specific‌ ‌species‌ ‌or‌ ‌prohibit‌ ‌a‌ ‌specific‌ ‌species‌ ‌from‌ ‌using‌ ‌this‌ ‌item.‌ ‌ 

● Require‌ ‌a‌ ‌specific‌ ‌Skill‌ ‌to‌ ‌use‌ ‌or‌ ‌require‌ ‌the‌ ‌user‌ ‌not‌ ‌have‌ ‌a‌ ‌specific‌ ‌Skill.‌ ‌ 

● Require‌ ‌a‌ ‌certain‌ ‌action,‌ ‌phrase,‌ ‌or‌ ‌gesture‌ ‌before,‌ ‌during‌ ‌or‌ ‌after‌ ‌activating.‌ ‌ 

● Require‌ ‌the‌ ‌item‌ ‌be‌ ‌worn‌ ‌or‌ ‌held‌ ‌or‌ ‌manipulated‌ ‌in‌ ‌a‌ ‌certain‌ ‌way.‌ ‌ 

● The‌ ‌item‌ ‌will‌ ‌only‌ ‌function‌ ‌under‌ ‌specific‌ ‌conditions‌ ‌(such‌ ‌as‌ ‌time‌ ‌of‌ ‌day‌ ‌or‌ ‌in‌ ‌specific‌ ‌weather.)‌ ‌ 

If‌ ‌contradictory‌ ‌Flaws‌ ‌exist,‌ ‌the‌ ‌item‌ ‌is‌ ‌rendered‌ ‌unusable.‌ ‌Flaws‌ ‌are‌ ‌applied‌ ‌to‌ ‌an‌ ‌item,‌ ‌not‌ ‌to‌ ‌specific‌ ‌Rituals.‌ ‌ 

Thus,‌ ‌so‌ ‌long‌ ‌as‌ ‌an‌ ‌item‌ ‌retains‌ ‌any‌ ‌Rituals‌ ‌(and‌ ‌thus‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌Tag),‌ ‌all‌ ‌Flaws‌ ‌on‌ ‌that‌ ‌item‌ ‌remain.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌fifteen‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌                                         
to‌ ‌be‌ ‌cast.‌ ‌ 

Any‌‌communication‌‌about‌‌the‌‌item’s‌‌powers‌‌(such‌‌as‌‌Identification‌‌or‌‌handing‌‌an‌‌item‌‌off‌‌from‌‌one‌‌person‌‌to‌‌another)‌‌must‌‌                                       
include‌ ‌an‌ ‌OOG‌ ‌communication‌ ‌detailing‌ ‌the‌ ‌Flaws.‌ ‌ 

The‌ ‌intent‌ ‌of‌ ‌this‌ ‌clarification‌ ‌is‌ ‌that‌ ‌players‌ ‌with‌ ‌knowledge‌‌of‌‌any‌‌powers‌‌of‌‌the‌‌item‌‌should‌‌also‌‌(even‌‌if‌‌only‌‌OOG)‌‌be‌‌                                             
informed‌ ‌of‌ ‌the‌ ‌Flaws‌ ‌of‌ ‌the‌ ‌item.‌ ‌ 

Obvious‌‌Power:‌‌‌This‌‌allows‌‌the‌‌caster‌‌to‌‌create‌‌an‌‌item‌‌which‌‌has‌‌a‌‌Flaw‌‌added‌‌to‌‌it‌‌where‌‌anyone‌‌who‌‌inspects‌‌the‌‌item‌‌                                             
is‌‌able‌‌to‌‌identify‌‌the‌‌Aspect‌‌of‌‌the‌‌magic‌‌(Earth,‌‌Celestial‌‌or‌‌Necromantic)‌‌without‌‌the‌‌need‌‌for‌‌a‌‌‌Greater‌‌Celestial‌‌Circle‌‌of‌‌                                           
Power‌‌ ‌or‌ ‌a‌ ‌‌Lore‌‌ ‌Ritual.‌ ‌ 

If‌‌an‌‌‌Obfuscate‌‌‌Ritual‌‌exists‌‌on‌‌an‌‌item‌‌or‌‌is‌‌added‌‌to‌‌the‌‌item‌‌at‌‌any‌‌later‌‌time‌‌while‌‌this‌‌Ritual‌‌is‌‌still‌‌active,‌‌this‌‌ability‌‌will‌‌                                                     
be‌‌removed.‌‌The‌‌caster‌‌must‌‌have‌‌fifteen‌‌l‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magicrom‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌                                     
of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Terminate‌‌Ritual:‌‌‌This‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌voluntarily‌‌end‌‌the‌‌Ritual‌‌casting‌‌with‌‌no‌‌ill‌‌effects.‌‌At‌‌any‌‌time‌‌during‌‌the‌‌                                           
Ritual,‌‌the‌‌caster‌‌may‌‌activate‌‌the‌‌ability,‌‌ending‌‌the‌‌casting‌‌and‌‌retaining‌‌possession‌‌of‌‌all‌‌the‌‌Ritual‌‌components‌‌and‌‌Ritual‌‌                                       
Scrolls‌ ‌as‌ ‌if‌‌the‌‌Ritual‌‌had‌‌not‌‌been‌‌started.‌‌The‌‌Ritual‌‌may‌‌be‌‌restarted‌‌within‌‌10‌‌minutes.‌‌No‌‌matter‌‌what,‌‌a‌‌Terminated‌‌                                           
Ritual‌ ‌will‌ ‌still‌ ‌have‌ ‌its‌ ‌Ritual‌ ‌Scroll‌ ‌and‌ ‌Reagents‌ ‌destroyed‌ ‌if‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌not‌ ‌reattempted‌ ‌within‌ ‌this‌ ‌10-minute‌ ‌period.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌twenty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌                                         
to‌ ‌be‌ ‌cast.‌ ‌ 

Touch‌ ‌of‌ ‌Empowerment:‌‌ ‌This‌ ‌Manipulation‌ ‌provides‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌up‌ ‌to‌ ‌five‌ ‌days.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌twenty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌                                         
to‌ ‌be‌ ‌cast.‌ ‌ 
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True‌‌Conservation:‌‌This‌‌allows‌‌the‌‌caster‌‌to‌‌use‌‌two‌‌fewer‌‌Reagents.‌‌All‌‌Reagents‌‌as‌‌specified‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌must‌‌                                       
be‌ ‌present‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting.‌ ‌After‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌been‌ ‌successfully‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌may‌ ‌choose‌ ‌and‌ ‌retain‌ ‌the‌‌                                         
Reagent(s)‌ ‌which‌ ‌were‌ ‌not‌ ‌consumed‌ ‌due‌ ‌to‌ ‌this‌‌ ‌Ritual‌ ‌Manipulation.‌ ‌ 

This‌ ‌can‌ ‌only‌ ‌be‌ ‌purchased‌ ‌once‌ ‌and‌ ‌cannot‌ ‌be‌ ‌combined‌ ‌with‌ ‌any‌ ‌other‌ ‌ability‌ ‌that‌ ‌allows‌ ‌a‌ ‌reduction‌ ‌in‌ ‌Reagent‌ ‌cost.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌twenty-five‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌                                       
Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Alternate‌‌Reagent:‌‌‌The‌‌caster‌‌may‌‌add‌‌one‌‌additional‌‌base‌‌Reagent‌‌to‌‌the‌‌Ritual‌‌Scroll,‌‌allowing‌‌them‌‌to‌‌gather‌‌resources‌                                     
easier.‌‌The‌‌caster‌‌may‌‌add‌‌one‌‌additional‌‌Reagent‌‌to‌‌the‌‌list‌‌of‌‌acceptable‌‌Reagents‌‌for‌‌the‌‌ritual,‌‌allowing‌‌them‌‌to‌‌gather‌‌                                         
resources‌ ‌more‌ ‌easily.‌  ‌The‌ ‌total‌ ‌number‌ ‌of‌ ‌Reagents‌ ‌required‌ ‌remains‌ ‌the‌ ‌same.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌thirty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

True‌ ‌Empowerment:‌ ‌‌This‌ ‌Manipulation‌ ‌provides‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌a‌ ‌variable‌ ‌length‌‌of‌‌time,‌‌up‌‌to‌‌a‌‌maximum‌‌of‌‌the‌‌                                     
duration‌‌of‌‌the‌‌Ritual‌‌Batch‌‌in‌‌which‌‌it‌‌was‌‌used.‌‌Plot‌‌may‌‌choose‌‌to‌‌set‌‌an‌‌expiration‌‌date‌‌earlier‌‌than‌‌the‌‌duration‌‌of‌‌the‌‌                                               
Batch‌ ‌if‌ ‌they‌ ‌choose‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌thirty-five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌‌Formal‌‌Magic‌‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌                                       
Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Casting‌ ‌Insight:‌‌This‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌roll‌‌twice‌‌to‌‌determine‌‌the‌‌success‌‌chance‌‌of‌‌their‌‌Ritual.‌‌The‌‌caster‌‌can‌‌                                         
then‌‌choose‌‌whichever‌‌die‌‌roll‌‌result‌‌they‌‌prefer‌‌of‌‌the‌‌two.‌‌These‌‌results‌‌are‌‌taken‌‌before‌‌any‌‌other‌‌Manipulations‌‌or‌‌‌High‌‌                                         
Magic‌‌ ‌abilities‌ ‌are‌ ‌used.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌only‌ ‌be‌ ‌purchased‌ ‌once‌ ‌per‌ ‌Ritual.‌ ‌ 

The‌‌caster‌‌must‌‌have‌‌forty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌‌from‌‌the‌‌appropriate‌‌school‌‌above‌‌the‌‌difficulty‌‌of‌‌the‌‌Ritual‌‌to‌‌                                           
be‌ ‌cast.‌ ‌ 

Scroll‌ ‌Mastery‌ ‌ 
Passive‌ ‌ 

Until‌‌the‌‌next‌‌LP,‌‌this‌‌character‌‌may‌‌read‌‌a‌‌Battle‌‌Magic‌‌Scroll‌‌(which‌‌they‌‌would‌‌normally‌‌be‌‌able‌‌to‌‌cast)‌‌with‌‌the‌‌incant‌‌of‌‌                                               
a‌‌lower-level‌‌spell‌‌and‌‌utilize‌‌the‌‌incanted‌‌effect‌‌by‌‌expending‌‌the‌‌original‌‌Scroll.‌‌The‌‌chosen‌‌spell‌‌must‌‌both‌‌be‌‌Scrollable‌‌                                       
and‌ ‌be‌ ‌in‌ ‌a‌ ‌Spellbook‌ ‌on‌ ‌the‌ ‌character’s‌ ‌person.‌ ‌ 

Spell‌ ‌Augmentation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌augmentation‌‌changes‌‌the‌‌verbal‌‌required‌‌to‌‌deliver‌‌a‌‌single‌‌spell,‌‌which‌‌can‌‌now‌‌be‌‌delivered‌‌as‌‌“Spell‌‌<spell‌‌name>”,‌‌                                       
following‌ ‌all‌ ‌effects‌ ‌and‌ ‌deliveries‌ ‌rules.‌ ‌This‌ ‌may‌ ‌be‌ ‌used‌ ‌to‌ ‌deliver‌ ‌a‌‌spell‌‌while‌‌under‌‌a‌‌‌Silence‌.‌‌This‌‌may‌‌be‌‌used‌‌on‌‌                                             
spells‌ ‌changed‌ ‌via‌ ‌‌Flexible‌ ‌Casting.‌ ‌ 

Spellcraft‌ ‌ 
Times‌ ‌Ever‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌chosen,‌ ‌the‌ ‌caster‌ ‌may‌ ‌prepare‌ ‌one‌ ‌‌Spellcrafting‌ ‌‌charge‌ ‌from‌ ‌one‌ ‌Ritual‌ ‌Scroll‌ ‌that‌ ‌allows‌‌                                     
Spellcrafting‌.‌‌The‌‌Ritual‌‌Scroll‌‌itself‌‌must‌‌be‌‌studied‌‌when‌‌preparing‌‌this‌‌‌High‌‌Magic‌‌just‌‌as‌‌a‌‌spell‌‌caster‌‌would‌‌study‌‌battle‌‌                                         
magic‌‌spells.‌‌Like‌‌Spellbooks,‌‌Ritual‌‌Scrolls‌‌are‌‌not‌‌consumed‌‌after‌‌studying‌‌for‌‌‌Spellcrafting‌‌‌(some‌‌Ritual‌‌Scrolls‌‌may‌‌have‌‌                                   
exceptions‌ ‌to‌ ‌this).‌ ‌ 

At‌ ‌Logistics‌ ‌or‌ ‌a‌ ‌Crafting‌ ‌Station,‌ ‌the‌ ‌caster‌ ‌hands‌ ‌in‌ ‌the‌ ‌required‌ ‌Reagents‌‌as‌‌specified‌‌on‌‌the‌‌Ritual‌‌Scroll.‌‌The‌‌caster‌‌                                         
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must‌‌also‌‌give‌‌the‌‌Ritual‌‌Scroll‌‌over‌‌to‌‌verify‌‌that‌‌the‌‌Ritual‌‌Scroll‌‌is‌‌valid.‌‌The‌‌player‌‌will‌‌then‌‌be‌‌given‌‌a‌‌‌Spellcrafting‌‌Tag‌.‌‌                                               
This‌ ‌Tag‌‌states‌‌the‌‌Ritual‌‌studied,‌‌the‌‌caster’s‌‌name,‌‌and‌‌the‌‌current‌‌LP‌‌(Friday,‌‌Saturday,‌‌etc.).‌‌The‌‌caster‌‌then‌‌has‌‌until‌‌                                         
the‌‌end‌‌of‌‌the‌‌LP‌‌written‌‌on‌‌the‌‌Tag‌‌to‌‌invoke‌‌the‌‌Ritual.‌‌If‌‌the‌‌player‌‌does‌‌not‌‌use‌‌their‌‌‌Spellcraft‌‌‌before‌‌it‌‌expires,‌‌the‌‌ability‌‌                                                   
is‌ ‌lost‌ ‌until‌ ‌it‌ ‌can‌ ‌be‌ ‌studied‌ ‌again.‌ ‌ 

Spellcrafted‌ ‌‌Ritual‌ ‌Scrolls‌ ‌are‌ ‌cast‌ ‌like‌ ‌Battle‌ ‌Magic‌ ‌Scrolls.‌ ‌All‌ ‌‌Spellcrafted‌ ‌‌Rituals‌ ‌must‌ ‌be‌ ‌cast‌ ‌IG.‌ ‌ 

The‌ ‌verbalization‌ ‌for‌ ‌casting‌ ‌a‌ ‌‌Spellcrafted‌ ‌‌Ritual‌ ‌is:‌ ‌“I‌ ‌call‌ ‌upon‌ ‌the‌ ‌power‌ ‌of‌ ‌<Aspect>‌ ‌magic‌ ‌to‌ ‌craft‌ ‌<Ritual‌ ‌name‌ ‌and‌‌ 
choices>.”‌ ‌ 

When‌‌casting,‌‌the‌‌Ritual‌‌Scroll‌‌must‌‌be‌‌in‌‌the‌‌hands‌‌of‌‌the‌‌caster‌‌and‌‌a‌‌Packet‌‌must‌‌be‌‌touched‌‌to‌‌the‌‌Ritual‌‌Scroll‌‌before‌‌it‌‌                                                 
is‌ ‌used.‌ ‌All‌ ‌‌Spellcrafted‌‌‌Rituals‌‌must‌‌be‌‌Touch-Cast‌‌onto‌‌a‌‌valid‌‌target.‌‌If‌‌that‌‌target‌‌has‌‌a‌‌Spirit,‌‌the‌‌individual‌‌must‌‌state‌‌                                           
“Accept”‌ ‌or‌ ‌“Refuse.”‌ ‌‌Spellcrafted‌ ‌‌Rituals‌ ‌are‌ ‌treated‌ ‌as‌ ‌Battle‌ ‌Magic‌ ‌spells‌ ‌in‌ ‌all‌ ‌other‌ ‌ways.‌ ‌ 

Any‌‌special‌‌rules‌‌for‌‌casting‌‌specified‌‌in‌‌the‌‌description‌‌of‌‌the‌‌effect‌‌must‌‌be‌‌followed‌‌for‌‌the‌‌‌Spellcrafting‌‌‌to‌‌be‌‌successful.‌‌                                         
For‌ ‌example,‌ ‌in‌ ‌order‌‌to‌‌Invest‌‌someone‌‌in‌‌a‌‌‌Circle‌‌of‌‌Power,‌‌the‌‌caster‌‌must‌‌already‌‌be‌‌Invested‌‌and‌‌the‌‌caster‌‌and‌‌the‌‌                                             
recipient‌ ‌must‌ ‌be‌ ‌in‌ ‌that‌ ‌‌Circle‌ ‌of‌ ‌Power.‌ ‌ 

Spellcrafted‌ ‌‌Rituals‌ ‌generally‌ ‌expire‌ ‌after‌ ‌five‌ ‌days.‌ ‌‌Spellcrafted‌ ‌‌Rituals‌ ‌cannot‌ ‌be‌ ‌extended‌ ‌in‌ ‌any‌ ‌way.‌ ‌ 

The‌‌recipient‌‌of‌‌a‌‌‌Spellcrafted‌‌‌Ritual‌‌must‌‌carry‌‌the‌‌Tag‌‌throughout‌‌the‌‌duration‌‌of‌‌the‌‌Ritual.‌‌The‌‌Ritual‌‌ends‌‌if‌‌the‌‌person‌‌                                           
Resurrects‌ ‌(unless‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌of‌ ‌the‌ ‌Spirit‌ ‌Type),‌ ‌the‌ ‌duration‌ ‌expires‌ ‌naturally,‌ ‌the‌ ‌recipient‌ ‌receives‌ ‌a‌ ‌subsequent‌‌                                   
spellcrafted‌ ‌Ritual,‌ ‌or‌ ‌the‌ ‌‌Spellcrafting‌ ‌Tag‌ ‌is‌ ‌lost.‌ ‌If‌ ‌a‌ ‌Ritual‌ ‌casting‌ ‌is‌ ‌placed‌ ‌on‌‌a‌‌recipient‌‌who‌‌has‌‌already‌‌received‌‌a‌‌                                           
spellcrafted‌ ‌Ritual,‌ ‌the‌ ‌spellcrafted‌ ‌Ritual‌ ‌immediately‌ ‌expires.‌ ‌Only‌ ‌the‌ ‌most‌ ‌recently‌ ‌spellcrafted‌ ‌Ritual‌ ‌is‌ ‌active‌ ‌on‌ ‌an‌‌                                 
individual‌ ‌recipient.‌ ‌ 

If‌ ‌a‌‌person‌‌is‌‌‌Spellcrafting‌‌‌a‌‌Ritual‌‌that‌‌stores‌‌a‌‌spell‌‌or‌‌ability,‌‌then‌‌a‌‌person‌‌with‌‌the‌‌ability‌‌to‌‌use‌‌that‌‌ability‌‌or‌‌cast‌‌that‌‌                                                   
Ritual‌‌must,‌‌immediately‌‌after‌‌the‌‌‌Spellcrafting‌,‌‌touch‌‌the‌‌recipient‌‌and‌‌declare‌‌the‌‌name‌‌of‌‌the‌‌spell‌‌or‌‌ability‌‌to‌‌be‌‌stored.‌‌                                         
The‌‌recipient‌‌is‌‌not‌‌affected‌‌by‌‌the‌‌spell‌‌or‌‌Ritual‌‌being‌‌stored.‌‌The‌‌spell‌‌or‌‌ability‌‌used‌‌should‌‌be‌‌noted‌‌on‌‌the‌‌‌Spellcrafting‌‌                                             
Tag‌‌ ‌when‌ ‌it‌ ‌is‌ ‌handed‌ ‌to‌ ‌the‌ ‌recipient.‌ ‌ 

If‌‌the‌‌casting‌‌is‌‌successful,‌‌it‌‌can‌‌take‌‌up‌‌to‌‌one‌‌hour‌‌for‌‌a‌‌summoned‌‌or‌‌created‌‌creature‌‌to‌‌appear.‌‌The‌‌‌Spellcrafted‌‌‌Ritual‌‌                                             
does‌‌not‌‌start‌‌its‌‌duration‌‌until‌‌the‌‌Cast‌‌comes‌‌IG.‌‌When‌‌casting‌‌a‌‌‌Spellcrafted‌‌‌Ritual‌‌that‌‌lasts‌‌one‌‌hour‌‌or‌‌less,‌‌the‌‌Ritual‌‌                                             
Scroll‌ ‌is‌ ‌consumed‌ ‌and‌ ‌should‌ ‌be‌ ‌immediately‌ ‌torn‌ ‌in‌ ‌half‌ ‌and‌ ‌given‌ ‌to‌ ‌the‌ ‌Crafting‌ ‌Marshal.‌ ‌ 

When‌‌‌Spellcrafting‌‌‌an‌‌item,‌‌the‌‌caster‌‌must‌‌attach‌‌the‌‌‌Spellcrafting‌‌Tag‌‌to‌‌any‌‌item‌‌upon‌‌which‌‌a‌‌Ritual‌‌is‌‌cast.‌‌The‌‌Ritual‌‌                                           
expires‌‌if‌‌the‌‌item‌‌is‌‌destroyed,‌‌the‌‌‌Spellcraft‌‌‌duration‌‌expires‌‌naturally,‌‌or‌‌the‌‌‌Spellcrafting‌‌Tag‌‌is‌‌lost.‌‌Only‌‌the‌‌most‌‌recently‌‌                                         
spellcrafted‌ ‌Ritual‌ ‌is‌ ‌active‌ ‌on‌ ‌an‌ ‌item.‌ ‌ 

Any‌ ‌Rituals‌ ‌that‌ ‌summon,‌ ‌create,‌ ‌or‌ ‌animate‌ ‌creatures‌ ‌require‌ ‌Plot‌ ‌approval‌ ‌before‌ ‌they‌‌can‌‌be‌‌cast‌‌and‌‌the‌‌casting‌‌will‌‌                                       
consume‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌This‌ ‌ensures‌ ‌that‌ ‌Cast‌ ‌and‌ ‌appropriate‌ ‌Monster‌ ‌Cards‌ ‌are‌ ‌available.‌ ‌ 

The‌‌Plot‌‌Team‌‌may‌‌decide‌‌that‌‌a‌‌spellcrafted‌‌Ritual‌‌automatically‌‌fails‌‌if‌‌Cast‌‌and/or‌‌Monster‌‌Cards‌‌are‌‌not‌‌available‌‌at‌‌the‌‌                                         
time‌‌of‌‌casting.‌‌Under‌‌that‌‌circumstance,‌‌the‌‌Ritual‌‌Scroll‌‌should‌‌not‌‌be‌‌consumed‌‌and‌‌the‌‌Plot‌‌Team‌‌and‌‌the‌‌caster‌‌should‌‌                                         
work‌ ‌out‌ ‌a‌ ‌more‌ ‌convenient‌ ‌time‌ ‌for‌ ‌the‌ ‌invocation‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 

Players‌‌who‌‌are‌‌to‌‌roleplay‌‌the‌‌summoned,‌‌animated‌‌or‌‌created‌‌creatures‌‌need‌‌to‌‌see‌‌a‌‌member‌‌of‌‌the‌‌Plot‌‌Team‌‌prior‌‌to‌‌                                           
entering‌ ‌the‌ ‌game‌ ‌to‌ ‌establish‌ ‌the‌ ‌creature’s‌ ‌personality‌ ‌and‌ ‌reactions.‌ ‌ 

When‌ ‌creating‌ ‌Undead,‌ ‌a‌ ‌Plot-approved‌ ‌graveyard‌ ‌is‌ ‌the‌ ‌only‌ ‌proper‌ ‌recipient‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌Undead‌ ‌creation‌ ‌may‌ ‌also‌‌                                   
involve‌ ‌the‌ ‌consumption‌ ‌of‌ ‌some‌ ‌coins.‌ ‌Any‌ ‌such‌ ‌requirements‌ ‌are‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

Storm‌ ‌Augmentation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

The‌ ‌caster‌ ‌may‌‌trigger‌‌one‌‌(and‌‌only‌‌one)‌‌of‌‌this‌‌‌High‌‌Magic‌‌ability‌‌when‌‌casting‌‌a‌‌Storm‌‌spell.‌‌This‌‌augmentation‌‌allows‌‌                                         
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the‌‌caster‌‌to‌‌move‌‌during‌‌that‌‌‌Storm‌‌‌spell‌‌(though‌‌they‌‌still‌‌must‌‌follow‌‌all‌‌other‌‌Concentration‌‌Duration‌‌requirements).‌‌The‌‌                                     
caster‌ ‌will‌ ‌also‌ ‌gain‌ ‌5‌ ‌additional‌ ‌Packets‌ ‌to‌ ‌throw‌ ‌during‌ ‌the‌ ‌‌Storm‌.‌ ‌Other‌ ‌types‌ ‌of‌ ‌Augmentations‌ ‌(such‌ ‌as‌ ‌Spell‌ ‌or‌‌                                       
Elemental)‌ ‌may‌ ‌be‌ ‌used‌ ‌with‌ ‌the‌ ‌same‌ ‌spell.‌ ‌ 

Formal‌ ‌Magic‌ ‌ 
Formal‌ ‌Magic‌ ‌grants‌ ‌casters‌ ‌the‌ ‌use‌ ‌of‌ ‌potent‌ ‌Ritual‌ ‌Scrolls‌ ‌to‌ ‌create‌ ‌long-lasting,‌ ‌durable,‌ ‌magical‌ ‌effects‌ ‌that‌ ‌extend‌‌                                   
beyond‌ ‌what‌ ‌can‌ ‌commonly‌ ‌be‌ ‌achieved‌ ‌through‌ ‌spells‌ ‌alone.‌ ‌Please‌ ‌see‌ ‌the‌ ‌‌complete‌ ‌list‌ ‌of‌ ‌player-usable‌ ‌Rituals‌,‌‌                                 
including‌ ‌their‌ ‌full‌ ‌description.‌ ‌ 

Characters‌‌with‌‌‌High‌‌Magic‌‌‌can‌‌designate‌‌some‌‌of‌‌their‌‌‌High‌‌Magic‌‌points‌‌to‌‌‌Formal‌‌Magic‌,‌‌if‌‌they‌‌cast‌‌9th‌‌level‌‌spells‌‌(the‌‌                                           
prerequisite‌‌for‌‌‌Formal‌‌Magic‌).‌‌To‌‌utilize‌‌Ritual‌‌Scrolls‌‌to‌‌their‌‌fullest‌‌potential,‌‌a‌‌firm‌‌knowledge‌‌of‌‌how‌‌the‌‌‌Circle‌‌of‌‌Power‌‌                                         
spell‌‌can‌‌be‌‌used‌‌is‌‌needed.‌‌Every‌‌rank‌‌a‌‌character‌‌has‌‌of‌‌Formal‌‌Magic‌‌can‌‌give‌‌them‌‌an‌‌increased‌‌chance‌‌of‌‌success‌‌for‌‌                                             
all‌‌Rituals‌‌cast‌‌during‌‌that‌‌LP.‌‌‌Formal‌‌Magic‌‌‌is‌‌not‌‌used‌‌up‌‌when‌‌a‌‌Ritual‌‌is‌‌cast,‌‌it‌‌is‌‌available‌‌for‌‌all‌‌Rituals‌‌cast‌‌until‌‌the‌                                                   
next‌ ‌LP‌ ‌starts.‌ ‌ 

The‌‌‌Formal‌‌Magic‌‌system‌‌is‌‌there‌‌to‌‌provide‌‌and‌‌increase‌‌the‌‌potential‌‌for‌‌fun‌‌and‌‌excitement‌‌for‌‌the‌‌players. This‌‌system‌‌is‌‌                                         
not‌ ‌intended‌ ‌to‌ ‌be‌ ‌used‌‌to‌‌break,‌‌unbalance,‌‌or‌‌destroy‌‌a‌‌REFUGE‌‌LARP‌‌game.‌‌Staff‌‌and‌‌Ritual‌‌Marshals‌‌have‌‌final‌‌say‌‌                                         
regarding‌‌the‌‌results‌‌of‌‌all‌‌Rituals‌‌and‌‌their‌‌outcomes,‌‌especially‌‌if‌‌there‌‌is‌‌a‌‌disagreement‌‌regarding‌‌the‌‌rules.‌‌Players‌‌who‌‌                                       
forcefully‌ ‌dispute‌ ‌Staff‌ ‌and‌ ‌Ritual‌ ‌Marshal‌ ‌interpretations‌ ‌of‌ ‌the‌ ‌‌Formal‌ ‌Magic‌ ‌‌Rituals‌ ‌rules‌ ‌may‌ ‌have‌ ‌this‌ ‌Skill‌ ‌and‌‌                                   
permission‌ ‌to‌ ‌regain‌ ‌it‌ ‌removed.‌‌ ‌  

This‌‌part‌‌of‌‌the‌‌game‌‌system‌‌is‌‌designed‌‌to‌‌empower‌‌flavorful‌‌storytelling‌‌and‌‌includes‌‌purposeful‌‌variability‌‌in‌‌outcomes,‌‌so‌‌                                     
please‌ ‌prioritize‌ ‌working‌ ‌‌with‌‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Aspects‌ ‌ 
Battle‌ ‌Magic‌ ‌(the‌ ‌magic‌ ‌cast‌ ‌by‌ ‌spell-casters‌ ‌who‌ ‌have‌ ‌not‌ ‌yet‌ ‌mastered‌ ‌Formal‌ ‌Magic‌)‌‌is‌‌separated‌‌into‌‌three‌‌Aspects:‌‌                                     
Celestial,‌‌Earth,‌‌and‌‌the‌‌perversion‌‌of‌‌Earth‌‌Magic‌‌known‌‌as‌‌Necromancy.‌‌A‌‌spellcaster‌‌focuses‌‌the‌‌raw‌‌elements‌‌of‌‌magic‌‌                                     
into‌ ‌a‌ ‌specific,‌ ‌understandable‌ ‌Aspect,‌ ‌which‌ ‌produces‌ ‌a‌ ‌specific‌ ‌effect.‌ ‌ 

Similarly,‌‌when‌‌casting‌‌a‌‌Ritual,‌‌an‌‌effect‌‌will‌‌always‌‌come‌‌out‌‌as‌‌one‌‌of‌‌these‌‌three‌‌Aspects.‌‌There‌‌are‌‌many‌‌Ritual‌‌Scrolls‌‌                                           
which‌ ‌are‌ ‌written‌ ‌as‌ ‌General‌ ‌Aspect,‌ ‌which‌ ‌means‌ ‌that‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌take‌ ‌on‌ ‌the‌ ‌Aspect‌ ‌of‌ ‌the‌ ‌caster‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌Formal‌ ‌Magic‌ ‌is‌ ‌identified‌‌with‌‌a‌‌specific‌‌Aspect:‌‌either‌‌Celestial‌‌or‌‌Earth‌‌depending‌‌on‌‌the‌‌‌High‌‌Magic‌‌                                       
used‌ ‌to‌ ‌purchase‌ ‌it.‌ ‌Earth‌ ‌‌Formal‌ ‌Magic‌‌ ‌is‌ ‌used‌ ‌to‌ ‌cast‌ ‌both‌ ‌Earth‌ ‌and‌ ‌Necromancy‌ ‌Aspected‌ ‌Rituals.‌ ‌ 

Some‌‌General‌‌Aspect‌‌Rituals‌‌affect‌‌the‌‌performance‌‌of‌‌other‌‌Rituals‌‌(for‌‌example,‌‌by‌‌extending‌‌the‌‌other‌‌Rituals’‌‌duration).‌‌                                   
Upon‌‌casting,‌‌the‌‌caster‌‌must‌‌decide‌‌which‌‌Aspect‌‌of‌‌other‌‌Rituals‌‌shall‌‌be‌‌affected.‌‌If‌‌the‌‌caster‌‌chooses‌‌an‌‌Earth‌‌Aspect,‌‌                                         
for‌‌example,‌‌any‌‌Celestial‌‌Aspect‌‌Rituals‌‌within‌‌the‌‌Ritual’s‌‌area‌‌of‌‌effect‌‌will‌‌not‌‌be‌‌affected.‌‌If‌‌the‌‌caster‌‌chooses‌‌to‌‌affect‌‌                                           
Earth‌ ‌Aspected‌ ‌Rituals,‌ ‌Necromantic‌ ‌Rituals‌ ‌will‌ ‌also‌ ‌be‌ ‌affected.‌ ‌ 

Necromantic‌‌Aspected‌‌Rituals‌‌are‌‌visually‌‌recognizable‌‌as‌‌Necromantic,‌‌even‌‌if‌‌the‌‌invocation‌‌does‌‌not‌‌use‌‌the‌‌word‌‌Chaos.‌‌                                   
Any‌ ‌individual‌ ‌observing‌ ‌a‌ ‌Ritual‌ ‌may‌ ‌ask‌ ‌the‌ ‌OOG‌ ‌question,‌ ‌“Does‌ ‌this‌ ‌Ritual‌ ‌look‌ ‌Necromantic?”‌ ‌The‌ ‌Ritual‌ ‌Marshal‌‌                                   
should‌‌answer‌‌“yes”‌‌or‌‌“no”‌‌and‌‌may‌‌provide‌‌an‌‌IG‌‌description‌‌such‌‌as‌‌“Foul,‌‌corrupted‌‌flows‌‌of‌‌energy‌‌can‌‌be‌‌seen‌‌swirling‌‌                                           
within‌‌the‌‌Circle‌‌of‌‌Power.‌”‌‌Disguised‌‌magic‌‌prevents‌‌this.‌‌All‌‌items‌‌that‌‌are‌‌created‌‌using‌‌a‌‌Necromantic‌‌Aspect‌‌are‌‌given‌‌                                       
Earth‌ ‌Aspect‌ ‌Tags.‌ ‌ 

Ritual‌ ‌Scrolls‌ ‌ 
All‌‌formal‌‌magic‌‌requires‌‌a‌‌Ritual‌‌Scroll,‌‌which‌‌contains‌‌the‌‌description,‌‌directions,‌‌and‌‌limitations‌‌for‌‌the‌‌specific‌‌Ritual.‌‌The‌‌                                     
Ritual‌ ‌Scroll‌ ‌will‌ ‌typically‌ ‌appear‌ ‌in‌ ‌a‌‌page‌‌protector‌‌that‌‌can‌‌be‌‌easily‌‌inserted‌‌into‌‌a‌‌notebook‌‌for‌‌player‌‌convenience.‌‌A‌‌                                         
Ritual‌‌Scroll‌‌may‌‌constitute‌‌several‌‌pieces‌‌of‌‌paper‌‌with‌‌a‌‌coded‌‌top‌‌sheet‌‌that‌‌prevents‌‌people‌‌without‌‌the‌‌‌High‌‌Magic‌‌Skill‌‌                                         
from‌‌reading‌‌it.‌‌Players‌‌should‌‌not‌‌look‌‌into‌‌the‌‌Ritual‌‌Scroll‌‌sheets‌‌within‌‌the‌‌laminated‌‌pouch‌‌unless‌‌they‌‌possess‌‌the‌‌Skill‌‌                                         
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High‌ ‌Magic.‌ ‌ 

Although‌‌Ritual‌‌Scrolls‌‌do‌‌not‌‌expire,‌‌almost‌‌all‌‌Ritual‌‌Scrolls‌‌are‌‌consumed‌‌immediately‌‌after‌‌use.‌‌Those‌‌that‌‌do‌‌not‌‌will‌‌be‌‌                                         
so‌‌noted‌‌on‌‌the‌‌Ritual‌‌Scroll.‌‌After‌‌a‌‌casting‌‌has‌‌completed,‌‌the‌‌Ritual‌‌Marshal‌‌will‌‌take‌‌the‌‌Ritual‌‌Scroll‌‌to‌‌Logistics‌‌to‌‌verify‌‌                                             
its‌‌validity.‌‌The‌‌use‌‌of‌‌an‌‌invalid‌‌Ritual‌‌Scroll‌‌will‌‌cause‌‌a‌‌Ritual‌‌to‌‌immediately‌‌fail‌‌and‌‌may‌‌subject‌‌the‌‌caster‌‌to‌‌disciplinary‌‌                                             
proceedings.‌ ‌ 

All‌‌Ritual‌‌Scrolls‌‌are‌‌for‌‌use‌‌in‌‌the‌‌local‌‌Chapter‌‌and‌‌Campaign‌‌only.‌‌The‌‌use‌‌of‌‌a‌‌Ritual‌‌Scroll‌‌outside‌‌its‌‌Chapter‌‌of‌‌origin‌‌is‌‌                                                 
strictly‌‌forbidden‌‌to‌‌ensure‌‌that‌‌a‌‌Chapter‌‌can‌‌properly‌‌validate‌‌its‌‌own‌‌Ritual‌‌Scrolls‌‌as‌‌genuine.‌‌The‌‌only‌‌exceptions‌‌come‌‌                                       
in‌ ‌periodic‌ ‌multi-Chapter‌ ‌events‌ ‌that‌ ‌coordinate‌ ‌several‌ ‌Chapter‌ ‌plots‌ ‌into‌ ‌a‌ ‌single‌ ‌game.‌ ‌ 

Every‌ ‌Ritual‌ ‌Scroll‌ ‌contains‌ ‌the‌ ‌following‌ ‌information:‌ ‌ 

Validating‌ ‌information:‌ ‌‌Ritual‌ ‌Scrolls‌ ‌are‌ ‌always‌ ‌signed‌ ‌by‌ ‌at‌ ‌least‌ ‌two‌ ‌members‌ ‌of‌ ‌a‌ ‌Chapter’s‌ ‌staff‌ ‌and‌ ‌may‌ ‌have‌ ‌a‌‌                                       
specific‌ ‌code‌ ‌to‌ ‌be‌ ‌used‌ ‌by‌ ‌the‌ ‌Chapter‌ ‌to‌ ‌ensure‌ ‌its‌ ‌validity.‌ ‌ 

