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This‌ ‌book‌ ‌is‌ ‌not‌ ‌designed‌ ‌as‌ ‌a‌ ‌stand-alone‌ ‌game‌ ‌system,‌ ‌but‌ ‌only‌ ‌as‌ ‌a‌ ‌supplement‌ ‌for‌ ‌the‌‌ 
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Introduction‌ ‌ 
Live‌‌Action‌‌Roleplaying‌‌is‌‌a‌‌unique‌‌hobby.‌‌It‌‌combines‌‌the‌‌theater‌‌of‌‌the‌‌mind‌‌with‌‌the‌‌activity‌‌                                 
of‌‌a‌‌physical‌‌sport,‌‌improvisation‌‌with‌‌emotional‌‌roleplaying,‌‌and‌‌exciting‌‌escapades‌‌with‌‌heroic‌‌                         
last‌ ‌stands.‌ ‌Compared‌ ‌to‌ ‌tabletop‌ ‌games,‌ ‌video‌ ‌games,‌ ‌or‌ ‌even‌ ‌virtual‌ ‌reality,‌ ‌nothing‌‌comes‌‌                           
close‌ ‌to‌ ‌the‌ ‌excitement‌ ‌of‌ ‌actually‌ ‌engaging‌ ‌in‌‌physical‌‌combat‌‌against‌‌an‌‌opponent‌‌or‌‌being‌‌                             
chased‌ ‌through‌ ‌a‌ ‌forest‌ ‌at‌ ‌night‌ ‌by‌ ‌a‌ ‌monster‌ ‌hunting‌ ‌your‌ ‌character.‌‌ ‌  

My‌‌first‌‌LARPing‌‌event‌‌was‌‌back‌‌in‌‌1996,‌‌and‌‌even‌‌as‌‌a‌‌teenager‌‌I‌‌was‌‌immediately‌‌transported‌‌                                 
to‌‌an‌‌incredible‌‌world‌‌where‌‌I‌‌could‌‌try‌‌things‌‌I’d‌‌never‌‌imagined‌‌before.‌‌This‌‌is‌‌the‌‌only‌‌hobby‌‌                                   
I’ve‌ ‌enjoyed‌ ‌continuously‌‌across‌‌more‌‌than‌‌two‌‌decades.‌‌Although‌‌the‌‌games‌‌I’ve‌‌played‌‌have‌‌                           
changed‌ ‌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 ‌beyond‌ ‌what‌ ‌I‌ ‌could‌ ‌ever‌ ‌try‌ ‌in‌ ‌“real‌ ‌life”,‌ ‌and‌‌I‌‌credit‌‌this‌‌hobby‌‌with‌‌                                   
giving‌‌me‌‌the‌‌Skills‌‌I‌‌use‌‌daily‌‌in‌‌my‌‌professional‌‌job.‌‌I‌‌can’t‌‌recommend‌‌it‌‌enough‌‌to‌‌those‌‌who‌‌                                     
are‌ ‌ready‌ ‌to‌ ‌stretch‌ ‌themselves‌ ‌in‌ ‌a‌ ‌safe‌ ‌and‌ ‌supportive‌ ‌environment.‌‌ ‌  

When‌ ‌someone‌ ‌tries‌ ‌LARPing,‌ ‌they‌ ‌push‌ ‌themselves‌ ‌in‌ ‌interesting‌ ‌ways‌ ‌that‌ ‌they‌ ‌might‌‌never‌‌                           
have‌ ‌the‌ ‌opportunity‌ ‌to‌ ‌do‌ ‌otherwise.‌ ‌Perhaps‌ ‌they’ve‌ ‌always‌ ‌wanted‌ ‌to‌ ‌take‌ ‌on‌ ‌a‌‌leadership‌‌                             
role‌‌and‌‌never‌‌worked‌‌up‌‌the‌‌courage‌‌or‌‌been‌‌given‌‌the‌‌opportunity‌‌to‌‌do‌‌so‌‌in‌‌their‌‌regular‌‌life.‌‌                                     
Maybe‌ ‌they’ve‌ ‌always‌ ‌imagined‌ ‌sneaking‌ ‌around‌ ‌in‌ ‌a‌ ‌dark‌ ‌field‌ ‌and‌ ‌proving‌ ‌their‌ ‌mettle‌ ‌in‌‌                             
daring‌ ‌escapes,‌ ‌or‌ ‌they‌ ‌love‌ ‌the‌ ‌idea‌ ‌of‌ ‌conjuring‌ ‌powerful‌ ‌magics‌ ‌and‌ ‌saving‌ ‌the‌ ‌day.‌‌When‌‌                               
LARPing,‌‌they‌‌can‌‌try‌‌all‌‌of‌‌these‌‌things‌‌and‌‌more‌‌–‌‌they‌‌can‌‌practice‌‌their‌‌bartering‌‌Skills,‌‌seek‌‌                                   
to‌‌outwit‌‌those‌‌around‌‌them,‌‌or‌‌build‌‌a‌‌group‌‌that‌‌helps‌‌everyone‌‌work‌‌together‌‌to‌‌stave‌‌off‌‌the‌‌                                   
destruction‌‌of‌‌an‌‌entire‌‌society.‌‌They‌‌can‌‌enjoy‌‌these‌‌and‌‌thousands‌‌of‌‌other‌‌experiences‌‌which‌‌                             
are‌ ‌more‌ ‌immediate‌ ‌and‌ ‌impactful‌ ‌than‌ ‌any‌ ‌other‌ ‌activity‌ ‌they’ve‌ ‌ever‌ ‌tried.‌‌ ‌  

While‌ ‌REFUGE‌ ‌inherits‌ ‌from‌ ‌and‌ ‌pays‌ ‌homage‌ ‌to‌ ‌several‌ ‌other‌ ‌LARPs‌ ‌and‌ ‌gaming‌ ‌systems‌‌                           
across‌ ‌the‌ ‌US‌ ‌and‌ ‌internationally,‌ ‌it‌ ‌brings‌ ‌a‌ ‌flavor‌ ‌and‌ ‌community‌ ‌uniquely‌ ‌its‌ ‌own.‌ ‌The‌‌                             
REFUGE‌‌player‌‌base‌‌is‌‌welcoming‌‌and‌‌open‌‌to‌‌new‌‌players,‌‌whether‌‌they’ve‌‌LARPed‌‌for‌‌decades‌‌                             
or‌‌are‌‌ready‌‌to‌‌try‌‌out‌‌their‌‌first‌‌event.‌‌If‌‌you’ve‌‌never‌‌tried‌‌this‌‌hobby‌‌before,‌‌I‌‌encourage‌‌you‌‌                                     
to‌ ‌give‌ ‌it‌ ‌a‌ ‌shot‌ ‌with‌ ‌REFUGE‌ ‌–‌ ‌there’s‌‌nothing‌‌that‌‌quite‌‌compares‌‌to‌‌what‌‌LARPing‌‌can‌‌give‌‌                                   
you.‌‌ ‌  

This‌ ‌Rulebook‌ ‌serves‌ ‌to‌ ‌introduce‌ ‌you‌ ‌to‌ ‌REFUGE‌ ‌and‌ ‌provides‌ ‌options‌ ‌to‌ ‌play‌ ‌a‌ ‌variety‌ ‌of‌‌                               
customizable‌ ‌characters.‌ ‌It‌ ‌provides‌ ‌both‌ ‌the‌ ‌basic‌ ‌nuts‌ ‌and‌ ‌bolts‌ ‌of‌ ‌how‌ ‌to‌ ‌play‌ ‌as‌ ‌well‌ ‌as‌‌                                 
examples‌‌of‌‌how‌‌the‌‌game‌‌looks‌‌in‌‌practice,‌‌whether‌‌you‌‌want‌‌to‌‌play‌‌a‌‌character‌‌of‌‌your‌‌own‌‌                                   
or‌ ‌try‌ ‌your‌ ‌hand‌ ‌at‌ ‌helping‌ ‌guide‌ ‌the‌‌story‌‌of‌‌the‌‌game‌‌as‌‌a‌‌monster‌‌or‌‌roleplaying‌‌foil‌‌to‌‌the‌‌                                       
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,‌‌anything‌‌you‌‌do‌‌which‌‌is‌‌not‌‌part‌‌of‌‌the‌‌game‌‌world‌‌                                   
is‌ ‌considered‌ ‌Out-of-Game‌ ‌(OOG).‌ ‌For‌ ‌example,‌ ‌using‌ ‌the‌ ‌restrooms,‌ ‌going‌ ‌to‌ ‌pick‌ ‌up‌ ‌your‌‌                           
Character‌ ‌Card‌ ‌from‌ ‌the‌ ‌Logistics‌ ‌staff,‌ ‌and‌ ‌parking‌ ‌your‌ ‌car‌ ‌are‌ ‌all‌ ‌OOG.‌ ‌Anything‌ ‌you‌ ‌do‌‌                               
which‌ ‌is‌ ‌part‌ ‌of‌ ‌the‌ ‌story‌ ‌is‌ ‌considered‌ ‌In-Game‌ ‌(IG).‌ ‌For‌ ‌example,‌ ‌fighting‌ ‌a‌ ‌monster‌ ‌with‌‌                               
your‌ ‌melee‌ ‌gear,‌ ‌talking‌ ‌as‌ ‌your‌ ‌character‌ ‌to‌ ‌another‌ ‌character‌ ‌about‌ ‌the‌ ‌latest‌ ‌tavern‌‌                           
rumors,‌ ‌and‌ ‌trying‌ ‌to‌ ‌sneak‌ ‌past‌ ‌an‌ ‌enemy‌ ‌patrol‌ ‌are‌ ‌all‌ ‌IG‌ ‌actions.‌ ‌ 

When‌ ‌a‌ ‌player‌ ‌is‌ ‌briefly‌ ‌OOG,‌‌they‌‌should‌‌put‌‌their‌‌hand‌‌or‌‌weapon‌‌to‌‌their‌‌head‌‌to‌‌indicate‌‌                                   
this.‌‌If‌‌the‌‌player‌‌will‌‌be‌‌OOG‌‌longer‌‌than‌‌a‌‌few‌‌moments‌‌and‌‌the‌‌game‌‌is‌‌already‌‌underway,‌‌                                   
they‌ ‌put‌ ‌on‌ ‌a‌ ‌white‌ ‌headband‌ ‌to‌ ‌note‌ ‌that‌ ‌they‌ ‌do‌ ‌not‌ ‌exist‌ ‌IG‌ ‌and‌ ‌should‌ ‌be‌ ‌ignored‌ ‌by‌‌                                     
others.‌‌ ‌  

Player‌ ‌/‌ ‌Character‌ ‌ 
You‌ ‌as‌ ‌a‌ ‌player‌ ‌are‌ ‌separate‌ ‌from‌ ‌your‌‌IG‌‌character,‌‌and‌‌it’s‌‌important‌‌to‌‌keep‌‌a‌‌distinction‌‌                                 
between‌ ‌the‌ ‌two.‌ ‌Robert‌ ‌might‌ ‌play‌ ‌the‌ ‌mighty‌ ‌healer‌ ‌Jazpeh‌ ‌at‌‌an‌‌event,‌‌but‌‌other‌‌players‌‌                               
should‌‌not‌‌always‌‌expect‌‌to‌‌encounter‌‌Jazpeh‌‌IG‌‌just‌‌because‌‌Robert‌‌is‌‌on‌‌site‌‌–‌‌he‌‌might‌‌be‌‌                                   
playing‌ ‌monsters‌ ‌for‌ ‌that‌ ‌event.‌ ‌Similarly,‌ ‌IG‌ ‌actions‌ ‌by‌ ‌a‌ ‌character‌ ‌should‌ ‌never‌ ‌be‌ ‌taken‌‌                             
OOG‌‌by‌‌the‌‌player‌‌–‌‌for‌‌example,‌‌if‌‌your‌‌character‌‌was‌‌knocked‌‌out‌‌in‌‌the‌‌woods‌‌and‌‌robbed‌‌                                   
by‌ ‌another‌ ‌character,‌ ‌you‌ ‌as‌ ‌a‌ ‌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 ‌are‌ ‌made‌ ‌by‌ ‌a‌ ‌player‌ ‌—‌ ‌for‌ ‌example,‌ ‌when‌ ‌to‌ ‌retire‌ ‌their‌‌                                 
character,‌‌or‌‌whether‌‌to‌‌spend‌‌character‌‌resources‌‌while‌‌Berserked.‌‌Whatever‌‌is‌‌chosen‌‌by‌‌the‌‌                           
player‌‌should‌‌be‌‌kept‌‌IG‌‌by‌‌other‌‌characters,‌‌since‌‌these‌‌are‌‌OOG‌‌choices.‌‌They‌‌may‌‌result‌‌in‌‌                                 
IG‌ ‌ramifications‌ ‌(such‌ ‌as‌ ‌if‌ ‌your‌ ‌character‌ ‌casts‌ ‌Necromancy,‌ ‌an‌ ‌illegal‌ ‌type‌ ‌of‌ ‌magic),‌ ‌but‌‌                             
should‌ ‌not‌ ‌result‌ ‌in‌ ‌OOG‌ ‌consequences.‌‌ ‌  

PC‌ ‌/‌ ‌Cast‌ ‌Member‌ ‌ 
Players‌‌attending‌‌a‌‌REFUGE‌‌event‌‌generally‌‌choose‌‌one‌‌of‌‌two‌‌rules:‌‌Player‌‌Character‌‌(PC)‌‌or‌‌                             
Non-Player‌‌Character‌‌(Cast‌‌Member).‌‌A‌‌PC‌‌is‌‌someone‌‌who‌‌plays‌‌a‌‌single‌‌character‌‌generally‌‌                           
for‌ ‌the‌ ‌length‌ ‌of‌ ‌the‌ ‌event.‌ ‌This‌ ‌character‌ ‌makes‌ ‌their‌ ‌own‌ ‌choices‌‌and‌‌accumulates‌‌XP‌‌and‌                               
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experience‌ ‌over‌ ‌time‌ ‌(as‌ ‌well‌ ‌as‌ ‌Deaths,‌ ‌should‌ ‌they‌ ‌need‌ ‌Resurrection.)‌ ‌Cast,‌ ‌on‌ ‌the‌ ‌other‌‌                             
hand,‌ ‌is‌ ‌a‌ ‌volunteer‌ ‌who‌ ‌helps‌‌staff‌‌the‌‌game‌‌by‌‌playing‌‌many‌‌roles‌‌throughout‌‌an‌‌event,‌‌as‌‌                                 
directed‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team‌‌for‌‌the‌‌event.‌‌They‌‌may‌‌act‌‌as‌‌a‌‌tavernkeep‌‌dispensing‌‌drinks‌‌and‌‌                                 
rumors‌ ‌one‌ ‌minute,‌ ‌and‌‌soon‌‌thereafter‌‌switch‌‌costumes‌‌and‌‌roles‌‌to‌‌play‌‌a‌‌bloodthirsty‌‌troll‌‌                             
trying‌ ‌to‌ ‌kill‌ ‌the‌ ‌PCs‌ ‌in‌‌town.‌‌Cast‌‌actions‌‌are‌‌directed‌‌by‌‌Plot,‌‌although‌‌many‌‌Cast‌‌Members‌‌                                 
are‌ ‌given‌ ‌limited‌ ‌leeway‌ ‌in‌ ‌how‌ ‌they‌ ‌want‌ ‌to‌ ‌play‌ ‌the‌ ‌characters‌ ‌they‌ ‌are‌ ‌given.‌ ‌ 

A‌‌PC‌‌should‌‌attempt‌‌to‌‌treat‌‌Cast‌‌Characters‌‌the‌‌same‌‌as‌‌other‌‌PCs,‌‌in‌‌spite‌‌of‌‌knowing,‌‌OOG,‌‌                                   
that‌ ‌the‌ ‌character‌ ‌is‌ ‌being‌ ‌played‌ ‌by‌ ‌a‌ ‌Cast‌ ‌Member.‌ ‌ 

It’s‌‌not‌‌uncommon‌‌for‌‌PCs‌‌to‌‌spend‌‌a‌‌few‌‌hours‌‌playing‌‌Cast‌‌at‌‌an‌‌event,‌‌to‌‌help‌‌out‌‌when‌‌Plot‌‌                                       
needs‌ ‌a‌ ‌few‌ ‌extra‌ ‌bodies‌ ‌or‌ ‌to‌ ‌change‌ ‌up‌ ‌the‌ ‌pace‌ ‌of‌ ‌their‌ ‌event.‌ ‌ 

Marshals‌ ‌ 
REFUGE‌ ‌appoints‌ ‌Marshals‌ ‌to‌ ‌help‌ ‌referee‌ ‌the‌ ‌game.‌ ‌These‌ ‌Marshals‌ ‌might‌ ‌be‌ ‌PCs‌ ‌or‌ ‌Cast,‌‌                             
and‌ ‌have‌‌a‌‌variety‌‌of‌‌duties‌‌at‌‌REFUGE,‌‌from‌‌helping‌‌clarify‌‌rules‌‌in‌‌the‌‌middle‌‌of‌‌combat‌‌to‌‌                                   
evaluating‌ ‌gear‌ ‌for‌ ‌safety.‌ ‌Marshals‌ ‌are‌ ‌required‌ ‌to‌ ‌be‌ ‌notified‌ ‌if‌ ‌you‌ ‌intend‌ ‌to‌ ‌break‌ ‌into‌‌                               
someone‌ ‌else’s‌ ‌cabin‌ ‌(IG)‌ ‌or‌ ‌cast‌ ‌a‌ ‌Ritual.‌ ‌ 

A‌‌Marshal’s‌‌job‌‌is‌‌to‌‌keep‌‌the‌‌game‌‌moving‌‌along.‌‌If‌‌a‌‌Marshal‌‌makes‌‌a‌‌call‌‌that‌‌you‌‌disagree‌‌                                     
with,‌ ‌don’t‌ ‌argue‌ ‌it‌ ‌–‌ ‌bring‌ ‌it‌ ‌up‌ ‌after‌ ‌the‌ ‌game,‌ ‌either‌ ‌to‌ ‌a‌‌designated‌‌Staff‌‌Member‌‌or‌‌the‌‌                                     
Head‌ ‌of‌‌Rules‌‌for‌‌your‌‌Chapter.‌‌Remember,‌‌the‌‌Marshals‌‌are‌‌committed‌‌to‌‌keeping‌‌the‌‌game‌‌                             
flowing‌ ‌with‌ ‌as‌ ‌little‌ ‌interruption‌ ‌as‌ ‌possible;‌ ‌please‌‌respect‌‌this‌‌role‌‌and‌‌help‌‌them‌‌even‌‌if‌‌a‌‌                                 
specific‌ ‌rules‌ ‌decision‌ ‌is‌ ‌disadvantageous‌ ‌for‌ ‌your‌ ‌character.‌ ‌ 

The‌ ‌4‌ ‌Most‌ ‌Important‌ ‌Rules‌ ‌ 
There‌‌are‌‌four‌‌rules‌‌in‌‌this‌‌book,‌‌revolving‌‌around‌‌safety‌‌and‌‌safe‌‌play,‌‌which‌‌are‌‌so‌‌important‌‌                                 
we‌‌want‌‌to‌‌make‌‌sure‌‌you‌‌understand‌‌them‌‌right‌‌up‌‌front.‌‌These‌‌rules‌‌are‌‌mandatory,‌‌and‌‌all‌‌                                 
players‌ ‌are‌ ‌required‌ ‌to‌ ‌follow‌ ‌them‌‌without‌‌exception‌‌or‌‌debate.‌‌Players‌‌should‌‌let‌‌a‌‌Marshal‌‌                             
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.‌‌If‌‌you‌‌see‌‌anything‌‌that‌‌appears‌‌to‌‌be‌‌                                   
unsafe,‌ ‌you‌ ‌can‌ ‌call‌ ‌a‌ ‌Pause.‌ ‌To‌ ‌do‌ ‌this,‌ ‌shout‌ ‌the‌ ‌words‌ ‌“Pause”‌ ‌as‌ ‌loudly‌ ‌as‌ ‌you‌ ‌can‌ ‌and‌‌                                     
everyone‌ ‌in‌‌the‌‌vicinity‌‌will‌‌drop‌‌to‌‌one‌‌knee.‌ ‌If‌‌dropping‌‌to‌‌a‌‌knee‌‌is‌‌unsafe‌‌or‌‌the‌‌player‌‌                                     
cannot,‌ ‌they‌ ‌must‌ ‌instead‌ ‌stay‌ ‌very‌ ‌still‌ ‌and‌ ‌alert.‌ ‌If‌ ‌you‌ ‌hear‌ ‌someone‌ ‌else‌ ‌shout‌ ‌this,‌‌                               
immediately‌‌halt‌‌what‌‌you‌‌are‌‌doing,‌‌drop‌‌to‌‌one‌‌knee,‌‌and‌‌wait‌‌for‌‌further‌‌instructions.‌‌You’ll‌‌                               
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probably‌‌also‌‌hear‌‌the‌‌call‌‌echo‌‌down‌‌the‌‌field‌‌so‌‌everyone‌‌hears‌‌it.‌‌Please‌‌note‌‌“MEDIC”‌‌is‌‌an‌‌                                   
OOG‌ ‌call‌ ‌for‌ ‌help,‌ ‌so‌ ‌never‌ ‌say‌ ‌this‌ ‌in‌ ‌game.‌ ‌ 

Body‌ ‌Contact‌ ‌ 
Outside‌‌of‌‌the‌‌specific‌‌rules‌‌outlined‌‌elsewhere‌‌(such‌‌as‌‌safely‌‌touching‌‌someone’s‌‌shoulder‌‌to‌‌                           
represent‌‌picking‌‌them‌‌up),‌‌you‌‌are‌‌not‌‌allowed‌‌to‌‌touch‌‌another‌‌person‌‌without‌‌their‌‌express‌‌                             
consent.‌ ‌Melee‌ ‌combat‌ ‌takes‌ ‌place‌ ‌only‌ ‌with‌ ‌approved‌ ‌gear.‌ ‌You‌ ‌may‌ ‌never‌ ‌use‌ ‌any‌‌                           
hand-to-hand‌ ‌attacks,‌ ‌kick,‌ ‌grab,‌ ‌or‌ ‌grapple‌ ‌other‌ ‌players.‌ ‌Participants‌ ‌are‌ ‌not‌ ‌allowed‌ ‌to‌‌                         
strike‌‌certain‌‌areas‌‌of‌‌the‌‌body‌‌with‌‌melee‌‌gear‌‌for‌‌safety‌‌reasons‌‌(invalid‌‌areas‌‌include‌‌head,‌‌                               
throat,‌ ‌groin,‌ ‌and‌ ‌hands‌ ‌from‌ ‌the‌ ‌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 ‌ 
You‌ ‌are‌ ‌forbidden‌ ‌from‌ ‌using‌ ‌any‌ ‌intoxicants‌ ‌(alcohol,‌ ‌cannabis,‌‌or‌‌other‌‌similar‌‌substances)‌‌                         
or‌‌illegal‌‌drugs‌‌at‌‌any‌‌gathering‌‌or‌‌event.‌‌You‌‌are‌‌never‌‌allowed‌‌to‌‌participate‌‌while‌‌under‌‌the‌‌                                 
influence‌‌of‌‌alcohol‌‌or‌‌illegal‌‌drugs‌‌regardless‌‌of‌‌where‌‌you‌‌consumed‌‌them‌‌(even‌‌off-site).‌‌If‌‌                             
you‌‌are‌‌impaired,‌‌you‌‌are‌‌not‌‌safe‌‌to‌‌fight,‌‌even‌‌if‌‌you‌‌believe‌‌you‌‌might‌‌be.‌‌This‌‌is‌‌never‌‌okay.‌‌                                       
If‌ ‌deemed‌‌impaired‌‌by‌‌game‌‌staff‌‌(such‌‌as‌‌Marshals),‌‌you‌‌may‌‌have‌‌to‌‌Page,‌‌or‌‌be‌‌removed‌‌                                 
from‌ ‌the‌ ‌game.‌ ‌ 

Sneaking‌ ‌&‌ ‌Theft‌ ‌ 
Sometimes‌ ‌you‌ ‌may‌ ‌want‌ ‌for‌ ‌your‌ ‌character‌ ‌to‌‌engage‌‌in‌‌some‌‌IG‌‌law-breaking‌‌or‌‌thievery.‌‌                             
While‌ ‌this‌ ‌is‌ ‌permitted,‌ ‌there‌ ‌are‌ ‌some‌ ‌tight‌ ‌controls‌ ‌on‌ ‌this‌ ‌activity.‌ ‌You‌ ‌must‌ ‌first‌ ‌get‌ ‌a‌‌                                 
Marshal‌ ‌(or‌ ‌designated‌ ‌staff‌‌member)‌‌before‌‌you‌‌are‌‌allowed‌‌to‌‌sneak‌‌into‌‌any‌‌building‌‌‌that‌‌                             
is‌ ‌not‌ ‌fully‌ ‌public‌ ‌(including‌ ‌a‌ ‌tent,‌ ‌or‌ ‌other‌ ‌sleeping‌ ‌area)‌ ‌where‌ ‌another‌ ‌players’‌‌personal‌‌                             
property‌‌might‌‌be‌‌present.‌‌The‌‌Marshal‌‌is‌‌there‌‌to‌‌ensure‌‌personal‌‌property‌‌is‌‌not‌‌accidentally‌‌                             
taken‌ ‌and‌ ‌that‌ ‌all‌ ‌game‌‌rules‌‌are‌‌observed.‌‌You‌‌are‌‌never‌‌allowed‌‌to‌‌steal‌‌personal‌‌property‌‌                               
or‌ ‌break‌ ‌a‌ ‌real‌ ‌world‌ ‌law.‌ ‌ 

Discrimination‌ ‌and‌ ‌Consent‌ ‌ 
Read‌ ‌our‌ ‌‌Code‌ ‌of‌ ‌Conduct‌.‌‌ ‌  

REFUGE‌ ‌LARP‌ ‌‌does‌ ‌not‌ ‌discriminate‌ ‌based‌ ‌on‌ ‌race,‌ ‌creed,‌ ‌color,‌ ‌ethnicity,‌ ‌national‌ ‌origin,‌‌                         
religion,‌ ‌sex,‌ ‌sexual‌ ‌orientation,‌ ‌gender‌ ‌expression‌ ‌or‌ ‌idenity,‌ ‌physical‌ ‌or‌ ‌mental‌‌                     
characteristics‌ ‌or‌ ‌ability,‌ ‌age‌ ‌(as‌ ‌long‌ ‌as‌ ‌you‌‌are‌‌old‌‌enough‌‌to‌‌play)‌‌veteran‌‌status,‌‌military‌‌                               
obligations,‌ ‌and‌ ‌marital‌ ‌status.‌ ‌You‌ ‌cannot‌ ‌be‌ ‌denied‌ ‌OOG‌ ‌or‌ ‌IG‌ ‌positions,‌ ‌benefits,‌ ‌or‌‌                           
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inclusion‌‌on‌‌these‌‌bases.‌‌This‌‌is‌‌and‌‌cannot‌‌be‌‌exhaustive‌‌and‌‌we‌‌expect‌‌all‌‌of‌‌our‌‌community‌‌                                 
members‌ ‌to‌ ‌actively‌ ‌create‌ ‌a‌ ‌safe‌ ‌and‌ ‌welcoming‌ ‌place‌ ‌for‌ ‌others‌ ‌to‌ ‌play‌ ‌ 

REFUGE‌‌and‌‌its‌‌Chapters‌‌regularly‌‌develop‌‌person-first‌‌policies‌‌that‌‌supplant‌‌this‌‌documents’‌‌                       
rules‌ ‌descriptions‌ ‌of‌ ‌gripping,‌ ‌hand-use,‌ ‌running,‌ ‌and‌ ‌similar‌ ‌activities.‌ ‌Active‌ ‌consent‌ ‌is‌‌                       
required‌ ‌for‌ ‌all‌ ‌IG‌ ‌&‌ ‌OOG‌ ‌physical‌ ‌touch‌ ‌and‌ ‌certain‌ ‌types‌ ‌of‌ ‌roleplay‌ ‌(including‌ ‌Mental‌‌                             
Abilities.)‌ ‌ 

The‌ ‌IG‌ ‌setting‌ ‌/‌ ‌world‌ ‌is‌ ‌far‌ ‌from‌ ‌an‌ ‌egalitarian‌ ‌paradise;‌ ‌you‌ ‌may‌ ‌encounter‌ ‌themes‌ ‌like‌‌                               
discrimination,‌ ‌unwarranted‌ ‌violence,‌ ‌oppression,‌ ‌slavery‌ ‌and‌ ‌extremism‌ ‌‌—‌ ‌just‌ ‌as‌ ‌your‌‌                     
character‌ ‌IG‌ ‌to‌ ‌triumph‌ ‌over‌ ‌villany‌ ‌and‌ ‌despair.‌ ‌REFUGE‌ ‌does‌ ‌not‌‌allow‌‌stories‌‌that‌‌depict‌‌                             
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.‌ ‌ 

Character‌ ‌creation‌ ‌is‌ ‌an‌ ‌exercise‌ ‌in‌ ‌imagination;‌ ‌people‌ ‌explore‌ ‌all‌ ‌kinds‌ ‌of‌ ‌identity‌ ‌through‌‌                           
LARPIng‌ ‌‌—‌ ‌such‌ ‌as‌ ‌by‌ ‌playing‌ ‌a‌ ‌character‌ ‌that‌ ‌is‌ ‌different‌ ‌from‌ ‌OOG‌ ‌gender.‌ ‌A‌ ‌character’s‌‌                               
pronouns‌ ‌will‌ ‌be‌ ‌respected,‌ ‌as‌ ‌will‌ ‌a‌ ‌player’s‌ ‌own.‌ ‌We‌ ‌expect‌ ‌our‌ ‌players‌ ‌to‌ ‌avoid‌ ‌building‌‌                               
character‌ ‌backgrounds‌ ‌that‌ ‌rely‌ ‌on‌ ‌stereotyping‌ ‌a‌ ‌real-world‌ ‌culture;‌ ‌to‌ ‌prevent‌ ‌your‌‌                       
character‌ ‌from‌ ‌being‌ ‌inadvertently‌ ‌insulting‌ ‌to‌ ‌other‌ ‌players‌ ‌who‌ ‌are‌ ‌a‌ ‌part‌ ‌of‌ ‌another‌ ‌culture.‌‌ ‌  

Contact‌ ‌a‌ ‌Marshal‌‌or‌‌a‌‌Chapter‌‌Representative‌‌if‌‌your‌‌needs‌‌are‌‌not‌‌being‌‌met,‌‌or‌‌to‌‌help‌‌us‌‌                                   
answer‌ ‌your‌ ‌questions‌ ‌and‌ ‌accommodate‌ ‌your‌ ‌requests.‌ ‌Refuge‌ ‌has‌ ‌an‌ ‌Accountability‌‌                     
Committee‌ ‌and‌ ‌a‌ ‌DEI‌ ‌Committee‌ ‌that‌ ‌may‌ ‌be‌ ‌contacted‌ ‌if‌ ‌local‌ ‌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 ‌Magic‌ ‌Scrolls,‌ ‌Poisons,‌ ‌or‌ ‌‌Alchemical‌ ‌‌substances‌ ‌(and‌ ‌the‌‌                           
like)‌‌during‌‌your‌‌adventures,‌‌they‌‌will‌‌have‌‌a‌‌Tag‌‌attached.‌‌If‌‌you‌‌create‌‌your‌‌own‌‌through‌‌the‌‌                                 
Production‌ ‌Points‌ ‌system,‌ ‌then‌ ‌you‌ ‌must‌ ‌supply‌ ‌a‌ ‌physical‌ ‌representation‌ ‌(physrep)‌ ‌for‌ ‌the‌‌                         
item,‌‌and‌‌the‌‌Tag‌‌must‌‌be‌‌attached.‌‌This‌‌physical‌‌representation‌‌can‌‌be‌‌stolen,‌‌at‌‌which‌‌point‌‌                               
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).‌‌ ‌  

Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌the‌ ‌Tags‌ ‌themselves‌ ‌are‌ ‌stealable‌ ‌even‌ ‌without‌ ‌a‌ ‌physrep;‌ ‌if‌ ‌someone‌‌                             
searches‌ ‌you,‌ ‌you‌ ‌must‌ ‌turn‌ ‌them‌ ‌over,‌ ‌even‌ ‌if‌ ‌physrep‌ ‌requirements‌ ‌are‌ ‌not‌ ‌being‌ ‌met.‌‌                             
Similarly,‌ ‌Tags‌ ‌can‌ ‌be‌ ‌destroyed‌ ‌even‌ ‌though‌ ‌they‌ ‌are‌ ‌not‌ ‌attached‌ ‌to‌ ‌a‌ ‌physrep.‌ ‌ 

You‌ ‌must‌ ‌provide‌ ‌your‌ ‌own‌ ‌physrep‌ ‌for‌ ‌Magic‌ ‌Items‌ ‌you‌ ‌create‌ ‌IG,‌ ‌although‌ ‌there‌ ‌may‌ ‌be‌‌                               
times‌ ‌that‌ ‌one‌ ‌will‌ ‌be‌ ‌provided‌ ‌IG.‌ ‌Once‌ ‌the‌ ‌physrep‌ ‌is‌ ‌IG,‌ ‌you‌ ‌cannot‌ ‌alter‌ ‌it‌ ‌in‌ ‌any‌ ‌way‌‌                                     
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except‌ ‌to‌ ‌repair‌ ‌it‌ ‌when‌ ‌needed.‌ ‌If‌ ‌the‌‌physrep‌‌wears‌‌out,‌‌then‌‌its‌‌replacement‌‌must‌‌look‌‌as‌‌                                 
close‌ ‌as‌ ‌possible‌ ‌to‌ ‌the‌ ‌original.‌ ‌Contact‌ ‌your‌ ‌local‌ ‌Marshals‌ ‌for‌ ‌guidance‌ ‌if‌ ‌you‌ ‌are‌ ‌unsure.‌ ‌ 

If‌‌you‌‌have‌‌a‌‌personal‌‌physrep‌‌that‌‌gets‌‌enchanted‌‌(for‌‌example,‌‌a‌‌suit‌‌of‌‌armor)‌‌and‌‌the‌‌item‌‌                                   
is‌ ‌stolen‌ ‌IG,‌ ‌you‌ ‌have‌ ‌the‌ ‌right‌ ‌to‌ ‌refuse‌ ‌to‌ ‌turn‌ ‌over‌ ‌your‌ ‌personal‌ ‌physrep.‌ ‌You‌ ‌must‌ ‌still,‌‌                                   
however,‌ ‌turn‌ ‌over‌ ‌the‌‌Tags‌‌for‌‌that‌‌item.‌‌In‌‌exchange‌‌for‌‌keeping‌‌your‌‌own‌‌item,‌‌you‌‌forfeit‌‌                                 
your‌‌ability‌‌to‌‌“recognize”‌‌your‌‌item‌‌later‌‌when‌‌the‌‌thief‌‌wears‌‌it‌‌IG‌‌(using‌‌your‌‌Tags‌‌with‌‌their‌‌                                   
own‌ ‌physical‌ ‌representation).‌ ‌ 

Character‌ ‌Creation‌ ‌ 
You‌ ‌must‌ ‌use‌ ‌the‌ ‌‌REFUGE‌ ‌Player‌ ‌Database‌ ‌(RPDb)‌ ‌‌to‌ ‌build‌ ‌your‌ ‌official‌ ‌character‌ ‌in‌ ‌the‌‌                             
REFUGE‌‌world.‌‌You‌‌can‌‌also‌‌experiment‌‌with‌‌builds‌‌in‌‌the‌‌‌REFUGE‌‌Freeplay‌‌Database‌.‌‌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.‌‌This‌‌is‌‌why‌‌the‌‌first‌‌recommended‌‌choice‌‌is‌‌Species‌‌(see‌‌Chapter‌‌II.)‌‌This‌‌choice‌‌will‌‌                               
give‌ ‌you‌ ‌a‌ ‌basic‌ ‌concept‌ ‌for‌ ‌what‌ ‌type‌ ‌of‌ ‌character‌ ‌you‌ ‌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.)‌‌Classes‌‌define‌‌what‌‌Skills‌‌                               
your‌‌character‌‌can‌‌easily‌‌learn‌‌and‌‌how‌‌they‌‌engage‌‌with‌‌the‌‌world‌‌around‌‌them.‌‌You‌‌are‌‌free‌‌                                 
to‌ ‌build‌ ‌a‌ ‌huge‌ ‌variety‌ ‌of‌ ‌character‌ ‌archetypes‌ ‌here,‌ ‌including‌ ‌a‌ ‌classic‌ ‌Fighter,‌ ‌a‌ ‌sneaky‌‌                             
Rogue,‌ ‌a‌ ‌powerful‌ ‌Scholar,‌ ‌a‌ ‌crafty‌ ‌Artisan,‌ ‌and‌ ‌more.‌ ‌ 

❏ Purchase‌ ‌your‌ ‌Skills‌ ‌(Chapter‌ ‌VI)‌ ‌ 

All‌ ‌characters‌ ‌begin‌ ‌with‌ ‌25‌ ‌Experience‌ ‌Points‌ ‌(XP),‌ ‌except‌ ‌those‌ ‌who‌ ‌have‌ ‌more‌ ‌XP‌ ‌from‌‌                             
donating‌‌or‌‌spending‌‌time‌‌as‌‌a‌‌Cast‌‌Member.‌‌Skills,‌‌purchased‌‌with‌‌XP,‌‌include‌‌a‌‌wide‌‌array‌‌of‌‌                                 
capabilities‌ ‌your‌ ‌character‌ ‌can‌ ‌use‌ ‌IG‌ ‌to‌ ‌produce‌ ‌items,‌ ‌defeat‌ ‌monsters,‌ ‌and‌ ‌protect‌ ‌allies.‌ ‌ 

❏ Purchase‌ ‌starting‌ ‌items‌ ‌(see‌ ‌below)‌ ‌ 

Each‌ ‌character‌ ‌begins‌ ‌with‌ ‌a‌ ‌pool‌ ‌of‌ ‌150‌ ‌copper‌ ‌pieces‌ ‌with‌ ‌which‌ ‌to‌ ‌buy‌ ‌starting‌ ‌items.‌‌                               
Players‌‌who‌‌have‌‌spent‌‌time‌‌as‌‌Cast‌‌Members‌‌or‌‌have‌‌donated‌‌to‌‌the‌‌game‌‌may‌‌have‌‌a‌‌larger‌‌                                   
pool.‌‌These‌‌items‌‌include‌‌weapons,‌‌Potions,‌‌and‌‌armor;‌‌things‌‌that‌‌are‌‌vital‌‌to‌‌an‌‌adventurer’s‌‌                             
way‌ ‌of‌ ‌life.‌ ‌ 
❏ Come‌ ‌up‌ ‌with‌ ‌a‌ ‌basic‌ ‌backstory.‌ ‌ 

Every‌ ‌REFUGE‌ ‌Chapter‌ ‌is‌ ‌a‌ ‌different‌ ‌Realm,‌ ‌and‌ ‌on‌ ‌each‌ ‌Realm‌ ‌are‌ ‌different‌ ‌cultures‌ ‌and‌‌                             
nations.‌‌Culture‌‌Packets‌‌might‌‌be‌‌available‌‌on‌‌your‌‌Chapter’s‌‌website‌‌or‌‌Facebook‌‌page;‌‌learn‌‌                           
about‌ ‌the‌ ‌available‌ ‌cultures‌ ‌and‌ ‌nations‌ ‌from‌ ‌your‌ ‌Chapter,‌ ‌and‌ ‌create‌ ‌character‌ ‌history‌ ‌or‌‌                           
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backstory.‌ ‌A‌ ‌good‌ ‌backstory‌ ‌has‌ ‌some‌ ‌mystery,‌ ‌but‌ ‌contains‌ ‌more‌ ‌answers‌ ‌than‌ ‌questions.‌‌                         
Backstories‌‌can‌‌be‌‌as‌‌detailed‌‌or‌‌as‌‌simple‌‌as‌‌you‌‌like.‌‌Below‌‌are‌‌some‌‌important‌‌questions‌‌to‌‌                                 
answer‌ ‌in‌ ‌your‌ ‌backstory:‌ ‌ 

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

Starting‌ ‌Items‌ ‌ 
When‌ ‌you‌ ‌play‌ ‌your‌ ‌first‌ ‌event‌ ‌as‌ ‌a‌ ‌new‌ ‌character,‌ ‌you‌ ‌are‌ ‌given‌ ‌certain‌ ‌starting‌ ‌materials‌‌                               
that‌ ‌your‌ ‌character‌ ‌should‌ ‌have‌ ‌IG.‌ ‌After‌ ‌that,‌ ‌you'll‌ ‌need‌ ‌to‌ ‌find‌ ‌new‌ ‌supplies‌ ‌IG.‌ ‌If,‌ ‌for‌‌                                 
example,‌‌your‌‌starting‌‌armor‌‌gets‌‌destroyed‌‌you’ll‌‌have‌‌to‌‌get‌‌new‌‌armor‌‌Tags‌‌IG‌‌by‌‌buying,‌‌                               
stealing,‌ ‌or‌ ‌making‌ ‌new‌ ‌armor.‌ ‌ 

Brand‌‌new‌‌characters‌‌with‌‌25‌‌Experience‌‌Points‌‌(XP)‌‌start‌‌with‌‌a‌‌pool‌‌of‌‌150‌‌copper‌‌pieces‌‌to‌‌                                 
spend‌ ‌on‌ ‌items‌ ‌and‌ ‌gear.‌ ‌These‌ ‌can‌ ‌be‌ ‌spent‌ ‌on‌ ‌equipment‌ ‌based‌ ‌on‌ ‌its‌ ‌Production‌ ‌Point‌‌                               
value.‌ ‌It‌ ‌can‌ ‌also‌ ‌be‌ ‌used‌ ‌to‌ ‌buy‌ ‌spells‌ ‌in‌ ‌your‌ ‌starting‌ ‌Spellbook‌ ‌at‌ ‌the‌ ‌spell‌ ‌ink‌ ‌cost‌ ‌of‌ ‌2‌‌                                       
copper‌ ‌pieces‌ ‌per‌ ‌level‌ ‌of‌ ‌the‌ ‌spell.‌ ‌‌Alchemy‌ ‌‌Formulas‌ ‌can‌ ‌be‌ ‌bought‌ ‌for‌‌1‌‌copper‌‌piece‌‌per‌‌                                 
Production‌ ‌Point.‌ ‌Channeling‌ ‌Sources‌ ‌can‌ ‌be‌ ‌purchased‌ ‌for‌ ‌their‌ ‌standard‌ ‌cost‌ ‌of‌ ‌20‌ ‌copper‌‌                           
pieces‌ ‌each,‌ ‌while‌ ‌armor,‌ ‌weapons,‌ ‌and‌ ‌other‌ ‌substances‌ ‌like‌ ‌poisons‌ ‌and‌ ‌Potions‌ ‌can‌ ‌be‌‌                           
purchased‌ ‌for‌ ‌their‌ ‌Production‌ ‌Point‌ ‌cost‌ ‌directly.‌ ‌Production‌ ‌Point‌‌costs‌‌can‌‌be‌‌found‌‌in‌‌the‌‌                             
Production‌ ‌Skills‌ ‌section.‌ ‌ 

If‌‌a‌‌character‌‌plays‌‌their‌‌first‌‌game‌‌with‌‌a‌‌higher‌‌XP‌‌total‌‌(for‌‌example,‌‌if‌‌you’ve‌‌been‌‌a‌‌Cast‌‌                                     
Member),‌ ‌the‌ ‌starting‌ ‌pool‌‌is‌‌bigger‌‌to‌‌represent‌‌gear‌‌the‌‌character‌‌might‌‌have‌‌collected‌‌IG.‌‌                             
The‌ ‌pool‌ ‌is‌ ‌equal‌ ‌to‌ ‌the‌ ‌character’s‌ ‌XP‌ ‌times‌ ‌their‌ ‌level‌ ‌plus‌ ‌100,‌ ‌up‌ ‌to‌ ‌level‌ ‌30‌ ‌(300‌ ‌XP).‌ ‌ 

Characters‌‌with‌‌enough‌‌points‌‌can‌‌spend‌‌them‌‌on‌‌starting‌‌Magic‌‌Items‌‌directly‌‌for‌‌their‌‌Ritual‌‌                             
Point‌ ‌cost.‌ ‌Ritual‌ ‌Point‌ ‌costs‌ ‌can‌ ‌be‌ ‌learned‌ ‌at‌ ‌Logistics.‌ ‌These‌ ‌items‌ ‌will‌ ‌be‌ ‌created‌‌in‌‌your‌‌                                 
local‌‌REFUGE‌‌Chapter.‌‌Each‌‌REFUGE‌‌LARP‌‌PC‌‌will‌‌want‌‌to‌‌start‌‌with‌‌Tags‌‌appropriate‌‌for‌‌their‌‌                               
starting‌ ‌needs.‌ ‌Every‌ ‌character‌ ‌will‌ ‌want‌ ‌to‌ ‌purchase‌ ‌any‌ ‌Weapon‌ ‌Tags‌ ‌and‌ ‌Armor‌ ‌Tags‌‌                           
equivalent‌ ‌to‌ ‌the‌ ‌physrepped‌ ‌gear‌ ‌they‌ ‌start‌ ‌with.‌‌ ‌  
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Chapter‌ ‌II:‌ ‌Species‌ ‌ 
Humans‌‌are‌‌not‌‌the‌‌only‌‌species‌‌in‌‌the‌‌world‌‌of‌‌REFUGE.‌‌There‌‌are‌‌many‌‌mythical‌‌and‌‌unusual‌‌                                 
species,‌‌such‌‌as‌‌Elves,‌‌Dwarves,‌‌Halflings,‌‌and‌‌more;‌‌and‌‌within‌‌each‌‌species,‌‌there‌‌are‌‌various‌‌                             
cultures.‌ ‌ 

Playing‌ ‌your‌ ‌species‌ ‌means‌ ‌knowing‌ ‌and‌ ‌understanding‌ ‌your‌ ‌species’‌ ‌culture‌ ‌and‌ ‌society‌ ‌in‌‌                         
your‌ ‌Campaign‌ ‌—‌ ‌just‌ ‌like‌ ‌not‌ ‌all‌ ‌Humans‌ ‌are‌ ‌alike,‌ ‌you‌ ‌shouldn’t‌‌expect‌‌all‌‌Elves‌‌to‌‌behave‌‌                                 
identically.‌ ‌Some‌ ‌species’‌ ‌cultures‌ ‌are‌ ‌purely‌ ‌fantastic‌ ‌like‌ ‌Kyn‌‌or‌‌Halflings;‌‌others‌‌are‌‌based‌‌                           
on‌‌popular‌‌mythology‌‌or‌‌folklore.‌‌Still‌‌other‌‌species‌‌such‌‌as‌‌the‌‌Avani‌‌have‌‌been‌‌created‌‌from‌‌                               
scratch,‌ ‌providing‌ ‌a‌ ‌unique‌ ‌feature‌ ‌to‌ ‌our‌ ‌game.‌ ‌ 

Descriptions‌‌of‌‌each‌‌species‌‌follow.‌‌There‌‌are‌‌more‌‌detailed‌‌Species‌‌Packets‌‌available‌‌for‌‌each‌‌                           
species‌ ‌to‌ ‌download‌ ‌from‌ ‌the‌ ‌REFUGE‌ ‌LARP‌ ‌website‌ ‌(‌www.refugelarp.org‌),‌ ‌and‌ ‌your‌ ‌local‌‌                       
Campaign‌ ‌will‌ ‌have‌ ‌information‌ ‌on‌ ‌the‌ ‌local‌ ‌culture(s)‌ ‌of‌ ‌that‌ ‌species.‌ ‌You‌ ‌may‌‌also‌‌refer‌‌to‌‌                               
REFUGE‌ ‌LARP‌ ‌Cosmology‌‌ ‌for‌ ‌additional‌ ‌information.‌‌ ‌  

Makeup‌ ‌and‌ ‌Prosthetic‌ ‌Requirements‌ ‌ 
All‌‌species‌‌other‌‌than‌‌Human‌‌have‌‌a‌‌makeup‌‌and/or‌‌prosthetic‌‌requirement‌‌associated‌‌with‌‌it.‌‌                           
If‌‌you‌‌wish‌‌to‌‌play‌‌one‌‌of‌‌these‌‌species,‌‌you‌‌must‌‌wear‌‌the‌‌appropriate‌‌makeup‌‌or‌‌prosthetic‌‌                                 
to‌ ‌distinguish‌ ‌yourself.‌ ‌Any‌ ‌prosthetic‌ ‌(such‌ ‌as‌ ‌Elf‌ ‌ears)‌ ‌must‌ ‌always‌ ‌be‌ ‌worn,‌ ‌even‌ ‌under‌ ‌a‌‌                               
hood‌‌or‌‌when‌‌hidden‌‌by‌‌hair.‌‌You‌‌cannot‌‌use‌‌makeup‌‌to‌‌represent‌‌Avana‌‌eyebrows,‌‌High‌‌Ogre‌‌                               
and‌ ‌High‌ ‌Orc‌ ‌tusks‌ ‌or‌ ‌any‌ ‌other‌ ‌required‌ ‌prosthetics.‌ ‌ 

If‌ ‌you‌ ‌play‌ ‌a‌ ‌Species‌ ‌that‌ ‌requires‌ ‌makeup,‌ ‌all‌ ‌exposed‌ ‌skin‌ ‌must‌ ‌be‌ ‌covered‌ ‌with‌ ‌the‌‌                               
appropriate‌ ‌makeup‌ ‌or‌ ‌colored‌ ‌cloth‌ ‌(Under‌ ‌Armour‌®‌ ‌and‌ ‌gloves‌ ‌are‌ ‌great‌ ‌for‌ ‌this.)‌ ‌You‌‌                           
cannot‌ ‌be‌ ‌a‌ ‌Halfling‌ ‌who‌ ‌shaves‌ ‌their‌ ‌eyebrows‌ ‌or‌ ‌a‌ ‌High‌ ‌Orc‌ ‌without‌ ‌protruding‌‌teeth.‌‌You‌‌                               
must‌ ‌not‌ ‌only‌ ‌act‌ ‌the‌ ‌species;‌ ‌you‌ ‌must‌ ‌also‌ ‌look‌ ‌the‌ ‌species.‌ ‌If‌ ‌you‌ ‌do‌ ‌not,‌ ‌you‌ ‌will‌ ‌not‌ ‌be‌‌                                       
allowed‌‌to‌‌continue‌‌playing‌‌the‌‌species‌‌and‌‌will‌‌be‌‌forcibly‌‌changed‌‌into‌‌a‌‌Human.‌‌You‌‌cannot‌‌                               
wear‌‌makeup‌‌to‌‌disguise‌‌yourself‌‌to‌‌appear‌‌as‌‌a‌‌species‌‌you‌‌are‌‌not,‌‌nor‌‌can‌‌you‌‌act‌‌in‌‌such‌‌a‌‌                                       
way‌ ‌as‌ ‌to‌ ‌mislead‌ ‌others‌ ‌as‌ ‌to‌ ‌your‌ ‌species.‌ ‌ 

Do‌‌not‌‌sleep‌‌in‌‌your‌‌makeup!‌‌Your‌‌skin‌‌needs‌‌to‌‌breathe,‌‌and‌‌any‌‌kind‌‌of‌‌makeup‌‌hinders‌‌that‌‌                                   
process‌ ‌to‌ ‌some‌ ‌extent.‌ ‌Therefore,‌ ‌you‌ ‌should‌ ‌wash‌ ‌all‌‌the‌‌makeup‌‌off‌‌your‌‌body‌‌each‌‌night‌‌                               
and‌ ‌reapply‌ ‌it‌ ‌in‌ ‌the‌ ‌morning.‌ ‌Your‌ ‌skin‌ ‌will‌ ‌thank‌ ‌you.‌ ‌As‌ ‌for‌ ‌makeup‌ ‌removal,‌ ‌moist‌‌                               
towelettes‌ ‌and‌ ‌baby‌ ‌wipes‌‌(look‌‌for‌‌biodegradable‌‌ones)‌‌are‌‌very‌‌good,and‌‌so‌‌is‌‌cold‌‌cream.‌‌                             
Avoid‌ ‌sharing‌ ‌makeup‌ ‌and‌ ‌sponges!‌ ‌It‌ ‌is‌ ‌possible‌ ‌for‌ ‌sponges‌ ‌and‌ ‌pancake‌ ‌makeup‌ ‌to‌‌                           
contract‌ ‌bacteria.‌ ‌Also,‌ ‌if‌ ‌one‌ ‌of‌ ‌the‌ ‌people‌ ‌using‌ ‌the‌ ‌makeup‌ ‌has‌ ‌a‌ ‌skin‌ ‌rash‌ ‌or‌ ‌other‌                                 
contagion,‌ ‌then‌ ‌it‌ ‌can‌ ‌be‌ ‌shared‌ ‌with‌ ‌other‌ ‌people‌ ‌using‌ ‌the‌ ‌makeup‌ ‌and‌ ‌sponge.‌ ‌ 
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Roleplaying‌ ‌Requirements‌ ‌ 
We‌‌expect‌‌you‌‌to‌‌play‌‌your‌‌character’s‌‌species‌‌properly.‌‌You‌‌must‌‌abide‌‌by‌‌the‌‌characteristics‌‌                             
of‌ ‌your‌ ‌species.‌ ‌You‌ ‌cannot‌ ‌write‌ ‌your‌ ‌history‌ ‌to‌ ‌be‌ ‌the‌ ‌outsider‌ ‌of‌‌your‌‌species.‌‌There‌‌is‌‌no‌‌                                   
such‌ ‌thing‌ ‌as‌ ‌a‌ ‌half-species.‌ ‌If‌ ‌your‌ ‌character‌ ‌history‌ ‌has‌ ‌your‌ ‌father‌ ‌as‌ ‌an‌ ‌Elf‌ ‌and‌ ‌your‌‌                                 
mother‌ ‌as‌ ‌a‌ ‌Human,‌ ‌that‌ ‌is‌‌fine,‌‌but‌‌in‌‌our‌‌game,‌‌you‌‌are‌‌one‌‌species‌‌or‌‌the‌‌other.‌‌You‌‌must‌‌                                       
then‌ ‌take‌ ‌all‌ ‌the‌ ‌abilities‌ ‌and‌‌physical‌‌characteristics‌‌of‌‌that‌‌single‌‌species‌‌and‌‌have‌‌none‌‌of‌‌                               
the‌ ‌unique‌ ‌characteristics‌ ‌of‌ ‌the‌ ‌other.‌ ‌It‌ ‌should‌ ‌always‌ ‌be‌ ‌clear‌ ‌to‌ ‌everyone‌ ‌exactly‌ ‌what‌‌                             
species‌ ‌you‌ ‌are‌ ‌portraying.‌‌ ‌  

These‌ ‌roleplaying‌ ‌rules‌ ‌are‌ ‌put‌ ‌in‌ ‌place‌ ‌to‌ ‌allow‌ ‌players‌ ‌to‌ ‌make‌ ‌assumptions‌ ‌about‌ ‌the‌‌                             
different‌‌species.‌‌When‌‌you‌‌see‌‌someone‌‌wearing‌‌pointed‌‌ears,‌‌you‌‌know‌‌that‌‌they‌‌may‌‌have‌‌                             
certain‌ ‌abilities‌ ‌such‌ ‌as‌ ‌‌Resist‌ ‌Command‌ ‌and‌ ‌that‌ ‌may‌ ‌change‌ ‌your‌ ‌strategy‌ ‌when‌ ‌dealing‌‌                           
with‌ ‌them.‌ ‌This‌ ‌adds‌ ‌up‌ ‌to‌ ‌more‌ ‌fun‌ ‌for‌ ‌you‌ ‌as‌ ‌well.‌ ‌By‌ ‌playing‌ ‌your‌ ‌species‌ ‌properly,‌‌other‌‌                                   
members‌ ‌of‌ ‌that‌ ‌species‌ ‌(and‌ ‌the‌ ‌Cast‌ ‌characters‌ ‌of‌ ‌that‌ ‌species)‌ ‌will‌ ‌be‌ ‌more‌ ‌willing‌ ‌to‌‌                               
roleplay‌ ‌with‌‌you,‌‌get‌‌you‌‌involved‌‌in‌‌their‌‌plots,‌‌and‌‌otherwise‌‌include‌‌you‌‌in‌‌the‌‌developing‌‌                               
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 ‌  ‌ 



‌ 
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‌ 
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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)‌ ‌ 

Avani‌ ‌were‌ ‌originally‌ ‌created‌ ‌by‌ ‌Gryphons‌ ‌from‌ ‌the‌ ‌birds‌ ‌that‌ ‌dwelled‌ ‌in‌ ‌their‌ ‌mountainous‌‌                           
homes.‌ ‌The‌ ‌connection‌ ‌Avanian‌ ‌societies‌‌maintain‌‌to‌‌Gryphons‌‌varies‌‌wildly,‌‌but‌‌their‌‌history‌‌                         
does‌ ‌tend‌‌to‌‌result‌‌in‌‌Avani‌‌who‌‌are‌‌highly‌‌motivated‌‌and‌‌have‌‌strong‌‌convictions.‌‌Individual‌‌                             
Avani‌‌also‌‌can‌‌form‌‌strong‌‌bonds‌‌with‌‌Gryphons,‌‌called‌‌pacts,‌‌that‌‌can‌‌have‌‌both‌‌positive‌‌and‌‌                               
negative‌ ‌consequences.‌ ‌ 

Like‌ ‌their‌ ‌progenitors,‌ ‌Avani‌ ‌have‌ ‌the‌ ‌innate‌ ‌ability‌ ‌to‌ ‌interact‌ ‌with‌ ‌minds‌ ‌and‌ ‌mental‌‌                           
landscapes.‌ ‌Their‌ ‌power‌ ‌in‌‌this‌‌area‌‌largely‌‌centres‌‌around‌‌memory,‌‌and‌‌their‌‌ability‌‌to‌‌view,‌‌                             
protect,‌ ‌and‌ ‌alter‌ ‌it.‌ ‌This‌ ‌intimate‌ ‌relationship‌ ‌with‌ ‌memory‌ ‌gives‌‌them‌‌a‌‌unique‌‌perspective‌‌                           
on‌‌its‌‌inherent‌‌weakness‌‌and‌‌value.‌‌Many‌‌Avanian‌‌cultures‌‌place‌‌emphasis‌‌on‌‌the‌‌role‌‌memory‌‌                             
plays‌ ‌in‌ ‌the‌ ‌creation‌ ‌of‌ ‌the‌ ‌self,‌ ‌and‌ ‌the‌ ‌idea‌ ‌of‌ ‌immortality‌ ‌through‌ ‌the‌ ‌preservation‌ ‌of‌‌                               
memory.‌‌ ‌  

Avani‌‌can‌‌store‌‌memories‌‌in‌‌special‌‌items‌‌called‌‌Lodestones.‌‌Almost‌‌all‌‌Avani‌‌have‌‌at‌‌least‌‌one‌‌                               
personal‌ ‌Lodestone‌ ‌that‌ ‌they‌ ‌store‌ ‌their‌ ‌own‌ ‌experiences‌ ‌in,‌ ‌so‌ ‌that‌ ‌in‌ ‌the‌ ‌event‌ ‌of‌ ‌their‌‌                               
permanent‌ ‌death‌ ‌their‌ ‌memories‌ ‌will‌ ‌live‌ ‌on‌ ‌within‌ ‌it.‌ ‌Avanian‌ ‌communities‌ ‌typically‌ ‌form‌‌                         
around‌‌a‌‌similar‌‌but‌‌more‌‌powerful‌‌item‌‌called‌‌a‌‌Homestone‌‌where‌‌these‌‌records‌‌are‌‌collected‌‌                             
and‌ ‌preserved.‌ ‌ 

As‌ ‌they‌ ‌gain‌ ‌mastery‌‌of‌‌their‌‌mental‌‌powers,‌‌Avani‌‌can‌‌use‌‌that‌‌strength‌‌to‌‌resist‌‌the‌‌effects‌‌                                 
of‌ ‌Command‌ ‌magics‌ ‌and‌ ‌break‌ ‌the‌ ‌effect‌ ‌of‌ ‌them‌ ‌on‌ ‌others.‌ ‌ 

Although‌‌they‌‌are‌‌humanoid‌‌in‌‌appearance,‌‌Avani‌‌are‌‌a‌‌separate‌‌species,‌‌which‌‌manifests‌‌in‌‌a‌‌                             
few‌ ‌distinct‌ ‌physical‌ ‌traits.‌‌They‌‌do‌‌not‌‌react‌‌to‌‌alcohol‌‌in‌‌the‌‌same‌‌way‌‌most‌‌species‌‌do‌‌but‌‌                                   
feel‌‌a‌‌similar‌‌effect‌‌when‌‌consuming‌‌chocolate.‌‌They‌‌age‌‌at‌‌a‌‌similar‌‌rate‌‌to‌‌Humans‌‌until‌‌they‌‌                                 
reach‌ ‌maturity,‌ ‌at‌ ‌which‌ ‌point‌ ‌the‌ ‌process‌ ‌slows‌ ‌significantly,‌ ‌leading‌ ‌to‌ ‌a‌ ‌notably‌ ‌longer‌‌                           
lifespan.‌ ‌ 

The‌‌most‌‌significant‌‌non-visual‌‌difference‌‌between‌‌Avani‌‌and‌‌most‌‌species‌‌is‌‌their‌‌relationship‌‌                         
with‌ ‌Celestial‌ ‌Magic.‌ ‌Due‌ ‌to‌ ‌the‌ ‌same‌ ‌factors‌ ‌that‌ ‌give‌ ‌them‌ ‌their‌ ‌mental‌ ‌abilities,‌ ‌Avani‌‌                             
experience‌‌physical‌‌pain‌‌when‌‌exposed‌‌to‌‌Celestial‌‌Magic.‌‌They‌‌are‌‌incapable‌‌of‌‌producing‌‌it‌‌                           
themselves‌ ‌and‌ ‌feel‌ ‌discomfort‌ ‌when‌ ‌holding‌ ‌or‌ ‌carrying‌ ‌Magic‌ ‌Items‌ ‌of‌ ‌Celestial‌ ‌power.‌‌                         
Entering‌‌an‌‌area‌‌infused‌‌with‌‌Celestial‌‌Magic‌‌results‌‌in‌‌an‌‌even‌‌stronger‌‌reaction‌‌and‌‌lingering‌‌                             
in‌ ‌such‌ ‌places‌ ‌can‌ ‌have‌ ‌significant‌ ‌consequences.‌ ‌This‌ ‌also‌ ‌means‌‌that‌‌Avani‌‌typically‌‌avoid‌‌                           
having‌ ‌even‌ ‌beneficial‌ ‌Celestial‌ ‌Magic‌ ‌cast‌ ‌on‌ ‌them,‌ ‌except‌ ‌in‌ ‌the‌ ‌direst‌ ‌of‌ ‌circumstances.‌ ‌ 
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Species‌ ‌Skills:‌ ‌Cannot‌ ‌purchase‌ ‌‌Read‌ ‌Magic;‌ ‌‌Break‌ ‌Command‌ ‌2‌ ‌XP;‌ ‌Mental‌ ‌Abilities;‌ ‌‌Resist‌‌                         
Command‌‌ ‌for‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Avani‌‌can‌‌be‌‌recognized‌‌by‌‌the‌‌feathers‌‌that‌‌grow‌‌on‌‌                           
their‌‌face,‌‌and‌‌occasionally‌‌in‌‌their‌‌hair.‌‌The‌‌patterns‌‌and‌‌placements‌‌of‌‌the‌‌feathers‌‌vary,‌‌but‌‌                               
they‌ ‌are‌ ‌always‌ ‌clearly‌ ‌visible.‌ ‌The‌ ‌colors‌ ‌of‌ ‌the‌ ‌feathers‌ ‌are‌ ‌reflections‌ ‌of‌ ‌an‌ ‌Avana’s‌‌                             
dominant‌‌personality‌‌traits,‌‌although‌‌interpreting‌‌the‌‌meanings‌‌of‌‌feathers‌‌is‌‌more‌‌an‌‌art‌‌than‌‌                           
a‌ ‌science.‌ ‌ 

An‌ ‌Avana’s‌‌feathers‌‌may‌‌have‌‌as‌‌few‌‌as‌‌one‌‌color,‌‌or‌‌as‌‌many‌‌as‌‌three.‌‌The‌‌exception‌‌to‌‌this‌‌                                     
general‌ ‌rule‌ ‌is‌ ‌silver‌ ‌or‌ ‌gold‌ ‌feathers,‌ ‌which‌ ‌may‌ ‌appear‌ ‌in‌ ‌addition‌ ‌to‌ ‌or‌ ‌in‌ ‌place‌ ‌of‌ ‌the‌‌                                   
feather‌ ‌colors‌ ‌of‌ ‌an‌ ‌Avana‌ ‌with‌ ‌respectively‌ ‌30‌ ‌&‌ ‌60‌ ‌XP‌ ‌spent‌ ‌in‌ ‌Species‌ ‌Skills.‌ ‌ 

Dark‌ ‌Elf‌ ‌ 
To‌ ‌surface-dwellers,‌ ‌Dark‌ ‌Elves‌ ‌often‌ ‌seem‌ ‌cold‌ ‌and‌ ‌standoffish.‌ ‌This‌ ‌is‌ ‌due‌ ‌to‌ ‌their‌ ‌high‌‌                             
expectations‌‌of‌‌personal‌‌conduct,‌‌both‌‌for‌‌themselves‌‌and‌‌others.‌‌This‌‌is‌‌not‌‌to‌‌say‌‌that‌‌Dark‌‌                               
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,‌‌it‌‌is‌‌almost‌‌always‌‌to‌‌a‌‌                                     
greater‌‌purpose.‌‌Due‌‌to‌‌their‌‌mistrust‌‌of‌‌the‌‌more‌‌“carefree”‌‌people‌‌of‌‌the‌‌surface,‌‌Dark‌‌Elves‌‌                               
tend‌‌to‌‌gravitate‌‌toward‌‌and‌‌place‌‌greater‌‌trust‌‌in‌‌those‌‌with‌‌similar‌‌values.‌‌While‌‌Dark‌‌Elves‌‌                               
do‌ ‌have‌ ‌a‌ ‌sense‌‌of‌‌self-preservation,‌‌they‌‌are‌‌generally‌‌taught‌‌not‌‌to‌‌show‌‌fear‌‌or‌‌hesitation‌‌                               
in‌ ‌the‌ ‌face‌ ‌of‌ ‌adversity.‌ ‌Therefore,‌ ‌they‌ ‌are‌ ‌often‌ ‌inclined‌ ‌to‌ ‌meet‌ ‌difficult,‌ ‌and‌ ‌even‌‌                             
life-threatening,‌ ‌challenges‌ ‌head‌ ‌on.‌ ‌Dark‌ ‌Elven‌ ‌culture‌ ‌places‌ ‌a‌ ‌high‌ ‌value‌ ‌on‌ ‌the‌ ‌valor‌ ‌of‌‌                             
such‌ ‌deeds,‌ ‌but‌ ‌this‌ ‌belief‌ ‌does‌ ‌often‌ ‌cost‌ ‌Dark‌ ‌Elves‌ ‌their‌ ‌lives.‌‌ ‌  

Law‌‌and‌‌personal‌‌accountability‌‌are‌‌of‌‌the‌‌utmost‌‌importance‌‌to‌‌Dark‌‌Elf‌‌society‌‌—‌‌the‌‌law‌‌is‌‌                                 
the‌ ‌law,‌ ‌and‌ ‌those‌ ‌who‌ ‌violate‌ ‌it‌ ‌should‌ ‌anticipate‌ ‌harsh‌ ‌punishments.‌ ‌Similarly,‌ ‌those‌ ‌who‌‌                           
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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 ‌ 



‌ 

uphold‌ ‌the‌ ‌law‌ ‌are‌ ‌held‌ ‌to‌ ‌the‌ ‌most‌ ‌stringent‌‌of‌‌standards.‌‌Therefore,‌‌they‌‌are‌‌worthy‌‌of‌‌the‌‌                                 
utmost‌ ‌respect,‌ ‌so‌ ‌long‌ ‌as‌ ‌they‌ ‌maintain‌ ‌their‌ ‌integrity.‌ ‌ 

Dark‌‌Elves‌‌age‌‌normally‌‌up‌‌to‌‌adulthood,‌‌and‌‌then‌‌very‌‌slowly,‌‌or‌‌not‌‌at‌‌all.‌‌It‌‌is‌‌difficult‌‌to‌‌say‌‌                                       
if‌‌Dark‌‌Elves‌‌are‌‌ageless,‌‌since‌‌it‌‌is‌‌rare‌‌for‌‌them‌‌to‌‌live‌‌to‌‌truly‌‌old‌‌age,‌‌given‌‌their‌‌willingness‌‌                                       
to‌ ‌do‌ ‌what‌ ‌is‌ ‌necessary‌ ‌in‌ ‌the‌ ‌face‌ ‌of‌ ‌danger.‌‌ ‌  

Dark‌‌Elves‌‌have‌‌pointed‌‌ears‌‌and‌‌silver‌‌or‌‌white‌‌hair.‌‌Their‌‌skin‌‌can‌‌range‌‌in‌‌color‌‌from‌‌gray‌‌to‌‌                                     
blue‌ ‌to‌ ‌purple;‌‌ ‌black‌ ‌is‌ ‌not‌ ‌a‌ ‌permitted‌ ‌skin‌ ‌color.‌ ‌ 

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

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌‌Dark‌ ‌Elves‌ ‌must‌ ‌have‌ ‌pointed‌ ‌elf‌ ‌ears.‌ ‌All‌ ‌exposed‌‌                         
skin‌ ‌may‌ ‌be‌ ‌any‌ ‌shade‌ ‌of‌ ‌blue‌ ‌or‌ ‌purple,‌ ‌or‌ ‌gray‌ ‌so‌ ‌long‌ ‌as‌ ‌it’s‌‌not‌‌light‌‌enough‌‌to‌‌look‌‌like‌‌                                         
white‌ ‌or‌ ‌dark‌ ‌enough‌ ‌to‌ ‌look‌‌like‌‌black‌‌at‌‌first‌‌glance.‌‌‌Black‌‌makeup‌‌will‌‌absolutely‌‌not‌‌be‌‌                                 
permitted.‌ ‌Skin-tight‌ ‌cloth,‌ ‌like‌ ‌compression‌ ‌clothing,‌ ‌tights‌ ‌and‌ ‌gloves,‌ ‌can‌ ‌also‌ ‌be‌ ‌used‌ ‌to‌‌                           
simulate‌ ‌skin.‌ ‌Since‌ ‌makeup‌ ‌can‌ ‌transfer‌ ‌to‌ ‌other‌ ‌surfaces‌ ‌and‌ ‌players,‌ ‌and‌ ‌their‌ ‌garb,‌‌                           
wearing‌ ‌fingerless‌ ‌gloves‌ ‌or‌ ‌other‌ ‌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 ‌ 
While‌ ‌there‌ ‌is‌ ‌some‌ ‌debate‌ ‌over‌ ‌what‌ ‌type‌ ‌of‌ ‌ecosystem‌ ‌the‌ ‌Great‌ ‌Forest‌ ‌actually‌ ‌is,‌ ‌the‌‌                               
general‌ ‌consensus‌ ‌is‌ ‌that‌ ‌Dryads‌ ‌watched‌ ‌over‌ ‌the‌ ‌First‌ ‌Realm‌ ‌until‌ ‌it‌ ‌was‌ ‌time‌ ‌for‌ ‌them‌ ‌to‌‌                                 
take‌‌their‌‌rest‌‌and‌‌pass‌‌over‌‌stewardship.‌‌When‌‌they‌‌woke‌‌from‌‌their‌‌Great‌‌Sleep,‌‌memories‌‌of‌‌                               
their‌‌culture‌‌had‌‌become‌‌buried‌‌deep‌‌within‌‌the‌‌recesses‌‌of‌‌their‌‌minds.‌‌Many‌‌have‌‌woken‌‌to‌‌a‌‌                                 
quite‌‌different‌‌world.‌‌Overall,‌‌they‌‌are‌‌a‌‌sociable‌‌people.‌‌Harmless‌‌mischief‌‌is‌‌often‌‌seen‌‌as‌‌an‌‌                               
important‌ ‌cultural‌ ‌bonding‌ ‌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 ‌but‌‌mortal‌‌creatures‌‌of‌‌flesh‌‌and‌‌blood‌‌with‌‌                               
an‌ ‌extremely‌ ‌diverse‌ ‌background.‌ ‌Their‌ ‌physiology‌ ‌is‌ ‌as‌ ‌broad‌‌as‌‌all‌‌the‌‌flora‌‌and‌‌fungi‌‌that‌‌                               
exist‌‌in‌‌the‌‌natural‌‌world.‌‌Dryads‌‌also‌‌come‌‌from‌‌many‌‌varied‌‌regions.‌‌For‌‌example,‌‌you‌‌may‌‌                               
find‌ ‌Dryads‌ ‌living‌ ‌in‌ ‌swampy‌ ‌mires,‌ ‌arid‌ ‌deserts,‌ ‌and‌ ‌deeply‌ ‌forested‌ ‌regions.‌ ‌ 

Due‌ ‌to‌ ‌their‌ ‌deep‌ ‌connection‌ ‌to‌ ‌the‌ ‌natural‌ ‌world‌ ‌Dryads‌ ‌can‌ ‌purchase‌ ‌‌Herbal‌ ‌Lore‌ ‌at‌ ‌half‌‌                               
price‌ ‌and‌ ‌Resist‌ ‌Binding‌ ‌as‌ ‌a‌ ‌Species‌ ‌Skill.‌ ‌Because‌ ‌of‌ ‌their‌ ‌aversion‌ ‌to‌ ‌large‌ ‌quantities‌ ‌of‌‌                               
metal,‌‌they‌‌cannot‌‌wear‌‌armor‌‌of‌‌a‌‌grade‌‌higher‌‌than‌‌2‌‌points‌‌per‌‌location,‌‌though‌‌they‌‌may‌‌                                 
use‌‌the‌‌armor‌‌layering‌‌rules‌‌to‌‌achieve‌‌higher‌‌values‌‌in‌‌a‌‌location‌‌—‌‌see‌‌the‌‌Armor‌‌section‌‌for‌‌                                   
details.‌‌Dryads‌‌may‌‌learn‌‌to‌‌use‌‌any‌‌weapon‌‌but‌‌must‌‌avoid‌‌physreped‌‌metal‌‌ones‌‌—‌‌a‌‌Dryad‌‌                                 
might‌ ‌use‌ ‌an‌ ‌obsidian‌ ‌sword‌ ‌or‌ ‌one‌ ‌that‌ ‌has‌ ‌been‌ ‌Silvered.‌‌ ‌  
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Species‌ ‌Skills:‌‌ ‌Half‌ ‌cost‌ ‌for‌ ‌‌Herbal‌ ‌Lore‌;‌ ‌‌Resist‌ ‌Binding‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌To‌ ‌play‌ ‌a‌ ‌Dryad,‌ ‌you‌ ‌must‌ ‌use‌ ‌makeup‌ ‌and‌                         
costuming‌ ‌appropriate‌ ‌for‌ ‌the‌ ‌type.‌ ‌All‌ ‌must‌ ‌have‌ ‌some‌ ‌sort‌ ‌of‌ ‌leafy‌ ‌prosthetic,‌ ‌such‌ ‌as‌‌                             
flowers‌‌in‌‌the‌‌hair‌‌or‌‌vines‌‌around‌‌the‌‌body.‌‌Mushrooms‌‌must‌‌have‌‌a‌‌cap‌‌or‌‌veil.‌‌Makeup‌‌can‌‌                                   
be‌ ‌as‌ ‌simple‌ ‌or‌ ‌as‌ ‌creative‌ ‌as‌ ‌you‌ ‌wish,‌ ‌as‌‌long‌‌as‌‌it‌‌is‌‌nature-inspired.‌‌While‌‌every‌‌Dryad‌‌is‌‌                                     
different,‌ ‌clothing‌ ‌and‌ ‌kit‌ ‌tends‌ ‌to‌ ‌favor‌ ‌Earth‌ ‌tones,‌ ‌or‌ ‌colors‌ ‌reflective‌ ‌of‌ ‌their‌ ‌type‌ ‌(i.e.‌ ‌A‌‌                                 
Lilac‌ ‌dryad‌ ‌may‌ ‌have‌ ‌a‌ ‌kit‌ ‌that‌ ‌includes‌ ‌soft‌ ‌greens,‌ ‌pinks‌ ‌and‌ ‌purples).‌ ‌The‌ ‌makeup‌ ‌and‌‌                               
costuming‌ ‌can‌ ‌change‌ ‌with‌ ‌the‌ ‌seasons;‌ ‌thus,‌ ‌an‌‌Aspen‌‌Dryad‌‌could‌‌be‌‌primarily‌‌gray‌‌in‌‌the‌‌                               
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 ‌regions‌‌but‌‌                             
can‌ ‌be‌ ‌found‌ ‌in‌ ‌a‌ ‌variety‌ ‌of‌ ‌climates.‌ ‌In‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE,‌ ‌playing‌ ‌a‌ ‌Dwarf‌ ‌does‌ ‌not‌‌                                   
mean‌ ‌small‌ ‌nor‌ ‌short.‌ ‌They‌ ‌commonly‌‌live‌‌in‌‌vast‌‌cities‌‌built‌‌with‌‌precision‌‌and‌‌adorned‌‌with‌‌                               
elaborate‌ ‌carvings‌ ‌and‌ ‌the‌ ‌finest‌ ‌metal‌ ‌work.‌ ‌The‌ ‌most‌ ‌recognizable‌ ‌trait‌ ‌of‌ ‌a‌ ‌Dwarf‌ ‌is‌ ‌a‌‌                               
glorious‌‌beard‌‌and/or‌‌braids.‌‌These‌‌are‌‌very‌‌well-groomed‌‌and‌‌generally‌‌adorned‌‌with‌‌jewelry‌‌                         
or‌‌personal‌‌accessories,‌‌these‌‌features‌‌are‌‌a‌‌major‌‌part‌‌of‌‌their‌‌culture‌‌and‌‌a‌‌source‌‌of‌‌great‌‌                                 
pride‌ ‌for‌ ‌the‌ ‌species.‌ ‌ 