Name:‌ ‌‌The‌ ‌Ritual’s‌ ‌name‌ ‌may‌ ‌not‌ ‌adequately‌ ‌describe‌ ‌the‌ ‌effect,‌ ‌so‌ ‌casters‌ ‌and‌ ‌Marshals‌ ‌should‌ ‌always‌ ‌refer‌ ‌to‌ ‌the‌‌                                     
description‌ ‌of‌ ‌the‌ ‌effect,‌ ‌rather‌ ‌than‌ ‌just‌ ‌the‌ ‌name.‌ ‌For‌ ‌example,‌ ‌a‌ ‌Conjuration‌ ‌Ritual‌ ‌Scroll‌ ‌might‌ ‌conjure‌ ‌any‌ ‌type‌ ‌of‌‌                                       
elemental,‌ ‌even‌ ‌if‌ ‌the‌ ‌Ritual‌ ‌name‌ ‌says‌ ‌only‌ ‌Summoning.‌ ‌ 

Aspect:‌ ‌‌This‌ ‌lists‌ ‌whether‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌general,‌ ‌Celestial,‌ ‌Earth,‌ ‌or‌ ‌Necromancy.‌ ‌ 

Difficulty‌‌Rating:‌‌Unmodified,‌‌this‌‌number‌‌represents‌‌how‌‌difficult‌‌the‌‌Ritual‌‌is‌‌to‌‌cast.‌‌This‌‌number‌‌might‌‌be‌‌adjusted‌‌at‌‌the‌‌                                       
time‌ ‌of‌ ‌casting‌ ‌by‌ ‌the‌ ‌actions‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌caster‌ ‌or‌ ‌other‌ ‌factors,‌ ‌as‌ ‌specified‌ ‌in‌ ‌the‌ ‌description‌ ‌of‌ ‌the‌ ‌effect.‌ ‌ 

Ritual‌ ‌Type:‌‌ ‌This‌ ‌gives‌ ‌a‌ ‌general‌ ‌idea‌ ‌of‌ ‌what‌ ‌the‌ ‌Ritual‌ ‌does.‌‌ ‌  
● Enchantment‌ ‌Rituals‌ ‌deal‌ ‌with‌ ‌adding‌ ‌powers‌ ‌to‌ ‌a‌ ‌person,‌ ‌place,‌ ‌or‌ ‌item.‌‌ ‌  
● Extension‌ ‌Rituals‌ ‌will‌ ‌extend‌ ‌the‌ ‌duration‌ ‌of‌ ‌a‌ ‌Batch‌ ‌of‌ ‌Enchantment‌ ‌Rituals.‌‌ ‌  
● Divination‌ ‌Rituals‌ ‌are‌ ‌about‌ ‌learning‌ ‌something‌ ‌specific‌ ‌from‌ ‌a‌ ‌Ritual‌ ‌target.‌‌ ‌  
● Summoning‌ ‌Rituals‌ ‌will‌ ‌summon‌ ‌a‌ ‌creature‌ ‌or‌ ‌item‌ ‌to‌ ‌the‌ ‌caster.‌‌ ‌  
● Manipulation‌ ‌Rituals‌ ‌change‌ ‌something‌ ‌innate‌ ‌about‌ ‌the‌ ‌Ritual‌ ‌target.‌ ‌ 

Ritual‌ ‌Target:‌ ‌‌This‌ ‌defines‌ ‌what‌ ‌the‌ ‌Ritual‌ ‌can‌ ‌legally‌ ‌be‌ ‌cast‌ ‌on.‌‌ ‌  
● Spirit‌ ‌‌Rituals‌ ‌can‌ ‌be‌ ‌cast‌ ‌on‌ ‌anyone‌ ‌with‌ ‌a‌ ‌Spirit;‌ ‌these‌ ‌Rituals‌ ‌will‌ ‌survive‌ ‌the‌ ‌target’s‌ ‌Resurrection.‌‌ ‌  
● Body‌‌‌Rituals‌‌can‌‌be‌‌cast‌‌on‌‌anyone‌‌with‌‌a‌‌Spirit‌‌but‌‌affects‌‌only‌‌their‌‌physical‌‌body,‌‌which‌‌means‌‌that‌‌these‌‌Rituals‌‌                                         

will‌ ‌go‌ ‌away‌ ‌if‌ ‌the‌ ‌target‌ ‌Resurrects.‌‌ ‌  
● Item‌ ‌‌Rituals‌ ‌can‌ ‌be‌‌placed‌‌on‌‌any‌‌physical‌‌item‌‌(but‌‌not‌‌a‌‌person);‌‌many‌‌Item-targeted‌‌Rituals‌‌will‌‌specify‌‌one‌‌or‌‌                                       

more‌ ‌specific‌ ‌types‌ ‌of‌ ‌Item‌ ‌on‌ ‌which‌ ‌they‌ ‌may‌ ‌be‌ ‌cast.‌‌ ‌  
● Location‌‌‌Rituals‌‌must‌‌be‌‌cast‌‌on‌‌a‌‌specific‌‌location;‌‌staff‌‌members‌‌must‌‌approve‌‌any‌‌adjustments‌‌to‌‌the‌‌location‌‌of‌‌                                     

a‌‌Ritually‌‌active‌‌area‌‌(such‌‌as‌‌the‌‌location‌‌of‌‌a‌‌Healer’s‌‌Guild‌‌Circle)‌‌due‌‌to‌‌OOG‌‌concerns.‌‌For‌‌instance,‌‌if‌‌a‌‌cabin‌‌                                           
assignment‌ ‌must‌ ‌be‌ ‌changed‌ ‌due‌ ‌to‌ ‌OOG‌ ‌considerations,‌ ‌Rituals‌ ‌cast‌ ‌on‌ ‌the‌ ‌cabin‌ ‌should‌ ‌transfer‌ ‌to‌ ‌the‌ ‌new‌‌                                   
assignment.‌‌ ‌  

Note‌‌that‌‌no‌‌single‌‌target‌‌may‌‌ever‌‌have‌‌more‌‌than‌‌20‌‌Rituals‌‌on‌‌it‌‌at‌‌a‌‌time.‌‌If‌‌an‌‌additional‌‌Ritual‌‌is‌‌attempted‌‌on‌‌such‌‌a‌‌                                                   
target,‌ ‌the‌ ‌target‌ ‌is‌ ‌considered‌ ‌invalid‌ ‌with‌ ‌all‌ ‌the‌ ‌penalties‌ ‌that‌ ‌implies.‌ ‌ 

Duration:‌‌ ‌Each‌ ‌Ritual‌ ‌has‌ ‌a‌ ‌specific‌ ‌duration‌ ‌listed‌ ‌from‌ ‌the‌ ‌following‌ ‌list:‌ ‌ 
● Instantaneous:‌‌ ‌the‌ ‌effect‌ ‌occurs‌ ‌immediately‌ ‌after‌ ‌casting‌ ‌and‌ ‌then‌ ‌ceases.‌‌ ‌  
● Times‌‌Ever:‌‌The‌‌effect‌‌is‌‌in‌‌abeyance‌‌until‌‌invoked,‌‌according‌‌to‌‌the‌‌description‌‌of‌‌the‌‌effect.‌‌Once‌‌the‌‌Ritual‌‌has‌‌                                       

been‌ ‌activated,‌ ‌it‌ ‌is‌ ‌used‌ ‌up‌ ‌and‌ ‌will‌ ‌not‌ ‌return.‌‌ ‌  
● One‌‌Hour/Five‌‌Days/Special:‌‌‌The‌‌effect‌‌lasts‌‌a‌‌specific‌‌defined‌‌duration‌‌from‌‌the‌‌casting‌‌of‌‌the‌‌Ritual,‌‌as‌‌described‌‌                                   

in‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌‌ ‌  
● <Number>‌ ‌Logistics‌ ‌Periods:‌ ‌‌The‌ ‌Ritual‌ ‌will‌ ‌last‌ ‌a‌ ‌certain‌ ‌number‌ ‌of‌ ‌LPs.‌ ‌When‌ ‌brought‌ ‌to‌‌an‌‌event,‌‌it‌‌will‌‌be‌‌                                       

marked‌ ‌down‌ ‌for‌ ‌each‌ ‌LP‌ ‌of‌ ‌the‌ ‌event.‌ ‌Once‌ ‌all‌ ‌LPs‌ ‌are‌ ‌marked‌ ‌off,‌ ‌the‌ ‌Ritual‌ ‌fades‌ ‌and‌ ‌disappears.‌‌ ‌  
● Permanent:‌‌ ‌‌Permanent‌ ‌Rituals‌ ‌last‌ ‌until‌ ‌the‌ ‌item,‌ ‌body‌ ‌or‌ ‌Spirit‌ ‌is‌ ‌destroyed‌ ‌or‌ ‌other‌ ‌specified‌ ‌criteria‌ ‌occurs.‌ ‌ 
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Casting‌‌Time:‌If‌‌no‌‌casting‌‌time‌‌is‌‌listed‌‌on‌‌the‌‌Ritual‌‌Scroll,‌‌the‌‌casting‌‌time‌‌is‌‌five‌‌minutes.‌‌No‌‌Ritual‌‌will‌‌have‌‌a‌‌casting‌‌                                               
time‌ ‌exceeding‌ ‌one‌ ‌hour.‌ ‌Ritual‌ ‌Scrolls‌ ‌with‌ ‌a‌ ‌casting‌ ‌time‌‌of‌‌one‌‌hour‌‌are‌‌rare‌‌and‌‌are‌‌usually‌‌that‌‌long‌‌in‌‌order‌‌to‌‌give‌‌                                               
other‌ ‌players‌ ‌enough‌ ‌time‌ ‌to‌ ‌attempt‌ ‌to‌ ‌stop‌ ‌its‌ ‌invocation.‌ ‌ 

Some‌‌Rituals‌‌refer‌‌to‌‌a‌‌Batch‌‌of‌‌Rituals.‌‌This‌‌is‌‌defined‌‌by‌‌the‌‌character‌‌casting‌‌the‌‌Rituals,‌‌which‌‌must‌‌all‌‌be‌‌of‌‌the‌‌same‌‌                                               
Aspect‌‌and‌‌cast‌‌no‌‌more‌‌than‌‌five‌‌minutes‌‌apart.‌‌If‌‌more‌‌than‌‌five‌‌minutes‌‌passes‌‌between‌‌Rituals‌‌intended‌‌to‌‌be‌‌part‌‌of‌‌the‌‌                                             
same‌ ‌Batch,‌ ‌the‌ ‌Batch‌ ‌is‌ ‌closed‌ ‌and‌ ‌a‌ ‌new‌ ‌Batch‌ ‌must‌ ‌be‌ ‌started.‌ ‌ 

Extension‌ ‌Rituals‌ ‌may‌ ‌be‌ ‌cast‌ ‌at‌ ‌any‌ ‌time‌‌during‌‌the‌‌Ritual‌‌Batch.‌‌If‌‌an‌‌extender‌‌is‌‌cast‌‌as‌‌the‌‌last‌‌Ritual‌‌in‌‌a‌‌Batch,‌‌the‌‌                                                 
Difficulty/Reagent‌‌Cost‌‌is‌‌calculated‌‌off‌‌of‌‌the‌‌previous‌‌Rituals‌‌which‌‌were‌‌successful‌‌and‌‌on‌‌the‌‌item.‌‌If‌‌an‌‌Extension‌‌Ritual‌‌                                       
is‌‌cast‌‌at‌‌the‌‌beginning‌‌or‌‌any‌‌time‌‌in‌‌a‌‌Batch‌‌other‌‌than‌‌as‌‌the‌‌last‌‌Ritual,‌‌the‌‌Difficulty‌‌and‌‌Reagent‌‌cost‌‌of‌‌the‌‌extender‌‌is‌‌                                                   
based‌‌off‌‌the‌‌intended‌‌number‌‌of‌‌Rituals‌‌in‌‌the‌‌Batch‌‌and‌‌is‌‌not‌‌modified‌‌by‌‌failing‌‌Rituals‌‌which‌‌occur‌‌after‌‌the‌‌extender‌‌is‌‌                                             
placed.‌‌Once‌‌a‌‌specific‌‌level‌‌of‌‌difficulty‌‌has‌‌been‌‌chosen‌‌for‌‌the‌‌extender,‌‌the‌‌maximum‌‌Rituals‌‌which‌‌can‌‌be‌‌affected‌‌by‌‌                                         
that‌ ‌extender‌ ‌is‌ ‌set‌ ‌for‌ ‌the‌ ‌remainder‌ ‌of‌ ‌the‌ ‌Batch.‌ ‌ 

Ritual‌ ‌Instructions:‌ ‌‌This‌ ‌explains‌ ‌the‌ ‌effect‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌and‌ ‌how‌ ‌Logistics‌ ‌will‌ ‌be‌ ‌required‌ ‌to‌ ‌resolve‌ ‌the‌ ‌effect‌ ‌IG,‌ ‌as‌‌                                         
established‌‌by‌‌the‌‌Plot‌‌Team.‌‌It‌‌will‌‌also‌‌indicate‌‌if‌‌the‌‌Ritual‌‌can‌‌be‌‌Spellcrafted‌‌and‌‌whether‌‌the‌‌Ritual‌‌requires‌‌Plot‌‌Team‌‌                                           
approval‌ ‌or‌ ‌notification‌ ‌before‌ ‌invocation.‌ ‌ 

Components:‌ This‌ ‌identifies‌ ‌the‌ ‌specific‌ ‌Reagents‌ ‌and‌ ‌Catalysts‌ ‌required‌‌for‌‌the‌‌Ritual.‌‌Reagents‌‌required‌‌for‌‌a‌‌specific‌‌                                 
Ritual‌ ‌are‌ ‌usually‌ ‌generated‌ ‌randomly‌ ‌so‌‌no‌‌two‌‌Ritual‌‌Scrolls‌‌are‌‌ever‌‌identical,‌‌even‌‌if‌‌they‌‌have‌‌the‌‌same‌‌name.‌‌Even‌‌                                         
copies‌ ‌of‌ ‌a‌ ‌Ritual‌‌Scroll‌‌will‌‌require‌‌different‌‌components‌‌(and‌‌thus‌‌the‌‌wording‌‌on‌‌the‌‌copy‌‌will‌‌change).‌‌If‌‌a‌‌Ritual‌‌Scroll‌‌                                           
can‌‌be‌‌Spellcrafted,‌‌the‌‌Scroll‌‌will‌‌specify‌‌how‌‌many‌‌of‌‌the‌‌specified‌‌Reagents‌‌listed‌‌on‌‌this‌‌entry‌‌(usually‌‌one‌‌to‌‌three)‌‌are‌‌                                           
required.‌ ‌ 

Failure:‌ ‌‌This‌ ‌specifies‌ ‌the‌ ‌possible‌ ‌Flaws‌ ‌and‌ ‌Backlashes‌ ‌that‌ ‌might‌ ‌occur‌ ‌if‌ ‌the‌ ‌casting‌ ‌fails.‌ ‌Every‌ ‌Ritual‌ ‌Scroll‌ ‌has‌                                     
completely‌ ‌different‌ ‌Flaws‌ ‌and‌ ‌Backlashes.‌ ‌The‌ ‌Ritual‌ ‌Marshal‌ ‌will‌ ‌write‌ ‌any‌ ‌long-term‌ ‌negative‌ ‌effects‌ ‌on‌ ‌the‌ ‌player’s‌‌                                 
Character‌ ‌Card.‌ ‌Some‌ ‌Backlashes‌ ‌and‌ ‌Flaws‌‌may‌‌simply‌‌say‌‌“See‌‌Plot.”‌‌Others‌‌may‌‌have‌‌effects‌‌that‌‌will‌‌only‌‌appear‌‌in‌‌                                       
that‌ ‌Chapter.‌ ‌ 

Backlashes‌‌are‌‌always‌‌detrimental‌‌and‌‌may‌‌even‌‌include‌‌the‌‌caster’s‌‌death.‌‌Backlashes‌‌can‌‌affect‌‌the‌‌caster,‌‌those‌‌inside‌‌                                   
the‌‌Circle‌‌during‌‌the‌‌casting,‌‌and‌‌even‌‌those‌‌watching‌‌the‌‌Ritual.‌‌All‌‌possible‌‌results‌‌are‌‌printed‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌itself,‌‌so‌‌                                           
a‌ ‌caster‌ ‌knows‌ ‌in‌ ‌advance‌ ‌what‌ ‌the‌ ‌risks‌ ‌of‌ ‌casting‌ ‌the‌ ‌Ritual‌ ‌are.‌ ‌ 

Flaws‌ ‌are‌ ‌not‌ ‌always‌ ‌negative‌ ‌in‌ ‌nature.‌ ‌Sometimes‌ ‌a‌ ‌Flaw‌ ‌may‌ ‌even‌ ‌enhance‌ ‌the‌ ‌effect‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 

Flaws‌‌and‌‌Backlashes‌‌that‌‌affect‌‌a‌‌character‌‌count‌‌as‌‌targeting‌‌the‌‌character’s‌‌Spirit‌‌only‌‌if‌‌the‌‌source‌‌Ritual‌‌were‌‌targeting‌‌                                       
a‌ ‌Spirit.‌ ‌Otherwise,‌ ‌Flaws‌ ‌and‌ ‌Backlashes‌ ‌are‌ ‌considered‌ ‌to‌ ‌be‌ ‌targeting‌ ‌the‌ ‌character’s‌ ‌body.‌ 

Note‌ ‌that‌ ‌‌Destroy‌ ‌Magic‌‌ ‌Backlashes‌ ‌targeting‌ ‌the‌ ‌caster‌ ‌will‌ ‌destroy‌ ‌all‌ ‌Rituals‌ ‌on‌ ‌the‌ ‌caster’s‌ ‌body‌ ‌and‌ ‌Spirit.‌ ‌ 

Ritual‌‌Levels:‌‌‌Some‌‌Rituals‌‌can‌‌be‌‌cast‌‌at‌‌multiple‌‌levels‌‌based‌‌on‌‌the‌‌choice‌‌of‌‌the‌‌caster.‌‌For‌‌example,‌‌an‌‌Arcane‌‌Armor‌                                           
Ritual‌‌can‌‌be‌‌cast‌‌at‌‌six‌‌different‌‌levels‌‌to‌‌create‌‌a‌‌suit‌‌of‌‌armor‌‌from‌‌5‌‌to‌‌30‌‌points.‌‌The‌‌caster‌‌must‌‌state‌‌their‌‌choice‌‌when‌‌                                                   
the‌ ‌Ritual‌ ‌is‌ ‌started‌ ‌and‌ ‌fulfill‌ ‌all‌ ‌requirements‌ ‌of‌ ‌the‌ ‌desired‌ ‌Ritual‌ ‌level.‌ ‌ 

Ritual‌ ‌Components‌ ‌ 
Ritual‌ ‌Components‌ ‌are‌ ‌the‌‌fuel‌‌for‌‌Ritual‌‌casting‌‌and‌‌‌Spellcrafting‌.‌‌A‌‌Ritual‌‌Scroll‌‌will‌‌designate‌‌the‌‌specific‌‌type‌‌of‌‌Ritual‌‌                                       
Components‌‌needed.‌‌Substitution‌‌is‌‌not‌‌allowed.‌‌Failure‌‌to‌‌use‌‌the‌‌exact‌‌Ritual‌‌Components‌‌listed‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌will‌‌                                     
cause‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌fail!‌ ‌ 

Ritual‌‌Components‌‌are‌‌easily‌‌recognizable.‌‌A‌‌character‌‌who‌‌picks‌‌up‌‌a‌‌Ritual‌‌Component‌‌can‌‌immediately‌‌see‌‌a‌‌clear‌‌and‌‌                                     
distinguishable‌‌pulsing‌‌soft‌‌glow‌‌and‌‌hear‌‌a‌‌mild‌‌hum;‌‌discerning‌‌that‌‌it‌‌is‌‌a‌‌Component‌‌and‌‌it’s‌‌name.‌‌OOG,‌‌this‌‌power‌‌is‌‌                                           
typically‌ ‌represented‌ ‌by‌ ‌a‌ ‌popsicle‌ ‌stick‌ ‌for‌ ‌Reagents‌ ‌and‌ ‌a‌ ‌Tag‌ ‌for‌ ‌Catalysts‌ ‌that‌ ‌is‌ ‌attached‌ ‌to‌ ‌the‌ ‌Ritual‌ ‌Component‌‌                                       
phys-rep.‌ ‌The‌ ‌popsicle‌ ‌stick‌ ‌or‌ ‌Tag‌ ‌will‌ ‌also‌ ‌express‌ ‌the‌ ‌Component’s‌ ‌name.‌‌ ‌  
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After‌‌a‌‌Ritual‌‌has‌‌been‌‌completed,‌‌the‌‌Ritual‌‌Marshal‌‌officiating‌‌the‌‌Ritual‌‌will‌‌collect‌‌any‌‌Components‌‌used‌‌and‌‌return‌‌them‌‌                                       
to‌ ‌Logistics‌ ‌for‌ ‌verification‌ ‌of‌ ‌authenticity‌ ‌this‌ ‌is‌ ‌of‌ ‌especial‌ ‌importance‌ ‌for‌ ‌Catalysts.‌ ‌There‌ ‌are‌ ‌two‌ ‌types‌ ‌of‌ ‌Ritual‌‌                                     
Components:‌ ‌Catalysts‌ ‌and‌ ‌Reagents.‌ ‌ 

Some‌ ‌Rituals‌ ‌may‌ ‌require‌ ‌a‌ ‌Catalyst‌ ‌(or‌ ‌allow‌ ‌one‌ ‌for‌ ‌some‌ ‌extra‌ ‌power‌ ‌of‌ ‌the‌ ‌Ritual),‌ ‌which‌ ‌is‌ ‌a‌ ‌very‌ ‌rare‌ ‌component‌‌                                           
distributed‌ ‌with‌ ‌very‌‌close‌‌supervision‌‌by‌‌the‌‌Plot‌‌Team.‌‌While‌‌Reagents‌‌are‌‌Universal,‌‌Catalysts‌‌may‌‌only‌‌be‌‌used‌‌in‌‌the‌‌                                       
Chapter‌ ‌in‌ ‌which‌ ‌they‌ ‌are‌‌distributed‌‌and‌‌without‌‌Plot‌‌Team‌‌permission‌‌only‌‌in‌‌the‌‌originating‌‌Campaign.‌‌Catalysts‌‌do‌‌not‌‌                                     
expire‌ ‌and‌ ‌are‌ ‌indestructible‌ ‌by‌ ‌non-Plot‌ ‌means‌ ‌ 

Catalysts‌ ‌typically‌ ‌have‌ ‌unique‌ ‌names‌ ‌such‌ ‌as‌ ‌“Essence‌ ‌of‌ ‌a‌ ‌Falling‌ ‌Star”‌ ‌or‌‌“Shard‌‌of‌‌a‌‌Hero’s‌‌Tomb.”‌‌Each‌‌Ritual‌‌that‌‌                                         
supports‌ ‌a‌ ‌Catalyst‌ ‌has‌ ‌a‌ ‌specific‌ ‌Catalyst‌ ‌assigned‌ ‌to‌ ‌it,‌ ‌designated‌ ‌on‌ ‌the‌ ‌specific‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

There‌ ‌are‌ ‌ten‌ ‌categories‌ ‌of‌ ‌Reagents,‌ ‌although‌ ‌the‌ ‌physrep‌ ‌of‌ ‌each‌ ‌category‌ ‌may‌ ‌take‌ ‌different‌ ‌forms.‌ ‌For‌ ‌example,‌‌                                   
Mugwort‌ ‌is‌ ‌a‌ ‌magical‌ ‌plant.‌ ‌It‌ ‌could‌ ‌come‌ ‌in‌ ‌the‌ ‌form‌ ‌of‌ ‌a‌ ‌flower‌ ‌or‌ ‌even‌ ‌an‌ ‌acorn.‌ ‌The‌ ‌ten‌ ‌categories‌ ‌of‌ ‌Reagents‌ ‌are:‌ ‌ 

● Cariosus:‌ ‌Cariosus‌ ‌can‌ ‌be‌ ‌found‌ ‌in‌ ‌a‌ ‌powder,‌ ‌or‌ ‌in‌ ‌greasy,‌ ‌or‌ ‌gaseous‌‌form‌‌on‌‌many‌‌animated‌‌dead‌‌creatures.‌‌                                     
Called‌‌“the‌‌essence‌‌of‌‌unlife,”‌‌cariosus‌‌is‌‌frequently‌‌found‌‌in‌‌graveyards‌‌and‌‌on‌‌the‌‌bodies‌‌of‌‌the‌‌Undead.‌‌Cariosus‌‌                                     
can‌ ‌be‌ ‌very‌ ‌delicate,‌ ‌and‌ ‌it‌ ‌is‌ ‌sometimes‌ ‌even‌ ‌necessary‌ ‌to‌ ‌preserve‌‌the‌‌entire‌‌decaying‌‌limb,‌‌hand,‌‌or‌‌finger‌‌to‌‌                                       
preserve‌ ‌the‌ ‌cariosus‌ ‌upon‌ ‌it.‌ ‌It‌ ‌can‌ ‌often‌‌be‌‌found‌‌in‌‌vials‌‌as‌‌a‌‌liquid‌‌or‌‌gas,‌‌as‌‌its‌‌states‌‌are‌‌extremely‌‌chaotic.‌‌                                             
Despite‌ ‌its‌ ‌appearance,‌ ‌cariosus‌ ‌is‌ ‌not‌ ‌innately‌ ‌Necromantic.‌ ‌ 

● Fangtooth‌ ‌(also‌ ‌known‌ ‌as‌ ‌Bloodthorn):‌ ‌‌Fangtooth‌ ‌components‌ ‌vary‌ ‌wildly‌ ‌and‌ ‌are‌ ‌often‌ ‌found‌ ‌from‌ ‌a‌‌diverse‌‌                               
group‌‌of‌‌carnivorous‌‌creatures.‌‌Any‌‌predatory‌‌creature,‌‌even‌‌the‌‌thorns‌‌of‌‌some‌‌dangerous‌‌plant‌‌life,‌‌can‌‌produce‌‌a‌‌                                   
fangtooth.‌ ‌ 

● Flotsam‌ ‌(or‌ ‌Jetsam;‌ ‌also‌ ‌known‌ ‌as‌ ‌Hydrite):‌ ‌‌Jetsam‌ ‌is‌ ‌the‌ ‌essence‌‌of‌‌the‌‌ocean,‌‌typically‌‌found‌‌in‌‌shells‌‌and‌‌                                     
other‌ ‌waterborne‌ ‌articles‌ ‌that‌ ‌have‌ ‌spent‌ ‌a‌ ‌long‌ ‌time‌ ‌in‌ ‌the‌ ‌sea‌ ‌or‌ ‌beneath‌ ‌the‌ ‌water.‌ ‌ 

● Heartstone:‌‌‌Heartstone‌‌is‌‌typically‌‌associated‌‌with‌‌gems‌‌and‌‌other‌‌forms‌‌of‌‌rare‌‌metals.‌‌The‌‌magical‌‌transformation‌‌                               
of‌‌a‌‌gem‌‌or‌‌metal‌‌into‌‌heartstone‌‌is‌‌rare,‌‌making‌‌these‌‌items‌‌known‌‌for‌‌their‌‌value‌‌even‌‌if‌‌they‌‌were‌‌not‌‌infused‌‌with‌‌                                             
magic.‌ ‌Heartstone‌ ‌is‌ ‌the‌ ‌essence‌ ‌of‌ ‌the‌ ‌Earth‌ ‌itself.‌ ‌ 

● Ley‌‌Ore:‌‌This‌‌is‌‌a‌‌crystalline‌‌mix‌‌infused‌‌with‌‌power‌‌of‌‌Ley‌‌lines‌‌and‌‌Fey‌‌power.‌‌This‌‌is‌‌commonly‌‌derived‌‌from‌‌Fey‌‌                                           
creatures‌‌and‌‌the‌‌Realms‌‌they‌‌inhabit,‌‌but‌‌occasionally‌‌manifests‌‌in‌‌the‌‌Realms‌‌of‌ ‌REFUGE‌‌as‌‌a‌‌crystallization‌‌of‌‌                                   
pure‌ ‌magical‌ ‌energy.‌ ‌ 

● Mugwort‌ ‌(also‌ ‌known‌ ‌as‌ ‌Feyring):‌ ‌Mugwort‌ ‌are‌ ‌plants‌ ‌that‌ ‌grow‌ ‌in‌ ‌natural‌ ‌settings‌ ‌abundant‌ ‌with‌ ‌magic‌ ‌or‌‌                                 
connected‌ ‌with‌ ‌the‌ ‌fey‌‌world,‌‌such‌‌as‌‌near‌‌serene‌‌ponds,‌‌near‌‌mushroom‌‌rings,‌‌or‌‌verdant‌‌forests.‌‌Many‌‌species‌‌                                   
often‌ ‌gather‌ ‌Mugwort‌ ‌for‌ ‌its‌ ‌magical‌ ‌properties.‌‌ ‌  

● Nightshade‌ ‌(also‌ ‌known‌ ‌as‌ ‌Goblinbane):‌ ‌‌Nightshade‌ ‌is‌ ‌typically‌ ‌found‌ ‌in‌ ‌the‌ ‌form‌ ‌of‌ ‌poisonous‌ ‌mushrooms‌‌                             
cultivated‌‌on‌‌the‌‌darkest‌‌nights,‌‌within‌‌places‌‌where‌‌many‌‌living‌‌creatures‌‌have‌‌died.‌‌One‌‌may‌‌find‌‌nightshade‌‌on‌‌                                   
battlefields,‌ ‌graveyards,‌ ‌or‌ ‌even‌ ‌in‌ ‌fallow‌ ‌fields.‌ ‌Nightshade‌ ‌also‌ ‌includes‌ ‌semi-poisonous‌ ‌substances‌ ‌such‌ ‌as‌‌                           
belladonna,‌ ‌mandrake,‌ ‌and‌ ‌wolfsbane.‌ ‌ 

● Penna‌ ‌(also‌‌known‌‌as‌‌Windkiss):‌‌‌Penna‌‌are‌‌feathers‌‌kissed‌‌by‌‌the‌‌wind.‌‌Something‌‌magical‌‌happens‌‌when‌‌the‌‌                                 
wind‌‌strikes‌‌the‌‌feathers‌‌of‌‌magical‌‌creatures,‌‌causing‌‌them‌‌to‌‌become‌‌endowed‌‌with‌‌a‌‌mystical‌‌quality.‌‌Penna‌‌can‌‌                                   
be‌ ‌found‌ ‌in‌ ‌nearly‌ ‌any‌ ‌location‌ ‌where‌ ‌avian‌ ‌creatures‌ ‌frequent.‌ ‌Penna‌ ‌is‌ ‌frequently‌ ‌called‌ ‌“the‌ ‌essence‌ ‌of‌ ‌the‌ ‌wind.”‌ ‌ 

● Tritora‌‌(also‌‌known‌‌as‌‌Lastember):‌‌‌Tritora‌‌is‌‌a‌‌black‌‌substance‌‌typically‌‌found‌‌near‌‌areas‌‌of‌‌great‌‌fires‌‌or‌‌where‌‌                                     
intense‌ ‌heat‌ ‌converts‌ ‌a‌ ‌substance‌ ‌into‌ ‌the‌ ‌very‌ ‌essence‌ ‌of‌ ‌fire.‌ ‌ 

● Truesilver‌ ‌(also‌ ‌known‌‌as‌‌Magnetite):‌‌Truesilver‌‌is‌‌a‌‌substance‌‌with‌‌a‌‌mysterious‌‌origin.‌‌It‌‌is‌‌said‌‌that‌‌truesilver‌‌                                   
might‌ ‌be‌ ‌some‌ ‌form‌ ‌of‌ ‌quicksilver‌ ‌or‌ ‌a‌‌form‌‌of‌‌silver‌‌that‌‌has‌‌become‌‌magic‌‌upon‌‌the‌‌powers‌‌of‌‌an‌‌ancient‌‌ruler.‌‌                                           
Truesilver‌‌adds‌‌purity‌‌to‌‌many‌‌Rituals.‌‌It‌‌can‌‌be‌‌found‌‌within‌‌and‌‌on‌‌many‌‌stones‌‌and‌‌rocks,‌‌and‌‌even‌‌small‌‌traces‌‌                                         
of‌ ‌truesilver‌ ‌can‌ ‌endow‌ ‌common‌ ‌stones‌ ‌with‌ ‌power.‌ ‌ 
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The‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌ 
Ritual‌ ‌casting‌ ‌must‌ ‌be‌ ‌conducted‌ ‌within‌ ‌any‌ ‌kind‌ ‌of‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌‌(either‌ ‌created‌ ‌by‌ ‌Battle‌ ‌Magic‌ ‌or‌ ‌Ritual)‌ ‌and‌ ‌will‌‌                                         
automatically‌ ‌fail‌ ‌if‌ ‌attempted‌‌anywhere‌‌else.‌‌If‌‌a‌‌‌Circle‌‌of‌‌Power‌‌is‌‌destroyed‌‌or‌‌otherwise‌‌ends‌‌during‌‌the‌‌Ritual‌‌casting,‌‌                                       
the‌ ‌Ritual‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Once‌ ‌the‌ ‌Ritual‌ ‌begins,‌ ‌entering‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌will‌ ‌cause‌ ‌the‌ ‌Ritual‌‌to‌‌automatically‌‌fail,‌‌except‌‌through‌‌the‌‌Rituals‌‌                                       
Spirit‌‌Walk‌‌‌or‌‌‌Spirit‌‌Recall‌,‌‌or‌‌through‌‌a‌‌character‌‌appearing‌‌who‌‌needs‌‌a‌‌Resurrection.‌‌If‌‌more‌‌than‌‌one‌‌Ritual‌‌is‌‌cast‌‌inside‌‌                                           
a‌‌ ‌Circle‌ ‌of‌ ‌Power‌‌ ‌simultaneously,‌ ‌the‌ ‌Ritual‌ ‌that‌ ‌was‌ ‌commenced‌ ‌later‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

A‌‌battle-cast‌‌Circle‌‌of‌‌Power‌‌will‌‌last‌‌for‌‌one‌‌hour,‌‌which‌‌is‌‌often‌‌more‌‌than‌‌enough‌‌time‌‌for‌‌the‌‌caster‌‌to‌‌cast‌‌several‌‌Rituals.‌‌                                               
Ritually‌ ‌cast‌ ‌‌Limited‌‌ ‌‌Circles‌ ‌of‌ ‌Power‌ ‌‌and‌ ‌‌Greater‌‌ ‌‌Circles‌ ‌of‌ ‌Power‌‌ ‌can‌ ‌last‌ ‌much‌ ‌longer,‌ ‌or‌ ‌even‌ ‌be‌ ‌permanent.‌ ‌ 

When‌‌a‌‌‌Circle‌‌of‌‌Power‌‌‌is‌‌cast,‌‌the‌‌caster‌‌determines‌‌the‌‌Aspect‌‌of‌‌the‌‌resulting‌‌Circle‌‌of‌‌Power‌‌‌according‌‌to‌‌whether‌‌they‌‌                                           
cast‌ ‌Earth‌ ‌or‌ ‌Celestial;‌ ‌if‌ ‌both‌ ‌the‌ ‌caster‌ ‌must‌ ‌choose‌ ‌a‌ ‌single‌ ‌Aspect‌ ‌for‌ ‌the‌ ‌Circle‌ ‌of‌ ‌Power.‌ ‌Circles‌‌of‌‌Power‌‌‌always‌‌                                           
possess‌ ‌either‌ ‌an‌ ‌Earth‌ ‌or‌ ‌Celestial‌ ‌Aspect;‌ ‌never‌ ‌both‌ ‌regardless‌ ‌of‌ ‌caster(s)‌.‌ ‌ 

Only‌‌Rituals‌‌possessing‌‌a‌‌General‌‌or‌‌Celestial‌‌Aspect‌‌may‌‌be‌‌cast‌‌in‌‌a‌‌‌Circle‌‌of‌‌Power‌‌‌with‌‌a‌‌Celestial‌‌Aspect.‌‌Only‌‌Rituals‌‌                                           
possessing‌ ‌a‌ ‌General,‌ ‌Earth‌ ‌or‌‌Necromantic‌‌Aspect‌‌may‌‌be‌‌cast‌‌in‌‌a‌‌Circle‌‌of‌‌Power‌‌with‌‌an‌‌Earth‌‌Aspect.‌‌Rituals‌‌of‌‌the‌‌                                           
wrong‌ ‌Aspect‌ ‌for‌ ‌a‌ ‌Circle‌ ‌will‌ ‌not‌ ‌start.‌ ‌ 

Investment‌ ‌ 

Investiture‌‌‌is‌‌a‌‌Ritual‌‌that‌‌must‌‌be‌‌performed‌‌upon‌‌a‌‌person‌‌while‌‌present‌‌in‌‌the‌‌Circle‌‌of‌‌Power‌‌into‌‌which‌‌the‌‌person‌‌is‌‌to‌‌                                               
be‌‌Invested.‌‌An‌‌Invested‌‌member‌‌of‌‌a‌‌Circle‌‌of‌‌Power‌‌can‌‌walk‌‌in‌‌and‌‌out‌‌of‌‌the‌‌Circle‌‌unimpeded‌‌at‌‌any‌‌time,‌‌unless‌‌that‌‌                                               
member‌‌is‌‌unconscious‌‌(or‌‌conscious‌‌yet‌‌unwilling).‌‌An‌‌unconscious‌‌or‌‌unwilling‌‌member‌‌of‌‌the‌‌Circle‌‌of‌‌Power‌‌‌will‌‌not‌‌pass‌‌                                       
through‌ ‌the‌ ‌Circle‌ ‌unless‌ ‌recognized‌ ‌by‌ ‌another‌ ‌Invested‌ ‌member,‌ ‌even‌ ‌if‌ ‌the‌ ‌member‌ ‌requires‌ ‌a‌ ‌‌Life‌ ‌‌spell.‌ ‌ 