Dwarves‌ ‌are‌ ‌fierce‌ ‌warriors‌ ‌and‌ ‌rarely‌ ‌back‌ ‌down‌ ‌from‌ ‌challenges,‌ ‌either‌ ‌physical,‌ ‌social,‌‌                         
verbal,‌‌or‌‌abstract.‌ ‌As‌‌a‌‌long-lived‌‌species,‌‌they‌‌also‌‌tend‌‌toward‌‌a‌‌“slow‌‌and‌‌steady‌‌wins‌‌the‌‌                                 
race”‌‌attitude.‌‌Dwarven‌‌attention‌‌to‌‌detail‌‌borders‌‌on‌‌obsession‌‌and‌‌in‌‌combination‌‌with‌‌their‌‌                           
other‌ ‌traits,‌ ‌this‌ ‌often‌ ‌leads‌ ‌to‌ ‌lively‌ ‌conversations‌ ‌even‌ ‌among‌ ‌their‌ ‌family‌ ‌and‌ ‌allies.‌ ‌Yet,‌‌                             
when‌‌it‌‌comes‌‌to‌‌war,‌‌they‌‌are‌‌quick‌‌and‌‌decisive.‌‌Glory‌‌in‌‌battle,‌‌especially‌‌when‌‌that‌‌battle‌‌is‌‌                                   
defending‌‌their‌‌own‌‌species,‌‌is‌‌a‌‌battle‌‌worth‌‌fighting‌‌to‌‌win.‌ ‌A‌‌Dwarf‌‌will‌‌go‌‌out‌‌of‌‌their‌‌way‌‌                                     
to‌ ‌help‌ ‌their‌ ‌own,‌ ‌and‌ ‌this‌ ‌is‌‌extended‌‌to‌‌include‌‌those‌‌to‌‌which‌‌they've‌‌bestowed‌‌the‌‌title‌‌of‌‌                                   
friend.‌ ‌Truehearted,‌‌noble,‌‌and‌‌unrelenting‌‌in‌‌battle,‌‌when‌‌someone‌‌manages‌‌to‌‌truly‌‌befriend‌‌                         
a‌ ‌Dwarf,‌ ‌they‌ ‌will‌ ‌have‌ ‌a‌ ‌fiercely‌ ‌loyal‌ ‌comrade‌ ‌for‌ ‌life.‌ ‌ 

Dwarves‌‌take‌‌great‌‌pride‌‌in‌‌the‌‌various‌‌things‌‌they‌‌create,‌‌and‌‌those‌‌creations‌‌are‌‌not‌‌limited‌‌                               
to‌ ‌smithing.‌ ‌From‌ ‌Weapons‌ ‌and‌ ‌armor,‌ ‌to‌ ‌towering‌ ‌statues,‌ ‌down‌ ‌to‌ ‌the‌ ‌most‌ ‌delicate‌ ‌of‌‌                             
jewelry,‌ ‌even‌ ‌their‌ ‌cuisines‌ ‌and‌ ‌ale‌ ‌they‌ ‌make‌ ‌has‌ ‌the‌ ‌same‌‌passion‌‌poured‌‌into‌‌it.‌‌Dwarven‌‌                               
artisanship‌‌is‌‌held‌‌in‌‌the‌‌highest‌‌regard‌‌by‌‌most,‌‌prized‌‌throughout‌‌the‌‌Realms‌‌of‌ ‌REFUGE;‌‌the‌‌                               
byword‌‌for‌‌quality‌‌is‌‌craftdwarfship.‌‌Be‌‌warned,‌‌considering‌‌the‌‌time‌‌and‌‌meticulous‌‌attention‌‌                         
to‌ ‌detail‌ ‌that‌ ‌goes‌ ‌into‌ ‌everything‌ ‌they‌ ‌make,‌ ‌Dwarves‌ ‌are‌‌not‌‌amused‌‌by‌‌unwarranted‌‌and‌‌                             
hasty‌ ‌criticism.‌ ‌When‌ ‌a‌ ‌Dwarf‌ ‌comes‌ ‌of‌ ‌age,‌ ‌they‌ ‌often‌ ‌specialize‌ ‌in‌ ‌a‌ ‌specific‌ ‌craft.‌ ‌ 

All‌ ‌Dwarves‌ ‌carry‌ ‌the‌ ‌story‌ ‌of‌ ‌their‌ ‌life‌ ‌and‌ ‌lineage‌ ‌with‌ ‌them,‌ ‌literally,‌ ‌in‌ ‌the‌ ‌form‌ ‌of‌ ‌some‌‌                                   
style‌‌of‌‌braiding‌‌or‌‌decoration‌‌of‌‌their‌‌own‌‌hair.‌ ‌These‌‌braids‌‌are‌‌some‌‌of‌‌the‌‌most‌‌treasured‌‌                                 
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things‌ ‌in‌ ‌their‌ ‌life.‌ ‌To‌ ‌that‌ ‌end,‌ ‌there‌ ‌are‌ ‌at‌‌least‌‌one‌‌of‌‌two‌‌options‌‌which‌‌must‌‌be‌‌selected‌‌                                     
when‌ ‌physically‌ ‌representing‌ ‌this‌ ‌species:‌ ‌A‌ ‌beard‌ ‌with‌ ‌at‌ ‌least‌ ‌two‌ ‌braids‌ ‌decorated‌ ‌with‌‌                           
beads,‌ ‌runes,‌ ‌or‌ ‌beard‌ ‌coils;‌ ‌or‌ ‌head‌ ‌braids,‌ ‌either‌ ‌one‌ ‌large‌ ‌or‌ ‌at‌ ‌least‌ ‌two‌ ‌smaller‌ ‌ones‌‌                                 
adorned‌ ‌with‌ ‌beads,‌‌runes,‌‌or‌‌coils.‌‌Head‌‌braids‌‌should‌‌be‌‌visible‌‌at‌‌a‌‌glance‌‌and‌‌must‌‌be‌‌at‌‌                                   
least‌‌one‌‌and‌‌a‌‌half‌‌times‌‌shoulder‌‌length‌‌(from‌‌the‌‌top‌‌of‌‌their‌‌head‌‌to‌‌shoulder‌‌plus‌‌half‌‌that‌‌                                     
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 ‌to‌ ‌years‌ ‌of‌‌                             
exposure‌ ‌to‌‌the‌‌trace‌‌amount‌‌of‌‌gases‌‌and‌‌poisons‌‌that‌‌can‌‌be‌‌found‌‌lingering‌‌in‌‌mineshafts‌‌                               
where‌‌they‌‌work,‌‌deep‌‌within‌‌the‌‌earth.‌‌The‌‌inborn‌‌musculature‌‌and‌‌excellent‌‌immune‌‌systems‌‌                           
of‌ ‌Dwarves‌ ‌are‌ ‌often‌ ‌burnished‌ ‌by‌ ‌generations‌ ‌of‌ ‌constant‌ ‌extreme‌ ‌physical‌ ‌activity:‌ ‌this‌‌                         
allows‌‌each‌‌purchase‌‌of‌‌‌Hardy‌‌at‌‌-1‌‌XP.‌‌Likewise,‌‌their‌‌natural‌‌endurance‌‌toward‌‌temperature‌‌                           
and‌ ‌Celestial‌ ‌Magic‌ ‌leaves‌ ‌them‌ ‌hardened‌ ‌against‌ ‌the‌ ‌elements,‌ ‌and‌ ‌with‌ ‌many‌ ‌being‌                         
continuously‌‌subjected‌‌to‌‌intense‌‌hot‌‌and‌‌cold‌‌environments‌‌where‌‌they‌‌must‌‌perform‌‌most‌‌of‌‌                           
their‌ ‌work,‌ ‌this‌ ‌trait‌ ‌also‌ ‌becomes‌ ‌a‌ ‌practice:‌ ‌they‌ ‌may‌ ‌purchase‌ ‌the‌ ‌Species‌ ‌Skill‌ ‌‌Resist‌‌                             
Element.‌ ‌Dwarven‌ ‌hereditary‌ ‌attention‌ ‌to‌ ‌detail‌ ‌and‌ ‌an‌ ‌uncanny‌ ‌knack‌ ‌with‌ ‌the‌ ‌forge‌ ‌mean‌‌                           
Dwarves‌ ‌can‌ ‌purchase‌ ‌the‌ ‌‌Blacksmith‌ ‌‌Skill‌ ‌for‌ ‌-1‌ ‌XP.‌ ‌ 

Species‌‌Skills:‌‌‌Blacksmith‌‌‌purchased‌‌at‌‌-1‌‌XP;‌‌‌Hardy‌‌Skill‌‌purchased‌‌at‌‌-1‌‌XP;‌‌‌Resist‌‌Element‌‌‌3‌‌                               
XP;‌ ‌‌Resist‌ ‌Poison‌‌ ‌4‌ ‌XP.‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌There‌‌are‌‌2‌‌options‌‌when‌‌physically‌‌representing‌‌this‌‌                       
species.‌‌A‌‌beard‌‌with‌‌at‌‌least‌‌2‌‌braids‌‌decorated‌‌with‌‌beads,‌‌runes,‌‌or‌‌beard‌‌coils‌‌is‌‌required;‌‌                                 
and/or‌‌head‌‌braids‌‌either‌‌1‌‌large‌‌or‌‌at‌‌least‌‌2‌‌smaller‌‌ones‌‌adorned‌‌with‌‌beads,‌‌runes,‌‌or‌‌coils.‌‌                                   
Head‌ ‌braids‌ ‌should‌ ‌be‌ ‌visible‌‌at‌‌a‌‌glance‌‌and‌‌must‌‌be‌‌at‌‌least‌‌one‌‌and‌‌a‌‌half‌‌times‌‌shoulder‌‌                                     
length‌ ‌(from‌ ‌the‌ ‌top‌ ‌of‌ ‌your‌ ‌head‌ ‌to‌ ‌shoulder‌ ‌plus‌ ‌half‌ ‌that‌ ‌length).‌ ‌You‌ ‌may‌ ‌take‌ ‌a‌‌                                 
combination‌ ‌of‌ ‌both‌ ‌beard‌ ‌and‌ ‌head‌ ‌braids‌ ‌if‌ ‌you‌ ‌choose.‌ ‌Your‌ ‌beard‌ ‌and‌ ‌braids‌ ‌may‌ ‌be‌‌                               
artificial‌ ‌or‌ ‌real,‌ ‌as‌ ‌long‌ ‌as‌ ‌they‌ ‌meet‌ ‌listed‌ ‌requirements.‌ ‌ 

Elf‌ ‌ 
If‌ ‌other‌ ‌long-lived‌ ‌species‌ ‌are‌ ‌stones‌ ‌in‌ ‌the‌ ‌river‌ ‌of‌ ‌time,‌ ‌steadfast‌ ‌against‌ ‌the‌ ‌torrents‌ ‌of‌‌                               
change,‌ ‌then‌ ‌Elves‌ ‌are‌ ‌fish.‌ ‌They‌ ‌exist‌ ‌within‌ ‌the‌ ‌movements‌ ‌and‌ ‌flows‌ ‌of‌ ‌their‌ ‌world--they‌‌                             
understand‌‌them,‌‌are‌‌molded‌‌by‌‌them,‌‌and‌‌live‌‌in‌‌harmony.‌‌Because‌‌of‌‌that,‌‌they‌‌have‌‌made‌‌                               
their‌ ‌way‌ ‌into‌ ‌every‌ ‌corner‌ ‌of‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌they‌ ‌inhabit,‌ ‌displaying‌ ‌an‌ ‌incredible‌‌                             
fluidity‌ ‌of‌ ‌physiology,‌ ‌culture,‌ ‌and‌ ‌temperament.‌ ‌ 

Elves‌ ‌inevitably‌ ‌flourish‌ ‌in‌ ‌almost‌‌any‌‌environment‌‌and‌‌have‌‌gradually‌‌adjusted‌‌their‌‌genetic‌‌                         
traits‌‌to‌‌be‌‌more‌‌in‌‌tune‌‌with‌‌their‌‌surroundings.‌‌Variants‌‌have‌‌developed‌‌over‌‌time,‌‌exhibiting‌‌                             
subtle‌‌shifts‌‌to‌‌best‌‌suit‌‌their‌‌chosen‌‌ecosystem.‌‌These‌‌may‌‌manifest‌‌as‌‌simply‌‌as‌‌differences‌‌                             
in‌ ‌complexion,‌ ‌all‌ ‌the‌ ‌way‌ ‌up‌ ‌to‌ ‌unique‌ ‌specializations‌ ‌to‌ ‌thrive‌‌in‌‌an‌‌unforgiving‌‌landscape.‌‌                             

19‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

Elves‌ ‌have‌ ‌been‌‌found‌‌in‌‌cities,‌‌deserts,‌‌forests,‌‌tundras,‌‌plains,‌‌on‌‌the‌‌high-seas,‌‌as‌‌nomads,‌‌                             
as‌ ‌settled‌ ‌members‌ ‌of‌ ‌communities,‌ ‌and‌ ‌even‌ ‌as‌ ‌avowed‌ ‌hermits.‌ ‌A‌ ‌city-dwelling‌ ‌Elf‌ ‌might‌‌                           
have‌ ‌lived‌ ‌there‌ ‌since‌ ‌it‌ ‌was‌ ‌a‌ ‌cluster‌ ‌of‌ ‌huts,‌ ‌and‌ ‌love‌ ‌the‌ ‌city‌ ‌all‌ ‌the‌ ‌more‌ ‌for‌ ‌it,‌ ‌another‌‌                                       
might‌‌wander‌‌the‌‌world‌‌as‌‌an‌‌eternal‌‌student,‌‌investing‌‌centuries‌‌into‌‌a‌‌monumental‌‌magnum‌‌                           
opus,‌‌and‌‌another‌‌might‌‌stand‌‌guardian‌‌over‌‌some‌‌forgotten,‌‌wild‌‌place‌‌far‌‌from‌‌the‌‌edge‌‌of‌‌                               
civilization’s‌ ‌maps.‌‌ ‌  

All‌ ‌Elves,‌ ‌despite‌ ‌their‌ ‌evolutionary‌ ‌adaptability,‌ ‌share‌ ‌the‌ ‌same‌ ‌core‌ ‌biological‌ ‌traits.‌ ‌They‌‌                         
possess‌ ‌incredibly‌ ‌keen‌ ‌senses‌ ‌that‌ ‌allow‌ ‌them‌ ‌to‌ ‌perceive‌ ‌the‌ ‌world‌ ‌around‌ ‌them‌ ‌with‌ ‌a‌‌                             
clarity‌‌many‌‌species‌‌could‌‌only‌‌dream‌‌of.‌‌When‌‌focused,‌‌an‌‌Elf‌‌can‌‌scent‌‌a‌‌shift‌‌in‌‌weather,‌‌or‌‌                                   
hear‌‌the‌‌songs‌‌of‌‌night‌‌creatures.‌‌Their‌‌vision‌‌is‌‌unparalleled,‌‌even‌‌at‌‌a‌‌great‌‌distance,‌‌making‌‌                               
elves‌‌particularly‌‌suited‌‌for‌‌‌Archery‌‌‌and‌‌ranged‌‌combat,‌‌which‌‌they‌‌can‌‌learn‌‌at‌‌half‌‌the‌‌cost.‌‌                               
Their‌ ‌natural‌ ‌long-life‌ ‌gives‌ ‌them‌ ‌a‌ ‌strong‌ ‌focus‌ ‌on‌ ‌maintaining‌ ‌the‌ ‌stability‌ ‌of‌ ‌whatever‌‌                           
environment‌ ‌they’ve‌ ‌chosen‌ ‌to‌ ‌call‌ ‌home,‌ ‌whether‌ ‌that‌ ‌means‌ ‌fostering‌ ‌sustainable‌ ‌living‌‌                       
within‌ ‌the‌ ‌rhythms‌ ‌of‌ ‌nature,‌ ‌preserving‌ ‌the‌ ‌socio-economic‌ ‌health‌ ‌of‌ ‌their‌ ‌humble‌ ‌town,‌ ‌or‌‌                           
manipulating‌ ‌relationships‌ ‌between‌ ‌nations‌ ‌as‌ ‌dignitaries.‌ ‌These‌ ‌sustainable‌ ‌practices‌ ‌often‌‌                   
make‌ ‌for‌ ‌a‌ ‌healthier‌ ‌landscape‌ ‌and‌ ‌Elven‌ ‌people,‌ ‌aiding‌ ‌in‌ ‌resistances‌ ‌to‌ ‌common‌ ‌illnesses‌‌                           
and‌ ‌further‌ ‌fortifying‌ ‌the‌ ‌natural‌ ‌Elven‌ ‌longevity.‌‌ ‌  

While‌ ‌Elven‌ ‌societies‌‌exist‌‌in‌‌every‌‌variation‌‌of‌‌structure‌‌and‌‌style,‌‌they‌‌demonstrate‌‌obvious‌‌                           
commonalities.‌‌Their‌‌stewardship‌‌over‌‌their‌‌land‌‌results‌‌in‌‌architecture‌‌where‌‌engineering‌‌and‌‌                       
natural‌ ‌features‌ ‌exist‌ ‌in‌ ‌perfect‌ ‌union.‌ ‌Natural‌ ‌resources‌ ‌are‌ ‌cared‌ ‌for‌ ‌and‌ ‌maintained‌‌                         
vigilantly,‌‌making‌‌them‌‌profitable‌‌trade-partners‌‌to‌‌other‌‌societies,‌‌or‌‌perhaps‌‌rich‌‌targets‌‌for‌‌                         
conquest.‌ ‌Being‌ ‌so‌ ‌attuned‌ ‌with‌ ‌the‌ ‌land,‌ ‌sea,‌ ‌and‌‌stars,‌‌Elven‌‌cultures‌‌are‌‌prone‌‌to‌‌observe‌‌                               
and‌ ‌celebrate‌ ‌occasions‌ ‌of‌ ‌natural‌ ‌beauty‌ ‌and‌ ‌astronomical‌ ‌occurrences‌ ‌whenever‌ ‌possible.‌ ‌ 

Elves‌‌understand‌‌that‌‌there‌‌is‌‌always,‌‌always‌‌more‌‌time,‌‌and‌‌even‌‌the‌‌most‌‌awful‌‌tragedies‌‌or‌‌                               
grand‌ ‌triumphs‌ ‌will‌ ‌pass‌ ‌and‌‌fade‌‌away.‌‌This‌‌tendency‌‌can‌‌make‌‌them‌‌appear‌‌unempathetic‌‌                           
to‌‌the‌‌day-to-day‌‌hardships‌‌of‌‌life--‌‌even‌‌aloof,‌‌passive‌‌aggressive,‌‌or‌‌at‌‌worst,‌‌elitist.‌‌Yet‌‌this‌‌                               
resilience‌‌of‌‌mind‌‌gives‌‌them‌‌natural‌‌mental‌‌defenses,‌‌and‌‌all‌‌Elves‌‌gain‌‌access‌‌to‌‌the‌‌Species‌‌                               
Skill‌‌‌Resist‌‌Command‌.‌‌Many‌‌young‌‌Elves‌‌are‌‌filled‌‌with‌‌an‌‌unquenchable‌‌wanderlust,‌‌and‌‌their‌‌                           
buoyant‌ ‌spirits‌ ‌lead‌ ‌them‌ ‌towards‌ ‌exploration‌ ‌and‌ ‌discovery.‌ ‌Some‌ ‌never‌ ‌settle‌ ‌down,‌ ‌and‌‌                         
spend‌ ‌mortal‌ ‌lifetimes‌ ‌seeking‌ ‌adventure‌ ‌on‌ ‌the‌ ‌ever-elusive‌ ‌edge‌ ‌of‌ ‌the‌ ‌unknown.‌‌ ‌  

So‌ ‌much‌ ‌variety‌‌and‌‌potential‌‌may‌‌make‌‌defining‌‌the‌‌species‌‌as‌‌slippery‌‌as‌‌catching‌‌a‌‌silver‌‌                               
fish‌ ‌in‌ ‌a‌ ‌stream,‌ ‌but‌ ‌one‌ ‌need‌ ‌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.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌All‌ ‌Elves‌ ‌must‌ ‌wear‌ ‌pointed‌ ‌ear‌ ‌prosthetics.‌ ‌These‌‌                       
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may‌ ‌vary‌ ‌in‌ ‌shape‌ ‌and‌ ‌length‌ ‌but‌ ‌should‌ ‌be‌ ‌visible‌ ‌over‌ ‌the‌ ‌player’s‌ ‌hairline.‌ ‌Ideally‌ ‌these‌‌                               
should‌ ‌be‌ ‌a‌ ‌shape‌ ‌which‌ ‌is‌ ‌not‌ ‌easily‌ ‌mistaken‌ ‌for‌ ‌animal‌ ‌ears.‌ ‌You‌ ‌are‌ ‌also‌ ‌encouraged‌ ‌to‌‌                                 
have‌ ‌any‌ ‌other‌ ‌costuming‌ ‌you‌ ‌feel‌ ‌further‌ ‌represents‌ ‌the‌ ‌type‌ ‌of‌ ‌Elf‌ ‌you‌ ‌are‌ ‌playing.‌ ‌ 

Halfling‌ ‌ 
Halflings‌ ‌are‌‌peaceful‌‌people.‌‌Primary‌‌among‌‌all‌‌other‌‌considerations,‌‌Halflings‌‌love‌‌comfort.‌‌                       
They‌ ‌enjoy‌ ‌a‌ ‌pleasant‌ ‌home,‌ ‌a‌ ‌warm‌ ‌fireplace,‌ ‌good‌ ‌food,‌ ‌fancy‌ ‌clothing,‌ ‌fine‌ ‌wine,‌ ‌and‌‌                             
excellent‌‌distractions.‌‌Halflings‌‌love‌‌a‌‌good‌‌story,‌‌play,‌‌book,‌‌or‌‌bard,‌‌and‌‌will‌‌actively‌‌seek‌‌out‌‌                               
entertainment‌ ‌when‌ ‌it‌ ‌is‌ ‌available.‌ ‌The‌ ‌art‌ ‌of‌ ‌storytelling‌ ‌in‌ ‌all‌ ‌its‌ ‌forms‌ ‌is‌ ‌highly‌ ‌valued,‌ ‌so‌‌                                 
much‌ ‌so‌ ‌that‌ ‌those‌ ‌who‌ ‌take‌ ‌up‌ ‌trade‌ ‌as‌ ‌a‌ ‌bard‌ ‌or‌ ‌author‌ ‌are‌ ‌highly‌ ‌revered‌ ‌in‌ ‌Halfling‌‌                                   
society.‌‌As‌‌such,‌‌both‌‌oral‌‌and‌‌written‌‌history‌‌are‌‌extremely‌‌important‌‌to‌‌a‌‌Halfling.‌‌A‌‌Halfling‌‌                               
dedicated‌‌to‌‌chronicling‌‌histories‌‌sticks‌‌with‌‌the‌‌facts.‌‌But‌‌if‌‌the‌‌focus‌‌is‌‌storytelling,‌‌then‌‌why‌‌                               
let‌ ‌facts‌ ‌get‌ ‌in‌ ‌the‌ ‌way?‌ ‌ 

Halflings‌ ‌greatly‌ ‌value‌ ‌wares‌ ‌and‌ ‌goods‌ ‌and‌ ‌love‌ ‌a‌ ‌good‌ ‌bargain‌ ‌or‌ ‌deal.‌ ‌They‌ ‌would‌‌never‌‌                               
deign‌‌to‌‌offer‌‌an‌‌insulting‌‌price‌‌on‌‌someone’s‌‌work.‌‌Craft‌‌and‌‌method‌‌are‌‌highly‌‌valued,‌‌as‌‌are‌‌                                 
the‌ ‌people‌ ‌who‌ ‌produce‌ ‌truly‌ ‌remarkable‌ ‌wares.‌ ‌As‌ ‌Halflings‌ ‌are‌ ‌known‌ ‌to‌ ‌be‌ ‌shrewd‌ ‌and‌‌                             
talented‌‌in‌‌business,‌‌they‌‌are‌‌a‌‌boon‌‌to‌‌any‌‌industry‌‌they‌‌set‌‌themselves‌‌to.‌‌Their‌‌appreciation‌‌                               
of‌ ‌quality‌ ‌and‌ ‌Skill‌ ‌in‌ ‌dealing‌ ‌with‌ ‌others‌ ‌is‌ ‌truly‌ ‌unparalleled.‌ ‌Yet,‌ ‌most‌ ‌Halflings‌ ‌are‌ ‌often‌‌                               
willing‌ ‌to‌ ‌pay‌ ‌more‌ ‌for‌ ‌an‌ ‌item‌ ‌of‌ ‌significance,‌ ‌if‌ ‌the‌ ‌story‌ ‌is‌ ‌impressive‌ ‌enough.‌‌ ‌  

When‌ ‌it‌ ‌all‌ ‌boils‌ ‌down,‌ ‌Halflings‌ ‌are‌ ‌generally‌ ‌simple‌ ‌folks;‌ ‌they‌ ‌enjoy‌ ‌a‌ ‌good‌ ‌home‌‌and‌‌the‌‌                                 
comforts‌‌afforded‌‌there.‌‌Because‌‌of‌‌this,‌‌Halflings‌‌generally‌‌dislike‌‌adventuring‌‌and‌‌the‌‌risks‌‌it‌‌                           
involves.‌ ‌To‌ ‌some,‌ ‌though,‌ ‌the‌ ‌possibility‌ ‌of‌ ‌earning‌ ‌rewards‌ ‌or‌ ‌discovering‌ ‌stories‌ ‌and‌‌                         
treasure‌‌in‌‌some‌‌long-forgotten‌‌dungeon‌‌is‌‌often‌‌just‌‌too‌‌tempting‌‌to‌‌resist.‌‌However,‌‌it‌‌will‌‌be‌‌                               
rare‌ ‌for‌ ‌any‌ ‌Halfling‌ ‌to‌ ‌desire‌ ‌to‌ ‌be‌ ‌an‌ ‌adventurer‌‌for‌‌too‌‌long,‌‌and‌‌the‌‌plan‌‌will‌‌be‌‌to‌‌do‌‌so‌‌                                         
just‌ ‌long‌ ‌enough‌ ‌to‌ ‌become‌ ‌the‌ ‌subject‌ ‌of‌ ‌a‌ ‌story‌ ‌or‌ ‌four.‌ ‌Can‌ ‌you‌ ‌ever‌ ‌be‌ ‌the‌ ‌subject‌ ‌of‌‌                                     
enough‌ ‌stories?‌ ‌ 

Since‌ ‌Halflings‌ ‌appreciate‌ ‌the‌ ‌finer‌ ‌pleasures‌ ‌in‌ ‌life,‌ ‌outsiders‌ ‌wrongly‌ ‌can‌ ‌see‌ ‌them‌ ‌as‌‌                           
materialistic.‌ ‌This‌ ‌is‌ ‌not‌ ‌so.‌ ‌Greed‌ ‌is‌ ‌seen‌ ‌as‌ ‌one‌ ‌of‌ ‌the‌ ‌worst‌ ‌infractions‌ ‌in‌ ‌Halfling‌ ‌society,‌‌                                 
only‌‌eclipsed‌‌by‌‌the‌‌scorn‌‌doled‌‌out‌‌to‌‌those‌‌who‌‌steal‌‌or‌‌cheat.‌‌Halflings‌‌are‌‌known‌‌to‌‌value‌‌a‌‌                                     
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 ‌stay‌‌neutral‌‌and‌‌mind‌‌their‌‌own‌‌business‌‌(in‌‌more‌‌                               
ways‌ ‌than‌ ‌one.)‌ ‌ 

Reputation‌ ‌among‌ ‌fellow‌ ‌Halflings‌ ‌is‌ ‌extremely‌ ‌important,‌ ‌as‌ ‌it‌ ‌is‌ ‌essential‌ ‌to‌ ‌keeping‌ ‌a‌‌                           
peaceful‌ ‌and‌ ‌comfortable‌ ‌life.‌ ‌Among‌ ‌other‌ ‌species,‌‌however,‌‌a‌‌Halfling‌‌does‌‌not‌‌necessarily‌‌                         
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place‌ ‌their‌ ‌reputation‌ ‌in‌ ‌such‌ ‌high‌ ‌concern.‌ ‌Seldom‌ ‌does‌ ‌a‌ ‌Halfling‌ ‌do‌ ‌something‌ ‌without‌‌                           
considering‌ ‌the‌‌impact‌‌to‌‌their‌‌reputation,‌‌but‌‌it‌‌is‌‌important‌‌to‌‌keep‌‌in‌‌mind‌‌that‌‌sometimes‌‌                               
reputation‌ ‌and‌ ‌action‌ ‌are‌ ‌quite‌ ‌different‌ ‌things.‌ ‌ 

Halflings‌ ‌solve‌ ‌a‌ ‌problem‌ ‌by‌ ‌viewing‌ ‌it‌ ‌first‌ ‌through‌ ‌every‌ ‌possible‌ ‌angle.‌ ‌Even‌ ‌Halfling‌‌                           
warriors‌‌don’t‌‌just‌‌step‌‌up‌‌to‌‌a‌‌foe‌‌and‌‌start‌‌swinging;‌‌they‌‌think‌‌before‌‌they‌‌act.‌‌They‌‌do‌‌not‌‌                                     
rush‌ ‌their‌ ‌decision‌ ‌making.‌ ‌Sometimes,‌ ‌non-Halflings‌ ‌see‌ ‌this‌ ‌concern‌ ‌and‌ ‌consideration‌ ‌as‌‌                       
aloofness‌ ‌or‌ ‌obtuseness.‌ ‌In‌ ‌truth,‌ ‌Halfling‌ ‌society‌ ‌just‌ ‌favors‌ ‌clever‌ ‌thinking,‌ ‌whether‌ ‌it‌ ‌be‌‌                           
riddles,‌ ‌tactics,‌ ‌puzzles,‌ ‌philosophy,‌‌logic,‌‌and‌‌out-of-the-box‌‌problem‌‌solving.‌‌But,‌‌at‌‌the‌‌end‌‌                         
of‌ ‌the‌ ‌day,‌ ‌though‌ ‌they‌ ‌may‌‌not‌‌be‌‌naturally‌‌bellicose,‌‌Halflings‌‌are‌‌fierce‌‌defenders‌‌of‌‌their‌‌                               
homes‌ ‌and‌ ‌their‌ ‌comforts.‌ ‌ 

Halflings‌ ‌love‌ ‌tradition,‌ ‌whether‌ ‌it‌ ‌be‌ ‌personal,‌ ‌familial,‌ ‌or‌ ‌communal.‌ ‌Watching‌ ‌the‌ ‌dawn,‌‌                         
celebrating‌‌birthdays,‌‌welcoming‌‌in‌‌the‌‌harvest‌‌or‌‌newcomers‌‌—‌‌whatever‌‌the‌‌tradition,‌‌these‌‌                         
can‌ ‌be‌ ‌developed‌ ‌over‌ ‌a‌‌year,‌‌a‌‌lifetime,‌‌or‌‌over‌‌generations.‌‌This‌‌may‌‌explain‌‌why‌‌Halflings‌‌                               
seem‌ ‌to‌ ‌have‌ ‌so‌ ‌very‌ ‌many‌ ‌parties‌ ‌and‌ ‌celebrations.‌ ‌With‌ ‌such‌ ‌a‌ ‌devotion‌ ‌to‌ ‌tradition,‌‌                             
invariably‌ ‌a‌ ‌few‌ ‌will‌ ‌be‌ ‌truly‌ ‌mystifying‌ ‌to‌ ‌outsiders.‌ ‌Hierarchy‌ ‌of‌ ‌traditions‌ ‌is‌ ‌key,‌ ‌with‌ ‌the‌‌                               
oldest‌‌being‌‌given‌‌the‌‌greatest‌‌consideration.‌‌While‌‌Halflings‌‌find‌‌traditions‌‌important‌‌to‌‌stick‌‌                         
to,‌‌this‌‌does‌‌not‌‌hamper‌‌the‌‌creation‌‌of‌‌new‌‌ones.‌‌Every‌‌Halfling‌‌knows‌‌that‌‌new‌‌traditions‌‌can‌‌                                 
be‌‌just‌‌as‌‌rich‌‌and‌‌important‌‌as‌‌old‌‌ones.‌‌With‌‌such‌‌an‌‌appreciation‌‌of‌‌celebrations,‌‌traditions,‌‌                               
and‌‌comforts,‌‌Halflings‌‌are‌‌true‌‌epicureans.‌‌Such‌‌delights‌‌have‌‌made‌‌their‌‌constitutions‌‌quite‌‌                         
strong‌‌—‌‌strong‌‌enough‌‌to‌‌resist‌‌poisons‌‌(if‌‌well-trained).‌‌Halflings‌‌are‌‌also‌‌quite‌‌nimble,‌‌both‌‌                             
of‌ ‌body‌ ‌and‌ ‌of‌ ‌mind.‌ ‌ 

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

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌Use‌ ‌accentuating‌ ‌makeup‌ ‌or‌ ‌prosthetic‌ ‌to‌ ‌meet‌‌                     
eyebrow‌ ‌alteration‌‌requirements‌‌like‌‌distinctive‌‌eyebrows‌‌AND,‌‌as‌‌a‌‌second‌‌component,‌‌have‌‌                       
a‌ ‌prominent‌ ‌metallic‌ ‌birthmark‌ ‌(makeup,‌ ‌tattoo,‌ ‌or‌ ‌prosthetic)‌ ‌on‌ ‌the‌ ‌face.‌ ‌ 

High‌ ‌Ogre‌ ‌ 
High‌ ‌Ogres‌ ‌have‌ ‌large‌ ‌rearward‌ ‌facing‌ ‌horns,‌ ‌red,‌ ‌orange,‌ ‌and/or‌ ‌yellow‌ ‌veins‌ ‌around‌ ‌the‌‌                           
eyes. ‌‌They‌‌have‌‌one‌‌of‌‌the‌‌shortest‌‌lifespans‌‌of‌‌the‌‌adventuring‌‌species,‌‌reaching‌‌maturity‌‌in‌‌                             
one‌ ‌year,‌‌with‌‌an‌‌average‌‌lifespan‌‌of‌‌twenty‌‌years,‌‌though‌‌some‌‌do‌‌manage‌‌to‌‌live‌‌into‌‌their‌‌                                 
late‌ ‌thirties.‌ ‌ 

High‌‌Ogres‌‌have‌‌a‌‌heightened‌‌metabolism‌‌leading‌‌them‌‌to‌‌operate‌‌at‌‌a‌‌level‌‌of‌‌intensity‌‌that‌‌                               
absolutely‌‌befuddles‌‌longer‌‌lived‌‌species. ‌‌Due‌‌to‌‌this,‌‌when‌‌bored‌‌they‌‌tend‌‌to‌‌find‌‌something‌‌                             
to‌‌do,‌‌whether‌‌it‌‌is‌‌work,‌‌fighting,‌‌or‌‌some‌‌other‌‌rigorous‌‌activity. ‌‌This‌‌is‌‌because‌‌they‌‌process‌‌                                 
certain‌ ‌sugars,‌ ‌such‌ ‌as‌ ‌those‌ ‌found‌ ‌in‌ ‌fruits,‌ ‌incredibly‌ ‌rapidly,‌ ‌to‌‌the‌‌point‌‌of‌‌needing‌‌to‌‌do‌‌                                 
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something‌ ‌physical‌ ‌shortly‌ ‌after‌ ‌its‌ ‌consumption.‌ ‌ 

Primarily‌ ‌High‌ ‌Ogre‌ ‌communities‌ ‌tend‌‌to‌‌hold‌‌one‌‌or‌‌two‌‌solid‌‌beliefs‌‌and‌‌then‌‌there‌‌is‌‌rapid‌‌                                 
change‌ ‌around‌ ‌this‌ ‌central‌ ‌idea. ‌ ‌The‌ ‌sages‌ ‌of‌ ‌very‌ ‌long-lived‌ ‌species‌ ‌have‌ ‌a‌ ‌saying‌‌“If‌‌you‌‌                               
want‌ ‌to‌ ‌get‌‌all‌‌sides‌‌of‌‌a‌‌single‌‌idea,‌‌ask‌‌High‌‌Ogre‌‌communities‌‌about‌‌it‌‌every‌‌twenty‌‌years‌‌                                   
or‌ ‌so.” ‌ ‌This‌ ‌can‌ ‌hold‌ ‌true‌ ‌for‌ ‌even‌ ‌an‌ ‌individual‌ ‌High‌ ‌Ogre,‌ ‌where‌ ‌while‌ ‌the‌ ‌central‌ ‌idea‌‌                                 
remains‌‌the‌‌same,‌‌the‌‌outer‌‌fringes‌‌of‌‌that‌‌idea‌‌are‌‌fluid,‌‌which‌‌isn’t‌‌seen‌‌as‌‌contradictory‌‌by‌‌                                 
the‌‌High‌‌Ogre. ‌‌Adventuring‌‌High‌‌Ogres‌‌in‌‌it‌‌to‌‌be‌‌a‌‌hero‌‌may‌‌go‌‌through‌‌multiple‌‌meanings‌‌of‌‌                                   
what‌ ‌it‌ ‌means‌ ‌to‌ ‌be‌ ‌a‌ ‌hero‌ ‌in‌ ‌just‌ ‌a‌ ‌single‌ ‌year,‌ ‌but‌ ‌rarely‌ ‌would‌ ‌give‌ ‌up‌ ‌on‌ ‌heroism‌‌                                     
completely.‌ ‌ 

Sitting‌‌still‌‌long‌‌enough‌‌to‌‌learn‌‌the‌‌intricate‌‌nature‌‌of‌‌Celestial‌‌Magic‌‌is‌‌more‌‌difficult‌‌for‌‌High‌‌                                 
Ogres. ‌‌Those‌‌that‌‌do‌‌tend‌‌to‌‌be‌‌either‌‌extremely‌‌focused,‌‌or‌‌unusually‌‌calm‌‌for‌‌their‌‌species. ‌‌                               
Read‌ ‌Magic‌ ‌‌costs‌ ‌double‌ ‌for‌ ‌High‌ ‌Ogre‌ ‌characters.‌ ‌ 

In‌‌addition,‌‌High‌‌Ogres‌‌can‌‌learn‌‌to‌‌tap‌‌into‌‌these‌‌energy‌‌reserves‌‌in‌‌combat. ‌‌When‌‌in‌‌great‌‌                                 
danger‌ ‌they‌ ‌can‌ ‌fight‌ ‌through‌ ‌the‌ ‌pain‌ ‌of‌ ‌injuries‌ ‌with‌ ‌sheer‌ ‌bursts‌ ‌of‌ ‌adrenaline. ‌ ‌Tales‌ ‌are‌‌                               
told‌ ‌of‌ ‌High‌ ‌Ogres‌ ‌taking‌ ‌a‌‌direct‌‌hit‌‌from‌‌a‌‌catapult‌‌stone,‌‌and‌‌still‌‌fighting‌‌on. ‌‌Due‌‌to‌‌this,‌‌                                     
High‌ ‌Ogres‌ ‌may‌ ‌take‌ ‌‌Resolute‌ ‌‌as‌ ‌a‌ ‌Species‌ ‌Skill.‌ ‌ 

The‌‌bones‌‌of‌‌High‌‌Ogres‌‌are‌‌also‌‌incredibly‌‌dense‌‌and‌‌difficult‌‌to‌‌break‌‌and‌‌grow‌‌in‌‌density‌‌as‌‌                                   
they‌ ‌age. ‌ ‌Even‌ ‌after‌ ‌breaking,‌ ‌they‌ ‌grow‌ ‌back‌‌stronger,‌‌and‌‌oftentimes‌‌slightly‌‌thicker,‌‌than‌‌                           
before‌‌these‌‌breaks. ‌‌High‌‌Ogres‌‌in‌‌their‌‌thirties‌‌have‌‌been‌‌found‌‌with‌‌their‌‌rib‌‌cage‌‌fused‌‌into‌‌                                 
an‌ ‌almost‌ ‌internal‌ ‌breastplate‌ ‌after‌ ‌decades‌ ‌of‌ ‌battle. ‌ ‌As‌ ‌such,‌ ‌High‌ ‌Ogres‌ ‌purchase‌ ‌‌Hardy‌‌                           
Skill‌ ‌for‌ ‌-1‌ ‌XP.‌ ‌ 

High‌‌Ogre‌‌traditions‌‌are‌‌that‌‌they‌‌were‌‌created‌‌out‌‌of‌‌the‌‌“bones‌‌of‌‌the‌‌world”,‌‌and‌‌there‌‌may‌‌                                   
be‌‌some‌‌truth‌‌to‌‌the‌‌statement. ‌‌They‌‌are‌‌keenly‌‌aware‌‌of‌‌changes‌‌to‌‌the‌‌natural‌‌world‌‌around‌‌                                 
them,‌ ‌and‌ ‌feel‌ ‌discomfort‌ ‌when‌ ‌sudden‌ ‌changes‌ ‌such‌ ‌as‌ ‌Earthquakes,‌ ‌massive‌ ‌storms,‌ ‌or‌‌                         
plagues‌ ‌crop‌ ‌up. ‌ ‌This‌ ‌connection‌ ‌with‌ ‌the‌ ‌land‌ ‌itself‌ ‌is‌ ‌even‌ ‌more‌ ‌intense‌ ‌when‌ ‌it‌ ‌comes‌ ‌to‌‌                                 
Necromantic‌ ‌energies‌ ‌and‌ ‌Undead. ‌ ‌Calling‌ ‌upon‌ ‌their‌ ‌energy‌ ‌reserves,‌ ‌they‌ ‌can‌ ‌ground‌ ‌the‌‌                         
powers‌ ‌of‌ ‌undeath‌ ‌and‌ ‌dissipate‌ ‌it‌ ‌through‌ ‌the‌ ‌dirt‌ ‌beneath‌‌their‌‌feet. ‌‌It’s‌‌rumored‌‌that‌‌the‌‌                               
level‌ ‌of‌ ‌Necromantic‌ ‌energy‌ ‌in‌ ‌the‌ ‌area‌ ‌may‌ ‌cause‌ ‌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-1‌                               
XP;‌ ‌‌Resist‌ ‌Necromancy‌‌ ‌4‌ ‌XP;‌ ‌‌Species‌‌ ‌‌Resolute‌.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌High‌ ‌Ogres‌ ‌require‌ ‌the‌ ‌use‌ ‌of‌ ‌makeup‌ ‌and‌‌                       
prosthetics.‌‌All‌‌High‌‌Ogres‌‌have‌‌tusks‌‌and‌‌horns‌‌of‌‌any‌‌safe‌‌size.‌‌In‌‌addition,‌‌they‌‌have‌‌yellow,‌‌                                 
orange,‌ ‌and/or‌ ‌red‌ ‌veins‌ ‌from‌ ‌the‌ ‌eyes‌ ‌representing‌ ‌highly‌ ‌intense‌ ‌blood‌ ‌vessels.‌ ‌ 
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High‌ ‌Orc‌ ‌ 
High‌‌Orcs‌‌have‌‌green‌‌skin‌‌of‌‌varying‌‌shades‌‌and‌‌protruding‌‌teeth‌‌or‌‌tusks.‌‌They‌‌have‌‌shorter‌‌                               
lifespans‌ ‌than‌ ‌a‌ ‌Human,‌ ‌reaching‌ ‌maturity‌ ‌in‌ ‌two‌ ‌years,‌ ‌with‌ ‌an‌ ‌average‌ ‌lifespan‌ ‌of‌ ‌thirty‌‌                             
years,‌ ‌though‌ ‌some‌ ‌do‌ ‌manage‌ ‌to‌ ‌live‌ ‌into‌ ‌their‌ ‌late‌ ‌forties.‌ ‌ 

No‌ ‌less‌ ‌intelligent‌ ‌than‌ ‌any‌ ‌of‌ ‌the‌ ‌other‌ ‌sapient‌‌species,‌‌their‌‌short‌‌lifespan‌‌means‌‌that‌‌they‌‌                               
tend‌‌to‌‌be‌‌more‌‌focused‌‌on‌‌the‌‌immediate,‌‌rather‌‌than‌‌the‌‌long‌‌term.‌‌While‌‌an‌‌Elf‌‌might‌‌see‌‌a‌‌                                     
plan‌‌that‌‌takes‌‌twenty‌‌years‌‌to‌‌come‌‌to‌‌fruition‌‌as‌‌reasonable,‌‌to‌‌a‌‌High‌‌Orc‌‌that’s‌‌essentially‌‌                                 
a‌ ‌lifelong‌ ‌commitment.‌‌ ‌  

This‌ ‌has‌ ‌led‌ ‌to‌ ‌a‌ ‌situation‌ ‌where‌ ‌High‌ ‌Orcs‌ ‌seem‌ ‌crude‌ ‌or‌ ‌overly‌ ‌blunt‌ ‌to‌ ‌these‌ ‌longer-lived‌‌                                 
species.‌‌This‌‌doesn’t‌‌generally‌‌concern‌‌a‌‌High‌‌Orc‌‌much,‌‌if‌‌whatever‌‌needs‌‌doing‌‌gets‌‌done.‌‌It‌‌                               
also‌‌means‌‌that‌‌not‌‌much‌‌stock‌‌is‌‌placed‌‌in‌‌being‌‌concerned‌‌with‌‌grudges,‌‌others‌‌or‌‌their‌‌own.‌‌                                 
If‌ ‌someone‌ ‌attacks‌ ‌you,‌‌put‌‌them‌‌down.‌‌If‌‌someone‌‌insults‌‌you,‌‌right‌‌the‌‌wrong,‌‌then‌‌get‌‌on‌‌                                 
with‌‌life.‌‌It‌‌is‌‌better‌‌to‌‌sit‌‌down‌‌with‌‌friends,‌‌food,‌‌and‌‌song‌‌than‌‌to‌‌simmer‌‌with‌‌unexpressed‌‌                                   
anger,‌ ‌or‌ ‌work‌ ‌some‌ ‌political‌ ‌angle.‌ ‌ 

Due‌ ‌to‌ ‌this,‌ ‌primarily‌ ‌Orcish‌ ‌communities‌ ‌tend‌ ‌to‌ ‌be‌ ‌a‌ ‌strange‌ ‌mix‌‌of‌‌volatile‌‌and‌‌stable.‌‌On‌‌                                 
any‌ ‌given‌ ‌day,‌ ‌two‌ ‌High‌ ‌Orcs‌ ‌might‌ ‌be‌ ‌bellowing‌ ‌at‌ ‌each‌ ‌other‌ ‌as‌ ‌a‌ ‌way‌ ‌to‌ ‌work‌ ‌out‌ ‌a‌‌                                     
disagreement‌‌in‌‌the‌‌morning,‌‌and‌‌in‌‌the‌‌evening‌‌both‌‌are‌‌clapping‌‌each‌‌other‌‌on‌‌the‌‌back‌‌for‌‌                                 
work‌ ‌well‌ ‌done,‌ ‌the‌ ‌previous‌ ‌conflict‌ ‌having‌ ‌reached‌ ‌a‌ ‌conclusion‌ ‌one‌ ‌way‌ ‌or‌ ‌another.‌ ‌This‌‌                             
letting‌‌go‌‌of‌‌the‌‌past‌‌and‌‌future‌‌to‌‌focus‌‌on‌‌the‌‌now‌‌makes‌‌treaties‌‌and‌‌the‌‌like‌‌very‌‌difficult‌‌                                     
for‌‌other‌‌species‌‌when‌‌dealing‌‌with‌‌High‌‌Orcs,‌‌to‌‌which‌‌most‌‌High‌‌Orcs‌‌shrug‌‌and‌‌just‌‌get‌‌on‌‌                                   
with‌ ‌whatever‌ ‌they‌ ‌decide‌ ‌needs‌ ‌doing‌ ‌at‌ ‌that‌ ‌point.‌ ‌As‌ ‌such‌ ‌they‌ ‌tend‌ ‌towards‌ ‌the‌ ‌most‌‌                               
direct‌‌approach‌‌possible‌‌when‌‌solving‌‌problems.‌‌They’re‌‌no‌‌less‌‌capable‌‌of‌‌intricate‌‌plans‌‌than‌‌                           
anyone‌‌else‌‌but‌‌tend‌‌to‌‌prefer‌‌solving‌‌the‌‌immediate‌‌problem‌‌as‌‌efficiently‌‌as‌‌possible.‌‌While‌‌                             
this‌ ‌means‌ ‌they‌ ‌don’t‌ ‌tend‌ ‌towards‌ ‌the‌ ‌life‌ ‌of‌ ‌a‌ ‌Scholar,‌ ‌due‌ ‌to‌ ‌the‌ ‌time‌ ‌it‌ ‌takes‌ ‌to‌ ‌master‌‌                                     
those‌ ‌Skills,‌ ‌those‌ ‌that‌ ‌do‌ ‌are‌ ‌dedicated‌ ‌combatants‌ ‌indeed!‌ ‌‌Read‌ ‌Magic‌ ‌‌costs‌ ‌double‌ ‌for‌‌                           
High‌ ‌Orc‌ ‌characters.‌ ‌ 

High‌‌Orcish‌‌muscle‌‌is‌‌also‌‌extraordinarily‌‌strong‌‌for‌‌its‌‌size,‌‌meaning‌‌that‌‌the‌‌strength‌‌training‌‌                             
other‌‌species‌‌need‌‌to‌‌do‌‌to‌‌effectively‌‌train‌‌in‌‌the‌‌use‌‌of‌‌Weaponry‌‌just‌‌isn’t‌‌necessary.‌‌While‌‌it‌‌                                   
takes‌ ‌time‌ ‌to‌ ‌learn‌ ‌how‌ ‌to‌ ‌effectively‌ ‌use‌ ‌a‌ ‌specific‌ ‌Weapon,‌ ‌they‌ ‌just‌ ‌don’t‌ ‌need‌ ‌as‌ ‌much‌‌                                 
repetition‌ ‌as‌ ‌a‌ ‌Human‌ ‌does‌ ‌to‌ ‌get‌ ‌the‌ ‌same‌ ‌effect.‌ ‌Weapon‌ ‌Skills‌ ‌cost‌ ‌half‌ ‌XP‌ ‌for‌ ‌High‌ ‌Orc‌‌                                   
characters.‌ ‌ 

In‌ ‌addition,‌ ‌High‌ ‌Orcs‌ ‌do‌ ‌not‌ ‌have‌ ‌the‌‌same‌‌pain‌‌response‌‌as‌‌a‌‌Human‌‌or‌‌dwarf.‌‌While‌‌they‌‌                                   
feel‌ ‌discomfort‌ ‌at‌‌an‌‌injury,‌‌compared‌‌to‌‌other‌‌species,‌‌they‌‌can‌‌fight‌‌on‌‌despite‌‌what‌‌would‌‌                               
otherwise‌‌be‌‌a‌‌mortal‌‌wound.‌‌Tales‌‌are‌‌told‌‌of‌‌High‌‌Orcs‌‌fighting‌‌on‌‌despite‌‌having‌‌their‌‌entire‌‌                                 
torso‌ ‌disembowel,‌ ‌only‌ ‌to‌ ‌be‌ ‌patched‌ ‌up‌ ‌by‌ ‌a‌ ‌healer‌ ‌afterwards.‌ ‌Due‌ ‌to‌‌this,‌‌High‌‌Orcs‌‌may‌‌                                 
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take‌ ‌‌Resolute‌ ‌‌as‌ ‌a‌ ‌species‌ ‌ability.‌ ‌ 

They‌ ‌can‌ ‌metabolize‌ ‌harmful‌ ‌substances‌ ‌incredibly‌ ‌fast‌ ‌for‌ ‌a‌ ‌creature‌ ‌their‌ ‌size,‌ ‌with‌ ‌a‌ ‌liver‌‌                             
twice‌‌the‌‌size‌‌of‌‌a‌‌Human’s.‌‌This‌‌means‌‌that‌‌they‌‌can‌‌eat‌‌a‌‌wider‌‌variety‌‌of‌‌foods‌‌and‌‌breathe‌‌                                     
in‌ ‌environments‌‌that‌‌would‌‌incapacitate‌‌a‌‌more‌‌delicate‌‌creature.‌‌Due‌‌to‌‌this,‌‌High‌‌Orcs‌‌may‌‌                             
take‌ ‌‌Resist‌ ‌Poison‌‌ ‌as‌ ‌a‌ ‌species‌ ‌ability.‌ ‌ 

Species‌ ‌Skills:‌ ‌Double‌ ‌XP‌ ‌for‌ ‌‌Read‌‌Magic;‌‌half‌‌cost‌‌for‌‌Weapon‌‌Skills;‌‌‌Hardy‌‌purchased‌‌at‌‌-1‌                               
XP;‌‌ ‌Resist‌ ‌Poison‌‌ ‌4‌ ‌XP,‌  ‌‌Species‌‌ ‌‌Resolute‌.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌High‌ ‌Orcs‌ ‌require‌ ‌the‌ ‌use‌ ‌of‌ ‌makeup.‌ ‌All‌ ‌High‌ ‌Orc‌‌                           
players‌‌wear‌‌green‌‌make-up‌‌on‌‌their‌‌face‌‌and‌‌have‌‌protruding‌‌tusks.‌‌All‌‌exposed‌‌flesh‌‌should‌‌                             
match‌ ‌the‌ ‌color.‌ ‌ 

Human‌ ‌ 
Across‌ ‌the‌ ‌entirety‌ ‌of‌ ‌the‌ ‌Realms,‌ ‌no‌ ‌species‌ ‌is‌ ‌so‌ ‌numerous‌ ‌or‌ ‌ubiquitous‌ ‌as‌ ‌humanity.‌ ‌No‌‌                               
single‌ ‌creed‌ ‌or‌ ‌goal‌ ‌unifies‌ ‌their‌ ‌disparate‌ ‌civilizations,‌ ‌not‌ ‌even‌ ‌the‌ ‌concept‌ ‌of‌ ‌civilization‌‌                           
itself,‌ ‌or‌ ‌what‌ ‌such‌ ‌a‌ ‌thing‌ ‌should‌ ‌look‌ ‌like.‌ ‌ 

Longer-lived‌‌species‌‌frequently‌‌find‌‌interacting‌‌with‌‌Humans‌‌to‌‌be‌‌a‌‌dizzying‌‌affair‌‌—‌‌after‌‌all,‌‌                             
with‌ ‌an‌ ‌average‌ ‌life‌ ‌span‌ ‌considerably‌ ‌shorter‌ ‌than‌ ‌a‌ ‌century,‌ ‌their‌ ‌individual‌ ‌lives‌ ‌seem‌ ‌to‌‌                             
come‌‌and‌‌go‌‌like‌‌leaves‌‌on‌‌trees.‌‌Still,‌‌those‌‌lives‌‌frequently‌‌burn‌‌bright‌‌and‌‌hot‌‌with‌‌ambition‌‌                                 
and‌ ‌excellence,‌ ‌and‌ ‌with‌ ‌there‌‌being‌‌just‌‌‌so‌‌many‌‌of‌‌them‌‌to‌‌ignore‌‌them‌‌outright‌‌is‌‌a‌‌grave‌‌                                   
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                           
group‌‌considered‌‌‘their‌‌own’‌‌—‌‌even‌‌including‌‌non-Humans,‌‌much‌‌to‌‌the‌‌honor,‌‌annoyance,‌‌or‌‌                           
amusement‌ ‌of‌ ‌members‌ ‌of‌ ‌other‌ ‌species.‌ ‌Humans,‌ ‌while‌ ‌capable‌ ‌of‌ ‌enduring‌ ‌solitude,‌ ‌are‌‌                         
social‌ ‌beings‌ ‌that‌ ‌do‌ ‌best‌ ‌when‌ ‌partnered‌ ‌with‌ ‌trusted‌ ‌friends‌ ‌and‌‌loved‌‌ones.‌‌In‌‌a‌‌universe‌‌                               
filled‌ ‌with‌ ‌fantastic‌ ‌beasts‌ ‌and‌‌monsters,‌‌Humans‌‌rely‌‌upon‌‌each‌‌other‌‌as‌‌much‌‌as‌‌their‌‌own‌‌                               
capabilities‌ ‌to‌ ‌survive.‌‌ ‌  

Their‌ ‌brief,‌ ‌flaring‌ ‌lives‌ ‌have‌ ‌led‌ ‌them‌ ‌to‌ ‌become‌‌masters‌‌of‌‌adaptability‌‌and‌‌resilience,‌‌and‌‌                             
Humans‌ ‌can‌ ‌be‌ ‌found‌ ‌to‌ ‌live‌ ‌—‌ ‌and‌ ‌even‌ ‌thrive‌ ‌—‌ ‌in‌ ‌the‌ ‌most‌ ‌inhospitable‌ ‌of‌ ‌climes:‌ ‌from‌‌                                   
scorching‌ ‌deserts‌ ‌to‌ ‌freezing‌ ‌glaciers,‌ ‌sweltering‌ ‌jungles,‌ ‌even‌ ‌deep‌ ‌underground‌ ‌in‌‌lightless‌‌                       
caverns,‌ ‌or‌ ‌in‌ ‌bug-infested‌ ‌swamps.‌ ‌Humanity‌‌has‌‌mastered‌‌them‌‌all.‌‌Some‌‌communities‌‌are‌‌                         
nomadic,‌ ‌and‌ ‌some‌ ‌cities‌ ‌have‌ ‌been‌ ‌settled‌ ‌for‌ ‌thousands‌‌of‌‌years‌‌unbroken,‌‌becoming‌‌true‌‌                           
bastions‌ ‌of‌ ‌civilization‌ ‌and‌ ‌enlightenment.‌ ‌ 

This‌ ‌adaptability‌ ‌has‌ ‌developed‌ ‌in‌ ‌humanity‌ ‌an‌ ‌incredible‌ ‌capacity‌ ‌for‌ ‌imagination‌ ‌and‌‌                       
ingenuity.‌ ‌Where‌ ‌other‌ ‌species‌ ‌are‌ ‌capable‌ ‌of‌ ‌almost‌ ‌instinctive‌ ‌feats‌ ‌of‌ ‌magical‌ ‌or‌ ‌warrior‌‌                           
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prowess,‌‌Humans‌‌have‌‌had‌‌to‌‌rely‌‌upon‌‌their‌‌wits‌‌and‌‌problem-solving‌‌abilities‌‌to‌‌survive‌‌the‌‌                             
frequently‌ ‌perilous‌ ‌Realms.‌ ‌It‌ ‌is‌ ‌a‌ ‌matter‌ ‌of‌ ‌pride‌‌(for‌‌Humans)‌‌and‌‌consternation‌‌(for‌‌other,‌‌                             
older‌ ‌species)‌ ‌that‌ ‌Human‌ ‌beings‌ ‌are‌ ‌often‌ ‌capable‌ ‌of‌ ‌developing‌ ‌capabilities‌ ‌in‌ ‌just‌ ‌about‌‌                           
any‌ ‌field‌ ‌comparable‌ ‌to‌ ‌the‌ ‌greatest‌ ‌masters‌ ‌of‌ ‌any‌ ‌other‌ ‌people.‌ ‌Rhetoric,‌ ‌warfare,‌‌                         
commerce,‌‌even‌‌the‌‌higher‌‌arts‌‌of‌‌magic‌‌have‌‌all‌‌been‌‌mastered‌‌by‌‌humanity‌‌at‌‌one‌‌point‌‌or‌‌                                 
another‌ ‌—‌ ‌with‌ ‌successive‌ ‌generations‌ ‌raising‌ ‌the‌ ‌bar‌ ‌of‌ ‌mastery‌ ‌repeatedly.‌ ‌ 

Still,‌‌perhaps‌‌the‌‌most‌‌beautiful‌‌trait‌‌of‌‌humanity‌‌is‌‌how‌‌utterly‌‌awash‌‌its‌‌teeming‌‌numbers‌‌are‌‌                               
with‌‌contradiction‌‌—‌‌for‌‌every‌‌person‌‌who‌‌considers‌‌a‌‌certain‌‌behavior‌‌as‌‌a‌‌rule,‌‌just‌‌as‌‌many‌‌                                 
may‌ ‌call‌ ‌it‌ ‌the‌ ‌exception.‌ ‌Humanity‌ ‌runs‌ ‌the‌ ‌gamut‌ ‌of‌ ‌every‌ ‌conceivable‌ ‌variation‌ ‌of‌‌                           
mentality,‌ ‌morality,‌ ‌or‌ ‌ambition,‌ ‌the‌ ‌absolute‌ ‌best‌ ‌can‌‌be‌‌counted‌‌among‌‌their‌‌number‌‌—‌‌as‌‌                             
can‌ ‌the‌ ‌very‌ ‌worst.‌ ‌The‌‌most‌‌heinous‌‌villain‌‌may‌‌be‌‌born‌‌down‌‌the‌‌street‌‌from‌‌the‌‌noblest‌‌of‌‌                                   
heroes,‌ ‌the‌ ‌most‌ ‌selfless‌ ‌philosopher‌ ‌may‌ ‌daily‌‌pass‌‌the‌‌greediest‌‌burgher.‌‌It‌‌is‌‌this‌‌capacity‌‌                             
for‌ ‌self-realization,‌ ‌for‌ ‌surprising‌ ‌promise,‌ ‌that‌ ‌makes‌ ‌humanity‌ ‌so‌ ‌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.‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌‌Humans‌ ‌have‌ ‌no‌ ‌make-up‌ ‌or‌ ‌prosthetic‌‌                   
requirements.‌‌However,‌‌players‌‌must‌‌be‌‌careful‌‌to‌‌avoid‌‌anything‌‌that‌‌may‌‌confuse‌‌them‌‌with‌‌                           
any‌ ‌other‌ ‌Species.‌ ‌ 

Kyn‌ ‌ 
Some‌ ‌say‌ ‌it‌ ‌was‌ ‌a‌ ‌Fey‌ ‌wish‌ ‌that‌ ‌coursed‌ ‌through‌ ‌the‌ ‌veins‌ ‌of‌ ‌the‌ ‌world.‌ ‌Others‌ ‌believe‌ ‌Kyn‌‌                                   
formed‌‌by‌‌the‌‌first‌‌Backlash‌‌of‌‌Ritual‌‌Magic.‌‌The‌‌origin‌‌of‌‌Kyn‌‌and‌‌the‌‌source‌‌of‌‌their‌‌adaptive‌‌                                   
powers‌ ‌are‌ ‌wrapped‌ ‌in‌ ‌one‌ ‌of‌ ‌the‌ ‌oldest‌ ‌mysteries‌ ‌of‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE.‌ ‌ 

Kyn‌‌are‌‌seen‌‌throughout‌‌the‌‌Realms.‌‌From‌‌a‌‌simple‌‌Foxkyn‌‌baker,‌‌to‌‌a‌‌ferocious‌‌Bearkyn‌‌who‌‌                               
lives‌ ‌in‌ ‌the‌ ‌wilds.‌ ‌Their‌ ‌culture‌ ‌is‌ ‌as‌ ‌diverse‌ ‌as‌ ‌the‌ ‌subspecies‌ ‌that‌ ‌make‌ ‌up‌ ‌Kyn.‌ ‌Some‌ ‌live‌‌                                   
remotely‌ ‌in‌ ‌the‌ ‌wilds‌ ‌while‌‌others‌‌grow‌‌up‌‌in‌‌massive‌‌cities.‌‌A‌‌Wolfkyn‌‌may‌‌feel‌‌they‌‌want‌‌to‌‌                                   
howl‌‌at‌‌a‌‌full‌‌moon.‌‌In‌‌the‌‌wilds‌‌this‌‌may‌‌happen,‌‌but‌‌a‌‌city‌‌dwelling‌‌Wolfkyn‌‌Mage‌‌may‌‌take‌‌                                     
a‌ ‌moment‌ ‌to‌ ‌gaze‌ ‌out‌ ‌the‌ ‌window‌ ‌on‌ ‌their‌ ‌busy‌ ‌day‌ ‌rather‌ ‌than‌ ‌howl.‌ ‌ 

Societies‌ ‌often‌ ‌reflect‌ ‌their‌ ‌animal‌ ‌roots.‌ ‌Many‌‌Dolphinkyn‌‌travel‌‌in‌‌packs‌‌and‌‌work‌‌together‌‌                           
to‌ ‌complete‌ ‌their‌ ‌goals.‌ ‌A‌ ‌lounge‌ ‌of‌ ‌Lizardkyn‌ ‌may‌ ‌spend‌ ‌their‌ ‌time‌ ‌in‌ ‌the‌ ‌warm‌ ‌months‌‌                               
outdoors‌‌soaking‌‌up‌‌the‌‌heat‌‌from‌‌the‌‌sun‌‌while‌‌going‌‌about‌‌daily‌‌tasks,‌‌or‌‌even‌‌basking‌‌on‌‌a‌‌                                   
rock‌ ‌for‌ ‌a‌ ‌quick‌ ‌break.‌‌ ‌  

Having‌ ‌animal‌ ‌roots‌ ‌means‌ ‌it‌ ‌takes‌ ‌a‌ ‌little‌ ‌more‌ ‌focus‌ ‌to‌ ‌obtain‌ ‌‌Read‌ ‌Magic‌.‌ ‌This‌ ‌does‌ ‌not‌‌                                 
mean‌ ‌they‌ ‌are‌‌incapable‌‌of‌‌magic‌‌or‌‌bookkeeping.‌‌Many‌‌have‌‌become‌‌accomplished‌‌healers‌‌                         
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or‌ ‌High‌ ‌Magic‌ ‌wielders.‌ ‌Some‌ ‌are‌ ‌greatly‌ ‌capable‌ ‌in‌ ‌the‌ ‌‌Trades‌,‌ ‌like‌ ‌fishing,‌ ‌carpentry,‌ ‌and‌‌                             
baking.‌‌A‌‌more‌‌gregarious‌‌Kyn‌‌may‌‌work‌‌as‌‌a‌‌tavern‌‌keeper,‌‌painter,‌‌or‌‌a‌‌performing‌‌artist‌‌—‌                                 
or‌ ‌positions‌ ‌where‌ ‌they‌ ‌can‌ ‌be‌ ‌among‌ ‌a‌ ‌constant‌ ‌flow‌ ‌of‌ ‌other‌ ‌individuals.‌‌ ‌  

All‌‌Kyn‌‌have‌‌natural‌‌instincts‌‌that‌‌they‌‌choose‌‌to‌‌embrace‌‌or‌‌control.‌‌A‌‌Turtlekyn‌‌might‌‌not‌‌run‌‌                                 
very‌‌fast‌‌while‌‌a‌‌Rabbitkyn‌‌can’t‌‌stop‌‌twitching.‌‌Each‌‌subspecies‌‌is‌‌unique.‌‌One‌‌Catkyn‌‌might‌‌                             
hiss‌ ‌when‌ ‌they‌ ‌get‌ ‌angry‌ ‌while‌ ‌another‌ ‌is‌ ‌prone‌ ‌to‌ ‌take‌ ‌long‌ ‌cat‌ ‌naps.‌‌ ‌  

Many‌‌Kyn‌‌are‌‌nomadic,‌‌always‌‌seeking‌‌safe‌‌shelter.‌‌To‌‌this‌‌end,‌‌they‌‌are‌‌likely‌‌to‌‌show‌‌interest‌‌                                 
in‌‌new‌‌lands‌‌they‌‌travel‌‌through.‌‌This‌‌makes‌‌them‌‌great‌‌at‌‌fitting‌‌in,‌‌making‌‌quick‌‌friends‌‌and‌‌                                 
improving‌ ‌safety‌ ‌through‌ ‌alliances‌ ‌and‌ ‌resources.‌ ‌Kyn‌ ‌can‌ ‌be‌ ‌pragmatists‌ ‌and‌ ‌quick‌ ‌to‌‌                         
embrace‌ ‌change‌ ‌partly‌ ‌out‌ ‌of‌ ‌a‌ ‌strong‌ ‌sense‌ ‌of‌ ‌self-preservation.‌ ‌ 

Scenting‌‌is‌‌a‌‌Special‌‌Ability‌‌that‌‌all‌‌Kyn‌‌have.‌‌This‌‌is‌‌used‌‌to‌‌discern‌‌the‌‌presence‌‌of‌‌‌Alchemy‌‌                                   
by‌‌examining‌‌the‌‌target‌‌for‌‌a‌‌3-Count‌‌Counted‌‌Action‌‌In‌‌some‌‌Realms‌‌of‌‌REFUGE‌‌the‌‌Scenting‌‌                               
ability‌ ‌may‌ ‌have‌ ‌additional‌ ‌uses,‌ ‌such‌ ‌as‌ ‌sensing‌ ‌danger‌ ‌or‌ ‌tracking‌ ‌prey.‌‌ ‌  

Species‌ ‌Skills:‌ ‌Any‌ ‌2‌ ‌Species‌ ‌Skills‌ ‌with‌ ‌an‌ ‌XP‌ ‌cost;‌ ‌‌Claws‌‌‌8‌‌XP;‌‌double‌‌cost‌‌for‌‌‌Read‌‌Magic;‌‌                                   
Scenting‌ ‌‌Special‌ ‌Ability.‌ ‌ 

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

What‌‌type‌‌of‌‌Kyn‌‌subspecies‌‌you‌‌are‌‌playing‌‌must‌‌be‌‌declared‌‌at‌‌character‌‌creation.‌‌Kyn‌‌must‌‌                               
represent‌‌the‌‌subspecies‌‌they‌‌are‌‌(goat,‌‌tiger,‌‌beetle)‌‌in‌‌their‌‌costuming.‌‌This‌‌can‌‌be‌‌done‌‌with‌‌                               
makeup,‌ ‌prosthetics,‌ ‌or‌ ‌a‌ ‌mask.‌‌ ‌  

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

Realmsworn‌ ‌ 
The‌‌Realmsworn‌‌are‌‌a‌‌pragmatic‌‌and‌‌stoic‌‌species‌‌defined‌‌by‌‌their‌‌unyielding‌‌commitment‌‌to‌‌                           
duty.‌ ‌They‌ ‌are‌ ‌collectively‌ ‌united‌ ‌by‌ ‌the‌ ‌Primal‌ ‌Vow,‌ ‌a‌ ‌shared‌ ‌burden‌‌among‌‌Realmsworn‌‌to‌‌                             
protect‌‌the‌‌Realms‌‌of‌‌REFUGE‌‌from‌‌outside‌‌threats.‌‌Through‌‌the‌‌Primal‌‌Vow‌‌they‌‌share‌‌a‌‌deep‌‌                               
connection‌‌with‌‌the‌‌land‌‌that‌‌manifests‌‌as‌‌the‌‌rocky‌‌or‌‌bony‌‌protrusions‌‌seen‌‌on‌‌the‌‌faces‌‌of‌‌                                 
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,‌ ‌ 
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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.”‌ ‌ 

The‌ ‌taking‌ ‌of‌ ‌any‌ ‌vow‌ ‌is‌ ‌a‌ ‌solemn‌ ‌act‌ ‌for‌ ‌Realmsworn‌ ‌that‌ ‌requires‌ ‌significant‌ ‌deliberation.‌‌                             
Once‌ ‌taken,‌ ‌the‌ ‌vow‌‌becomes‌‌a‌‌part‌‌of‌‌who‌‌they‌‌are.‌‌Realmsworn‌‌take‌‌immense‌‌pride‌‌in‌‌the‌‌                                 
vows‌‌they‌‌have‌‌taken‌‌and‌‌display‌‌this‌‌by‌‌prominently‌‌wearing‌‌a‌‌physical‌‌symbol‌‌of‌‌their‌‌vows,‌‌                               
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 ‌around‌‌them‌‌reach‌‌theirs.‌‌They‌‌are‌‌                             
pillars‌ ‌of‌ ‌strength‌ ‌in‌ ‌the‌ ‌community‌ ‌or‌ ‌on‌‌the‌‌battlefield.‌‌Realmsworn‌‌recognize‌‌that‌‌bearing‌‌                           
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                             
not‌‌native‌‌to‌‌the‌‌Realms‌‌of‌‌REFUGE‌‌(such‌‌as‌‌Elementals‌‌or‌‌Extraplanar‌‌beings).‌‌The‌‌extent‌‌to‌‌                               
which‌‌this‌‌manifests‌‌varies‌‌but‌‌many‌‌Realmsworn‌‌are‌‌eager‌‌to‌‌purge‌‌the‌‌Realms‌‌of‌‌REFUGE‌‌of‌                               
outside‌ ‌influence.‌‌ ‌  

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

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Realmsworn‌‌are‌‌required‌‌to‌‌wear‌‌prosthetics‌‌on‌‌their‌‌                       
face‌ ‌that‌ ‌portray‌ ‌rocky‌ ‌or‌ ‌bony‌ ‌protrusions.‌ ‌The‌ ‌size‌ ‌and‌ ‌patterning‌ ‌must‌ ‌be‌ ‌such‌ ‌that‌ ‌they‌‌                               
could‌ ‌not‌ ‌be‌ ‌mistaken‌ ‌for‌ ‌another‌ ‌species.‌ ‌These‌ ‌prosthetics‌ ‌are‌ ‌usually‌ ‌smaller‌ ‌than‌ ‌three‌‌                           
inches‌‌and‌‌there‌‌must‌‌be‌‌at‌‌least‌‌three‌‌of‌‌them‌‌on‌‌the‌‌face.‌‌They‌‌must‌‌also‌‌have‌‌a‌‌Var‌‌that‌‌is‌‌                                         
at‌ ‌least‌ ‌two‌ ‌inches‌ ‌in‌ ‌diameter‌ ‌that‌ ‌is‌ ‌worn‌‌as‌‌part‌‌of‌‌their‌‌costuming.‌‌It‌‌may‌‌be‌‌any‌‌shape.‌‌                                     
The‌‌Var‌‌is‌‌to‌‌be‌‌adorned‌‌with‌‌decorations‌‌to‌‌detail‌‌each‌‌vow‌‌the‌‌Realmsworn‌‌has‌‌taken.‌‌How‌‌                                 
this‌ ‌is‌ ‌done‌ ‌is‌ ‌an‌ ‌individual‌ ‌decision‌ ‌(e.g.,‌ ‌gems,‌ ‌feathers,‌ ‌or‌ ‌string.)‌ ‌ 

Stellarean‌ ‌ 
(‌stel-AR-ee-an‌)‌ ‌ 

To‌ ‌be‌ ‌a‌ ‌Stellarean‌ ‌is‌ ‌to‌ ‌be‌ ‌a‌ ‌member‌ ‌of‌ ‌a‌ ‌species‌ ‌of‌ ‌fallen‌ ‌stars.‌ ‌With‌ ‌this‌ ‌unique‌ ‌heritage‌‌                                     
comes‌ ‌an‌ ‌extraordinary‌ ‌birthright.‌ ‌Every‌ ‌Stellarean‌ ‌is‌ ‌connected‌ ‌to‌ ‌every‌ ‌other‌ ‌member‌ ‌of‌‌                         
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their‌ ‌species‌ ‌via‌ ‌a‌ ‌deep‌ ‌and‌‌subtle‌‌empathic‌‌bond.‌‌This‌‌means‌‌when‌‌two‌‌Stellarean‌‌meet‌‌for‌‌                               
the‌ ‌first‌ ‌time,‌ ‌they‌ ‌are‌ ‌much‌ ‌more‌ ‌likely‌ ‌to‌ ‌get‌ ‌on‌ ‌well‌ ‌with‌ ‌each‌ ‌other,‌ ‌and‌ ‌most‌‌Stellarean‌‌                                   
bond‌‌more‌‌quickly‌‌and‌‌strongly‌‌with‌‌others‌‌of‌‌their‌‌own‌‌species.‌‌Not‌‌to‌‌say‌‌that‌‌the‌‌species‌‌is‌‌                                   
unable‌‌to‌‌harbor‌‌great‌‌and‌‌intense‌‌emotions‌‌towards‌‌members‌‌of‌‌other‌‌species;‌‌not‌‌every‌‌Star‌‌                             
in‌‌the‌‌sky‌‌is‌‌part‌‌of‌‌a‌‌constellation.‌‌In‌‌fact,‌‌it‌‌has‌‌been‌‌said‌‌that‌‌a‌‌Stellarean‌‌can‌‌even‌‌form‌‌a‌‌                                         
bond‌‌with‌‌a‌‌non-Stellarean‌‌so‌‌strong,‌‌that‌‌something‌‌very‌‌like‌‌their‌‌species-wide‌‌empathic‌‌link‌‌                           
is‌ ‌forged‌ ‌between‌ ‌them.‌ ‌ 

Stellarean‌ ‌have‌ ‌a‌ ‌natural‌ ‌curiosity‌ ‌for‌‌the‌‌world‌‌around‌‌them.‌‌Due‌‌to‌‌their‌‌Celestial‌‌heritage,‌‌                             
everything‌‌about‌‌the‌‌world‌‌feels‌‌just‌‌a‌‌bit‌‌alien‌‌to‌‌them.‌‌This‌‌causes‌‌them‌‌to‌‌be‌‌drawn‌‌to‌‌meet‌‌                                     
new‌ ‌people,‌ ‌experience‌ ‌new‌ ‌things‌ ‌and‌ ‌travel‌ ‌to‌ ‌new‌ ‌places.‌ ‌Some‌ ‌find‌ ‌this‌ ‌need‌‌insatiable,‌‌                             
causing‌ ‌them‌ ‌to‌‌wander‌‌far‌‌and‌‌wide,‌‌while‌‌others‌‌find‌‌they‌‌can‌‌satisfy‌‌it‌‌within‌‌their‌‌chosen‌‌                                 
community.‌ ‌ 

While‌ ‌the‌ ‌feel‌ ‌of‌ ‌being‌ ‌around‌ ‌other‌ ‌Stellarean‌ ‌is‌ ‌appealing‌ ‌to‌ ‌some,‌ ‌that‌‌empathic‌‌link‌‌can‌‌                               
also‌ ‌become‌ ‌overwhelming.‌ ‌Some‌ ‌take‌ ‌to‌ ‌wandering‌ ‌alone‌ ‌or‌ ‌in‌ ‌groups‌ ‌of‌ ‌other‌ ‌species‌ ‌to‌‌                             
clear‌ ‌their‌ ‌heads.‌ ‌But‌ ‌that‌ ‌pull‌ ‌to‌ ‌another‌ ‌Star‌ ‌is‌ ‌not‌ ‌insignificant‌ ‌and‌ ‌can‌ ‌sometimes‌‌                             
contribute‌ ‌to‌ ‌the‌ ‌wanderlust‌ ‌a‌ ‌Stellarean‌ ‌feels,‌ ‌pushing‌ ‌some‌ ‌eventually‌ ‌to‌ ‌search‌ ‌for‌ ‌their‌‌                           
own‌ ‌species‌ ‌once‌ ‌more.‌ ‌ 

Stellarean‌ ‌culture‌ ‌is‌ ‌eclectic.‌ ‌From‌ ‌the‌ ‌unique‌ ‌experiences‌ ‌each‌ ‌Stellarean‌ ‌has,‌ ‌they‌ ‌develop‌‌                         
their‌‌own‌‌customs.‌ ‌As‌‌such,‌‌it‌‌is‌‌not‌‌unheard‌‌of‌‌for‌‌a‌‌newly‌‌arrived‌‌Stellarean‌‌to‌‌seek‌‌out‌‌those‌‌                                     
already‌ ‌established‌ ‌in‌ ‌that‌ ‌land.‌ ‌This‌ ‌is‌ ‌a‌ ‌way‌ ‌to‌ ‌appease‌ ‌that‌ ‌desire‌ ‌to‌ ‌meet‌‌more‌‌of‌‌their‌‌                                   
kind,‌ ‌but‌ ‌also‌ ‌make‌ ‌sure‌ ‌not‌ ‌to‌ ‌disrupt‌ ‌any‌ ‌of‌ ‌the‌ ‌customs‌ ‌those‌ ‌established‌ ‌Stellarean‌‌                             
possess.‌‌ ‌  

Stellarean‌ ‌personalities‌ ‌are‌ ‌as‌ ‌varied‌ ‌as‌ ‌the‌ ‌stars‌ ‌in‌ ‌the‌ ‌sky.‌ ‌However,‌ ‌they‌ ‌do‌ ‌have‌ ‌a‌‌                               
tendency‌‌to‌‌be‌‌outgoing,‌‌friendly‌‌and‌‌irrepressibly‌‌free-spirited.‌‌Their‌‌lust‌‌for‌‌life‌‌is‌‌legendary.‌‌                           
They‌ ‌don’t‌ ‌dress‌ ‌or‌ ‌speak‌ ‌in‌ ‌any‌ ‌particular‌ ‌way,‌ ‌instead‌ ‌being‌ ‌heavily‌ ‌influenced‌ ‌by‌ ‌the‌‌                             
cultures‌ ‌around‌ ‌them.‌ ‌ 

As‌‌a‌‌fallen‌‌Star,‌‌Stellarean‌‌are‌‌mildly‌‌resistant‌‌to‌‌Earth‌‌Magic,‌‌giving‌‌them‌‌the‌‌ability‌‌to‌‌Resist‌‌                                 
Curse‌.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌Resist‌ ‌Curse‌‌ ‌4‌ ‌XP‌ ‌ 

Prosthetics‌‌and‌‌Makeup‌‌Requirements:‌‌Each‌‌Stellarean‌‌brings‌‌a‌‌piece‌‌of‌‌their‌‌Star‌‌with‌‌them‌‌                           
when‌‌they‌‌are‌‌born‌‌into‌‌their‌‌physical‌‌bodies,‌‌which‌‌manifest‌‌as‌‌gems‌‌located‌‌on‌‌their‌‌heads.‌‌                               
Some‌ ‌may‌ ‌only‌ ‌have‌ ‌one‌ ‌or‌‌two,‌‌while‌‌others‌‌are‌‌adorned‌‌with‌‌small‌‌clusters‌‌of‌‌gems.‌‌These‌‌                                 
gems‌ ‌always‌ ‌appear‌ ‌at‌ ‌or‌‌above‌‌the‌‌brow‌‌line,‌‌often‌‌near‌‌an‌‌eye,‌‌though‌‌never‌‌reaching‌‌the‌‌                                 
middle‌ ‌of‌ ‌the‌ ‌forehead.‌ ‌ 
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Stone‌ ‌Elf‌ ‌ 
Stone‌ ‌Elves‌ ‌have‌ ‌alabaster‌ ‌white‌ ‌skin,‌ ‌pointed‌ ‌ears,‌ ‌and‌ ‌lips‌ ‌that‌ ‌are‌ ‌black‌ ‌or‌ ‌another‌ ‌dark‌‌                               
color‌ ‌other‌ ‌than‌ ‌red.‌ ‌Some‌ ‌are‌ ‌born‌ ‌with‌ ‌patterns‌ ‌of‌ ‌glyphs‌ ‌on‌ ‌their‌ ‌skin.‌‌ ‌  

Legends‌‌say‌‌that‌‌long‌‌ago‌‌a‌‌group‌‌of‌‌Dark‌‌Elves‌‌were‌‌changed‌‌by‌‌a‌‌Celestial‌‌Magic‌‌Backlash‌‌                                 
into‌ ‌the‌ ‌stoic‌ ‌Stone‌ ‌Elves‌ ‌of‌ ‌today,‌ ‌removed‌ ‌from‌ ‌the‌ ‌reckless‌ ‌emotions‌ ‌that‌ ‌once‌ ‌brought‌‌                             
them‌ ‌ruin.‌ ‌Stone‌ ‌Elves‌ ‌show‌ ‌nearly‌ ‌no‌ ‌emotion‌ ‌and‌ ‌have‌ ‌the‌ ‌appearance‌ ‌of‌ ‌being‌ ‌eternally‌‌                             
calm.‌ ‌Their‌ ‌discipline‌ ‌and‌ ‌their‌ ‌mental‌ ‌strength‌ ‌enable‌ ‌them‌ ‌to‌ ‌suppress‌ ‌outward‌ ‌emotional‌‌                         
expression.‌ ‌Most‌ ‌spend‌ ‌a‌ ‌lifetime‌ ‌seeking‌ ‌to‌ ‌be‌ ‌rid‌ ‌of‌ ‌inner‌ ‌turmoil‌ ‌as‌ ‌well‌ ‌and‌ ‌proximity‌ ‌to‌‌                                 
others’‌‌emotional‌‌expressions‌‌can‌‌be‌‌uncomfortable.‌‌Some‌‌claim‌‌that‌‌this‌‌discomfort‌‌is‌‌due‌‌to‌‌                           
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 ‌societies‌ ‌may‌ ‌differ,‌ ‌they‌ ‌are‌ ‌always‌ ‌based‌ ‌upon‌ ‌a‌ ‌carefully‌‌                               
reasoned‌ ‌format.‌ ‌Most‌ ‌Stone‌ ‌Elves‌ ‌have‌ ‌the‌ ‌goal‌ ‌of‌ ‌productively‌ ‌contributing‌ ‌to‌ ‌their‌‌                         
communities.‌‌It‌‌is‌‌common‌‌for‌‌any‌‌Stone‌‌Elf‌‌community‌‌of‌‌significant‌‌size‌‌to‌‌arrange‌‌itself‌‌into‌‌                               
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.‌‌These‌‌quests‌‌often‌‌last‌‌for‌‌                                 
decades‌ ‌or‌ ‌even‌ ‌centuries‌ ‌and‌ ‌are‌ ‌frequently‌ ‌regarded‌ ‌as‌ ‌a‌‌rite‌‌of‌‌passage‌‌for‌‌young‌‌Stone‌‌                               
Elves.‌‌ ‌  

Stone‌ ‌Elves’‌ ‌emotional‌ ‌control‌ ‌gives‌ ‌them‌ ‌the‌ ‌precision‌ ‌needed‌ ‌to‌ ‌write‌ ‌magical‌ ‌language.‌‌                         
Their‌ ‌intense‌ ‌focus‌ ‌and‌ ‌keen‌ ‌senses‌ ‌produce‌ ‌capable‌ ‌archers,‌ ‌while‌ ‌their‌ ‌rigorous‌ ‌mental‌‌                         
practices‌ ‌make‌ ‌overcoming‌ ‌Command‌ ‌magic‌ ‌simple.‌ ‌Stone‌ ‌Elves‌ ‌are‌ ‌gifted‌ ‌with‌ ‌Mental‌‌                       
Abilities‌‌that‌‌allow‌‌certain‌‌powers‌‌over‌‌the‌‌minds‌‌of‌‌others.‌‌While‌‌a‌‌great‌‌many‌‌follow‌‌the‌‌path‌‌                                 
of‌ ‌the‌ ‌Scholar,‌ ‌they‌ ‌have‌ ‌no‌ ‌natural‌ ‌affinity‌ ‌for‌ ‌learning‌ ‌Spells.‌ ‌ 

Roleplaying‌‌a‌‌Stone‌‌Elf‌‌can‌‌be‌‌mentally‌‌draining‌‌as‌‌it‌‌involves‌‌watching‌‌yourself‌‌for‌‌most‌‌any‌‌                               
sign‌ ‌of‌ ‌emotion‌ ‌and‌ ‌repressing‌ ‌expressions.‌ ‌Please‌ ‌take‌ ‌care‌ ‌to‌ ‌give‌ ‌yourself‌ ‌OOG‌ ‌breaks‌ ‌if‌‌                             
needed.‌‌See‌‌the‌‌Stone‌‌Elf‌‌Species‌‌Packet‌‌for‌‌information‌‌on‌‌glyphs‌‌in‌‌your‌‌Chapter,‌‌the‌‌fabled‌‌                               
mindbonds,‌ ‌and‌ ‌other‌ ‌tips‌ ‌and‌ ‌tricks‌ ‌for‌ ‌bringing‌ ‌your‌ ‌Stone‌ ‌Elf‌ ‌to‌ ‌life.‌‌For‌‌examples‌‌of‌‌skin‌‌                                 
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.‌ ‌ 
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Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌‌Stone‌ ‌Elves‌ ‌must‌ ‌have‌‌pointed‌‌elf‌‌ears.‌‌All‌‌exposed‌‌                         
skin‌ ‌must‌ ‌have‌ ‌white‌ ‌makeup,‌ ‌and‌ ‌lips‌ ‌may‌ ‌be‌ ‌any‌ ‌dark‌ ‌color‌ ‌that‌ ‌is‌ ‌not‌ ‌a‌ ‌shade‌ ‌of‌ ‌red.‌ ‌ 

Syladrin‌‌ ‌  
(‌sill-AH-dren‌)‌ ‌ 

The‌ ‌Syladrin‌ ‌are‌ ‌descended‌ ‌from‌ ‌the‌ ‌Fey,‌ ‌their‌ ‌closest‌ ‌cousins‌ ‌being‌ ‌satyrs‌ ‌and‌ ‌fauns.‌ ‌They‌‌                             
are‌ ‌truly‌ ‌a‌ ‌communal‌ ‌society‌ ‌believing‌ ‌“it‌ ‌takes‌ ‌a‌ ‌village”‌ ‌to‌ ‌accomplish‌ ‌most‌ ‌tasks,‌ ‌from‌‌                             
defeating‌ ‌a‌ ‌vile‌ ‌foe‌ ‌to‌ ‌raising‌ ‌children.‌ ‌As‌ ‌such‌ ‌they‌ ‌have‌ ‌a‌ ‌strange‌ ‌idea‌ ‌of‌ ‌personal‌‌                               
possession‌ ‌compared‌ ‌to‌ ‌other‌ ‌species,‌ ‌finding‌ ‌little‌ ‌reason‌ ‌to‌ ‌hoard‌ ‌wealth‌ ‌when‌ ‌it‌ ‌can‌ ‌be‌‌                             
spent‌‌for‌‌the‌‌betterment‌‌of‌‌the‌‌community;‌‌be‌‌that‌‌in‌‌arms‌‌and‌‌equipment‌‌or‌‌throwing‌‌a‌‌lavish‌‌                                 
party‌ ‌to‌ ‌raise‌ ‌everyone’s‌ ‌spirits.‌ 

The‌‌Syladrin‌‌hold‌‌the‌‌ideal‌‌of‌‌personal‌‌freedom‌‌in‌‌high‌‌esteem‌‌and‌‌are‌‌reluctant‌‌to‌‌take‌‌away‌‌                                 
that‌ ‌freedom‌ ‌from‌ ‌any‌ ‌sentient‌ ‌beings‌ ‌without‌ ‌due‌ ‌reason.‌ ‌They‌ ‌abhor‌ ‌Command‌ ‌magics,‌‌                         
though‌ ‌the‌ ‌strength‌ ‌of‌ ‌their‌ ‌revulsion‌ ‌is‌ ‌different‌ ‌from‌ ‌person-to-person‌ ‌and‌‌                     
community-to-community.‌ ‌Their‌ ‌respect‌ ‌for‌ ‌personal‌ ‌freedom‌ ‌is‌ ‌so‌ ‌strong‌ ‌that‌ ‌their‌‌wills‌‌are‌‌                         
notoriously‌ ‌hard‌ ‌to‌ ‌break.‌‌ ‌  

Syladrin‌‌cannot‌‌help‌‌but‌‌tinker‌‌and‌‌learn‌‌about‌‌the‌‌world‌‌around‌‌them,‌‌either‌‌dabbling‌‌a‌‌little‌‌                               
in‌ ‌a‌ ‌lot‌ ‌of‌ ‌subjects‌ ‌or‌ ‌becoming‌ ‌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                               
passage‌‌of‌‌time.‌‌As‌‌such,‌‌the‌‌Syladrin‌‌have‌‌no‌‌known‌‌maximum‌‌age,‌‌instead‌‌dying‌‌from‌‌other‌‌                               
causes‌ ‌such‌ ‌as‌ ‌accidents,‌ ‌disease,‌ ‌or‌ ‌war.‌ ‌ 

Species‌ ‌Skills:‌ ‌‌Break‌ ‌Command‌ ‌4‌ ‌XP;‌ ‌‌Resist‌ ‌Command‌ ‌4‌ ‌XP;‌ ‌‌Trades‌ ‌‌Skill‌ ‌costs‌ ‌1‌ ‌XP‌ ‌(must‌‌                               
purchase‌ ‌1‌ ‌rank‌ ‌per‌ ‌level‌ ‌until‌ ‌5‌ ‌have‌ ‌been‌ ‌purchased)‌ ‌ 

Prosthetics‌ ‌and‌ ‌Makeup‌ ‌Requirements:‌ ‌Elf‌ ‌ears‌ ‌and‌ ‌use‌ ‌horns‌ ‌of‌ ‌any‌ ‌safe‌ ‌size‌ ‌on‌ ‌the‌‌                             
forehead.‌ ‌Ear‌ ‌prosthetics‌‌can‌‌be‌‌any‌‌length‌‌the‌‌player‌‌chooses‌‌if‌‌they‌‌are‌‌elf‌‌ears.‌‌Horns‌‌can‌‌                                 
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                             
playing‌‌a‌‌goblin,‌‌werewolf‌‌or‌‌vampire‌‌PC‌‌can‌‌be‌‌lots‌‌of‌‌fun‌‌for‌‌the‌‌player,‌‌but‌‌is‌‌not‌‌allowed‌‌by‌‌                                       
the‌ ‌REFUGE‌ ‌LARP‌ ‌rules.‌ ‌The‌ ‌game‌ ‌system‌ ‌is‌ ‌designed‌ ‌to‌ ‌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 ‌playing‌‌these‌‌monsters‌‌are‌‌                         
bound‌ ‌to‌‌be‌‌attacked‌‌or‌‌hunted‌‌down‌‌by‌‌other‌‌players,‌‌and‌‌the‌‌hard‌‌feelings‌‌that‌‌erupt‌‌from‌‌                                 
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players‌ ‌who‌ ‌are‌ ‌trying‌ ‌to‌ ‌play‌ ‌true‌ ‌to‌ ‌their‌ ‌monster‌‌form‌‌often‌‌turn‌‌into‌‌OOG‌‌arguments.‌‌PC‌‌                                 
versus‌ ‌PC‌ ‌conflicts‌ ‌are‌ ‌important‌ ‌to‌ ‌the‌ ‌game,‌ ‌but‌ ‌when‌ ‌one‌ ‌PC‌ ‌is‌ ‌seen‌ ‌as‌‌having‌‌an‌‌unfair‌‌                                   
advantage‌ ‌due‌ ‌to‌ ‌powers‌ ‌that‌ ‌cannot‌ ‌be‌ ‌achieved‌ ‌by‌ ‌other‌ ‌PCs,‌ ‌then‌ ‌OOG‌ ‌arguments‌ ‌ensue.‌ ‌ 

Most‌ ‌importantly,‌ ‌it‌ ‌should‌ ‌be‌ ‌noted‌ ‌that‌ ‌monsters‌ ‌are‌ ‌all‌ ‌controlled‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌This‌‌                               
allows‌‌Plot‌‌Teams‌‌to‌‌monitor‌‌and‌‌properly‌‌scale‌‌events‌‌and‌‌decide‌‌when‌‌Cast‌‌characters‌‌enter‌‌                             
the‌‌game‌‌and‌‌how‌‌they‌‌will‌‌act,‌‌and‌‌when‌‌to‌‌pull‌‌them‌‌if‌‌things‌‌are‌‌getting‌‌out‌‌of‌‌control‌‌or‌‌if‌‌                                         
the‌ ‌direction‌ ‌of‌ ‌the‌ ‌game‌ ‌needs‌ ‌tweaking.‌‌ ‌  

PC‌ ‌monsters‌ ‌throw‌ ‌all‌ ‌that‌ ‌out‌ ‌the‌ ‌window,‌ ‌because‌ ‌unlike‌ ‌Cast,‌ ‌PCs‌ ‌have‌ ‌free‌ ‌will.‌ ‌With‌ ‌PC‌‌                                 
monsters‌ ‌out‌ ‌there,‌ ‌the‌ ‌Plot‌ ‌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 ‌of‌ ‌this‌‌                           
affliction‌ ‌you‌ ‌must‌ ‌abide‌ ‌by‌ ‌the‌ ‌personality‌ ‌requirements‌ ‌and‌ ‌Plot‌ ‌Team‌ ‌controlled‌ ‌directives.‌ 
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Chapter‌ ‌III:‌ ‌Classes‌ ‌ 
Any‌ ‌character,‌ ‌regardless‌ ‌of‌ ‌class‌ ‌can‌ ‌purchase‌ ‌any‌ ‌Skill‌ ‌and‌ ‌wear‌ ‌any‌ ‌armor,‌‌but‌‌it‌‌is‌‌more‌‌                                 
difficult‌ ‌to‌ ‌purchase‌ ‌Skills‌ ‌outside‌ ‌of‌ ‌your‌ ‌chosen‌ ‌class’‌ ‌preferences.‌ ‌A‌ ‌character’s‌ ‌class‌‌                         
defines‌ ‌which‌ ‌Skills‌ ‌might‌ ‌be‌ ‌easily‌ ‌obtained.‌ ‌The‌ ‌seven‌ ‌classes‌ ‌have‌ ‌different‌ ‌advantages‌‌                         
when‌‌purchasing‌‌Skills,‌‌as‌‌well‌‌as‌‌varying‌‌toughness,‌‌as‌‌represented‌‌by‌‌Body‌‌Points‌‌and‌‌Armor‌‌                             
Point‌ ‌Maximums.‌‌ ‌  

Classes‌ ‌offer‌ ‌distinct‌ ‌advantages‌ ‌in‌ ‌XP‌ ‌costs‌ ‌of‌ ‌Skill‌ ‌purchases.‌ ‌Fighter‌ ‌has‌ ‌the‌ ‌most‌‌                           
inexpensive‌‌costs‌‌for‌‌Martial‌‌Skills,‌‌Rogue‌‌for‌‌Stealth‌‌Skills,‌‌and‌‌Scholar‌‌for‌‌Magic‌‌Skills.‌‌Three‌‌                             
more‌ ‌classes‌ ‌are‌ ‌less‌ ‌expensive‌ ‌in‌ ‌two‌ ‌categories:‌ ‌Scout‌ ‌between‌ ‌Fighter‌ ‌and‌ ‌Rogue,‌ ‌Adept‌‌                           
between‌ ‌Rogue‌ ‌and‌ ‌Scholar,‌‌and‌‌Spellsword‌‌between‌‌Scholar‌‌and‌‌Fighter.‌‌Finally,‌‌the‌‌Artisan‌‌                         
class‌ ‌stands‌ ‌alone‌ ‌specializing‌ ‌in‌ ‌Trades‌ ‌and‌ ‌Crafting‌ ‌Skills.‌ ‌ 

Classes‌ ‌ 
Fighter:‌ ‌Fighters‌ ‌excel‌ ‌with‌ ‌a‌ ‌variety‌ ‌of‌ ‌weaponry,‌ ‌able‌ ‌to‌ ‌take‌ ‌the‌ ‌most‌ ‌damage‌ ‌and‌ ‌fight‌‌                               
their‌ ‌opponents‌ ‌toe‌‌to‌‌toe‌‌better‌‌than‌‌any‌‌other‌‌class.‌‌Fighters‌‌may‌‌use‌‌the‌‌strongest‌‌sets‌‌of‌‌                                 
Armor‌‌easier‌‌than‌‌other‌‌classes,‌‌and‌‌purchase‌‌Weapon‌‌and‌‌Martial‌‌Skills‌‌at‌‌the‌‌lowest‌‌possible‌‌                             
cost.‌‌If‌‌being‌‌in‌‌the‌‌thick‌‌of‌‌combat‌‌and‌‌dealing‌‌out‌‌damage,‌‌or‌‌protecting‌‌your‌‌allies‌‌is‌‌your‌‌                                   
goal,‌ ‌the‌ ‌Fighter‌ ‌is‌ ‌a‌ ‌great‌ ‌choice.‌ ‌Fighters‌ ‌also‌ ‌make‌ ‌excellent‌ ‌archers,‌ ‌and‌ ‌many‌ ‌of‌ ‌their‌‌                               
attacks‌ ‌lend‌ ‌themselves‌ ‌to‌ ‌ranged‌ ‌combat.‌‌ ‌  

Scout:‌ ‌‌Scouts‌ ‌are‌ ‌meant‌ ‌to‌ ‌be‌ ‌a‌ ‌very‌ ‌mobile‌ ‌damage‌ ‌dealer.‌ ‌They‌ ‌are‌ ‌a‌ ‌bit‌ ‌more‌ ‌heavily‌‌                                 
armored‌‌than‌‌a‌‌Rogue,‌‌but‌‌less‌‌than‌‌a‌‌Fighter.‌‌They‌‌can‌‌mix‌‌up‌‌the‌‌damage‌‌of‌‌a‌‌Fighter‌‌with‌‌                                     
the‌‌defenses‌‌of‌‌a‌‌Rogue‌‌which‌‌makes‌‌them‌‌a‌‌good‌‌option‌‌for‌‌those‌‌that‌‌would‌‌like‌‌to‌‌dip‌‌into‌‌                                     
both‌ ‌Martial‌ ‌and‌ ‌Stealth‌ ‌Skills.‌ ‌ 

Rogue:‌ ‌‌Rogues‌ ‌are‌ ‌very‌ ‌capable‌ ‌of‌ ‌debuffing‌ ‌their‌ ‌foes,‌ ‌disabling‌ ‌attacks,‌ ‌and‌ ‌dealing‌‌                         
incredible‌ ‌damage‌ ‌quickly‌ ‌when‌ ‌they‌‌get‌‌behind‌‌their‌‌opponents.‌‌They‌‌also‌‌serve‌‌as‌‌capable‌‌                           
Archers‌ ‌and‌ ‌Alchemists,‌ ‌throwing‌ ‌gas‌ ‌and‌ ‌Trap‌ ‌Globes‌ ‌into‌ ‌the‌ ‌fray.‌ ‌Rogues‌‌are‌‌more‌‌lightly‌‌                             
armored‌ ‌and‌ ‌have‌ ‌less‌ ‌Body‌ ‌Points‌ ‌than‌ ‌Fighters‌ ‌but‌ ‌have‌ ‌the‌ ‌best‌ ‌Skills‌ ‌to‌ ‌avoid‌ ‌enemy‌‌                               
attacks‌ ‌altogether.‌ ‌ 

Adept:‌ ‌Adepts‌ ‌blend‌ ‌the‌ ‌Skills‌ ‌of‌ ‌Rogues‌ ‌and‌ ‌Scholars.‌ ‌They‌‌can‌‌debilitate‌‌an‌‌opponent‌‌with‌‌                             
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 ‌more‌‌importantly,‌‌                       
silently.‌ ‌ 

Scholar:‌‌‌Scholars‌‌can‌‌wield‌‌the‌‌power‌‌of‌‌life‌‌and‌‌death.‌‌They‌‌excel‌‌in‌‌multiple‌‌roles‌‌–‌‌with‌‌their‌‌                                   
spells‌‌they‌‌can‌‌support‌‌others‌‌in‌‌combat,‌‌they‌‌can‌‌deal‌‌direct‌‌damage‌‌themselves,‌‌or‌‌they‌‌can‌‌                               
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heal‌‌their‌‌allies‌‌and‌‌themselves.‌‌Scholars‌‌are‌‌lightly‌‌armored‌‌and‌‌have‌‌the‌‌lowest‌‌Body‌‌Points,‌‌                             
but‌ ‌excel‌ ‌in‌ ‌casting‌ ‌spells,‌ ‌imbuing‌ ‌items,‌ ‌and‌ ‌evoking‌ ‌raw‌ ‌elemental‌ ‌energies.‌ ‌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 ‌support‌ ‌their‌ ‌allies.‌ ‌They‌ ‌excel‌ ‌at‌ ‌versatile‌ ‌combinations‌ ‌to‌ ‌buff‌‌                             
and‌ ‌heal‌ ‌their‌ ‌team‌ ‌or‌ ‌debuff‌ ‌and‌ ‌damage‌ ‌opponents.‌ ‌The‌ ‌capability‌ ‌to‌ ‌protect‌ ‌themselves‌‌                           
from‌‌both‌‌magic‌‌and‌‌weapon‌‌attacks‌‌makes‌‌them‌‌invaluable‌‌on‌‌the‌‌battlefield.‌‌For‌‌those‌‌who‌‌                             
want‌ ‌great‌ ‌variety,‌ ‌Spellsword‌ ‌is‌ ‌a‌ ‌solid‌ ‌choice.‌ ‌ 

Artisan:‌ ‌The‌ ‌Artisan‌ ‌class‌ ‌is‌ ‌the‌ ‌epitome‌ ‌of‌ ‌production‌ ‌creation.‌ ‌Artisans‌ ‌gain‌ ‌power‌ ‌not‌‌                           
through‌‌combat‌‌Skills‌‌but‌‌through‌‌wealth‌‌and‌‌influence.‌‌Artisans‌‌do‌‌not‌‌excel‌‌in‌‌weapon‌‌use‌‌or‌‌                               
spellcasting,‌ ‌but‌ ‌at‌ ‌mercantile‌ ‌pursuits,‌ ‌undertaking‌ ‌trade,‌ ‌and‌ ‌are‌ ‌excellent‌ ‌pure‌ ‌crafters.‌ ‌ 

Body‌ ‌and‌ ‌Armor‌ ‌Points‌ ‌ 
Two‌ ‌important‌ ‌statistics,‌ ‌Body‌ ‌Points‌ ‌and‌ ‌Armor‌ ‌Points,‌ ‌are‌ ‌based‌ ‌on‌ ‌a‌‌character’s‌‌class.‌‌All‌‌                             
characters‌‌begin‌‌with‌‌10‌‌Body‌‌Points.‌‌A‌‌character‌‌gains‌‌+1‌‌Body‌‌Point‌‌at‌‌a‌‌rate‌‌based‌‌on‌‌their‌‌                                   
class‌‌per‌‌the‌‌table‌‌below.‌‌The‌‌‌Hardy‌‌‌Skill‌‌can‌‌be‌‌used‌‌to‌‌purchase‌‌5‌‌additional‌‌Body‌‌Points‌‌for‌‌                                   
each‌ ‌time‌ ‌the‌ ‌Skill‌ ‌is‌ ‌purchased‌ ‌no‌ ‌matter‌ ‌what‌ ‌class‌ ‌you‌ ‌are.‌ ‌ 

In‌ ‌addition,‌ ‌all‌ ‌classes‌ ‌are‌ ‌limited‌ ‌in‌ ‌how‌ ‌many‌ ‌Armor‌ ‌Points‌ ‌they‌ ‌can‌ ‌use.‌ ‌These‌ ‌maximum‌‌                               
Armor‌ ‌Points‌ ‌are‌ ‌listed‌ ‌in‌ ‌the‌ ‌chart‌ ‌as‌ ‌well.‌ ‌The‌ ‌‌Wear‌ ‌Extra‌ ‌Armor‌ ‌‌Skill‌ ‌allows‌ ‌characters‌ ‌to‌‌                                 
wear‌ ‌+1‌ ‌Armor‌ ‌Point‌ ‌above‌ ‌their‌ ‌Armor‌ ‌Point‌ ‌Maximum‌ ‌for‌ ‌each‌ ‌time‌ ‌the‌ ‌Skill‌ ‌is‌ ‌purchased.‌ ‌ 

‌ 

‌ 

Changing‌ ‌Class‌ ‌ 
Players‌ ‌may‌ ‌change‌ ‌the‌ ‌class‌ ‌of‌ ‌their‌ ‌characters‌ ‌over‌ ‌time.‌ ‌You‌ ‌can‌ ‌choose‌ ‌to‌ ‌change‌ ‌your‌‌                               
character’s‌‌class‌‌by‌‌logging‌‌onto‌‌the‌‌RPDb‌‌and‌‌clicking‌‌on‌‌your‌‌current‌‌class.‌‌This‌‌will‌‌take‌‌you‌‌                                 
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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 ‌ 



‌ 

to‌ ‌a‌ ‌new‌ ‌page‌ ‌that‌ ‌will‌ ‌show‌ ‌you‌ ‌if‌ ‌you‌ ‌have‌ ‌enough‌ ‌XP‌ ‌to‌ ‌change‌ ‌classes.‌ ‌Additionally,‌ ‌a‌‌                                   
character‌ ‌may‌ ‌swap‌ ‌their‌ ‌choice‌ ‌of‌ ‌Primary‌ ‌and‌ ‌Secondary‌ ‌schools‌ ‌of‌ ‌magic.‌ ‌ 

You‌‌may‌‌never‌‌have‌‌a‌‌negative‌‌amount‌‌of‌‌XP,‌‌and‌‌the‌‌RPDb‌‌will‌‌not‌‌allow‌‌you‌‌to‌‌change‌‌your‌‌                                     
class‌ ‌if‌ ‌it‌ ‌would‌ ‌cost‌ ‌more‌ ‌XP‌ ‌than‌ ‌you‌ ‌have‌ ‌available.‌ ‌ 

It‌‌costs‌‌less‌‌in‌‌XP‌‌to‌‌change‌‌to‌‌and‌‌from‌‌related‌‌classes‌‌(Fighter‌‌to‌‌Spellsword‌‌or‌‌Scout)‌‌than‌‌it‌‌                                     
is‌ ‌to‌ ‌go‌ ‌from‌ ‌one‌ ‌class‌ ‌to‌ ‌a‌ ‌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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Chapter‌ ‌IV:‌ ‌Combat‌ ‌ 
Simulated‌ ‌combat‌ ‌is‌ ‌a‌ ‌large‌ ‌part‌ ‌of‌ ‌REFUGE‌ ‌LARP.‌ ‌It‌ ‌is‌ ‌important‌ ‌to‌ ‌understand‌ ‌how‌ ‌the‌‌                               
combat‌ ‌system‌ ‌operates.‌ ‌This‌ ‌section‌ ‌will‌ ‌help‌ ‌you‌ ‌play‌ ‌safely‌ ‌and‌ ‌plan‌ ‌better‌ ‌for‌‌the‌‌Skills‌‌                               
you‌ ‌purchase.‌‌ ‌  

This‌ ‌section‌ ‌is‌ ‌important‌‌for‌‌grasping‌‌the‌‌fundamentals‌‌of‌‌our‌‌game‌‌system.‌‌Failing‌‌to‌‌follow‌‌                             
any‌ ‌of‌ ‌the‌ ‌rules‌ ‌in‌ ‌the‌ ‌following‌ ‌sections‌ ‌could‌ ‌result‌ ‌in‌ ‌disciplinary‌ ‌action.‌ ‌ 

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

Many‌‌things‌‌can‌‌happen‌‌while‌‌players‌‌are‌‌on‌‌the‌‌field.‌‌If‌‌you‌‌see‌‌anything‌‌that‌‌appears‌‌to‌‌be‌‌                                   
unsafe,‌‌you‌‌can‌‌call‌‌a‌‌Pause.‌‌To‌‌do‌‌this,‌‌you‌‌shout‌‌the‌‌word‌‌“Pause”‌‌as‌‌loudly‌‌as‌‌you‌‌can,‌‌and‌‌                                       
everyone‌ ‌in‌‌the‌‌vicinity‌‌will‌‌drop‌‌to‌‌one‌‌knee.‌ ‌If‌‌dropping‌‌to‌‌a‌‌knee‌‌is‌‌unsafe‌‌or‌‌the‌‌player‌‌                                     
cannot,‌ ‌they‌ ‌must‌ ‌instead‌ ‌stay‌ ‌very‌ ‌still‌ ‌and‌ ‌alert.‌ ‌‌You’ll‌ ‌probably‌ ‌also‌ ‌hear‌ ‌the‌ ‌call‌ ‌echo‌‌                               
down‌‌the‌‌field‌‌so‌‌everyone‌‌hears‌‌it.‌‌Please‌‌note‌‌“MEDIC!”‌‌is‌‌an‌‌OOG‌‌call‌‌for‌‌help,‌‌so‌‌never‌‌say‌‌                                     
this‌ ‌in‌ ‌game.‌ ‌ 

Dropping‌ ‌to‌ ‌one‌ ‌knee‌ ‌ensures‌ ‌that‌ ‌combat,‌ ‌and‌ ‌any‌ ‌movement‌ ‌occurring,‌ ‌is‌ ‌Paused‌ ‌exactly‌‌                           
where‌ ‌it’s‌ ‌at.‌ ‌Every‌ ‌player‌ ‌on‌‌Pause‌‌is‌‌expected‌‌to‌‌remain‌‌in‌‌place,‌‌on‌‌a‌‌knee‌‌(or‌‌sitting)‌‌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 ‌that‌‌they‌‌are‌‌backing‌‌into‌‌a‌‌copse‌‌of‌‌trees‌‌or‌‌thorny‌‌bushes,‌‌a‌‌                                     
Pause‌ ‌can‌ ‌be‌ ‌called‌ ‌to‌ ‌reposition‌ ‌the‌ ‌group‌ ‌into‌ ‌a‌‌spot‌‌that‌‌is‌‌slightly‌‌further‌‌away‌‌from‌‌the‌                                   
trees,‌‌giving‌‌the‌‌players‌‌a‌‌safer‌‌combat‌‌position.‌‌The‌‌same‌‌goes‌‌for‌‌moving‌‌towards‌‌buildings‌‌                             
or‌ ‌something‌ ‌deemed‌ ‌a‌ ‌tripping‌ ‌or‌ ‌injury‌ ‌hazard.‌ ‌ 

Effect‌ ‌Resolution‌ ‌ 

This‌‌usually‌‌happens‌‌when‌‌a‌‌large‌‌group‌‌of‌‌players‌‌are‌‌attempting‌‌to‌‌kill‌‌the‌‌Big‌‌Bad‌‌and‌‌the‌‌                                   
Monster‌‌is‌‌being‌‌inundated‌‌with‌‌more‌‌calls‌‌than‌‌the‌‌Cast‌‌Member‌‌can‌‌process.‌‌At‌‌that‌‌point,‌‌a‌‌                                 
Pause‌‌will‌‌be‌‌called‌‌to‌‌make‌‌sure‌‌all‌‌the‌‌damage‌‌is‌‌deflected‌‌or‌‌captured‌‌appropriately‌‌before‌‌                               
moving‌‌on‌‌with‌‌the‌‌battle.‌‌This‌‌kind‌‌of‌‌Pause‌‌is‌‌mostly‌‌prevented‌‌by‌‌making‌‌sure‌‌your‌‌calls‌‌are‌‌                                   
loud,‌ ‌clear‌ ‌and‌ ‌you‌ ‌are‌ ‌taking‌ ‌your‌ ‌swings‌ ‌appropriately.‌ ‌ 

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

Accidents‌ ‌do‌ ‌happen,‌ ‌like‌‌ankle‌‌damage,‌‌bee‌‌stings,‌‌etc,‌‌and‌‌this‌‌is‌‌absolutely‌‌a‌‌valid‌‌reason‌‌                               
to‌‌call‌‌Pause.‌‌Once‌‌it’s‌‌established‌‌by‌‌a‌‌second‌‌party‌‌it’s‌‌an‌‌actual‌‌medical‌‌need‌‌and‌‌not‌‌an‌‌IG‌‌                                     
Healing‌‌issue,‌‌“MEDIC!”‌‌should‌‌be‌‌called,‌‌and‌‌any‌‌one‌‌of‌‌our‌‌players‌‌or‌‌staff‌‌that‌‌is‌‌medically‌‌                                 
trained‌ ‌will‌ ‌come‌ ‌and‌ ‌address‌ ‌the‌ ‌issue.‌ ‌The‌ ‌Pause‌ ‌will‌ ‌last‌ ‌until‌ ‌the‌ ‌player‌ ‌and‌ ‌medic‌ ‌have‌                                 
decided‌ ‌it‌ ‌is‌ ‌safe‌ ‌for‌ ‌them‌ ‌to‌ ‌return‌ ‌to‌ ‌the‌ ‌game‌ ‌or‌ ‌be‌ ‌removed‌ ‌from‌ ‌the‌ ‌field.‌‌ ‌  

To‌ ‌End‌ ‌a‌ ‌Pause‌ ‌ 

Once‌ ‌all‌ ‌issues‌ ‌are‌ ‌resolved,‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌otherwise‌ ‌appointed‌ ‌individual‌ ‌will‌ ‌loudly‌ ‌ask‌ ‌“Is‌‌                             
there‌‌any‌‌reason‌‌for‌‌this‌‌Pause‌‌to‌‌continue?”‌ ‌If‌‌there‌‌is‌‌no‌‌affirmative‌‌response,‌‌you‌‌will‌‌hear‌‌                                 
someone‌ ‌call‌‌you‌‌to‌‌return‌‌to‌‌your‌‌last‌‌position.‌‌Once‌‌it‌‌appears‌‌everything‌‌is‌‌back‌‌as‌‌it‌‌was,‌                                   
someone‌ ‌will‌ ‌loudly‌ ‌call‌ ‌“3,‌ ‌2,‌ ‌1,‌ ‌LAY‌ ‌ON!”‌ ‌Gameplay‌ ‌then‌ ‌resumes‌ ‌as‌ ‌it‌ ‌was.‌‌ ‌  

We‌ ‌try‌ ‌to‌ ‌keep‌ ‌Pauses‌ ‌as‌ ‌rare‌ ‌as‌ ‌possible‌ ‌as‌ ‌it‌‌can‌‌disrupt‌‌the‌‌game‌‌flow,‌‌but‌‌we‌‌know‌‌they‌‌                                       
are‌ ‌sometimes‌ ‌necessary.‌ ‌So‌ ‌please,‌ ‌keep‌ ‌them‌ ‌to‌‌a‌‌minimum,‌‌and‌‌only‌‌call‌‌them‌‌when‌‌they‌‌                               
are‌ ‌truly‌ ‌needed.‌ ‌If‌ ‌you‌ ‌need‌ ‌simple‌ ‌rules‌ ‌clarifications‌ ‌during‌ ‌combat,‌‌there‌‌are‌‌other‌‌ways‌‌                             
this‌ ‌can‌ ‌be‌ ‌addressed,‌ ‌and‌ ‌other‌ ‌players‌ ‌will‌ ‌happily‌ ‌assist.‌ ‌ 

Safety‌ ‌Concerns‌ ‌ 
Safety‌ ‌is‌‌a‌‌primary‌‌concern‌‌in‌‌all‌‌our‌‌games;‌‌following‌‌these‌‌rules‌‌is‌‌imperative,‌‌and‌‌ignoring‌‌                               
them‌‌will‌‌result‌‌in‌‌consequences‌‌ranging‌‌from‌‌warnings,‌‌removal‌‌of‌ ‌IG‌‌Skills,‌‌and‌‌could‌‌result‌‌                             
in‌ ‌removal‌ ‌from‌ ‌the‌ ‌game.‌ ‌ 

Body‌ ‌Contact‌ 

The‌ ‌only‌ ‌sport‌ ‌contact‌ ‌allowed‌ ‌during‌ ‌active‌ ‌combat‌ ‌is‌ ‌by‌ ‌an‌ ‌approved‌ ‌melee‌ ‌weapon‌‌                           
physrep.‌ ‌Any‌ ‌other‌ ‌type‌ ‌of‌ ‌fighting‌ ‌contact‌ ‌such‌ ‌as‌ ‌grabbing‌ ‌someone,‌ ‌hitting,‌ ‌or‌ ‌kicking‌ ‌is‌‌                             
strictly‌ ‌forbidden.‌ ‌Even‌‌when‌‌gently‌‌contacting‌‌another‌‌(friendly‌‌or‌‌immobilized)‌‌creature,‌‌for‌‌                       
example‌ ‌to‌‌pick‌‌up‌‌a‌‌fallen‌‌ally,‌‌you‌‌may‌‌only‌‌touch‌‌the‌‌target‌‌on‌‌their‌‌shoulder‌‌and‌‌indicate‌‌                                   
your‌ ‌intention‌ ‌with‌ ‌a‌ ‌proper‌ ‌verbal‌ ‌call.‌ ‌You‌‌should‌‌never‌‌actually‌‌pick‌‌someone‌‌up‌‌or‌‌move‌‌                               
them‌‌to‌‌drag‌‌them‌‌off‌‌of‌‌the‌‌field‌‌of‌‌battle,‌‌nor‌‌should‌‌you‌‌attempt‌‌to‌‌make‌‌shoulder‌‌contact‌‌                                   
(for‌ ‌a‌ ‌Skill‌ ‌like‌ ‌‌Healing‌ ‌Arts‌ ‌‌or‌ ‌‌First‌ ‌Aid‌)‌ ‌with‌ ‌a‌ ‌target‌ ‌who‌ ‌is‌ ‌resisting‌ ‌IG‌ ‌or‌ ‌denies‌ ‌consent‌‌                                     
OOG.‌ ‌ 

Shield‌ ‌Bashing‌ ‌ 

Shield‌ ‌Bashing‌ ‌is‌ ‌the‌ ‌intentional‌ ‌use‌ ‌of‌ ‌a‌ ‌Shield‌ ‌to‌ ‌gain‌ ‌physical‌ ‌OOG‌ ‌advantage‌ ‌over‌ ‌an‌‌                               
opponent‌ ‌and‌ ‌is‌ ‌prohibited.‌ ‌This‌ ‌includes‌ ‌physically‌ ‌pushing‌ ‌or‌ ‌striking‌ ‌an‌ ‌opponent‌ ‌with‌ ‌a‌‌                           
Shield.‌ ‌Shield‌ ‌Bashing‌ ‌is‌ ‌a‌ ‌serious‌ ‌violation‌ ‌of‌ ‌the‌ ‌safety‌ ‌rules.‌ ‌The‌ ‌potential‌ ‌for‌ ‌injury‌ ‌is‌ ‌great.‌ ‌ 
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Charging‌ ‌ 

During‌ ‌combat,‌ ‌you‌ ‌must‌ ‌never‌ ‌come‌ ‌into‌ ‌physical‌ ‌contact‌ ‌with‌ ‌your‌ ‌opponent.‌ ‌If‌ ‌you‌ ‌are‌‌                             
crowding‌‌your‌‌opponent‌‌enough‌‌that‌‌they‌‌must‌‌step‌‌back‌‌to‌‌avoid‌‌body‌‌contact‌‌with‌‌you,‌‌you‌‌                               
are‌ ‌charging.‌ ‌It’s‌‌possible‌‌to‌‌fight‌‌safely‌‌with‌‌very‌‌short‌‌weapons,‌‌but‌‌you‌‌must‌‌take‌‌special‌‌                               
care‌ ‌to‌ ‌not‌ ‌force‌ ‌the‌ ‌other‌ ‌person‌ ‌back‌ ‌physically‌ ‌to‌ ‌avoid‌ ‌contact.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌moved‌‌so‌‌close‌‌to‌‌your‌‌opponent‌‌that‌‌they‌‌can‌‌reach‌‌out‌‌a‌‌hand‌‌and‌‌touch‌‌your‌‌                                     
shoulder‌ ‌or‌ ‌torso,‌ ‌you‌ ‌are‌ ‌probably‌ ‌charging.‌ ‌If‌ ‌you‌ ‌can‌ ‌hit‌ ‌an‌‌opponent‌‌over‌‌their‌‌shoulder‌‌                               
from‌ ‌the‌ ‌front,‌ ‌you‌ ‌are‌ ‌probably‌ ‌charging.‌ ‌ ‌   

Pinning‌ ‌Weapons‌ 

Pinning‌‌refers‌‌to‌‌a‌‌fighting‌‌tactic‌‌where‌‌you‌‌trap‌‌your‌‌opponent’s‌‌weapon‌‌physrep‌‌so‌‌that‌‌it‌‌is‌‌                                 
unusable,‌ ‌intentionally‌ ‌trapping‌ ‌the‌ ‌weapon‌ ‌under‌ ‌a‌ ‌weapon‌ ‌or‌ ‌shield‌ ‌so‌ ‌that‌ ‌it‌ ‌cannot‌ ‌be‌‌                             
safely‌‌pulled‌‌back‌‌to‌‌swing‌‌again.‌‌Although‌‌pinning‌‌weapons‌‌is‌‌a‌‌mainstay‌‌of‌‌many‌‌movies,‌‌it‌‌                               
is‌ ‌dangerous‌ ‌in‌ ‌combat‌ ‌and‌ ‌as‌ ‌such‌ ‌this‌ ‌is‌ ‌prohibited.‌ ‌ 

Any‌ ‌Weapon‌ ‌or‌ ‌Shield‌ ‌shaped‌ ‌in‌ ‌such‌ ‌a‌ ‌way‌ ‌as‌‌to‌‌trap‌‌Weapons,‌‌whether‌‌accidentally‌‌or‌‌by‌‌                                 
design,‌ ‌is‌ ‌forbidden.‌ ‌ 

Legal‌ ‌&‌ ‌Illegal‌ ‌Targets‌ ‌ 

Legal‌ ‌targets‌ ‌include‌‌the‌‌entire‌‌body‌‌‌except‌‌the‌‌head,‌‌neck,‌‌hands‌‌from‌‌the‌‌wrist‌‌out,‌‌and‌‌                               
the‌ ‌groin‌.‌ ‌These‌ ‌locations‌ ‌are‌ ‌illegal‌ ‌targets‌ ‌for‌ ‌both‌ ‌Weapon-delivered‌ ‌attacks‌ ‌and‌‌                       
Packet-delivered‌ ‌attacks.‌ ‌ 

You‌‌may‌‌not‌‌intentionally‌‌block‌‌a‌‌hit‌‌with‌‌an‌‌illegal‌‌target‌‌such‌‌as‌‌putting‌‌an‌‌empty‌‌hand‌‌up‌‌to‌‌                                     
block‌ ‌a‌ ‌swing‌ ‌and‌ ‌then‌ ‌claiming‌ ‌it‌ ‌hit‌ ‌an‌ ‌illegal‌ ‌target.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌the‌‌Skill‌‌to‌‌use‌‌a‌‌Weapon‌‌you‌‌are‌‌carrying,‌‌or‌‌if‌‌you‌‌are‌‌presently‌‌unable‌‌to‌‌                                         
use‌‌a‌‌Weapon‌‌in‌‌which‌‌you‌‌are‌‌Skilled,‌‌you‌‌must‌‌either‌‌immediately‌‌drop‌‌the‌‌Weapon‌‌or‌‌take‌‌                                 
any‌ ‌damage‌ ‌that‌ ‌hits‌ ‌your‌ ‌Weapon.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌hold‌ ‌more‌ ‌than‌ ‌one‌ ‌Weapon‌ ‌in‌ ‌a‌ ‌hand‌ ‌and‌ ‌use‌ ‌those‌ ‌Weapons.‌ ‌If‌ ‌you‌ ‌are‌‌                                   
holding‌‌more‌‌than‌‌one‌‌Weapon‌‌in‌‌a‌‌hand‌‌and‌‌one‌‌of‌‌those‌‌Weapons‌‌is‌‌hit,‌‌then‌‌you‌‌must‌‌take‌‌                                     
the‌‌damage.‌‌This‌‌includes‌‌Shields;‌‌you‌‌may‌‌not‌‌hold‌‌a‌‌Weapon‌‌in‌‌the‌‌same‌‌hand‌‌that‌‌you‌‌are‌‌                                   
using‌ ‌to‌ ‌carry‌ ‌a‌ ‌Shield‌ ‌and‌ ‌still‌ ‌block‌ ‌with‌ ‌the‌ ‌Shield.‌ ‌ 

You‌ ‌may‌ ‌hold‌ ‌other‌ ‌small‌ ‌non-Weapon‌ ‌items‌ ‌such‌ ‌as‌ ‌Packets,‌ ‌coins,‌ ‌and‌ ‌Potions,‌ ‌in‌ ‌your‌‌                             
Weapon‌‌or‌‌Shield‌‌hand‌‌and‌‌utilize‌‌that‌‌Weapon‌‌or‌‌Shield‌‌normally.‌ ‌This‌‌must‌‌be‌‌done‌‌safely.‌ ‌                               
You‌ ‌may‌ ‌not‌ ‌hold‌ ‌anything‌ ‌in‌ ‌combat‌ ‌that‌ ‌is‌ ‌not‌ ‌combat-safe.‌ ‌Set‌ ‌aside‌ ‌unsafe,‌ ‌broken,‌ ‌or‌‌                               
fragile‌ ‌objects‌ ‌immediately,‌ ‌calling‌ ‌a‌ ‌Pause‌ ‌if‌ ‌needed.‌ ‌ 
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Weapon‌ ‌Attacks‌ ‌ 
Players‌ ‌always‌ ‌need‌ ‌to‌ ‌keep‌ ‌good‌ ‌sportsmanship‌ ‌in‌ ‌mind‌ ‌while‌ ‌participating‌ ‌in‌ ‌REFUGE‌‌                         
games.‌ ‌Whether‌ ‌or‌ ‌not‌ ‌your‌ ‌character‌ ‌would‌‌act‌‌honorably‌‌in‌‌a‌‌fight,‌‌it’s‌‌important‌‌for‌‌us‌‌as‌‌                                 
players‌ ‌to‌‌respect‌‌the‌‌rules‌‌and‌‌work‌‌with‌‌each‌‌other‌‌to‌‌make‌‌the‌‌game‌‌work‌‌properly.‌‌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.‌ ‌ 

Weapon‌‌swings‌‌must‌‌be‌‌safely‌‌executed‌‌as‌‌per‌‌the‌‌rules‌‌below.‌‌In‌‌combat,‌‌a‌‌light‌‌tap‌‌is‌‌just‌‌as‌‌                                     
effective‌ ‌as‌ ‌a‌ ‌heavy‌ ‌swing.‌ ‌You‌ ‌only‌ ‌need‌ ‌to‌ ‌apply‌ ‌enough‌ ‌pressure‌ ‌to‌ ‌make‌ ‌sure‌ ‌your‌‌                               
opponent‌‌is‌‌aware‌‌of‌‌the‌‌attack.‌‌Hitting‌‌an‌‌armored‌‌person‌‌From‌‌Behind‌‌may‌‌need‌‌more‌‌vigor‌‌                               
than‌ ‌a‌ ‌standard‌ ‌tap,‌ ‌and‌ ‌if‌ ‌it‌‌appears‌‌that‌‌your‌‌opponent‌‌is‌‌not‌‌taking‌‌all‌‌of‌‌your‌‌damage‌‌it‌‌                                     
may‌ ‌be‌ ‌because‌ ‌your‌ ‌hits‌ ‌are‌ ‌not‌ ‌being‌ ‌felt‌ ‌through‌ ‌their‌ ‌armor.‌ ‌ 

You‌ ‌should‌ ‌mention‌ ‌to‌ ‌your‌ ‌opponent‌ ‌when‌ ‌you‌ ‌think‌ ‌you‌ ‌got‌‌a‌‌hit‌‌in,‌‌and‌‌all‌‌players‌‌should‌‌                                   
acknowledge‌ ‌hits‌‌upon‌‌themselves‌‌whenever‌‌possible.‌‌Preferably‌‌this‌‌would‌‌mean‌‌roleplaying‌‌                     
the‌ ‌hit,‌ ‌but‌ ‌even‌ ‌something‌ ‌as‌ ‌simple‌ ‌as‌ ‌saying‌ ‌“Taken!”‌ ‌can‌ ‌clearly‌ ‌communicate‌ ‌to‌ ‌your‌‌                             
opponent‌ ‌that‌ ‌their‌ ‌swing‌ ‌landed.‌ ‌Acknowledging‌ ‌which‌ ‌hits‌ ‌you‌ ‌are‌ ‌accepting‌ ‌and‌ ‌which‌‌                         
ones‌‌you‌‌feel‌‌you‌‌blocked‌‌will‌‌help‌‌reduce‌‌disputes‌‌from‌‌your‌‌opponent.‌‌In‌‌large‌‌melees‌‌this‌‌is‌‌                                 
not‌ ‌always‌ ‌feasible‌ ‌but‌ ‌attempt‌ ‌to‌ ‌communicate‌ ‌this‌ ‌whenever‌ ‌possible.‌ ‌ 

There‌ ‌are‌ ‌several‌ ‌important‌ ‌guidelines‌ ‌to‌ ‌weapon‌ ‌combat:‌ ‌ 

Wield‌ ‌your‌‌Weapons‌‌appropriately.‌‌‌If‌‌you‌‌are‌‌holding‌‌a‌‌Weapon‌‌in‌‌a‌‌way‌‌outside‌‌the‌‌rule's‌‌                               
expectations‌ ‌(such‌ ‌as‌ ‌a‌ ‌Two-Handed‌ ‌Weapon‌ ‌held‌ ‌in‌ ‌only‌ ‌one‌ ‌hand),‌ ‌you‌ ‌cannot‌ ‌use‌ ‌it‌ ‌to‌‌                               
attack‌‌or‌‌block‌‌—‌‌if‌‌an‌‌attack‌‌hits‌‌it,‌‌you’ll‌‌need‌‌to‌‌either‌‌immediately‌‌drop‌‌the‌‌Weapon‌‌or‌‌take‌‌                                     
the‌ ‌damage‌ ‌as‌ ‌though‌ ‌it‌‌were‌‌not‌‌blocked.‌‌If‌‌you‌‌are‌‌safely‌‌wielding‌‌your‌‌Weapon‌‌or‌‌Shield,‌‌                                 
an‌ ‌incoming‌ ‌attack‌ ‌that‌ ‌you‌ ‌block‌ ‌or‌ ‌deflect‌ ‌away‌ ‌from‌ ‌you‌ ‌will‌ ‌not‌ ‌count‌ ‌against‌ ‌you.‌‌                               
Sometimes‌ ‌it’s‌ ‌a‌ ‌question‌ ‌of‌ ‌whether‌ ‌you‌ ‌deflected‌ ‌a‌ ‌blow‌‌enough‌‌–‌‌a‌‌good‌‌rule‌‌of‌‌thumb‌‌is‌‌                                   
that‌ ‌if‌ ‌you‌ ‌believe‌ ‌you‌ ‌blocked‌ ‌less‌ ‌than‌ ‌about‌ ‌half‌ ‌the‌ ‌force‌ ‌of‌‌the‌‌swing,‌‌you‌‌should‌‌count‌‌                                   
the‌‌attack‌‌against‌‌yourself‌‌as‌‌though‌‌it‌‌had‌‌hit.‌‌If‌‌there’s‌‌doubt,‌‌take‌‌the‌‌attack‌‌and‌‌be‌‌a‌‌good‌‌                                     
sport‌ ‌about‌ ‌it.‌ ‌ 

Accuracy‌ ‌counts;‌ ‌power‌ ‌doesn’t.‌ ‌You‌ ‌should‌ ‌never‌ ‌swing‌ ‌harder‌ ‌with‌ ‌the‌ ‌intent‌ ‌to‌ ‌power‌‌                           
through‌ ‌an‌ ‌opponent’s‌ ‌block.‌ ‌You‌ ‌only‌ ‌need‌ ‌to‌ ‌make‌ ‌enough‌ ‌contact‌ ‌for‌ ‌your‌ ‌opponent‌ ‌to‌‌                             
notice‌‌it.‌‌If‌‌you‌‌are‌‌swinging‌‌too‌‌hard,‌‌you‌‌will‌‌be‌‌called‌‌on‌‌it.‌‌If‌‌someone‌‌is‌‌striking‌‌you‌‌hard‌‌                                       
enough‌‌to‌‌be‌‌uncomfortable,‌‌take‌‌a‌‌moment‌‌and‌‌let‌‌them‌‌know‌‌OOG‌‌(or‌‌ask‌‌a‌‌Marshal‌‌to)‌‌so‌‌                                   
they‌ ‌can‌ ‌pull‌ ‌back‌ ‌on‌ ‌their‌ ‌attacks.‌ ‌ 

Damage‌ ‌calls‌ ‌‌must‌ ‌be‌ ‌clearly‌ ‌stated.‌ ‌If‌ ‌the‌ ‌target‌ ‌cannot‌ ‌understand‌ ‌the‌ ‌damage‌ ‌being‌‌                           
called,‌ ‌they‌‌do‌‌not‌‌have‌‌to‌‌take‌‌the‌‌damage.‌‌Melee‌‌combatants‌‌must‌‌be‌‌clear‌‌with‌‌their‌‌calls‌‌                                 
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just‌ ‌like‌ ‌spellcasters‌ ‌must‌ ‌pronounce‌ ‌their‌ ‌spell‌ ‌incants.‌ ‌If‌ ‌you‌ ‌are‌ ‌swinging‌ ‌so‌ ‌fast‌ ‌that‌‌you‌‌                               
cannot‌ ‌announce‌ ‌the‌ ‌damage‌ ‌fast‌ ‌enough‌ ‌to‌ ‌keep‌ ‌up‌ ‌with‌ ‌the‌ ‌swings,‌ ‌then‌ ‌you‌ ‌are‌                             
misplaying.‌‌ ‌  

Weapon‌ ‌swings‌ ‌should‌ ‌be‌ ‌an‌ ‌appropriate‌ ‌speed‌ ‌and‌‌range.‌‌A‌‌weapon‌‌physrep‌‌swing‌‌should‌‌                           
typically‌‌progress‌‌between‌‌45‌‌to‌‌90‌‌degrees‌‌at‌‌the‌‌elbow.‌‌If‌‌you‌‌are‌‌merely‌‌moving‌‌your‌‌wrist‌‌                                 
back‌ ‌and‌ ‌forth‌ ‌to‌ ‌cause‌ ‌your‌ ‌damage,‌ ‌then‌ ‌you‌ ‌are‌ ‌not‌ ‌fighting‌ ‌properly.‌ ‌Your‌ ‌opponent‌‌                             
should‌‌count‌‌all‌‌these‌‌swings‌‌together‌‌as‌‌one‌‌hit‌‌only.‌‌If‌‌you‌‌cannot‌‌get‌‌your‌‌damage‌‌call‌‌out‌‌                                   
before‌ ‌the‌ ‌completion‌ ‌of‌ ‌your‌ ‌next‌ ‌swing,‌ ‌you‌ ‌are‌ ‌swinging‌ ‌too‌ ‌fast.‌ ‌ 

Consecutive‌‌hits‌‌‌upon‌‌the‌‌same‌‌spot‌‌on‌‌the‌‌body‌‌within‌‌one‌‌second‌‌only‌‌count‌‌as‌‌one‌‌hit.‌‌You‌‌                                   
must‌‌vary‌‌your‌‌hits‌‌on‌‌your‌‌target.‌‌For‌‌instance,‌‌a‌‌double‌‌hit‌‌upon‌‌the‌‌right‌‌shoulder‌‌requires‌‌                                 
that‌ ‌the‌ ‌target‌ ‌take‌ ‌damage‌ ‌only‌ ‌once.‌ ‌However,‌ ‌if‌ ‌more‌ ‌than‌ ‌one‌ ‌second‌ ‌elapses‌ ‌between‌‌                             
two‌‌scored‌‌hits,‌‌or‌‌if‌‌a‌‌different‌‌location‌‌has‌‌been‌‌hit,‌‌then‌‌the‌‌damage‌‌is‌‌taken.‌‌For‌‌instance,‌‌                                   
if‌‌you‌‌hit‌‌your‌‌opponent‌‌on‌‌the‌‌right‌‌shoulder,‌‌then‌‌the‌‌Shield,‌‌and‌‌then‌‌the‌‌right‌‌shoulder,‌‌they‌‌                                   
are‌ ‌required‌ ‌to‌ ‌take‌ ‌the‌ ‌damage‌ ‌twice.‌ ‌ 

Remember‌ ‌that‌ ‌REFUGE‌ ‌LARP‌‌battles‌‌are‌‌representations‌‌of‌‌battles‌‌and‌‌are‌‌not‌‌meant‌‌to‌‌be‌‌                             
recreations‌ ‌of‌ ‌real‌ ‌battle.‌ ‌ 

From‌ ‌Behind‌ ‌attacks‌ ‌‌must‌ ‌be‌ ‌performed‌ ‌when‌ ‌physically‌ ‌behind‌ ‌the‌ ‌opponent;‌ ‌you‌ ‌cannot‌‌                         
reach‌‌around‌‌from‌‌the‌‌front.‌ ‌The‌‌attack‌‌must‌‌strike‌‌the‌‌opponent’s‌‌back‌‌half;‌‌this‌‌includes‌‌any‌‌                               
part‌‌of‌‌the‌‌target,‌‌limbs‌‌included,‌‌which‌‌is‌‌more‌‌towards‌‌their‌‌rear‌‌than‌‌their‌‌front.‌ ‌If‌‌you‌‌can‌‌                                   
see‌‌both‌‌of‌‌your‌‌opponent's‌‌shoulder‌‌blades,‌‌you‌‌are‌‌probably‌‌behind‌‌them.‌‌From‌‌Behind‌‌type‌                             
attacks‌ ‌made‌ ‌with‌ ‌ranged‌ ‌Weapons‌ ‌can‌ ‌be‌ ‌made‌ ‌from‌ ‌any‌ ‌direction‌ ‌and‌ ‌still‌ ‌count.‌ ‌ 

Packet‌ ‌Attacks‌ ‌ 
All‌ ‌Packet-delivered‌ ‌attacks‌ ‌are‌ ‌effective‌ ‌on‌ ‌contact‌ ‌with‌ ‌the‌ ‌target‌ ‌or‌ ‌any‌ ‌of‌ ‌the‌ ‌target’s‌‌                             
immediate‌ ‌possessions,‌ ‌such‌ ‌as‌ ‌a‌ ‌Shield‌ ‌or‌ ‌cloak.‌ ‌Packet‌ ‌attacks‌‌include‌‌spells,‌‌Gas‌‌Globes,‌‌                           
and‌ ‌certain‌ ‌monster‌ ‌abilities.‌  ‌Blue‌ ‌Packets‌ ‌representing‌ ‌Arrows‌ ‌count‌ ‌as‌ ‌Weapon‌ ‌attacks.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌throw‌ ‌a‌ ‌Packet‌ ‌with‌ ‌any‌‌other‌‌IG‌‌or‌‌OOG‌‌item‌‌in‌‌your‌‌throwing‌‌hand,‌‌including‌‌                                   
other‌‌Packets.‌ ‌You‌‌may‌‌Touch-Cast‌‌on‌‌yourself‌‌or‌‌another‌‌with‌‌another‌‌item‌‌in‌‌your‌‌hand,‌‌but‌‌                               
this‌ ‌must‌ ‌be‌ ‌done‌ ‌safely‌ ‌and‌ ‌courteously.‌ ‌ 

Calling‌ ‌Weapon‌ ‌Damage‌ ‌ 
Whenever‌‌you‌‌attack‌‌with‌‌a‌‌Weapon‌‌you‌‌must‌‌call‌‌out‌‌the‌‌amount‌‌and‌‌types‌‌of‌‌damage‌‌you‌‌                                 
will‌‌do‌‌with‌‌that‌‌Weapon.‌‌These‌‌calls‌‌are‌‌OOG.‌‌Even‌‌if‌‌under‌‌the‌‌effects‌‌of‌‌a‌‌‌Silence‌‌‌spell,‌‌you‌‌                                     
must‌‌still‌‌call‌‌out‌‌any‌‌damage‌‌you‌‌deliver‌‌so‌‌your‌‌opponent‌‌knows‌‌what‌‌damage‌‌to‌‌take.‌ ‌IG,‌‌                                 
the‌ ‌damage‌ ‌calls‌ ‌represent‌ ‌the‌ ‌sound‌ ‌the‌ ‌weapons‌ ‌make‌ ‌in‌ ‌battle.‌ ‌This‌ ‌allows‌ ‌you‌ ‌to‌ ‌hear‌‌                               
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damage‌ ‌being‌ ‌called‌ ‌and‌ ‌respond‌‌IG‌‌for‌‌example,‌‌“It‌‌sounds‌‌like‌‌a‌‌battle‌‌is‌‌going‌‌on‌‌behind‌‌                                 
that‌ ‌building!”‌ ‌ 

Most‌ ‌basic‌ ‌weapon‌ ‌attacks‌ ‌will‌ ‌be‌ ‌called‌ ‌simply‌ ‌as‌ ‌a‌ ‌number‌ ‌(the‌ ‌amount‌ ‌of‌ ‌damage‌ ‌the‌‌                               
attack‌‌will‌‌inflict‌‌if‌‌it‌‌hits)‌‌and‌‌a‌‌type‌‌(the‌‌type‌‌of‌‌damage‌‌which‌‌is‌‌being‌‌done).‌‌For‌‌example,‌‌a‌‌                                       
basic‌ ‌Long‌ ‌Sword‌ ‌swing‌ ‌will‌ ‌be‌ ‌made‌ ‌with‌ ‌the‌ ‌call‌ ‌“2‌ ‌Normal!”.‌ ‌There‌ ‌is‌ ‌an‌ ‌implicit‌ ‌Weapon‌‌                                 
Qualifier‌‌used‌‌when‌‌Weapons‌‌are‌‌attacked‌‌with‌‌in‌‌this‌‌way;‌‌other‌‌Qualifiers‌‌can‌‌also‌‌be‌‌added‌‌                               
through‌ ‌certain‌ ‌Skills‌ ‌or‌ ‌spells.‌ ‌There‌ ‌are‌ ‌many‌ ‌ways‌ ‌to‌‌increase‌‌the‌‌damage‌‌and/or‌‌change‌‌                             
the‌‌type‌‌of‌‌damage.‌‌See‌‌the‌‌Effects‌‌and‌‌Deliveries‌‌section‌‌for‌‌more‌‌details‌‌on‌‌effect‌‌Qualifiers‌‌                               
and‌ ‌damage‌ ‌types.‌ ‌ 

If‌‌you‌‌have‌‌the‌‌Skills‌‌to‌‌use‌‌two‌‌Weapons,‌‌you‌‌must‌‌call‌‌each‌‌swing‌‌on‌‌its‌‌own.‌ ‌You‌‌cannot‌‌hit‌‌                                       
an‌ ‌opponent‌ ‌with‌ ‌both‌ ‌Weapons‌ ‌at‌ ‌once‌ ‌from‌ ‌a‌ ‌single‌ ‌damage‌ ‌call,‌ ‌even‌ ‌if‌ ‌each‌ ‌Weapon‌‌                               
would‌ ‌attack‌ ‌with‌ ‌an‌ ‌identical‌ ‌call.‌ ‌ 

Counted‌ ‌Actions‌ ‌ 
Some‌ ‌actions‌‌cannot‌‌be‌‌performed‌‌for‌‌reasons‌‌of‌‌safety‌‌or‌‌reality‌‌but‌‌must‌‌be‌‌considered‌‌as‌‌                               
taking‌ ‌some‌ ‌time‌ ‌to‌ ‌complete.‌ ‌Such‌ ‌actions‌ ‌will‌ ‌have‌ ‌a‌ ‌specific‌ ‌count,‌ ‌usually‌ ‌three,‌ ‌and‌ ‌a‌‌                               
definite‌ ‌phrase‌ ‌to‌ ‌indicate‌ ‌what‌ ‌is‌ ‌happening.‌ ‌ 

For‌ ‌example,‌ ‌to‌ ‌simulate‌ ‌an‌ ‌Undead‌ ‌rising‌ ‌from‌ ‌a‌ ‌grave,‌ ‌the‌‌Cast‌‌playing‌‌the‌‌Undead‌‌might‌‌                               
say‌‌ ‌‌“I‌ ‌rise‌ ‌from‌ ‌the‌ ‌ground‌ ‌one,‌ ‌I‌ ‌rise‌ ‌from‌ ‌the‌ ‌ground‌ ‌two,‌ ‌I‌ ‌rise‌ ‌from‌ ‌the‌ ‌ground‌ ‌three.”‌ ‌ 

During‌‌the‌‌time‌‌in‌‌which‌‌the‌‌player‌‌is‌‌saying‌‌this,‌‌they‌‌are‌‌vulnerable‌‌to‌‌attack‌‌and‌‌cannot‌‌use‌‌                                   
any‌ ‌game‌ ‌Skills‌‌other‌‌than‌‌defenses.‌‌Using‌‌a‌‌defense‌‌from‌‌a‌‌Skill‌‌or‌‌Special‌‌Ability‌‌will‌‌cause‌‌                                 
the‌ ‌Counted‌ ‌Action‌ ‌to‌ ‌be‌ ‌interrupted‌ ‌—‌ ‌the‌ ‌Skill‌ ‌or‌ ‌ability‌ ‌is‌ ‌used‌ ‌up,‌ ‌and‌ ‌the‌ ‌count‌ ‌is‌‌                                   
terminated‌ ‌and‌ ‌must‌‌be‌‌started‌‌again.‌‌Dumb‌‌defenses‌‌such‌‌as‌‌‌Spell‌‌Shield‌‌‌or‌‌‌Weapon‌‌Shield‌‌                             
do‌ ‌not‌ ‌interrupt‌ ‌a‌ ‌Counted‌ ‌Action‌ ‌in‌ ‌this‌ ‌way.‌ ‌ 

This‌‌type‌‌of‌‌Counted‌‌Action‌‌is‌‌used‌‌primarily‌‌when‌‌the‌‌Cast‌‌are‌‌within‌‌visual‌‌or‌‌aural‌‌range‌‌of‌‌                                   
the‌ ‌players‌ ‌who‌ ‌can‌ ‌then‌ ‌try‌ ‌to‌ ‌affect‌ ‌the‌ ‌monsters.‌ ‌It‌ ‌should‌ ‌only‌ ‌be‌ ‌used‌ ‌when‌ ‌it‌‌must‌‌be‌‌                                     
made‌ ‌clear‌ ‌that‌ ‌the‌ ‌Cast‌ ‌is‌ ‌taking‌ ‌some‌ ‌sort‌ ‌of‌ ‌action‌ ‌that‌ ‌the‌ ‌player‌ ‌would‌ ‌not‌ ‌be‌ ‌able‌ ‌to‌‌                                     
observe‌ ‌or‌ ‌understand‌ ‌otherwise.‌ ‌ 

Cast‌ ‌members‌ ‌who‌ ‌have‌ ‌already‌ ‌come‌ ‌IG‌ ‌away‌ ‌from‌‌the‌‌PCs‌‌do‌‌not‌‌need‌‌to‌‌announce‌‌their‌‌                                 
presence‌ ‌with‌ ‌a‌ ‌Counted‌ ‌Action‌ ‌like‌ ‌this.‌ ‌If‌ ‌you‌‌are‌‌far‌‌enough‌‌away‌‌that‌‌it‌‌will‌‌take‌‌at‌‌least‌‌                                     
three‌‌seconds‌‌to‌‌reach‌‌the‌‌player,‌‌you‌‌should‌‌not‌‌announce‌‌your‌‌presence.‌‌In‌‌most‌‌cases,‌‌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 ‌they‌ ‌wish‌ ‌to‌ ‌perform.‌ ‌They‌ ‌are‌‌                                 
needed‌ ‌only‌ ‌when‌ ‌a‌ ‌Skill‌ ‌or‌ ‌ability‌ ‌specifies‌ ‌such.‌ ‌Counting‌ ‌actions‌ ‌is‌ ‌OOG‌ ‌and‌ ‌discouraged‌‌                             
unless‌ ‌(a)‌ ‌you‌ ‌are‌ ‌performing‌ ‌an‌ ‌ability‌‌that‌‌has‌‌to‌‌be‌‌counted;‌‌or‌‌(b)‌‌you‌‌are‌‌IG‌‌performing‌‌                                   
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an‌‌action‌‌that‌‌you‌‌are‌‌not‌‌really‌‌performing‌‌OOG‌‌and‌‌you‌‌are‌‌aware‌‌that‌‌you‌‌may‌‌be‌‌attacked‌‌                                   
while‌ ‌performing‌ ‌this‌ ‌action.‌ ‌ 

To‌‌better‌‌explain‌‌(b),‌‌imagine‌‌that‌‌you‌‌want‌‌to‌‌climb‌‌down‌‌into‌‌a‌‌cave.‌‌If‌‌you‌‌are‌‌in‌‌a‌‌location‌‌                                       
where‌ ‌it‌ ‌is‌ ‌safe‌ ‌to‌ ‌climb‌‌down‌‌into‌‌a‌‌cave,‌‌there‌‌is‌‌no‌‌need‌‌to‌‌count‌‌the‌‌action‌‌as‌‌you‌‌will‌‌be‌‌                                           
physically‌ ‌climbing‌ ‌into‌ ‌the‌ ‌cave.‌‌If‌‌instead‌‌a‌‌Marshal‌‌says‌‌that‌‌IG,‌‌you‌‌see‌‌a‌‌cave‌‌entrance,‌‌                                 
and‌ ‌entering‌ ‌it‌ ‌will‌ ‌require‌ ‌moving‌ ‌OOG‌ ‌to‌ ‌another‌ ‌location,‌ ‌then‌ ‌you‌ ‌should‌ ‌use‌ ‌a‌ ‌Counted‌‌                               
Action‌ ‌to‌ ‌represent‌ ‌the‌ ‌activity‌ ‌of‌ ‌climbing‌ ‌into‌ ‌the‌ ‌cave‌ ‌entrance.‌ ‌ 

Killing‌ ‌Blows‌ ‌ 
There‌ ‌are‌ ‌many‌ ‌ways‌ ‌in‌ ‌our‌ ‌game‌ ‌to‌ ‌render‌ ‌an‌ ‌opponent‌ ‌completely‌ ‌helpless.‌ ‌These‌‌include‌‌                             
using‌‌effects‌‌like‌‌‌Prison‌‌‌and‌‌‌Web‌‌‌or‌‌simply‌‌attacking‌‌them‌‌until‌‌they‌‌drop‌‌from‌‌damage.‌‌Once‌                               
a‌‌character‌‌has‌‌been‌‌incapacitated‌‌it‌‌is‌‌quite‌‌easy‌‌to‌‌kill‌‌them;‌‌this‌‌is‌‌represented‌‌by‌‌a‌‌‌Killing‌‌                                   
Blow.‌ ‌ 

To‌ ‌properly‌ ‌apply‌ ‌a‌ ‌‌Killing‌ ‌Blow,‌ ‌you‌ ‌must‌ ‌stand‌ ‌next‌ ‌to‌ ‌the‌‌target,‌‌place‌‌a‌‌Weapon‌‌on‌‌their‌‌                                   
torso,‌‌and‌‌recite‌‌“‌Killing‌‌Blow‌‌‌one;‌‌‌Killing‌‌Blow‌‌two;‌‌‌Killing‌‌Blow‌‌three.”‌‌This‌‌should‌‌be‌‌done‌‌in‌‌a‌‌                                   
normal‌ ‌speaking‌ ‌style‌ ‌and‌ ‌takes‌ ‌at‌ ‌least‌ ‌three‌ ‌seconds.‌ ‌If‌ ‌anyone‌ ‌makes‌ ‌contact‌ ‌with‌ ‌your‌‌                             
Weapon‌ ‌during‌ ‌the‌ ‌count‌ ‌or‌ ‌takes‌ ‌an‌ ‌action‌ ‌which‌ ‌causes‌ ‌you‌ ‌to‌ ‌expend‌ ‌a‌ ‌Skill,‌ ‌then‌ ‌the‌‌                                 
Killing‌ ‌Blow‌ ‌is‌ ‌interrupted‌ ‌and‌ ‌fails‌ ‌to‌ ‌kill‌ ‌the‌ ‌intended‌ ‌target.‌ ‌Some‌ ‌effects‌‌will‌‌also‌‌prevent‌‌                               
the‌‌Killing‌‌Blow‌‌from‌‌succeeding,‌‌such‌‌as‌‌forcing‌‌you‌‌to‌‌remove‌‌your‌‌Weapon‌‌from‌‌the‌‌target‌‌                               
during‌ ‌the‌ ‌‌Killing‌ ‌Blow‌ ‌with‌ ‌a‌ ‌‌Repel‌ ‌‌spell,‌ ‌as‌ ‌it‌ ‌requires‌ ‌you‌ ‌to‌ ‌move‌ ‌backwards‌ ‌away‌ ‌from‌‌                                 
your‌ ‌target.‌ ‌ 

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

In‌ ‌some‌ ‌cases,‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌will‌ ‌cause‌ ‌certain‌ ‌effects‌ ‌to‌ ‌take‌ ‌place‌ ‌automatically.‌ ‌If‌ ‌more‌‌                               
than‌ ‌one‌ ‌person‌ ‌attempts‌ ‌to‌ ‌give‌ ‌a‌ ‌‌Killing‌ ‌Blow‌,‌ ‌the‌ ‌person‌ ‌who‌ ‌starts‌ ‌first‌ ‌will‌ ‌count‌ ‌as‌‌                                 
applying‌ ‌the‌ ‌‌Killing‌ ‌Blow‌.‌ ‌The‌ ‌second‌ ‌person‌ ‌cannot‌ ‌come‌ ‌along,‌ ‌say‌ ‌the‌ ‌Killing‌ ‌Blow‌‌faster,‌‌                             
and‌ ‌then‌ ‌(OOG)‌ ‌claim‌ ‌to‌ ‌be‌ ‌the‌ ‌one‌ ‌who‌ ‌applied‌ ‌it.‌ ‌If‌ ‌you‌ ‌are‌ ‌given‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌and‌ ‌are‌‌                                       
already‌ ‌Dead,‌ ‌no‌ ‌response‌ ‌should‌ ‌be‌ ‌given‌ ‌(not‌ ‌even‌ ‌“No‌ ‌Effect”);‌ ‌merely‌ ‌remain‌ ‌silent.‌ ‌The‌‌                             
other‌ ‌person‌ ‌must‌ ‌figure‌ ‌out‌ ‌on‌ ‌their‌ ‌own‌ ‌what‌ ‌is‌ ‌happening.‌ ‌ 

A‌ ‌Killing‌ ‌Blow‌ ‌must‌ ‌be‌ ‌done‌ ‌on‌ ‌the‌ ‌torso‌ ‌of‌ ‌the‌ ‌target‌ ‌—‌ ‌an‌ ‌arm‌ ‌or‌ ‌leg‌‌is‌‌not‌‌sufficient.‌‌The‌‌                                         
blow‌ ‌cannot‌ ‌be‌ ‌struck‌ ‌on‌ ‌a‌ ‌moving‌ ‌target;‌ ‌they‌ ‌must‌ ‌be‌ ‌incapacitated,‌ ‌unable‌‌to‌‌fight‌‌back‌‌                               
and‌‌their‌‌body‌‌must‌‌be‌‌at‌‌rest.‌ ‌A‌‌‌Killing‌‌Blow‌‌‌can‌‌be‌‌delivered‌‌by‌‌anyone,‌‌whether‌‌they‌‌have‌‌                                   
a‌ ‌Weapon‌ ‌Skill‌ ‌or‌ ‌not.‌ ‌If‌ ‌not‌ ‌using‌ ‌a‌ ‌Weapon‌ ‌physrep,‌ ‌touches‌ ‌must‌ ‌be‌ ‌appropriate‌ ‌as‌ ‌per‌‌                                 
normal‌‌combat‌‌safety‌‌and‌‌consent‌‌rules,‌‌such‌‌as‌‌a‌‌hand‌‌on‌‌the‌‌shoulder;‌‌in‌‌this‌‌case‌‌that‌‌area‌‌                                   
is‌ ‌sufficient..‌ ‌ 