Individuals‌ ‌who‌‌are‌‌not‌‌Invested‌‌may‌‌not‌‌enter‌‌or‌‌exit‌‌a‌‌Circle‌‌of‌‌Power‌‌‌unless‌‌recognized‌‌by‌‌an‌‌Invested‌‌member‌‌of‌‌that‌‌                                           
Circle‌ ‌of‌ ‌Power.‌ ‌The‌ ‌Invested‌ ‌member‌ ‌must‌ ‌clearly‌ ‌acknowledge‌ ‌that‌ ‌permission‌ ‌to‌‌enter‌‌or‌‌exit‌‌the‌‌‌Circle‌‌of‌‌Power‌‌has‌‌                                       
been‌ ‌given,‌ ‌by‌ ‌gesturing‌ ‌to‌ ‌and‌ ‌saying‌ ‌recognized.‌ ‌This‌ ‌is‌ ‌an‌ ‌OOG‌ ‌statement,‌ ‌and‌ ‌it‌‌can‌‌therefore‌‌be‌‌made‌‌even‌‌when‌‌                                         
Silenced‌.‌‌Upon‌‌recognition,‌‌the‌‌individual‌‌must‌‌immediately‌‌enter‌‌or‌‌exit‌‌the‌‌‌Circle‌‌of‌‌Power.‌‌The‌‌recognition‌‌expires‌‌almost‌‌                                   
immediately‌ ‌after‌ ‌being‌ ‌recognized.‌ ‌ 

An‌‌individual‌‌who‌‌seeks‌‌to‌‌use‌‌combat-related‌‌Game‌‌Abilities‌‌(such‌‌as‌‌fighting‌‌or‌‌spellcasting)‌‌must‌‌be‌‌completely‌‌inside‌‌or‌‌                                     
outside‌‌of‌‌the‌‌‌Circle‌‌of‌‌Power‌‌‌throughout‌‌the‌‌action.‌‌For‌‌example,‌‌a‌‌player‌‌may‌‌not‌‌begin‌‌a‌‌spell‌‌incantation‌‌while‌‌within‌‌the‌‌                                           
Circle‌ ‌of‌ ‌Power‌ ‌and‌ ‌then‌ ‌step‌ ‌outside‌ ‌to‌ ‌throw‌‌the‌‌Packet;‌‌nor‌‌can‌‌a‌‌player‌‌stand‌‌within‌‌the‌‌‌Circle‌‌of‌‌Power‌‌and‌‌swing‌‌a‌‌                                               
Weapon‌ ‌at‌ ‌a‌ ‌target‌ ‌located‌ ‌outside‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power.‌ ‌ 

Characters‌ ‌need‌ ‌not‌ ‌be‌ ‌Invested‌ ‌in‌ ‌order‌ ‌to‌ ‌cast‌ ‌a‌ ‌Ritual‌ ‌in‌ ‌a‌ ‌Circle‌ ‌of‌ ‌Power,‌ ‌‌although‌ ‌they‌ ‌must‌ ‌be‌‌able‌‌to‌‌get‌‌inside‌‌                                               
somehow‌ ‌whether‌ ‌through‌ ‌recognition,‌ ‌casting‌ ‌the‌ ‌Circle‌ ‌themselves,‌ ‌or‌ ‌other‌ ‌powerful‌ ‌magics.‌ ‌ 

Greater‌ ‌Circles‌ ‌of‌ ‌Power‌ ‌ 

Greater‌‌‌Circles‌‌of‌‌Power‌‌are‌‌usually‌‌found‌‌only‌‌in‌‌Healer’s‌‌Guilds‌‌and‌‌Scholar’s‌‌Guilds.‌‌Raiding‌‌a‌‌‌Circle‌‌of‌‌Power‌‌requires‌‌                                       
the‌ ‌player‌ ‌to‌ ‌adhere‌ ‌to‌ ‌all‌ ‌of‌ ‌the‌ ‌rules‌ ‌applicable‌ ‌to‌ ‌raiding‌ ‌a‌ ‌cabin.‌ ‌ 

An‌‌Invested‌‌member‌‌of‌‌a‌‌Celestial‌‌Greater‌‌Circle‌‌of‌‌Power‌‌may‌‌perform‌‌an‌‌unlimited‌‌number‌‌of‌‌Identifications‌‌on‌‌items‌‌or‌‌                                       
individuals‌‌per‌‌LP,‌‌as‌‌long‌‌as‌‌the‌‌item‌‌or‌‌individual‌‌to‌‌be‌‌Identified‌‌is‌‌completely‌‌within‌‌the‌‌Circle‌‌at‌‌the‌‌time.‌‌The‌‌duration‌‌of‌‌                                               
Identification‌ ‌depends‌ ‌on‌‌the‌‌time‌‌required‌‌to‌‌retrieve‌‌a‌‌Magic‌‌Item‌‌Tag.‌‌That‌‌can‌‌mean‌‌it‌‌is‌‌instantaneous,‌‌or‌‌may‌‌take‌‌a‌‌                                           
few‌ ‌minutes‌ ‌while‌ ‌a‌ ‌Tag‌ ‌is‌ ‌recovered.‌ ‌If‌ ‌performed‌ ‌on‌ ‌an‌ ‌item,‌ ‌Identify‌‌tells‌‌the‌‌caster‌‌whether‌‌the‌‌item‌‌has‌‌any‌‌magical‌‌                                           
properties‌ ‌and‌ ‌how‌ ‌the‌‌item‌‌works.‌‌If‌‌performed‌‌on‌‌an‌‌individual,‌‌Identify‌‌tells‌‌the‌‌caster‌‌what‌‌active‌‌effects‌‌or‌‌Rituals‌‌are‌                                         
present‌ ‌and‌ ‌will‌ ‌also‌ ‌Identify‌ ‌any‌ ‌Magic‌ ‌Items‌ ‌the‌ ‌individual‌ ‌is‌ ‌carrying‌ ‌or‌ ‌wearing.‌ ‌Some‌ ‌powerful‌ ‌magical‌ ‌creatures‌ ‌or‌‌                                     
artifacts‌ ‌may‌‌be‌‌impossible‌‌to‌‌identify.‌‌Identify‌‌does‌‌not‌‌reveal‌‌background,‌‌Species,‌‌age,‌‌class,‌‌Skills,‌‌Special‌‌Abilities,‌‌or‌‌                                   
any‌ ‌other‌ ‌information‌ ‌other‌ ‌than‌ ‌has‌ ‌previously‌ ‌been‌ ‌mentioned.‌ ‌ 
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A‌‌character‌‌Invested‌‌in‌‌an‌Earth‌‌Greater‌‌Circle‌‌of‌‌Power‌‌can‌‌perform‌‌an‌‌unlimited‌‌number‌‌of‌‌Resurrections‌‌each‌‌LP,‌‌as‌‌long‌‌                                         
as‌ ‌the‌ ‌character‌ ‌has‌ ‌‌Healing‌ ‌Arts,‌ ‌and‌ ‌both‌ ‌the‌‌character‌‌and‌‌Spirit‌‌to‌‌be‌‌Resurrected‌‌are‌‌completely‌‌within‌‌the‌‌‌Circle‌‌of‌‌                                         
Power‌.‌‌A‌‌Resurrection‌‌requires‌‌ten‌‌minutes‌‌to‌‌complete‌‌and‌‌brings‌‌the‌‌recipient‌‌to‌‌full‌‌Body‌‌Points‌‌and‌‌fixes‌‌most‌‌afflictions.‌‌                                       
During‌ ‌the‌ ‌ten‌ ‌minutes,‌ ‌it‌ ‌is‌ ‌apparent‌‌to‌‌all‌‌observers‌‌that‌‌a‌‌Resurrection‌‌is‌‌occurring,‌‌but‌‌the‌‌exact‌‌identity‌‌of‌‌the‌‌person‌‌                                           
being‌ ‌Resurrected‌ ‌will‌ ‌be‌ ‌unknown‌ ‌to‌ ‌all‌ ‌but‌ ‌the‌ ‌Invested‌ ‌member‌ ‌performing‌ ‌the‌ ‌Resurrection.‌ ‌If‌ ‌an‌ ‌Invested‌‌character‌‌                                   
lacks‌ ‌‌Healing‌ ‌Arts‌,‌ ‌they‌‌may‌‌begin‌‌a‌‌Resurrection,‌‌but‌‌not‌‌Guide‌‌a‌‌Resurrection;‌‌likewise,‌‌if‌‌a‌‌non-Invested‌‌character‌‌has‌‌                                     
Healing‌ ‌Arts‌ ‌‌they‌ ‌‌cannot‌ ‌begin‌ ‌but‌ ‌may‌ ‌guide‌‌ ‌a‌ ‌Resurrection,‌ ‌but‌ ‌must‌ ‌be‌ ‌completely‌ ‌within‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌.‌ ‌ 

For‌ ‌more‌ ‌on‌ ‌Resurrections,‌ ‌see‌ ‌the‌ ‌Life‌ ‌and‌ ‌Death‌ ‌section.‌ ‌ 

Preparing‌ ‌for‌ ‌Casting‌ ‌Rituals‌ ‌ 
Ritual‌ ‌casting‌ ‌is‌ ‌a‌‌complicated‌‌process.‌‌If‌‌every‌‌Component‌‌and‌‌every‌‌action‌‌is‌‌not‌‌taken‌‌properly,‌‌the‌‌Ritual‌‌will‌‌fail.‌‌Any‌‌                                         
player‌ ‌seeking‌ ‌to‌ ‌cast‌ ‌a‌ ‌Ritual‌ ‌must‌ ‌follow‌ ‌the‌ ‌following‌ ‌steps‌ ‌and‌ ‌have‌ ‌the‌ ‌appropriate‌ ‌staff‌ ‌member(s)‌ ‌present:‌ ‌ 

Inform‌ ‌Plot:‌ ‌If‌ ‌possible,‌ ‌casters‌ ‌who‌ ‌intend‌ ‌to‌ ‌Ritual‌ ‌cast‌ ‌at‌‌an‌‌event‌‌should‌‌alert‌‌Campaign‌‌Staff‌‌well‌‌in‌‌advance‌‌that‌‌a‌‌                                           
Ritual‌ ‌may‌ ‌occur‌‌at‌‌the‌‌event.‌‌Some‌‌Rituals‌‌require‌‌the‌‌Campaign’s‌‌Plot‌‌Team‌‌be‌‌notified,‌‌especially‌‌if‌‌the‌‌Ritual‌‌requires‌‌                                       
Cast‌ ‌to‌ ‌perform‌‌actions,‌‌or‌‌if‌‌the‌‌Ritual‌‌requires‌‌a‌‌member‌‌of‌‌the‌‌Plot‌‌Team‌‌to‌‌provide‌‌information‌‌or‌‌other‌‌support.‌‌Some‌‌                                           
Ritual‌‌Scrolls‌‌require‌‌the‌‌notification‌‌of‌‌the‌‌Plot‌‌Team‌‌prior‌‌to‌‌Ritual‌‌casting,‌‌and‌‌failure‌‌to‌‌do‌‌so‌‌may‌‌mean‌‌that‌‌you‌‌will‌‌not‌‌                                               
be‌ ‌allowed‌ ‌to‌ ‌perform‌ ‌the‌ ‌Ritual‌ ‌that‌ ‌event‌ ‌or‌ ‌else‌ ‌that‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Gather‌‌Resources:‌‌‌The‌‌caster‌‌should‌‌take‌‌the‌‌time‌‌to‌‌make‌‌sure‌‌all‌‌of‌‌the‌‌required‌‌resources‌‌are‌‌ready.‌‌Failure‌‌to‌‌have‌‌any‌‌                                           
of‌‌these‌‌prerequisites‌‌available‌‌at‌‌the‌‌time‌‌of‌‌Ritual‌‌casting‌‌means‌‌the‌‌Ritual‌‌cannot‌‌be‌‌conducted,‌‌and‌‌the‌‌Ritual‌‌Marshal‌‌                                       
may‌ ‌instigate‌ ‌consequences.‌ ‌The‌ ‌caster‌ ‌is‌ ‌responsible‌ ‌for‌ ‌ensuring‌ ‌that‌ ‌the‌ ‌following‌ ‌items‌ ‌are‌ ‌available‌ ‌when‌ ‌a‌ ‌Ritual‌‌                                   
Marshal‌ ‌is‌ ‌sought‌ ‌to‌ ‌officiate:‌ ‌ 

● A‌ ‌physical‌ ‌representation‌ ‌for‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌(if‌ ‌the‌ ‌caster‌ ‌is‌ ‌not‌ ‌using‌ ‌a‌ ‌‌Greater‌ ‌Circle‌ ‌of‌ ‌Power.‌)‌ ‌ 
● A‌ ‌copy‌ ‌of‌ ‌the‌ ‌Formal‌ ‌Magic‌ ‌section‌ ‌of‌ ‌this‌ ‌Rule‌ ‌Book.‌ ‌ 
● A‌ ‌10-sided‌ ‌die.‌ ‌ 
● The‌ ‌Ritual‌ ‌Scroll‌ ‌or‌ ‌Ritual‌ ‌Scrolls‌ ‌to‌ ‌be‌ ‌used;‌ ‌the‌ ‌caster‌ ‌must‌ ‌have‌ ‌at‌ ‌least‌ ‌a‌ ‌one‌ ‌in‌ ‌ten‌ ‌chance‌ ‌of‌‌successfully‌‌                                           

casting‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌ ‌Ritual‌ ‌Components‌ ‌required‌ ‌for‌ ‌each‌ ‌Ritual‌ ‌Scroll.‌ ‌ 
● Valid‌‌targets‌‌for‌‌each‌‌Ritual.‌‌Any‌‌physrep‌‌to‌‌receive‌‌a‌‌Ritual‌‌casting‌‌must‌‌already‌‌be‌‌approved‌‌for‌‌use‌‌(for‌‌example,‌‌                                       

Weapons‌ ‌must‌ ‌be‌ ‌safety‌ ‌checked‌ ‌before‌ ‌being‌ ‌the‌ ‌target‌ ‌of‌ ‌a‌ ‌Ritual.)‌ ‌ 
● Any‌ ‌additional‌ ‌players‌ ‌or‌ ‌Cast‌ ‌required‌ ‌for‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌ ‌caster’s‌ ‌Character‌ ‌Card,‌ ‌as‌ ‌well‌ ‌as‌ ‌the‌ ‌Character‌ ‌Cards‌ ‌of‌ ‌any‌ ‌Ritual‌ ‌casters‌ ‌aiding‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌casting.‌ ‌ 

Obtain‌‌Ritual‌‌Marshal:‌‌‌A‌‌Ritual‌‌Marshal‌‌is‌‌a‌‌staff‌‌member‌‌approved‌‌by‌‌the‌‌Chapter‌‌in‌‌which‌‌the‌‌Ritual‌‌is‌‌to‌‌take‌‌place.‌‌It‌‌is‌‌                                               
important‌‌to‌‌remember‌‌that‌‌Ritual‌‌Marshals‌‌can‌‌be‌‌very‌‌busy,‌‌so‌‌it‌‌is‌‌the‌‌caster’s‌‌responsibility‌‌to‌‌take‌‌the‌‌time‌‌to‌‌make‌‌sure‌‌                                             
everything‌‌is‌‌ready‌‌to‌‌proceed‌‌before‌‌obtaining‌‌a‌‌Ritual‌‌Marshal‌‌and‌‌to‌‌minimize‌‌the‌‌amount‌‌of‌‌time‌‌a‌‌Ritual‌‌Marshal‌‌will‌‌be‌‌                                           
needed.‌‌Depending‌‌on‌‌the‌‌Ritual,‌‌the‌‌caster‌‌may‌‌also‌‌need‌‌to‌‌request‌‌a‌‌Magic‌‌Item‌‌temporary‌‌Tag‌‌from‌‌the‌‌Ritual‌‌Marshal.‌‌                                         
Players‌‌should‌‌be‌‌quick,‌‌professional,‌‌and‌‌courteous‌‌when‌‌conducting‌‌a‌‌Ritual.‌‌Especially‌‌when‌‌casting‌‌multiple‌‌Rituals‌‌in‌‌a‌‌                                   
row,‌‌players‌‌should‌‌schedule‌‌with‌‌a‌‌Marshal‌‌ahead‌‌of‌‌time;‌‌failure‌‌to‌‌do‌‌so‌‌may‌‌result‌‌in‌‌the‌‌Ritual‌‌Marshal‌‌being‌‌unable‌‌to‌‌                                             
stay‌ ‌for‌ ‌all‌ ‌Rituals‌ ‌in‌ ‌a‌ ‌Batch.‌ ‌ 

Get‌ ‌Ritual‌ ‌Ready:‌ ‌Upon‌ ‌arrival,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌will‌ ‌take‌ ‌the‌ ‌following‌ ‌steps,‌ ‌with‌ ‌which‌ ‌the‌ ‌players‌ ‌involved‌ ‌should‌‌                                     
cooperate:‌ ‌ 

● Ritual‌ ‌Marshal‌ ‌identifies‌ ‌the‌ ‌primary‌ ‌caster‌ ‌and‌ ‌any‌ ‌additional‌ ‌casters‌ ‌who‌ ‌will‌ ‌assist‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌ 
● Ritual‌ ‌Marshal‌ ‌reviews‌ ‌the‌ ‌casters’‌ ‌Character‌ ‌Cards‌ ‌to‌ ‌note‌ ‌how‌ ‌many‌ ‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌of‌‌the‌‌                                     

appropriate‌ ‌school‌ ‌they‌ ‌possess.‌ ‌Note‌ ‌that‌ ‌a‌ ‌Ritual‌ ‌Caster‌ ‌may‌ ‌choose‌ ‌to‌ ‌not‌‌use‌‌all‌‌of‌‌their‌‌Ritual‌‌Levels‌‌when‌‌                                       
casting‌ ‌if‌ ‌they‌ ‌so‌ ‌desire‌ ‌ 

● Ritual‌ ‌Marshal‌ ‌reads‌ ‌the‌ ‌first‌ ‌Scroll‌ ‌thoroughly,‌ ‌asking‌ ‌relevant‌ ‌questions.‌ ‌For‌ ‌example,‌ ‌if‌ ‌the‌ ‌Scroll‌ ‌cast‌ ‌a‌‌more‌‌                                   
powerful‌ ‌form‌ ‌of‌ ‌the‌ ‌Ritual,‌ ‌the‌ ‌Marshal‌ ‌should‌ ‌ask‌ ‌the‌ ‌player‌ ‌what‌ ‌level‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌the‌ ‌caster‌ ‌is‌ ‌attempting‌ ‌ 
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● Ritual‌ ‌Marshal‌ ‌confirms‌ ‌that‌ ‌all‌ ‌the‌ ‌required‌ ‌components‌ ‌and‌ ‌recipients‌ ‌are‌ ‌present‌ ‌within‌ ‌a‌ ‌valid‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌ 
● Ritual‌ ‌Marshal‌ ‌calculates‌ ‌and‌ ‌informs‌ ‌the‌ ‌players‌ ‌of‌ ‌the‌ ‌Difficulty‌ ‌Rating‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌ 
● Ritual‌ ‌Marshal‌ ‌calculates‌ ‌and‌ ‌informs‌ ‌the‌ ‌players‌ ‌of‌ ‌the‌ ‌chance‌ ‌of‌‌success‌‌of‌‌the‌‌Ritual‌‌as‌‌follows:‌‌The‌‌Success‌‌                                     

Number‌ ‌used‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌roll‌ ‌is‌ ‌ten‌ ‌plus‌ ‌the‌ ‌primary‌ ‌caster’s‌ ‌number‌ ‌of‌ ‌‌High‌ ‌Magic‌ ‌points‌‌assigned‌‌to‌‌‌Formal‌‌                                       
Magic‌ ‌‌minus‌‌the‌‌Ritual’s‌‌Difficulty‌‌Rating.‌‌If‌‌using‌‌secondary‌‌casters‌‌to‌‌aid‌‌in‌‌the‌‌Ritual,‌‌add‌‌one‌‌to‌‌the‌‌number‌‌of‌‌                                         
High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌the‌ ‌Primary‌ ‌caster‌ ‌is‌ ‌consider‌ ‌to‌ ‌have‌ ‌for‌ ‌each‌ ‌valid‌ ‌secondary‌ ‌caster‌‌                                   
participating‌ ‌ 

● Ritual‌ ‌Marshal‌ ‌repeats‌ ‌this‌ ‌process‌ ‌for‌ ‌each‌ ‌Ritual‌ ‌the‌ ‌players‌ ‌intend‌ ‌to‌ ‌conduct‌ ‌ 
● Ritual‌ ‌Marshal‌ ‌informs‌ ‌the‌ ‌players‌ ‌they‌ ‌may‌ ‌begin‌ ‌the‌ ‌first‌ ‌Ritual‌ ‌ 
● The‌ ‌caster‌ ‌casts‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌spell‌ ‌if‌ ‌not‌ ‌already‌ ‌inside‌ ‌a‌ ‌Circle‌ ‌ 

Conduct‌ ‌the‌ ‌Ritual:‌ ‌‌The‌ ‌caster‌ ‌begins‌ ‌the‌ ‌Ritual‌‌casting‌‌by‌‌stating‌‌the‌‌words‌‌“Begin‌‌Ritual‌‌casting.”‌‌The‌‌caster‌‌must‌‌be‌‌                                       
able‌‌to‌‌read‌‌the‌‌Ritual‌‌Scroll‌‌and‌‌must‌‌be‌‌able‌‌to‌‌use‌‌Game‌‌Abilities‌‌throughout‌‌the‌‌casting.‌‌The‌‌caster‌‌must‌‌touch‌‌a‌‌valid‌‌                                             
recipient‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌within‌‌thirty‌‌seconds‌‌of‌‌beginning‌‌the‌‌Ritual,‌‌or‌‌the‌‌Ritual‌‌automatically‌‌Backlashes.‌‌So‌‌long‌‌as‌‌the‌‌                                       
target‌‌of‌‌a‌‌Ritual‌‌has‌‌been‌‌signified‌‌by‌‌touching‌‌it‌‌within‌‌the‌‌first‌‌thirty‌‌seconds‌‌of‌‌the‌‌casting,‌‌the‌‌target‌‌remains‌‌valid‌‌despite‌‌                                             
any‌‌other‌‌steps‌‌taken‌‌to‌‌prevent‌‌the‌‌caster‌‌from‌‌touching‌‌the‌‌target‌‌(such‌‌as‌‌the‌‌target‌‌suffering‌‌a‌‌‌Prison‌‌‌effect‌‌after‌‌being‌‌                                           
touched).‌ ‌ 

A‌‌dead‌‌body‌‌may‌‌be‌‌the‌‌target‌‌of‌‌a‌‌Ritual;‌‌however,‌‌if‌‌it‌‌leaves‌‌the‌‌circle‌‌before‌‌the‌‌Ritual‌‌is‌‌complete‌‌(such‌‌as‌‌dissipating‌‌to‌‌                                                 
go‌ ‌Resurrect),‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌Backlash.‌ ‌ 

Once‌ ‌touched,‌ ‌the‌ ‌caster‌‌may‌‌not‌‌designate‌‌a‌‌new‌‌recipient‌‌for‌‌the‌‌Ritual.‌‌During‌‌the‌‌Ritual‌‌casting,‌‌the‌‌caster‌‌cannot‌‌do‌‌                                         
much‌ ‌of‌ ‌anything‌ ‌but‌ ‌speak‌ ‌and‌ ‌fulfill‌ ‌the‌ ‌actions‌ ‌required‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

No‌‌spells‌‌or‌‌Game‌‌Abilities‌‌may‌‌be‌‌used‌‌by‌‌the‌‌caster‌‌from‌‌the‌‌point‌‌the‌‌caster‌‌states‌‌“Begin‌‌Ritual‌‌casting”‌‌until‌‌the‌‌Ritual‌‌                                             
ends,‌ ‌except‌ ‌‌High‌ ‌Magic,‌ ‌Educated,‌‌ ‌and‌ ‌any‌ ‌Skill‌ ‌or‌ ‌spell‌ ‌specifically‌ ‌set‌ ‌forth‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

If‌‌a‌‌person‌‌is‌‌casting‌‌a‌‌Ritual‌‌that‌‌stores‌‌a‌‌spell‌‌or‌‌ability,‌‌then‌‌a‌‌person‌‌with‌‌the‌‌ability‌‌to‌‌use‌‌that‌‌ability‌‌or‌‌cast‌‌that‌‌spell‌‌                                                     
must,‌‌at‌‌the‌‌appropriate‌‌point‌‌in‌‌the‌‌Ritual,‌‌touch‌‌the‌‌recipient‌‌and‌‌declare‌‌the‌‌name‌‌of‌‌the‌‌spell‌‌or‌‌ability‌‌to‌‌be‌‌stored.‌‌The‌‌                                               
recipient‌‌is‌‌not‌‌affected‌‌by‌‌the‌‌spell‌‌or‌‌Ritual‌‌being‌‌stored‌‌and‌‌the‌‌person‌‌with‌‌that‌‌Skill‌‌or‌‌spell‌‌should‌‌only‌‌utter‌‌the‌‌name‌‌of‌‌                                                 
the‌ ‌Skill‌ ‌or‌ ‌spell,‌ ‌not‌ ‌the‌ ‌verbal‌ ‌that‌ ‌invokes‌ ‌the‌ ‌effect.‌ ‌ 

Casting‌ ‌Rituals‌ ‌ 
After‌ ‌the‌ ‌caster‌ ‌states‌ ‌“Begin‌ ‌Ritual‌ ‌casting,”‌ ‌the‌ ‌following‌ ‌steps‌ ‌must‌ ‌occur‌ ‌before‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌deemed‌ ‌complete:‌ ‌ 

1. The‌ ‌Ritual‌ ‌Marshal‌ ‌calls‌ ‌a‌ ‌Pause.‌ ‌ 
2. If‌‌the‌‌recipient‌‌of‌‌the‌‌Ritual‌‌is‌‌an‌‌individual,‌‌the‌‌Ritual‌‌Marshal‌‌will‌‌ask‌‌the‌‌recipient,‌‌“A‌‌Ritual‌‌is‌‌being‌‌cast‌‌on‌‌you.‌‌                                             

Do‌ ‌you‌ ‌accept‌ ‌it?”‌ ‌(note‌ ‌that‌ ‌a‌ ‌player‌ ‌must‌ ‌accept‌ ‌any‌ ‌Rituals‌‌that‌‌do‌‌not‌‌allow‌‌refusal,‌‌such‌‌as‌‌‌Banish‌‌to‌‌Other‌‌                                           
Plane,‌‌Divestiture‌,‌‌and‌‌‌Obliteration‌).‌‌If‌‌the‌‌player‌‌says‌‌“no,”‌‌the‌‌Ritual‌‌Marshal‌‌must‌‌follow‌‌the‌‌rules‌‌set‌‌forth‌‌below‌‌                                     
under‌ ‌the‌ ‌heading‌ ‌Unwilling‌ ‌Targets.‌ ‌ 

3. The‌ ‌Ritual‌ ‌Marshal‌ ‌makes‌ ‌sure‌ ‌that‌ ‌everyone‌ ‌in‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌is‌ ‌awake‌ ‌OOG.‌ ‌ 
4. The‌ ‌Ritual‌ ‌Marshal‌ ‌assures‌ ‌that‌ ‌the‌ ‌Ritual‌ ‌can‌ ‌properly‌ ‌begin.‌ ‌ 
5. If‌‌the‌‌Ritual‌‌has‌‌not‌‌yet‌‌failed‌‌or‌‌automatically‌‌Backlashed,‌‌the‌‌Ritual‌‌Marshal‌‌tells‌‌everyone‌‌in‌‌the‌‌Circle‌‌of‌‌Power,‌‌                                       

“There‌ ‌is‌ ‌magic‌ ‌all‌ ‌around‌ ‌you”‌ ‌or‌ ‌a‌ ‌similar‌ ‌phrase.‌ ‌ 
6. The‌ ‌Ritual‌ ‌Marshal‌ ‌calls‌ ‌“Lay‌ ‌on.”‌ ‌ 
7. The‌‌Ritual‌‌Marshal‌‌rolls‌‌the‌‌ten-sided‌‌die‌‌once‌‌where‌‌the‌‌caster‌‌can‌‌observe‌‌the‌‌die‌‌roll.‌‌As‌‌the‌‌die‌‌roll‌‌takes‌‌place‌‌                                           

before‌‌the‌‌Ritual‌‌completes,‌‌the‌‌caster‌‌has‌‌IG‌‌knowledge‌‌of‌‌whether‌‌something‌‌is‌‌not‌‌going‌‌well‌‌with‌‌the‌‌casting‌‌and‌‌                                       
may‌ ‌use‌ ‌‌Terminate‌ ‌Casting‌ ‌‌to‌ ‌abort‌ ‌the‌ ‌Ritual‌ ‌based‌ ‌on‌ ‌the‌ ‌die‌ ‌roll.‌ ‌ 

8. The‌ ‌Ritual‌ ‌Marshal‌ ‌determines‌ ‌if‌ ‌the‌ ‌Ritual‌ ‌fails‌ ‌for‌ ‌any‌ ‌reason‌ ‌other‌ ‌than‌ ‌the‌ ‌die‌ ‌roll.‌ ‌ 
9. The‌‌Ritual‌‌Marshal‌‌waits‌‌the‌‌duration‌‌of‌‌the‌‌Ritual‌‌casting,‌‌in‌‌case‌‌a‌‌condition‌‌occurs‌‌that‌‌would‌‌cause‌‌an‌‌automatic‌‌                                       

Backlash.‌ ‌ 
10. Assuming‌‌the‌‌Ritual‌‌has‌‌not‌‌automatically‌‌Backlashed,‌‌the‌‌Ritual‌‌Marshal‌‌announces‌‌either‌‌“You‌‌have‌‌successfully‌‌                             
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completed‌ ‌the‌ ‌Ritual”‌ ‌(if‌ ‌the‌ ‌Ritual‌ ‌succeeded)‌ ‌or‌ ‌“Something‌ ‌has‌ ‌gone‌ ‌dreadfully‌ ‌wrong”,‌ ‌or‌ ‌similar,‌ ‌if‌ ‌it‌ ‌has‌ ‌failed.‌ ‌ 

The‌ ‌Ritual‌ ‌has‌ ‌now‌ ‌ended.‌ ‌ 

Determine‌ ‌Success‌ ‌or‌ ‌Failure‌ ‌ 
Assuming‌‌no‌‌automatic‌‌failure‌‌or‌‌Backlash‌‌occurs,‌‌the‌‌success‌‌or‌‌failure‌‌of‌‌the‌‌Ritual‌‌is‌‌determined‌‌using‌‌a‌‌ten-‌‌sided‌‌die‌‌as‌‌                                           
follows:‌ 

● If‌ ‌the‌ ‌number‌ ‌is‌ ‌less‌ ‌than‌ ‌or‌ ‌equal‌ ‌to‌ ‌the‌ ‌Success‌ ‌Number‌ ‌and‌ ‌is‌ ‌not‌ ‌0,‌ ‌then‌ ‌the‌ ‌Ritual‌ ‌succeeds.‌ ‌ 
● If‌‌the‌‌number‌‌is‌‌greater‌‌than‌‌the‌‌Success‌‌Number‌‌or‌‌is‌‌0,‌‌then‌‌the‌‌Ritual‌‌Marshal‌‌rolls‌‌a‌‌second‌‌ten-sided‌‌die.‌‌Any‌‌                                           

result‌‌but‌‌a‌‌0‌‌on‌‌the‌‌second‌‌die‌‌roll‌‌indicates‌‌a‌‌Flaw.‌‌A‌‌0‌‌on‌‌the‌‌second‌‌die‌‌roll‌‌indicates‌‌a‌‌Backlash,‌‌which‌‌requires‌‌                                               
the‌ ‌Ritual‌ ‌Marshal‌ ‌to‌ ‌roll‌ ‌a‌ ‌third‌ ‌ten-sided‌ ‌die‌‌and‌‌look‌‌at‌‌the‌‌Backlash‌‌table‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌to‌‌determine‌‌the‌‌                                           
form‌ ‌of‌ ‌the‌ ‌Backlash.‌ ‌ 

A‌‌successful‌‌Ritual‌‌follows‌‌the‌‌procedure‌‌set‌‌forth‌‌in‌‌Success,‌‌below.‌‌A‌‌Ritual‌‌that‌‌fails‌‌or‌‌Backlashes‌‌follows‌‌the‌‌procedure‌‌                                       
set‌ ‌forth‌ ‌in‌ ‌Failure,‌ ‌below.‌ ‌ 

Success‌ ‌ 

The‌ ‌Ritual‌ ‌Marshal‌ ‌either‌‌awards‌‌the‌‌successful‌‌caster‌‌a‌‌temporary‌‌Tag‌‌for‌‌the‌‌Ritual‌‌conducted‌‌or‌‌makes‌‌sure‌‌the‌‌Ritual‌‌                                       
effect‌ ‌is‌ ‌carried‌ ‌out‌ ‌by‌‌informing‌‌the‌‌Plot‌‌Team‌‌or‌‌by‌‌personally‌‌overseeing‌‌the‌‌Ritual’s‌‌effect.‌‌A‌‌temporary‌‌Tag‌‌allows‌‌the‌‌                                         
Ritual‌‌Marshal‌‌to‌‌write‌‌down‌‌the‌‌Rituals‌‌conducted‌‌and‌‌indicate‌‌that‌‌a‌‌permanent‌‌Tag‌‌for‌‌the‌‌Ritual‌‌should‌‌be‌‌awarded‌‌at‌‌the‌‌                                           
end‌ ‌of‌ ‌the‌ ‌event‌ ‌or‌ ‌at‌ ‌the‌ ‌beginning‌ ‌of‌ ‌the‌ ‌next‌ ‌event‌ ‌that‌ ‌the‌ ‌recipient‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌attends.‌ ‌ 

The‌‌temporary‌‌Tag‌‌should‌‌indicate‌‌the‌‌Ritual’s‌‌name,‌‌duration,‌‌recipient,‌‌aspect,‌‌effect‌‌of‌‌the‌‌Ritual,‌‌and‌‌any‌‌other‌‌pertinent‌‌                                     
information.‌‌The‌‌temporary‌‌Tag‌‌should‌‌be‌‌signed‌‌by‌‌the‌‌Ritual‌‌Marshal.‌‌Recipients‌‌should‌‌make‌‌sure‌‌the‌‌temporary‌‌Tag‌‌has‌‌                                     
accurate‌ ‌information‌ ‌and‌ ‌is‌ ‌signed‌ ‌by‌ ‌the‌‌proper‌‌staff‌‌member(s).‌‌It‌‌is‌‌up‌‌to‌‌the‌‌recipient‌‌to‌‌ensure‌‌that‌‌the‌‌Chapter’s‌‌                                         
Logistics‌ ‌Team‌ ‌receives‌ ‌the‌ ‌Tag‌ ‌at‌ ‌the‌ ‌end‌ ‌of‌ ‌the‌ ‌event‌ ‌so‌ ‌they‌ ‌may‌ ‌issue‌ ‌a‌ ‌permanent‌ ‌Tag.‌ ‌ 

Please‌‌note‌‌that‌‌the‌‌Plot‌‌Team‌‌reserves‌‌the‌‌right‌‌to‌‌assign‌‌plot‌‌effects‌‌that‌‌may‌‌not‌‌be‌‌set‌‌forth‌‌in‌‌the‌‌Ritual‌‌Scroll.‌‌When‌‌this‌‌                                                 
occurs,‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌will‌ ‌likely‌ ‌designate‌ ‌such‌ ‌plot‌ ‌effects‌ ‌effective‌ ‌only‌ ‌in‌ ‌the‌ ‌local‌ ‌Chapter.‌ ‌ 

Failure‌ ‌or‌ ‌Backlash‌ ‌ 

If‌ ‌the‌ ‌Ritual‌‌fails‌‌or‌‌Backlashes,‌‌the‌‌Ritual‌‌Marshal‌‌will‌‌determine‌‌the‌‌effect,‌‌if‌‌any,‌‌of‌‌the‌‌failure‌‌or‌‌Backlash‌‌based‌‌on‌‌the‌‌                                             
Ritual‌ ‌Scroll’s‌ ‌charts.‌ ‌Any‌ ‌lasting‌ ‌effects‌ ‌will‌ ‌be‌ ‌written‌ ‌on‌ ‌the‌ ‌player‌ ‌cards‌ ‌of‌ ‌any‌ ‌individuals‌ ‌affected.‌ ‌ 

Casters‌ ‌are‌ ‌expected‌ ‌to‌ ‌roleplay‌ ‌and‌ ‌resolve‌ ‌their‌ ‌Flaws‌ ‌and‌ ‌Backlashes‌ ‌without‌ ‌complaint‌ ‌for‌ ‌the‌‌duration‌‌listed‌‌on‌‌the‌‌                                     
Ritual‌‌Scroll.‌‌Local‌‌Chapters‌‌also‌‌have‌‌the‌‌discretion‌‌to‌‌generate‌‌a‌‌unique‌‌plot‌‌effect‌‌or‌‌encounter‌‌based‌‌on‌‌a‌‌Ritual‌‌gone‌‌                                         
awry‌ ‌that‌ ‌may‌ ‌not‌ ‌be‌ ‌specified‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

Failure‌ ‌Without‌ ‌Backlash‌ ‌ 

A‌ ‌Ritual‌ ‌will‌ ‌fail‌ ‌without‌‌Backlash‌‌if,‌‌at‌‌the‌‌time‌‌the‌‌caster‌‌states‌‌“Begin‌‌Ritual‌‌casting,”‌‌any‌‌of‌‌the‌‌following‌‌conditions‌‌are‌‌                                           
met:‌ ‌ 

● The‌ ‌caster,‌ ‌Ritual‌ ‌Scroll‌ ‌and‌ ‌all‌ ‌required‌ ‌components‌ ‌are‌ ‌not‌ ‌in‌ ‌a‌ ‌‌Circle‌ ‌of‌ ‌Power.‌ ‌ 
● The‌ ‌caster‌ ‌does‌ ‌not‌ ‌have‌ ‌at‌ ‌least‌ ‌a‌ ‌one‌ ‌in‌ ‌ten‌ ‌chance‌ ‌of‌ ‌successfully‌ ‌completing‌ ‌the‌ ‌Ritual‌ ‌without‌ ‌a‌ ‌Flaw‌ ‌or‌‌                                         

Backlash.‌ ‌ 
● The‌‌‌Circle‌‌of‌‌Power‌‌‌representation‌‌is‌‌not‌‌properly‌‌set‌‌up‌‌as‌‌per‌‌the‌‌Circle‌‌of‌‌Power‌‌spell‌‌rules‌‌prior‌‌to‌‌the‌‌beginning‌‌                                           

of‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌ ‌caster‌ ‌fails‌ ‌to‌ ‌possess‌ ‌a‌ ‌Ritual‌ ‌Scroll‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌attempted.‌ ‌ 
● The‌ ‌caster‌ ‌fails‌ ‌to‌ ‌follow‌ ‌any‌ ‌preparatory‌ ‌requirements‌ ‌indicated‌ ‌on‌ ‌the‌ ‌Ritual‌‌Scroll‌‌prior‌‌to‌‌stating‌‌“Begin‌‌Ritual‌‌                                   

casting.”‌ ‌ 
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Failure‌ ‌With‌ ‌Automatic‌ ‌Backlash‌ ‌ 

A‌‌Ritual‌‌will‌‌automatically‌‌Backlash‌‌if‌‌any‌‌of‌‌the‌‌following‌‌conditions‌‌occur‌‌after‌‌the‌‌caster‌‌states‌‌“Begin‌‌Ritual‌‌casting”‌‌and‌‌                                       
before‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌complete:‌ ‌ 

● Another‌ ‌Ritual‌ ‌casting‌ ‌has‌ ‌previously‌ ‌been‌ ‌commenced‌‌and‌‌not‌‌completed‌‌in‌‌the‌‌same‌‌‌Circle‌‌of‌‌Power‌‌when‌‌the‌‌                                   
caster‌ ‌states‌ ‌“Begin‌ ‌Ritual‌ ‌casting.”‌ ‌ 

● The‌‌caster‌‌does‌‌not‌‌touch‌‌a‌‌designated‌‌recipient‌‌within‌‌thirty‌‌seconds‌‌of‌‌starting‌‌the‌‌Ritual,‌‌if‌‌such‌‌a‌‌designation‌‌is‌‌                                       
necessary.‌ ‌ 

● The‌ ‌caster‌ ‌designates‌ ‌an‌ ‌invalid‌ ‌recipient‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌after‌ ‌stating‌ ‌“Begin‌ ‌Ritual‌ ‌casting.”‌ ‌ 
● The‌‌caster,‌‌intentionally‌‌or‌‌inadvertently,‌‌after‌‌having‌‌touched‌‌a‌‌designated‌‌recipient‌‌for‌‌the‌‌Ritual,‌‌designates‌‌a‌‌new‌‌                                 

recipient‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌‌caster‌‌or‌‌other‌‌person‌‌designated‌‌in‌‌the‌‌Ritual‌‌Scroll‌‌fails‌‌to‌‌touch‌‌the‌‌recipient‌‌when‌‌declaring‌‌a‌‌Skill‌‌or‌‌spell‌‌to‌‌                                           

store‌ ‌in‌ ‌the‌ ‌recipient.‌ ‌ 
● The‌ ‌caster‌ ‌cannot‌ ‌read‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌due‌ ‌to‌ ‌poor‌ ‌lighting‌ ‌or‌ ‌other‌ ‌obscuring‌ ‌factors.‌ ‌ 
● The‌ ‌caster‌ ‌loses‌ ‌sight‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌or‌ ‌any‌ ‌of‌ ‌the‌ ‌components.‌ ‌ 
● The‌ ‌Ritual‌ ‌Scroll‌ ‌or‌ ‌Ritual‌ ‌components‌ ‌leave‌ ‌the‌‌ ‌Circle‌ ‌of‌ ‌Power.‌ ‌ 
● The‌ ‌caster‌ ‌becomes‌ ‌unable‌ ‌to‌ ‌use‌ ‌Game‌ ‌Abilities.‌ ‌ 
● Any‌ ‌individual‌ ‌enters‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌by‌ ‌any‌ ‌means‌ ‌other‌ ‌than‌ ‌‌Spirit‌ ‌Walk,‌ ‌Spirit‌ ‌Recall,‌‌ ‌or‌ ‌Resurrection.‌ ‌ 
● The‌ ‌recipient,‌ ‌caster,‌ ‌or‌ ‌any‌ ‌individual‌ ‌aiding‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌leaves‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power.‌ ‌ 
● The‌‌ ‌Circle‌ ‌of‌ ‌Power‌‌ ‌expires‌ ‌or‌ ‌terminates‌ ‌for‌ ‌any‌ ‌reason.‌ ‌ 
● The‌ ‌caster‌ ‌or‌ ‌those‌ ‌aiding‌ ‌the‌ ‌caster‌ ‌receive‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌Packet‌ ‌delivered‌ ‌attack,‌ ‌even‌ ‌if‌ ‌the‌ ‌attack‌ ‌would‌‌not‌‌                                       

normally‌ ‌harm‌ ‌the‌ ‌individual.‌ ‌ 
● Any‌ ‌additional‌ ‌requirements‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌are‌ ‌not‌ ‌met.‌ ‌ 
● The‌‌caster‌‌uses‌‌a‌‌Game‌‌Ability‌‌other‌‌than‌‌‌High‌‌Magic,‌‌Educated,‌‌or‌‌a‌‌Game‌‌Ability,‌‌spell,‌‌or‌‌Magic‌‌Item‌‌specifically‌‌                                       

indicated‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

If‌‌an‌‌automatic‌‌Backlash‌‌occurs,‌‌a‌‌die‌‌roll‌‌is‌‌made‌‌upon‌‌the‌‌Backlash‌‌list.‌‌Any‌‌Ritual‌‌that‌‌suffers‌‌an‌‌automatic‌‌Backlash‌‌is‌‌                                           
assumed‌ ‌to‌ ‌immediately‌ ‌fail.‌ ‌All‌ ‌Ritual‌ ‌Scrolls,‌ ‌Catalysts‌ ‌and‌ ‌Reagents‌ ‌within‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌‌during‌ ‌a‌ ‌Ritual‌ ‌that‌‌                                     
generates‌ ‌an‌ ‌automatic‌ ‌Backlash‌ ‌are‌ ‌destroyed.‌ ‌ 

Clean-up‌ ‌ 

Once‌ ‌success‌ ‌or‌ ‌failure‌ ‌has‌ ‌been‌ ‌resolved,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌should‌ ‌collect‌ ‌all‌ ‌Ritual‌ ‌components‌ ‌and‌ ‌Ritual‌ ‌Scrolls‌‌                                   
consumed‌‌in‌‌the‌‌Rituals.‌‌These‌‌will‌‌be‌‌turned‌‌into‌‌the‌‌Logistics‌‌staff‌‌to‌‌be‌‌registered‌‌in‌‌the‌‌Campaign’s‌‌database.‌‌If‌‌there‌‌are‌‌                                           
more‌ ‌components‌ ‌in‌ ‌the‌ ‌caster’s‌ ‌possession‌ ‌than‌ ‌were‌ ‌needed‌ ‌to‌ ‌cast‌ ‌the‌ ‌Ritual,‌ ‌the‌ ‌caster‌ ‌may‌ ‌designate‌ ‌which‌‌                                   
components‌ ‌were‌ ‌consumed‌ ‌as‌ ‌long‌ ‌as‌ ‌they‌ ‌meet‌ ‌the‌ ‌requirements‌ ‌set‌ ‌forth‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

Multiple‌ ‌Casters‌ ‌ 
Multiple‌‌casters‌‌may‌‌participate‌‌in‌‌the‌‌casting‌‌of‌‌the‌‌same‌‌Ritual.‌‌One,‌‌and‌‌only‌‌one,‌‌of‌‌the‌‌participants‌‌must‌‌be‌‌designated‌‌                                         
the‌ ‌primary‌ ‌caster.‌ ‌The‌ ‌other‌ ‌casters‌ ‌are‌ ‌known‌ ‌as‌ ‌the‌ ‌secondary‌ ‌casters.‌ ‌ 

Each‌‌secondary‌‌caster‌‌must‌‌have‌‌the‌‌same‌‌Aspect‌‌as‌‌the‌‌primary‌‌caster‌‌and‌‌at‌‌least‌‌one‌‌‌High‌‌Magic‌‌point‌‌in‌‌the‌‌the‌‌‌Formal‌‌                                             
Magic‌‌ability.‌‌For‌‌example,‌‌only‌‌secondary‌‌casters‌‌with‌‌a‌‌Celestial‌‌Aspect‌‌can‌‌aid‌‌a‌‌primary‌‌caster‌‌with‌‌a‌‌Celestial‌‌Aspect.‌‌                                       
The‌ ‌Ritual‌ ‌Marshal‌ ‌should‌ ‌review‌ ‌the‌ ‌player‌ ‌cards‌ ‌of‌ ‌each‌ ‌secondary‌ ‌caster‌ ‌before‌ ‌the‌ ‌Ritual‌ ‌begins.‌ ‌ 

For‌ ‌each‌ ‌qualified‌ ‌secondary‌ ‌caster‌ ‌aiding‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌casting,‌ ‌the‌ ‌primary‌ ‌caster‌‌is‌‌deemed‌‌to‌‌have‌‌an‌‌additional‌‌High‌‌                                       
Magic‌‌point‌‌in‌‌Formal‌‌Magic‌‌for‌‌purposes‌‌of‌‌the‌‌Ritual‌‌being‌‌cast.‌‌No‌‌matter‌‌how‌‌many‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌                                           
each‌ ‌secondary‌ ‌caster‌ ‌possesses,‌ ‌the‌ ‌primary‌ ‌caster‌ ‌gains‌ ‌no‌ ‌more‌ ‌than‌ ‌one‌ ‌effective‌ ‌point‌ ‌per‌ ‌secondary‌ ‌caster‌ ‌present.‌ ‌ 

Moreover,‌‌the‌‌primary‌‌caster‌‌must‌‌have‌‌at‌‌least‌‌a‌‌one‌‌in‌‌ten‌‌chance‌‌to‌‌successfully‌‌complete‌‌the‌‌Ritual‌‌before‌‌the‌‌effect‌‌of‌‌                                           
the‌‌presence‌‌of‌‌any‌‌secondary‌‌casters‌‌is‌‌determined.‌‌No‌‌more‌‌than‌‌one‌‌secondary‌‌caster‌‌may‌‌aid‌‌a‌‌primary‌‌caster‌‌for‌‌each‌‌                                         
High‌‌Magic‌‌point‌‌in‌‌Formal‌‌Magic‌‌possessed‌‌by‌‌the‌‌primary‌‌caster.‌‌No‌‌matter‌‌how‌‌many‌‌secondary‌‌casters‌‌assist‌‌a‌‌primary‌‌                                       
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caster,‌‌the‌‌chance‌‌of‌‌successfully‌‌completing‌‌a‌‌Ritual‌‌cannot‌‌exceed‌‌nine‌‌in‌‌ten.‌‌A‌‌Flaw‌‌or‌‌Backlash‌‌is‌‌always‌‌encountered‌‌                                       
on‌ ‌a‌ ‌die‌ ‌roll‌ ‌of‌ ‌0,‌ ‌regardless‌ ‌of‌ ‌the‌ ‌assistance‌ ‌of‌ ‌secondary‌ ‌casters.‌ ‌ 

Secondary‌ ‌casters‌ ‌must‌ ‌follow‌ ‌all‌ ‌the‌ ‌same‌ ‌rules‌ ‌with‌‌respect‌‌to‌‌the‌‌conduct‌‌of‌‌Rituals‌‌as‌‌the‌‌primary‌‌caster,‌‌except‌‌that‌‌                                         
secondary‌‌casters‌‌do‌‌not‌‌have‌‌to‌‌possess‌‌their‌‌own‌‌Ritual‌‌Scroll‌‌or‌‌Ritual‌‌components,‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌see‌‌or‌‌read‌‌                                               
the‌‌Ritual‌‌Scroll,‌‌and‌‌do‌‌not‌‌have‌‌to‌‌touch‌‌the‌‌recipient‌‌during‌‌the‌‌Ritual‌‌casting.‌‌Secondary‌‌casters‌‌may‌‌not‌‌withdraw‌‌their‌‌                                         
support‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌after‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌begun.‌ ‌ 

In‌ ‌case‌ ‌of‌ ‌failure‌ ‌or‌ ‌Backlash,‌ ‌secondary‌ ‌casters‌ ‌are‌ ‌subject‌ ‌to‌ ‌the‌ ‌same‌ ‌effects‌ ‌as‌ ‌the‌ ‌primary‌ ‌caster.‌ ‌For‌ ‌any‌ ‌other‌‌                                         
targeting‌ ‌purposes,‌ ‌the‌ ‌primary‌ ‌caster‌ ‌is‌ ‌considered‌ ‌the‌ ‌only‌ ‌caster‌ ‌of‌‌the‌‌Ritual‌‌unless‌‌otherwise‌‌specified‌‌on‌‌the‌‌Ritual‌‌                                     
Scroll.‌ ‌ 

Props‌ ‌ 
Some‌ ‌Rituals‌ ‌allow‌ ‌the‌ ‌enchantment‌ ‌of‌ ‌specific‌ ‌items.‌ ‌These‌ ‌items‌ ‌must‌ ‌be‌ ‌approved‌ ‌before‌ ‌enchantment.‌ ‌ 

Weapons‌ ‌typically‌ ‌require‌ ‌a‌ ‌safety‌ ‌check.‌ ‌Jewelry‌ ‌needs‌‌to‌‌be‌‌entered‌‌into‌‌the‌‌Chapter’s‌‌database‌‌and‌‌assigned‌‌an‌‌item‌‌                                     
number‌‌before‌‌the‌‌Ritual‌‌casting.‌‌The‌‌item‌‌must‌‌always‌‌have‌‌a‌‌surface‌‌large‌‌enough‌‌to‌‌engrave‌‌a‌‌number‌‌upon‌‌it.‌‌Only‌‌after‌‌                                           
the‌ ‌item‌ ‌has‌ ‌been‌ ‌approved‌ ‌is‌ ‌it‌ ‌ready‌ ‌to‌ ‌be‌ ‌used‌ ‌in‌ ‌a‌ ‌Ritual.‌ ‌ 

After‌‌the‌‌Ritual,‌‌assuming‌‌success,‌‌the‌‌item‌‌immediately‌‌becomes‌‌property‌‌of‌‌the‌‌game.‌‌Therefore,‌‌you‌‌should‌‌not‌‌use‌‌items‌‌                                     
you‌‌wish‌‌to‌‌keep.‌‌Alternatively,‌‌if‌‌you‌‌enchant‌‌your‌‌armor‌‌or‌‌a‌‌special‌‌item‌‌that‌‌you‌‌do‌‌not‌‌wish‌‌to‌‌make‌‌an‌‌IG‌‌item,‌‌if‌‌you‌‌are‌‌                                                     
searched‌‌and‌‌the‌‌item‌‌taken‌‌IG,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌Tag‌‌but‌‌waive‌‌the‌‌ability‌‌to‌‌recognize‌‌IG‌‌your‌‌item‌‌when‌‌it‌‌is‌‌used‌‌by‌‌                                                   
someone‌ ‌else.‌ ‌ 

A‌ ‌specific‌ ‌item‌ ‌may‌ ‌not‌ ‌contain‌‌more‌‌than‌‌twenty‌‌Rituals.‌‌Some‌‌Rituals‌‌that‌‌can‌‌increase‌‌effects‌‌on‌‌a‌‌specific‌‌Ritual‌‌may‌‌                                         
count‌‌as‌‌more‌‌than‌‌one‌‌Ritual‌‌towards‌‌this‌‌twenty‌‌Ritual‌‌maximum.‌‌Note‌‌that‌‌this‌‌counts‌‌all‌‌Rituals‌‌on‌‌an‌‌item;‌‌an‌‌item‌‌may‌‌                                             
have‌ ‌multiple‌ ‌Batches‌ ‌of‌ ‌Rituals‌ ‌each‌ ‌with‌ ‌their‌ ‌own‌ ‌Tag,‌ ‌but‌ ‌the‌ ‌total‌ ‌number‌ ‌of‌ ‌Rituals‌ ‌may‌ ‌not‌ ‌exceed‌ ‌twenty.‌ ‌ 

Enchanted‌‌items‌‌sometimes‌‌have‌‌a‌‌limited‌‌life‌‌span.‌‌When‌‌a‌‌Ritual‌‌expires,‌‌the‌‌item’s‌‌owner‌‌is‌‌expected‌‌to‌‌turn‌‌the‌‌Tag‌‌over‌‌                                           
to‌ ‌the‌ ‌Campaign’s‌ ‌staff.‌ ‌Enchanted‌ ‌items‌ ‌immediately‌ ‌return‌ ‌to‌ ‌their‌ ‌normal‌ ‌state‌ ‌upon‌ ‌expiration.‌ ‌ 

Recipient‌ ‌Characters‌ ‌ 
Some‌ ‌Rituals‌ ‌can‌ ‌transform‌ ‌or‌ ‌change‌‌a‌‌targeted‌‌player‌‌into‌‌Undead,‌‌another‌‌Species,‌‌or‌‌another‌‌class.‌‌The‌‌player‌‌must‌‌                                     
follow‌ ‌the‌ ‌instructions‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌after‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌complete‌ ‌and‌ ‌the‌ ‌player’s‌ ‌new‌ ‌character‌ ‌information‌ ‌will‌ ‌be‌‌                                       
changed‌ ‌in‌ ‌the‌ ‌Chapter’s‌ ‌database.‌ ‌Such‌ ‌players‌ ‌are‌ ‌expected‌ ‌to‌ ‌provide‌ ‌their‌ ‌own‌ ‌make-up‌ ‌for‌ ‌any‌ ‌transformation,‌ ‌if‌‌                                   
necessary.‌ ‌Sometimes‌ ‌the‌ ‌staff‌ ‌may‌ ‌be‌ ‌able‌ ‌to‌ ‌lend‌ ‌supplies‌ ‌for‌ ‌transformations.‌ ‌ 

As‌ ‌with‌ ‌items,‌ ‌individuals‌ ‌cannot‌ ‌possess‌ ‌more‌ ‌than‌ ‌twenty‌ ‌Rituals‌ ‌on‌ ‌their‌ ‌Spirit,‌ ‌including‌ ‌such‌ ‌rituals‌ ‌as‌ ‌‌Rejuvinate,‌‌                                   
Vengeance‌,‌‌‌and‌‌‌Spirit‌‌Link‌.‌‌If‌‌the‌‌individual‌‌dies,‌‌some‌‌Rituals‌‌may‌‌expire‌‌upon‌‌Resurrection‌‌if‌‌they‌‌were‌‌placed‌‌upon‌‌their‌‌                                       
Body.‌ ‌ 

Unwilling‌ ‌Targets:‌ ‌Sometimes‌‌Rituals‌‌are‌‌cast‌‌on‌‌unwilling‌‌recipients.‌‌The‌‌player‌‌of‌‌an‌‌unwilling‌‌recipient‌‌may‌‌inform‌‌the‌‌                                   
Ritual‌ ‌Marshal‌ ‌that‌ ‌they‌ ‌wishes‌ ‌her‌ ‌character‌ ‌to‌ ‌Resurrect‌ ‌rather‌ ‌than‌ ‌accept‌ ‌the‌ ‌Ritual.‌ ‌In‌ ‌the‌ ‌case‌ ‌of‌ ‌Ritual‌ ‌effects‌‌                                       
delivered‌ ‌outside‌ ‌the‌ ‌context‌ ‌of‌ ‌a‌ ‌Ritual‌‌casting,‌‌the‌‌player‌‌may‌‌choose‌‌to‌‌have‌‌their‌‌character‌‌immediately‌‌dissipate‌‌and‌‌                                     
head‌ ‌to‌ ‌the‌ ‌nearest‌ ‌Earth‌ ‌circle‌ ‌for‌ ‌Resurrection,‌ ‌following‌ ‌the‌ ‌normal‌ ‌rules.‌ ‌ 

In‌ ‌such‌ ‌cases,‌ ‌the‌ ‌casting‌ ‌continues‌ ‌for‌ ‌its‌ ‌proper‌ ‌duration‌ ‌and‌ ‌then‌ ‌the‌ ‌Ritual‌‌Marshal‌‌checks‌‌for‌‌failures‌‌normally.‌‌Any‌‌                                       
failures‌ ‌that‌ ‌could‌ ‌have‌ ‌a‌ ‌detrimental‌ ‌effect‌ ‌on‌ ‌the‌ ‌recipient‌ ‌of‌‌the‌‌Ritual‌‌are‌‌ignored,‌‌and‌‌the‌‌failures‌‌affect‌‌the‌‌caster‌‌or‌‌                                           
others‌ ‌in‌ ‌the‌ ‌Circle‌ ‌normally.‌ ‌ 

A‌ ‌recipient‌ ‌of‌ ‌a‌ ‌Ritual‌ ‌cannot‌ ‌choose‌ ‌to‌ ‌die‌ ‌in‌ ‌order‌ ‌to‌ ‌avoid‌ ‌the‌ ‌effects‌ ‌of‌ ‌any‌ ‌ritual‌ ‌marked‌ ‌as‌ ‌unrefusable,‌ ‌such‌ ‌as‌‌                                             
Obliteration,‌ ‌Banish‌ ‌to‌ ‌Other‌ ‌Plane,‌‌ ‌or‌ ‌‌Divestiture‌.‌ ‌ 

Remember‌‌that‌‌a‌‌caster‌‌cannot‌‌use‌‌Game‌‌Abilities‌‌inside‌‌the‌‌‌Circle‌‌of‌‌Power‌‌‌once‌‌the‌‌Ritual‌‌casting‌‌begins,‌‌though‌‌other‌‌                                       
characters‌ ‌within‌ ‌the‌ ‌Circle‌ ‌may‌ ‌do‌ ‌so.‌ ‌ 
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Cast‌ ‌&‌ ‌Staff‌ ‌ 
Many‌ ‌Rituals‌ ‌—‌ ‌particularly‌ ‌Rituals‌ ‌that‌ ‌summon‌ ‌the‌ ‌Undead,‌ ‌extraplanar‌ ‌creatures,‌ ‌magical‌ ‌creatures,‌ ‌or‌ ‌that‌ ‌create‌‌                               
Constructs‌ ‌—‌ ‌require‌ ‌the‌ ‌cooperation‌‌of‌‌Cast‌‌to‌‌play‌‌the‌‌summoned‌‌or‌‌constructed‌‌creatures.‌‌Some‌‌Rituals‌‌have‌‌specific‌‌                                   
effects‌ ‌that‌ ‌occur‌ ‌immediately‌ ‌and‌ ‌require‌ ‌a‌ ‌staff‌ ‌member‌ ‌to‌ ‌implement,‌ ‌like‌ ‌a‌ ‌‌Whispering‌‌Wind‌‌that‌‌allows‌‌the‌‌caster‌‌to‌‌                                       
send‌ ‌a‌ ‌message‌ ‌to‌ ‌another‌ ‌individual.‌ ‌These‌ ‌effects‌ ‌are‌ ‌executed‌ ‌by‌ ‌the‌ ‌Cast,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌or‌ ‌Chapter‌ ‌staff.‌‌ ‌  

Chapters‌‌staff‌‌may‌‌require‌‌the‌‌caster‌‌to‌‌provide‌‌individuals‌‌to‌‌play‌‌these‌‌Cast‌‌if‌‌the‌‌staff‌‌does‌‌not‌‌have‌‌Cast‌‌available.‌‌The‌‌                                           
caster‌ ‌should‌‌give‌‌their‌‌Chapter‌‌staff‌‌advance‌‌warning‌‌of‌‌the‌‌casting‌‌of‌‌such‌‌a‌‌Ritual‌‌so‌‌that‌‌Cast‌‌can‌‌be‌‌scheduled‌‌if‌‌the‌‌                                             
staff‌‌is‌‌willing‌‌and‌‌able‌‌to‌‌do‌‌so.‌‌Proper‌‌arrangements‌‌should‌‌be‌‌made‌‌prior‌‌to‌‌undertaking‌‌the‌‌Ritual.‌‌If‌‌the‌‌caster‌‌provides‌‌                                           
players‌‌to‌‌attend‌‌the‌‌event‌‌for‌‌these‌‌Cast‌‌roles‌‌they‌‌still‌‌must‌‌register‌‌normally.‌‌The‌‌caster‌‌is‌‌also‌‌primarily‌‌responsible‌‌for‌‌                                         
any‌‌make-up,‌‌costuming‌‌and‌‌Weapons‌‌for‌‌the‌‌Cast‌‌and‌‌if‌‌the‌‌staff‌‌does‌‌not‌‌have‌‌or‌‌is‌‌unwilling‌‌to‌‌provide‌‌such‌‌materials,‌‌                                           
the‌ ‌caster‌ ‌must‌ ‌provide‌ ‌them.‌ ‌Monster‌ ‌Cards‌ ‌will‌ ‌be‌ ‌provided‌ ‌for‌ ‌the‌ ‌Cast.‌ ‌ 

The‌‌creatures‌‌that‌‌have‌‌been‌‌summoned‌‌or‌‌created‌‌are‌‌not‌‌PCs‌‌and‌‌staff‌‌can‌‌limit‌‌their‌‌capabilities‌‌and‌‌personality.‌‌All‌‌Cast‌‌                                         
must‌ ‌work‌ ‌within‌ ‌any‌ ‌limits‌ ‌the‌ ‌staff‌ ‌sets,‌ ‌including‌ ‌limitations‌ ‌on‌ ‌the‌ ‌administration‌ ‌of‌ ‌‌Killing‌ ‌Blows‌,‌ ‌and‌ ‌on‌ ‌the‌‌caster’s‌‌                                       
commands‌ ‌that‌ ‌the‌ ‌Cast‌ ‌will‌ ‌follow.‌ ‌The‌ ‌Cast‌ ‌may‌ ‌not‌ ‌even‌ ‌be‌ ‌required‌ ‌to‌ ‌do‌ ‌the‌ ‌caster’s‌ ‌bidding‌ ‌at‌ ‌all.‌‌Only‌‌approved‌‌                                           
members‌‌of‌‌the‌‌Chapter‌‌staff‌‌or‌‌their‌‌assigned‌‌proxies‌‌may‌‌roleplay‌‌some‌‌particularly‌‌powerful‌‌creatures.‌‌Staff‌‌reserves‌‌the‌‌                                   
right‌ ‌to‌ ‌disallow‌ ‌a‌ ‌Cast‌ ‌Member‌ ‌from‌ ‌playing‌ ‌any‌ ‌particular‌ ‌creature.‌ ‌.‌‌ ‌  
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Chapter‌ ‌XV:‌ ‌Out‌ ‌of‌ ‌Game‌‌ 
Considerations‌ ‌ 

Pages‌ ‌ 
Each‌‌REFUGE‌‌LARP‌‌game‌‌sets‌‌its‌‌own‌‌age‌‌limits‌‌to‌‌play.‌‌Underage‌‌players‌‌are‌‌called‌‌youth‌‌pages‌‌or‌‌just‌‌pages.‌‌The‌‌                                         
basic‌ ‌concept‌ ‌of‌ ‌a‌ ‌page‌ ‌is‌ ‌that‌‌they‌‌may‌‌not‌‌participate‌‌in‌‌the‌‌simulated‌‌combat‌‌of‌‌our‌‌game‌‌for‌‌their‌‌own‌‌and‌‌others'‌‌                                             
safety.‌ ‌ 

If‌ ‌you‌ ‌are‌ ‌under‌ ‌18‌ ‌please‌ ‌check‌ ‌with‌ ‌the‌ ‌local‌ ‌Chapter‌ ‌to‌ ‌learn‌ ‌what‌ ‌their‌ ‌policy‌ ‌looks‌ ‌like‌ ‌for‌ ‌you.‌ ‌ 

Be‌‌aware‌‌that‌‌Refuge‌‌events‌‌may‌‌contain‌‌themes‌‌such‌‌as‌‌violence,‌‌betrayal,‌‌and‌‌heightened‌‌danger.‌‌These‌‌themes‌‌may‌‌                                   
not‌ ‌be‌ ‌suitable‌ ‌for‌ ‌minors‌ ‌but‌ ‌again‌ ‌check‌ ‌locally,‌ ‌as‌ ‌some‌ ‌Chapters‌ ‌have‌ ‌content‌ ‌designed‌ ‌specifically‌ ‌for‌ ‌minors.‌ ‌ 

In‌‌most‌‌REFUGE‌‌LARP‌‌games,‌‌a‌‌page‌‌is‌‌at‌‌least‌‌14‌‌years‌‌old‌‌and‌‌less‌‌than‌‌16‌‌years‌‌old.‌‌In‌‌some‌‌Chapters,‌‌you‌‌must‌‌                                               
be‌ ‌a‌ ‌page‌ ‌even‌ ‌until‌ ‌you‌ ‌are‌ ‌18.‌ ‌ 

Your‌ ‌local‌ ‌Chapters‌ ‌may‌ ‌be‌ ‌very‌ ‌permissive‌ ‌by‌ ‌comparison‌ ‌or‌ ‌even‌ ‌not‌ ‌allow‌ ‌youth‌ ‌pages‌ ‌at‌ ‌all‌ ‌instead‌ ‌requiring‌‌all‌‌                                       
players‌‌to‌‌be‌‌over‌‌the‌‌age‌‌of‌‌18.‌‌Some‌ ‌Chapters‌‌may‌‌allow‌‌non-youth‌‌to‌‌Page.‌ ‌A‌‌strict‌‌example‌‌of‌‌a‌‌youth‌‌page‌‌policy‌                                             
looks‌ ‌like‌ ‌the‌ ‌following.‌‌ ‌  

● Attendance‌ ‌by‌ ‌youth‌ ‌pages‌ ‌must‌ ‌be‌ ‌pre-approved‌ ‌—‌ ‌no‌ ‌showing‌ ‌up‌ ‌at‌ ‌the‌ ‌door‌ ‌and‌ ‌asking‌ ‌to‌ ‌be‌ ‌a‌ ‌page.‌ ‌ 

● The‌‌page’s‌‌parent‌‌or‌‌legal‌‌guardian‌‌must‌‌be‌‌present‌‌and‌‌must‌‌be‌‌a‌‌PC‌‌or‌‌NPC‌‌during‌‌the‌‌entire‌‌event‌‌along‌‌with‌‌                                           
the‌ ‌page.‌ ‌Legal‌ ‌guardian‌ ‌is‌ ‌a‌ ‌legal‌ ‌term‌ ‌and‌ ‌does‌ ‌not‌ ‌include‌ ‌older‌ ‌brothers‌ ‌or‌ ‌sisters.‌ ‌The‌ ‌parent‌ ‌or‌ ‌legal‌‌                                       
guardian‌ ‌is‌ ‌responsible‌ ‌for‌ ‌the‌ ‌page’s‌ ‌actions‌ ‌and‌ ‌must‌‌remove‌‌the‌‌page‌‌from‌‌the‌‌site‌‌if‌‌asked.‌‌The‌‌parent‌‌or‌‌                                       
legal‌ ‌guardian‌ ‌must‌ ‌keep‌ ‌track‌ ‌of‌ ‌the‌ ‌page.‌ ‌ 

● Any‌ ‌page‌ ‌who‌ ‌is‌ ‌disruptive‌ ‌does‌ ‌not‌‌obey‌‌these‌‌Marshals,‌‌or‌‌in‌‌any‌‌other‌‌way‌‌is‌‌deemed‌‌to‌‌be‌‌harmful‌‌to‌‌the‌‌                                           
game‌ ‌will‌ ‌be‌ ‌asked‌ ‌to‌ ‌leave.‌ ‌There‌ ‌is‌ ‌no‌ ‌appeal.‌ ‌ 

● All‌ ‌pages‌ ‌must‌ ‌wear‌ ‌an‌ ‌orange‌ ‌headband‌ ‌with‌ ‌the‌ ‌word‌ ‌“PAGE”‌ ‌written‌ ‌on‌ ‌it‌ ‌prominently.‌ 

● Pages‌‌cannot‌‌enter‌‌combat‌‌in‌‌any‌‌way,‌‌including‌‌pouring‌‌healing‌‌Potions‌‌in‌‌Unconscious‌‌bodies‌‌during‌‌a‌‌battle.‌‌                                 
They‌ ‌may‌ ‌use‌ ‌Skills‌ ‌and‌ ‌abilities‌ ‌outside‌ ‌of‌ ‌combat.‌ ‌ 

● Pages‌‌cannot‌‌use‌‌any‌‌combat,‌‌Weapon,‌‌or‌‌casting‌‌Skills.‌‌Although‌‌Pages‌‌can‌‌use‌‌more‌‌roleplay‌‌oriented‌‌Skills‌‌                                 
such‌‌as‌‌Healing‌‌Arts‌‌and‌‌Trades‌‌and‌‌production‌‌Skills‌‌like‌‌Alchemy‌‌or‌‌Create‌‌Trap,‌‌they‌‌may‌‌never‌‌throw‌‌globes,‌‌                                     
gasses,‌‌or‌‌other‌‌consumables.‌‌Pages‌‌cannot‌‌carry‌‌Weapons‌‌at‌‌all.‌‌Pages‌‌can‌‌carry‌‌IG‌‌items‌‌(except‌‌Weapons)‌‌                                 
and‌ ‌can‌ ‌be‌ ‌searched.‌ ‌ 

● In‌‌order‌‌to‌‌drop‌‌a‌‌page,‌‌a‌‌player‌‌must‌‌stand‌‌within‌‌10’‌‌of‌‌the‌‌page‌‌and‌‌call‌‌out‌‌their‌‌effects‌‌and‌‌Weapon‌‌damage‌‌                                             
but‌‌cannot‌‌hit‌‌the‌‌page‌‌directly‌‌in‌‌any‌‌way.‌‌It‌‌is‌‌assumed‌‌that‌‌every‌‌Weapon‌‌and‌‌Packet‌‌attack‌‌hits‌‌the‌‌page.‌‌The‌‌                                           
page‌‌can‌‌call‌‌out‌‌any‌‌protective‌‌spells‌‌the‌‌page‌‌has‌‌and‌‌can‌‌yell‌‌for‌‌help‌‌or‌‌try‌‌to‌‌run‌‌away‌‌(unless‌‌prevented‌‌by‌‌                                             
an‌ ‌appropriate‌ ‌effect,‌ ‌of‌ ‌course).‌ ‌A‌ ‌page‌ ‌can‌ ‌be‌ ‌given‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌‌from‌ ‌a‌ ‌distance.‌ ‌ 

All‌‌other‌‌rules‌‌concerning‌‌healing‌‌and‌‌Resurrections‌‌apply.‌‌Be‌‌aware‌‌that‌‌REFUGE‌‌events‌‌may‌‌contain‌‌themes‌‌such‌‌as‌‌                                   
violence,‌ ‌betrayal,‌ ‌and‌ ‌heightened‌ ‌danger.‌ ‌These‌ ‌themes‌ ‌may‌ ‌not‌ ‌be‌ ‌suitable‌ ‌for‌ ‌minors.‌ ‌ 

156‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

Traveling‌ ‌Between‌ ‌Chapters‌ ‌ 
If‌ ‌you‌ ‌plan‌ ‌on‌ ‌playing‌ ‌your‌ ‌character‌ ‌in‌ ‌another‌ ‌REFUGE‌ ‌Campaign,‌ ‌you‌ ‌must‌ ‌first‌ ‌contact‌ ‌that‌ ‌other‌ ‌Chapter.‌ ‌Each‌‌                                     
Chapter‌ ‌reserves‌ ‌the‌ ‌right‌ ‌to‌ ‌set‌ ‌limits‌ ‌on‌ ‌character‌ ‌levels‌ ‌and‌ ‌IG‌ ‌items.‌ ‌ 

You‌ ‌must‌ ‌abide‌ ‌by‌ ‌that‌ ‌Chapter’s‌ ‌rules‌ ‌and‌ ‌policies‌ ‌when‌ ‌visiting.‌ ‌ 

To‌‌find‌‌out‌‌where‌‌the‌‌closest‌‌REFUGE‌‌LARP‌‌game‌‌is‌‌to‌‌you,‌‌or‌‌to‌‌start‌‌an‌‌REFUGE‌‌LARP‌‌Chapter‌‌in‌‌your‌‌area,‌‌visit‌‌our‌‌                                               
web‌ ‌page‌ ‌at‌ ‌‌www.refugelarp.org‌.‌ ‌Your‌ ‌local‌ ‌Chapter‌ ‌will‌ ‌have‌ ‌its‌ ‌own‌ ‌social‌ ‌media‌ ‌and‌ ‌web‌‌pages‌‌to‌‌present‌‌more‌‌                                     
specific‌ ‌information.‌ ‌ 