Some‌ ‌creatures‌ ‌are‌ ‌Immune‌ ‌to‌‌various‌‌types‌‌of‌‌damage.‌‌To‌‌be‌‌effective,‌‌a‌‌Killing‌‌Blow‌‌‌must‌‌                               
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be‌‌applied‌‌with‌‌a‌‌Weapon‌‌that‌‌can‌‌harm‌‌the‌‌creature.‌‌For‌‌example,‌‌if‌‌a‌‌creature‌‌is‌‌affected‌‌by‌‌                                   
Silver‌ ‌or‌ ‌Magic‌ ‌Weapons‌ ‌but‌ ‌not‌ ‌Normal‌ ‌Weapons,‌ ‌the‌ ‌‌Killing‌ ‌Blow‌ ‌must‌ ‌be‌ ‌applied‌ ‌with‌ ‌a‌‌                               
Silvered‌ ‌or‌ ‌Magic‌ ‌Weapon‌ ‌to‌ ‌be‌ ‌effective.‌ ‌When‌ ‌applying‌ ‌a‌ ‌special‌ ‌type‌ ‌of‌ ‌‌Killing‌ ‌Blow‌ ‌on‌‌                               
such‌ ‌a‌ ‌creature,‌ ‌you‌ ‌must‌ ‌state‌ ‌the‌ ‌damage‌ ‌type‌ ‌at‌ ‌the‌ ‌end;‌ ‌for‌ ‌instance:‌‌“‌Killing‌‌Blow‌‌one,‌‌                                 
Killing‌ ‌Blow‌‌ ‌two,‌ ‌‌Killing‌ ‌Blow‌‌ ‌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 ‌avoided‌ ‌through‌ ‌Game‌ ‌Abilities‌ ‌or‌‌                           
spells.‌  ‌It‌ ‌will‌ ‌bypass‌ ‌all‌ ‌Dumb‌ ‌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,‌‌or‌‌is‌‌it‌‌swung‌‌with‌‌a‌‌                                           
physical‌ ‌Weapon?‌ ‌This‌ ‌is‌ ‌never‌ ‌verbalized.‌ ‌ 

The‌ ‌Qualifier‌ ‌explains‌ ‌how‌ ‌the‌ ‌call‌ ‌is‌ ‌being‌ ‌manifested‌ ‌IG‌ ‌—‌ ‌for‌ ‌example,‌ ‌a‌ ‌physical‌ ‌attack‌‌                               
which‌ ‌is‌ ‌imbued‌ ‌with‌ ‌a‌ ‌pure‌ ‌elemental‌ ‌force‌ ‌is‌ ‌different‌ ‌from‌ ‌a‌ ‌mundane‌ ‌Weapon‌ ‌swing.‌‌ ‌  

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

In‌‌most‌‌cases,‌‌both‌‌the‌‌Qualifier‌‌and‌‌the‌‌Effect‌‌are‌‌stated‌‌with‌‌every‌‌call.‌‌This‌‌conveys‌‌to‌‌the‌‌                                   
recipient‌ ‌understand‌ ‌what‌ ‌to‌ ‌do‌ ‌if‌ ‌they‌ ‌get‌ ‌hit‌ ‌(and‌ ‌what‌ ‌defensive‌ ‌abilities‌ ‌they‌ ‌might‌ ‌use).‌‌ ‌  

Note‌ ‌that‌ ‌sometimes‌‌you‌‌will‌‌have‌‌the‌‌choice‌‌to‌‌deliver‌‌several‌‌different‌‌effects‌‌with‌‌a‌‌single‌‌                               
attack,‌‌such‌‌as‌‌when‌‌wielding‌‌a‌‌weapon‌‌with‌‌several‌‌different‌‌magical‌‌auras.‌‌In‌‌this‌‌case,‌‌you‌‌                               
may‌‌only‌‌ever‌‌use‌‌a‌‌single‌‌effect‌‌with‌‌any‌‌single‌‌attack,‌‌although‌‌you‌‌may‌‌be‌‌able‌‌to‌‌change‌‌                                   
which‌ ‌you‌ ‌choose‌ ‌to‌ ‌use‌ ‌with‌ ‌each‌ ‌attack.‌ ‌No‌ ‌matter‌ ‌what,‌ ‌a‌ ‌single‌‌attack‌‌can‌‌use‌‌no‌‌more‌‌                                   
than‌ ‌one‌ ‌Qualifier‌ ‌and‌ ‌no‌ ‌more‌ ‌than‌ ‌one‌ ‌Effect.‌ ‌ 

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

For‌ ‌example,‌ ‌a‌ ‌‌Channeling‌ ‌‌Packet‌ ‌thrown‌ ‌from‌ ‌a‌ ‌Celestial‌ ‌Source‌ ‌might‌ ‌be‌ ‌thrown‌ ‌with‌ ‌the‌‌                             
verbal‌‌“10‌‌Elemental‌‌Flame!,”‌‌where‌‌10‌‌is‌‌the‌‌amount‌‌of‌‌damage‌‌it‌‌will‌‌inflict,‌‌Elemental‌‌is‌‌the‌‌                                 
Qualifier,‌‌indicating‌‌that‌‌defenses‌‌like‌‌‌Elemental‌‌Shield‌‌or‌‌‌Resist‌‌Element‌‌will‌‌work,‌‌and‌‌Flame‌‌                           
is‌ ‌the‌ ‌effect,‌ ‌indicating‌ ‌that‌ ‌it‌ ‌might‌ ‌heal‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌or‌ ‌do‌ ‌extra‌ ‌damage‌ ‌to‌ ‌an‌ ‌Ice‌‌                                   
Elemental.‌ ‌ 

Many‌‌REFUGE‌‌LARP‌‌calls‌‌also‌‌have‌‌numbers‌‌and‌‌some‌‌use‌‌the‌‌Strike‌‌keyword‌‌or‌‌specify‌‌exact‌‌                               
Effect‌ ‌Targets.‌ ‌The‌ ‌full‌ ‌pattern‌ ‌is:‌ ‌‌<Number>‌ ‌<Qualifier>‌ ‌<Strike>‌ ‌<Effect>‌ ‌<Effect‌ ‌Targets>‌.‌‌                       
Numbers,‌ ‌Strike‌ ‌keyword,‌ ‌and‌ ‌Effect‌ ‌Targets‌ ‌are‌ ‌only‌ ‌used‌ ‌when‌ ‌relevant.‌‌ ‌  

Attacks‌ ‌that‌ ‌don’t‌ ‌do‌ ‌damage‌ ‌simply‌ ‌omit‌ ‌the‌ ‌number.‌ ‌For‌ ‌example,‌ ‌a‌ ‌siren‌ ‌might‌ ‌throw‌ ‌a‌‌                               
Packet‌ ‌for‌ ‌“Elemental‌ ‌‌Charm‌!”‌ ‌This‌ ‌won’t‌‌inflict‌‌any‌‌damage,‌‌but‌‌if‌‌it‌‌connects‌‌the‌‌target‌‌will‌‌                               
be‌ ‌affected‌ ‌by‌ ‌‌Charm‌.‌‌ ‌  

The‌ ‌Strike‌ ‌keyword‌ ‌goes‌ ‌in‌ ‌between‌ ‌the‌ ‌Qualifier‌‌and‌‌the‌‌Effect‌‌in‌‌a‌‌call.‌‌The‌‌Strike‌‌keyword‌‌                                 
causes‌ ‌physical-delivery‌ ‌calls‌ ‌to‌ ‌instead‌ ‌use‌ ‌packet-delivery‌ ‌rules.‌ ‌ 

There‌ ‌are‌ ‌two‌ ‌specific‌ ‌exceptions‌ ‌to‌ ‌this‌ ‌call‌ ‌pattern.‌‌ ‌  

Incanted‌ ‌spells‌ ‌(like‌ ‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Paralysis‌!”)‌ ‌are‌ ‌always‌ ‌assumed‌ ‌to‌ ‌use‌ ‌the‌ ‌Spell‌‌                             
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Qualifier‌ ‌even‌ ‌though‌ ‌it’s‌ ‌not‌‌explicitly‌‌verbalized.‌‌Additionally,‌‌for‌‌a‌‌spell‌‌that‌‌does‌‌damage,‌‌                           
the‌ ‌number‌ ‌will‌ ‌be‌ ‌part‌ ‌of‌ ‌the‌ ‌incant‌ ‌(e.g.‌ ‌“I‌ ‌Evoke‌ ‌a‌ ‌20‌ ‌Flame‌ ‌Bolt!”).‌ ‌ 

The‌ ‌other‌ ‌exception‌ ‌is‌ ‌basic‌ ‌Weapon‌ ‌attacks.‌ ‌If‌ ‌you‌ ‌are‌ ‌using‌ ‌the‌ ‌physical-delivery‌ ‌and‌‌                           
swinging‌ ‌for‌ ‌the‌ ‌Weapon‌ ‌Qualifier,‌ ‌you‌ ‌can‌ ‌omit‌ ‌the‌ ‌Qualifier‌ ‌and‌ ‌just‌ ‌call‌ ‌the‌ ‌number‌ ‌and‌‌                               
Effect.‌‌For‌‌example,‌‌the‌‌full‌‌verbal‌‌for‌‌a‌‌regular‌‌Weapon‌‌attack‌‌from‌‌a‌‌Long‌‌Sword‌‌would‌‌be‌‌“2‌‌                                   
Weapon‌ ‌Normal,”‌ ‌but‌‌since‌‌it’s‌‌using‌‌the‌‌physical-delivery‌‌and‌‌the‌‌Weapon‌‌Qualifier‌‌(without‌‌                         
the‌ ‌Strike‌ ‌keyword),‌ ‌you‌ ‌only‌ ‌need‌ ‌to‌ ‌call‌ ‌“2‌ ‌Normal!”‌ ‌without‌ ‌adding‌ ‌the‌ ‌Weapon‌ ‌Qualifier.‌ ‌ 

Carrier‌‌Attacks‌‌are‌‌a‌‌special‌‌subset‌‌of‌‌Weapon‌‌Qualifier‌‌attacks.‌‌If‌‌a‌‌Weapon‌‌Qualifier‌‌attack‌‌                             
has‌‌a‌‌number‌‌and‌‌an‌‌Effect,‌‌it’s‌‌considered‌‌a‌‌Carrier‌‌Attack.‌‌In‌‌this‌‌case,‌‌the‌‌special‌‌Effect‌‌will‌‌                                   
only‌ ‌work‌ ‌if‌ ‌the‌ ‌damage‌ ‌reduces‌ ‌your‌ ‌Body‌ ‌Points;‌ ‌if‌ ‌the‌ ‌damage‌ ‌only‌ ‌reduces‌ ‌your‌ ‌Armor‌‌                               
Points,‌ ‌the‌ ‌Effect‌ ‌doesn’t‌ ‌do‌ ‌anything‌ ‌extra.‌ ‌Carrier‌ ‌Attacks‌ ‌can‌ ‌never‌ ‌provide‌ ‌a‌ ‌beneficial‌‌                           
result‌‌to‌‌the‌‌target;‌‌if‌‌you‌‌would‌‌be‌‌healed‌‌or‌‌otherwise‌‌benefited‌‌by‌‌a‌‌Carrier‌‌Attacks’‌‌Effect,‌‌                                 
you‌ ‌instead‌ ‌call‌ ‌“No‌ ‌Effect.”‌ ‌ 

Deliveries‌‌.‌ ‌ 

Ingested:‌ ‌All‌ ‌ingested‌ ‌attacks‌ ‌are‌ ‌delivered‌ ‌by‌ ‌placing‌ ‌a‌ ‌Potion‌ ‌or‌‌Elixir‌‌physrep‌‌next‌‌to‌‌the‌‌                               
mouth‌ ‌of‌ ‌the‌ ‌target‌ ‌or‌ ‌by‌ ‌having‌ ‌the‌ ‌target‌ ‌consume‌ ‌a‌ ‌prepared‌ ‌item.‌ ‌Ingested‌ ‌deliveries‌‌                             
always‌ ‌ignore‌ ‌Spell‌ ‌defenses,‌ ‌even‌‌if‌‌taken‌‌while‌‌Unconscious.‌‌Valid‌‌defenses‌‌include‌‌Resists,‌                         
Cloaks,‌ ‌Banes,‌ ‌<Type>‌ ‌Guard,‌ ‌and‌ ‌Immunities.‌‌ ‌  

Packet:‌ ‌‌All‌ ‌Packet‌ ‌attacks‌ ‌are‌ ‌delivered‌ ‌by‌ ‌throwing‌ ‌a‌ ‌Packet‌ ‌or‌ ‌by‌ ‌touching‌ ‌a‌ ‌Packet‌ ‌to‌ ‌a‌‌                                 
target.‌ ‌This‌ ‌includes‌ ‌spells,‌ ‌Gas‌ ‌Globes,‌‌and‌‌attacks‌‌using‌‌the‌‌Elemental‌‌Qualifier.‌‌The‌‌Packet‌‌                           
only‌ ‌needs‌ ‌to‌ ‌touch‌ ‌the‌ ‌target‌ ‌or‌ ‌any‌ ‌possession‌ ‌(including‌ ‌garb)‌ ‌of‌ ‌the‌ ‌target‌ ‌to‌ ‌take‌ ‌effect.‌ ‌ 

When‌‌using‌‌any‌‌Packet-delivery,‌‌the‌‌full‌‌call‌‌must‌‌be‌‌made‌‌before‌‌releasing‌‌the‌‌Packet.‌‌“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 ‌a‌‌monster)‌‌                           
are‌ ‌represented‌ ‌by‌ ‌orange‌ ‌Packets.‌ ‌Note‌ ‌that‌ ‌Arrows‌ ‌and‌ ‌Bolts‌ ‌(ranged‌ ‌Weapon‌ ‌Qualifier‌‌                         
attacks)‌‌are‌‌represented‌‌by‌‌blue‌‌Packets‌‌and‌‌count‌‌as‌‌physical-delivery,‌‌not‌‌packet-delivery‌‌.‌‌                         
Spell‌ ‌Packets‌ ‌may‌ ‌never‌ ‌be‌ ‌orange‌ ‌or‌ ‌blue.‌ ‌ 

Physical:‌ ‌This‌ ‌includes‌ ‌all‌ ‌hits‌ ‌from‌ ‌Weapons‌ ‌including‌ ‌Arrows,‌ ‌Bolts,‌ ‌Thrown‌ ‌Weapons,‌ ‌and‌‌                         
Claws.‌ ‌A‌ ‌physical-delivery‌ ‌attack‌ ‌must‌ ‌connect‌ ‌with‌ ‌a‌ ‌valid‌ ‌target.‌ ‌If‌ ‌you‌ ‌swing‌ ‌with‌ ‌your‌‌                             
sword,‌ ‌and‌ ‌your‌ ‌opponent‌ ‌blocks‌ ‌your‌ ‌attack‌ ‌with‌ ‌their‌ ‌own‌ ‌weapon‌ ‌or‌ ‌shield‌ ‌physrep,‌ ‌they‌‌                             
won’t‌ ‌take‌ ‌the‌ ‌attack.‌ ‌Similarly,‌ ‌if‌ ‌you‌ ‌swing‌ ‌and‌ ‌only‌ ‌hit‌ ‌your‌ ‌opponent’s‌ ‌loose‌ ‌clothing‌ ‌or‌‌                               
cloak,‌ ‌you’ve‌ ‌missed.‌ ‌Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌we‌ ‌play‌ ‌with‌ ‌the‌ ‌good‌ ‌sportsmanship‌ ‌values:‌ ‌if‌‌                             
someone‌ ‌intentionally‌ ‌tangles‌ ‌your‌ ‌Weapon‌ ‌with‌ ‌their‌ ‌cloak,‌ ‌but‌ ‌your‌ ‌Weapon‌ ‌swing‌ ‌would‌‌                         
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have‌ ‌connected‌ ‌with‌ ‌some‌ ‌part‌ ‌of‌ ‌them,‌ ‌they‌ ‌should‌ ‌still‌ ‌take‌ ‌the‌ ‌hit.‌ ‌ 

Note‌ ‌that‌ ‌even‌ ‌if‌ ‌an‌ ‌attack‌ ‌is‌ ‌made‌ ‌with‌ ‌an‌ ‌unusual‌ ‌Qualifier‌ ‌or‌ ‌Effect,‌ ‌as‌‌long‌‌as‌‌it’s‌‌made‌‌                                     
with‌ ‌a‌ ‌physical-delivery,‌ ‌it‌ ‌will‌ ‌only‌ ‌connect‌ ‌if‌ ‌it‌ ‌hits‌ ‌you,‌ ‌and‌ ‌not‌ ‌if‌ ‌it’s‌ ‌blocked‌ ‌or‌ ‌only‌ ‌hits‌‌                                     
garb.‌ ‌ 

If‌‌you‌‌hear‌‌a‌‌physical-delivery‌‌attack‌‌made‌‌with‌‌the‌‌‌Strike‌‌‌keyword,‌‌it‌‌will‌‌effectively‌‌use‌‌the‌‌                               
Packet-delivery‌ ‌rules‌ ‌for‌ ‌that‌ ‌attack‌ ‌only.‌ ‌The‌ ‌Strike‌ ‌keyword‌ ‌can‌ ‌be‌ ‌added‌ ‌to‌ ‌any‌ ‌Qualifier‌‌                             
attack‌ ‌and‌ ‌is‌ ‌announced‌ ‌directly‌ ‌after‌ ‌the‌ ‌Qualifier‌ ‌in‌ ‌an‌ ‌attack‌ ‌verbal.‌ ‌For‌ ‌example,‌ ‌a‌‌                             
character‌‌may‌‌swing‌‌a‌‌Weapon‌‌with‌‌the‌‌call‌‌“Spell‌‌Strike‌‌‌Prison‌”‌‌and‌‌affect‌‌the‌‌target‌‌with‌‌a‌‌                                 
Spell‌ ‌‌Prison‌ ‌‌even‌ ‌if‌ ‌they‌ ‌hit‌ ‌the‌ ‌target’s‌ ‌Shield;‌ ‌the‌ ‌target‌ ‌may‌ ‌of‌ ‌course‌ ‌call‌ ‌any‌ ‌applicable‌‌                                 
defenses.‌ ‌For‌ ‌clarity,‌ ‌if‌ ‌a‌ ‌Strike‌ ‌attack‌ ‌uses‌ ‌the‌ ‌Weapon‌ ‌Qualifier,‌ ‌it‌‌must‌‌explicitly‌‌verbalize‌‌                             
the‌ ‌Weapon‌ ‌Qualifier‌ ‌with‌ ‌the‌ ‌attack‌ ‌ 

Radius:‌ ‌Radius-deliveries‌ ‌include‌ ‌traps,‌ ‌contact‌ ‌poisons,‌ ‌and‌ ‌Special‌ ‌Abilities‌ ‌such‌ ‌as‌ ‌eye‌‌                       
contact‌‌or‌‌sound‌‌of‌‌voice.‌‌Sometimes,‌‌a‌‌Pause‌‌is‌‌called‌‌when‌‌a‌‌radius‌‌attack‌‌takes‌‌place,‌‌and‌‌                                 
everyone‌ ‌partially‌ ‌within‌ ‌the‌ ‌radius‌ ‌is‌ ‌affected.‌ ‌Note‌ ‌that‌ ‌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 ‌and‌‌helpful‌‌antitoxins.‌‌These‌‌are‌‌often‌‌                         
delivered‌‌by‌‌‌Alchemical‌‌‌substances‌‌such‌‌as‌‌gas‌‌Packets,‌‌Elixirs,‌‌contact‌‌poisons,‌‌and‌‌Weapon‌‌                         
Coatings,‌ ‌or‌ ‌through‌ ‌Special‌ ‌Abilities‌ ‌with‌ ‌the‌ ‌word‌ ‌“Poison”‌ ‌in‌ ‌the‌ ‌verbal‌ ‌call.‌ ‌Any‌ ‌ingested‌‌                             
Alchemy‌ ‌‌is‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌ 

Spell:‌‌‌This‌‌Qualifier‌‌represents‌‌attacks‌‌that‌‌use‌‌a‌‌refined‌‌control‌‌of‌‌the‌‌energies‌‌that‌‌permeate‌‌                             
REFUGE.‌ ‌Any‌ ‌spell‌ ‌cast‌ ‌with‌ ‌an‌ ‌incant‌ ‌uses‌ ‌the‌ ‌Spell‌ ‌Qualifier,‌ ‌even‌ ‌if‌ ‌it‌ ‌is‌ ‌not‌ ‌explicitly‌‌                                 
specified.‌ ‌Any‌ ‌ingested‌ ‌Earth‌ ‌Potions‌ ‌are‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

Weapon:‌ ‌‌This‌ ‌is‌ ‌the‌ ‌most‌ ‌common‌ ‌Qualifier,‌ ‌representing‌ ‌the‌ ‌solid‌ ‌impact‌ ‌of‌ ‌a‌ ‌Club‌ ‌or‌ ‌the‌‌                               
clean‌‌cut‌‌of‌‌a‌‌monster’s‌‌Claw.‌‌When‌‌making‌‌a‌‌physical-delivery‌‌Weapon‌‌Qualifier‌‌attack‌‌with‌‌                           
a‌ ‌number,‌ ‌you‌ ‌can‌ ‌omit‌ ‌the‌ ‌Weapon‌ ‌Qualifier‌ ‌itself‌ ‌in‌ ‌the‌ ‌call.‌ ‌If‌ ‌you‌ ‌are‌ ‌making‌‌a‌‌Weapon‌‌                                   
attack‌‌without‌‌a‌‌number,‌‌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                             
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“<Number>‌ ‌Healing.”‌ ‌ 

Effects‌ ‌ 
Any‌ ‌Effect‌ ‌can‌ ‌be‌ ‌combined‌ ‌with‌ ‌any‌ ‌delivery,‌ ‌though‌ ‌some‌ ‌are‌ ‌much‌‌rarer‌‌than‌‌others.‌‌For‌‌                               
example,‌‌it‌‌might‌‌be‌‌uncommon‌‌to‌‌see‌‌an‌‌‌Intoxicate‌‌‌effect‌‌evoked‌‌through‌‌a‌‌monster’s‌‌Claws,‌‌                             
but‌‌you‌‌will‌‌commonly‌‌find‌‌Intoxicate‌‌Alchemy‌‌used‌‌among‌‌the‌‌adventuring‌‌community.‌‌There‌‌                         
are‌‌many‌‌different‌‌Effects,‌‌organized‌‌into‌‌different‌‌Effect‌‌Groups.‌‌These‌‌categorize‌‌the‌‌Effects‌‌                         
in‌‌two‌‌ways:‌‌they‌‌help‌‌describe‌‌how‌‌they’re‌‌defended‌‌against,‌‌and‌‌they‌‌give‌‌information‌‌about‌‌                             
how‌ ‌to‌ ‌remove‌ ‌detrimental‌ ‌effects‌ ‌once‌ ‌someone’s‌ ‌been‌ ‌afflicted.‌ ‌ 

For‌‌example,‌‌the‌‌‌Weakness‌‌‌effect‌‌is‌‌in‌‌the‌‌‌Curse‌‌effect‌‌group.‌‌A‌Cleanse‌‌effect‌‌will‌‌remove‌‌all‌‌                                 
other‌ ‌‌Curse‌ ‌effects,‌ ‌so‌ ‌if‌ ‌you’ve‌ ‌been‌‌‌Weaknessed‌‌‌you‌‌might‌‌want‌‌to‌‌drink‌‌a‌‌‌Cleanse‌‌‌Potion.‌‌                               
Alternatively,‌ ‌a‌ ‌‌Resist‌ ‌Curse‌ ‌Skill‌ ‌will‌ ‌let‌ ‌you‌ ‌prevent‌ ‌the‌ ‌‌Weakness‌‌‌from‌‌affecting‌‌you‌‌in‌‌the‌‌                               
first‌ ‌place!‌ ‌ 

Unless‌ ‌otherwise‌ ‌specified,‌‌identical‌‌Effects‌‌do‌‌not‌‌stack.‌‌No‌‌one‌‌may‌‌have‌‌a‌‌second‌‌copy‌‌of‌‌                               
the‌ ‌same‌ ‌Effect‌ ‌active‌ ‌at‌ ‌the‌ ‌same‌ ‌time,‌ ‌whether‌ ‌caused‌ ‌by‌‌a‌‌spell‌‌or‌‌‌Alchemy‌‌‌or‌‌any‌‌other‌                                   
source.‌ ‌This‌ ‌means‌ ‌one‌ ‌cannot‌ ‌have‌ ‌both‌ ‌a‌ ‌‌Poison‌ ‌Shield‌ ‌‌active‌ ‌from‌ ‌a‌ ‌spell‌ ‌and‌ ‌a‌ ‌‌Poison‌‌                                 
Shield‌ ‌active‌ ‌from‌‌an‌‌Elixir.‌‌If‌‌you‌‌are‌‌hit‌‌by‌‌an‌‌Effect‌‌that‌‌you‌‌are‌‌already‌‌under,‌‌the‌‌newest‌‌                                     
identical‌ ‌Effect‌ ‌will‌ ‌always‌ ‌override‌ ‌the‌ ‌older‌ ‌ones.‌ ‌This‌ ‌resets‌ ‌the‌ ‌Duration‌‌of‌‌the‌‌Effect‌‌if‌‌it‌‌                                 
had‌ ‌a‌ ‌timed‌ ‌duration.‌ ‌For‌ ‌example,‌ ‌If‌ ‌you‌ ‌have‌ ‌been‌ ‌affected‌ ‌by‌ ‌‌Weakness‌ ‌for‌ ‌one‌ ‌minute,‌‌                               
and‌‌you‌‌are‌‌hit‌‌with‌‌a‌‌new‌‌‌Weakness‌,‌‌simply‌‌reset‌‌the‌‌timer‌‌to‌‌its‌‌maximum;‌‌you‌‌don’t‌‌have‌‌to‌‌                                     
count‌ ‌or‌ ‌cure‌ ‌the‌ ‌two‌ ‌identical‌ ‌effects‌ ‌separately.‌ ‌ 

You‌ ‌can,‌ ‌however,‌ ‌have‌ ‌similar‌ ‌Effects‌ ‌active‌‌at‌‌the‌‌same‌‌time.‌‌For‌‌example,‌‌you‌‌might‌‌have‌‌                               
both‌ ‌an‌ ‌‌Enhanced‌ ‌Blade‌ ‌and‌ ‌an‌ ‌‌Earth‌ ‌Blade‌ ‌spell‌ ‌active‌ ‌at‌ ‌the‌ ‌same‌ ‌time,‌ ‌since‌ ‌they‌ ‌are‌‌                                 
separate‌ ‌effects.‌ ‌ 

Some‌ ‌Effects‌ ‌simply‌ ‌represent‌ ‌various‌ ‌ways‌ ‌to‌ ‌get‌ ‌hurt.‌ ‌For‌ ‌most‌ ‌players,‌ ‌‌Normal,‌ ‌Silver,‌‌                           
Magic,‌ ‌Flame,‌ ‌Lightning,‌ ‌Ice,‌ ‌and‌ ‌‌Stone‌ ‌‌will‌ ‌all‌ ‌simply‌ ‌do‌ ‌the‌ ‌stated‌ ‌amount‌ ‌of‌ ‌damage‌ ‌as‌‌                               
normal;‌ ‌some‌ ‌monsters‌ ‌might‌ ‌be‌ ‌hurt‌ ‌differently‌ ‌by‌ ‌them‌ ‌(or‌ ‌even‌ ‌healed,‌ ‌such‌ ‌as‌ ‌hitting‌ ‌a‌‌                               
Flame‌ ‌Elemental‌ ‌with‌ ‌Flame‌ ‌damage).‌ ‌ 

Healing,‌ ‌Chaos,‌ ‌and‌ ‌Body‌ ‌are‌ ‌a‌ ‌little‌ ‌different.‌ ‌Healing‌ ‌will‌ ‌normally‌ ‌heal‌ ‌the‌ ‌Body‌ ‌Points‌‌of‌‌                               
the‌ ‌living‌ ‌and‌ ‌harm‌ ‌the‌ ‌Undead;‌ ‌in‌ ‌both‌ ‌cases‌ ‌it‌ ‌bypasses‌ ‌Armor‌ ‌Points.‌ 

Chaos‌ ‌is‌ ‌the‌ ‌opposite‌ ‌—‌ ‌it‌ ‌will‌ ‌heal‌ ‌the‌ ‌Undead‌ ‌while‌ ‌harming‌ ‌the‌ ‌living,‌ ‌its‌ ‌foul‌ ‌energies‌‌                                 
striking‌‌straight‌‌past‌‌Armor‌‌Points‌‌directly‌‌to‌‌Body‌‌Points.‌‌For‌‌both‌‌of‌‌these,‌‌keep‌‌in‌‌mind‌‌the‌‌                                 
Carrier‌‌Attack‌‌rules‌‌explained‌‌in‌‌the‌‌Calls‌‌section;‌‌you‌‌can't‌‌get‌‌infinite‌‌healing‌‌for‌‌your‌‌friends‌‌                               
from‌ ‌an‌ ‌‌Earth‌ ‌Blade‌ ‌‌spell!‌ ‌ 

Lastly,‌ ‌the‌ ‌Body‌ ‌damage‌ ‌type‌ ‌simply‌ ‌bypasses‌ ‌Armor‌ ‌Points‌ ‌entirely‌ ‌no‌ ‌matter‌ ‌what‌ ‌the‌‌                           

47‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

target.‌‌It‌‌will‌‌also‌‌work‌‌when‌‌striking‌‌nearly‌‌any‌‌monster,‌‌as‌‌very‌‌few‌‌creatures‌‌are‌‌Immune‌‌to‌‌                                 
the‌ ‌deadly‌ ‌strikes‌ ‌represented‌ ‌by‌ ‌this‌ ‌damage‌ ‌type.‌ 

Defenses‌ ‌ 
There‌‌are‌‌a‌‌wide‌‌variety‌‌of‌‌defensive‌‌abilities‌‌which‌‌may‌‌be‌‌used‌‌to‌‌stop‌‌or‌‌mitigate‌‌an‌‌attack.‌‌                                   
These‌ ‌may‌ ‌be‌ ‌summed‌ ‌up‌ ‌as‌ ‌four‌ ‌types‌ ‌of‌ ‌defensive‌ ‌calls,‌ ‌each‌ ‌of‌ ‌which‌ ‌has‌ ‌specific‌‌                               
implementations.‌‌ ‌  

You‌‌must‌‌always‌‌call‌‌a‌‌verbal‌‌for‌‌your‌‌defensive‌‌abilities‌‌immediately‌‌when‌‌used,‌‌and‌‌IG,‌‌it‌‌is‌‌                                 
obvious‌‌to‌‌anyone‌‌watching‌‌which‌‌defense‌‌was‌‌used.‌‌The‌‌name‌‌of‌‌the‌‌defense‌‌which‌‌is‌‌being‌‌                               
used‌‌must‌‌be‌‌stated‌‌aloud‌‌as‌‌a‌‌verbal‌‌call,‌‌for‌‌example‌‌“‌Weapon‌‌Shield‌”‌‌or‌‌“‌Resist‌.”‌ ‌You‌‌may‌‌                                 
not‌ ‌call‌ ‌a‌ ‌defense‌ ‌and‌ ‌then‌ ‌have‌ ‌your‌ ‌character‌ ‌pretend‌ ‌to‌ ‌be‌ ‌affected‌ ‌to‌ ‌fool‌ ‌your‌ ‌attackers.‌‌ ‌  

A‌‌given‌‌defense‌‌can‌‌only‌‌be‌‌used‌‌once‌‌by‌‌a‌‌creature‌‌against‌‌a‌‌single‌‌attack.‌‌Multiple‌‌defenses‌‌                                 
can‌‌be‌‌triggered‌‌by‌‌multiple‌‌people‌‌against‌‌a‌‌single‌‌attack‌‌in‌‌the‌‌right‌‌circumstances,‌‌such‌‌as‌‌                               
a‌Bane‌‌Effect‌‌being‌‌‌Reflected‌‌and‌‌then‌‌the‌‌original‌‌target‌‌expending‌‌a‌‌‌Spell‌‌Shield‌.‌ ‌Only‌‌one‌‌                               
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,‌‌who‌‌will‌‌be‌‌                                     
automatically‌ ‌struck‌ ‌by‌ ‌the‌ ‌original‌ ‌attack;‌ ‌they‌ ‌may‌ ‌use‌ ‌any‌ ‌applicable‌‌defenses‌‌they‌‌have‌‌                           
against‌ ‌the‌ ‌Returned‌ ‌attack‌ ‌as‌ ‌normal.‌ ‌If‌ ‌an‌ ‌attack‌ ‌is‌ ‌Returned,‌‌the‌‌original‌‌attacker‌‌is‌‌now‌‌                               
the‌ ‌target,‌ ‌and‌ ‌the‌ ‌original‌ ‌target‌ ‌is‌ ‌now‌ ‌the‌ ‌attacker.‌‌A‌‌Return‌‌defense‌‌will‌‌instead‌‌act‌‌as‌‌a‌                                   
Guard‌ ‌defense‌ ‌against‌ ‌any‌ ‌attack‌ ‌originating‌‌from‌‌an‌‌inanimate‌‌object,‌‌such‌‌as‌‌by‌‌Ingested‌‌                           
delivery‌ ‌or‌ ‌a‌ ‌trap.‌ ‌ 

Reduced:‌‌‌This‌‌type‌‌of‌‌defense‌‌indicates‌‌the‌‌attack‌‌was‌‌reduced‌‌in‌‌effectiveness‌‌in‌‌some‌‌way,‌‌                             
such‌ ‌as‌ ‌taking‌ ‌a‌ ‌lower‌ ‌amount‌ ‌of‌ ‌damage‌ ‌or‌ ‌reducing‌  ‌the‌ ‌duration‌ ‌of‌ ‌an‌ ‌effect.‌ ‌ 

No‌‌Effect:‌ ‌This‌ ‌type‌ ‌of‌ ‌defense‌ ‌indicates‌‌the‌‌attack‌‌was‌‌completely‌‌ineffective.‌‌In‌‌general,‌‌if‌‌                             
you‌‌are‌‌Immune‌‌to‌‌part‌‌of‌‌an‌‌effect,‌‌you‌‌are‌‌Immune‌‌to‌‌all‌‌of‌‌it.‌‌For‌‌example,‌‌a‌‌creature‌‌that‌‌                                       
is‌‌Immune‌‌to‌‌the‌‌Spell‌‌Qualifier‌‌will‌‌call‌‌“No‌‌Effect”‌‌to‌‌“20‌‌Spell‌‌Flame!,”‌‌but‌‌not‌‌“20‌‌Elemental‌‌                                   
Flame!”‌ ‌ 

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

Smart‌‌‌Defenses‌‌may‌‌be‌‌used‌‌at‌‌the‌‌discretion‌‌of‌‌the‌‌player‌‌against‌‌a‌‌specific‌‌attack,‌‌but‌‌may‌‌                                 
only‌ ‌be‌ ‌used‌ ‌when‌ ‌the‌ ‌character‌ ‌is‌ ‌conscious.‌ ‌Examples‌ ‌of‌ ‌Smart‌ ‌Defenses‌ ‌are‌ ‌‌Cloak‌ ‌and‌‌                             
Resist‌ ‌Binding‌.‌ ‌Smart‌ ‌Defenses‌ ‌other‌ ‌than‌ ‌‌Resist‌ ‌‌Skills‌ ‌may‌ ‌be‌ ‌used‌ ‌before‌ ‌Dumb‌ ‌defenses.‌ ‌ 
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Dumb‌‌‌Defenses‌ ‌will‌ ‌go‌ ‌off‌ ‌against‌‌the‌‌first‌‌attack‌‌which‌‌they‌‌would‌‌activate‌‌against,‌‌even‌‌if‌‌                               
the‌ ‌character‌ ‌is‌ ‌Unconscious.‌ ‌Examples‌ ‌of‌ ‌Dumb‌ ‌defenses‌ ‌are‌‌ ‌Spell‌ ‌Shield‌ ‌‌and‌ ‌‌Weapon‌ ‌Shield‌.‌ ‌ 

Resist‌ ‌Skills‌ ‌are‌ ‌special‌ ‌Smart‌ ‌Defenses;‌ ‌they‌ ‌represent‌ ‌the‌ ‌innate‌ ‌defenses‌ ‌of‌ ‌a‌ ‌creature’s‌‌                           
body,‌‌not‌‌the‌‌learned‌‌or‌‌applied‌‌defenses‌‌of‌‌Skills,‌‌spells,‌‌and‌‌Magic‌‌Items.‌‌Resists‌‌may‌‌not‌‌be‌‌                                 
used‌ ‌until‌ ‌all‌ ‌applicable‌ ‌Dumb‌ ‌defenses‌ ‌are‌ ‌expended.‌‌Unlike‌‌most‌‌defenses,‌‌a‌‌Resist‌‌can‌‌be‌‌                             
used‌ ‌against‌ ‌the‌ ‌Ingested‌ ‌delivery.‌ ‌ 

If‌‌a‌‌player‌‌doesn’t‌‌know‌‌what‌‌a‌‌defense‌‌does,‌‌they‌‌can‌‌ask‌‌a‌‌quick‌‌OOG‌‌question‌‌“‌What‌‌type‌‌                                   
of‌ ‌defense‌ ‌is‌ ‌that?‌”‌ ‌The‌ ‌person‌ ‌who‌ ‌used‌ ‌the‌ ‌defense‌ ‌can‌ ‌then‌ ‌reply‌ ‌what‌ ‌its‌ ‌type‌ ‌and‌‌                                 
classification‌ ‌is;‌ ‌whether‌ ‌it’s‌ ‌e.g.‌ ‌a‌ ‌Smart‌ ‌Guard,‌ ‌a‌ ‌Dumb‌ ‌Return,‌ ‌or‌ ‌whatever‌ ‌accurately‌‌                           
describes‌ ‌what‌ ‌the‌ ‌defense‌ ‌does.‌ ‌ 

Healed:‌ ‌If‌ ‌a‌ ‌character‌ ‌is‌ ‌healed‌ ‌by‌ ‌an‌ ‌effect‌ ‌‌other‌ ‌than‌ ‌‌Healing‌ ‌‌or‌ ‌‌Chaos‌,‌ ‌they‌ ‌must‌‌                               
announce‌‌“Healed”‌‌to‌‌indicate‌‌that‌‌IG‌‌their‌‌wounds‌‌were‌‌visibly‌‌healed‌‌by‌‌the‌‌effect.‌‌Although‌‌                             
this‌ ‌doesn’t‌ ‌count‌ ‌as‌ ‌a‌ ‌defense,‌ ‌it’s‌ ‌still‌ ‌important‌ ‌to‌ ‌let‌ ‌players‌ ‌around‌ ‌you‌ ‌know‌ ‌what’s‌‌                               
happening.‌ ‌ 

Repeated‌‌Calls:‌‌In‌‌general,‌‌any‌‌response‌‌which‌‌would‌‌be‌‌repeated‌‌over‌‌and‌‌over‌‌(such‌‌as‌‌“No‌‌                               
Effect”‌ ‌or‌ ‌“Healed”)‌ ‌does‌ ‌not‌ ‌need‌ ‌to‌ ‌be‌ ‌repeated‌ ‌for‌ ‌every‌ ‌attack.‌ ‌It‌ ‌is‌ ‌imperative‌ ‌on‌ ‌the‌‌                                 
player‌ ‌making‌ ‌this‌ ‌call‌ ‌to‌ ‌ensure‌ ‌that‌ ‌players‌ ‌are‌ ‌aware‌ ‌of‌ ‌this‌‌(for‌‌example,‌‌if‌‌a‌‌new‌‌player‌‌                                   
enters‌‌an‌‌ongoing‌‌combat‌‌where‌‌the‌‌call‌‌has‌‌already‌‌been‌‌announced)‌‌or‌‌if‌‌the‌‌effect‌‌changes‌‌                               
(for‌‌example,‌‌if‌‌a‌‌character’s‌‌ability‌‌to‌‌be‌‌healed‌‌from‌‌a‌‌specific‌‌Effect‌‌ends‌‌in‌‌the‌‌middle‌‌of‌‌a‌‌                                     
fight).‌ ‌ 

Effect‌ ‌Durations‌ ‌ 
All‌ ‌Effects‌ ‌have‌ ‌specific‌ ‌Durations.‌ ‌These‌ ‌Durations‌ ‌are‌ ‌the‌‌same‌‌no‌‌matter‌‌what‌‌caused‌‌the‌‌                             
effect.‌‌For‌‌instance,‌‌the‌‌duration‌‌of‌‌a‌‌‌Weakness‌‌‌is‌‌not‌‌dependent‌‌on‌‌whether‌‌it‌‌was‌‌caused‌‌by‌‌                                 
a‌ ‌spell‌ ‌or‌ ‌a‌ ‌gas.‌ ‌ 

The‌‌use‌‌of‌‌the‌‌word‌‌caster‌‌in‌‌the‌‌examples‌‌that‌‌follow‌‌includes‌‌anyone‌‌who‌‌caused‌‌the‌‌effect‌‌                                 
to‌‌come‌‌into‌‌use;‌‌for‌‌instance,‌‌a‌‌monster‌‌swinging‌‌‌“3‌‌Web”‌‌would‌‌be‌‌the‌‌caster‌‌for‌‌purposes‌‌of‌‌                                   
the‌ ‌effect.‌ ‌ 

Concentration:‌ ‌A‌ ‌Concentration‌ ‌Effect‌ ‌lasts‌ ‌as‌ ‌long‌ ‌as‌ ‌the‌ ‌caster‌ ‌maintains‌ ‌focus.‌ ‌The‌‌                         
recipient‌‌of‌‌a‌‌Concentration‌‌spell‌‌that‌‌requires‌‌physical‌‌requirements‌‌(such‌‌as‌‌arms‌‌crossed‌‌or‌‌                           
in‌ ‌the‌ ‌air)‌‌may‌‌choose‌‌to‌‌decline‌‌the‌‌Effect‌‌simply‌‌by‌‌not‌‌applying‌‌the‌‌physical‌‌requirements.‌‌                               
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.‌ ‌ 
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Instant:‌ ‌‌An‌ ‌Instant‌ ‌effect‌ ‌has‌ ‌an‌ ‌instantaneous‌ ‌duration,‌ ‌but‌ ‌the‌ ‌Effect,‌ ‌such‌‌as‌‌damage‌‌or‌‌                             
Purify‌,‌ ‌may‌ ‌be‌ ‌permanent.‌ ‌Thus,‌ ‌any‌ ‌damage‌ ‌is‌ ‌permanent‌ ‌until‌ ‌cured.‌ ‌ 

Line‌ ‌of‌ ‌Sight:‌ ‌A‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌Effect‌ ‌persists‌ ‌as‌ ‌long‌ ‌as‌ ‌the‌ ‌caster‌ ‌and‌ ‌the‌ ‌target‌ ‌could‌‌                                   
potentially‌ ‌see‌ ‌each‌ ‌other.‌ ‌If‌ ‌you‌ ‌can‌ ‌draw‌ ‌a‌ ‌straight‌ ‌line‌‌between‌‌the‌‌caster‌‌and‌‌the‌‌target‌‌                                 
without‌ ‌the‌ ‌line‌ ‌being‌ ‌obscured‌ ‌by‌ ‌any‌ ‌obstacles,‌ ‌then‌ ‌the‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌is‌ ‌still‌ ‌in‌ ‌effect.‌‌ ‌  

The‌ ‌caster‌ ‌or‌ ‌target‌ ‌cannot‌ ‌close‌ ‌their‌ ‌eyes‌‌or‌‌hide‌‌behind‌‌another‌‌creature‌‌to‌‌break‌‌Line‌‌of‌‌                                 
Sight;‌‌they‌‌must‌‌impose‌‌some‌‌physical‌‌barrier,‌‌such‌‌as‌‌a‌‌building‌‌or‌‌large‌‌tree,‌‌between‌‌them‌‌                               
to‌‌break‌‌it.‌‌If‌‌the‌‌caster‌‌or‌‌target‌‌breaks‌‌Line‌‌of‌‌Sight‌‌for‌‌longer‌‌than‌‌five‌‌seconds,‌‌the‌‌Effect‌                                     
is‌ ‌broken.‌‌ ‌  

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

Storm:‌ ‌‌A‌ ‌Storm‌ ‌effect‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌throw‌‌a‌‌specified‌‌number‌‌and‌‌type‌‌of‌‌Packets,‌‌as‌‌                                 
described‌ ‌in‌ ‌the‌ ‌effect.‌‌Unless‌‌otherwise‌‌specified,‌‌the‌‌caster‌‌may‌‌not‌‌move‌‌their‌‌feet‌‌during‌‌                             
this‌ ‌time‌ ‌without‌ ‌breaking‌ ‌the‌ ‌effect.‌ ‌In‌ ‌all‌ ‌other‌ ‌ways,‌ ‌Storm‌ ‌effects‌ ‌can‌ ‌be‌ ‌treated‌ ‌as‌‌                               
Concentration‌ ‌Effects.‌‌ ‌  

A‌‌Storm‌‌Effect‌‌can‌‌be‌‌cast‌‌only‌‌on‌‌oneself,‌‌and‌‌individual‌‌Packets‌‌granted‌‌by‌‌the‌‌Effect‌‌count‌‌                                 
as‌ ‌separate‌ ‌attacks‌ ‌for‌ ‌the‌ ‌purposes‌ ‌of‌ ‌defensive‌ ‌abilities.‌‌ ‌  

A‌ ‌Storm‌ ‌spell‌ ‌may‌ ‌never‌ ‌be‌ ‌absorbed‌ ‌into‌ ‌a‌ ‌Spell‌ ‌Store,‌ ‌but‌ ‌an‌ ‌individual‌ ‌attack‌ ‌may‌ ‌be‌‌                                 
absorbed‌ ‌into‌ ‌a‌ ‌Spell‌ ‌Store‌ ‌if‌ ‌it‌ ‌exactly‌‌mimics‌‌an‌‌existing‌‌spell.‌‌For‌‌example,‌‌a‌‌‌Magic‌‌Storm‌‌                                 
Packet‌ ‌for‌ ‌“10‌ ‌Spell‌ ‌Flame”‌ ‌can‌ ‌be‌ ‌absorbed‌ ‌into‌‌a‌‌Spell‌‌Store‌‌as‌‌a‌‌2nd‌‌level‌‌spell,‌‌since‌‌it‌‌is‌‌                                       
the‌‌same‌‌as‌‌a‌‌second‌‌level‌‌‌Evocation‌‌Bolt‌‌spell;‌‌a‌‌‌Mend‌‌Armor‌‌Storm‌‌Packet‌‌for‌‌“10‌‌Spell‌‌Mend‌‌                                   
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 ‌five‌ ‌days,‌ ‌after‌‌                                   
which‌‌it‌‌expires.‌‌If‌‌hit‌‌by‌‌two‌‌different‌‌timed‌‌non-identical‌‌effects,‌‌both‌‌will‌‌run‌‌simultaneously‌‌                             
ending‌ ‌at‌ ‌the‌ ‌appropriate‌ ‌time‌ ‌for‌ ‌each‌ ‌.‌ ‌ 

Targets‌ ‌ 
In‌ ‌the‌ ‌Realms‌ ‌of‌ ‌REFUGE,‌ ‌all‌ ‌PCs‌ ‌have‌ ‌a‌ ‌Spirit‌‌and‌‌a‌‌Body.‌‌These‌‌can‌‌be‌‌separated‌‌in‌‌some‌‌                                     
cases,‌‌normally‌‌via‌‌powerful‌‌Ritual‌‌Magic.‌‌At‌‌other‌‌times‌‌you‌‌may‌‌encounter‌‌a‌‌Body‌‌without‌‌a‌‌                               
Spirit;‌ ‌for‌ ‌example‌ ‌a‌ ‌Permanently‌ ‌Dead‌ ‌Body‌ ‌or‌ ‌a‌ ‌guardian‌ ‌Construct.‌ ‌ 

Most‌ ‌Effects‌ ‌target‌ ‌a‌‌Body.‌‌In‌‌every‌‌case,‌‌unless‌‌stated‌‌otherwise,‌‌you‌‌should‌‌expect‌‌that‌‌all‌‌                               
effects‌ ‌target‌ ‌the‌ ‌Body‌ ‌only‌ ‌and‌ ‌will‌ ‌go‌ ‌away‌ ‌when‌ ‌someone‌ ‌becomes‌ ‌Dead.‌‌A‌‌Body‌‌that‌‌is‌‌                                 
Dead‌ ‌is‌ ‌generally‌ ‌Immune‌ ‌to‌ ‌any‌ ‌Effect‌ ‌which‌ ‌doesn’t‌ ‌explicitly‌ ‌target‌ ‌the‌ ‌Spirit.‌ ‌ 

There‌‌are‌‌some‌‌Effects‌‌which‌‌will‌‌specifically‌‌work‌‌on‌‌a‌‌Dead‌‌Body;‌‌these‌‌include‌‌‌Life‌,‌‌‌Create‌‌                               
Undead,‌‌and‌‌‌Corrupt‌.‌‌There‌‌are‌‌some‌‌potent‌‌effects‌‌which‌‌will‌‌also‌‌target‌‌a‌‌Spirit‌‌specifically‌‌                             
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and‌ ‌will‌ ‌thus‌ ‌work‌ ‌on‌ ‌a‌ ‌live‌ ‌(or‌ ‌Dead)‌ ‌Body‌ ‌so‌ ‌long‌ ‌as‌ ‌it‌ ‌contains‌ ‌a‌ ‌Spirit.‌ ‌If‌ ‌a‌ ‌character‌ ‌is‌‌                                         
subject‌ ‌to‌ ‌some‌ ‌method‌ ‌which‌ ‌separates‌ ‌Spirit‌ ‌from‌ ‌Body,‌ ‌a‌ ‌Formal‌ ‌Magic‌ ‌effect‌ ‌which‌‌                           
targets‌ ‌Spirit‌ ‌will‌ ‌not‌ ‌affect‌‌them‌‌if‌‌it‌‌hits‌‌their‌‌Body‌‌(subject‌‌to‌‌whatever‌‌caveats‌‌are‌‌on‌‌the‌‌                                   
methods‌ ‌used‌ ‌for‌ ‌separation).‌ ‌For‌ ‌example,‌ ‌a‌ ‌villain‌ ‌who‌ ‌is‌ ‌under‌ ‌a‌ ‌Controlled‌ ‌Spirit‌ ‌Store‌‌                             
ritual‌‌whose‌‌Spirit‌‌vessel‌‌is‌‌safely‌‌in‌‌their‌‌lair‌‌would‌‌call‌‌“No‌‌Effect”‌‌if‌‌their‌‌body‌‌is‌‌struck‌‌by‌‌a‌‌                                       
Spirit‌ ‌targeting‌ ‌effect‌ ‌like‌ ‌‌Shatter‌ ‌Spirit.‌ ‌However,‌ ‌they‌ ‌would‌ ‌still‌ ‌be‌ ‌affected‌ ‌by‌ ‌all‌ ‌Body‌‌                             
targeting‌ ‌effects‌ ‌such‌ ‌as‌ ‌‌Sleep‌ ‌‌and‌ ‌‌Shackle‌.‌ ‌ 

Since‌ ‌a‌ ‌Dead‌ ‌Body‌ ‌can't‌ ‌be‌ ‌targeted‌ ‌by‌ ‌most‌ ‌effects,‌ ‌if‌ ‌it's‌ ‌being‌ ‌carried‌ ‌by‌‌someone‌‌it‌‌will‌‌                                   
count‌‌as‌‌a‌‌possession,‌‌with‌‌all‌‌the‌‌corresponding‌‌rules.‌‌Only‌‌when‌‌an‌‌effect‌‌explicitly‌‌affects‌‌a‌‌                               
Spirit‌ ‌or‌ ‌Dead‌ ‌Body‌ ‌will‌ ‌a‌ ‌carried‌ ‌one‌ ‌take‌ ‌that‌ ‌effect.‌ ‌ 

Game‌ ‌Room‌ ‌ 
Some‌ ‌Effects‌ ‌target‌ ‌a‌ ‌Game‌ ‌Room:‌ ‌‌Ward‌ ‌or‌ ‌‌Wizard‌ ‌Lock‌ ‌that‌ ‌protect‌ ‌a‌ ‌single‌ ‌structure‌ ‌or‌‌                               
room,‌ ‌or‌ ‌when‌ ‌using‌ ‌some‌ ‌Area‌ ‌Traps‌ ‌that‌ ‌affect‌ ‌everyone‌ ‌inside‌ ‌a‌ ‌Game‌ ‌Room.‌ ‌This‌ ‌term‌‌                               
refers‌ ‌to‌ ‌any‌ ‌space‌‌that‌‌has‌‌been‌‌defined‌‌by‌‌a‌‌Marshal‌‌or‌‌appropriate‌‌staff‌‌as‌‌a‌‌single‌‌room‌‌                                   
or‌‌area.‌ ‌A‌‌good‌‌guideline‌‌is‌‌that‌‌an‌‌enclosed‌‌area‌‌up‌‌to‌‌about‌‌20'‌‌x‌‌20'‌‌should‌‌probably‌‌count‌‌                                     
as‌‌one‌‌Game‌‌Room,‌‌although‌‌this‌‌is‌‌a‌‌guideline‌‌only‌‌and‌‌what‌‌actually‌‌counts‌‌will‌‌depend‌‌on‌‌                                 
the‌‌site‌‌being‌‌used.‌‌For‌‌example,‌‌a‌‌sleeping‌‌cabin‌‌or‌‌tent‌‌is‌‌generally‌‌a‌‌Game‌‌Room.‌‌Similarly,‌‌                                 
if‌ ‌you‌ ‌are‌ ‌using‌ ‌a‌‌small‌‌clearing‌‌on‌‌a‌‌path‌‌to‌‌represent‌‌a‌‌cave‌‌during‌‌an‌‌adventure,‌‌the‌‌Cast‌‌                                     
running‌‌the‌‌module‌‌might‌‌say‌‌that‌‌the‌‌clearing‌‌counts‌‌as‌‌a‌‌Game‌‌Room.‌‌It’s‌‌also‌‌possible‌‌for‌                                 
larger‌ ‌areas‌ ‌to‌ ‌be‌ ‌defined‌ ‌as‌ ‌several‌ ‌Game‌ ‌Rooms‌ ‌specified‌ ‌by‌ ‌a‌ ‌number.‌ ‌For‌ ‌example,‌ ‌a‌‌                               
tavern‌‌might‌‌be‌‌defined‌‌as‌‌3‌‌Game‌‌Rooms.‌‌If‌‌an‌‌area‌‌is‌‌defined‌‌as‌‌a‌‌number‌‌larger‌‌than‌‌one‌‌                                     
Game‌ ‌Room‌ ‌it‌ ‌requires‌ ‌an‌ ‌equal‌ ‌number‌‌of‌‌‌Wards‌,‌‌traps‌‌or‌‌other‌‌Effects‌‌that‌‌target‌‌a‌‌game‌‌                                 
room.‌‌If‌‌you‌‌have‌‌any‌‌questions,‌‌ask‌‌a‌‌Marshal‌‌whether‌‌a‌‌space‌‌counts‌‌as‌‌one‌‌or‌‌more‌‌Game‌                                   
Rooms‌ ‌and‌ ‌how‌ ‌to‌ ‌resolve‌ ‌Effects‌ ‌potentially‌ ‌targeting‌ ‌that‌ ‌area.‌ ‌ 

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 ‌a‌ ‌Resist‌ ‌Curse‌ ‌‌couldn’t‌ ‌be‌ ‌used‌ ‌against‌ ‌Command‌ ‌effects‌ ‌(but‌‌                         
would‌ ‌work‌ ‌against‌ ‌Curse‌ ‌effects).‌ ‌ 

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

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

Coating‌‌‌(Alchemical‌‌Solvent,‌‌Liquid‌‌Light,‌‌Oil‌‌of‌‌Slipperiness,‌‌Paste‌‌of‌‌Stickiness,‌‌Vorpal‌‌                       
Coating)‌ ‌ 
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Command‌‌ ‌‌(Awaken,‌ ‌Berserk,‌ ‌Charm,‌ ‌Fear,‌ ‌Shun,‌ ‌Sleep)‌ ‌ 

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

Eldritch‌‌Force‌‌‌(Banish,‌‌Circle‌‌of‌‌Power,‌‌Disarm,‌‌Fortress,‌‌Lesser‌‌Investment,‌‌Light,‌‌Mend‌‌                       
Armor,‌‌Mend‌‌Armor‌‌Storm,‌‌Prison,‌‌Repel,‌‌Shatter,‌‌Solidify,‌‌Stun‌‌Limb,‌‌Subjugate,‌‌Wall‌‌of‌‌                         
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(if‌‌                                 
the‌ ‌effect‌ ‌can‌ ‌be‌ ‌cast‌ ‌as‌ ‌a‌ ‌spell‌ ‌from‌ ‌memory‌ ‌or‌ ‌a‌ ‌Spell‌ ‌Store),‌ ‌followed‌ ‌by‌ ‌whether‌ ‌it‌ ‌is‌‌                                     
Celestial‌ ‌(C),‌ ‌Earth‌ ‌(E),‌ ‌can‌ ‌be‌ ‌made‌ ‌into‌ ‌Alchemy‌ ‌(A),‌ ‌or‌ ‌can‌ ‌be‌ ‌made‌ ‌as‌ ‌a‌ ‌Trap‌ ‌Globe‌ ‌(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 ‌ 
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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 ‌ 

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 ‌  Concentra‌

tion‌ ‌ 
Dispel‌ ‌ 

Shatter‌ ‌  Shatter‌ ‌your‌ ‌<item>‌ ‌  C/E‌ 3‌ ‌  Globe,‌ ‌Scroll‌ ‌  Instant‌ ‌  N/A‌‌ ‌  
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/T‌ ‌ 
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 ‌ 
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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 ‌  
REFUGE‌‌LARP‌‌is‌‌a‌‌fantasy‌‌game.‌‌There‌‌will‌‌always‌‌be‌‌limits‌‌to‌‌what‌‌you‌‌can‌‌do‌‌based‌‌on‌‌your‌‌                                     
physical‌‌capabilities,‌‌but‌‌REFUGE‌‌allows‌‌ways‌‌to‌‌mitigate‌‌some‌‌OOG‌‌barriers‌‌through‌‌our‌‌Skill‌‌                           
system.‌ ‌ 

There‌‌are‌‌many‌‌abilities‌‌in‌‌the‌‌game‌‌that‌‌require‌‌you‌‌to‌‌acquire‌‌prerequisite‌‌Skills‌‌before‌‌using‌‌                               
them.‌‌Think‌‌of‌‌this‌‌as‌‌learning‌‌to‌‌crawl‌‌before‌‌you‌‌can‌‌walk.‌‌As‌‌an‌‌example,‌‌you‌‌need‌‌to‌‌have‌‌                                     
the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill‌ ‌to‌ ‌use‌ ‌that‌‌style‌‌of‌‌Weapon‌‌(Edged‌‌for‌‌Swords‌‌and‌‌Axes,‌‌Blunt‌‌                               
Weapon‌ ‌for‌ ‌Hammers‌ ‌and‌ ‌Clubs).‌ ‌Additionally,‌ ‌some‌ ‌Skills‌ ‌might‌ ‌require‌ ‌specific‌ ‌Weapon‌‌                       
types‌‌to‌‌use;‌‌these‌‌prerequisites‌‌are‌‌listed‌‌in‌‌the‌‌charts‌‌below‌‌and‌‌within‌‌each‌‌Skill‌‌listed‌‌later‌‌                                 
in‌ ‌this‌ ‌Chapter.‌‌ ‌  

Similarly,‌‌some‌‌Skills‌‌grant‌‌a‌‌permanent‌‌bonus‌‌in‌‌damage‌‌with‌‌every‌‌swing‌‌of‌‌a‌‌Weapon.‌‌This‌‌                               
represents‌ ‌a‌ ‌level‌ ‌of‌ ‌Skill‌ ‌for‌ ‌the‌ ‌character‌ ‌that‌ ‌a‌ ‌player‌ ‌might‌ ‌never‌ ‌obtain.‌ ‌We‌ ‌use‌ ‌it‌ ‌to‌‌                                   
artificially‌ ‌give‌‌a‌‌character‌‌an‌‌advantage‌‌over‌‌another‌‌character‌‌not‌‌as‌‌Skilled,‌‌regardless‌‌of‌‌                           
the‌ ‌‌player’s‌ ‌‌Skill‌ ‌with‌ ‌the‌ ‌Weapon.‌ ‌ 

While‌‌OOG‌‌ability‌‌still‌‌comes‌‌into‌‌play,‌‌REFUGE‌‌allows‌‌numerous‌‌Skills‌‌to‌‌help‌‌players‌‌perform‌‌                             
IG‌ ‌tasks‌ ‌to‌ ‌enhance‌ ‌their‌ ‌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-Handed‌‌Edged‌‌Weapons‌‌in‌‌combat).‌‌If‌‌a‌‌Skill‌‌is‌‌expended‌‌when‌‌used,‌‌it‌‌will‌‌be‌‌marked‌‌as‌‌                                 
LP‌ ‌‌(noting‌ ‌that‌ ‌it‌ ‌will‌ ‌renew‌ ‌at‌ ‌the‌ ‌start‌ ‌of‌ ‌each‌ ‌Logistics‌ ‌Period).‌ ‌ 

Many‌ ‌Skills‌ ‌can’t‌ ‌be‌ ‌purchased‌ ‌until‌ ‌certain‌ ‌prerequisites‌ ‌are‌ ‌met.‌ ‌Sometimes‌ ‌these‌‌                       
prerequisites‌ ‌are‌‌per‌‌purchase,‌‌while‌‌other‌‌prerequisites‌‌need‌‌only‌‌be‌‌met‌‌once.‌‌For‌‌example,‌‌                           
you‌ ‌can‌ ‌purchase‌ ‌Critical‌ ‌Attack‌ ‌as‌ ‌often‌ ‌as‌ ‌you‌ ‌want‌ ‌once‌ ‌you‌ ‌have‌ ‌any‌ ‌‌Weapon‌ ‌Skill‌.‌‌                               
Similarly,‌ ‌you‌ ‌can‌ ‌purchase‌ ‌‌High‌ ‌Magic‌ ‌for‌ ‌your‌ ‌Primary‌ ‌School‌ ‌as‌ ‌many‌ ‌times‌ ‌as‌ ‌you‌ ‌like‌‌                               
once‌ ‌you’ve‌ ‌spent‌ ‌75‌ ‌XP‌ ‌in‌ ‌Scholar‌ ‌Skills.‌ ‌Other‌ ‌Skills,‌ ‌such‌ ‌as‌ ‌‌Dodge‌,‌ ‌are‌ ‌only‌ ‌purchasable‌‌                               
once‌ ‌for‌ ‌every‌ ‌30‌ ‌XP‌ ‌you‌ ‌have‌ ‌purchased‌ ‌in‌ ‌Stealth‌ ‌Skills.‌ ‌Both‌ ‌types‌ ‌of‌ ‌prerequisites‌ ‌are‌‌                               
outlined‌‌in‌‌the‌‌Skills‌‌chart,‌‌which‌‌lists‌‌all‌‌Skills‌‌along‌‌with‌‌their‌‌prerequisites‌‌and‌‌their‌‌XP‌‌cost‌‌                                 
for‌ ‌each‌ ‌class.‌ ‌ 
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When‌ ‌players‌ ‌check‌ ‌in‌ ‌for‌ ‌an‌‌event,‌‌they‌‌will‌‌be‌‌given‌‌a‌‌printed‌‌sheet‌‌(called‌‌a‌‌Battle‌‌Board)‌‌                                   
that‌ ‌tracks‌ ‌expendable‌‌Skills‌‌per‌‌LP.‌‌It‌‌is‌‌your‌‌responsibility‌‌to‌‌update‌‌your‌‌board‌‌after‌‌using‌‌                               
the‌ ‌Skill‌ ‌when‌ ‌you‌ ‌have‌ ‌some‌ ‌down‌ ‌time.‌ ‌Most‌ ‌Skills‌ ‌are‌ ‌expended‌ ‌during‌ ‌combat;‌ ‌once‌ ‌a‌‌                               
combat‌ ‌is‌ ‌over,‌ ‌check‌ ‌off‌ ‌the‌ ‌Skills‌ ‌you‌ ‌have‌ ‌used.‌ ‌A‌‌Marshal‌‌may‌‌ask‌‌for‌‌your‌‌board‌‌at‌‌any‌‌                                     
time‌ ‌to‌ ‌see‌ ‌what‌ ‌Skills‌ ‌you‌ ‌have‌ ‌used‌ ‌and‌ ‌what‌ ‌you‌ ‌still‌ ‌have‌ ‌available.‌‌ ‌  

On‌ ‌a‌ ‌full‌ ‌weekend‌ ‌event,‌ ‌the‌ ‌day‌ ‌runs‌ ‌24‌ ‌hours‌ ‌from‌ ‌when‌ ‌the‌ ‌game‌ ‌starts‌‌(approximately).‌‌                               
Most‌‌events‌‌will‌‌have‌‌the‌‌LP‌‌reset‌‌roughly‌‌around‌‌6‌‌PM‌‌local‌‌time.‌‌Most‌‌Skills‌‌andMagic‌‌Items‌‌                                 
have‌ ‌a‌ ‌per‌ ‌LP‌ ‌use‌ ‌on‌ ‌them.‌‌Your‌‌local‌‌Chapter‌‌will‌‌dictate‌‌when‌‌your‌‌LPs‌‌run‌‌from,‌‌but‌‌there‌‌                                     
can‌ ‌only‌ ‌be‌ ‌one‌ ‌LP‌ ‌per‌ ‌24‌ ‌hours.‌‌ ‌  

Game‌ ‌Abilities‌ ‌ 
As‌ ‌you‌ ‌read‌ ‌this‌ ‌book,‌ ‌you‌ ‌will‌ ‌see‌ ‌references‌ ‌to‌ ‌Game‌ ‌Abilities.‌ ‌This‌ ‌refers‌ ‌generally‌ ‌to‌ ‌the‌‌                                 
Skills‌‌you‌‌buy‌‌for‌‌your‌‌character‌‌with‌‌XP.‌‌If‌‌you‌‌are‌‌playing‌‌a‌‌monster,‌‌any‌‌of‌‌their‌‌expendable‌‌                                   
abilities‌ ‌will‌ ‌similarly‌ ‌be‌ ‌considered‌ ‌Game‌ ‌Abilities.‌ ‌ 

Some‌ ‌effects‌ ‌can‌ ‌prevent‌ ‌you‌ ‌from‌ ‌using‌ ‌your‌ ‌Game‌ ‌Abilities.‌ ‌If‌ ‌you‌‌are‌‌under‌‌the‌‌effect‌‌of‌‌                                 
Enfeeble‌,‌ ‌for‌ ‌instance,‌ ‌you‌ ‌cannot‌ ‌cast‌ ‌any‌ ‌spells,‌ ‌fight,‌ ‌or‌ ‌throw‌‌any‌‌Gas‌‌Globes‌‌since‌‌all‌‌of‌‌                                 
these‌‌are‌‌Game‌‌Abilities.‌‌However,‌‌you‌‌can‌‌still‌‌talk,‌‌drink‌‌a‌‌Potion,‌‌activate‌‌a‌‌Magic‌‌Item,‌‌or‌‌                                 
perform‌ ‌other‌ ‌actions‌ ‌that‌ ‌do‌ ‌not‌ ‌fall‌ ‌under‌ ‌the‌ ‌Game‌ ‌Abilities‌ ‌list.‌ ‌ 

Wear‌ ‌Extra‌ ‌Armor‌ ‌and‌ ‌‌Hardy‌ ‌‌are‌ ‌the‌ ‌two‌ ‌Skill‌ ‌exceptions‌ ‌to‌ ‌this.‌ ‌These‌ ‌Skills‌ ‌affect‌ ‌what‌ ‌a‌‌                                 
character‌‌is‌‌instead‌‌of‌‌what‌‌a‌‌character‌‌does.‌‌Similarly,‌‌three‌‌‌High‌‌Magic‌‌abilities‌‌will‌‌continue‌‌                             
to‌ ‌function‌ ‌when‌ ‌you‌ ‌are‌ ‌unable‌ ‌to‌ ‌use‌ ‌Game‌ ‌Abilities:‌ ‌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,‌ ‌you‌‌can’t‌‌identify‌‌Production‌‌items,‌‌can’t‌‌use‌‌Focus‌‌Skills,‌‌will‌‌be‌‌unable‌‌to‌‌read‌‌Ritual‌‌                               
Scrolls,‌ ‌cannot‌ ‌apply‌ ‌‌Alchemical‌ ‌‌Coatings,‌ ‌cannot‌ ‌disarm‌ ‌traps,‌ ‌and‌ ‌cannot‌ ‌evaluate‌ ‌items‌‌                       
using‌ ‌the‌ ‌‌Merchant‌ ‌‌Skill.‌ ‌ 

The‌ ‌mechanism‌ ‌of‌ ‌activating‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌is‌ ‌exempted‌ ‌from‌ ‌negative‌ ‌effects‌ ‌which‌‌restrict‌‌                           
Game‌‌Abilities.‌‌You‌‌must‌‌be‌‌able‌‌to‌‌at‌‌least‌‌move‌‌your‌‌mouth‌‌to‌‌vocalize‌‌(though‌‌the‌‌Spell‌‌and‌‌                                   
Arcane‌ ‌Qualifiers‌ ‌may‌ ‌be‌ ‌used‌ ‌while‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌a‌ ‌‌Silence‌).‌ ‌For‌ ‌example,‌ ‌you‌ ‌could‌‌                               
activate‌‌a‌‌Magic‌‌Item‌‌while‌‌under‌‌a‌‌‌Web‌‌‌effect,‌‌which‌‌holds‌‌you‌‌in‌‌place‌‌from‌‌the‌‌neck‌‌down,‌‌                                   
but‌ ‌not‌ ‌while‌ ‌under‌ ‌a‌ ‌‌Paralysis‌ ‌‌effect,‌ ‌which‌ ‌completely‌ ‌paralyzes‌ ‌you.‌ ‌ 

Experience‌ ‌Points‌‌  ‌ 
Your‌ ‌character‌ ‌will‌ ‌receive‌ ‌Experience‌ ‌Points‌ ‌(XP)‌ ‌at‌ ‌REFUGE‌ ‌LARP‌ ‌events‌ ‌which‌ ‌they‌ ‌can‌‌                           
subsequently‌‌use‌‌to‌‌buy‌‌Skills.‌‌Each‌‌Skill‌‌you‌‌purchase‌‌costs‌‌a‌‌certain‌‌number‌‌of‌‌XP‌‌as‌‌per‌‌the‌‌                                   
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Skill‌ ‌Charts‌ ‌below.‌ ‌ 

A‌‌Character’s‌‌level‌‌is‌‌strictly‌‌an‌‌OOG‌‌concept;‌‌a‌‌character‌‌doesn’t‌‌understand‌‌that‌‌they‌‌have‌‌a‌‌                               
level‌ ‌IG,‌ ‌although‌ ‌the‌ ‌player‌ ‌knows‌ ‌this‌ ‌information.‌ ‌Staff‌‌members‌‌use‌‌                     
levels‌ ‌to‌ ‌balance‌ ‌combat‌ ‌encounters‌ ‌and‌ ‌for‌ ‌calculating‌ ‌treasure‌ ‌for‌‌an‌‌                     
event.‌ ‌ 

XP‌‌(XP)‌‌are‌‌cumulative‌‌and‌‌never‌‌go‌‌away.‌‌You‌‌can‌‌spend‌‌as‌‌many‌‌or‌‌as‌‌                             
few‌ ‌as‌ ‌you‌ ‌wish‌ ‌at‌ ‌a‌ ‌time.‌ ‌Your‌ ‌character’s‌ ‌Body‌ ‌Points‌ ‌are‌ ‌calculated‌‌                         
based‌ ‌on‌ ‌your‌ ‌total‌ ‌XP,‌ ‌whether‌ ‌spent‌ ‌or‌ ‌not,‌ ‌as‌ ‌is‌ ‌your‌ ‌Character‌ ‌Level.‌ ‌ 

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

For‌ ‌Example:‌ ‌A‌ ‌new‌ ‌character‌ ‌has‌ ‌25‌ ‌XP‌ ‌and‌ ‌attends‌ ‌a‌ ‌3-day‌ ‌Long‌‌                         
Weekend‌ ‌game.‌ ‌After‌ ‌the‌ ‌event,‌ ‌the‌ ‌Chapter‌ ‌staff‌ ‌applies‌ ‌3‌ ‌experience‌‌                     
blankets‌ ‌to‌ ‌the‌ ‌character,‌ ‌one‌ ‌for‌ ‌each‌ ‌LP‌ ‌of‌ ‌the‌ ‌event.‌ ‌ 

Since‌‌the‌‌character‌‌is‌‌2nd‌‌level,‌‌the‌‌first‌‌blanket‌‌gains‌‌them‌‌6‌‌XP‌‌putting‌‌                           
them‌ ‌at‌ ‌31‌ ‌total.‌‌Now‌‌that‌‌they‌‌are‌‌at‌‌3rd‌‌level‌‌(over‌‌30‌‌XP),‌‌they‌‌gain‌‌5‌‌                                 

for‌‌the‌‌second‌‌blanket,‌‌and‌‌another‌‌5‌‌for‌‌the‌‌third‌‌blanket,‌‌leaving‌‌them‌‌with‌‌41‌‌XP‌‌total‌‌–‌‌4‌th‌ ‌                                     
level.‌ ‌ 

These‌ ‌experience‌ ‌point‌ ‌additions‌ ‌are‌ ‌always‌ ‌applied‌ ‌one‌ ‌by‌ ‌one‌ ‌no‌ ‌matter‌ ‌how‌ ‌many‌ ‌are‌‌                             
gained‌ ‌at‌ ‌an‌ ‌event,‌ ‌with‌ ‌subsequent‌ ‌additions‌ ‌adjusting‌ ‌the‌ ‌Experience‌ ‌Point‌ ‌rate‌ ‌if‌ ‌the‌‌                           
previous‌ ‌one‌ ‌puts‌ ‌the‌ ‌character‌ ‌into‌ ‌a‌ ‌new‌ ‌level‌ ‌range.‌ ‌Note‌ ‌that‌ ‌a‌ ‌character‌ ‌may‌ ‌have‌‌                               
fractional‌ ‌XP‌ ‌at‌ ‌certain‌ ‌points‌ ‌in‌‌their‌‌career‌‌depending‌‌on‌‌their‌‌level;‌‌only‌‌whole‌‌XP‌‌may‌‌be‌‌                                 
spent‌ ‌on‌ ‌Skills.‌ ‌The‌ ‌fractional‌ ‌XP‌ ‌simply‌ ‌tracks‌ ‌how‌ ‌far‌ ‌your‌ ‌character‌ ‌has‌ ‌to‌ ‌go‌ ‌to‌ ‌the‌‌next‌‌                                   
Experience‌ ‌Point.‌ ‌ 

All‌‌classes‌‌start‌‌off‌‌at‌‌25‌‌XP‌‌with‌‌10‌‌Body‌‌Points.‌‌Your‌‌total‌‌XP‌‌determines‌‌your‌‌Body‌‌Points‌‌at‌‌                                     
a‌ ‌ratio‌ ‌based‌ ‌on‌ ‌your‌ ‌class;‌ ‌see‌ ‌the‌ ‌Classes‌ ‌section‌ ‌for‌ ‌details.‌ ‌ 

Learning‌ ‌and‌ ‌Unlearning‌ ‌Skills‌ ‌ 
As‌‌you‌‌gain‌‌XP‌‌(XP)‌‌and‌‌you‌‌purchase‌‌Skills,‌‌new‌‌Skills‌‌may‌‌become‌‌available‌‌to‌‌you.‌‌You‌‌will‌‌                                   
purchase‌ ‌them‌ ‌through‌ ‌our‌ ‌online‌ ‌REFUGE‌ ‌Player‌ ‌Database‌ ‌(RPDb).‌ ‌From‌ ‌time‌ ‌to‌ ‌time,‌ ‌you‌‌                           
may‌ ‌decide‌ ‌that‌ ‌you‌ ‌want‌ ‌to‌ ‌remove‌ ‌Skills.‌ ‌You‌ ‌can‌ ‌do‌ ‌so‌ ‌by‌ ‌spending‌ ‌Chapter‌ ‌Points‌‌                               
(explained‌ ‌later‌ ‌in‌ ‌this‌ ‌document)‌ ‌and‌ ‌then‌ ‌removing‌ ‌a‌ ‌single‌ ‌Skill‌ ‌per‌ ‌month.‌‌ ‌  

You‌‌cannot‌‌remove‌‌Skills‌‌that‌‌are‌‌prerequisites‌‌to‌‌other‌‌Skills,‌‌or‌‌things‌‌that‌‌would‌‌make‌‌your‌‌                               
character‌‌illegal‌‌from‌‌a‌‌rules‌‌standpoint‌‌(Spell‌‌Slots,‌‌for‌‌example,‌‌have‌‌specific‌‌ways‌‌in‌‌which‌‌                             
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they‌ ‌can‌ ‌be‌ ‌added‌ ‌and‌ ‌thus‌ ‌removed).‌ 

The‌ ‌only‌ ‌limit‌ ‌to‌ ‌which‌ ‌Skills‌ ‌you‌ ‌may‌ ‌learn‌ ‌is‌ ‌how‌ ‌much‌ ‌free‌ ‌XP‌ ‌you‌ ‌have‌ ‌and‌ ‌whether‌‌you‌‌                                     
meet‌ ‌prerequisites‌ ‌for‌ ‌certain‌ ‌Skill‌ ‌purchases.‌ ‌ 

Skills‌‌are‌‌purchased‌‌between‌‌games.‌‌You‌‌may‌‌not‌‌gain‌‌Skills‌‌in‌‌the‌‌middle‌‌of‌‌an‌‌event‌‌(barring‌‌                                 
Plot‌ ‌reasons,‌ ‌or‌ ‌specific‌ ‌Rituals‌ ‌that‌ ‌are‌ ‌cast‌ ‌IG).‌ ‌ 

Spellcasting‌ ‌ 
Spellcasters‌‌in‌‌REFUGE‌‌purchase‌‌Spell‌‌Slots‌‌in‌‌which‌‌they‌‌memorize‌‌specific‌‌spells‌‌for‌‌each‌‌LP.‌‌                             
Each‌‌Spell‌‌Slot‌‌can‌‌hold‌‌up‌‌to‌‌a‌‌certain‌‌level‌‌of‌‌spell;‌‌a‌‌caster‌‌can‌‌memorize‌‌lower-level‌‌spells‌‌                                   
into‌ ‌a‌‌higher-level‌‌slot‌‌if‌‌they‌‌choose‌‌to‌‌do‌‌so.‌‌higher-level‌‌spells‌‌are‌‌generally‌‌more‌‌powerful‌‌                               
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,‌‌Spell‌‌Slots‌‌must‌‌be‌‌purchased‌‌in‌‌a‌‌pyramid‌‌shape,‌‌where‌‌there‌‌must‌‌always‌‌be‌‌more‌‌slots‌‌                                 
on‌ ‌a‌ ‌lower-level‌ ‌before‌ ‌you‌ ‌can‌ ‌purchase‌ ‌a‌ ‌higher-level‌ ‌slot.‌‌Once‌‌you‌‌have‌‌reached‌‌at‌‌least‌‌                               
four‌ ‌slots‌ ‌in‌ ‌a‌ ‌specific‌‌level,‌‌you‌‌can‌‌purchase‌‌an‌‌equal‌‌number‌‌of‌‌the‌‌next‌‌higher-level‌‌slots.‌‌                                 
In‌ ‌addition,‌ ‌a‌‌Spell‌‌Slot‌‌pyramid‌‌may‌‌never‌‌be‌‌too‌‌empty‌‌of‌‌higher-level‌‌spells.‌‌Similarly,‌‌you‌‌                               
can’t‌ ‌have‌ ‌more‌ ‌than‌ ‌one‌ ‌gap‌ ‌of‌ ‌two‌ ‌spells‌ ‌between‌ ‌two‌ ‌levels‌ ‌—‌ ‌for‌ ‌example,‌ ‌you‌ ‌couldn’t‌‌                                 
have‌ ‌four‌ ‌1st‌ ‌level‌ ‌spells,‌ ‌two‌ ‌2nd‌ ‌level‌ ‌spells,‌ ‌and‌ ‌zero‌ ‌3rd‌ ‌level‌ ‌spells.‌ ‌ 