Chapter‌ ‌and‌ ‌Refuge‌ ‌Points‌ ‌ 
REFUGE‌ ‌is‌ ‌staffed‌ ‌with‌ ‌volunteers,‌ ‌and‌ ‌always‌ ‌appreciates‌ ‌people‌ ‌willing‌ ‌to‌‌put‌‌more‌‌effort‌‌into‌‌the‌‌game.‌‌No‌‌matter‌‌                                     
what‌ ‌your‌ ‌real-world‌ ‌Skills,‌ ‌there‌ ‌is‌ ‌always‌ ‌some‌ ‌way‌ ‌in‌ ‌which‌ ‌we‌ ‌can‌ ‌use‌ ‌a‌ ‌hand.‌ ‌Let‌ ‌us‌ ‌know‌ ‌what‌ ‌you‌ ‌can‌ ‌offer.‌ ‌ 

Here‌ ‌are‌ ‌some‌ ‌suggestions‌ ‌as‌ ‌to‌ ‌things‌ ‌we‌ ‌always‌ ‌need‌ ‌done.‌ ‌Always‌ ‌check‌ ‌with‌ ‌the‌ ‌staff‌ ‌first‌ ‌before‌ ‌making,‌‌                                     
purchasing,‌ ‌or‌ ‌donating‌ ‌anything‌ ‌to‌ ‌be‌ ‌sure‌ ‌it‌ ‌is‌ ‌needed‌ ‌and‌ ‌wanted.‌ ‌ 

● Write‌‌events‌‌and‌‌help‌‌run‌‌them.‌‌We‌‌are‌‌always‌‌looking‌‌for‌‌writers‌‌who‌‌can‌‌produce‌‌good‌‌plotlines‌‌and‌‌modules‌‌                                     
for‌ ‌our‌ ‌players.‌ ‌ 

● Help‌ ‌us‌ ‌find‌ ‌stuff.‌ ‌We‌ ‌always‌ ‌must‌ ‌buy‌ ‌trap‌ ‌materials,‌ ‌batteries,‌ ‌paper‌‌for‌‌the‌‌computer,‌‌makeup,‌‌masks,‌‌and‌‌                                   
other‌ ‌supplies.‌ ‌If‌ ‌you‌ ‌have‌ ‌access‌ ‌to‌ ‌any‌ ‌sort‌ ‌of‌ ‌discount‌ ‌or‌ ‌can‌ ‌get‌ ‌things‌ ‌in‌ ‌bulk,‌ ‌let‌ ‌us‌ ‌know.‌ ‌ 

● Make‌ ‌or‌ ‌donate‌ ‌props.‌ ‌We‌ ‌can‌ ‌always‌ ‌use‌ ‌Weapons,‌ ‌spell‌ ‌Packets,‌ ‌and‌ ‌basic‌ ‌costuming‌ ‌(tabards,‌ ‌shirts,‌‌                               
sweatpants).‌ ‌See‌ ‌what‌ ‌you‌ ‌may‌ ‌have‌ ‌sitting‌ ‌around‌ ‌in‌ ‌the‌ ‌attic.‌ ‌Furniture,‌ ‌old‌ ‌clothing‌ ‌that‌ ‌could‌ ‌be‌‌used‌‌for‌‌                                     
Cast,‌ ‌interesting‌ ‌props‌ ‌—‌ ‌we‌ ‌will‌ ‌gladly‌ ‌take‌ ‌them‌ ‌off‌ ‌your‌ ‌hands.‌ ‌ 

● Help‌‌us‌‌publicize‌‌REFUGE.‌‌Let‌‌us‌‌know‌‌if‌‌there‌‌is‌‌any‌‌sort‌‌of‌‌medieval‌‌faire‌‌or‌‌other‌‌event‌‌in‌‌your‌‌area‌‌where‌‌we‌‌                                             
can‌‌hand‌‌out‌‌our‌‌literature.‌‌If‌‌you‌‌are‌‌going‌‌to‌‌a‌‌science‌‌fiction‌‌or‌‌gaming‌‌convention,‌‌take‌‌some‌‌of‌‌our‌‌flyers.‌‌If‌‌                                           
you‌‌know‌‌of‌‌a‌‌gaming‌‌club,‌‌see‌‌if‌‌we‌‌can‌‌make‌‌a‌‌presentation‌‌to‌‌them.‌‌If‌‌you‌‌are‌‌going‌‌to‌‌school,‌‌let‌‌us‌‌know‌‌if‌‌                                                 
there‌ ‌is‌‌a‌‌festival‌‌or‌‌fair‌‌at‌‌the‌‌campus‌‌that‌‌we‌‌can‌‌use‌‌to‌‌hand‌‌out‌‌flyers.‌‌See‌‌if‌‌your‌‌local‌‌comic‌‌bookstore‌‌or‌‌                                               
gaming‌‌supply‌‌store‌‌will‌‌let‌‌us‌‌put‌‌our‌‌flyers‌‌there.‌‌If‌‌you‌‌have‌‌connections‌‌in‌‌the‌‌media,‌‌use‌‌them‌‌for‌‌us.‌‌You‌‌can‌‌                                             
also‌‌help‌‌by‌‌talking‌‌us‌‌up‌‌on‌‌the‌‌internet,‌‌making‌‌your‌‌own‌‌web‌‌page‌‌for‌‌your‌‌character‌‌or‌‌group,‌‌and‌‌otherwise‌‌                                         
keeping‌ ‌the‌ ‌REFUGE‌ ‌LARP‌ ‌in‌ ‌the‌ ‌public‌ ‌eye.‌ ‌ 

● Be‌ ‌Cast.‌ ‌We‌ ‌always‌ ‌need‌ ‌Cast.‌ ‌There‌ ‌is‌ ‌a‌ ‌definite‌ ‌correlation‌ ‌between‌‌good‌‌events‌‌and‌‌many‌‌Cast.‌‌You‌‌can‌‌                                     
never‌ ‌have‌ ‌too‌ ‌many‌ ‌Cast‌ ‌Members!‌ ‌ 

Be‌ ‌creative.‌ ‌You’ve‌ ‌probably‌ ‌already‌ ‌thought‌ ‌of‌ ‌something‌ ‌we‌ ‌haven’t.‌ ‌Let‌ ‌us‌ ‌know!‌ ‌ 

Chapter‌ ‌Points‌ ‌ 
People‌ ‌who‌ ‌volunteer‌ ‌for‌ ‌the‌ ‌REFUGE‌ ‌LARP‌ ‌are‌‌compensated‌‌for‌‌their‌‌efforts‌‌with‌‌Chapter‌‌Points.‌‌These‌‌are‌‌usually‌‌                                   
rewarded‌ ‌for‌‌work‌‌done‌‌at‌‌a‌‌rate‌‌that‌‌varies‌‌by‌‌Chapter‌‌(more‌‌stressful,‌‌responsible,‌‌or‌‌undesirable‌‌jobs‌‌may‌‌earn‌‌you‌‌                                       
more‌‌points.)‌‌You‌‌may‌‌also‌‌earn‌‌Chapter‌‌Points‌‌by‌‌donating‌‌or‌‌making‌‌props,‌‌playing‌‌Cast,‌‌or‌‌volunteering‌‌in‌‌other‌‌staff‌‌                                       
positions.‌ ‌ 

Chapter‌ ‌Points‌ ‌can‌ ‌be‌ ‌collected‌ ‌and‌ ‌used‌ ‌at‌ ‌your‌ ‌convenience‌ ‌with‌ ‌certain‌‌limitations.‌‌The‌‌RPDb‌‌keeps‌‌track‌‌for‌‌you‌‌                                     
when‌‌you‌‌earn‌‌and‌‌spend‌‌them.‌‌You‌‌can‌‌spend‌‌your‌‌Chapter‌‌Points‌‌in‌‌many‌‌ways,‌‌listed‌‌below;‌‌your‌‌local‌‌Chapter‌‌may‌‌                                         
have‌ ‌additional‌ ‌ways‌ ‌to‌ ‌spend‌ ‌your‌ ‌points‌ ‌not‌ ‌included‌ ‌here..‌ ‌ 
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Resurrections:‌ ‌You‌ ‌may‌‌trade‌‌in‌‌Chapter‌‌Points‌‌to‌‌buy‌‌back‌‌a‌‌Resurrection‌‌that‌‌your‌‌character‌‌has‌‌experienced.‌‌This‌‌                                   
will‌‌reduce‌‌your‌‌risk‌‌of‌‌permanent‌‌death.‌‌In‌‌other‌‌words,‌‌the‌‌amount‌‌of‌‌black‌‌stones‌‌in‌‌the‌‌Resurrection‌‌Bag‌‌of‌‌Chance‌‌                                         
will‌ ‌be‌ ‌reduced‌ ‌by‌ ‌one.‌ ‌ 

There‌ ‌are‌ ‌some‌ ‌limitations‌ ‌on‌ ‌this‌ ‌use‌ ‌of‌ ‌Chapter‌ ‌Points:‌ ‌First,‌ ‌you‌ ‌can‌ ‌never‌ ‌buy‌ ‌back‌ ‌your‌ ‌first‌ ‌two‌‌Resurrections.‌‌                                       
Second,‌‌you‌‌may‌‌not‌‌buy‌‌back‌‌a‌‌Resurrection‌‌once‌‌your‌‌character‌‌has‌‌pulled‌‌a‌‌black‌‌stone.‌‌There‌‌are‌‌also‌‌some‌‌Rituals‌‌                                         
that‌ ‌will‌ ‌prevent‌ ‌buying‌ ‌back‌ ‌deaths‌ ‌in‌ ‌this‌ ‌way.‌ ‌Finally,‌ ‌no‌ ‌character‌ ‌may‌‌ever‌‌buy‌‌back‌‌more‌‌than‌‌ten‌‌deaths‌‌in‌‌this‌‌                                           
manner.‌ ‌For‌ ‌logistics‌ ‌purposes,‌ ‌you‌ ‌can‌ ‌only‌ ‌buy‌ ‌back‌ ‌Resurrections‌ ‌in‌ ‌your‌ ‌character’s‌ ‌home‌ ‌Campaign.‌ 

The‌‌cost‌‌of‌‌buying‌‌back‌‌Resurrections‌‌with‌‌Chapter‌‌Points‌‌is‌‌as‌‌follows:‌‌40‌‌Chapter‌‌Points‌‌to‌‌buy‌‌your‌‌first‌‌Resurrection,‌‌                                       
80‌ ‌for‌ ‌your‌ ‌second,‌ ‌160‌ ‌for‌ ‌your‌ ‌third,‌ ‌and‌ ‌so‌ ‌on.‌ ‌The‌ ‌price‌ ‌doubles‌ ‌for‌ ‌each‌ ‌additional‌ ‌Resurrection.‌ ‌ 

Game‌‌Items:‌‌‌For‌‌each‌‌Chapter‌‌Point‌‌spent,‌‌you‌‌can‌‌receive‌‌one‌‌Production‌‌Point‌‌which‌‌can‌‌then‌‌be‌‌used‌‌to‌‌purchase‌‌                                       
coins,‌‌Battle‌‌Magic‌‌Scrolls,‌‌Potions,‌‌Elixirs,‌‌gasses,‌‌traps,‌‌Weapons,‌‌or‌‌armor.‌‌During‌‌your‌‌registration‌‌for‌‌an‌‌event,‌‌state‌‌                                   
what‌ ‌you‌ ‌wish‌ ‌to‌ ‌use‌ ‌the‌ ‌Chapter‌ ‌Points‌ ‌for,‌ ‌and‌ ‌Logistics‌ ‌will‌ ‌provide‌ ‌the‌ ‌item(s).‌ ‌You‌ ‌cannot‌ ‌spend‌ ‌more‌ ‌than‌‌fifty‌‌                                         
Chapter‌‌Points‌‌per‌‌LP‌‌of‌‌the‌‌event‌‌(so‌‌a‌‌normal‌‌two-day‌‌weekend‌‌event‌‌would‌‌be‌‌limited‌‌to‌‌100).‌‌Note‌‌that‌‌you‌‌will‌‌not‌‌                                             
be‌ ‌given‌ ‌random‌ ‌Production‌ ‌Points‌ ‌that‌ ‌you‌ ‌can‌ ‌store‌ ‌away‌ ‌to‌ ‌be‌ ‌used‌ ‌any‌ ‌way‌ ‌you‌ ‌want‌ ‌in‌ ‌the‌ ‌future.‌ ‌ 

You‌‌are‌‌welcome‌‌to‌‌come‌‌up‌‌with‌‌your‌‌own‌‌IG‌‌explanation‌‌for‌‌how‌‌your‌‌character‌‌came‌‌up‌‌with‌‌these‌‌items‌‌–‌‌perhaps‌‌                                           
you‌ ‌found‌ ‌them‌ ‌on‌ ‌a‌ ‌dead‌ ‌body‌ ‌between‌ ‌events,‌ ‌perhaps‌ ‌you‌ ‌bartered‌ ‌for‌ ‌them,‌ ‌or‌ ‌perhaps‌ ‌you‌ ‌stole‌‌them‌‌from‌‌an‌‌                                         
unwitting‌‌peddler.‌‌We‌‌do‌‌not‌‌provide‌‌the‌‌physreps‌‌for‌‌any‌‌of‌‌these‌‌things,‌‌only‌‌the‌‌appropriate‌‌Tags.‌‌You‌‌must‌‌supply‌‌the‌‌                                         
actual‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌Potion‌ ‌vial,‌ ‌armor,‌ ‌or‌ ‌Weapon‌ ‌requested.‌ ‌ 

If‌ ‌spending‌‌Production‌‌Points‌‌on‌‌something‌‌that‌‌would‌‌normally‌‌require‌‌additional‌‌coin‌‌(like‌‌Strengthening‌‌or‌‌Silvering),‌‌                               
you‌ ‌must‌ ‌supply‌ ‌the‌ ‌additional‌ ‌coin‌ ‌out‌ ‌of‌ ‌pocket.‌ ‌ 

Since‌ ‌a‌ ‌Production‌ ‌Point‌ ‌is‌ ‌worth‌ ‌one‌ ‌copper‌ ‌piece,‌ ‌you‌ ‌may‌‌also‌‌turn‌‌in‌‌your‌‌Chapter‌‌Points‌‌for‌‌coins.‌‌One‌‌hundred‌‌                                         
Chapter‌ ‌Points‌ ‌would‌ ‌be‌ ‌worth‌ ‌a‌ ‌gold‌ ‌piece.‌ ‌Full‌ ‌Spellbooks‌ ‌may‌ ‌be‌ ‌purchased‌‌for‌‌500‌‌Chapter‌‌Points‌‌each,‌‌and‌‌full‌‌                                       
Alchemy‌ ‌‌Books‌ ‌may‌ ‌be‌ ‌purchased‌ ‌for‌ ‌250‌ ‌Chapter‌ ‌Points‌ ‌(note‌ ‌that‌ ‌illegal‌ ‌Formulas‌ ‌in‌ ‌your‌ ‌Chapter‌ ‌may‌ ‌not‌ ‌be‌‌                                     
included).‌ ‌ 

You‌ ‌may‌ ‌purchase‌ ‌Spellcrafting‌ ‌Reagents‌ ‌for‌ ‌50‌ ‌Chapter‌ ‌Points.‌ ‌These‌ ‌Reagents‌ ‌may‌ ‌only‌‌be‌‌used‌‌at‌‌the‌‌event‌‌you‌‌                                     
purchase‌ ‌them,‌ ‌and‌ ‌only‌ ‌for‌ ‌the‌ ‌purpose‌ ‌of‌ ‌Spellcrafting,‌ ‌not‌ ‌for‌ ‌other‌ ‌purposes‌ ‌like‌ ‌Formal‌ ‌Magic‌ ‌or‌ ‌paying‌ ‌off‌‌                                     
summoned‌ ‌Elementals.‌ ‌ 

Event‌‌Buyback:‌‌You‌‌may‌‌trade‌‌in‌‌your‌‌Chapter‌‌Points‌‌to‌‌receive‌‌XP‌‌for‌‌any‌‌event‌‌your‌‌character‌‌did‌‌not‌‌attend.‌‌These‌‌                                         
XP‌ ‌can‌ ‌only‌ ‌be‌ ‌awarded‌ ‌if‌ ‌you‌ ‌did‌‌not‌‌attend‌‌any‌‌other‌‌events‌‌that‌‌weekend‌‌as‌‌a‌‌PC,‌‌even‌‌as‌‌another‌‌character.‌‌For‌‌                                             
example,‌ ‌if‌‌you‌‌were‌‌Cast‌‌for‌‌a‌‌weekend‌‌event,‌‌you‌‌may‌‌use‌‌your‌‌Chapter‌‌Points‌‌to‌‌buy‌‌XP‌‌for‌‌your‌‌character‌‌for‌‌that‌‌                                             
event.‌ ‌You‌ ‌cannot‌ ‌do‌ ‌this‌ ‌if‌ ‌you‌ ‌were‌ ‌a‌ ‌PC‌ ‌there.‌ ‌ 

The‌‌Chapter‌‌Points‌‌cost‌‌for‌‌an‌‌event‌‌is‌‌thirty‌‌Chapter‌‌Points‌‌per‌‌LP‌‌of‌‌the‌‌event‌‌(so‌‌a‌‌regular‌‌two-day‌‌weekend‌‌event‌‌will‌‌                                             
cost‌ ‌60‌ ‌Chapter‌ ‌Points).‌ ‌ 

These‌‌Chapter‌‌Points‌‌are‌‌non-transferrable.‌‌You‌‌cannot‌‌use‌‌your‌‌Chapter‌‌Points‌‌to‌‌buy‌‌Events‌‌for‌‌a‌‌friend.‌‌Further,‌‌you‌‌                                     
can‌ ‌only‌ ‌spend‌ ‌Chapter‌ ‌Points‌‌in‌‌the‌‌Chapter‌‌in‌‌which‌‌you‌‌earned‌‌them.‌‌You‌‌may‌‌only‌‌purchase‌‌Events‌‌three‌‌months‌‌                                       
prior‌‌to‌‌the‌‌current‌‌date‌‌and‌‌may‌‌not‌‌purchase‌‌events‌‌for‌‌the‌‌same‌‌date‌‌from‌‌two‌‌different‌‌Chapters,‌‌even‌‌if‌‌you‌‌attended‌‌                                           
one‌ ‌of‌ ‌the‌ ‌events‌ ‌as‌ ‌a‌ ‌player.‌ ‌ 

For‌‌example:‌‌Fred‌‌Player‌‌PCs‌‌an‌‌event‌‌in‌‌the‌‌Calgary‌‌Chapter.‌‌He‌‌cannot‌‌then‌‌use‌‌his‌‌Chapter‌‌Points‌‌from‌‌the‌‌Portland‌‌                                         
Chapter‌ ‌to‌ ‌buy‌ ‌XP‌ ‌for‌ ‌an‌ ‌event‌ ‌that‌ ‌took‌ ‌place‌ ‌the‌ ‌same‌ ‌weekend.‌ ‌ 

Change‌ ‌Skills:‌ ‌‌Once‌ ‌per‌ ‌Month‌ ‌per‌ ‌Character,‌ ‌a‌ ‌Player‌ ‌may‌ ‌remove‌ ‌a‌ ‌single‌ ‌Skill‌ ‌from‌ ‌their‌ ‌card‌ ‌at‌ ‌the‌ ‌cost‌ ‌of‌ ‌30‌‌                                           
Chapter‌‌Points.‌‌The‌‌Chapter‌‌Points‌‌used‌‌to‌‌purchase‌‌this‌‌must‌‌be‌‌at‌‌the‌‌character’s‌‌home‌‌Chapter.‌‌Additionally,‌‌you‌‌may‌‌                                     
not‌ ‌sell‌ ‌Skills‌ ‌back‌ ‌to‌ ‌avoid‌ ‌prerequisites.‌ ‌If‌ ‌your‌ ‌character‌ ‌has‌ ‌a‌ ‌‌Shatter/Disarm‌ ‌‌Strike‌ ‌‌and‌ ‌selling‌ ‌back‌ ‌a‌ ‌‌Weapon‌‌                                     
Proficiency‌‌puts‌‌you‌‌below‌‌the‌‌required‌‌20‌‌XP‌‌in‌‌that‌‌category‌‌you‌‌must‌‌first‌‌sell‌‌back‌‌the‌‌‌Shatter/Disarm‌‌‌Strike‌‌‌before‌                                       

158‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

you‌ ‌could‌ ‌remove‌ ‌the‌ ‌‌Proficiency‌.‌ ‌ 

Game‌ ‌Preparation:‌ ‌A‌ ‌player‌ ‌may‌ ‌purchase‌ ‌a‌ ‌full‌ ‌set‌ ‌of‌ ‌Protective‌ ‌Spells‌ ‌coming‌ ‌into‌ ‌the‌ ‌weekend‌‌(‌Endow,‌‌Weapon‌‌                                   
Shield,‌ ‌Poison‌ ‌Shield,‌ ‌Elemental‌ ‌Shield,‌ ‌‌and‌ ‌your‌ ‌choice‌ ‌of‌ ‌either‌ ‌‌Spell‌ ‌Shield‌ ‌‌or‌‌ ‌Reflect‌ ‌Spell‌)‌ ‌for‌ ‌40‌ ‌Chapter‌ ‌Points.‌ ‌ 

Players‌‌may‌‌spend‌‌50‌‌Chapter‌‌Points‌‌to‌‌come‌‌into‌‌game‌‌with‌‌up‌‌to‌‌10‌‌levels‌‌worth‌‌of‌‌spells‌‌in‌‌a‌‌Spell‌‌Store‌‌Ritual.‌‌This‌‌                                               
may‌ ‌only‌ ‌be‌ ‌purchased‌‌once‌‌per‌‌event;‌‌the‌‌spell‌‌levels‌‌may‌‌be‌‌split‌‌among‌‌different‌‌Spell‌‌Stores‌‌of‌‌differing‌‌schools‌‌if‌‌                                         
desired.‌ ‌ 

Refuge‌ ‌Points‌ ‌ 
REFUGE,‌‌as‌‌an‌‌international‌‌organization,‌‌has‌‌rewards‌‌above‌‌the‌‌Chapter‌‌level.‌‌These‌‌are‌‌called‌‌Refuge‌‌Points.‌‌Refuge‌‌                                 
Points‌ ‌are‌ ‌given‌ ‌out‌ ‌to‌ ‌players‌ ‌for‌ ‌helping‌ ‌the‌ ‌LARP‌ ‌on‌ ‌a‌ ‌national‌ ‌scale.‌ ‌This‌ ‌includes‌ ‌being‌ ‌part‌ ‌of‌ ‌a‌ ‌REFUGE‌‌                                         
Committee,‌ ‌volunteering‌ ‌for‌ ‌National‌ ‌events,‌ ‌and‌ ‌donations‌ ‌that‌ ‌go‌ ‌above‌ ‌and‌ ‌beyond‌ ‌a‌ ‌certain‌ ‌point.‌ ‌ 

These‌‌can‌‌be‌‌converted‌‌into‌‌any‌‌Chapter‌‌Points‌‌to‌‌buy‌‌back‌‌events‌‌for‌‌a‌‌Chapter‌‌you‌‌may‌‌not‌‌normally‌‌attend.‌‌The‌‌same‌‌                                           
rules‌ ‌apply‌ ‌for‌ ‌these‌ ‌buybacks‌ ‌as‌ ‌they‌ ‌do‌ ‌for‌ ‌Chapter‌ ‌Points‌ ‌(cannot‌ ‌have‌ ‌another‌ ‌event‌ ‌credited‌ ‌to‌ ‌any‌ ‌of‌ ‌your‌‌                                       
characters‌ ‌for‌ ‌the‌ ‌same‌ ‌timeframe).‌ ‌The‌ ‌cost‌ ‌is‌ ‌five‌ ‌Refuge‌ ‌Points‌ ‌per‌ ‌LP.‌ ‌You‌‌can‌‌also‌‌purchase‌‌one‌‌additional‌‌LP‌‌                                       
worth‌ ‌of‌ ‌XP‌ ‌each‌ ‌month‌ ‌for‌ ‌6‌ ‌Refuge‌ ‌Points‌ ‌per‌ ‌month.‌ ‌ 

REFUGE‌ ‌also‌ ‌allows‌ ‌purchase‌ ‌of‌ ‌Magic‌ ‌Items‌ ‌with‌ ‌Refuge‌ ‌Points.‌ ‌This‌ ‌list‌ ‌is‌ ‌available‌ ‌on‌ ‌the‌ ‌REFUGE‌ ‌website‌‌                                   
(‌www.refugelarp.org‌);‌‌the‌‌cost‌‌will‌‌vary‌‌depending‌‌on‌‌the‌‌item‌‌and‌‌how‌‌many‌‌LPs‌‌the‌‌item‌‌is‌‌created‌‌for.‌‌Refuge‌‌Points‌‌                                       
may‌ ‌sometimes‌ ‌be‌ ‌converted‌ ‌to‌ ‌Chapter‌ ‌Points‌ ‌at‌ ‌a‌ ‌5:1‌ ‌ratio.‌ ‌ 

IG‌ ‌Limitations‌ ‌ 
REFUGE‌‌rules‌‌present‌‌an‌‌approximation‌‌of‌‌a‌‌fantasy‌‌world‌‌to‌‌the‌‌best‌‌of‌‌our‌‌abilities.‌‌This‌‌relies‌‌on‌‌some‌‌IG‌‌limitations‌‌                                         
which‌‌require‌‌players‌‌to‌‌suspend‌‌their‌‌disbelief.‌‌For‌‌example,‌‌not‌‌every‌‌beast‌‌you‌‌slay‌‌might‌‌have‌‌a‌‌Fangtooth‌‌Reagent;‌‌                                     
gunpowder‌‌hasn’t‌‌been‌‌discovered‌‌and‌‌your‌‌PC‌‌cannot‌‌suddenly‌‌discover‌‌it‌‌and‌‌change‌‌the‌‌course‌‌of‌‌warfare;‌‌and‌‌some‌‌                                     
spells‌ ‌simply‌ ‌cannot‌ ‌be‌ ‌inscribed‌ ‌onto‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌for‌ ‌OOG‌ ‌balance‌ ‌reasons.‌ ‌ 

Every‌ ‌rules‌ ‌limitation‌ ‌has‌ ‌a‌ ‌purpose;‌ ‌often,‌ ‌this‌ ‌is‌ ‌for‌ ‌balance‌ ‌reasons‌‌to‌‌ensure‌‌that‌‌different‌‌types‌‌of‌‌characters‌‌can‌‌                                       
flourish‌‌in‌‌a‌‌specific‌‌niche.‌‌REFUGE‌‌characters‌‌are‌‌intentionally‌‌designed‌‌so‌‌that‌‌it‌‌is‌‌exceedingly‌‌difficult‌‌to‌‌be‌‌an‌‌expert‌‌                                       
in‌ ‌every‌ ‌circumstance.‌ ‌Characters‌ ‌should‌ ‌need‌ ‌to‌ ‌rely‌ ‌upon‌ ‌one‌ ‌another‌ ‌to‌ ‌succeed;‌ ‌this‌ ‌is‌ ‌true‌ ‌in‌ ‌both‌ ‌combat‌ ‌and‌‌                                       
non-combat‌ ‌circumstances.‌ ‌Many‌ ‌REFUGE‌ ‌rules‌ ‌limitations‌ ‌exist‌ ‌to‌ ‌promote‌ ‌team‌ ‌play‌ ‌and‌‌discourage‌‌one‌‌character‌‌                             
from‌ ‌being‌ ‌able‌‌to‌‌beat‌‌every‌‌puzzle‌‌and‌‌combat‌‌alone.‌‌Celestialists‌‌intentionally‌‌do‌‌not‌‌have‌‌access‌‌to‌‌healing‌‌spells.‌‌                                     
Rogues‌‌are‌‌intentionally‌‌difficult‌‌to‌‌pin‌‌down‌‌but‌‌will‌‌never‌‌do‌‌as‌‌much‌‌damage‌‌from‌‌the‌‌front‌‌as‌‌Fighters‌‌do.‌‌Every‌‌class‌‌                                           
and‌ ‌build‌ ‌has‌ ‌specific‌ ‌cases‌ ‌where‌ ‌it‌ ‌shines‌ ‌–‌ ‌and‌ ‌others‌ ‌where‌ ‌it‌ ‌will‌ ‌need‌ ‌other‌ ‌characters‌ ‌to‌ ‌help‌ ‌out.‌ ‌ 

When‌‌finding‌‌rules‌‌that‌‌don’t‌‌seem‌‌to‌‌make‌‌sense‌‌IG,‌‌consider‌‌why‌‌that‌‌rule‌‌might‌‌exist‌‌and‌‌how‌‌it‌‌might‌‌serve‌‌to‌‌keep‌‌                                             
REFUGE‌ ‌classes‌ ‌balanced,‌ ‌REFUGE‌ ‌combat‌ ‌safe,‌ ‌and‌ ‌REFUGE‌ ‌welcoming‌ ‌to‌ ‌newer‌ ‌players‌ ‌as‌ ‌well‌‌as‌‌those‌‌more‌‌                                 
experienced.‌ ‌ 

Multiple‌ ‌Characters‌ ‌ 
You‌ ‌cannot‌ ‌play‌ ‌more‌ ‌than‌‌one‌‌PC‌‌at‌‌a‌‌single‌‌REFUGE‌‌event‌‌unless‌‌your‌‌character‌‌dies‌‌permanently‌‌and‌‌you‌‌start‌‌a‌‌                                         
new‌‌one.‌‌This‌‌is‌‌to‌‌prevent‌‌confusion‌‌by‌‌other‌‌players,‌‌who‌‌might‌‌have‌‌difficulty‌‌determining‌‌if‌‌your‌‌character‌‌suddenly‌‌                                     
changed‌ ‌costumes‌ ‌or‌ ‌was‌ ‌the‌ ‌target‌ ‌of‌ ‌a‌ ‌ritual‌ ‌that‌ ‌changed‌ ‌their‌ ‌species‌ ‌entirely.‌ ‌ 

When‌ ‌playing‌ ‌multiple‌ ‌characters‌ ‌over‌ ‌time,‌ ‌please‌ ‌keep‌ ‌those‌ ‌characters‌ ‌significantly‌ ‌different‌ ‌from‌ ‌one‌ ‌another.‌‌                             
Different‌‌characters‌‌played‌‌by‌‌the‌‌same‌‌player‌‌should‌‌have‌‌different‌‌adventuring‌‌parties,‌‌different‌‌costumes,‌‌and‌‌different‌‌                               
species.‌ ‌ 

Multiple‌‌characters‌‌belonging‌‌to‌‌the‌‌same‌‌player‌‌may‌‌never‌‌directly‌‌interact‌‌in‌‌any‌‌way.‌‌You‌‌cannot‌‌have‌‌one‌‌of‌‌your‌‌PCs‌‌                                         
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sell,‌ ‌donate,‌ ‌or‌ ‌will‌ ‌items‌ ‌to‌ ‌your‌ ‌other‌ ‌PCs‌ ‌either‌ ‌directly‌ ‌or‌ ‌indirectly‌ ‌through‌ ‌an‌ ‌intermediary.‌ ‌ 

Logistics‌ ‌ 
You‌‌will‌‌be‌‌given‌‌a‌‌Character‌‌Card‌‌when‌‌you‌‌check‌‌in.‌‌On‌‌that‌‌card‌‌will‌‌be‌‌your‌‌Skills.‌‌Attached‌‌to‌‌that‌‌is‌‌a‌‌Battle‌‌Board.‌‌                                                 
You‌‌will‌‌be‌‌given‌‌a‌‌new‌‌Battle‌‌Board‌‌for‌‌each‌‌LP.‌‌All‌‌the‌‌Skills‌‌and‌‌spells‌‌your‌‌character‌‌possesses‌‌that‌‌are‌‌expendable‌‌                                           
will‌ ‌be‌ ‌printed‌ ‌on‌ ‌it.‌ ‌These‌ ‌Battle‌ ‌Boards‌ ‌are‌ ‌unique‌ ‌and‌ ‌personal‌ ‌for‌ ‌each‌ ‌character‌ ‌so‌ ‌they‌ ‌will‌ ‌not‌ ‌all‌ ‌look‌ ‌alike.‌ ‌ 

Everyone‌ ‌must‌ ‌always‌ ‌carry‌ ‌their‌ ‌Battle‌ ‌Board‌ ‌and‌ ‌Character‌ ‌Card‌ ‌with‌ ‌them.‌ ‌A‌ ‌Marshal‌ ‌can‌‌always‌‌ask‌‌to‌‌see‌‌your‌‌                                       
Battle‌ ‌Board‌ ‌at‌ ‌any‌ ‌time‌ ‌to‌ ‌make‌ ‌sure‌ ‌you‌ ‌are‌ ‌properly‌ ‌keeping‌ ‌track‌ ‌of‌ ‌your‌ ‌spells‌ ‌and‌ ‌Skills.‌ ‌ 

Battle‌ ‌Boards‌ ‌must‌ ‌be‌ ‌updated‌‌after‌‌a‌‌battle‌‌in‌‌which‌‌Skills‌‌were‌‌used‌‌by‌‌filling‌‌in‌‌the‌‌bubbles‌‌next‌‌to‌‌the‌‌Skill‌‌or‌‌spell‌‌                                               
used.‌ ‌Note‌ ‌that‌ ‌there‌ ‌may‌ ‌be‌ ‌ways‌ ‌to‌ ‌change‌‌some‌‌abilities‌‌during‌‌an‌‌LP‌‌such‌‌as‌‌spending‌‌‌High‌‌Magic‌‌or‌‌‌Meditating‌‌                                         
back‌‌a‌‌Skill‌‌or‌‌spell‌‌that‌‌was‌‌used;‌‌in‌‌this‌‌case,‌‌simply‌‌update‌‌the‌‌card‌‌and‌‌(if‌‌adding‌‌a‌‌Skill‌‌or‌‌spell)‌‌have‌‌it‌‌initialed‌‌by‌‌a‌‌                                                     
Marshal‌ ‌to‌ ‌show‌ ‌that‌ ‌they‌ ‌checked‌ ‌that‌ ‌your‌ ‌updates‌ ‌were‌ ‌legitimate.‌ ‌ 

Character‌ ‌Management‌ ‌ 
In‌‌REFUGE‌‌LARP‌‌your‌‌character‌‌is‌‌managed‌‌in‌‌an‌‌online‌‌database,‌‌‌REFUGE‌‌Player‌‌Database‌‌(RPDb).‌‌You‌‌can‌‌create‌‌                                   
an‌‌account‌‌online.‌‌The‌‌RPDb‌‌is‌‌your‌‌one‌‌stop‌‌shop‌‌for‌‌interacting‌‌with‌‌your‌‌REFUGE‌‌LARP‌‌character.‌‌You’ll‌‌be‌‌able‌‌to‌‌                                         
spend‌‌XP,‌‌Chapter‌‌Points‌‌or‌‌Refuge‌‌Points,‌‌view‌‌your‌‌attended‌‌event‌‌history,‌‌and‌‌preregister‌‌for‌‌upcoming‌‌events.‌‌You‌‌                                   
can‌ ‌register‌ ‌an‌ ‌account‌ ‌and‌ ‌create‌ ‌your‌ ‌character‌ ‌right‌ ‌now‌ ‌or‌ ‌reach‌ ‌out‌ ‌to‌ ‌your‌ ‌local‌ ‌Chapter.‌‌ ‌  

If‌‌you‌‌are‌‌interested‌‌in‌‌exploring‌‌character‌‌build‌‌options,‌‌REFUGE‌‌LARP‌‌runs‌‌a‌‌‌Free‌‌Play‌‌version‌‌of‌‌the‌‌RPDb‌.‌‌You‌‌can‌‌                                         
edit‌ ‌information‌ ‌about‌ ‌your‌ ‌characters‌ ‌stored‌ ‌here‌ ‌and‌ ‌see‌ ‌what‌ ‌your‌ ‌character‌ ‌could‌ ‌look‌ ‌like‌ ‌in‌ ‌the‌ ‌future.‌ ‌ 

Tags‌ ‌ 
All‌‌items‌‌are‌‌represented‌‌by‌‌Tags.‌‌This‌‌allows‌‌you‌‌to‌‌buy,‌‌sell,‌‌steal,‌‌or‌‌trade‌‌items‌‌with‌‌other‌‌players.‌‌When‌‌you‌‌use‌‌an‌‌                                             
expendable‌ ‌item,‌ ‌you‌ ‌must‌ ‌then‌ ‌either‌ ‌destroy‌ ‌the‌ ‌Tag‌ ‌or‌ ‌immediately‌ ‌turn‌ ‌it‌ ‌over‌ ‌the‌ ‌Chapter‌ ‌staff‌ ‌designated‌ ‌at‌‌                                     
Logistics.‌ ‌Each‌ ‌Tag‌ ‌lists‌ ‌which‌ ‌Chapter‌ ‌(and,‌ ‌if‌ ‌applicable,‌ ‌which‌ ‌Campaign)‌ ‌it‌ ‌was‌ ‌generated‌ ‌in.‌ ‌Below‌ ‌are‌ ‌some‌‌                                   
examples‌ ‌of‌ ‌the‌ ‌Tags‌ ‌you‌ ‌might‌ ‌see.‌ ‌ 

Weapon‌‌Tags‌‌are‌‌attached‌‌directly‌‌to‌‌your‌‌Weapon;‌‌the‌‌Weapon‌‌type‌‌must‌‌remain‌‌visible.‌‌The‌‌Tag‌‌type‌‌must‌‌match‌‌the‌‌                                       
Weapon‌‌being‌‌used‌‌exactly.‌‌If‌‌a‌‌Weapon‌‌does‌‌not‌‌have‌‌one‌‌of‌‌these‌‌Tags,‌‌it‌‌cannot‌‌be‌‌used‌‌(except‌‌by‌‌Cast).‌‌A‌‌regular‌‌                                             
Weapon‌‌that‌‌is‌‌not‌‌Silvered,‌‌or‌‌Strengthened‌‌will‌‌have‌‌those‌‌sections‌‌crossed‌‌off.‌‌If‌‌a‌‌Weapon‌‌is‌‌Silver,‌‌then‌‌the‌‌Silver‌‌                                         
section‌‌will‌‌be‌‌circled.‌‌Every‌‌Weapon‌‌must‌‌have‌‌either‌‌a‌‌Weapon‌‌Tag,‌‌a‌‌Merchant‌‌Code,‌‌or‌‌a‌‌Magic‌‌Item‌‌number;‌‌without‌‌                                         
this‌ ‌the‌ ‌Weapon‌ ‌cannot‌ ‌be‌ ‌wielded‌ ‌by‌ ‌a‌ ‌PC.‌ ‌ 