When‌‌a‌‌character‌‌chooses‌‌which‌‌spells‌‌to‌‌put‌‌in‌‌which‌‌slots‌‌at‌‌the‌‌start‌‌of‌‌an‌‌LP,‌‌they‌‌may‌‌only‌‌                                       
use‌‌spells‌‌for‌‌which‌‌they‌‌have‌‌a‌‌Spellbook.‌‌Within‌‌this‌‌book‌‌are‌‌recorded‌‌the‌‌specific‌‌spells‌‌you‌‌                                 
can‌ ‌memorize.‌ ‌Multiple‌ ‌people‌ ‌can‌‌memorize‌‌from‌‌the‌‌same‌‌Spellbook,‌‌but‌‌there‌‌are‌‌specific‌‌                           
abilities‌ ‌and‌ ‌rituals‌ ‌for‌ ‌which‌ ‌you‌ ‌may‌ ‌always‌ ‌want‌ ‌your‌ ‌own‌ ‌Spellbook‌ ‌available.‌ ‌ 

Slots‌‌are‌‌purchased‌‌as‌‌if‌‌you‌‌were‌‌building‌‌a‌‌Pyramid.‌‌The‌‌lower-level‌‌spells‌‌build‌‌the‌‌base‌‌for‌‌                                 
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 ‌  
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As‌ ‌you‌ ‌can‌ ‌see,‌ ‌this‌ ‌build‌ ‌uses‌ ‌a‌ ‌Pyramid‌ ‌shape.‌ ‌ 

Now‌ ‌that‌ ‌the‌ ‌Pyramid‌ ‌is‌ ‌being‌ ‌built‌ ‌it‌ ‌must‌ ‌follow‌ ‌a‌‌                     
certain‌ ‌pattern.‌ ‌You‌ ‌always‌ ‌require‌ ‌more‌ ‌slots‌ ‌on‌ ‌a‌‌                 
lower-level‌ ‌before‌ ‌you‌ ‌can‌ ‌purchase‌ ‌additional‌ ‌slots‌‌             
on‌‌the‌‌next‌‌higher-level.‌‌We‌‌will‌‌continue‌‌to‌‌build‌‌the‌                   
Pyramid‌‌(assuming‌‌the‌‌player‌‌is‌‌going‌‌to‌‌continue‌‌to‌‌                 
build‌‌with‌‌a‌‌goal‌‌of‌‌reaching‌‌9th‌‌level‌‌slots‌‌as‌‌quickly‌‌                     
as‌ ‌possible).‌ ‌ 

Step‌‌2:‌‌As‌‌you‌‌progress,‌‌your‌‌next‌‌purchase‌‌would‌‌be‌‌                   
a‌ ‌2nd‌ ‌level‌ ‌slot,‌ ‌then‌ ‌a‌ ‌3rd,‌ ‌then‌ ‌a‌ ‌4th.‌ ‌Things‌ ‌to‌‌                       
remember:‌‌When‌‌you‌‌get‌‌to‌‌a‌‌4th‌‌slot‌‌purchased‌‌on‌‌a‌‌specific‌‌level,‌‌you‌‌no‌‌longer‌‌need‌‌*more*‌‌                                   

slots‌‌on‌‌a‌‌lower-level,‌‌but‌‌only‌‌an‌‌*equal‌‌number*.‌‌If‌‌you‌‌                     
do‌ ‌wish‌ ‌to‌ ‌purchase‌ ‌a‌ ‌5th‌ ‌slot‌ ‌of‌ ‌1st‌ ‌level,‌ ‌you‌ ‌can‌‌                       
always‌ ‌do‌ ‌so‌ ‌(which‌ ‌would‌ ‌allow‌‌you‌‌to‌‌purchase‌‌a‌‌5th‌‌                     
second‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌and‌ ‌so‌ ‌forth).‌‌  

Step‌‌3:‌‌Now‌‌we‌‌can‌‌add‌‌a‌‌5th‌‌Level‌‌Slot.‌‌To‌‌purchase‌‌a‌‌                         
6th‌ ‌level‌ ‌slot,‌ ‌you‌ ‌need‌ ‌to‌ ‌purchase‌ ‌a‌ ‌3rd,‌ ‌4th,‌‌and‌‌5th‌‌                       
level‌ ‌slot‌ ‌first.‌ ‌ 

Note‌ ‌that‌ ‌the‌‌pattern‌‌is‌‌very‌‌set‌‌as‌‌to‌‌which‌‌Spell‌‌Slots‌                       
must‌ ‌be‌ ‌purchased‌ ‌unless‌ ‌you‌ ‌wish‌ ‌to‌ ‌buy‌ ‌more‌ ‌than‌‌                   

four‌‌Spell‌‌Slots‌‌of‌‌any‌‌one‌‌level.‌‌There‌‌is‌‌potentially‌‌no‌‌limit‌‌as‌‌to‌‌the‌‌number‌‌of‌‌Spell‌‌Slots‌‌per‌‌                                       
level‌ ‌that‌ ‌can‌ ‌be‌ ‌purchased‌ ‌if‌ ‌this‌ ‌pattern‌ ‌is‌ ‌maintained.‌ ‌ 

You‌ ‌can‌ ‌have‌ ‌a‌ ‌pyramid‌ ‌with‌ ‌nine‌ ‌1st‌ ‌level‌ ‌Spell‌ ‌Slots,‌ ‌eight‌ ‌2nd‌‌                         
level‌‌Spell‌‌Slots,‌‌seven‌‌3rd‌‌level‌‌Spell‌‌Slots,‌‌and‌‌so‌‌on‌‌up‌‌to‌‌one‌‌9th‌‌                             
level‌ ‌Spell‌ ‌Slot.‌ ‌ 

The‌ ‌“Step‌ ‌3“‌ ‌chart‌‌is‌‌what‌‌your‌‌final‌‌Pyramid‌‌might‌‌look‌‌like.‌‌Once‌‌                         
you‌ ‌have‌ ‌completed‌ ‌that,‌ ‌you‌ ‌can‌ ‌finish‌ ‌building‌ ‌your‌ ‌column‌ ‌of‌‌                     
4-9th‌ ‌level‌ ‌spells.‌ ‌ 

Meditate‌ ‌ 
Players‌‌can‌‌regain‌‌certain‌‌expended‌‌Skills‌‌and‌‌spells‌‌by‌‌Meditating‌                   
them‌‌back.‌‌This‌‌includes‌‌any‌‌spell‌‌that‌‌missed‌‌or‌‌failed‌‌due‌‌to‌‌an‌‌incorrect‌‌incantation,‌‌as‌‌well‌‌                                 
as‌ ‌any‌ ‌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 ‌studying‌ ‌from‌ ‌a‌ ‌Spellbook‌ ‌which‌ ‌contains‌ ‌the‌ ‌spell‌ ‌to‌ ‌be‌                             
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rememorized.‌‌If‌‌Meditate‌‌is‌‌being‌‌used‌‌to‌‌replace‌‌expended‌‌Weapon‌‌Skills,‌‌the‌‌character‌‌must‌‌                           
hold,‌ ‌wield,‌ ‌or‌ ‌otherwise‌ ‌utilise‌ ‌a‌ ‌Weapon‌ ‌for‌ ‌which‌ ‌they‌ ‌have‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌                             
During‌ ‌this‌ ‌time,‌ ‌no‌ ‌Skills‌ ‌or‌ ‌Game‌ ‌Abilities‌ ‌may‌ ‌be‌ ‌used‌ ‌other‌ ‌than‌ ‌‌Educated‌.‌ ‌The‌ ‌player‌‌                               
should‌ ‌feel‌ ‌free‌ ‌to‌ ‌roleplay‌ ‌discussion,‌ ‌such‌ ‌as‌ ‌the‌ ‌usage‌ ‌of‌ ‌appropriate‌ ‌Skills‌ ‌or‌ ‌spells,‌‌with‌‌                               
other‌ ‌players‌ ‌during‌ ‌this‌ ‌period‌ ‌of‌ ‌Focus.‌ ‌Once‌ ‌the‌ ‌meditation‌ ‌period‌‌has‌‌passed,‌‌the‌‌player‌‌                             
may‌‌write‌‌the‌‌spell‌‌or‌‌Skill‌‌back‌‌in‌‌on‌‌their‌‌Battle‌‌Board‌‌with‌‌an‌‌M‌‌instead‌‌of‌‌a‌‌circle,‌‌to‌‌denote‌‌                                         
that‌ ‌it‌ ‌was‌ ‌Meditated‌ ‌back‌ ‌into‌ ‌memory.‌ ‌After‌ ‌this‌ ‌point‌ ‌they‌ ‌may‌ ‌utilize‌ ‌the‌ ‌Skill‌ ‌or‌ ‌spell‌‌                                 
normally‌ ‌as‌ ‌though‌ ‌it‌ ‌had‌ ‌not‌ ‌been‌ ‌expended‌ ‌in‌ ‌the‌ ‌first‌ ‌place.‌ ‌ 

Each‌‌use‌‌of‌‌Meditate‌‌will‌‌return‌‌a‌‌single‌‌expended‌‌and‌‌missed‌‌spell‌‌                       
or‌ ‌attack.‌ ‌Multiple‌ ‌Meditated‌ ‌Skills‌ ‌or‌ ‌spells‌ ‌may‌ ‌be‌ ‌returned‌ ‌over‌‌                     
time‌ ‌with‌ ‌multiple‌ ‌uses‌ ‌of‌ ‌Meditate.‌ ‌ 

For‌ ‌spells,‌ ‌a‌ ‌player‌ ‌may‌ ‌only‌ ‌regain‌ ‌the‌ ‌use‌ ‌of‌ ‌a‌ ‌memorized‌ ‌spell‌‌                         
that‌ ‌did‌ ‌not‌ ‌resolve‌ ‌in‌ ‌any‌ ‌way‌ ‌—‌ ‌that‌ ‌is,‌ ‌it‌ ‌completely‌ ‌missed‌ ‌all‌‌                           
targets‌‌or‌‌the‌‌incantation‌‌failed.‌‌This‌‌ability‌‌does‌‌not‌‌work‌‌on‌‌spells‌‌                       
that‌‌resolved‌‌in‌‌any‌‌way,‌‌including‌‌a‌‌call‌‌of‌‌“No‌‌Effect”‌‌or‌‌“Altered”‌‌                         
or‌‌being‌‌expended‌‌on‌‌any‌‌other‌‌Smart‌‌or‌‌Dumb‌‌defense.‌‌This‌‌ability‌‌                       
may‌‌not‌‌be‌‌used‌‌to‌‌regain‌‌charges‌‌of‌‌spent‌‌Magic‌‌Items,‌‌nor‌‌items‌‌                         
made.‌ ‌Any‌‌augmentations‌‌gained‌‌via‌‌‌High‌‌Magic‌‌are‌‌lost‌‌when‌‌the‌‌                     
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 ‌only‌ ‌regain‌ ‌the‌ ‌use‌‌of‌‌a‌‌                           
Meditatable‌‌per-day‌‌Weapon‌‌attack‌‌that‌‌did‌‌not‌‌resolve‌‌in‌‌any‌‌way.‌‌                     
This‌ ‌includes‌ ‌blockable‌ ‌attacks‌ ‌(for‌ ‌example,‌ ‌not‌ ‌using‌ ‌the‌ ‌Strike‌‌                   
keyword)‌ ‌that‌ ‌were‌ ‌blocked‌ ‌by‌ ‌another‌ ‌player’s‌ ‌Weapon‌ ‌or‌ ‌Shield‌‌                   
and‌ ‌did‌ ‌not‌ ‌trigger‌ ‌any‌ ‌defenses.‌ ‌It‌ ‌also‌ ‌includes‌ ‌Weapon‌ ‌swings‌‌                     
that‌ ‌completely‌ ‌missed,‌ ‌and‌ ‌Weapon‌ ‌swings‌ ‌required‌ ‌to‌ ‌be‌ ‌From‌‌                   
Behind‌ ‌which‌ ‌did‌ ‌not‌ ‌hit‌ ‌a‌ ‌target‌ ‌From‌ ‌Behind.‌ ‌If‌‌an‌‌attack‌‌struck‌‌                         
an‌‌opponent‌‌and‌‌was‌‌taken‌‌or‌‌resulted‌‌in‌‌a‌‌defense‌‌being‌‌called‌‌or‌‌                         
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                         
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appropriately‌ ‌for‌ ‌the‌ ‌ability;‌ ‌for‌ ‌example,‌ ‌refitting‌ ‌another‌ ‌player’s‌ ‌armor‌ ‌might‌ ‌involve‌‌                       
inspecting‌ ‌the‌ ‌armor‌ ‌and‌ ‌roleplaying‌ ‌adjusting‌ ‌its‌ ‌fit,‌ ‌while‌ ‌roleplaying‌ ‌Meditation‌ ‌might‌‌                       
involve‌‌studying‌‌a‌‌Spellbook‌‌and‌‌conversing‌‌with‌‌other‌‌players‌‌about‌‌the‌‌mechanics‌‌of‌‌certain‌‌                           
magics.‌ ‌During‌ ‌this‌ ‌time,‌ ‌you‌ ‌may‌‌move‌‌as‌‌is‌‌reasonable‌‌for‌‌the‌‌roleplay,‌‌but‌‌no‌‌further.‌‌This‌‌                                 
means‌ ‌that‌ ‌while‌‌Ritual‌‌Casting‌‌you‌‌should‌‌stay‌‌within‌‌the‌‌‌Circle‌‌of‌‌Power‌‌you‌‌are‌‌casting‌‌in;‌‌                                 
similarly,‌‌while‌‌performing‌‌‌First‌‌Aid‌,‌‌you‌‌can‌‌walk‌‌around‌‌the‌‌body‌‌of‌‌your‌‌target‌‌but‌‌may‌‌not‌‌                                 
leave‌ ‌it.‌ ‌A‌ ‌character‌ ‌may‌ ‌not‌ ‌move‌‌faster‌‌than‌‌a‌‌walk‌‌during‌‌their‌‌Focus‌‌period.‌‌Please‌‌keep‌‌                                 
good‌ ‌sportsmanship‌ ‌in‌ ‌mind‌‌while‌‌selecting‌‌how‌‌to‌‌roleplay‌‌Focusing.‌‌There‌‌are‌‌several‌‌ways‌‌                           
that‌ ‌a‌ ‌character’s‌ ‌Focus‌ ‌may‌ ‌be‌ ‌interrupted.‌ ‌These‌ ‌include:‌ ‌ 

•The‌ ‌character‌‌uses‌‌a‌‌Skill‌‌or‌‌Game‌‌Ability‌‌(other‌‌than‌‌‌Educated‌)‌‌which‌‌is‌‌not‌‌required‌‌for‌‌                               
the‌ ‌ability‌ ‌they’re‌ ‌Focusing‌ ‌on.‌ ‌ 

•The‌ ‌character‌ ‌breaks‌ ‌a‌ ‌physical‌ ‌requirement‌ ‌of‌ ‌the‌ ‌ability‌ ‌(such‌ ‌as‌ ‌lowering‌ ‌one’s‌ ‌arms‌‌                           
during‌ ‌a‌ ‌‌Sanctuary‌ ‌‌spell‌ ‌or‌ ‌moving‌ ‌away‌ ‌from‌ ‌a‌ ‌‌First‌ ‌Aid‌ ‌target)‌ ‌or‌ ‌moves‌ ‌faster‌ ‌than‌‌                               
walking‌ ‌speed.‌ ‌ 

•The‌ ‌character‌ ‌loses‌ ‌the‌‌ability‌‌to‌‌use‌‌Game‌‌Abilities‌‌(for‌‌example,‌‌they‌‌are‌‌hit‌‌by‌‌a‌‌‌Drain‌‌                                 
spell).‌ ‌ 

Note‌ ‌that‌ ‌individual‌ ‌abilities‌ ‌may‌ ‌have‌ ‌additional‌ ‌requirements,‌ ‌while‌ ‌some‌ ‌may‌ ‌have‌‌                       
exemptions‌ ‌to‌ ‌the‌ ‌above‌ ‌conditions‌ ‌(for‌ ‌example‌ ‌you‌ ‌can‌ ‌self-cast‌ ‌while‌ ‌under‌ ‌a‌ ‌‌Sanctuary‌).‌‌ ‌  

Skill‌ ‌Costs‌ ‌ 
The‌‌core‌‌of‌‌a‌‌REFUGE‌‌character‌‌is‌‌the‌‌Skills‌‌which‌‌they‌‌possess.‌‌These‌‌Skills‌‌are‌‌purchased‌‌by‌‌                                 
spending‌ ‌XP‌ ‌that‌ ‌the‌ ‌character‌ ‌has‌‌earned‌‌over‌‌time.‌‌Each‌‌Skill‌‌has‌‌a‌‌specific‌‌XP‌‌cost‌‌based‌‌                                 
on‌ ‌the‌ ‌character’s‌ ‌class,‌ ‌outlined‌ ‌in‌ ‌the‌ ‌charts‌ ‌below.‌ ‌Note‌ ‌that‌ ‌any‌ ‌class‌‌may‌‌purchase‌‌any‌‌                               
Skill,‌ ‌however,‌ ‌the‌ ‌cost‌ ‌is‌ ‌entirely‌ ‌dependent‌ ‌on‌ ‌that‌ ‌class’‌ ‌specialties.‌ ‌ 

Some‌ ‌Skills‌ ‌have‌ ‌prerequisites‌ ‌listed.‌ ‌There‌ ‌are‌ ‌two‌ ‌types‌ ‌of‌ ‌prerequisites:‌‌Skill‌‌prerequisites,‌‌                         
and‌ ‌Skill‌ ‌category‌ ‌XP‌ ‌minimums.‌ ‌For‌ ‌example,‌ ‌to‌ ‌purchase‌ ‌‌Alchemy‌ ‌‌you‌ ‌must‌ ‌first‌ ‌be‌‌                           
Educated‌ ‌‌and‌ ‌must‌ ‌know‌ ‌‌Herbal‌ ‌Lore.‌ ‌If‌ ‌you‌ ‌want‌ ‌to‌ ‌purchase‌ ‌‌High‌ ‌Magic‌,‌ ‌you‌ ‌must‌ ‌have‌‌                               
already‌ ‌spent‌ ‌75‌ ‌XP‌ ‌in‌ ‌Scholarly‌ ‌Skills‌ ‌and‌ ‌have‌ ‌at‌ ‌least‌ ‌one‌ ‌first‌ ‌level‌ ‌Spell‌ ‌Slot‌ ‌in‌ ‌that‌ ‌school.‌ ‌ 

Weapon‌‌Proficiency‌‌‌and‌‌‌Backstab‌‌‌have‌‌a‌‌special‌‌type‌‌of‌‌prerequisite.‌‌When‌‌purchasing‌‌these‌‌                         
Skills,‌ ‌you‌ ‌must‌ ‌trade‌ ‌in‌ ‌a‌ ‌certain‌ ‌number‌ ‌of‌ ‌either‌ ‌‌Critical‌ ‌Attacks‌ ‌or‌ ‌‌Back‌ ‌Attacks‌,‌‌                             
respectively.‌ ‌Your‌ ‌first‌ ‌Weapon‌ ‌Proficiency‌ ‌or‌ ‌‌Backstab‌ ‌‌requires‌ ‌two‌ ‌prerequisite‌ ‌Skills,‌ ‌your‌‌                       
third‌ ‌requires‌ ‌three,‌ ‌and‌ ‌so‌ ‌forth.‌‌ ‌  

It‌‌can‌‌be‌‌helpful‌‌to‌‌think‌‌about‌‌what‌‌Skills‌‌best‌‌fit‌‌your‌‌character‌‌long-term‌‌and‌‌build‌‌towards‌‌                                 
those‌ ‌Skills.‌ ‌This‌ ‌might‌ ‌be‌ ‌based‌ ‌on‌ ‌your‌ ‌species‌ ‌and‌ ‌personality‌ ‌or‌ ‌your‌ ‌character‌ ‌goals.‌‌If‌‌                               
you‌ ‌are‌ ‌choosing‌ ‌many‌ ‌different‌ ‌types‌ ‌of‌ ‌Skills,‌ ‌you‌ ‌may‌ ‌end‌ ‌up‌ ‌with‌ ‌not‌ ‌much‌ ‌difference‌‌                               
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between‌ ‌the‌ ‌classes.‌ ‌For‌ ‌instance,‌ ‌if‌ ‌you‌ ‌are‌ ‌making‌ ‌a‌ ‌character‌ ‌that‌ ‌is‌ ‌a‌ ‌good‌ ‌fighter,‌ ‌can‌‌                                 
throw‌ ‌spells,‌ ‌is‌ ‌good‌‌at‌‌‌Backstabs‌,‌‌and‌‌can‌‌throw‌Alchemy‌,‌‌you‌‌may‌‌not‌‌be‌‌able‌‌to‌‌tell‌‌which‌‌                                   
class‌ ‌is‌ ‌best‌ ‌for‌‌you‌‌until‌‌you‌‌decide‌‌how‌‌you‌‌will‌‌eventually‌‌start‌‌specializing‌‌in‌‌one‌‌of‌‌these‌‌                                   
things.‌ ‌Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌you‌ ‌can‌ ‌change‌ ‌your‌ ‌character’s‌ ‌class‌ ‌over‌ ‌time‌ ‌if‌ ‌something‌‌else‌‌                               
turns‌ ‌out‌ ‌to‌ ‌be‌ ‌a‌ ‌better‌ ‌fit‌ ‌based‌ ‌on‌ ‌how‌ ‌they‌ ‌grow‌ ‌within‌ ‌the‌ ‌game‌ ‌—‌ ‌you‌ ‌are‌ ‌not‌ ‌locked‌‌                                       
forever‌ ‌into‌ ‌what‌ ‌you‌ ‌first‌ ‌choose.‌ ‌ 
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Martial‌ ‌Skills‌ ‌  Fighte‌
r‌ 

Scout‌  Rogue‌  Adept‌  Scholar‌  Spellswor‌
d‌ ‌ 

Artisa‌
n‌ ‌ 

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/S‌
hun‌ ‌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  5‌ ‌  5‌ ‌  5‌ ‌  4‌ ‌  4‌ ‌  3‌ ‌  4‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌20‌ ‌XP‌ ‌in‌ ‌Martial‌‌ 
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Strike‌ ‌  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  ‌ 

Stealth‌ ‌Skills‌ ‌  Fighte‌
r‌ 

Scout‌  Rogue‌  Adept‌  Scholar‌  Spellsword‌  Artisa‌
n‌ ‌ 

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/Berser‌ 7‌ ‌  5‌ ‌  5‌ ‌  5‌ ‌  8‌ ‌  7‌ ‌  7‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌45‌ ‌XP‌ ‌in‌ ‌Stealth‌‌ 
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k‌ ‌Blow‌ ‌  Skills‌ 
Silence/Stu‌
n‌ ‌Blow‌ ‌ 

6‌ ‌  5‌ ‌  4‌ ‌  5‌ ‌  7‌ ‌  6‌ ‌  6‌ ‌  Daily‌ ‌  1‌ ‌per‌ ‌30‌ ‌XP‌ ‌in‌ ‌Stealth‌‌ 
Skills‌ 

Sleep/Paral‌
ysis‌ ‌Blow‌ ‌ 

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

Slow/Weakn‌
ess‌ ‌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 

Opportunisti‌
c‌ ‌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 ‌  Fighte‌
r‌ 

Scout‌  Rogue‌  Adept‌  Schola‌
r‌ 

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  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  4‌ ‌  Daily‌ ‌  Dryad‌ ‌ 
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Binding‌ ‌ 
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 ‌ 

Scholarly‌ ‌Skills‌  Fighte‌
r‌ ‌ 

Scout‌  Rogue‌  Adept‌  Scholar‌  Spellswor‌
d‌ ‌ 

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

Purifying/Dr‌
aining‌ ‌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 ‌  Fighte‌
r‌ ‌ 

Scout‌  Rogue‌  Adept‌  Scholar‌  Spellsword‌  Artisa‌
n‌ ‌ 

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 ‌ 
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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,‌‌and‌‌suits‌‌of‌‌                               
Armor,‌ ‌you‌ ‌must‌ ‌first‌ ‌buy‌ ‌the‌ ‌appropriate‌‌Skill‌‌with‌‌your‌‌XP.‌‌Each‌‌time‌‌you‌‌buy‌‌a‌‌Production‌‌                                 
Skill,‌‌you‌‌get‌‌five‌‌Production‌‌Points‌‌(PP)‌‌of‌‌that‌‌type‌‌to‌‌spend‌‌in‌‌each‌‌LP.‌‌Production‌‌Points‌‌do‌‌                                   
not‌ ‌carry‌ ‌over‌ ‌from‌ ‌day‌ ‌to‌ ‌day‌ ‌or‌ ‌event‌ ‌to‌ ‌event.‌ ‌You‌ ‌cannot‌ ‌transfer‌ ‌or‌ ‌combine‌ ‌your‌‌                                 
Production‌ ‌Points‌ ‌with‌ ‌another‌ ‌player.‌ ‌ 

Items‌‌can‌‌be‌‌made‌‌in‌‌two‌‌ways.‌‌The‌‌simplest‌‌is‌‌to‌‌create‌‌items‌‌at‌‌Logistics.‌‌You‌‌will‌‌be‌‌asked‌‌                                     
to‌ ‌show‌ ‌your‌ ‌Battle‌ ‌Board‌ ‌with‌ ‌your‌ ‌Skill‌ ‌rank.‌ ‌You‌ ‌must‌ ‌also‌ ‌pay‌ ‌a‌ ‌copper‌ ‌piece‌ ‌per‌‌                                 
Production‌ ‌Point.‌ ‌This‌ ‌game‌ ‌money‌ ‌represents‌ ‌the‌ ‌raw‌ ‌materials‌ ‌and‌ ‌other‌ ‌costs‌ ‌associated‌‌                         
with‌ ‌producing‌ ‌the‌ ‌item.‌ ‌ 

Alternatively,‌ ‌you‌ ‌can‌ ‌make‌ ‌an‌ ‌item‌ ‌at‌ ‌a‌ ‌Crafting‌ ‌Station.‌ ‌This‌ ‌is‌ ‌a‌ ‌specific‌ ‌on-site‌ ‌location‌‌                               
designated‌‌by‌‌your‌‌Chapter’s‌‌staff‌‌(often‌‌this‌‌will‌‌be‌‌the‌‌same‌‌as‌‌where‌‌you‌‌go‌‌for‌‌Logistics).‌‌                                 
You‌‌will‌‌find‌‌a‌‌Production‌‌Sheet‌‌there,‌‌on‌‌which‌‌you‌‌must‌‌fill‌‌out‌‌one‌‌row‌‌for‌‌each‌‌type‌‌of‌‌item‌‌                                       
you‌ ‌are‌ ‌building.‌ ‌If‌ ‌you‌ ‌are‌ ‌using‌ ‌a‌ ‌Workshop,‌ ‌add‌ ‌the‌ ‌Workshop‌ ‌ID‌ ‌in‌ ‌the‌ ‌appropriate‌‌                               
column.‌‌Put‌‌the‌‌correct‌‌amount‌‌of‌‌IG‌‌coin‌‌into‌‌the‌‌box‌‌or‌‌envelope‌‌provided‌‌for‌‌that‌‌purpose‌‌                                 
and‌‌fill‌‌out‌‌one‌‌of‌‌the‌‌blank‌‌Tags‌‌left‌‌on‌‌the‌‌table‌‌as‌‌appropriate‌‌for‌‌the‌‌item‌‌you‌‌are‌‌building.‌‌                                       
The‌‌item‌‌Tag‌‌must‌‌be‌‌signed‌‌by‌‌a‌‌Crafting‌‌Marshal‌‌(a‌‌player‌‌who‌‌has‌‌been‌‌authorized‌‌for‌‌this‌‌                                   
purpose)‌ ‌who‌ ‌witnesses‌ ‌you‌ ‌filling‌ ‌out‌ ‌the‌ ‌Production‌ ‌Sheet‌ ‌and‌ ‌dropping‌ ‌off‌ ‌your‌ ‌IG‌ ‌coin.‌‌                             
Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌costs‌ ‌for‌ ‌additional‌ ‌Batches‌ ‌or‌ ‌additional‌ ‌coin‌ ‌requirements‌ ‌(like‌ ‌for‌‌                           
Strengthening‌ ‌or‌ ‌Silvering)‌ ‌must‌ ‌be‌ ‌paid‌ ‌just‌ ‌as‌ ‌if‌ ‌you‌ ‌were‌ ‌producing‌ ‌the‌ ‌item‌ ‌at‌ ‌Logistics.‌‌ ‌  

Individual‌ ‌Chapters‌ ‌may‌ ‌have‌ ‌slightly‌ ‌different‌ ‌layouts‌ ‌and‌ ‌expectations‌ ‌for‌ ‌their‌ ‌Crafting‌‌                       
Stations‌ ‌based‌ ‌on‌ ‌their‌ ‌specific‌ ‌site‌ ‌needs.‌ ‌If‌ ‌you‌ ‌have‌ ‌any‌ ‌questions,‌ ‌ask‌ ‌a‌ ‌Marshal.‌ 

After‌ ‌you‌ ‌have‌‌purchased‌‌ten‌‌ranks‌‌of‌‌any‌‌Skill,‌‌you‌‌are‌‌considered‌‌a‌‌Journeyman,‌‌and‌‌after‌‌                               
twenty‌ ‌ranks,‌ ‌you‌ ‌are‌ ‌a‌‌Master.‌‌These‌‌ranks‌‌will‌‌provide‌‌extra‌‌bonuses,‌‌such‌‌as‌‌being‌‌able‌‌to‌‌                                 
make‌ ‌items‌ ‌at‌ ‌a‌ ‌reduced‌ ‌cost‌ ‌or‌ ‌being‌ ‌able‌ ‌to‌ ‌identify‌ ‌them‌ ‌quicker.‌ ‌ 

Workshops:‌‌It‌‌is‌‌possible‌‌to‌‌become‌‌more‌‌productive‌‌in‌‌making‌‌Production‌‌Point‌‌items‌‌if‌‌you‌‌                             
have‌‌access‌‌to‌‌a‌‌Workshop‌‌that‌‌specializes‌‌in‌‌making‌‌them.‌‌A‌‌Workshop‌‌will‌‌double‌‌your‌‌base‌‌                               
Production‌‌Points,‌‌thus‌‌making‌‌it‌‌possible‌‌to‌‌produce‌‌more‌‌of‌‌an‌‌item‌‌than‌‌normally‌‌possible.‌‌                             
There‌ ‌are‌ ‌specialized‌ ‌Workshops‌ ‌for‌ ‌each‌ ‌type‌ ‌of‌ ‌Production‌ ‌Skill.‌ ‌You‌ ‌can‌ ‌purchase‌ ‌these‌‌                           
specialized‌ ‌Workshops‌ ‌for‌ ‌ten‌ ‌gold‌ ‌pieces‌ ‌each.‌ ‌ 

You‌ ‌must‌ ‌still‌ ‌pay‌ ‌the‌ ‌proper‌ ‌amount‌ ‌in‌ ‌copper‌ ‌pieces‌ ‌in‌ ‌order‌ ‌to‌ ‌get‌ ‌your‌ ‌Production‌ ‌Point‌‌                                 
items‌‌even‌‌with‌‌a‌‌Workshop.‌‌40‌‌Production‌‌Points‌‌of‌‌anything‌‌made‌‌will‌‌cost‌‌40‌‌copper‌‌pieces‌‌                               
whether‌ ‌done‌ ‌in‌ ‌a‌ ‌Workshop‌ ‌or‌ ‌not.‌ ‌ 
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Workshops‌‌can‌‌only‌‌be‌‌used‌‌by‌‌one‌‌person‌‌per‌‌LP.‌‌Your‌‌Workshop‌‌Tag‌‌will‌‌list‌‌your‌‌character’s‌‌                                 
name‌ ‌and‌ ‌the‌ ‌location‌ ‌of‌ ‌the‌‌Workshop,‌‌as‌‌well‌‌as‌‌a‌‌unique‌‌ID‌‌for‌‌the‌‌Workshop‌‌which‌‌must‌‌                                   
be‌ ‌written‌ ‌down‌ ‌when‌ ‌going‌ ‌to‌ ‌a‌ ‌Crafting‌ ‌Station.‌ ‌ 

A‌‌Workshop‌‌can‌‌only‌‌be‌‌used‌‌when‌‌the‌‌game‌‌takes‌‌place‌‌in‌‌the‌‌location‌‌noted‌‌on‌‌the‌‌Tag.‌‌For‌‌                                     
instance,‌‌if‌‌you‌‌buy‌‌a‌‌Workshop‌‌in‌‌IG‌‌location‌‌A,‌‌you‌‌will‌‌not‌‌be‌‌able‌‌to‌‌use‌‌it‌‌in‌‌IG‌‌location‌‌B.‌‌                                           
You‌ ‌can,‌ ‌of‌ ‌course,‌ ‌buy‌ ‌a‌ ‌new‌ ‌Workshop.‌‌Further,‌‌there‌‌may‌‌be‌‌plot‌‌reasons‌‌why‌‌you‌‌cannot‌‌                                 
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.‌ ‌ 

A‌ ‌Workshop‌ ‌can‌ ‌be‌ ‌sold‌ ‌or‌ ‌loaned‌ ‌to‌ ‌another‌‌character‌‌but‌‌can‌‌never‌‌be‌‌used‌‌by‌‌more‌‌than‌‌                                   
one‌ ‌character‌ ‌per‌ ‌LP.‌ ‌In‌ ‌other‌ ‌words,‌ ‌you‌ ‌cannot‌ ‌use‌ ‌the‌ ‌Workshop,‌ ‌sell‌ ‌it‌ ‌to‌ ‌someone‌ ‌else,‌‌                                 
and‌‌then‌‌have‌‌the‌‌buyer‌‌use‌‌that‌‌same‌‌Workshop‌‌on‌‌the‌‌same‌‌day.‌‌The‌‌new‌‌owner‌‌must‌‌wait‌‌                                   
until‌ ‌the‌ ‌next‌ ‌LP.‌ ‌ 

The‌‌selling‌‌of‌‌a‌‌Workshop‌‌must‌‌be‌‌done‌‌at‌‌Logistics‌‌with‌‌both‌‌the‌‌seller‌‌and‌‌the‌‌buyer‌‌present‌‌                                   
to‌‌confirm‌‌the‌‌sale.‌‌A‌‌new‌‌Tag‌‌with‌‌the‌‌new‌‌owner’s‌‌name‌‌on‌‌it‌‌will‌‌then‌‌be‌‌issued‌‌while‌‌the‌‌old‌‌                                         
Tag‌ ‌will‌ ‌be‌ ‌destroyed.‌ ‌ 

Batches‌:‌ ‌Another‌‌way‌‌to‌‌increase‌‌the‌‌number‌‌of‌‌items‌‌you‌‌can‌‌create‌‌in‌‌any‌‌one‌‌gameday‌‌is‌‌                                 
by‌‌making‌‌large‌‌Batches.‌‌Batching‌‌gives‌‌a‌‌character‌‌a‌‌new‌‌set‌‌of‌‌production‌‌points‌‌(at‌‌double‌‌                               
cost‌ ‌in‌ ‌copper‌ ‌pieces)‌ ‌to‌ ‌be‌ ‌used‌ ‌as‌ ‌they‌ ‌see‌ ‌fit.‌ ‌These‌ ‌points‌ ‌do‌ ‌not‌ ‌need‌ ‌to‌ ‌be‌ ‌spent‌‌                                     
identically‌‌to‌‌earlier‌‌Batches.‌‌After‌‌you‌‌use‌‌your‌‌normal‌‌Production‌‌Points‌‌for‌‌the‌‌day‌‌(whether‌‌                             
with‌‌or‌‌without‌‌a‌‌Workshop),‌‌you‌‌can‌‌then‌‌create‌‌a‌‌second‌‌Batch‌‌at‌‌double‌‌the‌‌cost.‌‌The‌‌same‌‌                                   
limitations‌‌apply‌‌as‌‌per‌‌the‌‌first‌‌Batch.‌‌You‌‌can‌‌use‌‌your‌‌Workshop‌‌for‌‌each‌‌of‌‌these‌‌Batches.‌‌                                 
A‌‌third‌‌Batch‌‌may‌‌be‌‌made‌‌at‌‌triple‌‌cost,‌‌a‌‌fourth‌‌Batch‌‌at‌‌quadruple‌‌cost,‌‌and‌‌so‌‌on.‌‌There‌‌is‌‌                                       
no‌ ‌limit‌ ‌to‌ ‌how‌ ‌many‌ ‌Batches‌ ‌can‌ ‌be‌ ‌made‌ ‌other‌ ‌than‌ ‌the‌ ‌coin‌ ‌required.‌ ‌ 

Production‌‌Points‌‌from‌‌different‌‌Batches‌‌may‌‌never‌‌be‌‌combined.‌‌In‌‌other‌‌words,‌‌you‌‌cannot‌‌                           
combine‌ ‌your‌ ‌two‌ ‌40‌‌Production‌‌Point‌‌Batches‌‌to‌‌make‌‌one‌‌item‌‌worth‌‌80‌‌Production‌‌Points.‌‌                             
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,‌‌  ‌  Charm‌ ‌  35‌ ‌ 

‌ 
Polearm‌ ‌  40‌ 
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Globe‌ ‌ 
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 ‌ 

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 



‌ 
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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 ‌ 
 

‌ 

‌  ‌    ‌  ‌ 
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Chapter‌ ‌VII:‌ ‌Skills‌ ‌ 
Skills‌‌listed‌‌with‌‌an‌ ‌asterisk‌‌(*)‌ ‌‌can‌‌be‌‌purchased‌‌multiple‌‌times.‌‌Doing‌‌so‌‌either‌‌improves‌‌the‌‌                               
Skill,‌ ‌or‌ ‌increases‌ ‌the‌ ‌number‌ ‌of‌ ‌times‌ ‌per‌ ‌Logistics‌ ‌Period‌ ‌(LP)‌ ‌a‌ ‌Skill‌ ‌can‌ ‌be‌ ‌used.‌ ‌ 

Skills‌‌may‌‌have‌‌prerequisites.‌‌These‌‌can‌‌be‌‌found‌‌in‌‌the‌‌Skill‌‌Cost‌‌Chart,‌‌which‌‌explains‌‌exactly‌‌                               
what‌ ‌is‌ ‌needed‌ ‌before‌ ‌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:‌‌The‌‌Skill‌‌is‌‌a‌‌defense;‌‌it‌‌is‌‌classified‌‌as‌‌either‌‌Smart‌‌or‌‌Dumb,‌‌and‌‌as‌‌a‌‌Guard,‌‌                                   
Return,‌ ‌Reduced,‌ ‌or‌ ‌Resist.‌ ‌For‌ ‌more‌ ‌information‌ ‌on‌ ‌these‌ ‌types‌ ‌of‌ ‌defenses,‌ ‌see‌ ‌the‌‌                           
Defenses‌ ‌section‌ ‌in‌ ‌Chapter‌ ‌V.‌ ‌ 

● From‌‌Behind‌:‌‌The‌‌Skill‌‌can‌‌only‌‌be‌‌used‌‌if‌‌you‌‌are‌‌behind‌‌the‌‌target‌‌or‌‌using‌‌a‌‌Ranged‌‌                                   
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 ‌can‌‌be‌‌used‌‌to‌‌create‌‌Production‌‌items.‌‌                             

For‌‌more‌‌information‌‌on‌‌Production‌‌Skills,‌‌see‌‌the‌‌Production‌‌Skills‌‌section‌‌in‌‌Chapter‌‌VI‌‌                           
The‌ ‌Skill‌ ‌System.‌ ‌ 

● Species‌:‌‌The‌‌Skill‌‌can‌‌be‌‌acquired‌‌only‌‌by‌‌members‌‌of‌‌the‌‌indicated‌‌Species‌‌in‌‌Chapter‌‌                             
II‌ ‌Species.‌ ‌ 

Alchemy*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌ ‌Skill‌ ‌‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌create‌ ‌non-magical‌ ‌Elixirs,‌ ‌poisons,‌ ‌oils,‌ ‌and‌ ‌solvents.‌ ‌For‌‌                           
each‌‌time‌‌‌Alchemy‌‌‌is‌‌bought,‌‌the‌‌character‌‌gets‌‌five‌‌‌Alchemy‌‌‌Production‌‌Points‌‌as‌‌detailed‌‌in‌‌                             
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.‌‌All‌‌gas‌‌                                 
Packets‌ ‌must‌ ‌be‌‌orange‌‌to‌‌differentiate‌‌them‌‌from‌‌spell‌‌Packets‌‌(which‌‌cannot‌‌be‌‌orange).‌‌A‌‌                             
character‌‌with‌‌10‌‌or‌‌more‌‌ranks‌‌of‌‌‌Alchemy‌‌‌is‌‌considered‌‌a‌‌Journeyman,‌‌and‌‌only‌‌spends‌‌four‌‌                               
copper‌ ‌pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Alchemy‌.‌ ‌ 
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See‌‌Chapter‌‌XII‌‌Alchemy‌‌for‌‌more‌‌details‌‌on‌‌specific‌‌types‌‌of‌‌‌Alchemy‌‌‌and‌‌how‌‌they‌‌might‌‌be‌‌                                 
used.‌ ‌ 

Archery‌ ‌ 
Passive‌ ‌ 

This‌ ‌‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌use‌ ‌a‌ ‌‌B‌ow‌‌and‌‌a‌‌‌C‌rossbow.‌‌If‌‌used‌‌with‌‌Archery,‌‌‌From‌‌Behind‌‌attacks‌‌ignore‌‌                                       
positioning.‌ ‌ 

For‌ ‌safety‌ ‌reasons,‌ ‌real‌ ‌Bows‌ ‌and‌ ‌Crossbows‌ ‌are‌ ‌not‌‌used‌‌in‌‌REFUGE‌‌LARP.‌‌Instead,‌‌archers‌‌                             
use‌ ‌padded‌ ‌physreps‌ ‌for‌ ‌the‌‌Bows‌‌and‌‌Crossbows,‌‌and‌‌blue‌‌Packets‌‌to‌‌represent‌‌Arrows‌‌and‌‌                             
Bolts.‌‌See‌‌the‌‌Archery‌‌section‌‌for‌‌more‌‌details..‌‌You‌‌‌can‌‌block‌‌with‌‌a‌‌padded‌‌Bow;‌‌you‌‌‌cannot‌‌                                 
block‌ ‌with‌ ‌a‌ ‌Crossbow.‌ ‌ 

Assassinate*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌ ‌‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌make‌ ‌a‌ ‌single‌ ‌‌attack‌ ‌for‌ ‌higher‌ ‌damage‌ ‌‌From‌ ‌Behind‌.‌ ‌If‌ ‌used‌ ‌with‌ ‌a‌ ‌ranged‌‌                                       

Weapon‌,‌ ‌the‌ ‌‌Assassinate‌ ‌‌may‌ ‌be‌ ‌used‌ ‌from‌ ‌any‌ ‌direction.‌ ‌ 

This‌ ‌‌Skill‌ ‌may‌‌be‌‌used‌‌with‌‌any‌‌‌weapon‌‌for‌‌which‌‌the‌‌character‌‌has‌‌the‌‌appropriate‌‌‌Weapon‌‌‌Skill‌.‌‌An‌‌‌Assassinate‌‌                                     

does‌ ‌25‌ ‌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 ‌ 

This‌‌Skill‌‌allows‌‌the‌‌character‌‌to‌‌do‌‌2‌‌extra‌‌points‌‌of‌‌Weapon‌‌damage‌‌From‌‌Behind,‌‌or‌‌1‌‌extra‌‌                                   
point‌ ‌of‌ ‌Weapon‌ ‌damage‌ ‌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 ‌be‌‌used‌‌with‌‌any‌‌Weapon‌‌with‌‌which‌‌your‌‌character‌‌has‌‌                               
the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

A‌‌player‌‌may‌‌activate‌‌no‌‌more‌‌than‌‌five‌‌‌Back‌‌Attacks‌‌at‌‌any‌‌one‌‌time.‌‌Players‌‌may‌‌voluntarily‌‌                                 
end‌ ‌the‌ ‌10-minute‌ ‌duration‌ ‌at‌ ‌any‌ ‌time.‌ ‌Players‌ ‌may‌ ‌not‌ ‌activate‌ ‌additional‌ ‌‌Back‌ ‌Attacks‌‌if‌‌                             
they‌‌have‌‌some‌‌already‌‌running‌‌at‌‌the‌‌same‌‌time‌‌(they‌‌must‌‌choose‌‌to‌‌end‌‌the‌‌ongoing‌‌ones‌‌                                 
first).‌‌ ‌  

Back‌ ‌Attacks‌ ‌are‌ ‌traded‌ ‌in‌ ‌to‌ ‌purchase‌ ‌the‌ ‌‌Backstab‌ ‌Skill‌ ‌at‌‌the‌‌rate‌‌of‌‌two‌‌‌Back‌‌Attacks‌‌to‌‌                                   
one‌ ‌‌Backstab‌,‌ ‌plus‌ ‌one‌ ‌additional‌ ‌‌Back‌ ‌Attack‌ ‌per‌ ‌‌Backstab‌ ‌‌they‌ ‌have‌ ‌already‌ ‌bought.‌ ‌This‌‌                           
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means‌ ‌that‌ ‌the‌ ‌second‌ ‌‌Backstab‌ ‌‌requires‌ ‌three‌ ‌‌Back‌ ‌Attacks‌ ‌to‌ ‌be‌ ‌traded‌ ‌in,‌ ‌the‌ ‌third‌‌                             
Backstab‌ ‌‌will‌ ‌require‌ ‌four‌ ‌‌Back‌ ‌Attacks,‌‌ ‌and‌ ‌so‌ ‌forth.‌ ‌ 

Backstab*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌do‌ ‌2‌ ‌extra‌‌points‌‌of‌‌Weapon‌‌damage‌‌From‌‌Behind,‌‌or‌‌1‌‌extra‌‌                                   
point‌ ‌when‌ ‌used‌ ‌with‌ ‌ranged‌ ‌weapons.‌ ‌It‌ ‌applies‌ ‌to‌ ‌any‌ ‌Weapon‌ ‌in‌ ‌which‌‌the‌‌character‌‌has‌‌                               
the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

The‌ ‌Skill‌ ‌can‌ ‌be‌ ‌purchased‌ ‌multiple‌ ‌times‌ ‌and‌ ‌the‌ ‌effects‌ ‌stack.‌ ‌Note‌ ‌that‌ ‌each‌ ‌purchase‌‌                             
requires‌ ‌trading‌ ‌in‌ ‌an‌ ‌additional‌ ‌set‌ ‌of‌ ‌‌Back‌ ‌Attacks.‌ ‌ 

Blacksmith*‌ ‌ 
LP,‌ ‌Production,‌ ‌Passive‌ ‌(refitting‌ ‌armor)‌ ‌ 

This‌‌Skill‌‌allows‌‌the‌‌character‌‌to‌‌create‌‌Weapons,‌‌Shields,‌‌and‌‌Armor.‌‌For‌‌each‌‌time‌‌‌Blacksmith‌‌                             
is‌ ‌bought,‌ ‌the‌ ‌character‌‌gets‌‌five‌‌‌Blacksmith‌‌‌Production‌‌Points‌‌as‌‌detailed‌‌in‌‌the‌‌“Production‌‌                           
Skills”‌ ‌section.‌ ‌ 

Blacksmith‌ ‌allows‌ ‌them‌ ‌to‌ ‌Refit‌ ‌physical‌ ‌suits‌ ‌of‌ ‌armor‌ ‌(but‌ ‌not‌ ‌Natural‌ ‌Armor‌ ‌or‌ ‌Arcane‌‌                             
Armor)‌ ‌any‌ ‌number‌ ‌of‌ ‌times‌ ‌per‌ ‌LP.‌ ‌See‌ ‌Chapter‌ ‌IX‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌section‌ ‌for‌ ‌details.‌ ‌ 

Silvering‌ ‌a‌ ‌Weapon:‌ ‌Silvering‌ ‌a‌ ‌Weapon‌ ‌allows‌ ‌the‌ ‌Weapon‌‌to‌‌harm‌‌monsters‌‌that‌‌can‌‌only‌‌                             
be‌ ‌hurt‌ ‌by‌ ‌Silver,‌ ‌such‌ ‌as‌ ‌certain‌ ‌Undead.‌ ‌To‌ ‌Silver‌‌an‌‌existing‌‌Weapon,‌‌the‌‌‌Blacksmith‌‌‌must‌‌                               
pay‌‌15‌‌Production‌‌Points‌‌and‌‌15‌‌Silver‌‌pieces.‌‌Silvering‌‌an‌‌existing‌‌Arrow‌‌or‌‌Bolt‌‌costs‌‌1‌‌Silver‌‌                                 
per‌‌Arrow‌‌or‌‌Bolt‌‌and‌‌1‌‌Production‌‌Point‌‌(note‌‌that‌‌these‌‌costs‌‌are‌‌separate‌‌from‌‌the‌‌costs‌‌of‌‌                                   
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,‌‌the‌‌item‌‌will‌‌withstand‌‌two‌‌such‌‌attacks.‌‌When‌‌hit‌‌with‌‌one‌‌of‌‌these‌‌effects,‌‌the‌‌                               
person‌ ‌with‌ ‌a‌ ‌Strengthened‌ ‌item‌ ‌must‌ ‌say‌ ‌“‌Resist‌.”‌ ‌An‌ ‌item‌ ‌can‌ ‌only‌ ‌be‌ ‌Strengthened‌ ‌once,‌‌                             
giving‌ ‌it‌ ‌two‌ ‌‌Resists‌ ‌‌to‌ ‌these‌ ‌effects.‌ ‌After‌ ‌those‌ ‌‌Resists‌ ‌‌are‌ ‌used,‌ ‌it‌ ‌can‌ ‌be‌ ‌Strengthened‌‌                               
again‌ ‌but‌ ‌can‌ ‌never‌ ‌have‌ ‌more‌ ‌than‌ ‌two‌ ‌‌Resists‌ ‌‌at‌ ‌any‌ ‌one‌ ‌time.‌‌ ‌  

To‌‌Strengthen‌‌an‌‌existing‌‌item,‌‌the‌‌smith‌‌must‌‌pay‌‌an‌‌extra‌‌50‌‌Production‌‌Points‌‌and‌‌50‌‌silver‌‌                                 
pieces.‌ ‌ 

Advanced‌ ‌use:‌ ‌A‌ ‌character‌ ‌with‌‌10‌‌or‌‌more‌‌ranks‌‌of‌‌‌Blacksmith‌‌‌is‌‌considered‌‌a‌‌Journeyman,‌‌                             
and‌‌only‌‌spends‌‌four‌‌copper‌‌pieces‌‌for‌‌every‌‌five‌‌production‌‌points‌‌of‌‌‌Blacksmithing‌.‌‌Silvering‌‌                           
and‌‌Strengthening‌‌do‌‌not‌‌benefit‌‌from‌‌this‌‌reduction‌‌in‌‌cost.‌‌A‌‌character‌‌with‌‌20‌‌or‌‌more‌‌ranks‌‌                                 
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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 ‌ 

With‌ ‌this‌ ‌Skill,‌ ‌a‌ ‌character‌ ‌can‌ ‌break‌ ‌all‌ ‌active‌ ‌Command‌ ‌effects‌ ‌on‌ ‌another‌ ‌creature.‌ ‌The‌‌                             
Command‌ ‌effects‌ ‌can‌ ‌be‌ ‌found‌ ‌in‌ ‌the‌ ‌Effect‌ ‌Groups‌ ‌section.‌ ‌This‌ ‌does‌ ‌not‌ ‌include‌ ‌Greater‌‌                             
Command‌ ‌effects‌ ‌such‌ ‌as‌ ‌‌Enslavement‌,‌ ‌‌Euphoria‌,‌ ‌or‌ ‌‌Amnesia‌.‌ ‌ 

You‌‌must‌‌be‌‌close‌‌enough‌‌to‌‌touch‌‌the‌‌affected‌‌person‌‌as‌‌if‌‌Touch-Casting‌‌and‌‌must‌‌spend‌‌‌ten‌‌                                 
seconds‌‌ ‌of‌ ‌roleplaying‌ ‌conversation‌ ‌and‌ ‌Focus‌ ‌with‌ ‌the‌ ‌victim‌ ‌to‌ ‌remove‌ ‌the‌ ‌effect.‌ ‌ 

If‌ ‌you‌ ‌perform‌ ‌any‌ ‌other‌ ‌Game‌ ‌Abilities‌ ‌during‌ ‌this‌ ‌time,‌ ‌if‌ ‌the‌ ‌target‌ ‌is‌ ‌attacked,‌ ‌or‌ ‌if‌ ‌the‌‌                                   
conversation‌ ‌is‌ ‌interrupted,‌ ‌then‌ ‌the‌ ‌‌Break‌ ‌Command‌ ‌‌fails‌ ‌and‌ ‌is‌ ‌expended.‌ ‌Attempting‌ ‌this‌‌                         
action‌‌on‌‌a‌‌character‌‌that‌‌had‌‌not‌‌been‌‌under‌‌the‌‌effects‌‌of‌‌a‌‌Command‌‌will‌‌still‌‌result‌‌in‌‌the‌‌                                     
ability‌ ‌being‌ ‌used‌ ‌for‌ ‌the‌ ‌day.‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌this‌ ‌Skill‌ ‌upon‌ ‌yourself.‌ ‌ 

Celestial‌ ‌Magic*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌character‌‌to‌‌memorize‌‌a‌‌single‌‌Celestial‌‌Magic‌‌spell‌‌each‌‌day‌‌of‌‌lower‌‌or‌‌                                 
equal‌‌level‌‌to‌‌the‌‌level‌‌of‌‌Spell‌‌Slot‌‌which‌‌has‌‌been‌‌purchased.‌‌This‌‌Skill‌‌provides‌‌a‌‌Spell‌‌Slot‌‌as‌‌                                     
described‌ ‌in‌ ‌the‌ ‌Skill‌ ‌System‌ ‌section.‌ ‌ 

Channeling*‌ ‌ 
LP‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌grants‌ ‌a‌ ‌character‌ ‌25‌ ‌points‌ ‌in‌ ‌a‌ ‌‌Channeling‌ ‌‌pool‌ ‌to‌ ‌spend‌ ‌each‌‌                                 
day.‌‌The‌‌pool‌‌can‌‌be‌‌Channeled‌‌in‌‌increments‌‌of‌‌5,‌‌up‌‌to‌‌a‌‌maximum‌‌of‌‌10‌‌points;‌‌once‌‌points‌‌                                     
are‌ ‌expended,‌ ‌they‌ ‌do‌ ‌not‌ ‌return‌ ‌until‌ ‌the‌ ‌following‌ ‌Logistics‌ ‌Period.‌ ‌ 

Celestial‌ ‌Channelers‌ ‌may‌ ‌use‌ ‌Stone,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Flame‌ ‌Sources;‌ ‌Earth‌ ‌Channelers‌‌may‌‌                         
use‌ ‌Healing‌ ‌or‌ ‌Chaos‌ ‌Sources.‌ ‌The‌ ‌character’s‌ ‌primary‌ ‌Spell‌ ‌School‌ ‌determines‌ ‌their‌‌                       
Channeling‌ ‌‌type,‌ ‌though‌ ‌‌Channeling‌ ‌‌can‌ ‌be‌ ‌bought‌ ‌at‌ ‌an‌ ‌additional‌‌cost‌‌for‌‌their‌‌secondary‌‌                           
school,‌ ‌which‌ ‌will‌ ‌produce‌ ‌a‌ ‌separate‌ ‌‌Channeling‌ ‌‌pool‌ ‌for‌ ‌that‌ ‌school.‌ ‌ 

You‌‌may‌‌purchase‌‌multiple‌‌Sources‌‌to‌‌use‌‌multiple‌‌elements,‌‌but‌‌your‌‌‌Channeling‌‌‌pool‌‌amount‌‌                           
remains‌ ‌unchanged‌ ‌by‌ ‌doing‌ ‌so.‌ ‌For‌ ‌more‌ ‌information,‌ ‌see‌ ‌Chapter‌ ‌XI‌ ‌Magic.‌ ‌ 
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Claws‌ ‌ 
Passive,‌ ‌Species‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌use‌ ‌a‌ ‌One-Handed‌ ‌Claw.‌ ‌The‌ ‌base‌ ‌damage‌ ‌for‌ ‌a‌ ‌Claw‌ ‌is‌ ‌two‌‌                                   
points;‌ ‌all‌ ‌‌Claws‌ ‌‌must‌ ‌be‌ ‌short‌ ‌Weapon‌ ‌length‌ ‌and‌ ‌must‌ ‌abide‌ ‌by‌ ‌all‌ ‌Weapon‌ ‌construction‌‌                             
rules,‌‌and‌‌additionally‌‌must‌‌have‌‌their‌‌entire‌‌striking‌‌surface‌‌colored‌‌red.‌‌This‌‌Skill‌‌only‌‌allows‌‌                             
the‌‌use‌‌of‌‌one‌‌Claw‌‌unless‌‌the‌‌character‌‌also‌‌has‌‌‌Florentine‌,‌‌‌Two‌‌Weapons,‌‌or‌‌‌Style‌‌Master,‌‌at‌‌                                 
which‌ ‌point‌ ‌the‌ ‌character‌ ‌can‌ ‌use‌ ‌either‌ ‌two‌ ‌Claws‌ ‌or‌ ‌a‌ ‌Claw‌ ‌and‌ ‌a‌ ‌Weapon;‌ ‌as‌ ‌Claws‌ ‌are‌‌                                   
short‌ ‌Weapons,‌ ‌a‌ ‌player‌ ‌may‌ ‌dual-wield‌ ‌them‌ ‌with‌ ‌just‌ ‌the‌ ‌‌Florentine‌ ‌‌Skill.‌ ‌ 

They‌ ‌may‌ ‌use‌ ‌any‌ ‌Skill‌ ‌requiring‌ ‌a‌ ‌Weapon‌ ‌with‌ ‌the‌ ‌Claw‌ ‌(such‌ ‌as‌ ‌‌Weapon‌ ‌Proficiency‌ ‌or‌‌                               
Sleep/Paralysis‌‌Blow‌),‌‌and‌‌characters‌‌who‌‌are‌‌hit‌‌in‌‌their‌‌Claws‌‌with‌‌Weapons,‌‌bows,‌‌or‌‌Arrows‌‌                             
do‌ ‌not‌ ‌take‌ ‌damage‌ ‌from‌ ‌the‌ ‌attack.‌ ‌In‌ ‌general,‌ ‌Claws‌ ‌are‌ ‌treated‌ ‌as‌ ‌Weapons,‌ ‌and‌ ‌can‌‌                               
receive‌‌‌Alchemical‌‌‌Weapon‌‌Coatings‌‌and‌‌be‌‌used‌‌with‌‌Blade‌‌spells;‌‌however,‌‌Claws‌‌cannot‌‌be‌‌                           
Silvered‌ ‌or‌ ‌Strengthened‌ ‌by‌ ‌the‌ ‌Blacksmith‌ ‌Skill.‌ ‌ 

Claws‌ ‌may‌ ‌not‌‌be‌‌‌Disarmed‌,‌‌‌Shattered‌,‌‌stolen,‌‌confiscated,‌‌or‌‌destroyed;‌‌if‌‌you‌‌are‌‌struck‌‌by‌‌                             
such‌ ‌an‌ ‌effect‌ ‌which‌ ‌would‌ ‌target‌ ‌a‌ ‌Claw,‌ ‌you‌ ‌should‌ ‌call‌ ‌“No‌ ‌Effect”.‌ ‌ 

The‌ ‌Claws‌ ‌are‌ ‌retractable‌ ‌and‌ ‌can‌ ‌be‌ ‌retracted‌ ‌and‌ ‌activated‌ ‌without‌ ‌a‌‌Counted‌‌Action;‌‌the‌‌                             
time‌‌it‌‌takes‌‌a‌‌player‌‌to‌‌obtain‌‌the‌‌physreps‌‌out-of-game‌‌is‌‌the‌‌time‌‌it‌‌takes‌‌the‌‌character‌‌to‌‌                                   
activate‌ ‌the‌‌Claws‌‌IG.‌‌You‌‌cannot‌‌call‌‌a‌‌Pause‌‌to‌‌get‌‌your‌‌Claw.‌‌Similarly,‌‌if‌‌you‌‌drop‌‌a‌‌Claw,‌‌                                     
you‌ ‌cannot‌ ‌call‌ ‌a‌ ‌Pause‌ ‌to‌ ‌pick‌ ‌it‌ ‌up.‌ ‌ 

Other‌‌players‌‌may‌‌not‌‌pick‌‌up‌‌a‌‌Claw‌‌for‌‌you,‌‌and‌‌should‌‌never‌‌take‌‌a‌‌Claw‌‌if‌‌they‌‌find‌‌it‌‌on‌‌its‌‌                                           
own.‌ ‌Carrying‌ ‌a‌ ‌Claw‌ ‌physrep‌ ‌and‌ ‌a‌ ‌Weapon‌ ‌physrep‌ ‌in‌ ‌the‌ ‌same‌ ‌hand‌ ‌is‌ ‌not‌ ‌allowed.‌ 

Combined‌ ‌Strike‌ ‌ 
Passive‌ ‌ 

Once‌ ‌purchased,‌ ‌the‌ ‌character‌ ‌may‌ ‌expend‌ ‌any‌ ‌Signature‌ ‌Spell‌ ‌from‌ ‌memory‌ ‌as‌ ‌“X‌ ‌Spell‌‌                           
Strike‌‌<effect>”‌‌using‌‌a‌‌Weapon‌‌that‌‌you‌‌are‌‌proficient‌‌with.‌‌If‌‌the‌‌Weapon‌‌attack‌‌misses,‌‌the‌‌                               
spell‌ ‌may‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌as‌ ‌normal.‌ ‌This‌ ‌may‌ ‌be‌ ‌done‌ ‌any‌ ‌number‌ ‌of‌ ‌times‌ ‌per‌ ‌LP.‌‌ ‌  

When‌ ‌expending‌ ‌an‌ ‌Earth‌ ‌Signature‌ ‌Spell,‌ ‌the‌ ‌character‌ ‌may‌‌choose‌‌to‌‌change‌‌the‌‌effect‌‌of‌‌                             
this‌‌attack‌‌to‌‌the‌‌‌Body‌‌‌Carrier‌‌but‌‌will‌‌only‌‌inflict‌‌half‌‌as‌‌much‌‌damage‌‌(rounding‌‌up)‌‌as‌‌they‌‌                                   
would‌ ‌normally‌ ‌inflict‌ ‌with‌ ‌this‌ ‌ability.‌ ‌ 

‌ ‌   
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Counteract*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger:‌‌You‌‌are‌‌hit‌‌with‌‌a‌‌‌Weapon‌‌Strike‌‌attack‌‌that‌‌you‌‌were‌‌able‌‌to‌‌validly‌‌block‌‌(with‌‌a‌‌‌Weapon‌‌or‌‌                                       
Shield‌).‌ ‌ 

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

This‌‌may‌‌not‌‌be‌‌used‌‌against‌‌Strike‌‌attacks‌‌with‌‌other‌‌Qualifiers‌‌like‌‌Spell‌‌or‌‌Poison,‌‌nor‌‌may‌‌                                 
it‌ ‌be‌ ‌used‌ ‌against‌ ‌a‌ ‌Weapon‌ ‌Strike‌ ‌that‌ ‌validly‌ ‌hits‌ ‌you.‌‌ ‌  

Create‌ ‌Potion*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌ ‌to‌‌create‌‌an‌‌Earth‌‌Magic-based‌‌Potion.‌‌They‌‌must‌‌have‌‌access‌‌to‌‌                               
the‌‌spell‌‌in‌‌a‌‌Spellbook,‌‌but‌‌you‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌cast‌‌the‌‌spell.‌‌For‌‌each‌‌time‌‌‌Create‌‌                                         
Potion‌‌‌is‌‌bought,‌‌the‌‌character‌‌receives‌‌five‌‌‌Create‌‌Potion‌‌Production‌‌Points‌‌as‌‌detailed‌‌in‌‌the‌‌                             
“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

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

Create‌ ‌Scroll*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌create‌‌a‌‌Celestial‌‌Magic-based‌‌Scroll.‌‌They‌‌must‌‌have‌‌access‌‌to‌‌                               
the‌‌spell‌‌in‌‌a‌‌Spellbook,‌‌but‌‌you‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌cast‌‌the‌‌spell.‌‌For‌‌each‌‌time‌‌‌Create‌‌                                         
Potion‌‌‌is‌‌bought,‌‌the‌‌character‌‌receives‌‌five‌‌‌Create‌‌Potion‌‌Production‌‌Points‌‌as‌‌detailed‌‌in‌‌the‌‌                             
“Production‌ ‌Skills”‌ ‌section.‌ ‌ 

Advanced‌‌Use‌:‌‌A‌‌character‌‌with‌‌10‌‌or‌‌more‌‌ranks‌‌of‌‌Create‌‌Scroll‌‌‌is‌‌considered‌‌a‌‌Journeyman,‌                               
and‌ ‌only‌ ‌spends‌ ‌four‌ ‌copper‌ ‌pieces‌ ‌for‌ ‌every‌ ‌five‌ ‌production‌ ‌points‌ ‌of‌ ‌‌Create‌ ‌Scroll‌.‌ ‌A‌‌                             
character‌‌with‌‌20‌‌or‌‌more‌‌ranks‌‌of‌‌‌Create‌‌Scroll‌‌is‌‌considered‌‌a‌‌Master‌‌and‌‌gains‌‌the‌‌ability‌‌to‌‌                                   
cast‌ ‌from‌ ‌any‌ ‌level‌ ‌Celestial‌‌Battle‌‌Magic‌‌Scroll‌‌(regardless‌‌of‌‌the‌‌highest-level‌‌Celestial‌‌spell‌‌                           
they‌‌has).‌‌A‌‌Master‌‌can‌‌also‌‌cast‌‌from‌‌any‌‌Celestial‌‌Battle‌‌Magic‌‌Scroll‌‌without‌‌sufficient‌‌light‌‌                               
to‌ ‌read‌‌the‌‌Scroll‌‌(but‌‌it‌‌still‌‌must‌‌be‌‌held‌‌before‌‌you‌‌and‌‌in‌‌a‌‌location‌‌from‌‌which‌‌it‌‌could‌‌be‌‌                                         
read‌ ‌were‌ ‌there‌ ‌sufficient‌ ‌light,‌ ‌following‌ ‌all‌ ‌normal‌ ‌Scroll‌ ‌reading‌ ‌rules).‌ ‌ 
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Create‌ ‌Trap*‌ ‌ 
LP,‌ ‌Production‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌make‌‌Traps‌‌and‌‌Trap‌‌Globes‌‌as‌‌per‌‌the‌‌Traps‌‌and‌‌Locks‌‌section.‌‌                                   
For‌‌each‌‌time‌‌‌Create‌‌Trap‌‌is‌‌bought,‌‌the‌‌character‌‌receives‌‌five‌‌‌Create‌‌Trap‌‌Production‌‌Points‌‌                             
as‌ ‌detailed‌ ‌in‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section.‌‌ ‌  

A‌ ‌character‌ ‌must‌ ‌have‌ ‌this‌ ‌Skill‌ ‌to‌ ‌even‌‌attempt‌‌to‌‌set‌‌a‌‌Trap,‌‌disarm‌‌a‌‌Trap,‌‌or‌‌pick‌‌a‌‌Lock,‌‌                                       
but‌ ‌does‌ ‌not‌ ‌guarantee‌ ‌success.‌ ‌without‌ ‌this‌‌Skill‌‌they‌‌may‌‌not‌‌even‌‌cut‌‌an‌‌obvious‌‌trip‌‌wire‌‌                                 
but‌ ‌could‌ ‌spot‌ ‌it.‌ ‌See‌ ‌the‌ ‌Traps‌ ‌and‌ ‌Locks‌ ‌section‌ ‌in‌ ‌Chapter‌ ‌XV‌ ‌Odds‌ ‌and‌ ‌Ends‌ ‌for‌ ‌details.‌ ‌ 

With‌ ‌one‌ ‌rank‌ ‌of‌ ‌‌Create‌ ‌Trap‌ ‌‌you‌ ‌may‌ ‌attempt‌ ‌to‌ ‌arm‌‌Noisemaker,‌‌Gas,‌‌Scroll,‌‌and‌‌Weapon‌‌                               
Traps.‌ ‌With‌ ‌two‌‌ranks‌‌you‌‌may‌‌attempt‌‌to‌‌arm‌‌Explosive‌‌Traps‌‌and‌‌with‌‌three‌‌ranks‌‌you‌‌may‌‌                                 
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 ‌considered‌ ‌a‌ ‌Journeyman,‌ ‌and‌ ‌only‌ ‌spends‌ ‌four‌ ‌copper‌ ‌pieces‌ ‌for‌‌                             
every‌‌five‌‌Production‌‌Points‌‌of‌‌‌Create‌‌Trap.‌‌A‌‌character‌‌with‌‌20‌‌or‌‌more‌‌ranks‌‌of‌‌‌Create‌‌Trap‌‌is‌‌                                   
considered‌ ‌a‌ ‌Master‌ ‌and‌ ‌can‌  ‌set‌ ‌a‌ ‌trap‌ ‌in‌ ‌30‌ ‌seconds.‌ ‌ 

Critical‌ ‌Attack*‌ ‌ 
LP‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌do‌ ‌1‌ ‌extra‌ ‌point‌ ‌of‌ ‌Weapon‌ ‌damage‌ ‌for‌ ‌10‌ ‌minutes.‌ ‌Multiple‌ ‌‌Critical‌‌                                   
Attacks‌ ‌can‌ ‌be‌ ‌expended‌ ‌simultaneously‌ ‌for‌ ‌enhanced‌ ‌effect,‌ ‌each‌ ‌adding‌ ‌additional‌ ‌damage‌ ‌as‌‌                         
described‌ ‌above.‌ ‌It‌ ‌can‌ ‌be‌ ‌used‌ ‌with‌ ‌any‌ ‌Weapon‌ ‌with‌ ‌which‌ ‌a‌ ‌character‌ ‌has‌ ‌the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

You‌ ‌may‌ ‌activate‌ ‌no‌ ‌more‌ ‌than‌ ‌5‌ ‌‌Critical‌ ‌Attacks‌ ‌‌at‌ ‌any‌ ‌one‌ ‌time.‌ ‌You‌ ‌may‌ ‌voluntarily‌ ‌end‌ ‌the‌‌                                   
10-minute‌ ‌duration‌ ‌at‌ ‌any‌ ‌time.‌ ‌You‌ ‌may‌ ‌not‌ ‌activate‌ ‌additional‌ ‌‌Critical‌ ‌Attacks‌ if‌ ‌they‌ ‌have‌ ‌some‌‌                               
already‌ ‌running‌ ‌at‌ ‌the‌ ‌same‌ ‌time‌ ‌(they‌ ‌must‌ ‌end‌ ‌the‌ ‌ongoing‌ ‌ones‌ ‌first).‌‌ ‌  

Critical‌‌Attacks‌‌‌need‌‌to‌‌be‌‌traded‌‌in‌‌to‌‌purchase‌‌the‌‌‌Weapon‌‌Proficiency‌‌‌Skill‌‌at‌‌the‌‌rate‌‌of‌‌two‌‌‌Critical‌‌                                     
Attacks‌ ‌‌to‌ ‌one‌ ‌‌Weapon‌ ‌Proficiency‌,‌ ‌plus‌ ‌one‌ ‌additional‌ ‌‌Critical‌ ‌Attack‌ ‌‌per‌ ‌‌Weapon‌ ‌Proficiency‌ ‌‌they‌‌                           
have‌‌already‌‌bought.‌‌This‌‌means‌‌that‌‌the‌‌second‌‌‌Weapon‌‌Proficiency‌‌‌requires‌‌three‌‌‌Critical‌‌Attacks‌‌‌to‌‌                             
be‌ ‌traded‌ ‌in,‌ ‌the‌ ‌third‌ ‌‌Weapon‌ ‌Proficiency‌ ‌‌will‌ ‌require‌ ‌four‌ ‌‌Critical‌ ‌Attacks‌,‌ ‌and‌ ‌so‌ ‌forth.‌ ‌ 

Destruction/Stun‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“Weapon‌‌‌Destruction‌”‌‌or‌‌“Weapon‌‌‌Stun‌‌<announced‌‌                           
limb>.”‌‌ ‌  
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Dispelling‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌with‌‌the‌‌call‌‌“Weapon‌‌Strike‌‌‌Dispel‌.”‌‌Remember‌‌that‌‌since‌‌this‌‌is‌‌not‌‌a‌‌                                 
Carrier‌ ‌Attack‌ ‌(it‌ ‌doesn’t‌ ‌have‌ ‌a‌ ‌number‌ ‌attached)‌ ‌it‌ ‌is‌ ‌able‌ ‌to‌ ‌provide‌ ‌beneficial‌ ‌effects.‌ ‌ 

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.‌‌ ‌  

Dodge‌ ‌does‌ ‌not‌ ‌protect‌ ‌against‌ ‌area-effect‌ ‌Traps‌ ‌or‌ ‌‌Killing‌ ‌Blows‌.‌ ‌‌Dodge‌ ‌‌cannot‌ ‌be‌ ‌used‌ ‌if‌‌                             
you‌ ‌are‌ ‌completely‌ ‌immobilized,‌ ‌such‌ ‌as‌ ‌when‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌a‌ ‌‌Web‌ ‌‌or‌ ‌even‌ ‌being‌ ‌tied‌ ‌up.‌‌ ‌  

Doom‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌make‌ ‌a‌ ‌single‌ ‌attack‌ ‌From‌ ‌Behind‌ ‌and‌ ‌use‌ ‌the‌ ‌Doom‌ ‌Carrier.‌ ‌This‌ ‌may‌ ‌be‌‌                                 
combined‌ ‌with‌ ‌effects‌ ‌that‌ ‌add‌ ‌damage‌ ‌like‌ ‌‌Assassinate‌ ‌‌and‌ ‌‌Slay‌.‌ ‌ 

Earth‌ ‌Magic*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌memorize‌ ‌a‌ ‌single‌ ‌Earth‌ ‌Magic‌ ‌spell‌ ‌each‌ ‌day‌ ‌of‌ ‌lower‌ ‌or‌‌                                 
equal‌‌level‌‌to‌‌the‌‌level‌‌of‌‌Spell‌‌Slot‌‌which‌‌has‌‌been‌‌purchased.‌‌This‌‌Skill‌‌provides‌‌a‌‌Spell‌‌Slot‌‌as‌‌                                     
described‌ ‌in‌ ‌the‌ ‌Skill‌ ‌System‌ ‌section.‌ ‌ 

Educated‌ ‌ 
Passive‌ ‌ 

Educated‌ ‌‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌identify‌ ‌Alchemical‌ ‌items,‌ ‌Battle‌ ‌Magic‌ ‌Scrolls,‌ ‌Potions,‌ ‌and‌‌                         
Trap‌‌Globes‌‌at‌‌a‌‌base‌‌time‌‌of‌‌60‌‌seconds.‌‌See‌‌the‌‌“Production‌‌Skills”‌‌section‌‌in‌‌Chapter‌‌VI‌‌The‌‌                                   
Skill‌ ‌System‌ ‌for‌ ‌details.‌‌ ‌  

If‌‌they‌‌also‌‌have‌‌the‌‌‌Create‌‌Trap,‌‌Healing‌‌Arts,‌‌Herbal‌‌Lore,‌‌‌or‌‌Read‌‌Magic‌‌‌Skills‌‌‌the‌‌base‌‌time‌‌                                   
to‌‌identify‌‌an‌‌item‌‌based‌‌on‌‌that‌‌production‌‌Skill‌‌is‌‌reduced‌‌to‌‌30‌‌seconds‌‌per‌‌item.‌‌Having‌‌10‌‌                                   
ranks‌‌in‌‌the‌‌appropriate‌‌Skill‌‌reduces‌‌the‌‌time‌‌to‌‌30‌‌seconds,‌‌and‌‌20‌‌ranks‌‌allows‌‌a‌‌character‌‌                                 
to‌ ‌instantly‌ ‌identify‌ ‌such‌ ‌items.‌ ‌ 
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Empowered‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌spell‌ ‌from‌ ‌memory‌ ‌to‌ ‌attack‌ ‌once‌ ‌for‌ ‌“Spell‌‌Strike‌‌<spell>”;‌‌if‌‌the‌‌                                 
attack‌ ‌misses,‌ ‌both‌ ‌the‌ ‌spell‌ ‌and‌ ‌this‌ ‌Skill‌ ‌may‌ ‌be‌ ‌Meditated‌ ‌back‌ ‌separately.‌‌The‌‌spell‌‌may‌‌                               
not‌‌be‌‌higher‌‌than‌‌1st‌‌level;‌‌every‌‌25‌‌Martial‌‌XP‌‌lets‌‌you‌‌Spell‌‌Strike‌‌1‌‌higher-level,‌‌requiring‌‌25‌‌                                   
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 ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌reduces‌ ‌the‌ ‌necessary‌ ‌Focus‌ ‌time‌ ‌to‌ ‌Meditate‌ ‌a‌ ‌Skill‌ ‌or‌ ‌spell‌ ‌by‌‌                                 
three‌ ‌minutes,‌ ‌to‌ ‌a‌ ‌minimum‌ ‌of‌ ‌one‌ ‌minute.‌ ‌A‌ ‌character‌ ‌may‌ ‌purchase‌ ‌this‌ ‌Skill‌ ‌up‌ ‌to‌ ‌three‌‌                                 
times.‌ ‌The‌ ‌cost‌ ‌starts‌ ‌at‌ ‌one‌ ‌XP‌ ‌for‌ ‌the‌ ‌first‌ ‌level‌ ‌and‌ ‌increases‌ ‌by‌ ‌two‌ ‌XP‌ ‌per‌ ‌purchase.‌ ‌ 

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,‌‌both‌‌the‌‌spell‌‌and‌‌this‌‌Skill‌‌may‌‌be‌‌                                   
Meditated‌‌back‌‌separately.‌‌The‌‌spell‌‌may‌‌not‌‌be‌‌higher‌‌than‌‌1st‌‌level;‌‌Every‌‌20‌‌Stealth‌‌XP‌‌lets‌‌                                 
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.‌‌‌Evade‌‌‌cannot‌‌be‌‌used‌‌if‌‌you‌‌are‌‌                                   
completely‌ ‌immobilized,‌ ‌such‌ ‌as‌ ‌when‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌a‌ ‌‌Web‌ ‌‌or‌ ‌even‌ ‌being‌ ‌tied‌ ‌up.‌ ‌ 

Eviscerating‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“500‌‌Body.”‌‌This‌‌Skill‌‌may‌‌be‌‌used‌‌with‌‌any‌‌Weapon‌‌                                   
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for‌ ‌which‌ ‌a‌ ‌character‌ ‌has‌ ‌the‌ ‌appropriate‌ ‌Skill.‌ ‌ 

Fast‌ ‌Refit*‌ ‌ 
LP‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌halve‌ ‌the‌ ‌time‌ ‌it‌‌takes‌‌to‌‌refit‌‌a‌‌suit‌‌of‌‌armor‌‌once‌‌per‌‌LP‌‌for‌‌                                         
each‌‌purchase.‌‌You‌‌may‌‌expend‌‌up‌‌to‌‌two‌‌uses‌‌of‌‌‌Fast‌‌Refit‌‌to‌‌reduce‌‌the‌‌time,‌‌to‌‌a‌‌minimum‌‌                                     
of‌‌a‌‌15‌‌second‌‌refit.‌‌A‌‌single‌‌use‌‌reduces‌‌the‌‌time‌‌to‌‌30‌‌seconds,‌‌and‌‌two‌‌uses‌‌reduces‌‌the‌‌time‌‌                                       
to‌ ‌15‌ ‌seconds.‌ ‌ 

When‌‌using‌‌this‌‌Skill,‌‌a‌‌character‌‌must‌‌announce‌‌“‌Fast‌‌Refit.‌”‌‌Once‌‌the‌‌Skill‌‌is‌‌announced,‌‌it‌‌is‌‌                                 
expended‌ ‌even‌ ‌if‌ ‌the‌ ‌refit‌ ‌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 ‌ 

First‌ ‌Aid‌ ‌‌allows‌ ‌the‌ ‌user‌ ‌to‌ ‌stabilize‌ ‌a‌ ‌Bleeding‌ ‌Out‌ ‌creature,‌ ‌bringing‌ ‌the‌ ‌recipient‌ ‌to‌ ‌zero‌‌                               
Body‌‌Points.‌‌The‌‌person‌‌will‌‌then‌‌regain‌‌consciousness‌‌in‌‌one‌‌minute‌‌with‌‌one‌‌Body‌‌Point.‌‌The‌‌                               
Skill‌‌requires‌‌a‌‌full‌‌uninterrupted‌‌minute‌‌of‌‌Focus.‌‌If‌‌interrupted‌‌while‌‌giving‌‌‌First‌‌Aid‌,‌‌then‌‌the‌‌                               
one-minute‌ ‌Bleeding‌ ‌Out‌ ‌timer‌ ‌continues‌ ‌where‌ ‌it‌ ‌left‌ ‌off‌ ‌when‌ ‌the‌ ‌‌First‌ ‌Aid‌ ‌‌was‌ ‌started.‌ ‌ 

This‌‌Skill‌‌only‌‌works‌‌with‌‌humanoid‌‌physiologies‌‌(which‌‌includes‌‌all‌‌PC‌‌Species‌‌and‌‌most‌‌other‌‌                             
bipedal‌ ‌creatures‌ ‌and‌ ‌monsters.)‌ ‌It‌ ‌will‌ ‌not‌ ‌work‌ ‌on‌ ‌creatures‌ ‌with‌ ‌No‌ ‌Metabolism‌ ‌(such‌ ‌as‌‌                             
Undead‌ ‌or‌ ‌Constructs),‌ ‌on‌ ‌certain‌ ‌monsters‌ ‌which‌ ‌are‌ ‌completely‌ ‌alien‌ ‌(possessing‌ ‌Alien‌‌                       
Metabolism),‌ ‌or‌ ‌on‌ ‌animals‌ ‌(Animal‌ ‌Metabolism).‌ ‌If‌ ‌a‌ ‌creature‌ ‌has‌ ‌an‌ ‌Alien‌ ‌Metabolism‌ ‌and‌‌                           
First‌ ‌Aid‌,‌ ‌it‌ ‌may‌ ‌both‌ ‌use‌ ‌‌First‌ ‌Aid‌ ‌normally‌ ‌and‌ ‌may‌ ‌also‌ ‌use‌ ‌it‌‌upon‌‌creatures‌‌of‌‌the‌‌same‌‌                                     
type.‌ ‌At‌ ‌a‌ ‌Plot‌ ‌Team’s‌‌discretion,‌‌it‌‌may‌‌not‌‌work‌‌on‌‌other‌‌non-humanoid‌‌creatures,‌‌although‌‌                             
that‌ ‌Plot‌ ‌Team‌ ‌may‌ ‌allow‌ ‌an‌ ‌appropriate‌‌‌Trades‌‌‌Skill‌‌to‌‌allow‌‌‌First‌‌Aid‌‌to‌‌work.‌‌If‌‌‌First‌‌Aid‌‌‌is‌‌                                     
started‌ ‌on‌ ‌an‌ ‌invalid‌ ‌target‌ ‌(such‌ ‌as‌ ‌a‌ ‌Dead‌ ‌character),‌ ‌the‌‌target‌‌should‌‌call‌‌“No‌‌Effect”‌‌to‌‌                                 
indicate‌ ‌that‌ ‌the‌ ‌person‌ ‌attempting‌ ‌to‌ ‌help‌ ‌is‌ ‌having‌ ‌no‌ ‌success.‌ ‌ 

A‌ ‌character‌ ‌with‌ ‌this‌ ‌Skill‌ ‌must‌ ‌roleplay‌ ‌the‌ ‌‌First‌ ‌Aid‌ ‌‌by‌ ‌pulling‌ ‌out‌ ‌some‌ ‌bandages‌ ‌and‌‌                               
otherwise‌‌concentrating‌‌on‌‌helping‌‌the‌‌patient‌‌and‌‌it‌‌must‌‌be‌‌obvious‌‌to‌‌anyone‌‌looking‌‌that‌‌                             
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First‌ ‌Aid‌ ‌‌is‌ ‌being‌ ‌performed.‌‌ ‌  

The‌‌player‌‌performing‌‌‌First‌‌Aid‌‌must‌‌obtain‌‌OOG‌‌touch‌‌consent‌‌from‌‌the‌‌player‌‌receiving‌‌                           
the‌ ‌aid.‌ ‌‌Consent‌ ‌is‌ ‌obtained‌ ‌by‌ ‌verbalizing‌ ‌something‌ ‌like:‌ ‌“Out‌ ‌of‌ ‌game,‌ ‌do‌ ‌I‌ ‌have‌ ‌your‌‌                               
consent‌‌to‌‌touch‌‌your‌‌shoulder‌‌as‌‌part‌‌of‌‌First‌‌Aid?”‌ ‌The‌‌receiving‌‌player‌‌must‌‌verbally‌‌reply‌‌                               
out‌ ‌of‌ ‌game,‌ ‌either‌ ‌giving‌ ‌or‌ ‌not‌ ‌giving‌ ‌their‌ ‌consent.‌ ‌Only‌ ‌then‌ ‌is‌‌physical‌‌contact‌‌allowed‌ ‌                               
with‌ ‌the‌ ‌target’s‌ ‌shoulder,‌ ‌although‌ ‌you‌ ‌may‌ ‌pantomime‌ ‌further‌ ‌physical‌ ‌contact‌ ‌in‌ ‌an‌‌                         
appropriate‌ ‌manner.‌ ‌If‌ ‌consent‌ ‌for‌ ‌physical‌ ‌contact‌ ‌is‌ ‌declined,‌ ‌the‌ ‌First‌ ‌Aid‌ ‌is‌ ‌not‌ ‌being‌‌                             
refused‌ ‌IG‌ ‌and‌ ‌the‌ ‌player‌ ‌giving‌ ‌First‌ ‌Aid‌ ‌should‌ ‌continue‌ ‌without‌ ‌any‌ ‌physical‌ ‌contact‌‌                           
components.‌ ‌ 

A‌ ‌character‌ ‌cannot‌ ‌lie‌ ‌on‌ ‌the‌ ‌ground‌ ‌and‌ ‌be‌ ‌performing‌ ‌this‌ ‌Skill.‌ ‌‌First‌ ‌Aid‌ ‌‌can‌ ‌not‌ ‌be‌‌                                 
performed‌ ‌on‌ ‌more‌ ‌than‌ ‌one‌ ‌target‌ ‌at‌ ‌a‌ ‌time,‌ ‌nor‌ ‌can‌ ‌a‌ ‌character‌ ‌perform‌‌any‌‌other‌‌Game‌‌                                 
Ability‌ ‌while‌ ‌applying‌ ‌‌First‌ ‌Aid‌ ‌other‌ ‌than‌ ‌‌Healing‌ ‌Arts.‌ ‌‌This‌ ‌Skill‌ ‌cannot‌ ‌save‌ ‌a‌ ‌creature‌ ‌hit‌‌                               
with‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌‌or‌ ‌a‌‌‌Doom‌‌‌spell.‌‌Note‌‌that‌‌the‌‌Skill‌‌‌Healing‌‌Arts‌‌‌is‌‌needed‌‌to‌‌determine‌‌if‌‌                                     
the‌ ‌creature‌ ‌is‌ ‌Dead‌ ‌(unless‌ ‌it‌ ‌is‌ ‌painfully‌ ‌obvious‌ ‌to‌ ‌everyone,‌ ‌like‌ ‌the‌ ‌creature’s‌ ‌head‌ ‌has‌‌                               
been‌ ‌removed).‌‌ ‌  

First‌‌Aid‌‌‌will‌‌work‌‌on‌‌a‌‌character‌‌under‌‌a‌‌‌Disease‌‌‌effect‌‌but‌‌will‌‌not‌‌remove‌‌the‌‌‌Disease‌‌‌effect‌‌                                   
itself.‌ ‌ 

Flexible‌ ‌Casting‌ ‌ 
Passive‌ ‌ 

A‌‌character‌‌with‌‌this‌‌Skill‌‌may‌‌convert‌‌a‌‌spell‌‌in‌‌memory‌‌at‌‌time‌‌of‌‌casting‌‌to‌‌a‌‌Signature‌‌Spell‌‌                                     
of‌‌one‌‌level‌‌lower.‌‌First‌‌level‌‌spells‌‌may‌‌not‌‌be‌‌converted‌‌in‌‌this‌‌way.‌‌All‌‌other‌‌requirements‌‌of‌‌                                   
the‌ ‌spell‌ ‌must‌ ‌still‌ ‌be‌ ‌met;‌ ‌the‌ ‌spell‌ ‌must‌ ‌be‌ ‌correctly‌ ‌incanted‌ ‌(as‌ ‌the‌ ‌Signature‌ ‌Spell),‌ ‌a‌‌                                 
Packet‌ ‌must‌ ‌be‌ ‌correctly‌ ‌thrown‌ ‌or‌ ‌Touch-Cast,‌ ‌and‌ ‌so‌ ‌forth.‌‌ ‌  

If‌‌the‌‌spell‌‌misses‌‌its‌‌target,‌‌the‌‌caster‌‌may‌‌Meditate‌‌back‌‌the‌‌original‌‌spell.‌‌A‌‌spell‌‌converted‌‌                                 
in‌ ‌this‌‌way‌‌cannot‌‌be‌‌combined‌‌with‌‌other‌‌Skills‌‌like‌‌‌United‌‌Blow‌,‌‌‌Combined‌‌Strike‌,‌‌‌Enhanced‌‌                             
Strike‌,‌ ‌or‌ ‌‌Empowered‌ ‌Strike‌.‌ ‌The‌‌converted‌‌spell‌‌may‌‌be‌‌placed‌‌into‌‌a‌‌‌Spell‌‌Store‌‌or‌‌‌Memory‌‌                               
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.‌ ‌ 
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Foundation‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌Celestial‌ ‌Signature‌ ‌Spell‌ ‌from‌ ‌memory‌ ‌to‌ ‌call‌ ‌“X‌ ‌Spell‌ ‌Strike‌‌                             
<effect>”‌ ‌through‌ ‌a‌ ‌Weapon‌ ‌attack;‌ ‌if‌ ‌the‌ ‌attack‌ ‌misses,‌ ‌both‌ ‌the‌ ‌spell‌‌and‌‌this‌‌Skill‌‌may‌‌be‌‌                                 
Meditated‌‌back‌‌separately.‌‌If‌‌you‌‌also‌‌have‌‌the‌‌‌Combined‌‌Strike‌‌‌Skill,‌‌you‌‌may‌‌instead‌‌choose‌‌                             
to‌ ‌expend‌ ‌the‌ ‌spell‌ ‌as‌ ‌“X‌ ‌Arcane‌ ‌Strike‌ ‌<effect>”‌ ‌when‌ ‌using‌ ‌‌Foundation‌ ‌Strike‌.‌ ‌ 

Hardy*‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌expand‌‌their‌‌Body‌‌Point‌‌total.‌‌Each‌‌time‌‌this‌‌Skill‌‌is‌‌purchased,‌‌                                 
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 ‌with‌ ‌‌Healing‌ ‌Arts‌ ‌‌can‌ ‌determine‌ ‌if‌ ‌someone‌ ‌is‌ ‌hurt,‌ ‌if‌ ‌they‌ ‌are‌ ‌under‌ ‌certain‌‌                               
debuffs‌ ‌or‌ ‌worse‌ ‌upon‌ ‌examining‌ ‌them‌ ‌and‌ ‌using‌ ‌OOG‌ ‌question‌ ‌and‌ ‌answer‌ ‌dialogue.‌ ‌For‌‌                           
example,‌ ‌while‌ ‌examining‌ ‌a‌ ‌hurt‌ ‌Body‌ ‌can‌ ‌tell‌ ‌exactly‌ ‌how‌ ‌many‌ ‌points‌ ‌of‌ ‌healing‌ ‌are‌‌                             
necessary‌‌for‌‌complete‌‌recovery‌‌by‌‌asking‌‌“How‌‌many‌‌Body‌‌Points‌‌are‌‌you‌‌down?”‌‌as‌‌an‌‌OOG‌‌                               
question.‌ ‌Responses‌ ‌to‌ ‌this‌‌and‌‌other‌‌‌Healing‌‌Arts‌‌questions‌ ‌should‌‌not‌‌be‌‌considered‌‌IG‌‌by‌‌                             
those‌ ‌nearby‌ ‌without‌ ‌their‌ ‌own‌ ‌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 ‌representation‌ ‌of‌ ‌examining‌ ‌the‌ ‌Body,‌ ‌such‌ ‌as‌ ‌by‌‌                             
checking‌ ‌pulse.‌ ‌This‌ ‌cannot‌ ‌be‌ ‌done‌ ‌instantly:‌ ‌the‌ ‌amount‌ ‌of‌ ‌time‌ ‌it‌ ‌takes‌ ‌to‌ ‌perform‌ ‌the‌‌                               
examination‌‌is‌‌determined‌‌by‌‌the‌‌length‌‌of‌‌the‌‌questions‌‌being‌‌asked‌‌but‌‌in‌‌no‌‌case‌‌less‌‌than‌‌                                 
three‌ ‌seconds.‌ ‌ 

The‌ ‌player‌ ‌performing‌ ‌Healing‌ ‌Art‌ ‌must‌ ‌obtain‌ ‌OOG‌ ‌touch‌ ‌consent‌ ‌from‌‌the‌ ‌recipient.‌‌                         
Consent‌ ‌is‌ ‌obtained‌ ‌by‌ ‌verbalizing‌ ‌something‌ ‌like:‌ ‌“Out‌ ‌of‌ ‌game,‌ ‌do‌ ‌I‌ ‌have‌ ‌your‌ ‌consent‌ ‌to‌‌                               
touch‌ ‌your‌ ‌shoulder‌ ‌as‌ ‌part‌ ‌of‌ ‌Healing‌ ‌Arts?”‌ ‌The‌ ‌target‌ ‌player‌ ‌must‌ ‌verbally‌ ‌reply‌ ‌out‌ ‌of‌‌                               
game,‌‌either‌‌giving‌‌or‌‌not‌‌giving‌‌their‌‌consent.‌ ‌Only‌‌then,‌‌is‌‌physical‌‌contact‌‌allowed‌‌with‌‌the‌‌                               
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.‌ ‌ 

Before‌ ‌asking‌ ‌any‌ ‌questions,‌ ‌you‌ ‌must‌ ‌say‌ ‌“‌Healing‌ ‌Arts‌”‌ ‌so‌ ‌that‌ ‌the‌‌recipient‌‌is‌‌aware‌‌that‌‌                               

90‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

the‌ ‌questions‌ ‌being‌ ‌asked‌ ‌are‌ ‌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?‌‌ ‌  
● How‌‌much‌‌time‌‌until‌‌you‌‌<wake‌‌up,‌‌             

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

A‌‌player‌‌representing‌‌a‌‌Permanently‌‌Dead‌‌Body‌‌should‌‌respond‌‌to‌‌“Are‌‌you‌‌Dead?”‌‌with‌‌“yes,”‌‌                             
and‌ ‌“How‌ ‌long‌ ‌until‌ ‌you‌ ‌Resurrect?”‌ ‌with‌ ‌either‌ ‌“Never”‌ ‌or‌ ‌“Not‌ ‌applicable.”‌ ‌ 

Healing‌‌Arts‌‌examination‌‌does‌‌not‌‌allow‌‌a‌‌character‌‌to‌‌ask‌‌the‌‌following‌‌questions‌‌nor‌‌similar‌‌                             
ones:‌ ‌What‌‌is‌‌your‌‌maximum‌‌amount‌‌of‌‌Body‌‌Points?‌‌Were‌‌you‌‌killed‌‌by‌‌Necromancy?‌‌Were‌‌                             
you‌ ‌killed‌ ‌by‌ ‌Celestial‌ ‌spells?‌ ‌Were‌ ‌you‌ ‌poisoned?‌ ‌Was‌ ‌that‌ ‌‌guy‌ ‌running‌ ‌away‌ ‌the‌ ‌one‌ ‌who‌‌                               
killed‌ ‌you?‌ ‌ 

If‌‌this‌‌Skill‌‌is‌‌used‌‌to‌‌ask‌‌an‌‌inexplicable‌‌answer‌‌(such‌‌as‌‌asking‌‌a‌‌living‌‌person‌‌“How‌‌long‌‌until‌‌                                     
you‌ ‌Resurrect?”),‌ ‌the‌ ‌recipient‌ ‌should‌ ‌answer‌ ‌“Not‌ ‌applicable.”‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌‌Healing‌ ‌Arts‌ ‌‌on‌ ‌a‌ ‌conscious‌ ‌person‌ ‌without‌ ‌their‌ ‌knowledge.‌ ‌It‌ ‌is‌ ‌always‌‌                             
obvious‌ ‌that‌ ‌you‌ ‌are‌ ‌using‌ ‌your‌ ‌Skill.‌ ‌Shaking‌ ‌hands‌ ‌or‌ ‌touching‌‌someone’s‌‌shoulder‌‌will‌‌not‌‌                             
give‌ ‌the‌ ‌results‌‌that‌‌a‌‌real‌‌check-up‌‌would.‌‌A‌‌conscious‌‌person‌‌thus‌‌can‌‌prevent‌‌‌Healing‌‌Arts‌‌                               
from‌ ‌being‌ ‌performed‌ ‌unless‌ ‌bound‌ ‌or‌ ‌similarly‌ ‌restrained.‌ ‌ 

Healing‌ ‌Arts‌ ‌‌can‌ ‌be‌ ‌performed‌ ‌despite‌ ‌Binding‌ ‌effects‌ ‌such‌ ‌as‌‌‌Web‌‌‌and‌‌‌Pin‌‌‌but‌‌not‌‌through‌‌                               
effects‌ ‌that‌ ‌block‌ ‌physical‌ ‌contact‌ ‌such‌ ‌as‌ ‌‌Prison‌ ‌‌and‌ ‌‌Circle‌ ‌of‌ ‌Power‌.‌ 

Certain‌‌creatures‌‌are‌‌not‌‌affected‌‌by‌‌‌Healing‌‌Arts‌.‌‌Creatures‌‌that‌‌have‌‌No‌‌Metabolism‌‌or‌‌Alien‌‌                             
Metabolism‌ ‌or‌ ‌Animal‌ ‌Metabolism‌ ‌on‌ ‌their‌ ‌Monster‌ ‌Card‌ ‌should‌ ‌state‌ ‌“No‌ ‌Effect”‌ ‌when‌‌                         
someone‌ ‌attempts‌ ‌to‌ ‌use‌ ‌‌Healing‌ ‌Arts‌ ‌‌upon‌ ‌them.‌ ‌ 

If‌‌a‌‌creature‌‌has‌‌an‌‌Alien‌‌Metabolism‌‌and‌‌the‌‌Skill‌‌‌Healing‌‌Arts‌,‌‌it‌‌may‌‌both‌‌use‌‌‌Healing‌‌Arts‌                                   
normally‌ ‌and‌ ‌may‌ ‌also‌ ‌use‌ ‌‌Healing‌ ‌Arts‌ ‌‌upon‌ ‌creatures‌ ‌of‌ ‌the‌ ‌same‌ ‌type.‌‌ ‌  

Creatures‌‌with‌‌No‌‌Metabolism‌‌may‌‌never‌‌have‌‌‌Healing‌‌Arts‌‌‌used‌‌on‌‌them‌‌effectively,‌‌even‌‌by‌‌                             
other‌ ‌similar‌ ‌creatures‌ ‌with‌ ‌the‌ ‌Skill‌ ‌‌Healing‌ ‌Arts‌.‌ ‌ 
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Herbal‌ ‌Lore‌ ‌ 
Passive‌ ‌ 

Herbal‌ ‌Lore‌ ‌‌represents‌ ‌a‌ ‌character’s‌ ‌knowledge‌ ‌of‌ ‌herbs,‌ ‌botany‌ ‌and‌ ‌natural‌ ‌substances.‌ ‌To‌‌                         
mix‌ ‌an‌ ‌‌Alchemical‌ ‌‌Elixir‌ ‌into‌ ‌a‌ ‌food‌ ‌or‌ ‌drink,‌ ‌or‌ ‌to‌ ‌apply‌ ‌a‌ ‌Coating‌ ‌or‌ ‌Weapon‌ ‌Coating,‌ ‌you‌‌                                   
must‌ ‌have‌ ‌‌Herbal‌ ‌Lore‌.‌ ‌ 

A‌ ‌character‌ ‌can‌ ‌use‌ ‌an‌ ‌ingested‌ ‌substance‌ ‌if‌ ‌not‌ ‌mixed‌ ‌into‌ ‌food‌ ‌or‌ ‌drink.‌ ‌In‌ ‌other‌ ‌words,‌‌                                 
anyone‌‌can‌‌drink‌‌an‌‌‌Intoxicate‌‌‌Elixir‌‌straight‌‌from‌‌the‌‌bottle,‌‌but‌‌they‌‌must‌‌have‌‌‌Herbal‌‌Lore‌‌                               
to‌ ‌mix‌ ‌that‌ ‌Elixir‌ ‌into‌ ‌a‌ ‌drink‌ ‌or‌ ‌food.‌ ‌ 

High‌ ‌Magic*‌ ‌ 
LP‌ ‌ 

This‌‌Skill‌‌grants‌‌one‌‌point‌‌of‌‌‌High‌‌Magic‌‌‌per‌‌purchase;‌‌see‌‌Chapter‌‌XIV‌‌High‌‌Magic‌‌for‌‌details.‌‌                                 
Any‌‌character‌‌with‌‌at‌‌least‌‌one‌‌rank‌‌of‌‌‌High‌‌Magic‌‌‌may‌‌read‌‌Ritual‌‌Scrolls‌‌of‌‌that‌‌Aspect‌‌(and‌‌                                   
the‌ ‌General‌ ‌Aspect.)‌ ‌ 

Improved‌ ‌Assassinate*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌enhances‌ ‌the‌ ‌damage‌ ‌that‌ ‌using‌ ‌an‌ ‌‌Assassinate‌ ‌‌will‌ ‌inflict.‌ ‌For‌ ‌each‌ ‌purchase‌ ‌of‌‌                             
Improved‌ ‌Assassinate‌,‌ ‌all‌ ‌uses‌ ‌of‌ ‌‌Assassinates‌ ‌‌by‌ ‌a‌ ‌character‌ ‌increase‌ ‌by‌ ‌25‌ ‌points‌ ‌of‌‌                           
damage.‌ ‌ 

Improved‌ ‌Channeling*‌ ‌ 
Passive‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌evoke‌ ‌up‌ ‌to‌ ‌10‌ ‌more‌ ‌‌Channeling‌ ‌‌points‌ ‌per‌‌                                 
Packet.‌‌‌Improved‌‌Channeling‌‌‌also‌‌adds‌‌an‌‌additional‌‌50‌‌points‌‌of‌‌‌Channeling‌‌‌to‌‌their‌‌Primary‌‌                           
School‌ ‌of‌ ‌‌Channeling‌.‌ ‌This‌ ‌Skill‌ ‌can‌ ‌be‌ ‌purchased‌ ‌only‌ ‌once‌ ‌for‌ ‌every‌ ‌20‌ ‌purchases‌ ‌of‌‌                             
Channeling‌.‌ ‌ 

Improved‌ ‌Slay*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌enhances‌ ‌the‌ ‌damage‌ ‌that‌ ‌using‌ ‌a‌ ‌‌Slay‌ ‌‌will‌ ‌inflict.‌ ‌For‌ ‌each‌ ‌purchase‌ ‌of‌‌‌Improved‌                               
Slay‌,‌ ‌all‌ ‌uses‌ ‌of‌ ‌‌Slay‌ ‌‌by‌ ‌a‌ ‌character‌ ‌will‌ ‌add‌ ‌an‌ ‌extra‌ ‌five‌ ‌times‌ ‌the‌ ‌Weapon’s‌ ‌base‌ ‌damage.‌‌ ‌  
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Intercept*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

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

When‌‌using‌‌this‌‌Skill,‌‌you‌‌must‌‌call‌‌“‌Intercept‌”‌‌and‌‌clearly‌‌indicate‌‌which‌‌triggering‌‌attack‌‌the‌‌                             
Skill‌ ‌was‌ ‌used‌ ‌against.‌‌ ‌  

A‌ ‌character‌ ‌may‌ ‌only‌ ‌‌Intercept‌ ‌‌an‌ ‌attack‌ ‌that‌ ‌they‌ ‌could‌ ‌logically‌ ‌reach‌ ‌within‌ ‌arm’s‌‌                           
length‌ ‌or‌ ‌with‌ ‌a‌ ‌wielded‌‌Weapon‌‌or‌‌Shield‌.‌‌You‌‌may‌‌not‌‌use‌‌a‌‌Bow‌‌to‌‌‌Intercept‌‌‌across‌‌the‌‌                                   
battlefield‌‌but‌‌can‌‌do‌‌so‌‌within‌‌reach‌‌of‌‌the‌‌Bow.‌‌A‌‌character‌‌can‌‌use‌‌‌Intercept‌‌for‌‌any‌‌attack‌‌                                   
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>”‌‌                               
through‌ ‌a‌‌Weapon‌‌attack;‌‌if‌‌the‌‌attack‌‌misses,‌‌both‌‌the‌‌spell‌‌and‌‌this‌‌Skill‌‌may‌‌be‌‌Meditated‌‌                                 
back‌ ‌separately.‌‌ ‌  

If‌‌a‌‌character‌‌also‌‌has‌‌the‌‌‌Combined‌‌Strike‌‌‌Skill,‌‌they‌‌may‌‌instead‌‌choose‌‌to‌‌expend‌‌the‌‌spell‌‌                                 
to‌ ‌call‌ ‌“X‌ ‌Arcane‌ ‌Strike‌ ‌<Effect>”‌ ‌when‌ ‌using‌ ‌‌Magisterium‌ ‌Strike‌.‌ ‌ 

Merchant‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌place‌‌an‌‌accurate‌‌value‌‌on‌‌certain‌‌IG‌‌items.‌‌It‌‌will‌‌not‌‌identify‌‌                                   
whether‌ ‌those‌ ‌items‌ ‌are‌ ‌magical,‌ ‌but‌ ‌only‌ ‌how‌ ‌much‌ ‌they‌ ‌fetch‌ ‌on‌ ‌the‌ ‌open‌ ‌market.‌ ‌ 

This‌‌is‌‌accomplished‌‌by‌‌consulting‌‌the‌‌National‌‌Merchant‌‌List‌‌which‌‌is‌‌an‌‌OOG‌‌document‌‌with‌‌                             
further‌ ‌information‌ ‌and‌ ‌instructions‌ ‌that‌ ‌a‌ ‌Chapter‌ ‌gives‌ ‌to‌ ‌characters‌ ‌with‌ ‌this‌ ‌skill.‌ ‌This‌‌                           
document‌ ‌contains‌‌Merchant‌‌Codes‌‌(typically‌‌but‌‌not‌‌always‌‌expressed‌‌as‌‌one‌‌letter‌‌and‌‌two‌‌                           
numbers)‌ ‌and‌ ‌their‌ ‌corresponding‌ ‌Merchant‌ ‌Value‌ ‌(that‌ ‌is‌ ‌their‌ ‌IG‌ ‌coin‌ ‌value).‌‌ ‌  

If‌‌an‌‌item‌‌does‌‌not‌‌have‌‌a‌‌Merchant‌‌Code‌‌(and/or‌‌was‌‌not‌‌made‌‌with‌‌Production‌‌Points)‌‌from‌‌                                 
the‌ ‌National‌ ‌Merchant‌ ‌List,‌ ‌the‌ ‌‌Merchant‌‌ ‌skill‌ ‌does‌ ‌not‌ ‌apply‌ ‌to‌ ‌that‌ ‌item.‌ ‌ 
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This‌ ‌Skill‌ ‌also‌ ‌allows‌ ‌the‌ ‌character‌ ‌to‌ ‌handwave‌ ‌the‌ ‌sale‌ ‌of‌ ‌game‌ ‌items‌‌on‌‌the‌‌open‌‌market.‌‌                                 
Eligible‌‌items‌‌must‌‌have‌‌a‌‌Merchant‌‌Code‌‌and/or‌‌are‌‌those‌‌made‌‌with‌‌Production‌‌Points.‌‌This‌‌                             
is‌ ‌accomplished‌ ‌by‌ ‌handing‌ ‌off‌ ‌the‌ ‌Tags‌ ‌the‌ ‌character‌‌wishes‌‌to‌‌sell‌‌to‌‌Logistics‌‌staff‌‌during‌‌                               
the‌‌normal‌‌pre-event‌‌or‌‌mid-event‌‌Logistics‌‌phases‌‌in‌‌exchange‌‌for‌‌the‌‌Tags’‌‌Production‌‌Point‌‌                           
value‌ ‌in‌ ‌IG‌ ‌money.‌ ‌Some‌ ‌Chapters‌ ‌allow‌ ‌this‌ ‌transaction‌ ‌at‌ ‌Crafting‌ ‌Stations,‌ ‌ask‌ ‌locally.‌ ‌ 

Items‌ ‌that‌ ‌do‌ ‌not‌ ‌have‌ ‌Merchant‌ ‌Code‌ ‌(and/or‌ ‌are‌ ‌not‌ ‌made‌ ‌through‌ ‌the‌ ‌Production‌ ‌Point‌‌                             
system)‌ ‌cannot‌ ‌be‌ ‌traded‌ ‌in‌ ‌with‌ ‌the‌ ‌‌Merchant‌ ‌Skill,‌ ‌and‌ ‌must‌ ‌be‌‌sold‌‌during‌‌IG‌‌scenes.‌‌The‌‌                                 
exception‌‌is‌‌‌Channeling‌‌‌Sources‌‌that‌‌can‌‌be‌‌sold‌‌to‌‌Logistics‌‌for‌‌2‌‌silver‌‌pieces.‌‌If‌‌a‌‌Production‌‌                                 
Point‌‌item‌‌is‌‌sold‌‌which‌‌has‌‌had‌‌additional‌‌Production‌‌performed‌‌upon‌‌it‌‌at‌‌a‌‌set‌‌cost‌‌(such‌‌as‌‌                                   
Strengthening‌ ‌or‌ ‌Silvering),‌‌a‌‌‌Merchant‌‌‌receives‌‌IG‌‌money‌‌equal‌‌to‌‌the‌‌additional‌‌Production‌‌                         
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 ‌by‌ ‌an‌ ‌Effect‌ ‌with‌ ‌a‌ ‌non-Instant‌ ‌Duration,‌ ‌you‌ ‌may‌ ‌call‌ ‌“‌Mettle‌”‌ ‌as‌ ‌a‌ ‌defense‌ ‌and‌‌                                 
expend‌ ‌exactly‌ ‌20‌ ‌Body‌ ‌Points.‌ ‌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.‌‌ ‌  

Multiple‌ ‌uses‌ ‌of‌ ‌‌Mettle‌ ‌‌may‌ ‌not‌ ‌be‌ ‌used‌‌against‌‌a‌‌single‌‌attack.‌‌This‌‌Skill‌‌may‌‌not‌‌be‌‌used‌‌if‌‌                                     
the‌‌character‌‌does‌‌not‌‌currently‌‌have‌‌at‌‌least‌‌20‌‌Body‌‌Points,‌‌nor‌‌may‌‌Skills,‌‌Game‌‌Abilities‌‌or‌‌                                 
any‌ ‌other‌ ‌method‌ ‌change‌ ‌or‌ ‌negate‌ ‌the‌ ‌expended‌ ‌Body‌ ‌Points‌ ‌from‌ ‌exactly‌ ‌20.‌‌ ‌  

One-Handed‌ ‌Blunt‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌a‌ ‌One-Handed‌ ‌Blunt‌ ‌Weapon.‌ ‌This‌ ‌includes‌ ‌any‌ ‌Blunt‌‌                             
Small,‌ ‌Short,‌ ‌or‌ ‌Long‌ ‌melee‌ ‌Weapon.‌ ‌A‌ ‌Blunt‌ ‌Weapon‌ ‌cannot‌ ‌be‌ ‌used‌ ‌for‌‌thrusting,‌‌and‌‌any‌‌                               
thrust‌ ‌with‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌does‌ ‌no‌ ‌damage.‌ ‌ 

One-Handed‌ ‌Edged‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌a‌ ‌One-Handed‌ ‌Edged‌ ‌Weapon.‌‌This‌‌includes‌‌any‌‌Edged‌‌                             
Small,‌‌Short,‌‌or‌‌Long‌‌melee‌‌Weapon.‌‌It‌‌also‌‌allows‌‌the‌‌use‌‌of‌‌a‌‌One-Handed‌‌Spear‌‌which‌‌may‌‌                                 
only‌ ‌be‌ ‌used‌ ‌as‌ ‌a‌ ‌thrusting‌ ‌Weapon.‌ ‌ 
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One-Handed‌ ‌Master‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌you‌ ‌to‌ ‌use‌ ‌all‌ ‌‌One-Handed‌ ‌Edged‌ ‌and‌ ‌‌One-Handed‌ ‌Blunt‌ ‌Weapons.‌ ‌When‌‌                           
purchasing‌ ‌this‌ ‌Skill,‌ ‌all‌ ‌Skills‌ ‌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.‌‌This‌‌Skill‌‌may‌‌(and‌‌normally‌‌should‌‌be)‌‌be‌‌combined‌‌with‌‌other‌‌Skills;‌‌no‌‌additional‌‌call‌‌                               
is‌ ‌needed‌ ‌when‌ ‌this‌ ‌Skill‌ ‌is‌ ‌used.‌ ‌ 

Parry*‌ ‌ 
LP,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

Trigger‌:‌ ‌You‌ ‌(or‌ ‌another‌ ‌target)‌ ‌are‌ ‌hit‌ ‌with‌ ‌a‌ ‌Weapon‌‌Qualifier‌‌attack‌‌(or‌‌Weapon‌‌Trap),‌‌or‌‌                               
Poison‌ ‌Qualifier‌ ‌attack‌ ‌that‌ ‌uses‌ ‌physical-delivery.‌‌ ‌  

A‌‌character‌‌may‌‌call‌‌“‌Parry‌”‌‌to‌‌the‌‌trigger‌‌allowing‌‌you‌‌to‌‌negate‌‌the‌‌attack.‌‌A‌‌‌Parry‌‌may‌‌be‌‌                                   
used‌ ‌to‌ ‌block‌‌Arrows‌‌and‌‌Bolts.‌‌You‌‌can‌‌instead‌‌use‌‌‌Parry‌‌‌to‌‌defend‌‌another‌‌character.‌‌‌Parry‌‌                               
may‌ ‌be‌ ‌used‌ ‌with‌ ‌any‌‌Weapon‌‌in‌‌which‌‌the‌‌user‌‌has‌‌the‌‌appropriate‌‌Skill‌‌except‌‌a‌‌Crossbow‌‌                                 
or‌ ‌a‌ ‌Thrown‌ ‌Weapon.‌ ‌ 

A‌ ‌character‌ ‌may‌‌only‌‌‌Parry‌‌an‌‌attack‌‌that‌‌could‌‌logically‌‌be‌‌blocked‌‌at‌‌the‌‌point‌‌where‌‌                               
the‌ ‌hit‌ ‌impacted‌ ‌the‌ ‌target.‌ ‌The‌ ‌wielded‌ ‌Weapon‌ ‌must‌ ‌be‌ ‌able‌ ‌to‌ ‌reach‌ ‌the‌ ‌attacker’s‌‌                             
Weapon‌‌-‌‌not‌‌just‌‌the‌‌intended‌‌target‌‌-‌‌otherwise‌‌the‌‌attack‌‌is‌‌too‌‌far‌‌away‌‌from‌‌‌Parry‌.‌‌Only‌‌if‌‌                                     
a‌ ‌character‌ ‌could‌‌interpose‌‌their‌‌Weapon‌‌between‌‌their‌‌ally‌‌and‌‌an‌‌attacker,‌‌may‌‌a‌‌‌Parry‌‌be‌‌                               
called;‌ ‌a‌ ‌character‌ ‌cannot‌ ‌call‌ ‌a‌ ‌‌Parry‌ ‌while‌ ‌standing‌ ‌at‌ ‌the‌ ‌other‌ ‌end‌ ‌of‌‌the‌‌battlefield‌‌and‌‌                                 
thus‌‌may‌‌not‌‌be‌‌used‌‌with‌‌a‌‌ranged‌‌Weapon‌‌to‌‌Parry‌‌an‌‌attack‌‌intended‌‌for‌‌someone‌‌else‌‌at‌‌a‌‌                                     
distance..‌ ‌ 

Using‌‌a‌‌‌Parry‌‌‌against‌‌a‌‌swing‌‌for‌‌Massive‌‌will‌‌not‌‌stop‌‌you‌‌from‌‌taking‌‌damage.‌‌It‌‌cannot‌‌be‌‌                                   
used‌ ‌against‌ ‌non-Weapon‌ ‌Traps.‌‌ ‌  

Parry‌ ‌may‌ ‌not‌ ‌be‌ ‌used‌ ‌when‌ ‌not‌ ‌legally‌ ‌wielding‌ ‌a‌ ‌Weapon‌ ‌in‌ ‌your‌ ‌hand‌ ‌or‌ ‌if‌ ‌the‌ ‌wielding‌‌                                   
hand‌‌is‌‌affected‌‌by‌‌‌Stun‌‌Limb,‌‌Shackle‌‌or‌‌similarly‌‌incapacitated.‌‌A‌‌Two-Handed‌‌Weapon‌‌must‌‌                           
be‌ ‌held‌ ‌in‌ ‌both‌ ‌hands‌ ‌to‌ ‌be‌ ‌able‌ ‌to‌ ‌use‌ ‌a‌ ‌‌Parry‌.‌ ‌A‌‌Bow‌‌or‌‌Staff‌‌is‌‌considered‌‌a‌‌One-Handed‌‌                                       
Weapon‌ ‌when‌ ‌using‌ ‌this‌ ‌Skill.‌ ‌ 
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Polearm‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌‌a‌‌character‌‌to‌‌wield‌‌any‌‌hafted‌‌Two-Handed‌‌Weapon‌‌with‌‌a‌‌blade‌‌on‌‌the‌‌far‌‌                                 
end.‌ ‌This‌ ‌includes‌ ‌Weapons‌ ‌like‌ ‌Two-Handed‌ ‌Axes‌ ‌and‌ ‌Halberds.‌ ‌ 

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 ‌ 

A‌ ‌character‌ ‌may‌ ‌swing‌ ‌for‌ ‌“Weapon‌ ‌Strike‌ ‌‌Drain‌”‌‌or‌‌“Weapon‌‌Strike‌‌‌Purify‌.”‌‌Remember‌‌that‌‌                           
since‌ ‌this‌ ‌is‌ ‌not‌ ‌a‌ ‌Carrier‌ ‌Attack‌ ‌(it‌ ‌doesn’t‌ ‌have‌ ‌a‌ ‌number‌ ‌attached)‌ ‌it‌ ‌is‌ ‌able‌ ‌to‌ ‌provide‌‌                                   
beneficial‌ ‌effects.‌ ‌ 

Read‌ ‌Magic‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌is‌ ‌required‌ ‌for‌ ‌anyone‌ ‌wishing‌ ‌to‌ ‌learn‌ ‌Celestial‌ ‌Magic‌ ‌spells‌ ‌or‌ ‌cast‌ ‌Battle‌ ‌Magic‌‌                               
Scrolls.‌ ‌It‌ ‌does‌ ‌not‌ ‌allow‌ ‌you‌ ‌to‌ ‌read‌ ‌Ritual‌ ‌Magic‌ ‌Scrolls.‌ ‌ 

With‌ ‌this‌ ‌Skill,‌ ‌a‌ ‌character‌ ‌can‌ ‌use‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌up‌ ‌to‌ ‌their‌ ‌highest‌ ‌level‌ ‌of‌ ‌Celestial‌‌                                 
Spell‌ ‌Slot‌ ‌plus‌ ‌four.‌ ‌Thus,‌ ‌if‌ ‌a‌ ‌character‌ ‌has‌ ‌the‌ ‌Skill‌ ‌‌Read‌ ‌Magic‌ ‌and‌ ‌has‌ ‌no‌ ‌Celestial‌‌spells,‌‌                                   
they‌ ‌can‌ ‌use‌ ‌up‌ ‌to‌ ‌and‌ ‌including‌ ‌4th‌ ‌level‌ ‌Battle‌ ‌Magic‌ ‌Scrolls.‌ ‌If‌ ‌they‌ ‌have‌ ‌at‌ ‌least‌‌one‌‌1st‌‌                                     
level‌ ‌Celestial‌ ‌Spell‌ ‌Slot,‌ ‌they‌ ‌can‌ ‌now‌ ‌use‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌up‌ ‌to‌ ‌and‌ ‌including‌ ‌5th‌ ‌level.‌ ‌ 

To‌ ‌use‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌you‌ ‌must‌ ‌hold‌ ‌the‌‌Scroll‌‌physrep‌‌before‌‌you,‌‌have‌‌enough‌‌OOG‌‌                                 
light‌‌to‌‌be‌‌able‌‌to‌‌read‌‌it,‌‌actually‌‌read‌‌the‌‌physrep,‌‌state‌‌the‌‌listed‌‌verbal‌‌incant,‌‌touch‌‌a‌‌spell‌‌                                     
Packet‌ ‌to‌ ‌the‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌and‌ ‌then‌ ‌throw‌ ‌the‌ ‌spell‌ ‌Packet.‌ ‌ 

Repel‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌attack‌ ‌once‌ ‌with‌ ‌the‌ ‌call‌ ‌“Weapon‌ ‌Strike‌ ‌‌Repel‌”‌ ‌(this‌ ‌‌Repel‌ ‌‌Effect‌ ‌‌is‌ ‌not‌‌                               
maintained).‌ ‌This‌ ‌Skill‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌with‌ ‌a‌ ‌Two-Handed‌ ‌Weapon.‌ ‌ 
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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.‌ ‌ 

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.‌ ‌ 

This‌‌ability‌‌may‌‌be‌‌used‌‌against‌‌any‌‌attack‌‌using‌‌the‌‌Elemental‌‌‌Qualifier.‌‌It‌‌may‌‌also‌‌be‌‌used‌‌                                 
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.‌‌ ‌  

‌ ‌   

97‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

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,‌‌nor‌‌any‌‌                               
Effect‌ ‌not‌ ‌delivered‌ ‌by‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌It‌ ‌does‌‌allow‌‌you‌‌to‌‌‌Resist‌‌‌an‌‌incanted‌‌spell,‌‌since‌‌                                 
those‌ ‌implicitly‌ ‌use‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

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

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”‌ ‌when‌‌hit‌‌by‌‌the‌‌triggering‌‌Effect;‌‌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)‌ ‌ 
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Riposting‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

After‌ ‌using‌ ‌any‌ ‌‌Dodge‌,‌ ‌‌Parry‌,‌ ‌or‌ ‌‌Evade‌ ‌‌Skill,‌ ‌a‌ ‌character‌ ‌may‌ ‌immediately‌ ‌make‌ ‌a‌ ‌single‌‌                             
Weapon‌ ‌attack.‌ ‌When‌ ‌using‌ ‌this‌ ‌attack,‌ ‌positioning‌ ‌requirements,‌‌such‌‌as‌‌From‌‌Behind,‌‌may‌‌                         
be‌ ‌ignored.‌ ‌ 

Any‌‌offensive‌‌Skills‌‌or‌‌spells‌‌used‌‌from‌‌memory‌‌during‌‌this‌‌attack‌‌are‌‌not‌‌expended‌‌but‌‌must‌‌                               
have‌‌at‌‌least‌‌a‌‌single‌‌use‌‌available‌‌at‌‌the‌‌time‌‌of‌‌‌Riposting‌‌Blow‌.‌‌Any‌‌Ritual‌‌Spells‌‌used‌‌during‌‌                                   
this‌ ‌attack‌ ‌are‌ ‌expended.‌ ‌ 

Shatter/Disarm‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌‌Shatter‌ ‌‌or‌ ‌‌Disarm‌ ‌a‌ ‌possession‌ ‌of‌ ‌the‌ ‌target‌ ‌with‌ ‌a‌ ‌mighty‌‌                                 
swing:‌‌they‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“Weapon‌‌Strike‌‌‌Shatter‌‌‌<target>”‌‌or‌‌“Weapon‌‌Strike‌‌                             
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 ‌compensate‌ ‌for‌ ‌this,‌ ‌Shield‌ ‌use‌ ‌is‌ ‌somewhat‌ ‌restricted.‌ ‌A‌ ‌player‌‌                         
cannot‌‌intentionally‌‌make‌‌physical‌‌contact‌‌with‌‌an‌‌opponent‌‌with‌‌a‌‌Shield‌‌and‌‌may‌‌not‌‌Shield‌‌                             
Bash;‌ ‌see‌ ‌Chapter‌ ‌IV‌ ‌Combat‌ ‌for‌ ‌details.‌ ‌ 

A‌ ‌character‌ ‌cannot‌ ‌use‌ ‌a‌ ‌Shield‌‌to‌‌perform‌‌Weapon-based‌‌Skills‌‌such‌‌as‌‌‌Parry‌.‌‌If‌‌hit‌‌with‌‌an‌‌                                 
Effect‌‌that‌‌references‌‌a‌‌Weapon‌‌(such‌‌as‌‌‌Shatter‌,‌‌‌Disarm‌,‌‌etc.)‌‌the‌‌Shield‌‌will‌‌not‌‌be‌‌affected.‌‌                               
However,‌ ‌these‌ ‌Skills‌ ‌can‌ ‌intentionally‌ ‌target‌ ‌a‌ ‌Shield‌ ‌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 ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌make‌ ‌a‌ ‌single‌‌attack‌‌for‌‌high‌‌damage.‌‌This‌‌Skill‌‌may‌‌be‌‌used‌‌                                   
with‌ ‌any‌ ‌Weapon‌ ‌in‌ ‌which‌ ‌you‌ ‌have‌ ‌the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill.‌ ‌ 
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A‌ ‌‌Slay‌ ‌‌does‌ ‌a‌ ‌single‌ ‌swing‌ ‌of‌ ‌a‌ ‌set‌ ‌number‌ ‌of‌ ‌damage‌ ‌that‌ ‌can‌ ‌only‌ ‌be‌ ‌increased‌ ‌with‌‌                                   
purchases‌ ‌of‌ ‌the‌ ‌‌Improved‌ ‌Slay‌ ‌‌Skill‌ ‌(you‌ ‌may‌ ‌not‌ ‌add‌ ‌any‌ ‌bonus‌ ‌damage‌ ‌from‌ ‌Weapon‌‌                             
Coatings,‌‌spells,‌‌etc.).‌‌The‌‌user‌‌may‌‌call‌‌any‌‌applicable‌‌Carrier‌‌with‌‌this‌‌Skill‌‌(e.g.‌‌Magic,‌‌Flame,‌‌                               
or‌ ‌Normal).‌ ‌  

The‌‌‌Slay’s‌‌‌damage‌‌number‌‌is‌‌based‌‌on‌‌the‌‌Weapon‌‌type‌‌used‌‌to‌‌deliver‌‌it,‌‌inflicting‌‌ten‌‌times‌‌                                 
the‌ ‌Base‌ ‌Damage‌ ‌of‌ ‌the‌ ‌Weapon.‌ ‌This‌ ‌is‌ ‌only‌ ‌increasable‌ ‌by‌ ‌purchasing‌ ‌the‌ ‌‌Improved‌ ‌Slay‌‌                             
Skill.‌ ‌ 

Sleep/Enfeeble‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌‌may‌‌attack‌‌once‌‌with‌‌the‌‌call‌‌“Weapon‌‌‌Sleep‌”‌‌or‌‌“Weapon‌‌‌Enfeeble‌.”‌‌This‌‌attack‌‌                             
may‌ ‌only‌ ‌be‌ ‌made‌ ‌with‌ ‌a‌ ‌Blunt‌ ‌Weapon‌ ‌or‌ ‌Staff.‌ ‌ 

Sleep/Paralysis‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌‌character‌‌may‌‌make‌‌a‌‌single‌‌attack‌‌with‌‌a‌ ‌‌melee‌‌Weapon‌‌From‌‌Behind‌‌for‌‌“Weapon‌‌‌Sleep‌”‌‌                               
or‌ ‌“Weapon‌ ‌‌Paralysis‌.”‌ ‌ 

Slow/Weakness‌ ‌Blow*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 
A‌ ‌character‌ ‌may‌‌make‌‌a‌‌single‌‌attack‌‌with‌‌a‌‌melee‌‌Weapon‌‌From‌‌Behind‌‌for‌‌“Weapon‌‌‌Slow‌”‌‌                               
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 ‌be‌ ‌sold‌ ‌back‌ ‌when‌‌                             
purchasing‌‌‌One-Handed‌‌Edged‌‌‌or‌‌‌One-Handed‌‌Blunt‌.‌‌However,‌‌since‌‌all‌‌the‌‌weapons‌‌included‌‌                       
in‌ ‌this‌ ‌Skill‌ ‌are‌ ‌also‌ ‌included‌ ‌in‌ ‌‌One-Handed‌ ‌Master‌,‌ ‌you‌ ‌must‌ ‌sell‌ ‌this‌ ‌Skill‌ ‌back‌ ‌when‌‌                               
purchasing‌ ‌it.‌ ‌ 
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Species‌ ‌Evade*‌ ‌ 
LP,‌ ‌Species,‌ ‌Defense‌ ‌(Smart,‌ ‌Guard)‌ ‌ 

This‌ ‌Skill‌ ‌functions‌ ‌in‌ ‌the‌‌same‌‌way‌‌as‌‌the‌‌Skill‌‌‌Evade‌.‌‌It‌‌does‌‌not‌‌count‌‌as‌‌a‌‌Stealth‌‌Skill‌‌for‌‌                                       
Skill‌ ‌cost‌ ‌prerequisites.‌ ‌ 

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

This‌‌Skill‌‌functions‌‌in‌‌the‌‌same‌‌way‌‌as‌‌the‌‌Skill‌‌‌Resolute‌.‌‌It‌‌does‌‌not‌‌count‌‌as‌‌a‌‌Martial‌‌Skill‌‌for‌‌                                       
Skill‌ ‌cost‌ ‌prerequisites.‌ ‌ 

Staff‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌wield‌ ‌a‌ ‌Staff.‌‌ ‌  

Staff‌‌use‌‌is‌‌restricted‌‌for‌‌safety‌‌reasons,‌‌so‌‌when‌‌using‌‌a‌‌Staff‌‌a‌‌player‌‌must‌‌keep‌‌both‌‌hands‌‌                                   
gripped‌ ‌within‌ ‌the‌ ‌middle‌ ‌three‌ ‌feet‌ ‌of‌ ‌the‌ ‌Staff.‌ ‌A‌ ‌player‌ ‌cannot‌ ‌trip‌ ‌people‌‌with‌‌a‌‌Staff‌‌or‌‌                                   
perform‌‌many‌‌other‌‌Staff‌‌moves‌‌that‌‌would‌‌be‌‌used‌‌in‌‌real‌‌martial‌‌arts.‌‌Thrusting‌‌with‌‌a‌‌Staff‌‌                                 
is‌ ‌not‌ ‌allowed.‌ ‌See‌ ‌Chapter‌ ‌IX‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌for‌ ‌details.‌ ‌ 

Style‌ ‌Master‌ ‌ 
Passive‌ ‌ 

With‌ ‌this‌ ‌Skill,‌ ‌a‌ ‌character‌ ‌gains‌ ‌use‌ ‌of‌ ‌the‌ ‌‌Shield‌,‌‌‌Florentine‌,‌‌and‌‌‌Two‌‌Weapons‌‌‌Skills.‌‌When‌‌                               
purchasing‌ ‌this‌ ‌Skill,‌ ‌all‌ ‌Skills‌ ‌included‌ ‌within‌ ‌it‌ ‌are‌ ‌removed‌ ‌and‌ ‌refunded‌.‌ ‌ 

Surprise‌ ‌Attack‌ ‌ 
Passive‌ ‌ 

Once‌ ‌this‌ ‌Skill‌ ‌has‌ ‌been‌ ‌purchased,‌ ‌a‌‌character‌‌can‌‌ignore‌‌positioning‌‌requirements‌‌(such‌‌as‌‌                           
From‌ ‌Behind)‌ ‌when‌‌attacking‌‌a‌‌character‌‌performing‌‌a‌‌Counted‌‌Action‌‌such‌‌as‌‌Ripping‌‌Free,‌‌                           
Rift,‌ ‌or‌‌ ‌Killing‌ ‌Blow‌.‌ ‌ 

Thrown‌ ‌Weapon‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌use‌ ‌hand-thrown‌ ‌missile‌ ‌Weapons.‌ ‌See‌ ‌Chapter‌ ‌IX‌ ‌Weapons‌‌                           
and‌ ‌Armor‌ ‌for‌ ‌more‌ ‌details‌ ‌on‌ ‌how‌ ‌to‌ ‌safely‌ ‌make‌ ‌and‌ ‌use‌ ‌Thrown‌ ‌Weapons.‌ ‌ 
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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,‌‌although‌‌the‌‌Plot‌‌                               
Team‌‌may‌‌take‌‌it‌‌into‌‌consideration‌‌when‌‌distributing‌‌information‌‌or‌‌plotlines.‌‌For‌‌instance,‌‌if‌‌                           
a‌‌character‌‌has‌‌‌Trades‌‌(Sailor)‌‌‌and‌‌a‌‌module‌‌involves‌‌capturing‌‌a‌‌boat‌‌from‌‌pirates,‌‌that‌‌Skill‌‌                               
could‌ ‌come‌ ‌in‌ ‌handy.‌ ‌ 

For‌ ‌every‌ ‌‌Trades‌ ‌‌Skill‌ ‌bought,‌ ‌the‌‌character‌‌will‌‌receive‌‌one‌‌silver‌‌piece‌‌at‌‌Check-In‌‌for‌‌each‌‌                               
LP‌ ‌of‌ ‌the‌ ‌event‌ ‌they‌ ‌are‌ ‌checking‌ ‌in‌ ‌for.‌ ‌This‌ ‌money‌ ‌is‌ ‌received‌ ‌up‌ ‌front‌ ‌even‌ ‌if‌‌you‌‌are‌‌not‌‌                                       
able‌ ‌to‌ ‌attend‌ ‌the‌ ‌entire‌ ‌event.‌ ‌This‌ ‌represents‌ ‌income‌ ‌received‌ ‌from‌ ‌the‌ ‌Skill.‌ ‌‌Trades‌ ‌‌Skills‌‌                             
must‌‌be‌‌something‌‌that‌‌would‌‌provide‌‌an‌‌income.‌‌‌Trades:‌‌Good‌‌Looking‌‌‌or‌‌‌Trades:‌‌Lazybones‌‌                           
would‌ ‌not‌ ‌be‌ ‌acceptable‌ ‌and‌ ‌may‌ ‌be‌ ‌removed‌ ‌and‌ ‌refunded‌ ‌ 

Each‌ ‌rank‌ ‌of‌ ‌a‌ ‌‌Trades‌ ‌‌Skill‌ ‌of‌ ‌the‌ ‌same‌ ‌Type‌ ‌gives‌ ‌an‌ ‌additional‌ ‌silver‌ ‌piece‌ ‌and‌ ‌may‌ ‌be‌‌                                   
considered‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌for‌ ‌appropriate‌ ‌level‌‌of‌‌expertise.‌‌When‌‌choosing‌‌a‌‌‌Trades‌‌‌Skill,‌‌                             
you‌ ‌cannot‌ ‌duplicate‌ ‌or‌ ‌imply‌‌other‌‌IG‌‌Skills.‌‌‌Trades:‌‌Herbalist‌‌‌is‌‌pretty‌‌much‌‌the‌‌same‌‌thing‌‌                               
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,‌‌rat‌‌catcher,‌‌sage‌‌‌(specify‌‌field‌‌of‌‌study),‌‌‌sailor‌,‌‌‌scout‌,‌‌‌scribe‌,‌‌                           
sculptor,‌ ‌silversmith,‌ ‌singer,‌ ‌tailor‌,‌ ‌‌tavernkeep‌,‌ ‌‌tracker,‌ ‌trapper,‌ ‌undertaker,‌ ‌veterinarian,‌ ‌‌and‌‌                   
weaver‌.‌ ‌ 

Two-Handed‌ ‌Blunt‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌a‌‌Two-Handed‌‌Blunt‌‌Weapon.‌‌A‌‌Blunt‌‌Weapon‌‌cannot‌‌be‌‌                               
used‌ ‌for‌ ‌thrusting,‌ ‌and‌ ‌any‌ ‌thrust‌ ‌with‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌does‌ ‌no‌ ‌damage.‌ ‌ 

Two-Handed‌ ‌Sword‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌wield‌‌a‌‌Two-Handed‌‌Sword,‌‌and‌‌only‌‌a‌‌Two-Handed‌‌Sword.‌‌Any‌‌                               
other‌ ‌Two-Handed‌ ‌Sword‌ ‌Weapon‌ ‌falls‌ ‌under‌ ‌the‌ ‌‌Polearm‌ ‌‌Skill.‌ ‌ 
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Two-Handed‌ ‌Master‌ ‌ 
Passive‌ ‌ 
This‌ ‌Skill‌ ‌grants‌ ‌a‌ ‌character‌ ‌the‌ ‌ability‌ ‌to‌ ‌wield‌ ‌all‌ ‌Two-Handed‌ ‌Weapons‌ ‌covered‌ ‌under‌‌the‌‌                             
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 ‌ 

This‌‌Skill‌‌allows‌‌a‌‌character‌‌to‌‌hold‌‌and‌‌use‌‌two‌‌Weapons‌‌in‌‌combat,‌‌one‌‌in‌‌each‌‌hand.‌‌Neither‌‌                                   
Weapon‌ ‌can‌ ‌be‌ ‌a‌ ‌Two-Handed‌ ‌Weapon,‌ ‌and‌ ‌one‌ ‌of‌ ‌the‌ ‌Weapons‌ ‌must‌ ‌be‌ ‌a‌ ‌Short‌ ‌or‌ ‌Small‌‌                                 
Weapon.‌ ‌ 

If‌ ‌an‌ ‌archer‌ ‌has‌ ‌the‌ ‌Two‌ ‌Weapons‌ ‌Skill‌ ‌and‌ ‌is‌ ‌using‌ ‌a‌ ‌Short‌ ‌Bow,‌ ‌then‌ ‌that‌ ‌character‌ ‌may‌‌                                   
block‌‌with‌‌the‌‌Bow‌‌in‌‌one‌‌hand‌‌while‌‌wielding‌‌a‌‌Long‌‌One-Handed‌‌Weapon‌‌or‌‌a‌‌One-Handed‌‌                               
Spear‌ ‌in‌ ‌the‌ ‌other.‌ ‌ 

United‌ ‌Blow‌ ‌ 
Passive‌ ‌ 

Once‌‌this‌‌Skill‌‌has‌‌been‌‌purchased,‌‌a‌‌character‌‌may‌‌expend‌‌any‌‌Signature‌‌Spell‌‌from‌‌memory‌‌                             
to‌‌add‌‌ten‌‌times‌‌the‌‌level‌‌of‌‌the‌‌spell‌‌in‌‌damage‌‌and‌‌gain‌‌the‌‌Body‌‌Carrier‌‌for‌‌a‌‌single‌‌attack‌‌                                       
From‌ ‌Behind.‌ ‌This‌ ‌may‌ ‌be‌ ‌done‌ ‌any‌ ‌number‌ ‌of‌ ‌times‌ ‌per‌ ‌LP.‌ ‌ 

When‌ ‌‌United‌ ‌Blow‌ ‌is‌ ‌used‌ ‌with‌ ‌a‌ ‌ranged‌ ‌Weapon‌ ‌the‌ ‌Body‌ ‌Carrier‌ ‌cannot‌ ‌be‌ ‌used,‌ ‌but‌ ‌the‌‌                                 
bonus‌ ‌damage‌ ‌will‌ ‌still‌ ‌be‌ ‌added‌ ‌to‌ ‌the‌ ‌attack.‌ ‌ 

Weakness/Shun‌ ‌Strike*‌ ‌ 
LP,‌ ‌Meditatable‌ ‌ 

A‌ ‌character‌ ‌may‌ ‌attack‌ ‌once‌ ‌with‌ ‌the‌ ‌call‌ ‌“Weapon‌ ‌Strike‌ ‌‌Weakness‌”‌ ‌or‌ ‌“Weapon‌ ‌Strike‌‌                           
Shun‌.”‌‌This‌‌represents‌‌a‌‌warrior‌‌striking‌‌their‌‌opponent‌‌with‌‌a‌‌flourish‌‌or‌‌intimidating‌‌shout‌‌to‌‌                             
cause‌ ‌them‌ ‌to‌ ‌back‌ ‌up‌ ‌or‌ ‌fight‌ ‌weakly‌ ‌with‌ ‌trepidation.‌ ‌ 

Weapon‌ ‌Master‌ ‌ 
Passive‌ ‌ 

This‌‌Skill‌‌allows‌‌the‌‌use‌‌of‌‌all‌‌non-ranged‌‌Weapons.‌‌It‌‌encompasses‌‌both‌‌‌One-Handed‌‌Master‌‌                           
and‌ ‌‌Two-Handed‌ ‌Master‌.‌ ‌When‌ ‌purchasing‌ ‌this‌ ‌Skill,‌ ‌all‌ ‌encompassed‌ ‌Skills‌ ‌within‌ ‌it‌ ‌are‌‌                         
removed‌ ‌and‌ ‌refunded.‌ ‌ 
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Weapon‌ ‌Proficiency*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌allows‌ ‌a‌ ‌character‌ ‌to‌ ‌do‌ ‌1‌ ‌extra‌ ‌point‌ ‌of‌ ‌damage‌ ‌with‌ ‌Weapons.‌ ‌If‌ ‌using‌ ‌a‌‌                                 
Two-Handed‌ ‌Weapon,‌ ‌the‌ ‌character‌ ‌does‌ ‌1‌ ‌point‌ ‌of‌ ‌Weapon‌ ‌damage‌ ‌(in‌ ‌addition‌ ‌to‌ ‌the‌‌                           
normal‌ ‌1‌ ‌extra‌ ‌point)‌ ‌per‌ ‌every‌ ‌2‌ ‌purchases‌ ‌of‌ ‌this‌ ‌Skill.‌‌ ‌  

It‌ ‌applies‌ ‌to‌ ‌all‌ ‌weapons‌‌in‌‌which‌‌the‌‌character‌‌has‌‌the‌‌appropriate‌‌Weapon‌‌Skill.‌‌A‌‌‌Weapon‌‌                               
Proficiency‌ ‌‌adds‌ ‌this‌ ‌bonus‌ ‌to‌ ‌any‌ ‌Weapon‌ ‌with‌ ‌which‌ ‌the‌ ‌character‌ ‌has‌ ‌the‌ ‌appropriate‌‌                           
Weapon‌ ‌Skill.‌ ‌When‌ ‌attacking‌ ‌with‌ ‌a‌ ‌‌Weapon‌ ‌Proficiency‌,‌ ‌call‌ ‌out‌ ‌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                               
that‌‌each‌‌purchase‌‌requires‌‌trading‌‌in‌‌a‌‌set‌‌amount‌‌of‌‌‌Critical‌‌Attacks‌;‌‌see‌‌the‌‌‌Critical‌‌Attack‌‌                               
Skill‌ ‌for‌ ‌details.‌ ‌ 

Wear‌ ‌Extra‌ ‌Armor*‌ ‌ 
Passive‌ ‌ 

This‌ ‌Skill‌ ‌increases‌ ‌a‌ ‌character’s‌ ‌Armor‌ ‌Point‌ ‌Maximum‌ ‌by‌ ‌one‌ ‌point‌ ‌per‌ ‌purchase,‌ ‌up‌ ‌to‌‌an‌‌                               
Armor‌ ‌Point‌‌Maximum‌‌of‌‌62;‌‌see‌‌Chapter‌‌III‌‌Classes‌‌and‌‌Chapter‌‌IX‌‌Weapons‌‌and‌‌Armor‌‌for‌‌                               
details.‌ ‌You‌ ‌are‌ ‌required‌ ‌to‌ ‌have‌ ‌the‌ ‌appropriate‌ ‌physrep‌ ‌to‌ ‌receive‌ ‌the‌ ‌bonus.‌ ‌ 

Special‌ ‌Abilities‌ ‌ 
Many‌‌of‌‌the‌‌creatures‌‌you‌‌may‌‌find‌‌in‌‌REFUGE‌‌have‌‌strange‌‌and‌‌unusual‌‌powers,‌‌effects,‌‌and‌‌                               
abilities.‌ ‌ 

The‌‌following‌‌attacks‌‌and‌‌defenses‌‌are‌‌used‌‌mainly‌‌in‌‌combat‌‌by‌‌Cast.‌‌This‌‌list‌‌is‌‌not‌‌complete,‌‌                                 
as‌ ‌monsters‌ ‌may‌ ‌also‌ ‌possess‌ ‌and‌ ‌deliver‌ ‌any‌ ‌of‌ ‌the‌ ‌effects‌ ‌listed‌ ‌in‌ ‌the‌ ‌Effects‌ ‌Chapter,‌‌                               
delivered‌ ‌by‌ ‌any‌ ‌of‌ ‌the‌ ‌deliveries‌ ‌and‌ ‌Qualifiers‌ ‌in‌ ‌the‌ ‌Calls‌ ‌and‌ ‌Deliveries‌ ‌section.‌ ‌ 

Acidic‌ ‌Skin/Acidic‌ ‌Blood‌ ‌ 
Some‌‌monsters‌‌are‌‌covered‌‌with‌‌a‌‌corrosive‌‌material‌‌that‌‌will‌‌slowly‌‌eat‌‌away‌‌at‌‌any‌‌material‌‌                               
that‌‌comes‌‌in‌‌contact‌‌with‌‌the‌‌creature.‌‌When‌‌hit‌‌for‌‌Body‌‌Point‌‌damage,‌‌the‌‌monster‌‌should‌‌                               
state‌ ‌“Acidic‌ ‌Skin”‌ ‌or‌ ‌“Acidic‌ ‌Blood”‌ ‌per‌ ‌their‌ ‌Monster‌ ‌Card.‌ ‌After‌ ‌the‌ ‌battle‌ ‌is‌ ‌over,‌ ‌all‌‌                               
Weapons‌ ‌Tags‌ ‌for‌ ‌Weapons‌‌which‌‌struck‌‌such‌‌a‌‌creature‌‌will‌‌be‌‌affected‌‌as‌‌though‌‌they‌‌had‌‌                               
been‌ ‌struck‌ ‌by‌ ‌a‌ ‌‌Shatter‌ ‌‌effect,‌ ‌as‌ ‌the‌ ‌acid‌ ‌has‌ ‌destroyed‌ ‌them.‌ ‌ 

Unshatterable‌ ‌items‌ ‌are‌ ‌not‌ ‌affected‌ ‌by‌ ‌this‌ ‌attack.‌ ‌A‌ ‌Weapon‌ ‌that‌ ‌has‌ ‌been‌ ‌Strengthened‌‌                           
can‌ ‌withstand‌ ‌attacks‌ ‌in‌ ‌the‌ ‌same‌ ‌way‌ ‌as‌ ‌if‌ ‌a‌ ‌‌Shatter‌ ‌‌effect‌ ‌were‌ ‌cast‌ ‌at‌ ‌the‌ ‌Weapon,‌‌                                 
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expending‌‌one‌‌Strengthening‌‌charge‌‌for‌‌the‌‌entire‌‌battle.‌‌This‌‌is‌‌on‌‌top‌‌of‌‌any‌‌Strengthenings‌‌                             
expended‌ ‌for‌ ‌actual‌ ‌‌Shatter‌ ‌‌effects.‌ ‌ 

<Type>‌ ‌Block‌ ‌ 
This‌‌monster‌‌ability‌‌will‌‌stop‌‌the‌‌first‌‌applicable‌‌attack‌‌that‌‌would‌‌affect‌‌the‌‌creature.‌‌This‌‌is‌‌a‌‌                                 
Dumb‌ ‌defense‌ ‌in‌ ‌that‌ ‌the‌ ‌monster‌ ‌cannot‌ ‌choose‌ ‌when‌ ‌to‌ ‌use‌ ‌it.‌ ‌Any‌ ‌attack‌‌that‌‌falls‌‌under‌‌                                 
the‌ ‌listed‌ ‌Effect,‌ ‌Delivery,‌ ‌or‌ ‌Qualifier‌ ‌will‌ ‌be‌ ‌stopped.‌ ‌ 

For‌‌example,‌‌a‌‌“Poison‌‌Block”‌‌would‌‌stop‌‌a‌‌“Poison‌‌‌Enfeeble‌”‌‌or‌‌a‌‌“30‌‌Poison‌‌‌Paranoia‌,”‌‌while‌‌                               
a‌‌“‌Paranoia‌‌Block”‌‌would‌‌only‌‌stop‌‌the‌‌latter‌‌of‌‌the‌‌two.‌‌A‌‌“Spell‌‌Block”‌‌would‌‌stop‌‌either‌‌a‌‌“20‌‌                                     
Spell‌ ‌Flame”‌ ‌Packet‌ ‌or‌ ‌a‌ ‌swing‌ ‌for‌ ‌“10‌ ‌Spell‌ ‌Ice,”‌ ‌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 ‌ 
Some‌ ‌creatures‌ ‌have‌ ‌a‌ ‌Bottle‌ ‌that‌ ‌holds‌‌the‌‌monster’s‌‌Spirit‌‌separate‌‌from‌‌their‌‌body.‌‌These‌‌                             
creatures‌ ‌can‌ ‌die‌ ‌many‌ ‌times‌ ‌and‌ ‌will‌ ‌Resurrect‌ ‌at‌ ‌the‌ ‌location‌ ‌of‌ ‌their‌ ‌Bottles.‌ ‌ 

Claws/Body‌ ‌Weaponry‌ ‌ 
Monsters‌‌with‌‌this‌‌ability‌‌can‌‌hit‌‌with‌‌large‌‌‌Claws‌.‌‌The‌‌physreps’‌‌entire‌‌striking‌‌surface‌‌must‌‌be‌‌                               
colored‌ ‌red;‌ ‌however,‌ ‌you‌ ‌cannot‌ ‌tell‌ ‌the‌ ‌difference‌ ‌between‌ ‌‌Claws‌ ‌‌and‌ ‌Weapons‌‌unless‌‌you‌‌                           
can‌‌actually‌‌see‌‌the‌‌red‌‌surface.‌‌The‌‌‌Claws‌‌‌cannot‌‌be‌‌‌Disarmed‌‌‌or‌‌‌Shattered‌.‌‌The‌‌Cast‌‌cannot‌‌                               
call‌ ‌a‌ ‌Hold‌ ‌to‌ ‌pull‌ ‌out‌ ‌‌Claws‌.‌ ‌ 

Claw‌‌physreps‌‌must‌‌follow‌‌all‌‌Weapon‌‌rules.‌‌For‌‌example,‌‌a‌‌Polearm‌‌length‌‌claw‌‌must‌‌follow‌‌all‌‌                               
the‌‌Weapon‌‌rules‌‌as‌‌a‌‌Polearm‌‌except‌‌that‌‌its‌‌entire‌‌striking‌‌surface‌‌must‌‌be‌‌colored‌‌red,‌‌and‌‌                                 
if‌ ‌using‌ ‌two‌ ‌‌Claws‌,‌ ‌you‌ ‌must‌ ‌follow‌ ‌the‌ ‌‌Two‌ ‌Weapons‌‌ ‌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 ‌‌Enslavement‌ ‌‌but‌ ‌may‌ ‌not‌ ‌be‌ ‌cured‌ ‌or‌ ‌avoided.‌ ‌This‌ ‌Skill‌ ‌is‌ ‌a‌ ‌Greater‌                                 
Command‌ ‌effect.‌ ‌ 

Creatures‌ ‌with‌ ‌this‌ ‌ability‌ ‌may‌ ‌not‌ ‌be‌ ‌Controlled‌ ‌by‌ ‌another‌ ‌creature‌ ‌with‌ ‌the‌ ‌same‌ ‌type‌ ‌of‌‌                               
Control‌ ‌ability;‌ ‌call‌ ‌“No‌ ‌Effect”.‌ ‌For‌ ‌example,‌ ‌a‌ ‌greater‌ ‌lich‌ ‌with‌ ‌“Control‌ ‌Greater‌‌Undead‌‌by‌‌                             
Voice”‌‌could‌‌not‌‌control‌‌another‌‌greater‌‌lich‌‌or‌‌a‌‌dread‌‌lord.‌‌A‌‌tengu‌‌could‌‌not‌‌control‌‌a‌‌goblin‌‌                                   
king,‌ ‌because‌ ‌they‌ ‌both‌ ‌have‌ ‌“Control‌ ‌Goblinoid‌ ‌by‌ ‌Voice.”‌‌ ‌  
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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 ‌ 
Some‌ ‌monsters‌ ‌(notably‌ ‌werewolves‌ ‌and‌ ‌vampires)‌ ‌can‌ ‌curse‌ ‌their‌ ‌victims‌ ‌so‌ ‌that‌ ‌they‌ ‌will‌‌                           
turn‌ ‌into‌ ‌versions‌ ‌of‌ ‌themselves‌ ‌under‌ ‌appropriate‌ ‌circumstances.‌ ‌Werewolves‌ ‌can‌ ‌turn‌‌their‌‌                       
victims‌ ‌into‌‌werewolves‌‌who‌‌will‌‌then‌‌change‌‌when‌‌the‌‌appropriate‌‌trigger‌‌occurs‌‌(usually‌‌on‌‌                           
the‌ ‌full‌ ‌moon).‌ ‌ 

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

Note‌‌that‌‌if‌‌cursed‌‌to‌‌become‌‌a‌‌vampire‌‌or‌‌werewolf,‌‌you‌‌will‌‌be‌‌under‌‌the‌‌control‌‌of‌‌the‌‌Plot‌‌                                     
Team‌‌whenever‌‌you‌‌transform,‌‌and‌‌you‌‌will‌‌only‌‌transform‌‌when‌‌the‌‌Plot‌‌Team‌‌tells‌‌you‌‌to‌‌do‌‌                                 
so.‌ ‌These‌ ‌things‌ ‌are‌ ‌meant‌ ‌to‌ ‌be‌ ‌curses‌ ‌for‌ ‌you‌ ‌to‌ ‌work‌ ‌to‌ ‌remove‌ ‌and‌ ‌not‌ ‌goals‌ ‌for‌ ‌your‌‌                                     
character‌ ‌to‌ ‌achieve.‌ ‌ 

Deadly‌ ‌Spittle‌ ‌ 
Some‌ ‌monsters‌ ‌have‌ ‌a‌ ‌toxic‌ ‌spittle‌ ‌that‌ ‌they‌ ‌can‌ ‌shoot‌ ‌at‌ ‌characters.‌ ‌This‌ ‌attack‌ ‌will‌ ‌be‌‌                               
represented‌ ‌by‌ ‌the‌ ‌Cast‌ ‌throwing‌ ‌a‌ ‌Packet‌ ‌at‌ ‌the‌ ‌player‌ ‌and‌ ‌calling‌ ‌out‌‌the‌‌attack‌‌type‌‌(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 ‌subject‌ ‌are‌ ‌revealed.‌ ‌Magic‌ ‌Items‌ ‌hidden‌ ‌under‌‌                             
clothing‌ ‌or‌ ‌in‌ ‌containers‌ ‌are‌ ‌not.‌ ‌‌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.‌ ‌ 

Damage‌‌from‌‌<damage‌‌type‌‌or‌‌Effect>‌‌or‌‌Harmed‌‌by‌‌                 
<Effect>‌ ‌ 
Some‌‌creatures‌‌take‌‌double‌‌damage‌‌or‌‌extra‌‌damage‌‌from‌‌certain‌‌Effects.‌‌For‌‌example,‌‌some‌‌                           
Constructs‌ ‌will‌ ‌list‌ ‌“Takes‌ ‌30‌ ‌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 ‌“Takes‌‌double‌‌damage‌‌from‌‌                           
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Healing.”‌‌This‌‌means‌‌the‌‌monster‌‌will‌‌take‌‌damage‌‌from‌‌spells‌‌that‌‌normally‌‌heal‌‌body‌‌points‌‌                             
in‌ ‌the‌ ‌amount‌ ‌that‌ ‌the‌ ‌spell‌ ‌would‌ ‌normally‌ ‌heal‌‌or‌‌twice‌‌the‌‌amount‌‌in‌‌damage‌‌as‌‌the‌‌spell‌‌                                   
would‌‌normally‌‌heal.‌‌The‌‌creature‌‌will‌‌also‌‌be‌‌affected‌‌by‌‌a‌‌Cure‌‌Disease,‌‌Purify‌,‌‌or‌‌‌Restore‌‌‌as‌‌                                 
Undead‌‌are,‌‌but‌‌will‌‌not‌‌be‌‌affected‌‌by‌‌‌Destroy‌‌Undead,‌‌Harm‌‌Undead‌‌‌or‌‌‌Turn‌‌Undead‌‌‌unless‌‌                               
they‌ ‌are‌ ‌Undead‌ ‌(see‌ ‌Monster‌ ‌Type‌ ‌to‌ ‌tell‌ ‌if‌ ‌they‌ ‌are‌ ‌Undead).‌‌ ‌  

When‌ ‌taking‌ ‌damage,‌ ‌a‌ ‌target‌ ‌will‌ ‌take‌ ‌a‌ ‌maximum‌ ‌of‌ ‌four‌ ‌times‌ ‌damage‌ ‌from‌ ‌any‌                             
single‌ ‌attack‌ ‌no‌ ‌matter‌ ‌how‌‌many‌‌Effects‌‌they‌‌currently‌‌have‌‌that‌‌may‌‌double‌‌damage.‌‌                           
For‌ ‌example,‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌(which‌ ‌normally‌ ‌takes‌ ‌double‌ ‌damage‌ ‌from‌ ‌Ice)‌ ‌under‌ ‌a‌‌                           
Destruction‌ ‌‌Effect‌ ‌holding‌ ‌a‌ ‌cursed‌ ‌Magic‌ ‌Item‌ ‌which‌ ‌causes‌ ‌them‌ ‌to‌ ‌take‌ ‌double‌ ‌damage‌‌                           
from‌ ‌everything‌ ‌would‌ ‌still‌ ‌only‌ ‌take‌ ‌four‌ ‌times‌ ‌damage‌ ‌from‌ ‌any‌ ‌Ice‌ ‌damage‌ ‌that‌ ‌hits‌ ‌them.‌ ‌ 

Some‌ ‌creatures‌ ‌take‌ ‌damage‌ ‌when‌ ‌struck‌ ‌by‌ ‌certain‌ ‌spells‌ ‌or‌ ‌Effects,‌ ‌even‌ ‌if‌ ‌it‌ ‌is‌ ‌an‌ ‌Effect‌‌                                 
which‌ ‌would‌ ‌not‌ ‌normally‌ ‌cause‌ ‌damage.‌ ‌If‌ ‌this‌ ‌happens,‌ ‌the‌ ‌creature‌ ‌only‌ ‌takes‌‌the‌‌stated‌‌                             
damage,‌‌not‌‌the‌‌original‌‌Effect.‌‌In‌‌this‌‌case,‌‌the‌‌creature‌‌should‌‌call‌‌“Altered”‌‌to‌‌indicate‌‌that‌‌                               
the‌ ‌Effect‌ ‌did‌ ‌something‌ ‌different‌ ‌from‌ ‌normal.‌ ‌For‌ ‌example:‌ ‌a‌ ‌creature‌ ‌has‌ ‌“Harmed‌ ‌20‌ ‌by‌‌                             
Sleep‌”‌ ‌on‌ ‌its‌ ‌Monster‌ ‌Card.‌ ‌If‌ ‌the‌ ‌creature‌ ‌is‌ ‌struck‌ ‌by‌ ‌a‌‌‌Sleep‌‌‌spell,‌‌it‌‌will‌‌call‌‌“Altered”‌‌and‌‌                                     
take‌‌20‌‌damage‌‌instead.‌‌If‌‌the‌‌creature‌‌is‌‌hit‌‌by‌‌a‌‌poisoned‌‌Long‌‌Sword‌‌with‌‌the‌‌call‌‌“5‌‌Poison‌‌                                     
Sleep‌,”‌ ‌it‌ ‌would‌ ‌call‌ ‌“Altered”‌ ‌and‌ ‌take‌ ‌25‌ ‌damage‌ ‌total‌ ‌—‌ ‌20‌ ‌from‌‌the‌‌‌Sleep‌‌‌and‌‌5‌‌from‌‌the‌‌                                     
Weapon‌ ‌itself.‌ ‌ 

Engulf‌ ‌ 
Some‌ ‌monsters‌ ‌can‌ ‌Engulf‌ ‌an‌ ‌Unconscious‌ ‌character‌ ‌in‌ ‌preparation‌ ‌of‌ ‌digesting‌ ‌them.‌ ‌The‌‌                         
target‌‌will‌‌immediately‌‌go‌‌to‌‌the‌‌Dead‌‌status‌‌as‌‌though‌‌they‌‌had‌‌been‌‌damaged‌‌below‌‌0‌‌Body‌‌                                 
Points‌ ‌and‌ ‌their‌ ‌Bleeding‌ ‌Out‌ ‌timer‌ ‌had‌‌expired.‌‌The‌‌creature‌‌will‌‌have‌‌to‌‌be‌‌slain‌‌to‌‌recover‌‌                                 
the‌‌body‌‌so‌‌that‌‌it‌‌may‌‌be‌‌given‌‌a‌‌‌Life‌‌‌spell.‌‌If‌‌you‌‌are‌‌Engulfed‌‌by‌‌such‌‌a‌‌monster,‌‌you‌‌must‌‌                                         
walk‌‌around‌‌with‌‌the‌‌creature‌‌OOG‌‌until‌‌you‌‌are‌‌beyond‌‌the‌‌help‌‌of‌‌a‌‌‌Life‌‌‌spell.‌‌You‌‌may‌‌then‌‌                                     
proceed‌ ‌to‌ ‌the‌ ‌Resurrection‌ ‌point.‌ ‌This‌ ‌Counted‌ ‌Action‌ ‌required‌ ‌is‌ ‌a‌ ‌Focus‌ ‌Action,‌ ‌as‌ ‌normal.‌ ‌ 

To‌‌save‌‌someone‌‌who‌‌has‌‌been‌‌Engulfed,‌‌you‌‌must‌‌give‌‌a‌‌‌Killing‌‌Blow‌‌to‌‌the‌‌creature‌‌and‌‌then‌                                   
afterward‌ ‌cut‌ ‌open‌ ‌the‌ ‌creature‌ ‌with‌ ‌a‌ ‌3-Count‌ ‌Counted‌ ‌Action.‌ ‌If‌ ‌the‌ ‌Engulfed‌ ‌victim‌ ‌has‌‌                             
already‌ ‌gone‌ ‌to‌ ‌Resurrect,‌ ‌their‌ ‌items‌ ‌will‌ ‌be‌ ‌recoverable‌ ‌at‌ ‌this‌ ‌time.‌ ‌ 

A‌ ‌creature‌ ‌with‌ ‌this‌ ‌ability‌ ‌may‌ ‌Engulf‌ ‌anyone‌ ‌that‌ ‌is‌ ‌asleep,‌ ‌Unconscious,‌ ‌dead,‌ ‌confined,‌‌                           
Paralyzed‌,‌ ‌or‌ ‌otherwise‌ ‌helpless‌ ‌on‌ ‌a‌ ‌three‌ ‌count‌ ‌of‌ ‌“I‌ ‌Engulf‌ ‌you‌ ‌one,‌ ‌I‌ ‌Engulf‌ ‌you‌ ‌two,‌ ‌I‌‌                                   
Engulf‌ ‌you‌ ‌three.”‌ ‌ 

The‌‌creature‌‌may‌‌also‌‌Engulf‌‌a‌‌victim‌‌that‌‌it‌‌has‌‌‌Prisoned‌‌‌with‌‌a‌‌three‌‌count‌‌of‌‌“I‌‌Engulf‌‌you‌‌                                     
one,‌ ‌I‌ ‌Engulf‌ ‌you‌ ‌two,‌ ‌I‌ ‌Engulf‌ ‌you‌ ‌three,‌ ‌Prison‌ ‌Down.”‌ ‌ 

The‌ ‌victim‌ ‌must‌ ‌immediately‌ ‌begin‌ ‌their‌ ‌five-minute‌ ‌Death‌ ‌Countdown‌ ‌once‌ ‌Engulfed.‌‌If‌‌the‌‌                         
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victim‌ ‌was‌ ‌already‌ ‌dead,‌ ‌they‌ ‌must‌ ‌continue‌ ‌their‌ ‌Death‌ ‌Countdown‌ ‌from‌ ‌the‌ ‌same‌ ‌point‌ ‌it‌‌                             
was‌ ‌already‌ ‌at;‌ ‌in‌ ‌other‌ ‌words,‌ ‌the‌ ‌Engulf‌ ‌does‌ ‌not‌ ‌reset‌ ‌the‌ ‌five-minute‌ ‌Death‌ ‌Countdown.‌ ‌ 

Escape‌ ‌Binding‌ ‌ 
Some‌‌creatures‌‌can‌‌Rip‌‌Free‌‌from‌‌some‌‌or‌‌all‌‌Binding‌‌Effects.‌‌This‌‌is‌‌a‌‌three-count‌‌action‌‌with‌‌                                 
the‌ ‌phrase‌ ‌“I‌ ‌Rip‌ ‌Free‌ ‌one,‌ ‌I‌ ‌Rip‌ ‌Free‌ ‌two,‌ ‌I‌ ‌Rip‌ ‌Free‌‌three.”‌‌Unusually,‌‌while‌‌the‌‌creature‌‌is‌‌                                     
doing‌ ‌the‌ ‌three‌ ‌count,‌ ‌it‌‌is‌‌vulnerable‌‌to‌‌attack;‌‌while‌‌Ripping‌‌Free,‌‌the‌‌creature‌‌may‌‌not‌‌use‌‌                                 
any‌ ‌Skill‌ ‌requiring‌ ‌movement,‌ ‌such‌ ‌as‌ ‌‌Dodge‌ ‌‌or‌ ‌‌Parry‌.‌ ‌ 

A‌ ‌creature‌ ‌with‌ ‌this‌ ‌ability‌‌can‌‌break‌‌themselves‌‌free‌‌of‌‌Binding‌‌Effects‌‌from‌‌any‌‌source,‌‌not‌‌                               
just‌‌spells.‌‌This‌‌includes‌‌‌Paste‌‌of‌‌Stickiness.‌‌‌The‌‌act‌‌of‌‌Ripping‌‌Free‌‌will‌‌automatically‌‌interrupt‌‌                             
a‌Killing‌ ‌Blow.‌ ‌A‌ ‌list‌ ‌of‌‌which‌‌Binding‌‌Effects‌‌the‌‌creature‌‌can‌‌escape‌‌from‌‌will‌‌be‌‌defined‌‌on‌‌                                   
its‌ ‌Monster‌ ‌Card.‌ ‌ 

A‌‌creature‌‌with‌‌this‌‌Skill‌‌does‌‌not‌‌take‌‌damage‌‌from‌‌the‌‌act‌‌of‌‌Ripping‌‌Free‌‌when‌‌ripping‌‌out‌‌                                   
of‌ ‌Binding‌ ‌Effects‌ ‌but‌ ‌is‌ ‌still‌ ‌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 ‌greater‌‌Fey‌‌Curses‌‌and‌‌Fey‌‌Marks‌‌are‌‌left‌‌to‌‌the‌‌discretion‌‌of‌‌the‌‌local‌‌Plot‌‌Team.‌‌                                   
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 ‌Magic‌‌spells‌‌while‌‌greater‌‌Fey‌‌                             
Curses‌ ‌can‌ ‌be‌ ‌immensely‌ ‌powerful‌ ‌plot‌‌effects.‌‌How‌‌these‌‌curses‌‌are‌‌administered,‌‌removed,‌‌                         
and‌ ‌carried‌ ‌out‌ ‌is‌ ‌up‌ ‌to‌ ‌the‌ ‌local‌ ‌Plot‌ ‌Team.‌ ‌ 

Gaseous‌ ‌Form‌ ‌ 
Some‌‌creatures‌‌will‌‌simply‌‌turn‌‌into‌‌a‌‌Gaseous‌‌Form‌‌when‌‌they‌‌are‌‌killed,‌‌and‌‌all‌‌possessions‌‌                               
of‌‌the‌‌creature‌‌will‌‌fall‌‌to‌‌the‌‌ground.‌‌More‌‌powerful‌‌creatures‌‌can‌‌turn‌‌into‌‌a‌‌Gaseous‌‌Form‌‌at‌‌                                   
will.‌ ‌These‌ ‌creatures‌ ‌can‌ ‌take‌ ‌their‌ ‌possessions‌ ‌with‌ ‌them.‌ ‌ 

To‌ ‌become‌ ‌Gaseous,‌ ‌the‌ ‌Cast‌ ‌Member‌ ‌must‌ ‌do‌ ‌a‌‌3-Count‌‌Counted‌‌Action‌‌of‌‌“I‌‌Turn‌‌Gaseous‌‌                               
one,‌‌I‌‌Turn‌‌Gaseous‌‌two,‌‌I‌‌Turn‌‌Gaseous‌‌three.”‌‌The‌‌monster‌‌can‌‌be‌‌affected‌‌by‌‌attacks‌‌while‌‌                                 
doing‌ ‌this‌ ‌three-count‌‌and‌‌if‌‌it‌‌uses‌‌any‌‌Game‌‌Abilities,‌‌the‌‌three-count‌‌is‌‌blown‌‌and‌‌one‌‌use‌‌                                 
of‌ ‌the‌ ‌Gaseous‌ ‌Form‌ ‌Skill‌ ‌is‌ ‌expended‌ ‌along‌ ‌with‌ ‌the‌ ‌Game‌ ‌Ability.‌ ‌This‌ ‌action‌ ‌requires‌ ‌Focus.‌ ‌ 

To‌ ‌come‌ ‌out‌ ‌of‌ ‌Gaseous‌ ‌Form,‌ ‌the‌‌Cast‌‌Member‌‌should‌‌state‌‌“I‌‌Solidify‌‌one,‌‌I‌‌Solidify‌‌two,‌‌I‌‌                                   
Solidify‌ ‌three.”‌ ‌The‌ ‌monster‌ ‌is‌ ‌vulnerable‌ ‌to‌ ‌attack‌ ‌while‌ ‌solidifying.‌ ‌ 

While‌‌Gaseous,‌‌they‌‌can‌‌use‌‌no‌‌Skills‌‌and‌‌are‌‌Immune‌‌to‌‌all‌‌attacks‌‌except‌‌‌Solidify‌.‌‌They‌‌may‌‌                                 
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move‌ ‌at‌ ‌a‌ ‌normal‌ ‌walking‌ ‌rate‌‌(no‌‌running).‌‌They‌‌cannot‌‌fly,‌‌nor‌‌can‌‌they‌‌move‌‌objects‌‌they‌‌                                 
aren’t‌ ‌already‌ ‌carrying.‌ ‌ 

Gaseous‌ ‌Form‌ ‌does‌ ‌not‌ ‌permit‌ ‌the‌ ‌monster‌ ‌to‌ ‌walk‌ ‌through‌‌walls,‌‌‌Wards‌‌‌or‌‌Circles‌‌of‌‌Power.‌‌                               
Gaseous‌ ‌creatures‌ ‌can‌ ‌be‌ ‌seen‌ ‌but‌ ‌cannot‌ ‌speak‌ ‌or‌ ‌make‌ ‌any‌ ‌sounds;‌ ‌however,‌ ‌they‌ ‌are‌‌                             
aware‌ ‌of‌ ‌their‌ ‌surroundings‌ ‌and‌ ‌can‌ ‌hear‌ ‌and‌ ‌understand‌ ‌conversations.‌ ‌ 

A‌‌monster‌‌may‌‌not‌‌take‌‌anyone‌‌else‌‌Gaseous‌‌with‌‌them,‌‌even‌‌if‌‌that‌‌person‌‌is‌‌Dead‌‌(needing‌‌                                 
a‌Life‌‌‌spell‌‌or‌‌a‌‌Resurrection).‌‌A‌‌Permanently‌‌Dead‌‌Body,‌‌however,‌‌may‌‌be‌‌taken‌‌Gaseous‌‌with‌‌                               
a‌ ‌creature‌ ‌just‌ ‌like‌ ‌any‌ ‌other‌ ‌possession.‌ ‌ 

Group‌ ‌Mind‌ ‌ 
Some‌‌types‌‌of‌‌creatures‌‌(notably‌‌some‌‌giant‌‌insects)‌‌have‌‌a‌‌Group‌‌Mind.‌‌Each‌‌creature’s‌‌mind‌‌                             
is‌ ‌but‌ ‌part‌ ‌of‌ ‌a‌ ‌larger‌ ‌whole.‌ ‌What‌ ‌one‌ ‌of‌ ‌them‌ ‌sees‌ ‌or‌ ‌experiences,‌‌they‌‌all‌‌know;‌‌however,‌‌                                   
Pause‌ ‌cannot‌ ‌be‌ ‌called‌ ‌for‌ ‌the‌ ‌Cast‌ ‌to‌ ‌converse.‌ ‌ 

This‌‌ability‌‌makes‌‌the‌‌creature‌‌Immune‌‌to‌‌all‌‌Command‌‌and‌‌Greater‌‌Command‌‌effects‌‌unless‌‌                           
their‌ ‌Monster‌ ‌Card‌ ‌states‌ ‌otherwise.‌ ‌ 

Heal‌ ‌from/by‌ ‌<damage‌ ‌type‌ ‌or‌ ‌effect>‌ ‌ 
Some‌ ‌creatures‌ ‌are‌ ‌healed‌ ‌from‌ ‌certain‌ ‌types‌ ‌of‌ ‌spells‌ ‌or‌ ‌effects‌ ‌(for‌ ‌example,‌ ‌Flame‌ ‌or‌‌                             
Stone).‌ ‌Creatures‌ ‌with‌ ‌this‌ ‌ability‌ ‌cannot‌ ‌be‌ ‌healed‌ ‌by‌ ‌Carrier‌ ‌attacks,‌ ‌but‌ ‌can‌‌be‌‌healed‌‌by‌‌                               
elemental‌‌Packet‌‌attacks,‌‌by‌‌spells,‌‌by‌‌“Spell‌‌<Effect>”‌‌or‌‌by‌‌“Arcane‌‌<Effect>”.‌‌A‌‌creature‌‌that‌‌                             
is‌ ‌healed‌ ‌by‌ ‌an‌ ‌effect‌ ‌is‌ ‌also‌ ‌Immune‌ ‌to‌ ‌that‌ ‌effect‌ ‌in‌ ‌Carrier‌ ‌attack‌ ‌form.‌ ‌For‌ ‌example,‌ ‌a‌‌                                   
zombie‌ ‌that‌ ‌is‌ ‌“Healed‌ ‌by‌ ‌Chaos”‌ ‌would‌ ‌be‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Carrier‌ ‌attack‌ ‌“2‌ ‌Chaos.”‌ ‌ 

As‌ ‌noted‌ ‌in‌ ‌the‌ ‌Defenses‌ ‌section,‌ ‌anyone‌ ‌healed‌ ‌by‌ ‌something‌ ‌other‌ ‌than‌ ‌Healing‌ ‌or‌ ‌Chaos‌‌                             
must‌ ‌state‌ ‌“Healed”‌ ‌when‌ ‌they‌ ‌regain‌ ‌Body‌ ‌Points‌ ‌from‌ ‌one‌ ‌of‌ ‌these‌ ‌unusual‌ ‌effects.‌ ‌ 

Immune‌ ‌to‌ ‌<damage‌ ‌type‌ ‌or‌ ‌Effect>‌ ‌ 
Many‌‌creatures‌‌are‌‌Immune‌‌to‌‌certain‌‌effects.‌‌Creatures‌‌must‌‌call‌‌“No‌‌Effect”‌‌when‌‌using‌‌this‌‌                             
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)‌ ‌ 
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Some‌ ‌monsters‌ ‌require‌ ‌special‌ ‌Weapons‌ ‌to‌ ‌be‌ ‌affected‌ ‌by‌ ‌a‌‌Weapon‌‌attack.‌‌In‌‌these‌‌cases,‌‌                             
the‌‌Weapon‌‌attack‌‌must‌‌include‌‌the‌‌verbal‌‌the‌‌monster‌‌is‌‌affected‌‌by,‌‌or‌‌the‌‌monster‌‌calls‌‌“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)‌ ‌ 

Keep‌‌in‌‌mind‌‌that‌‌damage‌‌types‌‌or‌‌Effects‌‌that‌‌the‌‌monster‌‌might‌‌be‌‌Immune‌‌to‌‌interact‌‌with‌‌                                 
Immune‌ ‌to‌ ‌<Type>‌ ‌Weapons.‌ ‌For‌‌example,‌‌a‌‌life‌‌elemental‌‌that‌‌is‌‌affected‌‌by‌‌‌Doom‌‌Weapon‌‌                             
attacks‌ ‌would‌ ‌still‌ ‌be‌ ‌unaffected‌ ‌by‌ ‌a‌ ‌“10‌ ‌Poison‌ ‌Doom”‌ ‌attack‌ ‌if‌ ‌it‌ ‌is‌ ‌Immune‌ ‌to‌ ‌Poison.‌ ‌A‌‌                                   
creature‌ ‌that‌ ‌is‌ ‌healed‌ ‌from/by‌ ‌an‌ ‌Effect‌ ‌is‌ ‌also‌ ‌Immune‌ ‌to‌ ‌that‌ ‌effect‌ ‌as‌ ‌a‌ ‌Carrier.‌ ‌For‌‌                                 
example,‌‌a‌‌zombie‌‌that‌‌is‌‌Healed‌‌by‌‌Necromancy‌‌would‌‌be‌‌Immune‌‌to‌‌the‌‌Weapon‌‌attack‌‌“2‌‌                               
Chaos.”‌ ‌ 

Infection‌ ‌ 
Some‌‌creatures‌‌can‌‌Infect‌‌helpless‌‌victims‌‌with‌‌material‌‌that‌‌will‌‌turn‌‌the‌‌person‌‌into‌‌a‌‌version‌‌                               
of‌ ‌the‌ ‌creature.‌ ‌Unlike‌ ‌a‌ ‌werewolf‌ ‌or‌ ‌vampire‌ ‌curse,‌ ‌this‌ ‌is‌ ‌only‌ ‌a‌ ‌physical‌ ‌transformation‌‌of‌‌                               
the‌ ‌victim’s‌ ‌Body.‌ ‌Players‌ ‌will‌ ‌be‌ ‌told‌ ‌of‌ ‌specific‌ ‌triggers‌ ‌if‌ ‌necessary.‌ ‌Victims‌ ‌will‌ ‌lose‌ ‌all‌‌                               
memory‌‌of‌‌their‌‌former‌‌lives,‌‌and‌‌the‌‌player‌‌must‌‌follow‌‌the‌‌commands‌‌they‌‌are‌‌given‌‌by‌‌Plot‌‌                                 
until‌ ‌the‌ ‌character‌ ‌is‌ ‌slain.‌ ‌The‌ ‌Spirit‌ ‌may‌ ‌then‌ ‌proceed‌ ‌to‌ ‌be‌ ‌Resurrected‌ ‌as‌ ‌normal.‌ ‌ 

Infection‌ ‌is‌ ‌inflicted‌ ‌just‌ ‌as‌ ‌a‌ ‌‌Killing‌ ‌Blow,‌ ‌with‌ ‌a‌ ‌count‌ ‌of‌ ‌“I‌ ‌Infect‌ ‌you‌ ‌1,‌ ‌I‌ ‌Infect‌ ‌you‌ ‌2,‌ ‌I‌‌                                         
Infect‌ ‌you‌ ‌3.”‌ ‌An‌ ‌Infected‌ ‌character‌ ‌will‌ ‌remain‌ ‌so‌ ‌even‌ ‌if‌ ‌killed‌ ‌and‌ ‌then‌ ‌given‌ ‌a‌ ‌‌Life‌ ‌‌spell.‌ ‌ 

Infection‌ ‌may‌ ‌be‌ ‌removed‌ ‌by‌ ‌various‌ ‌methods‌ ‌depending‌ ‌on‌ ‌the‌ ‌type‌ ‌of‌‌Infection.‌‌The‌‌cure‌‌                             
may‌‌vary‌‌based‌‌upon‌‌the‌‌storyline‌‌of‌‌the‌‌event‌‌and‌‌may‌‌possibly‌‌be‌‌discoverable‌‌only‌‌through‌‌                               
IG‌ ‌methods.‌ ‌A‌ ‌Resurrection‌ ‌will‌ ‌always‌ ‌cure‌ ‌an‌ ‌Infection.‌ ‌ 

Innate‌ ‌Pyramid‌ ‌ 
Some‌ ‌monsters‌ ‌possess‌‌an‌‌Innate‌‌Pyramid‌‌or‌‌Innate‌‌Pyramids.‌‌This‌‌means‌‌the‌‌monster‌‌does‌‌                           
not‌‌use‌‌a‌‌Spellbook,‌‌but‌‌still‌‌must‌‌choose‌‌spells‌‌and‌‌write‌‌them‌‌down‌‌on‌‌their‌‌Monster‌‌Card‌‌or‌‌                                   
get‌ ‌Tags.‌ ‌This‌ ‌also‌ ‌means‌ ‌that‌ ‌the‌ ‌spell‌ ‌is‌ ‌delivered‌ ‌as‌ ‌“Spell‌ ‌<spell‌ ‌name>”‌ ‌instead‌ ‌of‌ ‌the‌‌                                 
whole‌ ‌incant.‌ ‌Remember‌ ‌that‌ ‌Signature‌ ‌Spells‌ ‌will‌ ‌always‌ ‌be‌ ‌delivered‌ ‌as‌ ‌their‌ ‌base‌ ‌Effect‌‌                           
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when‌ ‌used‌ ‌this‌ ‌way‌ ‌—‌ ‌for‌ ‌example,‌ ‌a‌ ‌4th‌ ‌level‌ ‌‌Evocation‌ ‌Bolt‌ ‌‌delivered‌ ‌from‌ ‌an‌ ‌Innate‌‌                               
Pyramid‌ ‌as‌ ‌Stone‌ ‌would‌ ‌be‌ ‌called‌ ‌as‌ ‌“20‌ ‌Spell‌ ‌Stone.”‌ ‌ 

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

Innate‌ ‌Reflect‌ ‌Spell‌ ‌ 
A‌‌monster‌‌with‌‌this‌‌Skill‌‌will‌‌reflect‌‌all‌‌Spell‌‌Qualifier‌‌attacks.‌‌Some‌‌monsters‌‌have‌‌weaknesses‌‌                             
to‌ ‌particular‌ ‌spells‌ ‌and‌ ‌cannot‌ ‌reflect‌ ‌those‌ ‌particular‌ ‌spells,‌ ‌which‌ ‌will‌ ‌be‌ ‌noted‌ ‌on‌ ‌the‌‌                             
Monster‌‌Card.‌‌A‌‌monster‌‌with‌‌this‌‌Skill‌‌may‌‌choose‌‌to‌‌accept‌‌Touch-Cast‌‌spells‌‌but‌‌will‌‌always‌‌                               
Reflect‌ ‌thrown‌ ‌spells.‌ ‌When‌ ‌this‌ ‌ability‌ ‌is‌ ‌triggered,‌ ‌the‌ ‌user‌ ‌must‌ ‌call‌ ‌“Reflect.”‌ ‌ 

Massive‌ ‌ 
Some‌ ‌creatures‌ ‌swing‌ ‌for‌ ‌Massive.‌ ‌This‌ ‌Weapon‌ ‌Carrier‌ ‌represents‌ ‌an‌ ‌attack‌ ‌with‌ ‌immense‌‌                         
strength‌ ‌behind‌ ‌it,‌ ‌so‌ ‌much‌ ‌so‌ ‌that‌ ‌most‌ ‌protective‌ ‌abilities‌ ‌cannot‌ ‌stop‌ ‌it.‌ ‌ 

An‌‌attack‌‌made‌‌with‌‌the‌‌Massive‌‌Carrier‌‌will‌‌cause‌‌damage‌‌even‌‌if‌‌it‌‌is‌‌physically‌‌blocked‌‌by‌‌a‌‌                                   
Weapon‌ ‌or‌ ‌Shield.‌ ‌A‌ ‌‌Parry‌ ‌‌or‌ ‌‌Intercept‌ ‌‌will‌ ‌not‌‌stop‌‌the‌‌damage,‌‌though‌‌these‌‌Skills‌‌may‌‌be‌‌                                 
used‌‌to‌‌take‌‌the‌‌damage‌‌on‌‌behalf‌‌of‌‌another‌‌character‌‌as‌‌normal.‌‌Massive‌‌will‌‌still‌‌take‌‌away‌‌                                 
Armor‌ ‌Points‌ ‌before‌ ‌Body‌ ‌Points‌ ‌and‌ ‌may‌ ‌be‌ ‌negated‌ ‌by‌ ‌‌Evade‌ ‌‌(with‌ ‌its‌ ‌normal‌‌constraints‌‌                             
still‌ ‌applying),‌ ‌‌Dodge‌,‌ ‌or‌ ‌Phase.‌ ‌ 

The‌‌Massive‌‌Carrier‌‌will‌‌affect‌‌other‌‌defensive‌‌abilities‌‌in‌‌different‌‌manners‌‌depending‌‌on‌‌the‌‌                           
ability.‌ ‌An‌ ‌expendable‌ ‌defense‌ ‌such‌ ‌as‌‌‌Weapon‌‌Shield‌‌‌will‌‌not‌‌stop‌‌the‌‌attack‌‌but‌‌will‌‌still‌‌be‌‌                                 
lost.‌‌In‌‌this‌‌case,‌‌“‌Weapon‌‌Shield‌,‌‌taken”‌‌should‌‌be‌‌called.‌‌Defenses‌‌which‌‌are‌‌not‌‌expendable‌‌                             
(such‌ ‌as‌ ‌‌Prison‌ ‌‌or‌ ‌‌Threshold‌)‌ ‌will‌ ‌not‌ ‌stop‌ ‌a‌ ‌Massive‌ ‌attack‌ ‌but‌ ‌will‌ ‌not‌‌themselves‌‌be‌‌taken‌‌                                 
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 ‌choose‌ ‌one‌ ‌and‌ ‌only‌ ‌one‌ ‌source‌ ‌of‌ ‌Armor‌ ‌to‌ ‌use‌ ‌at‌ ‌a‌ ‌time;‌‌                                   
switching‌ ‌will‌ ‌require‌ ‌a‌ ‌full‌ ‌Refit.‌ ‌Natural‌ ‌Armor‌ ‌is‌ ‌not‌ ‌subject‌ ‌to‌ ‌the‌ ‌restrictions‌ ‌for‌‌physical‌‌                               
armor.‌ ‌ 

Note‌ ‌that‌‌a‌‌‌Shatter‌‌‌Armor‌‌effect‌‌will‌‌reduce‌‌a‌‌suit‌‌of‌‌Natural‌‌Armor‌‌to‌‌0‌‌Armor‌‌Points‌‌until‌‌it‌‌                                     
undergoes‌ ‌Refit,‌ ‌just‌ ‌like‌ ‌a‌ ‌physical‌ ‌suit‌ ‌of‌ ‌armor.‌ ‌ 

‌ ‌   
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Non-Corporeal‌ ‌Form‌ ‌ 
Some‌ ‌monsters‌‌are‌‌non-corporeal,‌‌having‌‌no‌‌physical‌‌form‌‌but‌‌composed‌‌mainly‌‌of‌‌magic‌‌or‌‌                           
energy.‌ ‌While‌ ‌they‌ ‌are‌ ‌in‌ ‌this‌ ‌form,‌ ‌they‌ ‌are‌ ‌Immune‌ ‌to‌ ‌Normal‌ ‌Weapons,‌ ‌and‌ ‌cannot‌ ‌be‌‌                               
affected‌ ‌by‌ ‌most‌ ‌magics.‌ ‌They‌ ‌may‌ ‌move‌ ‌at‌ ‌a‌ ‌normal‌ ‌walking‌ ‌rate‌ ‌and‌ ‌may‌ ‌pass‌ ‌through‌                               
objects‌‌if‌‌the‌‌object‌‌is‌‌not‌‌living‌‌matter‌‌(wooden‌‌walls‌‌are‌‌fine,‌‌but‌‌trees‌‌are‌‌living‌‌and‌‌cannot‌‌                                   
be‌ ‌passed‌ ‌through).‌ ‌ 

While‌ ‌walking‌ ‌through‌ ‌an‌ ‌object,‌ ‌they‌ ‌may‌ ‌not‌ ‌change‌ ‌directions.‌ ‌They‌ ‌cannot‌ ‌float‌ ‌down‌‌                           
through‌ ‌floors,‌ ‌walk‌ ‌through‌ ‌walls‌ ‌at‌ ‌an‌ ‌angle,‌ ‌nor‌ ‌stop‌ ‌inside‌ ‌a‌ ‌wall‌ ‌or‌ ‌walk‌ ‌backwards‌‌                               
through‌ ‌a‌ ‌wall.‌ ‌They‌ ‌cannot‌ ‌fly‌ ‌or‌ ‌move‌ ‌up‌ ‌through‌ ‌an‌ ‌object.‌ ‌They‌ ‌cannot‌ ‌pick‌‌up,‌‌carry‌‌or‌‌                                   
move‌ ‌objects‌ ‌they‌ ‌aren’t‌ ‌already‌ ‌carrying.‌ ‌ 

Phase‌ ‌ 
Some‌‌creatures‌‌can‌‌become‌‌incorporeal‌‌for‌‌an‌‌instant,‌‌negating‌‌an‌‌attack‌‌as‌‌the‌‌‌Dodge‌‌‌Skill,‌‌                             
and‌ ‌announcing‌ ‌“Phase.”‌ ‌Unlike‌ ‌‌Dodge‌,‌ ‌Phase‌‌can‌‌be‌‌used‌‌even‌‌if‌‌the‌‌creature‌‌is‌‌completely‌‌                             
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 ‌or‌ ‌specified‌ ‌types‌ ‌of‌ ‌damage.‌ ‌Some‌ ‌monsters‌ ‌even‌ ‌take‌ ‌a‌ ‌maximum‌ ‌amount‌ ‌of‌‌                           
damage‌ ‌from‌ ‌every‌ ‌hit:‌ ‌a‌ ‌Damage‌ ‌Cap.‌‌ ‌  

Similarly,‌ ‌some‌ ‌monsters‌ ‌may‌ ‌be‌ ‌affected‌ ‌by‌ ‌certain‌ ‌debilitating‌ ‌attacks‌ ‌for‌ ‌less‌ ‌time‌ ‌than‌‌                           
usual;‌ ‌for‌ ‌example,‌ ‌a‌ ‌strong-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 ‌ 
Some‌‌creatures‌‌can‌‌regenerate‌‌Body‌‌Points‌‌by‌‌spending‌‌Focus‌‌time‌‌to‌‌use‌‌Regeneration.‌‌The‌‌                           
time‌‌it‌‌takes‌‌to‌‌use‌‌Regeneration‌‌is‌‌most‌‌often‌‌one‌‌minute,‌‌but‌‌this‌‌may‌‌vary‌‌from‌‌creature‌‌to‌‌                                   
creature.‌ ‌ 

Much‌‌like‌‌Refitting‌‌armor,‌‌if‌‌the‌‌time‌‌to‌‌use‌‌Regeneration‌‌is‌‌interrupted‌‌by‌‌an‌‌attack‌‌or‌‌a‌‌spell‌‌                                   
that‌‌affects‌‌the‌‌creature,‌‌the‌‌Regeneration‌‌must‌‌begin‌‌again.‌‌If‌‌the‌‌process‌‌is‌‌completed,‌‌then‌‌                             
the‌ ‌creature‌ ‌regains‌ ‌all‌ ‌lost‌ ‌Body‌ ‌Points.‌ ‌ 

Renew‌ ‌Skills‌ ‌ 
This‌‌ability‌‌allows‌‌a‌‌creature‌‌to‌‌regain‌‌one‌‌or‌‌more‌‌abilities‌‌or‌‌Skills‌‌that‌‌have‌‌limited‌‌uses‌‌by‌‌                                   
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fulfilling‌ ‌some‌ ‌condition‌ ‌defined‌ ‌by‌ ‌that‌ ‌creature’s‌ ‌Monster‌ ‌Card.‌‌ ‌  

The‌ ‌most‌ ‌common‌ ‌condition‌ ‌is‌ ‌to‌ ‌take‌ ‌a‌ ‌minute‌ ‌of‌ ‌Focus‌ ‌to‌ ‌Renew‌ ‌the‌ ‌ability.‌ ‌Much‌ ‌like‌‌                                 
Refitting‌ ‌armor,‌ ‌any‌ ‌interruption‌‌prevents‌‌the‌‌Skill‌‌or‌‌abilities‌‌from‌‌returning.‌‌Some‌‌creatures‌‌                         
may‌ ‌also‌ ‌Renew‌ ‌Skills‌ ‌when‌ ‌entering‌ ‌an‌ ‌area‌ ‌or‌ ‌even‌ ‌if‌ ‌they‌ ‌use‌ ‌another‌ ‌power‌ ‌like‌ ‌‌Revive‌.‌ ‌ 

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

Revive‌ ‌ 
A‌‌creature‌‌with‌‌this‌‌Skill‌‌can‌‌rise‌‌back‌‌up‌‌from‌‌being‌‌reduced‌‌to‌‌0‌‌or‌‌-1‌‌Body‌‌Points‌‌after‌‌five‌‌                                       
minutes.‌ ‌Instead‌ ‌of‌ ‌dissipating‌ ‌and‌ ‌going‌ ‌to‌ ‌Resurrect,‌ ‌the‌ ‌creature‌ ‌rises‌ ‌with‌ ‌full‌ ‌Body‌ ‌Points.‌ ‌ 

The‌ ‌creature‌ ‌will‌ ‌either‌ ‌have‌ ‌a‌ ‌limited‌ ‌number‌ ‌of‌ ‌uses‌ ‌of‌ ‌this‌ ‌ability‌ ‌or‌ ‌there‌ ‌will‌ ‌be‌ ‌some‌‌                                   
special‌‌method‌‌of‌‌preventing‌‌the‌‌creature‌‌from‌‌using‌‌Revive;‌‌for‌‌example,‌‌some‌‌creatures‌‌can‌‌                           
be‌ ‌prevented‌ ‌from‌ ‌using‌ ‌this‌ ‌Skill‌ ‌by‌ ‌applying‌ ‌a‌ ‌‌Killing‌ ‌Blow‌‌ ‌with‌ ‌Silver‌ ‌damage.‌ ‌ 

Rift‌ ‌ 
Some‌‌creatures‌‌can‌‌open‌‌a‌‌Rift‌‌to‌‌another‌‌plane‌‌or‌‌time‌‌to‌‌allow‌‌for‌‌entrance‌‌or‌‌exit.‌‌This‌‌is‌‌a‌‌                                       
three-count‌ ‌Counted‌ ‌Action:‌ ‌“I‌ ‌Rift‌ ‌in‌ ‌one,‌ ‌I‌ ‌Rift‌ ‌in‌ ‌two,I‌ ‌Rift‌ ‌in‌ ‌three.”‌ ‌When‌ ‌Rifting,‌ ‌the‌‌                                 
creature‌ ‌may‌ ‌also‌ ‌be‌ ‌able‌ ‌to‌ ‌take‌ ‌items‌ ‌and‌ ‌others‌ ‌along,‌ ‌sometimes‌ ‌even‌ ‌against‌ ‌their‌ ‌will.‌ ‌ 

A‌ ‌creature‌ ‌must‌‌be‌‌conscious,‌‌able‌‌to‌‌make‌‌decisions,‌‌and‌‌not‌‌completely‌‌immobilized‌‌to‌‌use‌‌                             
Rift.‌‌Opting‌‌to‌‌expend‌‌a‌‌Smart‌‌defense‌‌while‌‌Rifting‌‌‌will‌‌interrupt‌‌the‌‌Rift,‌‌as‌‌will‌‌losing‌‌Game‌‌                                 
Abilities.‌ ‌ 

Scenting‌ ‌ 
Kyn‌‌and‌‌creatures‌‌with‌‌this‌‌ability‌‌can‌‌discern‌‌the‌‌presence‌‌of‌‌‌Alchemy‌‌‌by‌‌examining‌‌a‌‌target‌‌                               
via‌ ‌a‌ ‌three-count‌ ‌Counted‌ ‌Action.‌ ‌This‌ ‌will‌ ‌not‌ ‌determine‌ ‌the‌‌nature‌‌of‌‌any‌‌substance‌‌that‌‌is‌‌                               
present.‌ ‌Out‌ ‌of‌ ‌combat,‌ ‌the‌ ‌user‌ ‌may‌ ‌ask‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌to‌ ‌take‌ ‌‌Scenting‌ ‌into‌ ‌consideration‌‌                               
when‌ ‌distributing‌ ‌information,‌ ‌although‌ ‌nothing‌ ‌is‌ ‌guaranteed.‌ ‌ 

Suicide‌ ‌Ability‌ ‌ 
Some‌ ‌creatures‌ ‌can‌ ‌destroy‌ ‌themselves.‌ ‌‌Suicide‌ ‌Ability‌ ‌is‌ ‌the‌ ‌equivalent‌ ‌of‌ ‌a‌‌‌Killing‌‌Blow‌.‌‌In‌‌                             
some‌ ‌cases,‌ ‌it‌ ‌can‌ ‌be‌ ‌triggered‌ ‌by‌ ‌a‌ ‌Group‌ ‌Mind‌ ‌even‌ ‌if‌ ‌the‌ ‌creature‌ ‌itself‌ ‌is‌ ‌incapacitated.‌ ‌ 

Superhuman‌ ‌Strength‌ ‌ 
Any‌ ‌creature‌ ‌with‌ ‌‌Superhuman‌ ‌Strength‌ ‌(also‌ ‌called‌‌‌Monster‌‌Strength‌)‌‌can‌‌do‌‌more‌‌damage‌‌                         
with‌ ‌all‌ ‌Weapons.‌ ‌The‌ ‌amount‌ ‌of‌ ‌‌Superhuman‌ ‌Strength‌ ‌will‌ ‌be‌ ‌defined‌ ‌by‌ ‌a‌ ‌number‌ ‌on‌ ‌the‌‌                               
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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 ‌used‌ ‌to‌ ‌move‌ ‌quickly‌ ‌with‌‌an‌‌Unconscious‌‌or‌‌debilitated‌‌creature‌‌for‌‌                               
five‌ ‌seconds,‌ ‌after‌‌which‌‌the‌‌user‌‌must‌‌slowly‌‌walk‌‌for‌‌five‌‌seconds‌‌before‌‌it‌‌can‌‌again‌‌move‌‌                                 
quickly‌ ‌with‌ ‌the‌ ‌other‌ ‌creature.‌ ‌ 

Creatures‌‌with‌‌this‌‌ability‌‌‌may‌‌also‌‌throw‌‌boulders‌‌and‌‌smash‌‌down‌‌doors.‌‌Walls‌‌may‌‌never‌‌be‌‌                               
smashed.‌ ‌Additionally,‌ ‌this‌ ‌ability‌ ‌can‌ ‌be‌‌used‌‌to‌‌perform‌‌certain‌‌limited‌‌roleplaying‌‌tasks.‌‌It‌‌                           
cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌throw‌ ‌other‌ ‌creatures‌ ‌or‌ ‌jump‌ ‌long‌ ‌distances.‌ ‌ 

Swarmed‌ ‌By‌ ‌<number>:‌ ‌<ability>‌ ‌ 
Any‌‌Monster‌‌Card‌‌with‌‌this‌‌ability‌‌allows‌‌Cast‌‌to‌‌use‌‌the‌‌named‌‌ability‌‌when‌‌they‌‌are‌‌actively‌‌                                 
engaged‌‌(meaning‌‌approximately‌‌10-foot‌‌range‌‌unless‌‌otherwise‌‌defined‌‌locally)‌‌by‌‌<number>‌‌                     
or‌ ‌more‌ ‌foes.‌ ‌For‌ ‌example,‌ ‌“Swarmed‌ ‌by‌ ‌4:‌ ‌‌Spell‌ ‌Doom‌ ‌by‌ ‌Weapon”‌ ‌would‌‌allow‌‌the‌‌Cast‌‌to‌‌                                 
swing‌ ‌for‌ ‌“‌Spell‌ ‌Doom‌”‌ ‌with‌ ‌their‌ ‌Weapons‌ ‌so‌ ‌long‌ ‌as‌ ‌4‌ ‌or‌ ‌more‌ ‌enemies‌ ‌are‌ ‌within‌‌                               
approximately‌ ‌10‌ ‌feet.‌ ‌The‌ ‌named‌ ‌ability‌ ‌may‌ ‌alternately‌ ‌be‌ ‌called‌ ‌by‌ ‌OOG‌ ‌Marshals‌ ‌in‌ ‌the‌‌                             
fight.‌ ‌ 

When‌‌this‌‌ability‌‌is‌‌triggered,‌‌the‌‌player‌‌must‌‌verbalize‌‌“Swarmed”‌‌before‌‌using‌‌any‌‌Swarmed‌‌                           
By‌‌abilities.‌‌If‌‌the‌‌player‌‌is‌‌not‌‌going‌‌to‌‌use‌‌these‌‌abilities,‌‌they‌‌need‌‌not‌‌call‌‌it.‌‌“Swarmed”‌‌is‌‌                                     
called‌‌only‌‌once‌‌even‌‌if‌‌multiple‌‌Swarmed‌‌By‌‌abilities‌‌are‌‌used‌‌in‌‌a‌‌row,‌‌though‌‌courtesy‌‌calls‌‌                                 
are‌ ‌welcome.‌ ‌“Swarmed”‌ ‌would‌ ‌need‌ ‌to‌ ‌be‌ ‌called‌ ‌again‌ ‌if‌ ‌the‌ ‌flow‌ ‌of‌ ‌combat‌ ‌changes‌ ‌such‌‌                               
that‌‌the‌‌Cast‌‌becomes‌‌‘disengaged’‌‌by‌‌enough‌‌players‌‌but‌‌then‌‌later‌‌in‌‌the‌‌same‌‌combat‌‌this‌‌                               
ability‌ ‌is‌ ‌triggered‌ ‌again.‌ ‌ 

Threshold‌ ‌ 
Some‌ ‌monsters‌‌ignore‌‌attacks‌‌that‌‌do‌‌less‌‌than‌‌or‌‌equal‌‌to‌‌a‌‌specified‌‌amount‌‌of‌‌damage.‌‌A‌‌                                 
monster‌ ‌with‌ ‌a‌ ‌threshold‌ ‌of‌ ‌10,‌ ‌for‌ ‌instance,‌ ‌would‌ ‌only‌ ‌be‌ ‌affected‌ ‌by‌ ‌damage‌ ‌of‌ ‌11‌ ‌or‌ ‌more.‌ ‌ 

Dumb‌ ‌Defenses‌ ‌are‌ ‌triggered‌ ‌and‌ ‌Armor‌ ‌Points‌ ‌are‌ ‌reduced‌ ‌by‌ ‌damage‌‌normally;‌‌Threshold‌‌                         
only‌ ‌applies‌ ‌to‌ ‌the‌ ‌Body‌ ‌Points‌ ‌of‌ ‌a‌ ‌monster.‌ ‌A‌‌ ‌Killing‌ ‌Blow‌ ‌‌always‌ ‌goes‌ ‌through‌ ‌a‌ ‌Threshold‌.‌‌ ‌  

When‌‌hit,‌‌the‌‌Cast‌‌Member‌‌will‌‌call‌‌“No‌‌Effect”‌‌to‌‌indicate‌‌that‌‌the‌‌attack‌‌is‌‌connecting‌‌it‌‌but‌‌                                   
does‌ ‌not‌ ‌seem‌ ‌to‌ ‌be‌ ‌harming‌ ‌the‌ ‌monster.‌ ‌Damage‌ ‌by‌‌attacks‌‌above‌‌the‌‌Threshold,‌‌is‌‌taken‌‌                               
fully.‌ ‌Some‌ ‌monsters‌ ‌have‌ ‌a‌ ‌Reverse‌ ‌Threshold‌ ‌applying‌ ‌to‌ ‌any‌ ‌damage‌ ‌above‌ ‌‌a‌ ‌specified‌‌                           
amount.‌ ‌ 
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Vengeance‌ ‌ 
Delving‌ ‌deep‌ ‌into‌ ‌potent‌ ‌magic,‌ ‌some‌ ‌creatures‌ ‌inflict‌ ‌Vengeance‌ ‌damage.‌ ‌This‌ ‌Effect‌ ‌may‌‌                         
not‌ ‌be‌ ‌avoided‌ ‌or‌ ‌mitigated‌ ‌in‌‌any‌‌way;‌‌it‌‌is‌‌taken‌‌no‌‌matter‌‌what‌‌Skills‌‌or‌‌abilities‌‌are‌‌used‌‌                                     
against‌ ‌it.‌ ‌This‌ ‌includes‌ ‌all‌ ‌defenses,‌ ‌even‌‌Phase‌‌or‌‌‌Resolute‌;‌‌Reduction‌‌and‌‌Immunities.‌‌This‌‌                           
should‌ ‌never‌ ‌use‌‌physical-delivery‌‌or‌‌Packet-delivery,‌‌but‌‌instead‌‌‌only‌‌in‌‌reaction‌‌to‌‌a‌‌‌Killing‌‌                           
Blow‌ ‌‌or‌ ‌through‌ ‌powerful‌ ‌Ritual‌ ‌Spells‌.‌‌ ‌ ‌    
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Chapter‌ ‌VIII:‌ ‌Mental‌ ‌Abilities‌ ‌ 
Some‌‌species‌‌in‌‌REFUGE‌‌can‌‌interact‌‌with‌‌the‌‌minds‌‌of‌‌others‌‌in‌‌specific‌‌ways.‌‌These‌‌abilities‌‌                               
are‌ ‌considered‌ ‌Roleplay‌ ‌Only‌ ‌and‌ ‌require‌ ‌OOG‌ ‌consent‌ ‌from‌ ‌all‌ ‌players‌ ‌(not‌ ‌characters)‌‌                         
involved.‌‌Consent‌‌must‌‌be‌‌established‌‌before‌‌any‌‌Mental‌‌Ability‌‌scene‌‌begins.‌‌Any‌‌boundaries‌‌                         
that‌ ‌are‌ ‌set‌ ‌or‌ ‌stated‌ ‌terms‌ ‌that‌ ‌are‌ ‌communicated‌ ‌during‌ ‌the‌ ‌consent‌ ‌phase‌ ‌must‌ ‌be‌‌                             
respected.‌‌If‌‌consent‌‌is‌‌not‌‌given‌‌by‌‌any‌‌player,‌‌the‌‌use‌‌of‌‌the‌‌Mental‌‌Ability‌‌scene‌‌may‌‌not‌‌go‌‌                                     
forward.‌ ‌One‌ ‌aspect‌ ‌of‌ ‌consent‌ ‌that‌ ‌must‌ ‌be‌ ‌established‌ ‌is‌ ‌whether‌ ‌or‌ ‌not‌ ‌touch‌ ‌will‌ ‌be‌‌                               
allowed;‌ ‌if‌ ‌not,‌ ‌roleplay‌ ‌within‌ ‌approximately‌ ‌five‌ ‌feet‌ ‌of‌ ‌each‌ ‌other‌ ‌(for‌ ‌example,‌ ‌by‌‌                           
pantomiming‌ ‌contact‌ ‌or‌ ‌meeting‌ ‌gazes.)‌ ‌ 

Mental‌‌Abilities‌‌proceed‌‌as‌‌an‌‌OOG‌‌discussion‌‌between‌‌an‌‌initiator‌‌and‌‌a‌‌recipient‌‌about‌‌what‌‌                             
occurs‌‌in‌‌the‌‌recipient’s‌‌mind.‌‌This‌‌conversation‌‌should‌‌be‌‌performed‌‌quietly,‌‌but‌‌it‌‌is‌‌up‌‌to‌‌the‌‌                                 
participating‌ ‌players‌ ‌to‌ ‌ensure‌ ‌that‌ ‌all‌ ‌other‌ ‌nearby‌ ‌players‌ ‌know‌ ‌that‌ ‌this‌ ‌is‌ ‌an‌ ‌OOG‌‌                             
conversation. ‌ ‌ 

To‌ ‌begin‌ ‌using‌ ‌a‌ ‌Mental‌ ‌Ability‌ ‌IG,‌ ‌the‌ ‌initiating‌ ‌character‌ ‌must‌ ‌have‌ ‌access‌ ‌to‌ ‌that‌ ‌Mental‌‌                               
Ability,‌‌and‌‌(if‌‌granted‌‌consent)‌‌be‌‌touching‌‌the‌‌recipient‌‌character‌‌and‌‌Focusing,‌‌usually‌‌with‌‌                           
roleplay‌‌such‌‌as‌‌looking‌‌into‌‌the‌‌recipient’s‌‌eyes‌‌or‌‌by‌‌closing‌‌their‌‌own.‌‌The‌‌recipient‌‌may‌‌be‌‌                                 
Unconscious‌‌or‌‌otherwise‌‌unable‌‌to‌‌use‌‌Game‌‌Abilities.‌‌OOG‌‌consent‌‌is‌‌required‌‌even‌‌when‌‌the‌‌                             
recipient‌ ‌is‌ ‌IG‌ ‌Unconscious‌ ‌or‌ ‌unable‌ ‌to‌ ‌communicate.‌ ‌ 

Additionally,‌ ‌the‌ ‌initiator‌ ‌must‌ ‌have‌ ‌the‌ ‌potential‌ ‌capacity‌‌to‌‌make‌‌physical‌‌contact‌‌with‌‌the‌‌                           
recipient:‌ ‌Mental‌ ‌Abilities‌ ‌cannot‌ ‌be‌ ‌used‌ ‌through‌ ‌a‌ ‌‌Prison‌ ‌‌or‌ ‌similar‌ ‌barrier.‌‌ ‌  

When‌ ‌beginning‌ ‌the‌ ‌use‌ ‌of‌ ‌a‌ ‌mental‌ ‌ability‌ ‌IG,‌ ‌(after‌ ‌OOG‌ ‌consent‌ ‌to‌ ‌proceed‌ ‌has‌ ‌been‌‌                               
established)‌ ‌the‌ ‌initiating‌ ‌character‌ ‌should‌ ‌verbalize‌ ‌something‌ ‌like‌ ‌“I‌ ‌attempt‌ ‌to‌‌enter‌‌your‌‌                         
mind”,‌ ‌to‌ ‌which‌ ‌the‌ ‌recipient‌ ‌character‌ ‌usually‌ ‌replies‌ ‌with‌ ‌“Accepted”‌ ‌or‌ ‌“Refused”.‌‌ ‌  

The‌ ‌recipient‌ ‌player‌ ‌may‌ ‌decide‌ ‌at‌ ‌any‌ ‌time‌ ‌to‌ ‌revoke‌ ‌their‌ ‌consent‌ ‌to‌ ‌the‌ ‌roleplay‌ ‌Mental‌‌                               
Ability‌ ‌use.‌‌The‌‌roleplay‌‌scene‌‌involving‌‌Mental‌‌Abilities‌‌must‌‌be‌‌ended‌‌immediately‌‌upon‌‌the‌‌                           
recipient‌ ‌communicating‌ ‌a‌ ‌revocation‌ ‌of‌ ‌consent‌ ‌to‌ ‌the‌ ‌initiator.‌ ‌If‌ ‌there‌ ‌are‌ ‌any‌ ‌lasting‌‌                           
Effects‌‌on‌‌the‌‌recipient‌‌due‌‌to‌‌Mental‌‌Abilities‌‌after‌‌the‌‌scene‌‌is‌‌completed,‌‌the‌‌recipient‌‌may‌‌                               
decide‌ ‌unilaterally‌ ‌at‌ ‌any‌ ‌time‌ ‌that‌ ‌these‌ ‌Effects‌ ‌no‌ ‌longer‌ ‌affect‌ ‌their‌ ‌character.‌ ‌ 

The‌ ‌fundamental‌ ‌rule‌ ‌of‌ ‌Mental‌ ‌Abilities‌ ‌is‌ ‌this:‌ ‌no‌ ‌player‌ ‌is‌ ‌ever‌ ‌required‌ ‌to‌ ‌participate‌ ‌in‌‌                               
roleplay‌ ‌with‌ ‌Mental‌ ‌Abilities‌ ‌or‌ ‌to‌ ‌continue‌ ‌being‌ ‌affected‌ ‌by‌ ‌any‌ ‌result‌ ‌of‌ ‌Mental‌ ‌Abilities.‌‌                             
Any‌ ‌player‌ ‌may‌ ‌opt‌ ‌out‌ ‌at‌ ‌any‌ ‌time‌ ‌from‌ ‌being‌ ‌the‌ ‌recipient‌ ‌of‌ ‌the‌ ‌effects‌ ‌of‌ ‌the‌ ‌abilities‌‌                                   
below.‌ ‌ 
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Mental‌ ‌Power‌ ‌Level‌ ‌ 
Some‌ ‌abilities‌ ‌have‌ ‌effects‌ ‌that‌ ‌differ‌ ‌based‌ ‌on‌ ‌the‌ ‌initiator’s‌ ‌Mental‌ ‌Power‌ ‌Level.‌ ‌A‌‌                           
character’s‌‌Mental‌‌Power‌‌Level‌‌is‌‌equal‌‌to‌‌the‌‌amount‌‌of‌‌XP‌‌they‌‌have‌‌spent‌‌on‌‌Species‌‌Skills.‌‌                                 
When‌ ‌using‌ ‌an‌ ‌ability‌ ‌that‌ ‌depends‌ ‌on‌ ‌Mental‌ ‌Power‌ ‌Level,‌ ‌the‌ ‌initiator‌ ‌must‌ ‌inform‌ ‌the‌‌                             
recipient‌‌of‌‌what‌‌Mental‌‌Power‌‌Level‌‌they‌‌are‌‌using‌‌OOG.‌‌An‌‌initiator‌‌may‌‌always‌‌perform‌‌an‌‌                               
ability‌ ‌at‌ ‌a‌ ‌lower‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌than‌ ‌they‌ ‌are‌ ‌capable‌ ‌of.‌ ‌Example:‌ ‌A‌ ‌Stone‌ ‌Elf‌ ‌has‌‌                                 
purchased‌‌‌Resist‌‌Command‌‌3‌‌times‌‌and‌‌‌Break‌‌Command‌‌2‌‌times,‌‌thus‌‌the‌‌character’s‌‌Mental‌‌                           
Power‌ ‌Level‌ ‌is‌ ‌16‌ ‌(4‌ ‌XP‌ ‌*‌ ‌3‌ ‌‌Resist‌ ‌Commands‌‌ ‌+‌ ‌2‌ ‌XP‌ ‌*‌ ‌2‌ ‌‌Break‌ ‌Commands‌).‌ ‌ 

Mental‌‌Abilities‌‌are‌‌not‌‌Skills‌‌and‌‌are‌‌not‌‌purchased‌‌directly.‌‌Instead,‌‌the‌‌Level‌‌of‌‌a‌‌character‌‌                               
and‌ ‌their‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌determine‌‌the‌‌Mental‌‌Abilities‌‌they‌‌can‌‌access.‌‌For‌‌example,‌‌to‌‌                             
use‌ ‌Remove‌ ‌Emotions,‌ ‌a‌ ‌Stone‌ ‌Elf‌ ‌must‌ ‌have‌‌a‌‌Mental‌‌Power‌‌Level‌‌of‌‌6‌‌and‌‌have‌‌at‌‌least‌‌50‌‌                                     
total‌ ‌XP.‌ ‌ 

Mental‌‌Abilities‌‌are‌‌separated‌‌into‌‌three‌‌types:‌‌General,‌‌Emotional‌‌Manipulation,‌‌and‌‌Memory‌‌                       
Manipulation.‌‌All‌‌species‌‌with‌‌Mental‌‌Abilities‌‌have‌‌access‌‌to‌‌General‌‌Abilities,‌‌Stone‌‌Elves‌‌get‌‌                           
access‌ ‌to‌ ‌Emotional‌ ‌Manipulation,‌ ‌and‌ ‌Avana‌ ‌get‌ ‌access‌ ‌to‌ ‌Memory‌ ‌Manipulation.‌‌Cast‌‌may‌‌                         
have‌ ‌access‌ ‌to‌ ‌any‌ ‌set‌ ‌of‌ ‌Mental‌ ‌Abilities,‌ ‌determined‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Mental‌ ‌Abilities‌ ‌cannot‌ ‌be‌ ‌used‌ ‌to‌ ‌circumvent‌ ‌any‌ ‌non-Mental‌ ‌Ability‌ ‌roleplay‌ ‌effect.‌ ‌For‌‌                         
example,‌‌you‌‌may‌‌not‌‌restore‌‌the‌‌memory‌‌gap‌‌created‌‌by‌‌an‌‌‌Amnesia‌‌‌effect,‌‌nor‌‌may‌‌you‌‌use‌‌                                 
Mental‌ ‌Abilities‌ ‌to‌ ‌detect,‌ ‌countermand,‌ ‌or‌ ‌otherwise‌ ‌get‌ ‌around‌ ‌the‌ ‌‌Enslavement‌ ‌‌effect.‌‌                       
Mental‌‌Abilities‌‌can‌‌only‌‌be‌‌used‌‌on‌‌the‌‌recipient‌‌mind‌‌by‌‌the‌‌initiator’s‌‌mind,‌‌unless‌‌otherwise‌‌                               
noted‌ ‌in‌ ‌the‌ ‌ability‌ ‌description.‌ ‌ 

A‌ ‌scene‌ ‌involving‌ ‌Mental‌ ‌Abilities‌ ‌can‌ ‌last‌ ‌as‌ ‌long‌ ‌as‌ ‌the‌ ‌participants‌ ‌desire,‌ ‌from‌ ‌a‌ ‌few‌‌                               
seconds‌ ‌to‌ ‌communicate‌ ‌something‌ ‌in‌ ‌secret‌ ‌conversation‌ ‌through‌ ‌‌Mind‌ ‌Meld‌,‌ ‌to‌ ‌lengthy‌‌                       
periods‌ ‌of‌ ‌complicated‌ ‌applications‌ ‌of‌ ‌powerful‌ ‌Abilities. ‌ ‌ 

Individual‌ ‌Plot‌ ‌Teams‌ ‌will‌ ‌have‌ ‌different‌ ‌approaches‌ ‌to‌‌how‌‌Mental‌‌Abilities‌‌works‌‌with‌‌Cast.‌‌                           
The‌‌availability‌‌of‌‌Cast‌‌for‌‌mental‌‌roleplay‌‌will‌‌depend‌‌on‌‌many‌‌factors,‌‌including‌‌story‌‌or‌‌time‌‌                               
constraints,‌ ‌and‌ ‌Cast‌ ‌Member‌ ‌consent.‌ ‌Speak‌ ‌with‌ ‌your‌ ‌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.‌ ‌ 

Violating‌‌species‌‌roleplaying‌‌restrictions‌‌may‌‌cause‌‌a‌‌Plot‌‌Team‌‌to‌‌restrict‌‌a‌‌player’s‌‌access‌‌to‌‌                             
Mental‌ ‌Abilities.‌ ‌Failing‌ ‌to‌ ‌properly‌ ‌roleplay‌ ‌the‌ ‌negative‌ ‌consequences‌‌of‌‌Mental‌‌Abilities‌‌as‌‌                         
an‌ ‌initiator‌ ‌may‌ ‌lead‌ ‌to‌ ‌similar‌ ‌consequences. ‌ ‌ 

Finally,‌‌remember‌‌that‌‌the‌‌Mental‌‌Abilities‌‌system‌‌is‌‌here‌‌to‌‌help‌‌enhance‌‌stories‌‌and‌‌roleplay.‌‌                             
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Be‌ ‌creative‌ ‌with‌ ‌the‌ ‌system!‌ ‌A‌ ‌common‌ ‌style‌ ‌of‌ ‌Mental‌ ‌Abilities‌ ‌scene‌ ‌has‌ ‌the‌ ‌initiating‌                             
character’s‌ ‌avatar‌ ‌exploring‌ ‌the‌ ‌recipient‌ ‌character’s‌ ‌mindscape,‌ ‌with‌ ‌the‌ ‌two‌ ‌players‌‌                     
describing‌‌the‌‌actions‌‌and‌‌reactions‌‌of‌‌their‌‌respective‌‌character’s‌‌mental‌‌projections.‌‌You‌‌are‌‌                         
not‌‌bound‌‌by‌‌this;‌‌feel‌‌free‌‌to‌‌get‌‌creative‌‌and‌‌find‌‌whatever‌‌style‌‌of‌‌mental‌‌roleplay‌‌leads‌‌to‌‌                                   
the‌ ‌best‌ ‌stories‌ ‌for‌ ‌you.‌ ‌More‌ ‌ideas‌ ‌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 ‌ 
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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 ‌ 

Mind‌‌Reading‌‌allows‌‌a‌‌character‌‌to‌‌go‌‌into‌‌the‌‌mind‌‌of‌‌the‌‌recipient‌‌to‌‌observe‌‌the‌‌recipient’s‌‌                                 
memory‌ ‌of‌ ‌a‌ ‌specific‌ ‌event.‌ ‌This‌ ‌is‌ ‌a‌ ‌one-way‌ ‌exchange‌ ‌of‌ ‌a‌ ‌memory‌ ‌(story)‌ ‌in‌ ‌someone’s‌‌                               
head.‌ ‌It‌ ‌takes‌ ‌as‌ ‌long‌ ‌to‌ ‌read‌ ‌the‌ ‌memory‌ ‌as‌ ‌it‌ ‌takes‌ ‌to‌ ‌talk‌ ‌it‌ ‌out‌ ‌between‌ ‌the‌ ‌players‌‌                                     
involved.‌‌The‌‌recipient‌‌cannot‌‌lie‌‌about‌‌what‌‌is‌‌seen;‌‌however,‌‌the‌‌recipient‌‌might‌‌only‌‌provide‌‌                             
a‌‌part‌‌of‌‌the‌‌information,‌‌meaning‌‌that‌‌section‌‌of‌‌their‌‌mind‌‌is‌‌just‌‌too‌‌complicated‌‌or‌‌hard‌‌to‌‌                                   
penetrate.‌‌Avani‌‌in‌‌particular‌‌quickly‌‌learn‌‌not‌‌to‌‌trust‌‌this‌‌ability‌‌to‌‌provide‌‌an‌‌unbiased‌‌and‌‌                               
factual‌ ‌record‌ ‌of‌ ‌events.‌ ‌The‌ ‌length‌ ‌and‌ ‌depth‌ ‌of‌ ‌the‌ ‌roleplay‌ ‌response‌ ‌is‌ ‌up‌ ‌to‌ ‌the‌ ‌players‌                                 
involved.‌ ‌Note‌ ‌that‌ ‌the‌ ‌initiator‌ ‌cannot‌ ‌communicate‌ ‌directly‌ ‌to‌ ‌the‌ ‌recipient‌ ‌without‌‌                       
additional‌ ‌use‌ ‌of‌ ‌the‌ ‌Mind‌ ‌Meld‌ ‌ability‌ ‌(below).‌ ‌ 

An‌ ‌Avana‌ ‌viewing‌ ‌of‌ ‌an‌ ‌event‌ ‌focuses‌ ‌on‌ ‌the‌ ‌memory‌ ‌of‌‌what‌‌happened,‌‌as‌‌viewed‌‌through‌‌                               
the‌ ‌eyes‌ ‌of‌ ‌the‌ ‌recipient.‌ ‌The‌ ‌Avana‌ ‌does‌ ‌not‌ ‌receive‌ ‌the‌ ‌recipient’s‌ ‌emotional‌ ‌response‌ ‌but‌‌                             
will‌ ‌react‌ ‌as‌ ‌if‌ ‌they‌ ‌had‌ ‌seen‌ ‌it‌ ‌themselves,‌ ‌or‌ ‌even‌ ‌been‌ ‌there.‌ ‌For‌ ‌example,‌ ‌if‌ ‌you‌ ‌witness‌‌                                   
horrific‌ ‌scenes‌ ‌of‌ ‌death‌ ‌on‌ ‌a‌ ‌battlefield,‌ ‌your‌ ‌character‌ ‌should‌ ‌react‌ ‌as‌ ‌if‌ ‌they‌ ‌are‌ ‌on‌ ‌that‌‌                                 
battlefield.‌ ‌ 

Stone‌ ‌Elves‌ ‌focus‌‌on‌‌the‌‌emotions‌‌as‌‌opposed‌‌to‌‌memories‌‌of‌‌the‌‌event.‌‌The‌‌recipient‌‌should‌‌                               
only‌‌provide‌‌enough‌‌of‌‌the‌‌facts‌‌necessary‌‌to‌‌convey‌‌context‌‌for‌‌the‌‌emotions‌‌felt.‌‌The‌‌Stone‌‌                               
Elf‌ ‌experiences‌ ‌the‌ ‌full‌ ‌force‌ ‌of‌ ‌the‌ ‌emotions‌ ‌viewed,‌ ‌as‌ ‌the‌ ‌recipient‌ ‌experienced‌ ‌them.‌‌                           
Generally,‌ ‌the‌ ‌stoicism‌ ‌of‌ ‌the‌ ‌Stone‌ ‌Elf‌ ‌allows‌ ‌them‌ ‌to‌ ‌resist‌ ‌reacting‌ ‌to‌ ‌these‌ ‌emotions,‌ ‌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 ‌ 

Mind‌ ‌Meld‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌communicate‌ ‌thoughts‌ ‌directly‌ ‌to‌‌the‌‌recipient,‌‌allowing‌‌for‌‌                           
one-way‌‌communication‌‌without‌‌chance‌‌of‌‌being‌‌overheard.‌‌If‌‌the‌‌recipient‌‌character‌‌also‌‌has‌‌                         
access‌ ‌to‌ ‌Mind‌ ‌Meld,‌ ‌the‌ ‌two‌ ‌characters‌ ‌may‌ ‌engage‌ ‌in‌ ‌two-way‌ ‌communication.‌ ‌ 

Block‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌60‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌6‌ ‌ 

Block‌‌allows‌‌the‌‌construction‌‌of‌‌a‌‌barrier‌‌inside‌‌of‌‌a‌‌mind‌‌to‌‌prevent‌‌tampering‌‌with‌‌it.‌‌Anyone‌‌                                 
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attempting‌ ‌to‌ ‌perform‌ ‌another‌ ‌mental‌ ‌ability‌ ‌who‌ ‌cannot‌ ‌get‌ ‌past‌ ‌the‌ ‌Block‌ ‌will‌ ‌be‌‌                           
unsuccessful.‌ ‌ 

When‌‌creating‌‌a‌‌Block,‌‌the‌‌initiator‌‌must‌‌tell‌‌the‌‌recipient‌‌player‌‌what‌‌Mental‌‌Power‌‌Level‌‌they‌‌                               
are‌‌using‌‌to‌‌create‌‌the‌‌Block,‌‌which‌‌is‌‌at‌‌most‌‌their‌‌current‌‌maximum‌‌Mental‌‌Power‌‌Level.‌‌This‌‌                                 
information‌ ‌is‌ ‌OOG‌ ‌but‌ ‌will‌ ‌be‌ ‌needed‌ ‌if‌ ‌the‌ ‌recipient‌ ‌is‌ ‌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,‌‌the‌‌user‌‌of‌‌Remove‌‌                                   
Block‌‌must‌‌use‌‌this‌‌ability‌‌at‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌Block‌‌was‌‌originally‌‌placed‌‌                                 
at.‌ ‌ 

Remove‌‌Block‌‌may‌‌be‌‌used‌‌by‌‌a‌‌character‌‌on‌‌themselves,‌‌without‌‌requiring‌‌a‌‌mental‌‌roleplay‌‌                             
scene.‌ ‌ 

Detect‌ ‌Mental‌ ‌Trap‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌60‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌10‌ ‌ 

This‌‌ability‌‌allows‌‌an‌‌initiator‌‌to‌‌detect‌‌a‌‌Mental‌‌Trap‌‌in‌‌a‌‌recipient’s‌‌mind‌‌prior‌‌to‌‌setting‌‌it‌‌off.‌‌                                     
It‌ ‌does‌ ‌not‌ ‌allow‌ ‌the‌ ‌character‌ ‌to‌ ‌discover‌ ‌the‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌at‌ ‌which‌‌the‌‌Mental‌‌Trap‌‌                                 
was‌‌placed.‌‌Once‌‌detected,‌‌an‌‌initiator‌‌may‌‌choose‌‌to‌‌back‌‌away‌‌and‌‌not‌‌set‌‌the‌‌Mental‌‌Trap‌‌                                 
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 ‌ 

Mental‌ ‌Trap‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌attach‌ ‌a‌ ‌painful‌ ‌trap‌ ‌to‌ ‌a‌ ‌Block.‌ ‌If‌ ‌another‌ ‌initiator‌‌                               
encounters‌ ‌the‌ ‌trapped‌ ‌Block‌ ‌while‌ ‌not‌ ‌using‌‌Detect‌‌Mental‌‌Trap,‌‌attempts‌‌to‌‌Remove‌‌Block,‌‌                           
or‌ ‌attempts‌ ‌to‌ ‌Remove‌ ‌Mental‌ ‌Trap‌ ‌and‌ ‌fails,‌ ‌the‌ ‌Mental‌ ‌Trap‌ ‌goes‌ ‌off,‌ ‌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 ‌of‌ ‌hours‌ ‌equal‌ ‌to‌ ‌the‌ ‌difference‌ ‌between‌ ‌the‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌of‌ ‌the‌ ‌triggering‌‌                             
initiator‌ ‌and‌ ‌the‌ ‌Mental‌ ‌Trap,‌ ‌minimum‌ ‌1‌ ‌hour.‌ ‌A‌ ‌particularly‌ ‌large‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌gap‌‌                             
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may‌ ‌optionally‌‌cause‌‌the‌‌targets‌‌to‌‌become‌‌Unconscious‌‌for‌‌a‌‌short‌‌period‌‌in‌‌addition‌‌to‌‌the‌‌                               
usual‌ ‌effects.‌ ‌Once‌ ‌triggered,‌ ‌a‌ ‌Mental‌ ‌Trap‌ ‌automatically‌ ‌resets,‌ ‌ready‌ ‌for‌ ‌the‌ ‌next‌‌                         
unfortunate‌ ‌who‌ ‌encounters‌ ‌it.‌ ‌ 

The‌‌Mental‌‌Power‌‌Level‌‌of‌‌Mental‌‌Trap‌‌always‌‌matches‌‌the‌‌Mental‌‌Power‌‌level‌‌of‌‌the‌‌Block‌‌to‌‌                                 
which‌ ‌it‌ ‌is‌ ‌attached.‌ ‌If‌ ‌an‌‌initiator‌‌is‌‌attempting‌‌to‌‌trap‌‌another‌‌character’s‌‌Block,‌‌they‌‌must‌‌                               
have‌ ‌a‌ ‌Mental‌ ‌Power‌ ‌Level‌ ‌at‌ ‌least‌ ‌as‌ ‌high‌ ‌as‌ ‌the‌ ‌Block‌ ‌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 ‌ 

Remove‌‌Mental‌‌Trap‌‌allows‌‌an‌‌initiator‌‌to‌‌attempt‌‌to‌‌disarm‌‌a‌‌Mental‌‌Trap‌‌they‌‌have‌‌detected.‌‌                               
If‌‌Remove‌‌Mental‌‌Trap‌‌is‌‌used‌‌at‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌target‌‌Mental‌‌Trap‌‌was‌‌                                   
set‌‌at,‌‌both‌‌the‌‌Mental‌‌Trap‌‌and‌‌the‌‌Block‌‌to‌‌which‌‌it‌‌is‌‌attached‌‌are‌‌destroyed.‌‌If‌‌the‌‌Mental‌‌                                     
Trap‌‌was‌‌set‌‌with‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌Remove‌‌Mental‌‌Trap‌‌ability‌‌is‌‌used‌‌at,‌‌                                   
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 ‌ 

Calm‌ ‌allows‌ ‌the‌‌initiator‌‌to‌‌remove‌‌acute‌‌emotional‌‌distress,‌‌calming‌‌the‌‌recipient‌‌down.‌‌This‌‌                           
is‌‌a‌‌temporary‌‌fix‌‌and‌‌will‌‌not‌‌remove‌‌the‌‌underlying‌‌causes‌‌of‌‌the‌‌current‌‌distress.‌‌This‌‌ability‌‌                                 
can‌‌only‌‌be‌‌used‌‌on‌‌a‌‌willing‌‌character;‌‌if‌‌the‌‌recipient’s‌‌mind‌‌is‌‌fighting‌‌against‌‌the‌‌initiator,‌‌                                 
Calm‌ ‌is‌ ‌not‌ ‌powerful‌ ‌enough‌ ‌to‌ ‌overcome‌ ‌that‌ ‌resistance. ‌ ‌ 

Remove‌ ‌Emotions‌ ‌/‌ ‌Restore‌ ‌Emotions‌‌ ‌  
Minimum‌ ‌XP‌ ‌Required:‌ ‌50‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌6‌ ‌ 

Remove‌ ‌Emotions‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌remove‌ ‌a‌ ‌single‌ ‌emotion‌ ‌from‌ ‌the‌ ‌mind‌ ‌of‌ ‌the‌‌                             
recipient.‌ ‌This‌ ‌may‌ ‌be‌ ‌done‌ ‌to‌ ‌fix‌ ‌the‌ ‌trauma‌ ‌resulting‌ ‌from‌ ‌a‌ ‌specific‌ ‌event,‌ ‌or‌ ‌to‌ ‌simply‌‌                                 
render‌ ‌the‌ ‌target‌ ‌incapable‌ ‌of‌ ‌feeling‌ ‌a‌ ‌singular‌ ‌emotion.‌ ‌This‌ ‌ability‌ ‌leaves‌ ‌visible‌ ‌scars‌ ‌to‌‌                             
anyone‌ ‌else‌ ‌entering‌ ‌the‌ ‌recipient’s‌ ‌mind.‌ ‌Characters‌ ‌without‌ ‌access‌ ‌to‌ ‌this‌ ‌ability‌ ‌may‌ ‌not‌‌                           
recognize‌ ‌exactly‌ ‌what‌ ‌was‌ ‌done,‌ ‌but‌ ‌they‌‌will‌‌be‌‌able‌‌to‌‌tell‌‌that‌‌something‌‌substantial‌‌was‌‌                               
altered.‌ ‌ 
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Restore‌ ‌Emotions‌ ‌allows‌ ‌the‌ ‌healing‌ ‌of‌ ‌the‌ ‌scars‌ ‌left‌ ‌by‌ ‌Remove‌ ‌Emotions,‌ ‌returning‌ ‌the‌‌                           
removed‌ ‌emotion‌ ‌to‌ ‌the‌ ‌recipient‌ ‌completely.‌ ‌ 

Using‌ ‌either‌ ‌Remove‌ ‌Emotions‌ ‌or‌ ‌Restore‌‌Emotions‌‌will‌‌cause‌‌both‌‌the‌‌initiator‌‌and‌‌recipient‌‌                           
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.‌‌                           
These‌‌emotions‌‌can‌‌be‌‌as‌‌specific‌‌or‌‌general‌‌as‌‌desired.‌‌For‌‌example,‌‌the‌‌initiator‌‌could‌‌plant‌‌                               
a‌ ‌false‌ ‌fear‌ ‌of‌ ‌spiders‌ ‌or‌ ‌a‌ ‌false‌ ‌sense‌ ‌of‌ ‌allegiance‌ ‌to‌ ‌a‌ ‌person,‌ ‌ideal,‌ ‌or‌ ‌nation.‌ ‌While‌ ‌this‌‌                                     
ability‌ ‌is‌ ‌very‌ ‌often‌ ‌performed‌ ‌against‌ ‌the‌ ‌will‌ ‌of‌ ‌the‌ ‌recipient‌ ‌character,‌‌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. ‌ ‌ 