Arrows‌‌and‌‌Bolts‌‌will‌‌have‌‌multiple‌‌units‌‌of‌‌ammunition‌‌listed‌‌on‌‌the‌‌Tag.‌‌After‌‌a‌‌battle,‌‌a‌‌number‌‌of‌‌uses‌‌equal‌‌to‌‌the‌‌                                             
Arrows‌ ‌and‌ ‌Bolts‌ ‌you‌ ‌used‌ ‌during‌ ‌the‌ ‌battle‌ ‌must‌ ‌be‌ ‌torn‌ ‌or‌ ‌marked‌ ‌off‌ ‌of‌ ‌these‌ ‌Tags.‌ ‌ 

Armor‌‌Tags‌‌list‌‌the‌‌points‌‌your‌‌armor‌‌is‌‌worth.‌‌You‌‌can‌‌never‌‌have‌‌more‌‌Armor‌‌Points‌‌than‌‌the‌‌points‌‌the‌‌Marshal‌‌has‌‌                                           
assigned‌ ‌to‌ ‌the‌ ‌armor‌ ‌you‌ ‌are‌ ‌currently‌ ‌wearing.‌ ‌If‌ ‌your‌ ‌armor‌ ‌was‌‌assigned‌‌12‌‌points‌‌and‌‌someone‌‌gives‌‌you‌‌a‌‌Tag‌‌                                         
worth‌ ‌15,‌ ‌you‌ ‌cannot‌ ‌use‌ ‌it‌ ‌unless‌ ‌you‌ ‌trade‌ ‌it‌ ‌in‌ ‌for‌ ‌a‌ ‌Tag‌ ‌worth‌ ‌12‌ ‌points‌ ‌(usually‌ ‌at‌ ‌Logistics).‌ ‌ 

Production‌‌Item‌‌Tags‌‌will‌‌only‌‌have‌‌one‌‌use,‌‌as‌‌the‌‌Tags‌‌are‌‌meant‌‌to‌‌be‌‌attached‌‌to‌‌the‌‌physrep‌‌of‌‌the‌‌item.‌‌A‌‌Potion‌‌                                               
Tag‌‌or‌‌Elixir‌‌Tag‌‌must‌‌be‌‌inserted‌‌into‌‌the‌‌Potion‌‌vial‌‌or‌‌secured‌‌in‌‌some‌‌other‌‌manner‌‌(tape,‌‌rubber‌‌band).‌‌Globe‌‌Tags‌‌                                           
are‌‌not‌‌kept‌‌on‌‌the‌‌Packets‌‌that‌‌we‌‌use‌‌to‌‌represent‌‌‌Alchemical‌‌‌and‌‌Trap‌‌Globes‌‌for‌‌safety‌‌reasons‌‌but‌‌may‌‌instead‌‌be‌‌                                           
kept‌ ‌in‌ ‌a‌ ‌pocket‌‌or‌‌on‌‌a‌‌Tag‌‌ring.‌‌After‌‌a‌‌battle,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌Tags‌‌that‌‌were‌‌used.‌‌These‌‌Tags‌‌are‌‌stealable‌‌                                                 
items‌ ‌even‌ ‌though‌ ‌they‌ ‌are‌ ‌not‌ ‌on‌ ‌a‌ ‌physrep.‌‌Further,‌‌if‌‌someone‌‌steals‌‌your‌‌Globe‌‌physreps,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌                                         
appropriate‌ ‌number‌ ‌of‌ ‌Tags‌ ‌to‌ ‌represent‌ ‌that‌ ‌which‌ ‌has‌ ‌been‌ ‌taken.‌ ‌ 

Spellbook‌‌Tags‌‌are‌‌specific‌‌to‌‌each‌‌school‌‌of‌‌magic‌‌and‌‌must‌‌be‌‌kept‌‌with‌‌your‌‌Spellbook‌‌physrep.‌‌Logistics‌‌will‌‌cross‌‌                                       
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off‌‌all‌‌spells‌‌from‌‌the‌‌list‌‌that‌‌you‌‌do‌‌not‌‌have,‌‌leaving‌‌the‌‌ones‌‌available‌‌for‌‌you‌‌clear.‌‌New‌‌spells‌‌can‌‌be‌‌added‌‌to‌‌your‌‌                                                 
book‌ ‌by‌ ‌paying‌ ‌money‌ ‌at‌ ‌Logistics‌ ‌with‌ ‌a‌ ‌source‌ ‌book‌ ‌to‌ ‌copy‌ ‌from,‌ ‌at‌ ‌which‌ ‌time‌ ‌they‌ ‌will‌ ‌give‌ ‌you‌ ‌a‌ ‌new‌ ‌Spellbook‌ ‌Tag.‌ ‌ 

Alchemy‌‌‌Formula‌‌Book‌‌Tags‌‌work‌‌in‌‌a‌‌similar‌‌way,‌‌except‌‌that‌‌you‌‌do‌‌not‌‌have‌‌to‌‌pay‌‌to‌‌add‌‌new‌‌Formula.‌‌You‌‌do‌‌still‌‌                                               
need‌ ‌to‌ ‌have‌ ‌a‌ ‌source‌ ‌book‌ ‌to‌ ‌copy‌ ‌from.‌ ‌ 

Trap‌‌Tags‌‌will‌‌list‌‌the‌‌type‌‌of‌‌trap,‌‌including‌‌the‌‌amount‌‌of‌‌damage‌‌done‌‌if‌‌applicable.‌‌Gas‌‌Traps‌‌and‌‌Scroll‌‌Traps‌‌must‌‌                                           
have‌ ‌an‌ ‌‌Alchemical‌ ‌‌Globe‌ ‌or‌ ‌Scroll‌ ‌Tag‌ ‌attached‌ ‌respectively‌ ‌before‌ ‌being‌ ‌set.‌ ‌ 

Workshop‌ ‌Tags‌ ‌represent‌ ‌‌Alchemy‌ ‌‌labs,‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌libraries,‌ ‌blacksmith‌ ‌forges,‌ ‌and‌ ‌the‌ ‌like.‌ ‌They‌ ‌are‌‌                               
purchased‌‌at‌‌Logistics‌‌and‌‌will‌‌state‌‌the‌‌IG‌‌owner‌‌of‌‌the‌‌Workshop,‌‌the‌‌IG‌‌location‌‌of‌‌the‌‌Workshop,‌‌and‌‌the‌‌signature‌‌of‌‌                                           
the‌ ‌Logistics‌ ‌Team‌ ‌member‌ ‌who‌ ‌approved‌ ‌the‌ ‌sale.‌ ‌ 

Other‌ ‌Tags‌ ‌(sometimes‌ ‌called‌ ‌asset‌ ‌Tags)‌ ‌are‌ ‌there‌ ‌to‌ ‌represent‌ ‌possessions‌‌not‌‌covered‌‌by‌‌the‌‌other‌‌Tags:‌‌horses,‌‌                                   
ships,‌ ‌houses‌ ‌and‌ ‌other‌ ‌items‌ ‌with‌ ‌value.‌ ‌They‌ ‌are‌ ‌sellable‌‌IG‌‌(if‌‌you‌‌can‌‌find‌‌a‌‌buyer).‌‌There‌‌are‌‌other‌‌Tags‌‌you‌‌will‌‌                                             
encounter‌ ‌in‌ ‌your‌ ‌game,‌ ‌but‌ ‌they‌ ‌are‌ ‌easy‌ ‌to‌ ‌understand‌ ‌as‌ ‌they‌ ‌follow‌ ‌the‌ ‌same‌ ‌basic‌ ‌rules.‌ ‌ 

Magic‌ ‌Item‌‌ ‌numbers‌ ‌may‌ ‌be‌ ‌found‌ ‌on‌ ‌any‌ ‌item.‌ ‌If‌ ‌an‌ ‌item‌ ‌has‌ ‌only‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌number,‌ ‌it‌ ‌must‌ ‌be‌ ‌Identified‌ ‌before‌ ‌use.‌ ‌ 

Stealing‌ ‌and‌ ‌Searching‌ ‌ 
Stealing‌ ‌refers‌ ‌only‌ ‌to‌ ‌the‌ ‌IG‌ ‌stealing‌ ‌of‌ ‌IG‌ ‌items.‌ ‌Players‌ ‌must‌ ‌be‌ ‌incredibly‌ ‌careful‌ ‌when‌ ‌attempting‌ ‌to‌ ‌steal‌ ‌anything‌ ‌IG.‌ ‌ 

You‌‌are‌‌never‌‌allowed‌‌to‌‌destroy‌‌anything‌‌to‌‌steal‌‌something‌‌(no‌‌cutting‌‌of‌‌purse‌‌strings,‌‌no‌‌breaking‌‌windows‌‌to‌‌get‌‌into‌‌                                         
a‌‌home,‌‌no‌‌harming‌‌real‌‌property).‌‌On‌‌the‌‌other‌‌hand,‌‌you‌‌are‌‌allowed‌‌to‌‌steal‌‌IG‌‌items‌‌if,‌‌for‌‌example,‌‌you‌‌can‌‌manage‌‌                                             
to‌ ‌open‌ ‌someone’s‌ ‌pouch‌ ‌and‌ ‌take‌ ‌the‌ ‌game‌ ‌items‌ ‌within‌ ‌without‌ ‌that‌ ‌person‌ ‌noticing.‌ ‌ 

There‌ ‌are‌ ‌special‌ ‌rules‌ ‌for‌ ‌each‌ ‌type‌ ‌of‌ ‌IG‌ ‌item‌ ‌and‌ ‌all‌ ‌players‌ ‌are‌ ‌required‌ ‌to‌‌know‌‌them.‌‌If‌‌you‌‌are‌‌caught‌‌stealing‌‌                                             
something‌ ‌incorrectly‌ ‌or‌‌stealing‌‌OOG‌‌items‌‌deliberately,‌‌consequences‌‌can‌‌include‌‌being‌‌expelled‌‌from‌‌the‌‌game‌‌and‌                               
potentially‌ ‌reported‌ ‌to‌ ‌real-world‌ ‌law‌ ‌enforcement.‌ ‌ 

Game‌‌Money,‌‌Magic‌‌Items‌‌and‌‌Jewelry:‌‌‌You‌‌are‌‌always‌‌allowed‌‌to‌‌take‌‌whatever‌‌game‌‌money‌‌you‌‌can‌‌find‌‌IG.‌‌When‌‌                                       
taking‌‌jewelry‌‌or‌‌an‌‌item,‌‌always‌‌check‌‌to‌‌make‌‌sure‌‌there‌‌is‌‌a‌‌Magic‌‌Item‌‌or‌‌Evaluate‌‌number‌‌attached‌‌to‌‌it.‌‌If‌‌there‌‌is‌‌a‌‌                                                 
number,‌‌then‌‌the‌‌item‌‌is‌‌now‌‌yours.‌‌If‌‌there‌‌is‌‌no‌‌number,‌‌then‌‌the‌‌item‌‌is‌‌personal‌‌property‌‌and‌‌not‌‌a‌‌game‌‌item.‌‌If‌‌you‌‌                                                 
are‌ ‌unsure,‌ ‌you‌ ‌may‌ ‌find‌ ‌a‌ ‌Marshal‌ ‌with‌ ‌a‌ ‌game‌ ‌item‌ ‌list‌ ‌who‌ ‌can‌ ‌check‌ ‌to‌ ‌make‌ ‌sure‌ ‌that‌ ‌it‌ ‌really‌ ‌is‌ ‌a‌ ‌game‌ ‌item.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌physrep‌ ‌stolen,‌ ‌you‌ ‌must‌ ‌immediately‌ ‌head‌ ‌to‌ ‌a‌‌Marshal‌‌and‌‌turn‌‌over‌‌the‌‌Magic‌‌Item‌‌Tag.‌‌                                           
Since‌ ‌this‌ ‌is‌ ‌a‌ ‌Logistical‌ ‌requirement,‌ ‌you‌ ‌can‌ ‌do‌ ‌this‌ ‌OOG.‌ ‌Not‌‌turning‌‌in‌‌a‌‌Magic‌‌Item‌‌Tag‌‌from‌‌something‌‌that‌‌has‌‌                                           
been‌ ‌stolen‌ ‌or‌ ‌lost‌ ‌is‌ ‌considered‌ ‌cheating.‌ ‌ 

Weapons:‌‌‌You‌‌must‌‌take‌‌the‌‌physrep‌‌of‌‌the‌‌Weapon‌‌you‌‌are‌‌stealing.‌‌Once‌‌you‌‌have‌‌stolen‌‌a‌‌Weapon‌‌and‌‌safely‌‌gotten‌‌                                         
away‌‌IG,‌‌you‌‌should‌‌then‌‌head‌‌immediately‌‌to‌‌an‌‌OOG‌‌Marshal‌‌or‌‌Plot‌‌member.‌‌You‌‌cannot‌‌actually‌‌keep‌‌that‌‌particular‌‌                                       
Weapon‌‌physrep‌‌since‌‌it‌‌is‌‌the‌‌personal‌‌property‌‌of‌‌the‌‌player‌‌from‌‌whom‌‌you‌‌stole‌‌it,‌‌but‌‌the‌‌Marshal‌‌in‌‌charge‌‌will‌‌give‌‌                                             
you‌ ‌the‌ ‌Tag‌ ‌from‌ ‌that‌ ‌Weapon‌ ‌which‌ ‌you‌ ‌can‌ ‌then‌ ‌attach‌ ‌to‌ ‌your‌ ‌own‌ ‌Weapon‌ ‌physrep.‌ ‌ 

If‌‌your‌‌Weapon‌‌is‌‌stolen,‌‌you‌‌should‌‌head‌‌to‌‌an‌‌OOG‌‌Marshal‌‌or‌‌Plot‌‌member‌‌to‌‌get‌‌your‌‌physrep‌‌back.‌‌You‌‌can‌‌do‌‌this‌‌                                               
OOG‌ ‌since‌ ‌this‌ ‌is‌ ‌only‌ ‌a‌ ‌Logistical‌ ‌function.‌ ‌Once‌ ‌you‌ ‌have‌ ‌your‌ ‌Weapon‌ ‌physrep‌ ‌back,‌ ‌you‌ ‌will‌ ‌then‌ ‌have‌‌to‌‌find‌‌a‌‌                                           
Weapon‌‌Tag‌‌IG‌‌in‌‌order‌‌to‌‌use‌‌that‌‌Weapon‌‌again.‌‌If‌‌you‌‌steal‌‌a‌‌Magic‌‌Weapon,‌‌you‌‌will‌‌keep‌‌the‌‌physrep‌‌but‌‌must‌‌have‌‌                                               
it‌‌Identified‌‌before‌‌you‌‌can‌‌use‌‌it.‌‌Remember,‌‌until‌‌you‌‌have‌‌the‌‌Magic‌‌Item‌‌Tag‌‌via‌‌IG‌‌identification,‌‌the‌‌item‌‌cannot‌‌be‌‌                                           
used‌ ‌even‌ ‌if‌ ‌you‌ ‌do‌ ‌have‌ ‌the‌ ‌physrep.‌ ‌ 

Some‌ ‌monsters‌ ‌will‌ ‌have‌ ‌Weapons‌ ‌that‌‌are‌‌stealable.‌‌However,‌‌for‌‌logistical‌‌reasons,‌‌these‌‌monsters‌‌will‌‌simply‌‌hand‌‌                                 
you‌‌a‌‌Tag‌‌instead‌‌of‌‌the‌‌actual‌‌Weapon‌‌since‌‌they‌‌need‌‌the‌‌physrep‌‌for‌‌later.‌‌Most‌‌monster‌‌Weapons‌‌are‌‌not‌‌stealable‌‌                                         
as‌ ‌they‌ ‌are‌ ‌made‌ ‌of‌ ‌poor-quality‌ ‌materials‌ ‌IG.‌ ‌ 
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Spellbooks‌‌and‌‌Formula‌‌Books:‌‌In‌‌order‌‌to‌‌steal‌‌a‌‌Spellbook‌‌or‌‌an‌‌‌Alchemica‌l‌‌Formula‌‌book,‌‌you‌‌should‌‌take‌‌the‌‌Tag‌‌                                       
that‌‌is‌‌attached‌‌to‌‌the‌‌book.‌‌The‌‌actual‌‌book‌‌is‌‌the‌‌private‌‌property‌‌of‌‌the‌‌player.‌‌Some‌‌players‌‌will‌‌mark‌‌their‌‌Spellbooks‌‌                                           
with‌‌a‌‌note‌‌saying‌‌“this‌‌Spellbook‌‌is‌‌stealable.”‌‌In‌‌that‌‌case,‌‌you‌‌must‌‌take‌‌the‌‌actual‌‌book‌‌itself‌‌and‌‌not‌‌just‌‌the‌‌card,‌‌and‌‌                                               
you‌ ‌may‌ ‌not‌ ‌take‌ ‌the‌ ‌card‌ ‌out‌ ‌of‌ ‌that‌ ‌book‌ ‌and‌ ‌place‌ ‌it‌ ‌into‌ ‌a‌ ‌different‌ ‌book.‌ ‌ 

Alchemy‌‌and‌‌Trap‌‌Globes:‌‌If‌‌you‌‌steal‌‌globes‌‌from‌‌someone‌‌(or‌‌if‌‌those‌‌globes‌‌are‌‌destroyed),‌‌the‌‌owner‌‌of‌‌the‌‌globes‌‌                                         
must‌ ‌randomly‌ ‌give‌ ‌up‌ ‌the‌ ‌appropriate‌ ‌amount‌ ‌of‌ ‌Tags‌ ‌for‌ ‌the‌ ‌globes.‌ ‌A‌ ‌Marshal‌ ‌may‌ ‌be‌ ‌called‌ ‌to‌ ‌oversee‌ ‌this.‌ ‌ 

Other‌‌IG‌‌items:‌‌REFUGE‌‌LARP‌‌often‌‌provides‌‌props‌‌such‌‌as‌‌maps,‌‌notes,‌‌books,‌‌and‌‌other‌‌informational‌‌items.‌‌If‌‌you‌‌                                     
find‌ ‌these‌ ‌in‌ ‌a‌ ‌module‌ ‌or‌ ‌on‌ ‌Cast,‌ ‌they’re‌ ‌yours.‌ ‌If‌ ‌you‌ ‌steal‌ ‌them‌ ‌from‌ ‌another‌ ‌player,‌ ‌you‌‌should‌‌either‌‌contact‌‌the‌‌                                           
person‌ ‌you‌ ‌stole‌ ‌it‌ ‌from‌ ‌OOG‌ ‌and‌ ‌make‌ ‌sure‌ ‌that‌ ‌they‌ ‌were‌ ‌stealable,‌ ‌or‌ ‌alternatively,‌ ‌see‌ ‌a‌ ‌Marshal‌ ‌to‌ ‌make‌ ‌sure.‌ ‌ 

Searching‌ ‌a‌ ‌Person‌ ‌ 
If‌‌you‌‌incapacitate,‌‌kill,‌‌or‌‌control‌‌a‌‌character‌‌or‌‌monster,‌‌you‌‌may‌‌search‌‌that‌‌being.‌‌Simply‌‌approach‌‌within‌‌touch‌‌range‌‌                                       
and‌‌say‌‌“I‌‌search‌‌you.”‌‌All‌‌game‌‌items‌‌must‌‌be‌‌turned‌‌over‌‌at‌‌that‌‌point.‌‌You‌‌do‌‌not‌‌need‌‌to‌‌touch‌‌the‌‌person‌‌and‌‌should‌‌                                                 
not‌ ‌without‌ ‌permission.‌ ‌ 

Note‌ ‌that‌ ‌it‌ ‌is‌ ‌impossible‌ ‌to‌ ‌completely‌ ‌hide‌ ‌something‌ ‌on‌ ‌your‌ ‌body.‌ ‌If‌ ‌you‌ ‌are‌ ‌searched,‌ ‌you‌ ‌cannot‌ ‌claim‌ ‌that‌‌                                       
something‌ ‌was‌ ‌“really,‌ ‌really‌ ‌well‌ ‌hidden.”‌ ‌ 

If‌ ‌you‌‌are‌‌searched,‌‌you‌‌also‌‌have‌‌the‌‌option‌‌of‌‌saying,‌‌“Describe‌‌your‌‌search.”‌‌The‌‌searcher‌‌then‌‌must‌‌describe‌‌what‌‌                                       
they‌‌are‌‌doing‌‌to‌‌search‌‌(“I‌‌am‌‌looking‌‌through‌‌your‌‌pockets,”‌‌“I‌‌am‌‌searching‌‌your‌‌cloak,”‌‌etc.)‌‌This‌‌is‌‌not‌‌only‌‌to‌‌help‌‌                                             
you‌‌hide‌‌items,‌‌but‌‌it‌‌also‌‌takes‌‌up‌‌the‌‌time‌‌that‌‌the‌‌search‌‌should‌‌take.‌‌When‌‌the‌‌searcher‌‌asks‌‌about‌‌a‌‌place‌‌where‌‌an‌‌                                               
item‌ ‌is‌ ‌hidden,‌ ‌you‌ ‌must‌ ‌turn‌ ‌over‌ ‌the‌ ‌item‌ ‌at‌ ‌that‌ ‌point.‌ ‌ 

If‌‌you‌‌claim‌‌to‌‌have‌‌an‌‌item‌‌in‌‌a‌‌hidden‌‌location,‌‌you‌‌must‌‌physically‌‌have‌‌the‌‌item‌‌hidden‌‌where‌‌you‌‌say‌‌it‌‌is.‌‌You‌‌cannot‌‌                                                 
claim‌ ‌to‌ ‌have‌ ‌secret‌ ‌pouches‌ ‌and‌ ‌compartments‌ ‌that‌ ‌do‌ ‌not‌ ‌actually‌ ‌exist‌ ‌in‌ ‌your‌ ‌gear.‌ ‌ 

If‌‌someone‌‌steals‌‌your‌‌Magic‌‌Item,‌‌do‌‌not‌‌give‌‌them‌‌the‌‌Magic‌‌Item‌‌Tag.‌‌Immediately‌‌go‌‌to‌‌an‌‌appropriate‌‌logistical‌‌site‌‌                                         
or‌‌Marshal‌‌and‌‌turn‌‌over‌‌the‌‌Tag.‌‌It‌‌is‌‌up‌‌to‌‌the‌‌person‌‌who‌‌stole‌‌the‌‌item‌‌to‌‌find‌‌out‌‌what‌‌the‌‌item‌‌is‌‌and‌‌how‌‌it‌‌works.‌‌                                                       
Not‌ ‌turning‌‌over‌‌a‌‌Magic‌‌Item‌‌Tag‌‌after‌‌the‌‌physrep‌‌has‌‌been‌‌stolen‌‌or‌‌lost‌‌is‌‌considered‌‌cheating.‌‌You‌‌must‌‌turn‌‌over‌‌                                           
these‌ ‌Tags‌ ‌as‌ ‌soon‌ ‌as‌ ‌possible.‌ ‌ 

Searching‌ ‌a‌ ‌Cabin‌ ‌ 
To‌‌search‌‌a‌‌cabin,‌‌you‌‌must‌‌have‌‌a‌‌Marshal‌‌present.‌‌If‌‌you‌‌enter‌‌a‌‌cabin‌‌without‌‌a‌‌Marshal,‌‌you‌‌are‌‌not‌‌only‌‌cheating‌‌but‌‌                                               
may‌‌be‌‌subject‌‌to‌‌legal‌‌action‌‌as‌‌well.‌‌The‌‌Marshal‌‌will‌‌stay‌‌appropriately‌‌out‌‌of‌‌the‌‌way‌‌but‌‌must‌‌be‌‌aware‌‌of‌‌what‌‌you‌‌                                               
are‌ ‌doing‌ ‌and‌ ‌nearby.‌ ‌ 

Every‌‌Chapter‌‌has‌‌specific‌‌rules‌‌about‌‌where‌‌you‌‌can‌‌hide‌‌items‌‌and‌‌what‌‌must‌‌be‌‌done‌‌in‌‌order‌‌to‌‌search‌‌a‌‌cabin,‌‌so‌‌                                             
check‌ ‌with‌‌the‌‌Marshal‌‌first‌‌before‌‌doing‌‌anything.‌‌These‌‌rules‌‌are‌‌based‌‌on‌‌the‌‌local‌‌Chapter’s‌‌policies‌‌which‌‌may‌‌be‌‌                                       
specific‌ ‌to‌ ‌the‌ ‌camp‌ ‌and‌ ‌may‌ ‌be‌ ‌based‌ ‌on‌ ‌the‌ ‌Chapter’s‌ ‌insurance‌ ‌requirements.‌ ‌ 

You‌‌must‌‌search‌‌the‌‌cabin‌‌yourself.‌‌The‌‌Marshal‌‌will‌‌not‌‌simply‌‌look‌‌at‌‌the‌‌Marshal‌‌notes‌‌and‌‌go‌‌and‌‌retrieve‌‌items‌‌for‌‌                                           
you.‌ ‌Do‌ ‌not‌ ‌take‌‌any‌‌items‌‌marked‌‌personal‌‌or‌‌any‌‌items‌‌stored‌‌in‌‌any‌‌area‌‌marked‌‌OOG.‌‌IG‌‌items‌‌may‌‌not‌‌be‌‌put‌‌in‌‌                                               
OOG‌ ‌areas.‌ ‌The‌ ‌Marshal‌ ‌is‌ ‌also‌ ‌there‌ ‌to‌ ‌make‌ ‌sure‌ ‌that‌ ‌you‌ ‌properly‌ ‌disarm‌ ‌any‌ ‌traps‌ ‌that‌ ‌may‌ ‌be‌ ‌on‌ ‌the‌ ‌door‌ ‌or‌‌                                             
window.‌ ‌Destroying‌ ‌property‌ ‌such‌ ‌as‌ ‌window‌ ‌screens‌ ‌or‌ ‌door‌ ‌hinges‌ ‌is‌ ‌not‌ ‌allowed.‌ ‌ 

Once‌‌more,‌‌the‌‌bottom‌‌line‌‌is:‌‌‌always‌‌get‌‌a‌‌Marshal‌‌first.‌‌Not‌‌doing‌‌so‌‌is‌‌the‌‌quickest‌‌way‌‌to‌‌be‌‌kicked‌‌out‌‌of‌‌REFUGE‌‌                                               
LARP.‌ ‌ 

Securing‌ ‌Your‌ ‌Cabin‌ ‌ 
The‌‌Realms‌‌of‌‌REFUGE‌‌can‌‌be‌‌an‌‌unsafe‌‌place,‌‌so‌‌it’s‌‌always‌‌a‌‌wise‌‌idea‌‌to‌‌guard‌‌your‌‌valuables.‌‌There‌‌may‌‌be‌‌places‌‌                                             
IG‌‌where‌‌you‌‌can‌‌buy‌‌or‌‌rent‌‌a‌‌lock‌‌for‌‌your‌‌cabin.‌‌Some‌‌of‌‌these‌‌places‌‌will‌‌also‌‌install‌‌it‌‌for‌‌you‌‌for‌‌a‌‌small‌‌fee.‌‌While‌‌                                                     
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locks‌ ‌can‌ ‌be‌ ‌picked‌ ‌IG,‌ ‌it‌ ‌can‌ ‌be‌ ‌a‌ ‌slow‌ ‌process‌ ‌and‌ ‌even‌ ‌if‌ ‌bypassed‌ ‌will‌ ‌buy‌ ‌time‌ ‌for‌ ‌you‌ ‌to‌ ‌discover‌ ‌the‌ ‌intrusion.‌ ‌ 

If‌‌you‌‌want‌‌to‌‌put‌‌a‌‌lock‌‌on‌‌a‌‌door,‌‌you‌‌must‌‌either‌‌use‌‌an‌‌approved‌‌lock‌‌or‌‌you‌‌must‌‌use‌‌your‌‌own‌‌lock‌‌after‌‌getting‌‌it‌‌                                                     
approved‌ ‌by‌ ‌a‌ ‌Marshal.‌ ‌If‌ ‌you‌ ‌can‌ ‌demonstrate‌ ‌that‌ ‌you‌ ‌can‌ ‌pick‌ ‌your‌ ‌lock,‌ ‌then‌ ‌it‌ ‌will‌ ‌probably‌ ‌be‌ ‌allowed.‌ ‌ 

Remember‌ ‌that‌ ‌REFUGE‌ ‌requires‌‌easy‌‌to‌‌pick‌‌locks,‌‌as‌‌it‌‌is‌‌the‌‌IG‌‌Skill‌‌itself‌‌that‌‌is‌‌supposed‌‌to‌‌be‌‌used‌‌and‌‌not‌‌the‌‌                                               
OOG‌ ‌Skill‌ ‌of‌ ‌picking‌ ‌a‌‌very‌‌difficult‌‌lock.‌‌Combination‌‌locks‌‌are‌‌not‌‌allowed‌‌to‌‌be‌‌used‌‌by‌‌players‌‌but‌‌may‌‌be‌‌found‌‌in‌‌                                             
modules‌ ‌(where‌ ‌part‌ ‌of‌ ‌the‌ ‌module‌ ‌is‌ ‌discovering‌ ‌the‌ ‌combination).‌ ‌ 

You‌ ‌can‌ ‌also‌ ‌buy‌ ‌or‌ ‌make‌ ‌traps‌ ‌for‌ ‌your‌ ‌cabin.‌ ‌Each‌ ‌trap‌ ‌must‌ ‌be‌ ‌accompanied‌ ‌by‌ ‌a‌ ‌trap‌ ‌Tag‌ ‌(see‌ ‌the‌ ‌section‌ ‌on‌ ‌traps).‌ ‌ 

OOG‌‌areas‌‌must‌‌be‌‌marked‌‌on‌‌Marshal‌‌Notes‌‌(such‌‌as‌‌“under‌‌the‌‌beds”‌‌or‌‌“behind‌‌the‌‌tapestry”).‌‌IG‌‌items‌‌may‌‌not‌‌be‌‌                                           
stored‌‌in‌‌areas‌‌declared‌‌OOG.‌‌Any‌‌special‌‌security‌‌precautions‌‌you‌‌take‌‌must‌‌be‌‌entered‌‌on‌‌the‌‌Marshal‌‌Notes‌‌on‌‌your‌‌                                       
cabin‌‌door.‌‌Make‌‌any‌‌appropriate‌‌entries‌‌there,‌‌with‌‌the‌‌spell‌‌labels‌‌and/or‌‌trap‌‌Tags‌‌necessary.‌‌If‌‌no‌‌precautions‌‌have‌‌                                     
been‌ ‌entered‌ ‌on‌ ‌the‌ ‌Marshal‌ ‌Notes,‌ ‌then‌ ‌there‌ ‌is‌ ‌nothing‌ ‌protecting‌ ‌the‌ ‌cabin‌ ‌IG.‌ ‌ 

Anyone‌‌who‌‌does‌‌not‌‌reside‌‌in‌‌a‌‌particular‌‌cabin‌‌caught‌‌reading‌‌the‌‌Marshal‌‌Notes‌‌will‌‌be‌‌subject‌‌to‌‌disciplinary‌‌action.‌‌                                       
These‌ ‌notes‌ ‌are‌ ‌for‌ ‌Marshals‌ ‌only,‌ ‌and‌ ‌only‌ ‌when‌ ‌Marshaling‌ ‌a‌ ‌thief‌ ‌into‌ ‌the‌ ‌cabin.‌ ‌ 

‌ 

‌   
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Chapter‌ ‌XVI:‌ ‌How‌ ‌to‌ ‌Be‌ ‌a‌ ‌Cast‌‌ 
Member‌ ‌ 

REFUGE‌‌always‌‌needs‌‌Cast‌‌for‌‌a‌‌wide‌‌variety‌‌of‌‌roles.‌‌Sometimes‌‌the‌‌game‌‌needs‌‌a‌‌shopkeeper‌‌or‌‌traveling‌‌merchant,‌‌                                     
while‌‌other‌‌times‌‌the‌‌Plot‌‌Team‌‌will‌‌need‌‌monsters‌‌or‌‌beasts‌‌to‌‌act‌‌as‌‌direct‌‌antagonists‌‌in‌‌combat.‌‌Cast‌‌might‌‌head‌‌into‌‌                                           
town‌ ‌to‌ ‌roleplay‌ ‌as‌ ‌a‌ ‌farmer‌ ‌one‌ ‌moment‌ ‌and‌ ‌come‌ ‌back‌ ‌as‌ ‌a‌ ‌terrifying‌ ‌Undead‌ ‌the‌ ‌next.‌ ‌ 

When‌‌playing‌‌Cast,‌‌you‌‌will‌‌be‌‌assigned‌‌different‌‌roles‌‌by‌‌a‌‌Plot‌‌Team‌‌throughout‌‌an‌‌event.‌‌Players‌‌who‌‌enjoy‌‌trying‌‌out‌‌                                         
different‌ ‌things‌ ‌–‌ ‌whether‌ ‌roleplaying‌‌or‌‌in‌‌combat‌‌–‌‌will‌‌appreciate‌‌the‌‌variety‌‌they‌‌can‌‌experience‌‌while‌‌playing‌‌Cast.‌‌                                     
While‌ ‌Cast‌ ‌Members‌ ‌exist‌ ‌to‌ ‌fulfill‌ ‌the‌ ‌story‌ ‌for‌ ‌the‌ ‌PCs,‌ ‌this‌ ‌doesn’t‌ ‌mean‌ ‌they‌ ‌shouldn’t‌ ‌be‌ ‌having‌ ‌fun‌ ‌too!‌ ‌ 

Keep‌‌in‌‌mind‌‌that‌‌Cast‌‌are‌‌there‌‌as‌‌foils‌‌for‌‌the‌‌PCs‌‌in‌‌service‌‌to‌‌the‌‌overall‌‌story.‌‌Cast‌‌should‌‌never‌‌think‌‌of‌‌their‌‌job‌‌                                                 
as‌‌to‌‌win‌‌over‌‌the‌‌PCs‌‌in‌‌combat,‌‌for‌‌example,‌‌but‌‌to‌‌give‌‌them‌‌a‌‌good‌‌fight‌‌and‌‌fulfill‌‌whatever‌‌goals‌‌the‌‌Plot‌‌Team‌‌                                               
has‌ ‌for‌ ‌the‌ ‌battle.‌ ‌Everyone‌ ‌attends‌ ‌REFUGE‌ ‌to‌ ‌build‌ ‌an‌ ‌exciting‌ ‌story‌ ‌‌together‌.‌ ‌ 

Make‌‌sure‌‌you‌‌know‌‌the‌‌basic‌‌rules‌‌of‌‌REFUGE.‌‌Nobody‌‌is‌‌expected‌‌to‌‌be‌‌a‌‌rules‌‌expert‌‌at‌‌their‌‌first‌‌event,‌‌but‌‌everyone‌‌                                             
should‌‌know‌‌how‌‌to‌‌fight‌‌safely‌‌and‌‌obey‌‌the‌‌most‌‌important‌‌rules.‌‌‌It’s‌‌always‌‌OK‌‌to‌‌ask‌‌more‌‌experienced‌‌players‌‌or‌‌                                         
Marshals‌‌if‌‌you‌‌aren’t‌‌sure‌‌about‌‌something.‌‌If‌‌you‌‌haven’t‌‌played‌‌Cast‌‌before,‌‌make‌‌sure‌‌to‌‌let‌‌the‌‌Plot‌‌Team‌‌know‌‌                                         
so‌ ‌they‌ ‌can‌ ‌make‌ ‌sure‌ ‌and‌ ‌give‌ ‌a‌ ‌little‌ ‌extra‌ ‌training‌ ‌and‌ ‌assistance‌ ‌where‌ ‌necessary.‌ ‌ 

Not‌‌all‌‌monsters‌‌(or‌‌people)‌‌act‌‌alike.‌‌Know‌‌how‌‌your‌‌monster‌‌acts‌‌and‌‌thinks.‌‌Goblins‌‌are‌‌often‌‌stupid‌‌and‌‌easily‌‌tricked.‌‌                                         
Zombies‌‌move‌‌slowly‌‌and‌‌don’t‌‌hit‌‌anything‌‌that‌‌falls‌‌to‌‌the‌‌ground‌‌or‌‌remains‌‌motionless.‌‌Lizardmen‌‌speak‌‌with‌‌a‌‌lisping‌‌                                       
hiss‌ ‌and‌ ‌hate‌ ‌the‌ ‌cold.‌ ‌Mindless‌ ‌Undead‌ ‌creatures‌ ‌can’t‌ ‌talk‌ ‌other‌ ‌than‌ ‌to‌ ‌parrot‌ ‌a‌ ‌simple‌ ‌phrase‌ ‌told‌ ‌to‌ ‌them‌ ‌by‌ ‌a‌‌                                           
Necromancer.‌ ‌Know‌ ‌what‌ ‌your‌‌character‌‌is‌‌and‌‌how‌‌it‌‌acts‌‌before‌‌you‌‌go‌‌out‌‌and‌‌it‌‌will‌‌not‌‌only‌‌make‌‌your‌‌Cast‌‌more‌‌                                             
real‌ ‌to‌ ‌the‌ ‌player‌ ‌but‌ ‌will‌ ‌also‌ ‌let‌ ‌you‌ ‌have‌ ‌more‌ ‌fun‌ ‌as‌ ‌well.‌ ‌ 

This‌ ‌rule‌ ‌also‌ ‌applies‌ ‌to‌ ‌where‌ ‌your‌ ‌Cast‌ ‌travels.‌ ‌Have‌ ‌a‌ ‌reason‌ ‌for‌ ‌being‌ ‌where‌ ‌you‌ ‌are.‌ ‌Remember‌ ‌that‌ ‌even‌‌                                       
non-intelligent‌‌animals‌‌know‌‌enough‌‌to‌‌hide‌‌in‌‌the‌‌bushes‌‌and‌‌surprise‌‌their‌‌prey‌‌and‌‌will‌‌run‌‌away‌‌if‌‌the‌‌battle‌‌is‌‌going‌‌                                           
against‌‌them.‌‌Don’t‌‌stand‌‌in‌‌the‌‌middle‌‌of‌‌the‌‌road‌‌and‌‌say,‌‌“Come‌‌and‌‌get‌‌me!”‌‌and‌‌then‌‌fight‌‌until‌‌everyone‌‌in‌‌your‌‌Cast‌‌                                               
party‌ ‌is‌ ‌completely‌ ‌dead.‌ ‌Even‌ ‌if‌ ‌you‌ ‌are‌ ‌there‌ ‌for‌ ‌the‌ ‌players‌ ‌to‌ ‌kill,‌ ‌if‌ ‌you‌ ‌treat‌ ‌your‌ ‌Cast‌ ‌as‌ ‌something‌ ‌other‌ ‌than‌‌                                             
fish-in-a-barrel,‌ ‌the‌ ‌players‌ ‌will‌ ‌have‌ ‌a‌ ‌lot‌ ‌more‌ ‌fun‌ ‌and‌ ‌you‌ ‌will‌ ‌too.‌ ‌If‌ ‌outnumbered‌ ‌or‌‌about‌‌to‌‌die,‌‌surrender‌‌or‌‌run‌                                           
away.‌ ‌Be‌ ‌logical.‌‌ ‌  

Give‌‌every‌‌part‌‌you‌‌play‌‌a‌‌unique‌‌personality‌‌so‌‌that‌‌the‌‌PCs‌‌remember‌‌you‌‌and‌‌keep‌‌that‌‌personality‌‌consistent.‌‌Some‌‌                                       
Cast‌ ‌roles‌ ‌can‌ ‌return‌ ‌multiple‌ ‌times;‌ ‌try‌ ‌to‌ ‌keep‌ ‌mannerisms‌ ‌and‌ ‌costuming‌ ‌in‌ ‌mind‌ ‌if‌ ‌you‌ ‌play‌ ‌such‌ ‌a‌ ‌role.‌ ‌ 

Get‌ ‌everyone‌ ‌involved.‌ ‌When‌ ‌performing‌ ‌as‌ ‌your‌ ‌Cast‌ ‌character,‌ ‌try‌ ‌your‌ ‌best‌ ‌to‌ ‌get‌ ‌as‌ ‌many‌ ‌players‌ ‌involved‌ ‌as‌‌                                     
possible.‌‌If‌‌you‌‌are‌‌a‌‌messenger‌‌coming‌‌into‌‌town,‌‌yell‌‌out‌‌your‌‌message‌‌so‌‌lots‌‌of‌‌people‌‌can‌‌hear‌‌it.‌‌Don’t‌‌be‌‌shy,‌‌just‌‌                                               
walk‌ ‌up‌ ‌to‌ ‌PCs‌‌and‌‌start‌‌talking‌‌to‌‌them‌‌to‌‌get‌‌them‌‌involved.‌‌Remember‌‌that‌‌the‌‌goal‌‌is‌‌to‌‌entertain‌‌as‌‌many‌‌PCs‌‌as‌‌                                               
possible.‌ ‌Whenever‌ ‌it‌ ‌is‌ ‌logical‌ ‌and‌ ‌reasonable‌ ‌to‌ ‌do‌ ‌so,‌ ‌do‌ ‌everything‌ ‌in‌ ‌your‌ ‌power‌ ‌to‌ ‌involve‌ ‌many‌ ‌players.‌ ‌ 

Know‌‌your‌‌character.‌‌When‌‌someone‌‌deals‌‌with‌‌you‌‌as‌‌Cast,‌‌they‌‌are‌‌looking‌‌at‌‌part‌‌of‌‌your‌‌character’s‌‌life.‌‌It‌‌helps‌‌to‌‌                                           
give‌ ‌your‌ ‌character‌ ‌a‌ ‌life‌ ‌for‌ ‌them‌ ‌to‌ ‌see,‌ ‌and‌ ‌it‌ ‌makes‌ ‌roleplaying‌ ‌more‌ ‌fun‌ ‌and‌ ‌more‌ ‌natural.‌ ‌If‌ ‌you‌ ‌are‌ ‌playing‌‌                                           
something‌ ‌with‌ ‌an‌ ‌intelligence‌ ‌enough‌ ‌to‌ ‌talk,‌ ‌you‌ ‌should‌ ‌have‌ ‌some‌ ‌background‌ ‌information‌ ‌prepared‌ ‌in‌ ‌case‌ ‌the‌‌                                 
players‌‌question‌‌you.‌‌This‌‌should‌‌generally‌‌be‌‌basic‌‌and‌‌simple;‌‌you‌‌don’t‌‌want‌‌to‌‌accidentally‌‌contradict‌‌some‌‌important‌‌                                   
piece‌ ‌of‌ ‌information‌ ‌Plot‌ ‌has‌ ‌in‌ ‌mind‌ ‌for‌ ‌the‌ ‌world.‌ ‌ 

Have‌ ‌a‌ ‌name‌ ‌for‌ ‌your‌ ‌character.‌ ‌Whether‌ ‌it’s‌ ‌supplied‌ ‌to‌ ‌you‌ ‌or‌ ‌not,‌ ‌every‌‌character‌‌has‌‌a‌‌name.‌‌If‌‌you‌‌don’t‌‌have‌‌a‌‌                                             
name‌ ‌assigned,‌ ‌try‌ ‌to‌ ‌come‌ ‌up‌ ‌with‌ ‌one‌ ‌that‌ ‌sounds‌ ‌distinctive‌ ‌and‌ ‌shows‌ ‌a‌ ‌little‌ ‌imagination.‌ ‌ 

Know‌ ‌the‌ ‌script.‌ ‌As‌ ‌Cast‌ ‌you‌‌always‌‌have‌‌some‌‌sort‌‌of‌‌guide‌‌to‌‌your‌‌role.‌‌It‌‌may‌‌be‌‌a‌‌quick‌‌briefing‌‌from‌‌the‌‌Monster‌‌                                               
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Marshal,‌ ‌but‌ ‌it‌ ‌may‌ ‌sometimes‌ ‌be‌ ‌a‌ ‌more‌ ‌detailed‌ ‌script‌ ‌to‌ ‌the‌ ‌weekend‌ ‌or‌ ‌a‌ ‌module.‌ ‌Read‌ ‌the‌ ‌whole‌ ‌write-up‌ ‌to‌‌                                         
understand‌‌how‌‌you‌‌and‌‌your‌‌encounter‌‌fit‌‌in‌‌and‌‌read‌‌your‌‌own‌‌encounter‌‌until‌‌you‌‌know‌‌that‌‌you‌‌can‌‌do‌‌your‌‌part.‌‌The‌‌                                             
success‌‌of‌‌the‌‌adventure‌‌often‌‌depends‌‌on‌‌everything‌‌fitting‌‌together‌‌completely‌‌and‌‌knowing‌‌what‌‌you‌‌are‌‌building‌‌is‌‌the‌‌                                     
start.‌ ‌ 

Be‌‌creative‌‌with‌‌every‌‌character,‌‌no‌‌matter‌‌how‌‌weak‌‌or‌‌powerful‌‌it‌‌might‌‌be‌‌IG.‌‌More‌‌experienced‌‌Cast‌‌are‌‌given‌‌more‌‌                                         
powerful‌‌Monster‌‌Cards.‌‌It‌‌can‌‌take‌‌some‌‌time‌‌to‌‌learn‌‌to‌‌play‌‌more‌‌complex‌‌Cast‌‌cards‌‌appropriately‌‌in‌‌battle;‌‌this‌‌isn’t‌‌a‌‌                                           
slight‌ ‌against‌ ‌newer‌ ‌players‌ ‌and‌ ‌is‌ ‌a‌ ‌reward‌ ‌for‌ ‌consistently‌ ‌playing‌ ‌Cast.‌ ‌ 

Wear‌‌costuming,‌‌masks,‌‌and‌‌makeup‌‌appropriately.‌‌This‌‌helps‌‌the‌‌PCs‌‌understand‌‌what‌‌they’re‌‌seeing‌‌and‌‌can‌‌help‌‌you‌‌                                   
really‌‌inhabit‌‌the‌‌character.‌‌This‌‌is‌‌especially‌‌important‌‌if‌‌you‌‌are‌‌playing‌‌different‌‌characters‌‌during‌‌the‌‌weekend.‌‌If‌‌you‌‌                                     
haven’t‌‌changed‌‌your‌‌look‌‌between‌‌the‌‌time‌‌you‌‌went‌‌out‌‌as‌‌the‌‌evil‌‌assassin‌‌and‌‌the‌‌time‌‌you‌‌went‌‌back‌‌to‌‌town‌‌as‌‌the‌                                               
innocent‌ ‌urchin,‌ ‌you‌ ‌are‌ ‌certain‌ ‌to‌ ‌be‌ ‌mistakenly‌ ‌identified‌ ‌and‌ ‌ruin‌ ‌the‌ ‌fun‌ ‌for‌ ‌lots‌ ‌of‌ ‌players.‌ ‌Your‌ ‌costume‌ ‌is‌ ‌as‌                                         
important‌‌as‌‌your‌‌face.‌‌It’s‌‌the‌‌thing‌‌people‌‌will‌‌notice‌‌first.‌‌Bring‌‌a‌‌few‌‌things‌‌of‌‌your‌‌own‌‌to‌‌augment‌‌the‌‌costumes‌‌you‌‌                                             
can‌‌use‌‌in‌‌Cast‌‌camp.‌‌Jewelry,‌‌hats,‌‌sashes,‌‌belts,‌‌and‌‌armor‌‌all‌‌make‌‌distinctive‌‌changes‌‌in‌‌your‌‌appearance,‌‌and‌‌thus‌‌                                       
in‌ ‌your‌ ‌character.‌ ‌ 

Answer‌ ‌“What‌ ‌do‌ ‌I‌ ‌see?”‌ ‌questions‌ ‌properly.‌ ‌Because‌ ‌it‌ ‌is‌ ‌hard‌ ‌to‌ ‌tell‌ ‌certain‌ ‌monsters‌ ‌apart‌ ‌simply‌ ‌because‌ ‌of‌ ‌the‌‌                                       
make-up,‌‌players‌‌can‌‌ask,‌‌“What‌‌do‌‌I‌‌see?”‌‌When‌‌asked‌‌this‌‌question,‌‌give‌‌only‌‌the‌‌basic‌‌description‌‌as‌‌written‌‌on‌‌the‌‌                                         
Monster‌ ‌Card:‌ ‌“Skeletal‌ ‌figure”‌ ‌and‌ ‌not‌ ‌“Lich‌ ‌with‌ ‌145‌ ‌Body‌ ‌Points‌ ‌and‌ ‌seven‌ ‌rituals.”‌ ‌Remember‌ ‌to‌ ‌just‌ ‌give‌ ‌a‌‌                                     
description;‌‌don’t‌‌identify‌‌what‌‌you‌‌are.‌‌You‌‌only‌‌need‌‌to‌‌answer‌‌this‌‌question‌‌if‌‌the‌‌players‌‌have‌‌enough‌‌light‌‌to‌‌see‌‌your‌‌                                           
makeup‌ ‌and‌ ‌costuming;‌ ‌if‌ ‌asked‌ ‌“What‌ ‌do‌ ‌I‌‌see?”‌‌and‌‌you‌‌think‌‌they‌‌can’t‌‌see‌‌you‌‌well‌‌(because‌‌it’s‌‌dark,‌‌or‌‌you‌‌are‌‌                                             
wearing‌ ‌a‌ ‌hood),‌ ‌you‌ ‌can‌ ‌respond‌ ‌“Describe‌ ‌to‌ ‌me‌ ‌what‌ ‌you‌ ‌see.”‌‌ ‌  

This‌‌all‌‌assumes‌‌that‌‌you‌‌are‌‌playing‌‌a‌‌bipedal‌‌creature‌‌like‌‌a‌‌High‌‌Orc,‌‌goblin,‌‌or‌‌troll.‌‌If‌‌you‌‌are‌‌playing‌‌a‌‌monster‌‌with‌‌a‌‌                                                 
much‌‌different-than-Human‌‌shape‌‌(bear,‌‌snake,‌‌unicorn,‌‌etc.),‌‌then‌‌you‌‌should‌‌read‌‌the‌‌“what‌‌do‌‌I‌‌see”‌‌description‌‌even‌‌                                   
if‌ ‌they‌ ‌don’t‌ ‌ask‌ ‌first.‌ ‌This‌ ‌includes‌ ‌things‌ ‌like‌ ‌insects,‌ ‌animals,‌ ‌giant‌ ‌worms,‌ ‌and‌ ‌oozes.‌ ‌ 

Die‌ ‌when‌‌you‌‌are‌‌dead.‌‌Your‌‌roleplaying‌‌should‌‌continue‌‌through‌‌your‌‌death.‌‌If‌‌your‌‌Cast‌‌dies,‌‌lay‌‌there‌‌until‌‌the‌‌party‌‌                                         
goes‌‌away‌‌(unless‌‌you‌‌are‌‌told‌‌otherwise‌‌by‌‌the‌‌Monster‌‌Marshal).‌‌The‌‌only‌‌time‌‌you‌‌should‌‌even‌‌talk‌‌is‌‌if‌‌someone‌‌is‌‌                                           
doing‌ ‌a‌ ‌described‌ ‌search‌ ‌on‌‌you.‌‌Never‌‌walk‌‌around,‌‌congratulate‌‌the‌‌party‌‌on‌‌their‌‌good‌‌fighting‌‌Skills,‌‌read‌‌over‌‌the‌‌                                       
Marshal’s‌ ‌shoulder,‌ ‌or‌ ‌otherwise‌ ‌get‌ ‌in‌ ‌the‌ ‌way.‌ ‌ 

Return‌ ‌props,‌ ‌costuming,‌ ‌and‌ ‌makeup‌ ‌to‌‌their‌‌proper‌‌place.‌‌In‌‌many‌‌encounters,‌‌there‌‌will‌‌be‌‌some‌‌sort‌‌of‌‌prop‌‌used.‌‌                                       
Unless‌‌you‌‌or‌‌the‌‌other‌‌Cast‌‌bring‌‌your‌‌own,‌‌these‌‌are‌‌REFUGE‌‌LARP‌‌property,‌‌and‌‌you‌‌may‌‌be‌‌asked‌‌to‌‌sign‌‌out‌‌for‌‌                                             
them.‌‌Afterwards,‌‌try‌‌to‌‌make‌‌certain‌‌that‌‌all‌‌props‌‌get‌‌back‌‌where‌‌they‌‌belong,‌‌and‌‌all‌‌private‌‌gimmicks‌‌are‌‌returned‌‌to‌‌                                         
their‌ ‌owners.‌ ‌Disappearing‌ ‌props‌ ‌are‌ ‌an‌ ‌expense‌ ‌that‌ ‌drains‌ ‌money‌ ‌we‌ ‌could‌ ‌be‌ ‌putting‌ ‌into‌ ‌improving‌ ‌events.‌ ‌ 

Wear‌‌an‌‌OOG‌‌headband‌‌when‌‌not‌‌IG.‌‌A‌‌white‌‌headband‌‌is‌‌how‌‌we‌‌tell‌‌players‌‌that‌‌you‌‌are‌‌not‌‌there‌‌IG.‌‌If‌‌you‌‌are‌‌OOG,‌‌                                                 
be‌‌sure‌‌to‌‌have‌‌a‌‌white‌‌headband‌‌on.‌‌Try‌‌not‌‌to‌‌make‌‌that‌‌happen‌‌too‌‌often.‌‌If‌‌you‌‌are‌‌playing‌‌Cast‌‌on‌‌a‌‌weekend‌‌and‌‌                                                 
you‌ ‌wish‌ ‌to‌ ‌travel‌ ‌from‌ ‌the‌ ‌Cast‌ ‌camp‌ ‌to‌ ‌the‌ ‌town‌ ‌to‌ ‌get‌ ‌a‌ ‌bite‌ ‌to‌‌eat,‌‌rather‌‌than‌‌show‌‌up‌‌in‌‌the‌‌tavern‌‌with‌‌a‌‌white‌‌                                                     
headband‌‌on,‌‌play‌‌a‌‌farmer‌‌or‌‌traveler‌‌who‌‌is‌‌heading‌‌into‌‌town‌‌for‌‌a‌‌meal.‌‌Ask‌‌the‌‌Monster‌‌Marshal‌‌and‌‌maybe‌‌there‌‌                                           
will‌ ‌even‌ ‌be‌ ‌some‌ ‌information‌ ‌you‌ ‌can‌ ‌give‌ ‌out‌ ‌while‌ ‌you‌ ‌are‌ ‌there.‌ ‌ 

Never‌ ‌improvise‌ ‌Skills‌ ‌or‌ ‌creatures.‌ ‌While‌ ‌creativity‌‌in‌‌performance‌‌is‌‌welcome,‌‌taking‌‌major‌‌liberties‌‌with‌‌your‌‌Cast‌‌is‌‌                                   
not.‌‌It‌‌is‌‌fine‌‌to‌‌use‌‌your‌‌imagination‌‌within‌‌the‌‌confines‌‌of‌‌your‌‌Cast‌‌character,‌‌such‌‌as‌‌finding‌‌new‌‌ambush‌‌sites,‌‌playing‌‌                                           
new‌‌tricks‌‌on‌‌the‌‌players,‌‌or‌‌otherwise‌‌roleplaying‌‌as‌‌your‌‌character‌‌would.‌‌It‌‌is‌‌quite‌‌another‌‌thing‌‌to‌‌give‌‌yourself‌‌new‌‌                                         
Skills,‌‌powers,‌‌or‌‌treasure.‌‌Your‌‌Cast‌‌card‌‌will‌‌describe‌‌exactly‌‌what‌‌your‌‌character‌‌is‌‌capable‌‌of;‌‌you‌‌cannot‌‌go‌‌beyond‌‌                                       
your‌ ‌card‌ ‌(although‌ ‌if‌ ‌appropriate‌ ‌you‌ ‌can‌ ‌always‌ ‌use‌ ‌less‌ ‌than‌ ‌what‌ ‌is‌ ‌listed‌ ‌on‌ ‌the‌ ‌card).‌ ‌ 

It‌ ‌also‌ ‌includes‌ ‌not‌ ‌adding‌ ‌new‌ ‌plots.‌‌If‌‌your‌‌assignment‌‌was‌‌to‌‌go‌‌to‌‌the‌‌tavern‌‌and‌‌sell‌‌some‌‌Potions,‌‌don’t‌‌create‌‌a‌‌                                             
backstory‌‌where‌‌you‌‌are‌‌actually‌‌enslaved‌‌to‌‌do‌‌so,‌‌and‌‌your‌‌evil‌‌master‌‌is‌‌just‌‌outside‌‌of‌‌town.‌‌If‌‌you‌‌want‌‌to‌‌write‌‌plots,‌‌                                               
we‌ ‌encourage‌ ‌that,‌ ‌but‌ ‌it‌ ‌must‌ ‌be‌ ‌done‌ ‌in‌ ‌advance,‌ ‌approved‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team,‌ ‌and‌ ‌not‌ ‌on-the-fly.‌ ‌ 
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Never‌ ‌target‌ ‌players.‌ ‌Your‌ ‌Cast‌ ‌probably‌ ‌does‌ ‌not‌ ‌know‌ ‌anyone‌ ‌IG‌ ‌and‌ ‌therefore‌ ‌should‌ ‌treat‌ ‌all‌ ‌players‌ ‌the‌ ‌same.‌‌                                     
Walking‌ ‌around‌ ‌town‌ ‌looking‌ ‌for‌ ‌your‌ ‌friends‌ ‌to‌ ‌interact‌ ‌with‌ ‌(or‌ ‌for‌ ‌your‌ ‌enemies‌ ‌to‌ ‌attack)‌ ‌is‌ ‌a‌ ‌certain‌ ‌way‌ ‌to‌ ‌get‌‌                                           
demoted‌ ‌and‌ ‌removed.‌ ‌Keep‌ ‌your‌ ‌Cast‌ ‌neutral‌ ‌(unless‌ ‌the‌ ‌Monster‌ ‌Marshal‌ ‌specifically‌ ‌tells‌ ‌you‌ ‌to‌ ‌target‌ ‌someone).‌ ‌ 

Don’t‌‌see‌‌the‌‌players‌‌as‌‌the‌‌enemy.‌‌Too‌‌often,‌‌Cast‌‌forget‌‌that‌‌their‌‌primary‌‌purpose‌‌is‌‌to‌‌provide‌‌the‌‌players‌‌with‌‌a‌‌fun‌‌                                             
and‌‌challenging‌‌encounter.‌‌An‌‌unwinnable‌‌battle‌‌that‌‌can’t‌‌be‌‌run‌‌away‌‌from‌‌is‌‌no‌‌fun.‌‌playing‌‌Cast‌‌is‌‌not‌‌your‌‌excuse‌‌to‌‌                                           
be‌ ‌the‌ ‌powerful‌ ‌being‌ ‌your‌ ‌PC‌ ‌character‌ ‌is‌ ‌not.‌ ‌ 

As‌ ‌Cast‌‌you‌‌should‌‌never‌‌give‌‌a‌‌‌Killing‌‌Blow‌‌unless‌‌you‌‌have‌‌been‌‌instructed‌‌to‌‌do‌‌so‌‌by‌‌the‌‌Monster‌‌Marshal.‌‌In‌‌any‌‌                                             
event,‌ ‌every‌ ‌time‌ ‌a‌‌‌Killing‌‌Blow‌‌is‌‌given‌‌it‌‌should‌‌make‌‌sense.‌‌Players‌‌generally‌‌do‌‌not‌‌object‌‌to‌‌taking‌‌a‌‌death‌‌if‌‌they‌‌                                             
have‌ ‌done‌ ‌something‌‌wrong‌‌or‌‌if‌‌they‌‌lost‌‌a‌‌winnable‌‌battle‌‌through‌‌their‌‌own‌‌incompetence‌‌but‌‌they‌‌do‌‌object‌‌if‌‌there‌‌                                         
was‌ ‌nothing‌ ‌they‌ ‌could‌ ‌do‌ ‌about‌ ‌it‌ ‌—‌ ‌and‌ ‌that‌ ‌usually‌ ‌happens‌ ‌when‌ ‌the‌ ‌‌Killing‌ ‌Blow‌ ‌‌doesn’t‌ ‌make‌ ‌IG‌ ‌sense.‌ ‌ 

In‌‌combat,‌‌try‌‌to‌‌calibrate‌‌what‌‌you‌‌are‌‌doing‌‌to‌‌the‌‌players‌‌you‌‌are‌‌fighting.‌‌If‌‌you‌‌are‌‌given‌‌a‌‌powerful‌‌Monster‌‌Card‌‌and‌‌                                               
a‌‌brand-new‌‌PC‌‌runs‌‌up‌‌to‌‌you,‌‌don’t‌‌just‌‌destroy‌‌them‌‌with‌‌a‌‌single‌‌attack‌‌–‌‌parry‌‌for‌‌a‌‌bit‌‌and‌‌demonstrate‌‌your‌‌Skills‌‌                                               
on‌‌other‌‌PCs‌‌nearby.‌‌If‌‌they‌‌try‌‌to‌‌withdraw‌‌when‌‌realizing‌‌they’re‌‌outclassed,‌‌let‌‌them‌‌do‌‌so.‌‌Of‌‌course,‌‌if‌‌they‌‌continue‌‌                                           
to‌ ‌press‌ ‌you‌ ‌even‌ ‌after‌ ‌being‌ ‌given‌ ‌ample‌ ‌opportunity‌ ‌to‌ ‌get‌ ‌away,‌ ‌let‌ ‌loose‌ ‌on‌ ‌them!‌ ‌ 

Let‌‌the‌‌players‌‌do‌‌cool‌‌things.‌‌Along‌‌the‌‌same‌‌lines‌‌as‌‌the‌‌last‌‌point,‌‌if‌‌the‌‌players‌‌do‌‌something‌‌interesting‌‌that‌‌would‌‌                                           
make‌ ‌a‌ ‌great‌ ‌story,‌ ‌you‌ ‌should‌ ‌probably‌ ‌let‌ ‌them‌ ‌do‌ ‌it.‌ ‌We’re‌ ‌all‌ ‌in‌ ‌this‌ ‌together‌ ‌to‌ ‌make‌ ‌the‌ ‌best‌‌story‌‌we‌‌can,‌‌and‌‌                                               
sometimes‌ ‌it‌ ‌helps‌ ‌the‌ ‌game‌ ‌to‌ ‌let‌ ‌the‌ ‌players‌ ‌get‌ ‌away‌ ‌with‌ ‌something‌ ‌even‌ ‌if‌ ‌the‌ ‌Cast‌ ‌could‌ ‌have‌ ‌stopped‌ ‌them.‌ ‌ 

Don’t‌‌let‌‌the‌‌players‌‌bully‌‌you.‌‌Some‌‌players‌‌on‌‌a‌‌weekend‌‌will‌‌try‌‌to‌‌follow‌‌you‌‌around‌‌when‌‌you‌‌are‌‌OOG,‌‌waiting‌‌for‌‌                                             
you‌‌to‌‌put‌‌on‌‌your‌‌mask‌‌so‌‌they‌‌can‌‌rush‌‌in‌‌and‌‌attack‌‌you.‌‌Or‌‌they‌‌may‌‌merely‌‌hang‌‌out‌‌near‌‌the‌‌Cast‌‌camp‌‌waiting‌‌for‌‌                                                   
you‌‌to‌‌come‌‌out.‌‌Do‌‌not‌‌play‌‌with‌‌them.‌‌They‌‌are‌‌cheating.‌‌If‌‌they‌‌continue‌‌to‌‌do‌‌such‌‌things,‌‌be‌‌sure‌‌to‌‌report‌‌them‌‌to‌‌a‌‌                                                   
Marshal.‌ ‌ 

Some‌ ‌players‌ ‌treat‌ ‌non-monster‌ ‌Cast‌ ‌characters‌ ‌differently‌ ‌from‌ ‌PCs.‌ ‌These‌ ‌players‌ ‌will‌ ‌kill‌ ‌a‌ ‌Human‌‌Cast‌‌character‌‌                                 
quicker‌ ‌than‌ ‌they‌ ‌would‌ ‌a‌ ‌Human‌ ‌PC.‌ ‌This‌ ‌is‌ ‌metagaming‌ ‌and‌ ‌should‌ ‌be‌ ‌discouraged.‌‌If‌‌a‌‌player‌‌asks‌‌you‌‌the‌‌OOG‌                                         
question‌ ‌“Are‌ ‌you‌ ‌Cast?,”‌ ‌you‌ ‌shouldn’t‌‌answer,‌‌whether‌‌you‌‌are‌‌playing‌‌Cast‌‌or‌‌PCing.‌‌They‌‌shouldn’t‌‌be‌‌asking‌‌that‌‌                                     
question‌‌in‌‌the‌‌first‌‌place.‌‌If‌‌they‌‌kill‌‌you,‌‌you‌‌should‌‌check‌‌with‌‌the‌‌Monster‌‌Marshal‌‌to‌‌see‌‌if‌‌your‌‌Cast‌‌would‌‌Resurrect‌‌                                             
in‌ ‌the‌ ‌local‌ ‌Earth‌ ‌Circle.‌ ‌If‌ ‌the‌ ‌Monster‌ ‌Marshal‌ ‌approves‌ ‌it,‌ ‌then‌‌do‌‌what‌‌your‌‌Cast‌‌would‌‌logically‌‌do‌‌—‌‌either‌‌try‌‌to‌‌                                             
exact‌ ‌revenge‌ ‌or‌ ‌bring‌ ‌charges‌ ‌up‌ ‌to‌ ‌the‌ ‌local‌ ‌law‌ ‌authority.‌ ‌ 

Report‌ ‌people‌ ‌who‌ ‌break‌ ‌the‌ ‌rules‌ ‌or‌ ‌violate‌ ‌the‌ ‌code‌ ‌of‌ ‌conduct‌ ‌to‌ ‌a‌ ‌Marshal.‌ ‌If‌ ‌you‌ ‌encounter‌ ‌a‌ ‌cheater‌ ‌or‌ ‌a‌‌                                           
metagamer,‌‌do‌‌not‌‌attempt‌‌to‌‌argue‌‌the‌‌point‌‌with‌‌the‌‌player.‌‌Your‌‌recourse‌‌is‌‌to‌‌ask‌‌for‌‌the‌‌player’s‌‌name,‌‌not‌‌to‌‌lecture.‌‌                                             
Let‌‌the‌‌Marshals‌‌straighten‌‌out‌‌conflicts.‌‌That’s‌‌what‌‌they’re‌‌there‌‌for.‌‌Similarly,‌‌if‌‌that‌‌player‌‌is‌‌upset‌‌with‌‌you‌‌and‌‌wants‌‌                                         
to‌ ‌know‌ ‌your‌ ‌name,‌ ‌you‌ ‌should‌ ‌give‌ ‌it.‌ ‌ 

Don’t‌ ‌argue.‌ ‌Remember‌ ‌that‌ ‌everyone‌ ‌in‌ ‌our‌ ‌game‌ ‌—‌ ‌both‌ ‌players‌ ‌and‌ ‌Cast‌‌—‌‌always‌‌has‌‌the‌‌right‌‌to‌‌ask‌‌the‌‌OOG‌‌                                           
names‌ ‌of‌ ‌other‌ ‌players.‌ ‌You‌ ‌should‌ ‌not‌ ‌feel‌ ‌insulted‌ ‌if‌ ‌someone‌ ‌asks‌ ‌you.‌ ‌ 

Also:‌ ‌report‌ ‌good‌ ‌players!‌ ‌Players‌ ‌who‌‌are‌‌excellent‌‌roleplayers,‌‌never‌‌cheat,‌‌and‌‌help‌‌make‌‌a‌‌fun‌‌game‌‌for‌‌everyone‌‌                                     
should‌‌be‌‌acknowledged‌‌and‌‌thanked.‌‌Tell‌‌a‌‌Marshal‌‌(and‌‌when‌‌you‌‌are‌‌a‌‌player,‌‌be‌‌sure‌‌to‌‌report‌‌good‌‌Cast‌‌Members‌‌                                         
too).‌ ‌ 

Cast‌ ‌Documentation‌ ‌ 
Every‌‌Cast‌‌is‌‌required‌‌to‌‌have‌‌documentation‌‌(usually‌‌in‌‌the‌‌form‌‌of‌‌a‌‌Monster‌‌Card)‌‌to‌‌prove‌‌that‌‌they‌‌have‌‌the‌‌powers,‌‌                                           
spells,‌‌and‌‌items‌‌they‌‌are‌‌using‌‌in‌‌an‌‌encounter.‌‌If‌‌a‌‌group‌‌of‌‌Cast‌‌are‌‌out‌‌together‌‌and‌‌all‌‌have‌‌the‌‌same‌‌abilities,‌‌then‌‌                                               
only‌ ‌one‌ ‌is‌ ‌required‌ ‌to‌ ‌have‌ ‌the‌ ‌documentation.‌ ‌ 

The‌ ‌documentation‌ ‌may‌ ‌also‌ ‌be‌ ‌held‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌who‌ ‌is‌ ‌overseeing‌ ‌the‌ ‌encounter.‌ ‌ 

The‌‌documentation‌‌can‌‌only‌‌be‌‌adjusted,‌‌changed,‌‌or‌‌approved‌‌by‌‌an‌‌authorized‌‌Marshal‌‌or‌‌Plot‌‌member‌‌and‌‌never‌‌by‌‌                                     
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the‌ ‌Cast.‌ ‌ 

A‌‌player‌‌can‌‌challenge‌‌Cast‌‌and‌‌request‌‌to‌‌see‌‌the‌‌documentation.‌‌If‌‌a‌‌Marshal‌‌is‌‌nearby,‌‌the‌‌Cast‌‌can‌‌refuse‌‌to‌‌show‌‌                                           
the‌‌card‌‌and‌‌show‌‌it‌‌to‌‌the‌‌Marshal‌‌instead.‌‌Any‌‌problems‌‌should‌‌be‌‌brought‌‌to‌‌the‌‌attention‌‌of‌‌a‌‌Marshal‌‌so‌‌that‌‌it‌‌can‌‌                                               
be‌ ‌verified‌ ‌that‌ ‌the‌ ‌Cast‌ ‌is‌ ‌playing‌ ‌the‌ ‌correct‌ ‌part‌ ‌and‌ ‌using‌ ‌the‌ ‌correct‌ ‌Skills.‌ ‌ 

Cast‌‌are‌‌only‌‌allowed‌‌to‌‌give‌‌‌Killing‌‌Blows‌‌if‌‌the‌‌documentation‌‌gives‌‌them‌‌that‌‌ability.‌‌This‌‌includes‌‌taking‌‌actions‌‌that‌‌                                       
are‌ ‌equivalent‌‌to‌‌“forcing‌‌a‌‌Resurrection”‌‌such‌‌as‌‌pulling‌‌a‌‌dead‌‌or‌‌Unconscious‌‌character‌‌behind‌‌enemy‌‌lines,‌‌placing‌‌                                   
that‌‌character‌‌in‌‌a‌‌Circle‌‌of‌‌Power‌‌‌or‌‌behind‌‌a‌‌‌Ward‌‌‌or‌‌Wizard‌‌Lock‌,‌‌or‌‌otherwise‌‌hiding‌‌that‌‌character‌‌in‌‌such‌‌a‌‌way‌‌as‌‌                                               
to‌‌prevent‌‌other‌‌players‌‌from‌‌finding‌‌the‌‌body.‌‌You‌‌can‌‌always‌‌stand‌‌in‌‌front‌‌of‌‌the‌‌body‌‌and‌‌fight‌‌to‌‌prevent‌‌the‌‌person‌‌                                             
from‌ ‌being‌ ‌saved.‌ ‌ 

Cast‌ ‌characters‌ ‌are‌ ‌also‌ ‌only‌‌allowed‌‌to‌‌search‌‌and/or‌‌steal‌‌from‌‌players‌‌if‌‌the‌‌documentation‌‌clearly‌‌states‌‌so.‌‌In‌‌this‌‌                                       
case,‌ ‌they‌ ‌may‌ ‌only‌ ‌search‌ ‌and/or‌ ‌steal‌ ‌to‌ ‌the‌ ‌degree‌ ‌to‌ ‌which‌ ‌the‌ ‌documentation‌ ‌allows‌ ‌them.‌ ‌ 

‌For‌‌example,‌‌Cast‌‌may‌‌only‌‌have‌‌the‌‌right‌‌to‌‌steal‌‌anything‌‌obvious‌‌(such‌‌as‌‌Weapons‌‌or‌‌other‌‌hand‌‌held‌‌possessions)‌‌                                         
but‌ ‌not‌ ‌necessarily‌ ‌to‌ ‌search‌ ‌through‌ ‌pockets‌ ‌or‌ ‌pouches;‌ ‌Cast‌ ‌may‌ ‌have‌ ‌the‌ ‌right‌ ‌to‌ ‌break‌ ‌into‌ ‌cabins‌ ‌and‌ ‌search‌‌                                       
through‌‌possessions‌‌(with‌‌a‌‌Marshal‌‌nearby);‌‌Cast‌‌may‌‌have‌‌the‌‌right‌‌to‌‌search‌‌only‌‌for‌‌specific‌‌items‌‌(such‌‌as‌‌healing‌‌                                       
Potions‌ ‌it‌ ‌can‌ ‌use‌ ‌on‌ ‌itself).‌ ‌The‌ ‌extent‌ ‌to‌ ‌which‌ ‌the‌ ‌Cast‌ ‌can‌ ‌steal‌ ‌or‌ ‌search‌ ‌should‌ ‌be‌ ‌documented.‌ ‌ 

Note‌ ‌that‌ ‌occasionally‌ ‌a‌ ‌monster’s‌ ‌abilities‌ ‌may‌ ‌change‌ ‌from‌ ‌event‌ ‌to‌ ‌event‌‌or‌‌even‌‌during‌‌an‌‌event.‌‌This‌‌can‌‌be‌‌the‌‌                                         
result‌‌of‌‌many‌‌things,‌‌from‌‌mutation‌‌to‌‌strange‌‌magics‌‌to‌‌a‌‌new‌‌tribe‌‌moving‌‌into‌‌the‌‌area.‌‌Just‌‌because‌‌a‌‌monster‌‌had‌‌                                           
an‌‌ability‌‌or‌‌Skill‌‌one‌‌time‌‌you‌‌met‌‌it‌‌does‌‌not‌‌guarantee‌‌it‌‌will‌‌be‌‌exactly‌‌the‌‌same‌‌every‌‌other‌‌time.‌‌A‌‌monster‌‌may‌‌also‌‌                                                 
have‌ ‌different‌ ‌Skills‌ ‌and‌ ‌abilities‌ ‌depending‌ ‌on‌ ‌which‌ ‌Chapter‌ ‌and‌ ‌Campaign‌ ‌you‌ ‌play.‌ ‌ 