The‌ ‌use‌ ‌of‌ ‌either‌ ‌Plant‌ ‌False‌ ‌Emotions‌ ‌or‌ ‌Repair‌ ‌Emotions‌ ‌causes‌ ‌immense‌ ‌pain‌ ‌to‌ ‌both‌ ‌the‌‌                               
initiator‌‌and‌‌recipient,‌‌reducing‌‌both‌‌characters’‌‌current‌‌Body‌‌Points‌‌by‌‌half.‌‌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 ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌severely‌ ‌reduce‌ ‌or‌ ‌remove‌ ‌all‌ ‌emotional‌ ‌drives‌ ‌from‌‌                           
the‌ ‌recipient.‌ ‌A‌ ‌character‌ ‌with‌ ‌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.‌ ‌ 

Using‌‌either‌‌Destroy‌‌Emotions‌‌or‌‌Return‌‌Emotions‌‌should‌‌take‌‌at‌‌least‌‌half‌‌an‌‌hour‌‌to‌‌roleplay‌‌                               
and‌ ‌will‌ ‌leave‌ ‌both‌ ‌parties‌ ‌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 ‌ 

Destroy‌‌Moral‌‌Code‌‌allows‌‌the‌‌initiator‌‌to‌‌completely‌‌eradicate‌‌all‌‌moral‌‌and‌‌ethical‌‌concepts‌‌                           
from‌ ‌the‌ ‌recipient’s‌ ‌mind.‌ ‌This‌ ‌prevents‌ ‌any‌ ‌feelings‌ ‌of‌ ‌guilt‌ ‌or‌ ‌remorse‌ ‌from‌ ‌arising‌ ‌in‌ ‌the‌‌                               
recipient’s‌ ‌mind.‌ ‌The‌ ‌recipient‌ ‌will‌ ‌now‌‌act‌‌in‌‌a‌‌purely‌‌sociopathic‌‌way,‌‌only‌‌considering‌‌their‌‌                             
own‌ ‌wants‌ ‌and‌ ‌needs.‌ ‌ 
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Return‌ ‌Moral‌ ‌Code‌ ‌can‌ ‌be‌ ‌used‌ ‌to‌ ‌reverse‌ ‌the‌ ‌effects‌‌of‌‌a‌‌Destroy‌‌Moral‌‌Code.‌‌Return‌‌Moral‌‌                                 
Code‌‌cannot‌‌be‌‌used‌‌to‌‌alter‌‌a‌‌recipient’s‌‌original‌‌sense‌‌of‌‌morality,‌‌only‌‌to‌‌restore‌‌what‌‌was‌‌                                 
taken.‌ ‌ 

Use‌‌of‌‌either‌‌ability‌‌takes‌‌at‌‌least‌‌a‌‌half‌‌hour,‌‌and‌‌will‌‌leave‌‌both‌‌parties‌‌emotionally‌‌drained.‌‌                                 
It‌ ‌also‌ ‌leaves‌ ‌both‌ ‌characters‌ ‌with‌ ‌severe‌ ‌migraines‌ ‌for‌ ‌at‌ ‌least‌ ‌an‌ ‌hour.‌ ‌ 

Restore‌ ‌Balance‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌200‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌30‌ ‌ 

Restore‌‌Balance‌‌allows‌‌the‌‌initiator‌‌to‌‌fundamentally‌‌repair‌‌the‌‌emotions‌‌of‌‌the‌‌recipient.‌‌The‌‌                           
reach‌‌of‌‌this‌‌ability‌‌is‌‌vast;‌‌however,‌‌emotional‌‌afflictions‌‌are‌‌often‌‌rooted‌‌in‌‌physical‌‌ailments‌‌                             
or‌ ‌current‌ ‌situations,‌ ‌both‌ ‌of‌ ‌which‌ ‌are‌ ‌beyond‌ ‌the‌ ‌reach‌ ‌of‌ ‌this‌ ‌ability.‌ ‌Since‌ ‌emotional‌‌                             
imbalance‌‌can‌‌take‌‌a‌‌great‌‌many‌‌forms,‌‌it‌‌is‌‌up‌‌to‌‌the‌‌initiator‌‌and‌‌the‌‌recipient‌‌to‌‌roleplay‌‌it‌‌                                     
accordingly‌ ‌based‌ ‌on‌‌the‌‌type‌‌and‌‌complexity‌‌involved.‌‌Restore‌‌Balance‌‌should‌‌always‌‌be‌‌an‌‌                           
active‌‌collaboration‌‌between‌‌the‌‌two‌‌players,‌‌even‌‌if‌‌the‌‌initiating‌‌character‌‌is‌‌using‌‌it‌‌against‌‌                             
the‌ ‌recipient‌ ‌character’s‌ ‌will.‌ ‌ 

Memory‌ ‌Manipulation‌ ‌Abilities‌ ‌ 

Cause‌ ‌Pain‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌120‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

This‌ ‌ability‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌cause‌ ‌a‌ ‌sensation‌ ‌of‌ ‌pain,‌ ‌without‌ ‌inflicting‌ ‌any‌ ‌physical‌‌                             
damage.‌‌The‌‌recipient‌‌will‌‌react‌‌as‌‌though‌‌they‌‌are‌‌in‌‌tremendous‌‌agony,‌‌but‌‌they‌‌will‌‌not‌‌lose‌‌                                 
any‌ ‌Body‌ ‌Points‌ ‌and‌ ‌cannot‌ ‌break‌ ‌the‌ ‌connection.‌ ‌All‌ ‌Avani‌ ‌and‌ ‌Stone‌ ‌Elves‌ ‌are‌‌Immune‌‌to‌‌                               
this‌ ‌ability.‌ ‌ 

Alteration‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌140‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌12‌ ‌ 

Alteration‌ ‌allows‌ ‌the‌ ‌initiator‌ ‌to‌ ‌make‌ ‌small‌ ‌changes‌ ‌to‌ ‌a‌ ‌memory,‌ ‌such‌ ‌as‌ ‌changing‌ ‌the‌‌                             
details‌ ‌of‌ ‌a‌ ‌conversation,‌ ‌or‌ ‌altering‌ ‌the‌ ‌identity‌ ‌of‌ ‌one‌ ‌of‌ ‌the‌ ‌parties‌ ‌involved.‌ ‌However,‌ ‌it‌‌                               
does‌‌not‌‌allow‌‌the‌‌initiator‌‌to‌‌change‌‌the‌‌underlying‌‌memory‌‌into‌‌something‌‌else‌‌entirely.‌‌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                             
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doctored‌‌memories‌‌created‌‌by‌‌Alterations‌‌or‌‌Twists‌‌to‌‌their‌‌original‌‌state.‌‌The‌‌initiator‌‌must‌‌be‌‌                             
of‌‌a‌‌higher‌‌Mental‌‌Power‌‌Level‌‌than‌‌the‌‌one‌‌who‌‌inflicted‌‌the‌‌original‌‌Alteration,‌‌Twist,‌‌etc.‌‌The‌‌                                 
process‌ ‌is‌ ‌not‌ ‌seamless,‌ ‌and‌ ‌leaves‌ ‌behind‌ ‌a‌ ‌scar‌‌that‌‌is‌‌apparent‌‌to‌‌any‌‌Avana‌‌or‌‌Stone‌‌Elf‌‌                                   
who‌ ‌examines‌ ‌that‌ ‌memory,‌ ‌and‌ ‌may‌ ‌also‌ ‌be‌ ‌apparent‌ ‌to‌ ‌the‌ ‌recipient.‌ ‌After‌ ‌the‌ ‌repair‌ ‌is‌‌                               
complete,‌ ‌both‌ ‌the‌ ‌initiating‌ ‌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,‌‌                           
without‌‌leaving‌‌any‌‌scars‌‌or‌‌lingering‌‌ill‌‌effects.‌‌However,‌‌it‌‌is‌‌a‌‌much‌‌more‌‌strenuous‌‌process‌‌                               
than‌ ‌a‌ ‌simple‌ ‌Repair,‌ ‌taking‌ ‌at‌ ‌least‌ ‌five‌ ‌minutes‌ ‌and‌ ‌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,‌ ‌which‌‌cannot‌‌be‌‌cured‌‌by‌‌normal‌‌means.‌‌If‌‌                                 
restoring‌‌an‌‌effect‌‌caused‌‌by‌‌a‌‌Memory‌‌Manipulation‌‌ability,‌‌the‌‌initiator‌‌must‌‌be‌‌of‌‌a‌‌higher‌‌                               
Mental‌ ‌Power‌ ‌Level‌ ‌than‌ ‌the‌ ‌one‌ ‌who‌ ‌created‌ ‌the‌ ‌effect.‌ ‌ 

Repair‌ ‌Blast ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌150‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌18‌ ‌ 

Repair‌‌Blast‌‌allows‌‌the‌‌Avana‌‌initiator‌‌to‌‌make‌‌repairs‌‌against‌‌the‌‌recipient’s‌‌will. ‌‌(This‌‌means‌‌                             
the‌‌character’s‌‌will,‌‌not‌‌the‌‌player’s.‌‌Remember‌‌that‌‌a‌‌player‌‌may‌‌always‌‌refuse‌‌to‌‌engage‌‌in‌‌                               
mental‌‌roleplay.)‌‌The‌‌fixing‌‌of‌‌memory‌‌problems‌‌is‌‌generally‌‌done‌‌with‌‌the‌‌cooperation‌‌of‌‌the‌‌                             
recipient‌ ‌because‌ ‌without‌ ‌cooperation,‌ ‌it‌ ‌is‌ ‌impossible‌ ‌to‌ ‌make‌ ‌a‌ ‌smooth‌ ‌Restoration‌ ‌of‌ ‌the‌                           
memory.‌‌Not‌‌only‌‌will‌‌there‌‌be‌‌a‌‌visible‌‌scar,‌‌but‌‌the‌‌process‌‌will‌‌be‌‌extremely‌‌painful‌‌to‌‌both‌‌                                   
parties,‌ ‌both‌ ‌of‌ ‌whom‌ ‌take‌ ‌half‌ ‌of‌ ‌their‌ ‌current‌ ‌Body‌ ‌Points‌ ‌in‌ ‌damage.‌ ‌In‌ ‌addition,‌ ‌the‌‌                               
initiator‌ ‌who‌ ‌performed‌ ‌the‌ ‌forced‌ ‌repair‌ ‌will‌ ‌be‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌non-Necromantic,‌‌                           
incurable‌ ‌Drain‌ ‌for‌ ‌the‌ ‌next‌ ‌ten‌ ‌minutes.‌ ‌As‌ ‌with‌ ‌other‌ ‌restorative‌ ‌abilities,‌ ‌a‌ ‌higher‌ ‌Mental‌‌                             
Power‌ ‌Level‌ ‌than‌ ‌the‌ ‌one‌ ‌who‌ ‌made‌ ‌the‌ ‌original‌ ‌alteration‌ ‌is‌ ‌required.‌ ‌ 

Twist ‌ ‌ 
Minimum‌ ‌XP‌ ‌Required:‌ ‌160‌ ‌  Species‌ ‌XP‌ ‌Required:‌ ‌20‌ ‌ 

Twist‌‌is‌‌a‌‌more‌‌advanced‌‌form‌‌of‌‌Alteration,‌‌allowing‌‌the‌‌complete‌‌replacement‌‌of‌‌a‌‌memory‌‌                             
with‌ ‌an‌ ‌entirely‌ ‌new‌ ‌one.‌ ‌It‌ ‌can‌ ‌affect‌ ‌up‌ ‌to‌ ‌30‌ ‌minutes‌ ‌of‌ ‌memory‌ ‌and‌ ‌must‌ ‌be‌ ‌performed‌‌                                   
within‌ ‌24‌ ‌hours‌ ‌of‌ ‌the‌ ‌original‌ ‌incident,‌ ‌or‌ ‌it‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

‌ ‌   
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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 ‌ 

Freeze‌ ‌allows‌ ‌for‌ ‌the‌ ‌removal‌ ‌and‌ ‌complete‌ ‌replacement‌ ‌of‌ ‌up‌ ‌to‌ ‌a‌ ‌full‌ ‌year‌ ‌of‌ ‌memories,‌‌                               
including‌ ‌any‌ ‌that‌ ‌may‌ ‌have‌ ‌been‌ ‌altered‌ ‌by‌ ‌other‌ ‌memory‌ ‌manipulation‌ ‌abilities.‌ ‌This‌‌                         
requires‌ ‌the‌ ‌use‌ ‌of‌ ‌an‌ ‌Avanian‌ ‌lodestone,‌ ‌and‌ ‌takes‌ ‌at‌ ‌least‌ ‌half‌ ‌an‌ ‌hour‌ ‌to‌ ‌roleplay.‌ ‌After‌‌                                 
completing‌ ‌the‌ ‌Freeze,‌ ‌both‌ ‌parties‌‌will‌‌be‌‌emotionally‌‌drained,‌‌will‌‌have‌‌a‌‌terrible‌‌headache‌‌                           
for‌ ‌at‌ ‌least‌ ‌an‌ ‌hour,‌ ‌and‌ ‌be‌ ‌under‌ ‌the‌‌effects‌‌of‌‌an‌‌incurable,‌‌non-Necromantic‌‌Drain‌‌for‌‌ten‌‌                                 
minutes.‌ ‌Due‌ ‌to‌ ‌the‌ ‌scope‌ ‌of‌ ‌this‌ ‌effect,‌ ‌a‌ ‌description‌ ‌of‌ ‌the‌ ‌change‌ ‌must‌ ‌be‌ ‌submitted‌ ‌in‌‌                                 
writing‌ ‌to‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌and,‌ ‌if‌ ‌possible,‌ ‌the‌ ‌recipient‌ ‌of‌ ‌the‌ ‌ability.‌ ‌If‌ ‌this‌ ‌is‌ ‌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 ‌process‌‌of‌‌forgetting,‌‌Wipe‌‌is‌‌extremely‌‌messy‌‌and‌‌painful,‌‌even‌‌violent.‌‌It‌‌                             
must‌ ‌be‌ ‌completed‌ ‌in‌ ‌real‌ ‌time:‌ ‌Wiping‌ ‌five‌ ‌minutes‌ ‌of‌ ‌memory‌ ‌requires‌ ‌five‌ ‌minutes‌ ‌of‌‌                             
roleplay,‌‌and‌‌both‌‌parties‌‌will‌‌suffer‌‌severe‌‌headaches‌‌for‌‌that‌‌same‌‌amount‌‌of‌‌time‌‌after‌‌the‌‌                               
Wipe‌ ‌is‌ ‌completed.‌ ‌Thus,‌ ‌under‌ ‌normal‌ ‌circumstances,‌ ‌it‌ ‌is‌ ‌impossible,‌ ‌or‌ ‌at‌ ‌least‌ ‌extremely‌‌                           
impractical,‌ ‌to‌ ‌remove‌ ‌a‌ ‌lifetime‌ ‌of‌ ‌memories.‌ ‌Regardless‌ ‌of‌ ‌the‌ ‌memories‌ ‌removed,‌ ‌this‌‌                         
ability‌ ‌does‌ ‌not‌ ‌remove‌ ‌any‌ ‌Game‌ ‌Abilities‌ ‌or‌ ‌learned‌ ‌Skills‌ ‌from‌ ‌the‌ ‌recipient.‌ 

‌ ‌   
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Chapter‌ ‌IX:‌ ‌Weapons‌ ‌and‌ ‌Armor‌ ‌ 
Weapon‌ ‌and‌ ‌Armor‌ ‌Tags‌ ‌ 
Every‌‌Weapon‌‌must‌‌have‌‌a‌‌Tag‌‌that‌‌shows‌‌that‌‌the‌‌Weapon‌‌is‌‌IG.‌‌The‌‌same‌‌is‌‌true‌‌for‌‌Armor.‌‌                                     
When‌ ‌you‌ ‌purchase‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌Armor‌ ‌piece‌ ‌from‌ ‌a‌ ‌blacksmith‌‌or‌‌from‌‌Logistics‌‌with‌‌your‌‌                               
Production‌ ‌Points,‌ ‌you‌ ‌will‌ ‌be‌ ‌buying‌ ‌this‌ ‌Tag‌ ‌to‌ ‌place‌ ‌on‌ ‌your‌ ‌own‌‌Weapon‌‌or‌‌Armor.‌‌Some‌‌                                 
magically‌ ‌enchanted‌ ‌Weapons‌ ‌may‌ ‌have‌ ‌only‌ ‌a‌ ‌physrep‌ ‌number;‌ ‌these‌ ‌must‌ ‌be‌ ‌identified‌‌                         
before‌ ‌use.‌ ‌ 

Some‌ ‌items‌ ‌can‌ ‌be‌ ‌Strengthened‌ ‌to‌ ‌withstand‌ ‌‌Shatter‌ ‌‌effects.‌ ‌This‌ ‌will‌ ‌be‌ ‌marked‌ ‌on‌ ‌the‌‌                             
Weapon‌ ‌or‌ ‌Armor‌ ‌Tag‌ ‌attached‌ ‌to‌ ‌the‌ ‌Weapon‌ ‌or‌ ‌Armor.‌ ‌ 

Armor‌ ‌ 
The‌‌costume‌‌and‌‌armor‌‌you‌‌wear‌‌determines‌‌the‌‌maximum‌‌amount‌‌of‌‌Armor‌‌Points‌‌that‌‌you‌‌                             
can‌ ‌use.‌ ‌This‌‌is‌‌known‌‌as‌‌your‌‌Armor‌‌Rating‌‌and‌‌is‌‌assigned‌‌by‌‌a‌‌Marshal.‌‌To‌‌determine‌‌your‌‌                                   
Armor‌ ‌Rating,‌ ‌the‌ ‌Marshal‌ ‌must‌ ‌look‌ ‌at‌ ‌the‌ ‌eight‌ ‌Armor‌ ‌Locations‌ ‌stated‌ ‌below‌ ‌and‌ ‌assign‌‌                             
each‌ ‌one‌ ‌a‌ ‌value‌ ‌of‌ ‌0‌ ‌to‌ ‌4.‌ ‌The‌ ‌sum‌ ‌of‌ ‌all‌ ‌these‌ ‌values‌ ‌(doubled‌ ‌where‌ ‌applicable)‌ ‌and‌ ‌any‌‌                                     
bonus‌ ‌points‌ ‌you‌ ‌are‌ ‌awarded‌ ‌becomes‌ ‌your‌ ‌Armor‌ ‌Rating,‌ ‌though‌ ‌your‌ ‌character‌ ‌may‌ ‌be‌‌                           
limited‌ ‌on‌ ‌how‌ ‌much‌ ‌of‌ ‌this‌ ‌armor‌ ‌they‌ ‌can‌ ‌effectively‌ ‌use‌‌(see‌‌the‌‌Classes‌‌section‌‌for‌‌more‌‌                                 
details).‌ ‌ 

This‌ ‌Armor‌ ‌Rating‌ ‌can‌ ‌change‌‌during‌‌an‌‌event‌‌as‌‌you‌‌change‌‌costuming.‌‌The‌‌Armor‌‌Tag‌‌you‌‌                               
are‌‌using‌‌may‌‌never‌‌exceed‌‌your‌‌Armor‌‌Rating;‌‌if‌‌it‌‌does‌‌(for‌‌example,‌‌you‌‌take‌‌off‌‌your‌‌metal‌‌                                   
breastplate‌ ‌for‌ ‌some‌ ‌time)‌‌you‌‌cannot‌‌use‌‌your‌‌Armor‌‌Tag‌‌until‌‌you‌‌bring‌‌your‌‌Armor‌‌Rating‌                               
up‌ ‌high‌ ‌enough‌ ‌again.‌ ‌ 

Armor‌ ‌Locations‌ ‌ 
Each‌ ‌of‌ ‌the‌ ‌following‌ ‌Armor‌ ‌Locations‌ ‌receives‌ ‌a‌ ‌value‌ ‌of‌ ‌one‌ ‌Armor‌ ‌Point‌ ‌multiplied‌‌by‌‌the‌‌                               
material‌ ‌value‌ ‌and‌ ‌coverage.‌ ‌No‌ ‌location‌ ‌can‌ ‌be‌ ‌assigned‌ ‌a‌ ‌value‌ ‌lower‌ ‌than‌ ‌zero.‌ ‌ 

Hands/Forearms:‌ ‌‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌tip‌ ‌of‌ ‌the‌ ‌fingers‌ ‌to‌ ‌elbow.‌‌                         
Covering‌‌only‌‌one‌‌hand/forearm‌‌lowers‌‌the‌‌number‌‌of‌‌points‌‌awarded‌‌by‌‌one,‌‌as‌‌                         
described‌ ‌below.‌ ‌ 

Upper‌ ‌Arms/Shoulders:‌ ‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌‌elbow‌‌to‌‌neck.‌‌Covering‌‌                       
only‌ ‌one‌ ‌upper‌ ‌arm/shoulder‌ ‌lowers‌ ‌the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌‌                         
described‌ ‌below.‌ ‌ 
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Feet/Lower‌ ‌Legs:‌‌‌This‌‌includes‌‌the‌‌area‌‌from‌‌the‌‌toes‌‌to‌‌the‌‌knee.‌‌Covering‌‌only‌‌                           
one‌ ‌foot/lower‌ ‌leg‌ ‌lowers‌ ‌the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌‌                         
below.‌ ‌ 

Upper‌ ‌Legs/Groin:‌ ‌This‌ ‌includes‌ ‌the‌ ‌area‌ ‌from‌ ‌the‌ ‌knee‌ ‌to‌ ‌the‌ ‌waist.‌ ‌Covering‌‌                         
only‌ ‌one‌ ‌upper‌ ‌leg‌ ‌lowers‌ ‌the‌ ‌number‌ ‌of‌ ‌points‌ ‌awarded‌ ‌by‌ ‌one,‌ ‌as‌ ‌described‌‌                           
below.‌ ‌ 

Each‌ ‌of‌ ‌the‌ ‌following‌ ‌Armor‌ ‌Locations‌‌receives‌‌a‌‌value‌‌of‌‌two‌‌Armor‌‌Points‌‌multiplied‌‌by‌‌the‌‌                               
material‌ ‌value‌ ‌and‌ ‌coverage.‌ ‌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 ‌ 
The‌‌following‌‌defines‌‌what‌‌is‌‌assigned‌‌to‌‌each‌‌Armor‌‌Location.‌‌For‌‌all‌‌types,‌‌if‌‌at‌‌least‌‌half‌‌the‌‌                                   
designated‌ ‌location‌ ‌is‌ ‌not‌ ‌covered,‌ ‌the‌ ‌Marshal‌ ‌will‌ ‌deduct‌ ‌at‌ ‌least‌ ‌half‌ ‌the‌ ‌points‌ ‌for‌ ‌that‌‌                               
location‌ ‌and‌ ‌may‌ ‌penalize‌ ‌the‌ ‌location‌ ‌down‌ ‌to‌ ‌counting‌ ‌as‌ ‌no‌ ‌coverage.‌ ‌ 

Different‌ ‌types‌ ‌of‌ ‌armor‌ ‌may‌ ‌be‌ ‌layered‌ ‌to‌ ‌gain‌ ‌additional‌ ‌points,‌ ‌but‌ ‌in‌ ‌no‌ ‌case‌ ‌may‌ ‌any‌‌                                 
location‌ ‌go‌ ‌over‌ ‌the‌ ‌maximum‌ ‌of‌ ‌4‌ ‌points.‌ ‌Additionally,‌ ‌two‌ ‌types‌ ‌of‌ ‌armor‌ ‌with‌ ‌the‌ ‌same‌‌                               
point‌‌values‌‌do‌‌not‌‌stack.‌‌Bonus‌‌points‌‌are‌‌only‌‌given‌‌for‌‌a‌‌location‌‌if‌‌all‌‌materials‌‌used‌‌meet‌‌                                   
the‌ ‌requirements‌ ‌for‌ ‌a‌ ‌bonus.‌ ‌For‌ ‌example,‌ ‌a‌ ‌character‌ ‌could‌ ‌layer‌ ‌thick‌ ‌leather‌ ‌armor‌ ‌(2‌‌                             
points)‌‌with‌‌an‌‌additional‌‌layer‌‌of‌‌quilted‌‌cloth‌‌(1‌‌point)‌‌for‌‌a‌‌total‌‌of‌‌3‌‌points‌‌in‌‌a‌‌location,‌‌but‌‌                                       
any‌ ‌Bonus‌ ‌Points‌ ‌(see‌ ‌below)‌ ‌would‌ ‌not‌ ‌stack.‌ ‌ 

Armor‌‌values‌‌are‌‌based‌‌on‌‌‌appearance‌‌‌of‌‌armor‌‌type.‌‌For‌‌example,‌‌chainmail‌‌made‌‌of‌‌plastic‌‌                             
rings‌ ‌which‌ ‌has‌ ‌the‌ ‌appearance‌ ‌of‌ ‌real‌ ‌metal‌ ‌chain‌ ‌will‌ ‌count‌ ‌for‌ ‌3‌ ‌points‌ ‌of‌ ‌value‌ ‌on‌ ‌a‌‌                                   
location,‌ ‌though‌ ‌it‌ ‌will‌‌not‌‌get‌‌the‌‌bonus‌‌for‌‌authentic‌‌materials.‌‌Please‌‌keep‌‌in‌‌mind‌‌that‌‌we‌‌                                 
expect‌ ‌all‌ ‌participants‌ ‌to‌ ‌put‌ ‌effort‌ ‌into‌ ‌maintaining‌ ‌the‌ ‌appearance‌ ‌of‌ ‌their‌ ‌armor;‌ ‌to‌ ‌be‌‌                             
awarded‌‌value‌‌based‌‌on‌‌appearance‌‌of‌‌a‌‌specific‌‌armor‌‌type,‌‌the‌‌armor‌‌physrep‌‌should‌‌give‌‌a‌‌                               
quality,‌ ‌consistent‌ ‌appearance‌ ‌of‌ ‌that‌ ‌type.‌ ‌ 

0‌‌points:‌‌Costume.‌‌Costume‌‌is‌‌any‌‌sort‌‌of‌‌period‌‌costume‌‌made‌‌from‌‌cloth‌‌or‌‌any‌‌                             
other‌ ‌material‌ ‌that‌ ‌does‌ ‌not‌ ‌at‌ ‌all‌ ‌resemble‌ ‌armor.‌ ‌ 

1‌‌point:‌‌Light‌‌Non-Metallic‌‌Armor.‌‌This‌‌level‌‌is‌‌awarded‌‌for‌‌simple‌‌materials‌‌which‌‌                         
give‌ ‌a‌ ‌modicum‌ ‌of‌ ‌protection,‌ ‌such‌ ‌as‌ ‌leather,‌ ‌leather‌ ‌scale,‌ ‌padded‌ ‌cloth,‌‌                       
Naugahyde,‌ ‌suede,‌ ‌doeskin,‌ ‌heavy‌ ‌canvas,‌ ‌and‌ ‌rope.‌ ‌ 
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2‌ ‌points:‌ ‌‌Heavy‌ ‌Non-Metallic‌ ‌Armor.‌ ‌This‌ ‌level‌ ‌is‌ ‌awarded‌ ‌for‌ ‌simpler‌ ‌materials‌‌                       
which‌ ‌have‌ ‌been‌ ‌specifically‌ ‌thickened‌ ‌or‌ ‌upgraded‌ ‌to‌ ‌provide‌ ‌real‌ ‌protection,‌‌                     
such‌‌as‌‌studded‌‌leather‌‌or‌‌the‌‌equivalent‌‌of‌‌10‌‌oz‌‌or‌‌heavier‌‌thick‌‌leather.‌‌It‌‌can‌‌                               
also‌‌be‌‌given‌‌for‌‌harder‌‌materials‌‌such‌‌as‌‌wood‌‌and‌‌bone‌‌depending‌‌on‌‌how‌‌the‌‌                             
armor‌‌is‌‌made.‌‌To‌‌meet‌‌this‌‌level‌‌of‌‌award,‌‌studded‌‌leather‌‌(or‌‌a‌‌similar‌‌material)‌‌                             
must‌ ‌have‌ ‌a‌ ‌minimum‌‌of‌‌¼”‌‌wide‌‌metal‌‌studs‌‌1"‌‌apart‌‌or‌‌less‌‌(or‌‌the‌‌equivalent‌‌                               
level‌ ‌of‌ ‌upgraded‌ ‌protection).‌ ‌ 

3‌ ‌points:‌ ‌Chain/Scale/Brigandine.‌ ‌The‌ ‌material‌ ‌must‌ ‌appear‌ ‌to‌ ‌be‌ ‌one‌ ‌of‌ ‌the‌‌                       
following:‌‌chain‌‌mail‌‌tight‌‌enough‌‌to‌‌provide‌‌protection,‌‌metallic‌‌scale‌‌of‌‌at‌‌least‌‌                         
1/16"‌ ‌thick,‌ ‌or‌ ‌brigandine‌ ‌with‌ ‌plates‌ ‌of‌ ‌at‌ ‌least‌ ‌1/16"‌ ‌woven‌ ‌within.‌ ‌At‌ ‌a‌‌                           
Marshal’s‌ ‌judgement,‌ ‌similar/alternative‌ ‌armor‌ ‌construction‌ ‌may‌ ‌meet‌ ‌this‌‌               
threshold,‌‌but‌‌please‌‌be‌‌aware‌‌that‌‌the‌‌armor‌‌must‌‌appear‌‌to‌‌be‌‌solidly‌‌built‌‌and‌‌                             
upgraded‌ ‌to‌ ‌qualify‌ ‌for‌ ‌this‌ ‌level‌ ‌of‌ ‌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 ‌for‌ ‌solid‌ ‌plate‌ ‌protection‌ ‌on‌‌an‌‌                             
area.‌‌The‌‌material‌‌must‌‌appear‌‌to‌‌be‌‌plate‌‌mail‌‌of‌‌sufficient‌‌thickness‌‌to‌‌absorb‌‌                           
blows‌‌(excessively‌‌thin‌‌or‌‌light‌‌plate‌‌may‌‌be‌‌downgraded‌‌by‌‌a‌‌Marshal‌‌to‌‌3‌‌point‌‌                             
per‌ ‌location‌ ‌or‌ ‌lower‌ ‌armor‌ ‌value).‌ ‌Please‌ ‌keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌this‌ ‌armor‌ ‌level‌ ‌is‌‌                             
intended‌ ‌to‌ ‌help‌ ‌balance‌ ‌the‌ ‌weight‌ ‌and‌ ‌restriction‌ ‌associated‌ ‌with‌ ‌plate‌ ‌armor.‌ ‌ 

Bonus‌ ‌Points‌ ‌ 
The‌‌following‌‌bonuses‌‌are‌‌awarded‌‌if‌‌the‌‌costume‌‌or‌‌suit‌‌of‌‌armor‌‌meets‌‌the‌‌specified‌‌criteria.‌‌                               
Some‌ ‌bonuses‌ ‌can‌ ‌confer‌ ‌more‌ ‌than‌ ‌one‌ ‌additional‌ ‌Armor‌ ‌Point.‌ ‌ 

In‌‌Genre:‌‌‌No‌‌jeans,‌‌sneakers,‌‌watches,‌‌or‌‌other‌‌obvious‌‌anachronisms.‌‌Modern‌‌footwear‌‌(such‌‌                         
as‌ ‌hiking‌ ‌boots)‌ ‌and‌ ‌glasses‌ ‌may‌ ‌be‌ ‌used‌ ‌for‌ ‌safety‌ ‌reasons‌ ‌without‌ ‌being‌ ‌penalized.‌ ‌This‌‌                             
gives‌ ‌up‌ ‌to‌ ‌two‌ ‌bonus‌ ‌points.‌ ‌ 

Master‌‌Crafted:‌‌‌Exquisitely‌‌crafted‌‌costumes,‌‌real‌‌armor,‌‌or‌‌armor‌‌that‌‌is‌‌visually‌‌impressive.‌‌                         
This‌ ‌gives‌ ‌up‌ ‌to‌ ‌four‌ ‌bonus‌ ‌points.‌ ‌ 

Authentic‌ ‌Material:‌ ‌This‌ ‌bonus‌ ‌of‌ ‌1‌ ‌point‌ ‌per‌ ‌location‌ ‌may‌ ‌be‌ ‌given‌ ‌for‌ ‌use‌ ‌of‌ ‌authentic‌‌                               
material.‌‌For‌‌example,‌‌steel‌‌plate‌‌(as‌‌opposed‌‌to‌‌alternative‌‌material‌‌such‌‌as‌‌plastic,‌‌latex,‌‌or‌‌                             
the‌ ‌like)‌ ‌would‌ ‌garner‌ ‌this‌ ‌bonus,‌ ‌as‌ ‌would‌ ‌metal‌ ‌chain‌ ‌mail‌ ‌(instead‌ ‌of‌ ‌plastic‌ ‌or‌‌vinyl)‌‌and‌‌                                 
real‌ ‌leather‌ ‌(instead‌ ‌of‌ ‌latex‌ ‌or‌ ‌plastic).‌ ‌The‌ ‌material‌ ‌does‌ ‌not‌ ‌necessarily‌ ‌need‌ ‌to‌ ‌be‌‌                             
historically‌‌accurate‌‌—‌‌for‌‌example,‌‌stainless‌‌steel‌‌is‌‌acceptable‌‌instead‌‌of‌‌a‌‌more‌‌historically‌‌                           
accurate‌ ‌alloy—but‌ ‌it‌ ‌does‌ ‌need‌ ‌to‌ ‌be‌ ‌a‌ ‌material‌ ‌which‌ ‌is‌ ‌true‌ ‌to‌ ‌the‌ ‌armor‌ ‌type‌ ‌it‌ ‌is‌‌                                   
representing.‌ ‌Note‌ ‌that‌ ‌this‌ ‌bonus‌ ‌does‌ ‌not‌ ‌double‌ ‌for‌ ‌vital‌ ‌locations‌ ‌as‌ ‌bonus‌ ‌points‌ ‌are‌‌                             
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calculated‌ ‌after‌ ‌a‌ ‌suit‌ ‌has‌ ‌been‌ ‌otherwise‌ ‌evaluated,‌ ‌and‌ ‌this‌ ‌bonus‌ ‌will‌ ‌only‌ ‌apply‌ ‌to‌ ‌a‌‌                               
location‌ ‌with‌ ‌layered‌ ‌armor‌ ‌if‌ ‌all‌ ‌layers‌ ‌comply.‌ ‌ 

Safety‌ ‌ 
Armor‌‌cannot‌‌be‌‌taped‌‌together.‌‌It‌‌must‌‌have‌‌integral‌‌fastenings.‌‌Any‌‌metal‌‌plates‌‌must‌‌have‌‌                             
round-filed‌ ‌edges‌‌or‌‌the‌‌edges‌‌must‌‌be‌‌covered‌‌to‌‌avoid‌‌injury.‌‌Jutting‌‌edges‌‌on‌‌sheet‌‌metal‌‌                               
armor‌ ‌should‌ ‌be‌ ‌avoided.‌ ‌ 

Any‌‌armor‌‌that‌‌is‌‌deemed‌‌unsafe‌‌cannot‌‌be‌‌used.‌‌Head‌‌protection‌‌may‌‌need‌‌to‌‌be‌‌padded‌‌to‌‌                                 
prevent‌ ‌injury‌ ‌while‌ ‌being‌ ‌worn.‌ ‌ 

Failure‌‌to‌‌follow‌‌these‌‌safety‌‌guidelines‌‌can‌‌result‌‌in‌‌you‌‌being‌‌banned‌‌from‌‌combat‌‌until‌‌the‌‌                               
offending‌ ‌piece‌ ‌of‌ ‌armor‌ ‌is‌ ‌removed.‌ ‌ 

Armor‌ ‌Points‌ ‌ 
Once‌ ‌a‌ ‌Marshal‌ ‌has‌ ‌assigned‌ ‌your‌ ‌Armor‌ ‌Rating,‌ ‌you‌ ‌may‌ ‌use‌ ‌an‌ ‌armor‌ ‌Tag‌ ‌with‌ ‌up‌ ‌to‌ ‌as‌‌                                   
many‌ ‌Armor‌ ‌Points‌ ‌as‌ ‌you‌ ‌have‌ ‌Armor‌ ‌Rating.‌ ‌If‌ ‌you‌ ‌remove‌ ‌a‌ ‌piece‌ ‌of‌ ‌armor‌ ‌at‌ ‌any‌ ‌time‌‌                                   
during‌ ‌the‌ ‌game,‌ ‌your‌ ‌Armor‌ ‌Rating‌ ‌is‌ ‌reduced‌ ‌by‌ ‌the‌ ‌appropriate‌ ‌amount.‌ ‌You‌ ‌can‌ ‌never‌‌                             
have‌ ‌more‌ ‌Armor‌ ‌Points‌ ‌on‌ ‌your‌ ‌Tag‌ ‌than‌ ‌the‌ ‌actual‌ ‌armor‌ ‌you‌ ‌are‌ ‌wearing,‌ ‌and‌ ‌your‌‌                               
maximum‌ ‌Armor‌ ‌Points‌ ‌may‌ ‌be‌ ‌limited‌ ‌by‌ ‌your‌ ‌class‌ ‌and‌ ‌Skills‌ ‌(see‌ ‌the‌ ‌Classes‌ ‌section‌ ‌for‌‌                               
details).‌ ‌If‌ ‌needed,‌ ‌you‌ ‌may‌ ‌remove‌ ‌extra‌ ‌points‌ ‌from‌ ‌an‌ ‌Armor‌ ‌Tag‌ ‌by‌ ‌marking‌ ‌it‌ ‌down‌ ‌in‌‌                                 
order‌ ‌to‌‌use‌‌the‌‌Tag‌‌—‌‌but‌‌this‌‌change‌‌is‌‌permanent‌‌and‌‌the‌‌lost‌‌points‌‌may‌‌not‌‌be‌‌regained‌‌                                     
without‌ ‌purchasing‌ ‌an‌ ‌entirely‌ ‌new‌ ‌armor‌ ‌Tag.‌ ‌ 

You‌‌cannot‌‌carry‌‌multiple‌‌Armor‌‌Tags‌‌and‌‌switch‌‌between‌‌them‌‌in‌‌battle,‌‌nor‌‌may‌‌you‌‌switch‌‌                               
between‌‌different‌‌sources‌‌of‌‌armor‌‌(such‌‌as‌‌the‌‌‌Arcane‌‌Armor‌‌ritual‌‌and‌‌a‌‌physical‌‌Armor‌‌Tag)‌‌                               
without‌ ‌having‌ ‌the‌ ‌new‌ ‌suit‌ ‌of‌ ‌armor‌ ‌refit.‌ ‌ 

When‌‌struck‌‌for‌‌damage‌‌in‌‌battle,‌‌your‌‌Armor‌‌Points‌‌will‌‌be‌‌deducted‌‌before‌‌your‌‌Body‌‌Points.‌‌                               
You‌ ‌must‌ ‌have‌‌the‌‌Blacksmith‌‌Skill‌‌to‌‌be‌‌able‌‌to‌‌refit‌‌armor‌‌and‌‌repair‌‌its‌‌damage.‌‌There‌‌are‌‌                                   
some‌ ‌magical‌ ‌effects‌ ‌like‌‌ ‌Mend‌ ‌Armor‌ ‌‌that‌ ‌may‌ ‌restore‌ ‌damaged‌ ‌Armor‌ ‌Points.‌ ‌ 

Refitting‌ ‌ 
Refitting‌‌a‌‌suit‌‌of‌‌armor‌‌takes‌‌a‌‌complete‌‌uninterrupted‌‌minute‌‌of‌‌Focus‌‌during‌‌which‌‌you‌‌can‌‌                               
perform‌‌no‌‌Game‌‌Abilities.‌‌The‌‌player‌‌must‌‌kneel‌‌or‌‌crouch‌‌and‌‌adjust‌‌their‌‌armor‌‌to‌‌represent‌‌                               
the‌ ‌act‌ ‌of‌ ‌refitting.‌ ‌If‌ ‌you‌ ‌are‌ ‌refitting‌‌someone‌‌else’s‌‌armor,‌‌the‌‌target‌‌must‌‌kneel‌‌while‌‌the‌‌                                 
other‌ ‌character‌ ‌roleplays‌ ‌fixing‌ ‌the‌ ‌armor.‌ ‌This‌ ‌might‌ ‌involve‌ ‌pulling‌‌out‌‌a‌‌small‌‌bag‌‌of‌‌tools‌‌                               
and‌ ‌accessories,‌ ‌or‌ ‌at‌ ‌least‌ ‌by‌‌pounding‌‌on‌‌the‌‌armor‌‌or‌‌otherwise‌‌taking‌‌actions‌‌to‌‌make‌‌it‌‌                                 
clear‌ ‌that‌ ‌you‌ ‌are‌ ‌repairing‌ ‌armor‌ ‌and‌ ‌not‌ ‌just‌ ‌kneeling.‌ ‌ 
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Refitting‌‌armor‌‌can‌‌be‌‌done‌‌any‌‌number‌‌of‌‌times‌‌LP‌‌by‌‌a‌‌character‌‌with‌‌the‌‌Skill‌‌Blacksmith,‌‌                                 
whether‌ ‌they‌ ‌have‌ ‌Production‌ ‌Points‌ ‌available.‌ ‌ 

Characters‌ ‌with‌ ‌Arcane‌ ‌Armor‌ ‌rituals‌ ‌may‌ ‌Refit‌ ‌their‌ ‌Arcane‌ ‌Armor‌ ‌on‌ ‌themselves‌ ‌only.‌‌                         
Similarly,‌ ‌a‌ ‌creature‌ ‌with‌ ‌Natural‌ ‌Armor‌ ‌may‌ ‌Refit‌ ‌their‌ ‌Natural‌ ‌Armor‌ ‌on‌ ‌themselves.‌ ‌ 

Shields‌ ‌ 
A‌‌physical-delivery‌‌attack‌‌(like‌‌a‌‌sword‌‌swing,‌‌Thrown‌‌Weapon,‌‌or‌‌Arrow‌‌Packet)‌‌that‌‌lands‌‌on‌‌                             
a‌ ‌Shield‌ ‌will‌ ‌not‌ ‌count,‌ ‌but‌ ‌a‌ ‌Packet-delivery‌ ‌attack‌ ‌generally‌ ‌will.‌‌Shields‌‌do‌‌not‌‌protect‌‌the‌‌                               
owner‌ ‌from‌ ‌any‌ ‌kind‌ ‌of‌ ‌trap.‌ ‌ 

Shields‌ ‌are‌ ‌strictly‌ ‌for‌ ‌defense.‌ ‌They‌ ‌are‌ ‌not‌ ‌considered‌ ‌Weapons‌ ‌in‌ ‌any‌ ‌way‌ ‌and‌‌cannot‌‌be‌‌                               
used‌ ‌offensively.‌ ‌ 

You‌ ‌cannot‌ ‌use‌ ‌a‌ ‌Shield‌ ‌for‌ ‌any‌ ‌Weapon-based‌ ‌Skill‌ ‌such‌ ‌as‌ ‌‌Parry‌,‌ ‌nor‌ ‌will‌ ‌your‌ ‌Shield‌ ‌be‌‌                                 
affected‌‌by‌‌a‌‌targeted‌‌effect‌‌which‌‌specifies‌‌a‌‌Weapon.‌‌A‌‌‌Shatter‌‌‌effect‌‌cast‌‌as‌‌“With‌‌Eldritch‌‌                               
Force‌‌I‌‌‌Shatter‌‌‌your‌‌Weapon”‌‌would‌‌have‌‌no‌‌effect‌‌on‌‌a‌‌Shield;‌‌however,‌‌“With‌‌Eldritch‌‌Force‌‌I‌‌                                 
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—‌‌                                     
in‌ ‌other‌ ‌words,‌‌you‌‌cannot‌‌have‌‌a‌‌buckler‌‌on‌‌your‌‌left‌‌arm‌‌and‌‌still‌‌hold‌‌anything‌‌in‌‌your‌‌left‌‌                                     
hand.‌ ‌ 

Shields‌ ‌can‌ ‌be‌ ‌made‌ ‌of‌ ‌almost‌ ‌any‌ ‌strong‌ ‌material‌ ‌such‌ ‌as‌ ‌plastic,‌ ‌wood,‌ ‌and‌ ‌aluminum,‌ ‌or‌‌                               
can‌ ‌be‌ ‌made‌ ‌from‌ ‌light‌ ‌rigid‌ ‌materials‌ ‌such‌ ‌as‌ ‌foam‌ ‌insulation.‌ ‌Safety‌ ‌is‌ ‌the‌ ‌prime‌‌                             
consideration‌ ‌when‌ ‌constructing‌ ‌a‌ ‌Shield.‌ ‌All‌ ‌edges‌ ‌of‌ ‌the‌ ‌Shield‌ ‌must‌ ‌be‌‌padded‌‌for‌‌safety.‌‌                             
Bolts‌ ‌or‌ ‌protrusions‌ ‌are‌ ‌not‌ ‌allowed.‌ ‌ 

Weapons‌ 
REFUGE‌‌LARP‌‌allows‌‌combat‌‌with‌‌safely‌‌padded‌‌prop‌‌Weapons.‌‌Combat‌‌is‌‌strictly‌‌not‌‌allowed‌‌                           
without‌ ‌appropriate‌ ‌Weapons‌ ‌that‌ ‌have‌‌been‌‌safety‌‌checked;‌‌a‌‌monster‌‌with‌‌‌Claws‌‌does‌‌not‌‌                           
allow‌‌the‌‌player‌‌to‌‌reach‌‌over‌‌and‌‌physically‌‌claw‌‌at‌‌the‌‌target‌‌with‌‌their‌‌bare‌‌hands.‌‌Safety‌‌is‌‌                                   
the‌ ‌main‌ ‌concern‌ ‌here;‌ ‌we‌ ‌are‌ ‌using‌ ‌our‌ ‌Weapons‌ ‌to‌ ‌represent‌ ‌battles,‌ ‌not‌ ‌to‌ ‌cause‌ ‌damage.‌ ‌ 

Every‌ ‌Weapon‌ ‌must‌ ‌be‌ ‌inspected‌ ‌and‌ ‌approved‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌before‌ ‌every‌ ‌event.‌ ‌It‌ ‌is‌ ‌your‌‌                               
responsibility‌ ‌to‌ ‌make‌ ‌sure‌ ‌your‌ ‌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.‌ ‌ 
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Cast‌ ‌Weapons‌ ‌ 
Most‌ ‌Cast‌ ‌Weapons‌ ‌are‌ ‌useless‌ ‌as‌ ‌treasure.‌ ‌In‌ ‌general,‌ ‌monsters‌‌can‌‌be‌‌thought‌‌of‌‌as‌‌using‌                               
particularly‌ ‌crude‌ ‌and‌ ‌low-quality‌ ‌Weapons‌ ‌that‌ ‌an‌ ‌Adventurer‌ ‌would‌ ‌break‌ ‌with‌ ‌constant‌ ‌use.‌ ‌ 

There‌ ‌are‌ ‌occasions‌ ‌when‌ ‌you‌ ‌can‌ ‌find‌ ‌Cast‌ ‌Weapons‌ ‌that‌ ‌can‌ ‌be‌ ‌taken‌ ‌as‌ ‌treasure.‌ ‌You‌‌                               
should‌ ‌take‌ ‌the‌ ‌Tag‌ ‌and‌ ‌leave‌ ‌the‌ ‌physrep‌ ‌with‌ ‌the‌ ‌Cast‌‌and‌‌then‌‌provide‌‌your‌‌own‌‌physrep‌‌                                 
for‌ ‌the‌ ‌Weapon‌ ‌if‌ ‌you‌ ‌wish‌ ‌to‌ ‌use‌ ‌it.‌ ‌ 

If‌‌you‌‌‌Disarm‌‌‌a‌‌Weapon‌‌or‌‌Shield‌‌from‌‌Cast‌‌during‌‌a‌‌battle,‌‌you‌‌can‌‌pick‌‌up‌‌that‌‌Weapon‌‌or‌‌                                     
Shield‌ ‌and‌ ‌use‌ ‌it‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌that‌ ‌battle‌ ‌even‌ ‌if‌ ‌there‌ ‌is‌ ‌no‌ ‌Weapon‌ ‌Tag‌ ‌attached‌‌                                   
(assuming‌ ‌that‌ ‌you‌ ‌have‌ ‌the‌ ‌Skill‌ ‌in‌ ‌that‌ ‌particular‌ ‌Weapon‌ ‌to‌ ‌use‌ ‌it.)‌ ‌Once‌ ‌the‌ ‌battle‌ ‌is‌‌                                 
completed,‌ ‌you‌ ‌must‌ ‌return‌ ‌the‌ ‌physrep‌ ‌to‌ ‌Cast.‌ ‌ 

Be‌‌fair‌‌about‌‌this‌‌—‌‌don’t‌‌go‌‌taking‌‌all‌‌of‌‌the‌‌Cast‌‌Weapons‌‌in‌‌order‌‌to‌‌prevent‌‌the‌‌Cast‌‌from‌‌                                       
coming‌‌back‌‌into‌‌the‌‌battle‌‌as‌‌other‌‌monsters.‌‌If‌‌you‌‌are‌‌not‌‌using‌‌the‌‌Weapon,‌‌you‌‌must‌‌give‌‌                                   
it‌ ‌back‌ ‌to‌ ‌any‌ ‌Cast‌ ‌who‌ ‌is‌ ‌OOG‌ ‌and‌ ‌needs‌ ‌a‌ ‌Weapon‌ ‌to‌ ‌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 ‌represent‌ ‌the‌ ‌bare‌ ‌minimum‌ ‌necessary‌ ‌for‌ ‌a‌ ‌Weapon‌ ‌to‌ ‌pass‌‌                           
safety‌‌inspection.‌‌Be‌‌aware‌‌that‌‌even‌‌the‌‌safest‌‌Weapon‌‌could‌‌cause‌‌injury‌‌if‌‌improperly‌‌used.‌‌                             
Therefore,‌ ‌in‌ ‌addition‌ ‌to‌ ‌Weapon‌ ‌construction,‌ ‌practice‌ ‌in‌ ‌the‌ ‌use‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌needed.‌ ‌ 

Every‌ ‌Weapon‌ ‌must‌ ‌be‌ ‌checked‌ ‌for‌ ‌safety‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌at‌ ‌every‌ ‌event‌ ‌it‌ ‌is‌ ‌brought‌ ‌to.‌‌                                 
Weapons‌‌break‌‌down‌‌over‌‌time,‌‌and‌‌a‌‌Weapon‌‌which‌‌is‌‌safe‌‌at‌‌one‌‌event‌‌may‌‌not‌‌be‌‌safe‌‌at‌‌                                     
the‌ ‌next.‌ ‌Local‌ ‌Marshals‌ ‌may,‌ ‌at‌ ‌their‌ ‌discretion,‌ ‌require‌ ‌additional‌ ‌measures‌ ‌be‌ ‌taken‌ ‌to‌‌                           
ensure‌‌a‌‌Weapon‌‌is‌‌safe‌‌for‌‌REFUGE‌‌LARP‌‌use.‌‌It‌‌is‌‌always‌‌best‌‌to‌‌consult‌‌your‌‌local‌‌Marshals‌‌                                   
to‌‌determine‌‌their‌‌expectations‌‌when‌‌you‌‌are‌‌designing‌‌or‌‌looking‌‌to‌‌purchase‌‌a‌‌new‌‌Weapon.‌‌                             
Since‌ ‌specifics‌ ‌on‌ ‌Weapon‌ ‌safety‌ ‌might‌ ‌vary‌ ‌Chapter‌ ‌to‌ ‌Chapter,‌ ‌only‌ ‌a‌ ‌Marshal‌ ‌from‌ ‌a‌‌                             
specific‌ ‌Chapter‌ ‌can‌ ‌verify‌ ‌that‌ ‌any‌ ‌Weapon‌ ‌will‌ ‌or‌ ‌will‌ ‌not‌ ‌pass‌ ‌in‌ ‌their‌ ‌Chapter.‌ ‌ 

If‌‌your‌‌Weapon‌‌physrep‌‌breaks‌‌during‌‌an‌‌event,‌‌then‌‌IG,‌‌your‌‌Weapon‌‌has‌‌broken‌‌as‌‌well.‌‌You‌‌                                 
cannot‌ ‌call‌ ‌a‌ ‌Pause‌ ‌to‌ ‌go‌ ‌get‌ ‌another‌ ‌physrep,‌ ‌and‌ ‌you‌ ‌must‌ ‌turn‌ ‌over‌ ‌the‌ ‌Weapon‌ ‌to‌ ‌a‌‌                                   
Marshal.‌‌If‌‌the‌‌Weapon‌‌was‌‌unshatterable‌‌IG,‌‌then‌‌a‌‌short‌‌Pause‌‌can‌‌be‌‌called‌‌to‌‌replace‌‌the‌‌                                 
physrep‌ ‌if‌ ‌another‌ ‌is‌ ‌immediately‌ ‌available.‌ ‌ 

All‌ ‌exposed‌ ‌cores‌ ‌must‌ ‌be‌ ‌rendered‌ ‌safe‌ ‌with‌ ‌tape‌ ‌and‌ ‌padding.‌ ‌In‌‌a‌‌melee,‌‌it‌‌is‌‌possible‌‌to‌‌                                   
accidentally‌ ‌hit‌ ‌someone‌ ‌with‌ ‌the‌ ‌pommel‌ ‌or‌ ‌crossguard,‌ ‌so‌ ‌even‌ ‌these‌ ‌parts‌ ‌must‌ ‌be‌‌                           
protected.‌‌The‌‌only‌‌exception‌‌to‌‌this‌‌is‌‌the‌‌grip,‌‌which‌‌may‌‌be‌‌left‌‌unpadded‌‌if‌‌desired‌‌though‌‌                                 
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you‌‌may‌‌use‌‌tape,‌‌leather,‌‌or‌‌other‌‌materials‌‌to‌‌provide‌‌a‌‌more‌‌comfortable‌‌and‌‌secure‌‌grip.‌‌A‌‌                                 
Weapon’s‌‌unpadded‌‌grip‌‌should‌‌only‌‌extend‌‌to‌‌parts‌‌of‌‌the‌‌Weapon‌‌which‌‌are‌‌never‌‌expected‌‌                             
to‌‌come‌‌in‌‌contact‌‌with‌‌opponents.‌‌In‌‌general,‌‌a‌‌good‌‌rule‌‌of‌‌thumb‌‌is‌‌to‌‌leave‌‌no‌‌more‌‌than‌‌                                     
one-quarter‌ ‌of‌ ‌the‌ ‌length‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌unpadded‌ ‌for‌ ‌a‌ ‌grip,‌ ‌though‌ ‌this‌ ‌depends‌ ‌on‌ ‌the‌‌                               
specific‌ ‌type‌ ‌of‌ ‌Weapon.‌ ‌For‌ ‌example,‌ ‌Polearms‌ ‌will‌ ‌often‌ ‌have‌ ‌a‌ ‌longer‌ ‌length‌ ‌of‌ ‌core‌ ‌left‌‌                               
unpadded,‌‌but‌‌keep‌‌in‌‌mind‌‌that‌‌padding‌‌should‌‌exist‌‌on‌‌significant‌‌portions‌‌of‌‌the‌‌core‌‌below‌‌                               
the‌‌head‌‌as‌‌those‌‌parts‌‌of‌‌the‌‌Weapon‌‌will‌‌often‌‌come‌‌in‌‌contact‌‌with‌‌others.‌‌You‌‌must‌‌always‌‌                                   
wield‌ ‌cored‌ ‌Weapons‌ ‌by‌ ‌their‌ ‌designated‌ ‌grip.‌ ‌Remember‌ ‌that‌ ‌safety‌ ‌is‌ ‌our‌ ‌main‌ ‌concern‌ ‌here.‌ ‌ 

All‌ ‌Weapons‌ ‌which‌ ‌are‌ ‌intended‌ ‌to‌ ‌allow‌ ‌thrusting‌ ‌must‌ ‌have‌ ‌a‌ ‌thrusting‌ ‌tip.‌ ‌A‌ ‌thrusting‌ ‌tip‌‌                               
consists‌‌of‌‌at‌‌least‌‌two‌‌inches‌‌of‌‌open‌‌cell‌‌foam‌‌padding‌‌beyond‌‌the‌‌end‌‌of‌‌the‌‌pipe‌‌insulation.‌‌                                   
If‌‌the‌‌foam‌‌tip‌‌is‌‌too‌‌small,‌‌opponents‌‌could‌‌get‌‌hurt‌‌with‌‌a‌‌stiff‌‌thrust.‌‌If‌‌the‌‌tip‌‌is‌‌too‌‌large,‌‌it‌‌                                           
could‌‌easily‌‌break‌‌off‌‌or‌‌fold‌‌over,‌‌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.‌ ‌ 

The‌ ‌crossguard‌ ‌may‌ ‌be‌ ‌made‌ ‌with‌ ‌open‌ ‌or‌ ‌closed‌ ‌cell‌ ‌foam,‌ ‌but‌ ‌the‌ ‌crossguard‌ ‌should‌ ‌be‌‌                               
made‌ ‌with‌ ‌no‌ ‌core‌ ‌regardless‌ ‌of‌ ‌material‌ ‌used.‌ ‌As‌ ‌always,‌ ‌safety‌ ‌is‌ ‌paramount‌ ‌and‌‌                           
protuberances‌ ‌which‌ ‌are‌ ‌found‌ ‌to‌ ‌be‌ ‌unsafe‌ ‌will‌ ‌be‌ ‌rejected.‌ ‌ 

All‌‌striking‌‌surfaces‌‌of‌‌the‌‌Weapon‌‌must‌‌be‌‌protected‌‌with‌‌at‌‌least‌‌5/8"‌‌thick‌‌closed‌‌cell‌‌foam.‌‌                                 
If‌‌5/8"‌‌foam‌‌is‌‌not‌‌available‌‌two‌‌layers‌‌of‌‌thinner‌‌foam‌‌may‌‌be‌‌used‌‌if‌‌the‌‌combined‌‌thickness‌‌                                   
is‌ ‌greater‌ ‌than‌ ‌5/‌ ‌8".‌ ‌In‌ ‌addition,‌ ‌all‌ ‌non-striking‌‌surfaces‌‌which‌‌may‌‌come‌‌into‌‌contact‌‌with‌‌                               
another‌‌player‌‌(such‌‌as‌‌the‌‌shaft‌‌of‌‌a‌‌Blunt‌‌Weapon‌‌or‌‌Polearm,‌‌crossguards,‌‌and‌‌the‌‌flats‌‌of‌‌                                 
Sword‌ ‌blades)‌ ‌must‌ ‌be‌ ‌protected‌ ‌with‌ ‌sufficient‌ ‌closed‌ ‌cell‌ ‌foam‌ ‌to‌ ‌ensure‌ ‌safety‌ ‌should‌‌                           
accidental‌ ‌strikes‌ ‌happen‌ ‌with‌ ‌those‌ ‌areas‌ ‌of‌ ‌the‌ ‌Weapon.‌ ‌Weapons‌ ‌which‌ ‌do‌ ‌not‌ ‌have‌‌                           
sufficient‌ ‌padding‌ ‌on‌ ‌non-striking‌ ‌surfaces‌‌will‌‌absolutely‌‌be‌‌disallowed‌‌from‌‌play.‌‌If‌‌you‌‌are‌‌                           
unsure‌ ‌what‌ ‌qualifies,‌ ‌it’s‌ ‌always‌ ‌best‌ ‌to‌ ‌stick‌ ‌with‌ ‌a‌ ‌minimum‌ ‌of‌ ‌5/8"‌ ‌thick‌ ‌foam‌ ‌on‌ ‌all‌‌                                 
sections‌ ‌of‌ ‌the‌ ‌Weapon‌ ‌above‌ ‌the‌ ‌grip.‌ ‌ 

Take‌ ‌this‌ ‌point‌ ‌very‌‌seriously!‌‌If‌‌you‌‌do‌‌not‌‌have‌‌your‌‌Weapon‌‌checked‌‌and‌‌you‌‌hit‌‌someone‌‌                                 
and‌ ‌your‌ ‌Weapon‌ ‌breaks‌ ‌and‌ ‌hurts‌ ‌them,‌ ‌it‌ ‌will‌ ‌be‌ ‌your‌ ‌responsibility.‌ ‌The‌ ‌legal‌ ‌release‌‌you‌‌                               
sign‌ ‌does‌ ‌not‌ ‌cover‌ ‌you‌ ‌if‌ ‌you‌ ‌do‌ ‌not‌ ‌follow‌ ‌our‌ ‌safety‌ ‌rules.‌ ‌ 

Weapons‌‌are‌‌generally‌‌made‌‌with‌‌a‌‌fiberglass,‌‌graphite,‌‌or‌‌carbon‌‌fiber‌‌core.‌‌Light‌‌aluminum‌‌                           
can‌ ‌be‌ ‌used‌ ‌for‌ ‌Two-Handed‌ ‌Weapons‌ ‌(except‌ ‌Staffs)‌ ‌but‌ ‌never‌ ‌for‌ ‌One-Handed‌ ‌Weapons.‌‌                         
Aluminum‌ ‌is‌ ‌not‌‌flexible‌‌enough‌‌for‌‌shorter‌‌Weapons.‌‌Heavy‌‌aluminum‌‌pipe,‌‌wood‌‌and‌‌metal‌‌                           
wire‌ ‌are‌ ‌never‌ ‌acceptable‌ ‌Weapon‌ ‌making‌ ‌materials.‌ ‌ 

All‌ ‌Weapons‌ ‌must‌ ‌be‌ ‌fairly‌ ‌rigid‌ ‌so‌ ‌as‌ ‌not‌ ‌to‌ ‌act‌ ‌as‌ ‌a‌ ‌whip‌ ‌when‌‌swung‌‌quickly.‌‌Under‌‌most‌‌                                     
circumstances,‌ ‌a‌‌Weapon‌‌tip‌‌should‌‌not‌‌bend‌‌more‌‌than‌‌6‌‌inches‌‌from‌‌true‌‌when‌‌a‌‌moderate‌‌                               
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weight‌ ‌is‌ ‌applied‌ ‌to‌ ‌the‌ ‌tip‌ ‌and‌ ‌the‌ ‌grip‌ ‌is‌ ‌held‌ ‌level.‌ ‌ 

All‌ ‌Weapons‌ ‌must‌ ‌also‌ ‌have‌ ‌some‌ ‌give‌ ‌to‌ ‌them‌ ‌when‌ ‌contact‌ ‌is‌ ‌made.‌ ‌The‌ ‌core‌ ‌should‌ ‌flex‌‌                                 
somewhat.‌‌If‌‌the‌‌core‌‌does‌‌not‌‌flex,‌‌then‌‌you‌‌may‌‌be‌‌required‌‌either‌‌to‌‌use‌‌a‌‌smaller‌‌diameter‌‌                                   
pipe‌‌or‌‌add‌‌more‌‌padding‌‌to‌‌ensure‌‌that‌‌the‌‌Weapon‌‌is‌‌safe.‌‌This‌‌is‌‌often‌‌the‌‌case‌‌with‌‌metal‌‌                                     
pipes‌‌or‌‌when‌‌the‌‌pipe‌‌diameter‌‌is‌‌too‌‌large‌‌for‌‌the‌‌Weapon‌‌type.‌‌If‌‌the‌‌pipe‌‌insulation‌‌on‌‌the‌‌                                     
shaft‌ ‌is‌ ‌too‌ ‌compressed,‌ ‌the‌ ‌Weapon‌ ‌will‌ ‌hit‌ ‌harder‌ ‌than‌ ‌desired‌ ‌and‌ ‌will‌ ‌fail‌ ‌a‌ ‌Weapons‌ ‌check.‌ ‌ 

One‌ ‌common‌ ‌mistake‌ ‌is‌ ‌to‌ ‌use‌ ‌foam‌ ‌of‌ ‌a‌ ‌smaller‌‌diameter‌‌than‌‌the‌‌pipe‌‌being‌‌used,‌‌forcing‌‌                                 
the‌‌foam‌‌over‌‌the‌‌pipe.‌‌This‌‌makes‌‌the‌‌Weapon‌‌too‌‌hard.‌‌Another‌‌common‌‌mistake‌‌is‌‌to‌‌wrap‌‌                                 
the‌‌duct‌‌tape‌‌around‌‌the‌‌foam‌‌too‌‌tightly,‌‌or‌‌even‌‌in‌‌a‌‌spiral‌‌pattern‌‌up‌‌the‌‌blade.‌‌This‌‌tends‌‌                                     
to‌ ‌make‌ ‌the‌ ‌insulation‌ ‌too‌ ‌stiff‌ ‌and‌ ‌gives‌ ‌unwanted‌‌weight.‌‌The‌‌insulation‌‌should‌‌slide‌‌easily‌‌                             
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 ‌about‌‌¼‌‌                           
inch.‌‌This‌‌will‌‌use‌‌the‌‌least‌‌amount‌‌of‌‌tape,‌‌keeping‌‌the‌‌Weapon‌‌light‌‌and‌‌safe.‌‌Vinyl‌‌electrical‌‌                                 
tape‌‌has‌‌less‌‌give‌‌than‌‌duct‌‌tape;‌‌however,‌‌it‌‌is‌‌acceptable‌‌for‌‌use‌‌in‌‌noncontact‌‌areas‌‌of‌‌the‌‌                                   
Weapon‌ ‌as‌ ‌decoration‌ ‌or‌ ‌grips.‌ ‌ 

In‌ ‌addition,‌ ‌you‌ ‌may‌ ‌want‌ ‌to‌ ‌cover‌ ‌your‌ ‌Weapon‌ ‌with‌ ‌cloth‌ ‌after‌‌it‌‌is‌‌completed‌‌to‌‌give‌‌it‌‌a‌‌                                     
suitable‌ ‌appearance.‌ ‌The‌ ‌cloth‌ ‌should‌ ‌be‌ ‌sewn‌ ‌very‌ ‌tightly‌ ‌and‌ ‌not‌ ‌be‌ ‌a‌ ‌loose‌ ‌covering.‌ ‌ 

Note‌‌that‌‌if‌‌a‌‌sword‌‌is‌‌to‌‌have‌‌a‌‌weighted‌‌pommel,‌‌that‌‌pommel‌‌must‌‌be‌‌thickly‌‌padded‌‌since‌‌                                   
it‌ ‌could‌ ‌potentially‌ ‌do‌ ‌more‌ ‌damage‌ ‌than‌ ‌a‌ ‌normal‌ ‌Weapon‌ ‌blade.‌ ‌ 

Weapon‌ ‌Guidelines‌ ‌ 
Thrown‌ ‌Weapons‌ ‌can‌ ‌be‌ ‌of‌ ‌many‌ ‌different‌ ‌shapes‌‌and‌‌sizes.‌‌They‌‌must‌‌be‌‌constructed‌‌with‌‌                             
no‌‌core‌‌and‌‌may‌‌not‌‌be‌‌internally‌‌weighted‌‌with‌‌hard‌‌materials.‌‌These‌‌Weapons‌‌can‌‌never‌‌be‌‌                               
used‌ ‌as‌ ‌a‌ ‌melee‌ ‌Weapon‌ ‌in‌ ‌a‌‌fight;‌‌they‌‌must‌‌be‌‌thrown.‌‌Because‌‌they‌‌can‌‌be‌‌odd‌‌sizes‌‌and‌‌                                     
shapes,‌‌they‌‌must‌‌be‌‌approved‌‌on‌‌a‌‌case-by-case‌‌basis.‌‌At‌‌a‌‌minimum,‌‌they‌‌should‌‌be‌‌at‌‌least‌‌                                 
2‌ ‌inches‌ ‌long‌ ‌in‌ ‌one‌ ‌dimension.‌ ‌ 

Thrown‌‌Weapons‌‌with‌‌any‌‌single‌‌measurement‌‌over‌‌24‌‌in.‌‌/‌‌61‌‌cm.‌‌should‌‌use‌‌a‌‌Heavy‌‌Thrown‌‌                                 
Weapon‌ ‌Tag‌ ‌and‌ ‌will‌ ‌have‌ ‌a‌ ‌base‌ ‌damage‌ ‌of‌ ‌3‌ ‌instead‌ ‌of‌ ‌2.‌ ‌ 

Chapters‌‌may‌‌rule‌‌that‌‌some‌‌specific‌‌Thrown‌‌Weapons,‌‌called‌‌Boulders,‌‌may‌‌only‌‌be‌‌lifted‌‌by‌‌                             
creatures‌ ‌with‌ ‌‌Superhuman‌ ‌Strength‌ ‌and‌ ‌the‌ ‌Skill‌ ‌Thrown‌ ‌Weapon.‌ ‌Boulders‌ ‌are‌ ‌usually‌‌                       
represented‌ ‌by‌ ‌garbage‌ ‌bags‌ ‌full‌ ‌of‌ ‌wrinkled‌ ‌paper‌ ‌or‌ ‌open‌ ‌cell‌ ‌foam‌ ‌and‌ ‌will‌ ‌have‌‌                             
appropriate‌ ‌Tags.‌ ‌ 

‌ 

‌ 
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Claws‌ ‌‌must‌ ‌be‌ ‌primarily‌ ‌red.‌ ‌While‌ ‌small‌ ‌decorations‌ ‌of‌ ‌other‌ ‌colors‌ ‌are‌ ‌allowed,‌ ‌all‌ ‌‌Claws‌‌                             
must‌ ‌be‌ ‌easily‌ ‌recognizable‌ ‌as‌ ‌red‌ ‌from‌ ‌a‌ ‌distance‌ ‌without‌ ‌asking‌ ‌whether‌ ‌the‌ ‌Weapon‌ ‌is‌‌a‌‌                               
Claw.‌‌Other‌‌Weapons‌‌may‌‌not‌‌use‌‌red‌‌as‌‌their‌‌predominant‌‌color‌‌and‌‌should‌‌leave‌‌no‌‌question‌‌                               
that‌ ‌they‌ ‌are‌ ‌not‌ ‌‌Claws‌ ‌‌when‌ ‌seen‌ ‌from‌ ‌any‌ ‌range.‌ ‌ 

Claws‌usable‌‌by‌‌the‌‌PC‌‌Skill‌‌‌Claws‌‌must‌‌be‌‌of‌‌Short‌‌Weapon‌‌length.‌‌Some‌‌monsters‌‌may‌‌have‌‌                                 
Long‌‌‌Claws‌‌‌or‌‌even‌‌Two-Handed‌‌‌Claws‌‌‌but‌‌must‌‌follow‌‌the‌‌standard‌‌rules‌‌for‌‌fighting‌‌with‌‌two‌‌                               
Weapons‌‌(including‌‌length‌‌restrictions)‌‌or‌‌a‌‌Two-Handed‌‌Weapon.‌‌Monsters‌‌might‌‌also‌‌use‌‌red‌‌                         
Shields,‌ ‌to‌ ‌indicate‌ ‌particularly‌ ‌large‌ ‌‌Claws‌ ‌‌meant‌ ‌only‌ ‌for‌ ‌blocking.‌ ‌ 

Blunt‌ ‌Weapons,‌ ‌Axes,‌ ‌One-Handed‌ ‌Spears‌‌and‌‌Polearms‌‌must‌‌have‌‌a‌‌padded‌‌head‌‌that‌‌is‌‌                           
shaped‌ ‌appropriate‌ ‌to‌ ‌the‌ ‌Weapon‌ ‌type.‌ ‌This‌ ‌padded‌ ‌head‌ ‌must‌ ‌be‌ ‌made‌ ‌from‌‌foam‌‌and‌‌it‌‌                               
must‌‌be‌‌placed‌‌over‌‌the‌‌5/8"‌‌pipe‌‌insulation‌‌that‌‌covers‌‌the‌‌core.‌‌The‌‌head‌‌must‌‌be‌‌noticeably‌‌                                 
thicker‌‌than‌‌the‌‌pipe‌‌insulation‌‌and‌‌should‌‌squash‌‌easily.‌‌Everything‌‌above‌‌the‌‌grip‌‌area‌‌must‌‌                             
be‌ ‌padded‌ ‌—‌ ‌like‌ ‌all‌ ‌Weapons,‌ ‌any‌ ‌part‌ ‌that‌ ‌might‌ ‌come‌ ‌into‌ ‌contact‌ ‌with‌ ‌your‌ ‌opponents‌‌                               
should‌ ‌have‌ ‌foam‌ ‌padding.‌ ‌Note‌ ‌that‌ ‌Blunt‌ ‌Weapons‌ ‌may‌ ‌never‌ ‌be‌ ‌used‌ ‌to‌ ‌thrust.‌ ‌ 

One-Handed‌‌Spear‌‌‌can‌‌only‌‌be‌‌used‌‌to‌‌perform‌‌thrusting‌‌attacks,‌‌and‌‌can‌‌never‌‌be‌‌thrown.‌‌A‌‌                               
character‌ ‌hit‌ ‌by‌ ‌any‌ ‌part‌ ‌other‌ ‌than‌ ‌the‌ ‌thrusting‌ ‌tip‌ ‌takes‌ ‌no‌ ‌damage.‌ ‌ 
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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 ‌ 
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Staffs‌ ‌‌may‌ ‌only‌ ‌be‌ ‌handled‌ ‌in‌ ‌the‌ ‌middle‌ ‌3‌ ‌feet.‌ ‌This‌ ‌distance‌ ‌should‌ ‌be‌ ‌marked‌ ‌off‌ ‌so‌ ‌it‌ ‌is‌‌                                     
easily‌ ‌identifiable.‌ ‌You‌ ‌must‌ ‌have‌ ‌both‌ ‌hands‌ ‌on‌ ‌the‌ ‌Staff‌ ‌to‌ ‌attack,‌‌but‌‌you‌‌may‌‌block‌‌with‌‌                                 
only‌‌one‌‌hand‌‌on‌‌the‌‌Staff,‌‌or‌‌in‌‌conjunction‌‌with‌‌a‌‌Short‌‌Weapon‌‌for‌‌the‌‌purposes‌‌of‌‌the‌‌‌Two‌‌                                     
Weapons‌ ‌‌Skill.‌ ‌Note‌ ‌that‌ ‌for‌ ‌safety‌ ‌reasons,‌ ‌padding‌ ‌may‌ ‌be‌ ‌required‌ ‌on‌ ‌the‌ ‌grip‌‌section‌‌of‌‌                               
the‌ ‌Staff‌ ‌depending‌ ‌on‌ ‌how‌ ‌it‌ ‌is‌ ‌designed.‌ ‌ 

Two-Handed‌ ‌Weapons‌ ‌‌must‌ ‌always‌ ‌be‌‌used‌‌with‌‌both‌‌hands.‌‌If‌‌you‌‌lose‌‌the‌‌use‌‌of‌‌one‌‌arm‌‌                                 
(such‌ ‌as‌ ‌from‌ ‌a‌ ‌‌Stun‌ ‌Limb‌ ‌spell),‌ ‌then‌ ‌you‌ ‌cannot‌ ‌wield‌ ‌the‌ ‌Weapon‌ ‌at‌ ‌all‌‌and‌‌will‌‌take‌‌any‌‌                                     
called‌ ‌damage‌ ‌if‌ ‌you‌ ‌accidentally‌ ‌block‌ ‌a‌ ‌blow‌ ‌while‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌only‌ ‌held‌ ‌in‌ ‌one‌ ‌hand.‌ ‌ 

Archery‌ ‌ 
Archery‌ ‌‌is‌ ‌represented‌ ‌with‌ ‌a‌ ‌Packet‌ ‌delivered‌ ‌attack.‌ ‌Each‌ ‌Packet‌ ‌must‌ ‌be‌ ‌blue.‌ ‌ 

Arrows‌‌are‌‌used‌‌exclusively‌‌by‌‌Bows.‌‌Bolts‌‌are‌‌used‌‌exclusively‌‌by‌‌Crossbows.‌‌Arrows‌‌and‌‌Bolts‌‌                             
are‌‌treated‌‌the‌‌same‌‌as‌‌far‌‌as‌‌the‌‌rules‌‌are‌‌concerned,‌‌except‌‌that‌‌they‌‌may‌‌only‌‌be‌‌used‌‌with‌‌                                     
their‌ ‌respective‌ ‌Weapon.‌ ‌Arrows‌ ‌and‌ ‌Bolts‌ ‌are‌ ‌on‌ ‌Tags‌ ‌similar‌ ‌in‌ ‌design‌ ‌to‌ ‌armor‌ ‌Tags,‌ ‌and‌‌                               
when‌ ‌used,‌ ‌you‌ ‌must‌ ‌rip‌ ‌off‌ ‌the‌ ‌number‌ ‌of‌ ‌Arrows‌ ‌or‌ ‌Bolts‌ ‌used‌ ‌in‌ ‌the‌ ‌battle.‌ 

Arrows‌‌and‌‌Bolts‌‌are‌‌consumable.‌‌Once‌‌the‌‌verbal‌‌is‌‌stated,‌‌the‌‌Arrow‌‌or‌‌Bolt‌‌is‌‌lost‌‌even‌‌if‌‌it‌‌is‌‌                                       
not‌ ‌thrown,‌ ‌and‌ ‌the‌ ‌appropriate‌ ‌number‌ ‌of‌ ‌Arrow‌ ‌or‌ ‌Bolt‌ ‌Tags‌ ‌must‌ ‌be‌ ‌given‌ ‌up‌ ‌after‌ ‌each‌‌                                 
battle.‌‌Like‌‌spell‌‌Packets,‌‌you‌‌can‌‌retrieve‌‌Arrow‌‌or‌‌Bolt‌‌Packets‌‌in‌‌a‌‌Pause‌‌but‌‌you‌‌cannot‌‌call‌‌                                   
a‌ ‌Pause‌ ‌in‌ ‌order‌ ‌to‌ ‌retrieve‌ ‌them.‌ ‌ 

An‌ ‌archer‌ ‌may‌ ‌not‌ ‌have‌ ‌more‌ ‌Arrow‌ ‌or‌ ‌Bolt‌ ‌Tags‌ ‌on‌ ‌them‌ ‌than‌ ‌they‌ ‌have‌ ‌room‌ ‌for‌ ‌in‌ ‌their‌‌                                     
quivers.‌ ‌One‌ ‌quiver‌ ‌may‌ ‌hold‌ ‌up‌ ‌to‌ ‌20‌ ‌Arrows‌ ‌or‌ ‌Bolts.‌ ‌A‌ ‌quiver‌ ‌is‌ ‌defined‌ ‌as‌ ‌any‌ ‌pouch‌ ‌or‌‌                                     
container‌ ‌whose‌ ‌dimensions‌ ‌are‌ ‌a‌ ‌minimum‌ ‌volume‌ ‌of‌ ‌64‌ ‌cubic‌ ‌inches‌ ‌with‌ ‌no‌ ‌dimension‌‌                           
smaller‌ ‌than‌ ‌1".‌ ‌A‌ ‌foam‌ ‌physrep