Remember:‌‌The‌‌information‌‌on‌‌the‌‌Cast‌‌documentation‌‌and‌‌in‌‌this‌‌section‌‌is‌‌OOG.‌‌Even‌‌though‌‌you‌‌saw‌‌a‌‌Monster‌‌Card‌‌                                       
that‌‌said‌‌a‌‌monster‌‌was‌‌Immune‌‌to‌‌‌Sleep‌,‌‌your‌‌character‌‌would‌‌only‌‌know‌‌that‌‌your‌‌‌Sleep‌‌‌spell‌‌had‌‌no‌‌effect‌‌when‌‌you‌‌                                           
tried‌ ‌it‌ ‌or‌ ‌when‌ ‌you‌ ‌were‌ ‌told‌ ‌IG‌ ‌that‌ ‌it‌ ‌would‌ ‌not‌ ‌work.‌ ‌To‌ ‌do‌ ‌otherwise‌ ‌would‌ ‌be‌ ‌metagaming,‌ ‌which‌ ‌is‌ ‌considered‌‌                                           
cheating.‌ ‌ 

Monster‌ ‌Types‌ ‌ 
There‌ ‌are‌ ‌a‌‌few‌‌common‌‌Monster‌‌Types‌‌across‌‌the‌‌Realms‌‌of‌‌REFUGE.‌‌Most‌‌characters‌‌have‌‌at‌‌least‌‌heard‌‌of‌‌these‌‌                                       
creatures,‌ ‌even‌ ‌if‌ ‌they‌ ‌haven’t‌ ‌encountered‌ ‌them‌ ‌themselves.‌ ‌These‌ ‌types‌ ‌are‌ ‌common‌ ‌enough‌ ‌that‌ ‌Cast‌ ‌are‌‌                               
encouraged‌ ‌to‌ ‌learn‌ ‌their‌ ‌standard‌ ‌benefits‌ ‌and‌ ‌drawbacks,‌ ‌as‌ ‌they‌ ‌will‌ ‌likely‌ ‌play‌ ‌these‌ ‌types‌ ‌of‌ ‌monster‌ ‌quite‌ ‌a‌ ‌bit.‌ ‌ 

Undead:‌ ‌‌Regrettably,‌ ‌these‌ ‌Necromantic‌ ‌abominations‌ ‌are‌ ‌regularly‌ ‌encountered‌ ‌in‌ ‌most‌ ‌parts‌ ‌of‌ ‌Realms‌ ‌of‌  ‌REFUGE.‌ ‌ 

Undead‌ ‌have‌ ‌No‌ ‌Metabolism,‌ ‌are‌‌Immune‌‌to‌‌the‌‌Alteration‌‌and‌‌Command‌‌effect‌‌groups,‌‌are‌‌often‌‌Immune‌‌to‌‌Ice,‌‌and‌‌                                     
are‌ ‌always‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌Some‌ ‌Undead‌ ‌require‌ ‌special‌ ‌Weapons‌ ‌to‌ ‌affect;‌ ‌for‌ ‌example,‌ ‌Silver‌‌                                 
Weapons‌ ‌will‌ ‌often‌ ‌inflict‌ ‌full‌ ‌damage‌ ‌where‌ ‌normal‌ ‌Weapons‌ ‌might‌ ‌not.‌ ‌ 

Undead‌ ‌are‌ ‌healed‌ ‌by‌ ‌the‌ ‌Necromancy‌ ‌effect‌ ‌group‌ ‌and‌ ‌harmed‌ ‌by‌ ‌the‌ ‌Earth‌ ‌effect‌ ‌group.‌ ‌Anything‌ ‌that‌ ‌specifically‌‌                                   
targets‌ ‌Undead‌ ‌(such‌ ‌as‌ ‌‌Turn‌ ‌Undead‌ ‌or‌ ‌‌Destroy‌ ‌Undead‌)‌ ‌will‌ ‌work‌ ‌against‌ ‌these‌ ‌creatures.‌ ‌A‌ ‌‌Life‌ ‌‌spell‌ ‌will‌ ‌inflict‌‌a‌‌                                       
Destroy‌ ‌Undead‌‌ ‌effect‌ ‌against‌ ‌an‌ ‌Undead.‌ ‌ 

Undead‌ ‌generally‌ ‌have‌ ‌large‌ ‌amounts‌ ‌of‌ ‌Natural‌ ‌Armor,‌ ‌representing‌ ‌the‌ ‌powerful‌ ‌Necromantic‌‌energies‌‌that‌‌animate‌‌                             
them‌ ‌holding‌ ‌firm‌ ‌against‌ ‌any‌ ‌attacks.‌ ‌Healing‌ ‌ignores‌ ‌this‌ ‌armor,‌ ‌making‌ ‌it‌ ‌a‌ ‌powerful‌ ‌Weapon‌ ‌against‌ ‌the‌ ‌Undead.‌‌                                   
Additionally,‌ ‌many‌ ‌Undead‌ ‌are‌ ‌limited‌ ‌in‌ ‌how‌ ‌they‌ ‌can‌ ‌use‌ ‌defensive‌ ‌abilities‌ ‌against‌ ‌Earth‌ ‌effect‌ ‌group‌ ‌attacks.‌ ‌ 

Most‌ ‌Undead‌ ‌turn‌ ‌to‌ ‌dust‌ ‌at‌ ‌0‌ ‌Body‌ ‌Points‌ ‌and‌ ‌ignore‌ ‌the‌ ‌Bleeding‌ ‌Out‌ ‌and‌ ‌Dead‌ ‌periods.‌ ‌ 

Constructs:‌‌‌For‌‌a‌‌variety‌‌of‌‌reasons,‌‌powerful‌‌casters‌‌will‌‌create‌‌Constructs‌‌to‌‌serve‌‌them‌‌—‌‌often‌‌long‌‌after‌‌their‌‌own‌‌                                       
death.‌ ‌Constructs‌ ‌have‌‌no‌‌metabolism,‌‌are‌‌Immune‌‌to‌‌the‌‌Alteration,‌‌Command,‌‌Necromancy,‌‌and‌‌Earth‌‌effect‌‌groups,‌‌                               
and‌‌are‌‌always‌‌Immune‌‌to‌‌the‌‌Poison‌‌Qualifier.‌‌Some‌‌Constructs‌‌require‌‌special‌‌Weapons‌‌to‌‌affect;‌‌for‌‌example,‌‌Magic‌‌                                   
Weapons‌ ‌will‌ ‌often‌ ‌inflict‌ ‌full‌ ‌damage‌ ‌where‌ ‌normal‌ ‌Weapons‌ ‌might‌ ‌not.‌ ‌ 
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Often,‌ ‌Constructs‌ ‌will‌ ‌take‌ ‌damage‌ ‌from‌ ‌‌Shatter‌ ‌‌effects,‌ ‌and‌ ‌may‌‌not‌‌be‌‌able‌‌to‌‌defend‌‌normally‌‌against‌‌these.‌‌If‌‌you‌‌                                       
want‌ ‌to‌ ‌harm‌ ‌a‌ ‌Construct‌ ‌with‌ ‌a‌ ‌‌Shatter‌,‌ ‌you‌ ‌should‌ ‌target‌ ‌their‌ ‌body‌ ‌(e.g.‌ ‌“Weapon‌ ‌Strike‌ ‌‌Shatter‌ ‌‌Body!”).‌ ‌ 

Constructs‌‌might‌‌be‌‌healed‌‌by‌‌rituals‌‌or‌‌specific‌‌elements‌‌(such‌‌as‌‌Flame‌‌or‌‌Lightning).‌‌Often,‌‌they‌‌are‌‌virtually‌‌mindless,‌‌                                     
following‌ ‌the‌ ‌simple‌ ‌commands‌ ‌of‌ ‌their‌ ‌creator‌ ‌until‌ ‌otherwise‌ ‌ordered.‌ ‌ 

Most‌ ‌Constructs‌ ‌turn‌ ‌to‌ ‌dust‌ ‌at‌ ‌0‌ ‌Body‌ ‌Points‌ ‌and‌ ‌ignore‌ ‌the‌ ‌Bleeding‌ ‌Out‌ ‌and‌ ‌Dead‌ ‌periods.‌ ‌ 

Elementals:‌ ‌Creatures‌ ‌from‌‌the‌‌Primal‌‌or‌‌Secondary‌‌Planes‌‌existing‌‌in‌‌the‌‌ether‌‌can‌‌at‌‌times‌‌come‌‌to‌‌harry‌‌or‌‌benefit‌‌                                       
the‌‌residents‌‌of‌‌Realms‌‌of‌‌REFUGE.‌‌These‌‌Elementals‌‌come‌‌in‌‌a‌‌specific‌‌form,‌‌often‌‌reflecting‌‌a‌‌known‌‌element‌‌such‌‌as‌‌                                       
Flame‌ ‌or‌ ‌Chaos‌ ‌but‌ ‌at‌ ‌times‌ ‌arriving‌ ‌from‌ ‌strange‌ ‌places‌ ‌reflecting‌ ‌unusual‌ ‌Elements.‌ ‌ 

Elementals‌‌have‌‌no‌‌metabolism,‌‌are‌‌Immune‌‌to‌‌the‌‌Alteration,‌‌Command,‌‌Necromancy,‌‌and‌‌Earth‌‌effect‌‌groups,‌‌and‌‌are‌‌                                 
always‌‌Immune‌‌to‌‌the‌‌Poison‌‌Qualifier.‌‌Elementals‌‌are‌‌generally‌‌healed‌‌by‌‌their‌‌own‌‌element‌‌and‌‌hurt‌‌—‌‌often‌‌doubly‌‌—‌‌                                       
by‌ ‌the‌ ‌opposing‌ ‌element.‌ ‌ 

When‌‌struck‌‌by‌‌an‌‌elemental-targeting‌‌effect‌‌—‌‌such‌‌as‌‌Banish‌‌or‌‌‌Subjugate‌‌—‌‌elementals‌‌will‌‌take‌‌special‌‌effects‌‌that‌‌                                     
the‌ ‌living‌ ‌might‌ ‌ignore.‌ ‌ 

Most‌ ‌elementals‌ ‌disappear‌ ‌at‌ ‌0‌‌Body‌‌Points‌‌and‌‌ignore‌‌the‌‌Bleeding‌‌Out‌‌and‌‌Dead‌‌periods,‌‌returning‌‌to‌‌their‌‌Plane‌‌of‌‌                                       
origin.‌ ‌ 

‌ 

168‌ ‌|‌ ‌⚔‌ ‌ 

‌ 



‌ 

‌ 

Index‌ ‌ 

169‌ ‌|‌ ‌⚔‌ ‌ 

‌ 

<Type>‌ ‌Block‌ ‌  68‌ ‌ 

Acidic‌ ‌Skin/Acidic‌ ‌Blood‌ ‌  68‌ ‌ 

Adept‌ ‌  22‌ ‌ 

Advanced‌ ‌Alteration‌ ‌  82‌ ‌ 

Advanced‌ ‌Twist‌ ‌  82‌ ‌ 

Alchemical‌ ‌Solvent‌ ‌  109‌ ‌ 

Alchemy‌ ‌Rules‌ ‌  103‌ ‌ 

Alchemy‌ ‌  50‌ ‌ 

Alchemy‌ ‌Types‌  10‌ ‌ 

Alteration‌ ‌(Mental‌ ‌Ability)‌ ‌  81‌ ‌ 

Amnesia‌ ‌  109‌ ‌ 

Antidote‌ ‌  107‌ ‌ 

Archery‌ ‌  50,‌ ‌89‌ ‌ 

Area‌ ‌Traps‌ ‌  105‌ ‌ 

Arming‌ ‌and‌ ‌Disarming‌ ‌Traps‌  107‌ ‌ 

Armor‌ ‌Locations‌ ‌  83‌ ‌ 

Armor‌ ‌Materials‌ ‌  83‌ ‌ 

Armor‌ ‌Points‌ ‌  85‌ ‌ 

Artisan‌ ‌  22‌ ‌ 

Aspects‌ ‌  145‌ ‌ 

Assassinate‌ ‌  51‌ ‌ 

Avani‌ ‌/‌ ‌Avana‌ ‌  11‌ ‌ 

Awaken‌ ‌  110‌ ‌ 

Back‌ ‌Attack‌ ‌  51‌ ‌ 

Backstab‌ ‌  51‌ ‌ 

The‌ ‌Bag‌ ‌of‌ ‌Chance‌ ‌  92‌ ‌ 

Bane‌ ‌  136‌ ‌ 

Banish‌ ‌  110‌ ‌ 

Batches‌ ‌  47‌ ‌ 

Berserk‌ ‌  108‌ ‌ 

Blacksmith‌ ‌  51‌ ‌ 

Blast‌ ‌Globe‌ ‌  105‌ ‌ 

Bleeding‌ ‌Out‌ ‌  90‌ ‌ 

Body‌ ‌and‌ ‌Armor‌ ‌Points‌ ‌  22‌ ‌ 

Body‌ ‌Contact‌ ‌  6,‌ ‌25‌ ‌ 

Bonus‌ ‌Points‌ ‌  84‌ ‌ 

Bottles‌ ‌  68‌ ‌ 

Break‌ ‌Command‌ ‌  52‌ ‌ 

Calling‌ ‌Weapon‌ ‌Damage‌ ‌  27‌ ‌ 

Calls‌ ‌  29‌ ‌ 

Calm‌ ‌  79‌ ‌ 

Cast‌ ‌Documentation‌ ‌  166‌ ‌ 

Cast‌ ‌Weapons‌ ‌  86‌ ‌ 

Casting‌ ‌Rituals‌ ‌  151‌ ‌ 

Casting‌ ‌Spells‌ ‌  94‌ ‌ 

Catalysts‌ ‌  147‌ ‌ 

Cause‌ ‌Pain‌ ‌  81‌ ‌ 

Cause‌ ‌Wounds‌ ‌  111‌ ‌ 

Celestial‌ ‌Armor‌ ‌  136‌ ‌ 

Celestial‌ ‌Magic‌  52‌ ‌ 

Changing‌ ‌Class‌ ‌  23‌ ‌ 

Channel‌ ‌Foundation‌ ‌Element‌ ‌  137‌ ‌ 

Channeling‌ ‌  52,‌ ‌98‌ ‌ 

Channeling‌ ‌Execution‌ ‌  137‌ ‌ 

Channeling‌ ‌Shield‌ ‌  137‌ ‌ 

Chaos‌ ‌Blade‌ ‌  111‌ ‌ 

Chaos‌ ‌Storm‌ ‌  111‌ ‌ 

Chapter‌ ‌Points‌ ‌  157‌ ‌ 

Character‌ ‌Management‌ ‌  160‌ ‌ 

Charm‌ ‌  112‌ ‌ 

Choosing‌ ‌a‌ ‌Circle‌ ‌  91‌ ‌ 

Circle‌ ‌of‌ ‌Power‌  113,‌ ‌149‌ ‌ 

Classes‌ ‌  22‌ ‌ 

Claws‌ ‌  52‌ ‌ 

Claws/Body‌ ‌Weaponry‌ ‌  68‌ ‌ 

Cleanse‌ ‌  113‌ ‌ 

Cloak‌ ‌  137‌ ‌ 

Coatings‌ ‌  103‌ ‌ 

Combined‌ ‌Strike‌ ‌  53‌ ‌ 

Concentration‌ ‌(Duration)‌ ‌  32‌ ‌ 

Consent‌ ‌  7‌ ‌ 

Control‌ ‌<monster>‌ ‌by‌ ‌Voice‌ ‌  68‌ ‌ 

Control‌ ‌Undead‌ ‌  114‌ ‌ 

Corrupt‌ ‌  114‌ ‌ 

Counted‌ ‌Actions‌ ‌  27‌ ‌ 

Counteract‌ ‌  53‌ ‌ 

Create‌ ‌Potion‌ ‌  53‌ ‌ 

Create‌ ‌Scroll‌ ‌  53‌ ‌ 

Create‌ ‌Trap‌ ‌  54‌ ‌ 

Create‌ ‌Undead‌ ‌  115‌ ‌ 

Creating‌ ‌Alchemy‌ ‌  103‌ ‌ 

Critical‌ ‌Attack‌ ‌  54‌ ‌ 

Cure‌ ‌Disease‌ ‌  115‌ ‌ 

Cure‌ ‌Wounds‌ ‌  115‌ ‌ 

Curse‌ ‌of‌ ‌Transformation‌ ‌  69‌ ‌ 

Damage‌ ‌from‌‌<damage‌‌type‌‌       

or‌ ‌effect>‌ ‌  69‌ ‌ 

Dark‌ ‌Elf‌ ‌  12‌ ‌ 

Dead‌ ‌  90‌ ‌ 

Deadly‌ ‌Spittle‌ ‌  69‌ ‌ 

Defenses‌ ‌  31‌ ‌ 

Deliveries‌ ‌  30‌ ‌ 

Desecrate‌ ‌  116‌ ‌ 

Destroy‌ ‌/‌ ‌Return‌ ‌Emotions‌‌ ‌   80‌ ‌ 

Destroy‌ ‌/‌ ‌Return‌ ‌Moral‌ ‌Code‌‌ ‌   80‌ ‌ 

Destroy‌ ‌Undead‌ ‌  116‌ ‌ 

Destruction‌ ‌  116‌ ‌ 

Destruction/Stun‌ ‌Blow‌ ‌  54‌ ‌ 

Detect‌ ‌Magic‌ ‌  69‌ ‌ 

Detect‌ ‌Mental‌ ‌Trap‌‌ ‌   79‌ ‌ 

Disarm‌ ‌  116‌ ‌ 

Discrimination‌ ‌  7‌ ‌ 

Disease‌ ‌  117‌ ‌ 

Dispel‌ ‌  117‌ ‌ 

Dispelling‌ ‌Strike‌ ‌  54‌ ‌ 

Dodge‌ ‌  55‌ ‌ 



‌ 

170‌ ‌|‌ ‌⚔‌ ‌ 

‌ 

Doom‌ ‌  118‌ ‌ 

Doom‌ ‌Blow‌ ‌  55‌ ‌ 

Drain‌ ‌  118‌ ‌ 

Dryad‌ ‌  12‌ ‌ 

Dumb‌ ‌Defenses‌ ‌  32‌ ‌ 

Dwarf‌ ‌  13‌ ‌ 

Earth‌ ‌Blade‌ ‌  118‌ ‌ 

Earth‌ ‌Magic‌ ‌  55‌ ‌ 

Earth‌ ‌Storm‌ ‌  118‌ ‌ 

Earth’s‌ ‌Bounty‌ ‌  137‌ ‌ 

Educated‌ ‌  55‌ ‌ 

Effect‌ ‌Groups‌ ‌  34‌ ‌ 

Effects‌ ‌  29‌ ‌ 

Effect‌ ‌Durations‌ ‌  31‌ ‌ 

Eldritch‌ ‌Power‌ ‌  99‌ ‌ 

Elemental‌ ‌Augmentation‌ ‌  138‌ ‌ 

Elemental‌ ‌Shield‌ ‌  119‌ ‌ 

Elf‌ ‌  14‌ ‌ 

Elixirs‌ ‌  104‌ ‌ 

Empowered‌ ‌Strike‌ ‌  55‌ ‌ 

Endow‌ ‌  19‌ ‌ 

Enfeeble‌ ‌  119‌ ‌ 

Engulf‌ ‌  70‌ ‌ 

Enhance‌ ‌Signature‌ ‌Spell‌ ‌  138‌ ‌ 

Enhanced‌ ‌Blade‌ ‌  119‌ ‌ 

Enhanced‌ ‌Meditate‌ ‌  55‌ ‌ 

Enhanced‌ ‌Strike‌ ‌  56‌ ‌ 

Enslavement‌ ‌  120‌ ‌ 

Enslavement‌ ‌Antidote‌ ‌  120‌ ‌ 

Escape‌ ‌Binding‌ ‌  70‌ ‌ 

Euphoria‌ ‌  120‌ ‌ 

Euphoria‌ ‌Antidote‌ ‌  121‌ ‌ 

Evade‌ ‌  56‌ ‌ 

Eviscerating‌ ‌Blow‌ ‌  56‌ ‌ 

Evocation‌ ‌Bolt‌ ‌  121‌ ‌ 

Exchange‌ ‌Spell‌ ‌  138‌ ‌ 

Experience‌ ‌Points‌ ‌  39‌ ‌ 

Failure‌ ‌Without‌ ‌Backlash‌ ‌  152‌ ‌ 

Failure‌ ‌With‌ ‌Automatic‌‌     

Backlash‌ ‌  153‌ ‌ 

Fast‌ ‌Refit‌ ‌  56‌ ‌ 

Fear‌ ‌  121‌ ‌ 

Fear/Berserk‌ ‌Blow‌ ‌  56‌ ‌ 

Fey‌ ‌Curses‌ ‌and‌ ‌Fey‌ ‌Marks‌ ‌  70‌ ‌ 

Fighter‌ ‌  22‌ ‌ 

First‌ ‌Aid‌ ‌  56‌ ‌ 

Flexible‌ ‌Casting‌ ‌  57‌ ‌ 

Florentine‌ ‌  57‌ ‌ 

Focus‌ ‌  41‌ ‌ 

Formal‌ ‌Link‌ ‌  138‌ ‌ 

Formal‌ ‌Magic‌ ‌  138‌ ‌ 

Fortress‌ ‌  121‌ ‌ 

Foundation‌ ‌Strike*‌ ‌  57‌ ‌ 

Freeze‌ ‌(Mental‌ ‌Ability)‌ ‌  82‌ ‌ 

Gaining‌ ‌Skills‌ ‌  38‌ ‌ 

Game‌ ‌Abilities‌ ‌  38‌ ‌ 

Game‌ ‌Room‌ ‌  33‌ ‌ 

Gaseous‌ ‌Form‌ ‌  70‌ ‌ 

Globes‌ ‌  108‌ ‌ 

Group‌ ‌Mind‌ ‌  71‌ ‌ 

Guard‌ ‌  31‌ ‌ 

Halfling‌ ‌  14‌ ‌ 

Hallucinate‌ ‌  122‌ ‌ 

Hardy‌ ‌  58‌ ‌ 

Harmed‌ ‌by‌ ‌<effect>‌ ‌  69‌ ‌ 

Heal‌ ‌from‌ ‌<damage‌ ‌type‌ ‌or‌‌         

effect>‌ ‌  71‌ ‌ 

Healed‌ ‌(Defense)‌ ‌  32‌ ‌ 

Healing‌ ‌  100‌ ‌ 

Healing‌ ‌Arts‌ ‌  58‌ ‌ 

Herbal‌ ‌Lore‌ ‌  59‌ ‌ 

High‌ ‌Magic‌ ‌  59‌ ‌ 

High‌ ‌Ogre‌ ‌  15‌ ‌ 

High‌ ‌Orc‌ ‌  16‌ ‌ 

Higher‌ ‌Manifestation‌ ‌  138‌ ‌ 

Human‌ ‌  17‌ ‌ 

Immune‌ ‌to‌ ‌<damage‌‌type‌‌or‌‌         

effect>‌ ‌  71‌ ‌ 

Immune‌ ‌to‌ ‌<Type>‌ ‌Weapons‌ ‌  71‌ ‌ 

Improved‌ ‌Assassinate‌ ‌  59‌ ‌ 

Improved‌ ‌Channeling‌ ‌  59‌ ‌ 

Improved‌ ‌Slay‌ ‌  59‌ ‌ 

Infection‌ ‌  72‌ ‌ 

In-Game‌ ‌/‌ ‌Out-of-Game‌ ‌  5‌ ‌ 

Innate‌ ‌Pyramid‌ ‌  72‌ ‌ 

Innate‌ ‌Reflect‌ ‌Spell‌ ‌  72‌ ‌ 

Instant‌ ‌(Duration)‌ ‌  32‌ ‌ 

Intercept‌ ‌  59‌ ‌ 

Intoxicants‌ ‌  6‌ ‌ 

Intoxicate‌ ‌  122‌ ‌ 

Killing‌ ‌Blows‌ ‌  27‌ ‌ 

Kyn‌ ‌  18‌ ‌ 

Learning‌ ‌and‌ ‌Unlearning‌‌     

Skills‌ ‌  39‌ ‌ 

Lesser‌ ‌Chaos‌ ‌Storm‌ ‌  122‌ ‌ 

Lesser‌ ‌Earth‌ ‌Storm‌ ‌  122‌ ‌ 

Lesser‌ ‌Investment‌ ‌  122‌ ‌ 

Lesser‌ ‌Magic‌ ‌Storm‌ ‌  123‌ ‌ 

Life‌ ‌  123‌ ‌ 

Light‌ ‌  123‌ ‌ 

Line‌ ‌of‌ ‌Sight‌ ‌  32‌ ‌ 

Liquid‌ ‌Light‌ ‌  123‌ ‌ 

Locks‌ ‌  108‌ ‌ 

Magic‌ ‌Items‌ ‌  102‌ ‌ 

Magic‌ ‌Storm‌ ‌  124‌ ‌ 

Magical‌ ‌Channeling‌ ‌  139‌ ‌ 

Magical‌ ‌Conduit‌ ‌  139‌ ‌ 

Magisterium‌ ‌Strike‌ ‌  60‌ ‌ 

Makeup‌ ‌and‌ ‌Prosthetic‌     

Requirements‌ ‌  9‌ ‌ 

Marshals‌ ‌  5‌ ‌ 
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Massive‌ ‌  72‌ ‌ 

Meditate‌ ‌  41‌ ‌ 

Mend‌ ‌Armor‌ ‌  124‌ ‌ 

Mend‌ ‌Armor‌ ‌Storm‌ ‌  124‌ ‌ 

Mental‌ ‌Abilities‌ ‌  76‌ ‌ 

Mental‌ ‌Block‌ ‌  78‌ ‌ 

Mental‌ ‌Trap‌ ‌  79‌ ‌ 

Merchant‌ ‌  60‌ ‌ 

Mettle‌ ‌  60‌ ‌ 

Mind‌ ‌Meld‌‌ ‌   78‌ ‌ 

Mind‌ ‌Reading‌ ‌  78‌ ‌ 

Monster‌ ‌Characters‌ ‌  21‌ ‌ 

Monster‌ ‌Types‌ ‌  167‌ ‌ 

Multiple‌ ‌Characters‌ ‌  159‌ ‌ 

Natural‌ ‌Armor‌ ‌  72‌ ‌ 

Necromancy‌ ‌  100‌ ‌ 

No‌ ‌Effect‌ ‌(Defense)‌ ‌  32‌ ‌ 

Non-Corporeal‌ ‌Form‌ ‌  73‌ ‌ 

Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌  139‌ ‌ 

Oil‌ ‌of‌ ‌Slipperiness‌ ‌  124‌ ‌ 

One-Handed‌ ‌Blunt‌ ‌  61‌ ‌ 

One-Handed‌ ‌Edged‌ ‌  61‌ ‌ 

One-Handed‌ ‌Master‌ ‌  61‌ ‌ 

Opportunistic‌ ‌Attack*‌ ‌  61‌ ‌ 

Packet‌ ‌Attacks‌ ‌  26‌ ‌ 

Paralysis‌ ‌  124‌ ‌ 

Paranoia‌ ‌  125‌ ‌ 

Parry‌ ‌  61‌ ‌ 

Paste‌ ‌of‌ ‌Stickiness‌ ‌  125‌ ‌ 

The‌ ‌Pause‌ ‌Game‌ ‌Rule‌ ‌  6,‌ ‌24‌ ‌ 

PC‌ ‌/‌ ‌Cast‌ ‌Member‌ ‌  5‌ ‌ 

Phase‌ ‌  73‌ ‌ 

Pin‌ ‌  125‌ ‌ 

Plant‌ ‌False‌ ‌/‌ ‌Repair‌‌       

Emotions‌‌ ‌   80‌ ‌ 

Player‌ ‌/‌ ‌Character:‌ ‌  5‌ ‌ 

Poison‌ ‌Shield‌ ‌  125‌ ‌ 

Polearm‌ ‌  61‌ ‌ 

Potion‌ ‌Mastery‌ ‌  139‌ ‌ 

Potions‌ ‌and‌ ‌Scrolls‌ ‌  101‌ ‌ 

Powerful‌ ‌Meditation‌ ‌  140‌ ‌ 

Precise‌ ‌Blow‌ ‌  62‌ ‌ 

Prison‌ ‌  126‌ ‌ 

Protective‌ ‌Reflex‌ ‌  140‌ ‌ 

Purify‌ ‌  126‌ ‌ 

Purifying/Draining‌ ‌Strike‌ ‌  62‌ ‌ 

Qualifiers‌ ‌  30‌ ‌ 

Read‌ ‌Magic‌ ‌  62‌ ‌ 

Reagents‌ ‌  147‌ ‌ 

Realmsworn‌ ‌  18‌ ‌ 

Rebirth‌ ‌  140‌ ‌ 

Reduced‌ ‌  32‌ ‌ 

Reduced‌ ‌Damage‌ ‌or‌ ‌Timer‌ ‌  73‌ ‌ 

Refitting‌ ‌  85‌ ‌ 

Reflect‌ ‌Spell‌ ‌  127‌ ‌ 

Refuge‌ ‌Points‌ ‌  159‌ ‌ 

Regeneration‌ ‌  73‌ ‌ 

Release‌ ‌  127‌ ‌ 

Remove‌ ‌Block‌‌ ‌   78‌ ‌ 

Remove‌ ‌Mental‌ ‌Trap‌‌ ‌   79‌ ‌ 

Remove‌ ‌/‌ ‌Restore‌ ‌Emotions‌‌   79‌ ‌ 

Renew‌ ‌Skills‌ ‌  73‌ ‌ 

Repair‌ ‌(Mental‌ ‌Ability)‌ ‌  81‌ ‌ 

Repair‌ ‌Blast‌ ‌  81‌ ‌ 

Repeated‌ ‌Calls‌ ‌  32‌ ‌ 

Repel‌ ‌  127‌ ‌ 

Repel‌ ‌Strike‌ ‌  62‌ ‌ 

Resist‌ ‌  32‌ ‌ 

Resist‌ ‌<Type>‌ ‌  73‌ ‌ 

Resist‌ ‌Binding‌ ‌  62‌ ‌ 

Resist‌ ‌Command‌ ‌  62‌ ‌ 

Resist‌ ‌Curse‌ ‌  63‌ ‌ 

Resist‌ ‌Element‌ ‌  63‌ ‌ 

Resist‌ ‌Necromancy‌ ‌  63‌ ‌ 

Resist‌ ‌Poison‌ ‌  63‌ ‌ 

Resist‌ ‌Spell‌ ‌  63‌ ‌ 

Resolute‌ ‌  64‌ ‌ 

Restore‌ ‌  127‌ ‌ 

Restore‌ ‌(Mental‌ ‌Ability)‌ ‌  81‌ ‌ 

Restore‌ ‌Balance‌ ‌  80‌ ‌ 

Resurrections‌ ‌  91‌ ‌ 

Retiring‌ ‌Your‌ ‌Character‌ ‌  93‌ ‌ 

Return‌ ‌(Defense)‌ ‌  31‌ ‌ 

Reversible‌ ‌Spells‌ ‌  98‌ ‌ 

Revive‌ ‌  73‌ ‌ 

Rift‌ ‌  74‌ ‌ 

Riposting‌ ‌Blow‌ ‌  64‌ ‌ 

Ritual‌ ‌Components‌ ‌  147‌ ‌ 

Ritual‌ ‌Manipulation‌ ‌  140‌ ‌ 

Ritual‌ ‌Scrolls‌ ‌  145‌ ‌ 

Ritual‌ ‌Success‌ ‌or‌ ‌Failure‌ ‌  152‌ ‌ 

Rogue‌ ‌  22‌ ‌ 

Roleplaying‌ ‌Requirements‌ ‌  9‌ ‌ 

Safety‌ ‌(Weapon)‌ ‌  85‌ ‌ 

Safety‌ ‌Concerns‌ ‌  24‌ ‌ 

Sanctuary‌ ‌  128‌ ‌ 

Scholar‌ ‌  22‌ ‌ 

Schools‌ ‌and‌ ‌their‌ ‌Specialties‌ ‌  99‌ ‌ 

Schools‌ ‌of‌ ‌Magic‌ ‌  99‌ ‌ 

Scout‌ ‌  22‌ ‌ 

Scroll‌ ‌Mastery‌ ‌  143‌ ‌ 

Searching‌ ‌a‌ ‌Cabin‌ ‌  162‌ ‌ 

Searching‌ ‌a‌ ‌Person‌ ‌  162‌ ‌ 

Securing‌ ‌Your‌ ‌Cabin‌ ‌  162‌ ‌ 

Shackle‌ ‌  128‌ ‌ 

Shatter‌ ‌  128‌ ‌ 

Shatter/Disarm‌ ‌Strike‌ ‌  63‌ ‌ 

Shield‌ ‌  64,‌ ‌85‌ ‌ 

Shun‌ ‌  129‌ ‌ 

Signature‌ ‌Spells‌ ‌  99‌ ‌ 

Silence‌ ‌  129‌ ‌ 
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Silence/Stun‌ ‌Blow*‌ ‌  64‌ ‌ 

Skill‌ ‌Costs‌ ‌  42‌ ‌ 

Slay‌ ‌  64‌ ‌ 

Sleep‌ ‌  129‌ ‌ 

Sleep/Enfeeble‌ ‌Blow*‌ ‌  65‌ ‌ 

Sleep/Paralysis‌ ‌Blow*‌ ‌  65‌ ‌ 

Slow‌ ‌  129‌ ‌ 

Slow/Weakness‌ ‌Blow‌ ‌  65‌ ‌ 

Small‌ ‌Weapon‌ ‌  65‌ ‌ 

Smart‌ ‌Defenses‌ ‌  32‌ ‌ 

Sneaking‌ ‌&‌ ‌Theft‌ ‌  6‌ ‌ 

Solidify‌ ‌  130‌ ‌ 

Species‌ ‌Evade‌ ‌  65‌ ‌ 

Species‌ ‌Resolute‌ ‌  65‌ ‌ 

Spell‌ ‌Augmentation‌ ‌  143‌ ‌ 

Spellbooks‌ ‌  96‌ ‌ 

Spell‌ ‌Defenses‌ ‌  95‌ ‌ 

Spell‌ ‌Packets‌ ‌  94‌ ‌ 

Spell‌ ‌Rules‌ ‌  95‌ ‌ 

Spell‌ ‌Shield‌ ‌  130‌ ‌ 

Spellcasting‌ ‌  40‌ ‌ 

Spellcraft‌ ‌  143‌ ‌ 

Spellsword‌ ‌  22‌ ‌ 

Staff‌ ‌  65‌ ‌ 

Stellarean‌ ‌  19‌ ‌ 

Stone‌ ‌Elf‌ ‌  20‌ ‌ 

Storm‌ ‌(Duration)‌ ‌  33‌ ‌ 

Storm‌ ‌Augmentation‌ ‌  144‌ ‌ 

Stun‌ ‌Limb‌ ‌  130‌ ‌ 

Style‌ ‌Master‌ ‌  66‌ ‌ 

Subjugate‌ ‌  130‌ ‌ 

Suicide‌ ‌Ability‌ ‌  74‌ ‌ 

Superhuman‌ ‌Strength‌ ‌  74‌ ‌ 

Surprise‌ ‌Attack‌  66‌ ‌ 

Swarmed‌ ‌by‌ ‌<number>:‌‌     

<ability>‌ ‌  74‌ ‌ 

Syladrin‌ ‌  20‌ ‌ 

Tags‌ ‌  160‌ ‌ 

Targets‌ ‌  33‌ ‌ 

Threshold‌ ‌  74‌ ‌ 

Thrown‌ ‌Weapon‌ ‌  66‌ ‌ 

Timed‌ ‌(Duration)‌ ‌  33‌ ‌ 

Touch-Casting‌ ‌  95‌ ‌ 

Trades‌ ‌(type)‌ ‌  66‌ ‌ 

Trap‌ ‌Globes‌ ‌  108‌ ‌ 

Turn‌ ‌Undead‌ ‌  131‌ ‌ 

Twist‌ ‌(Mental‌ ‌Ability)‌ ‌  82‌ ‌ 

Two‌ ‌Weapons‌ ‌  67‌ ‌ 

Two-Handed‌ ‌Blunt‌ ‌  66‌ ‌ 

Two-Handed‌ ‌Master‌ ‌  67‌ ‌ 

Two-Handed‌ ‌Sword‌ ‌  66‌ ‌ 

Types‌ ‌of‌ ‌Traps‌ ‌  106‌ ‌ 

Unconscious‌ ‌  90‌ ‌ 

United‌ ‌Blow‌ ‌  67‌ ‌ 

Vengeance‌ ‌  75‌ ‌ 

Vorpal‌ ‌Coating‌ ‌  132‌ ‌ 

Wall‌ ‌of‌ ‌Force‌ ‌  132‌ ‌ 

Ward‌ ‌  132‌ ‌ 

Weakness‌ ‌  133‌ ‌ 

Weakness/Shun‌ ‌Strike‌ ‌  67‌ ‌ 

Weapon‌ ‌Attacks‌ ‌  25‌ ‌ 

Weapon‌ ‌Construction‌ ‌  86‌ ‌ 

Weapon‌ ‌Guidelines‌ ‌  88‌ ‌ 

Weapon‌ ‌Master‌ ‌  67‌ ‌ 

Weapon‌ ‌Proficiency‌ ‌  67‌ ‌ 

Weapon‌ ‌Shield‌ ‌  133‌ ‌ 

Weapon‌ ‌and‌ ‌Armor‌ ‌Tags‌ ‌  83‌ ‌ 

Weapons‌ ‌  86‌ ‌ 

Wear‌ ‌Extra‌ ‌Armor‌ ‌  68‌ ‌ 

Web‌ ‌  134‌ ‌ 

Wipe‌ ‌(Mental‌ ‌Ability)‌ ‌  82‌ ‌ 

Wither‌ ‌  134‌ ‌ 

Wizard‌ ‌Lock‌ ‌  134‌ ‌ 

Workshops‌ ‌  47‌ ‌ 


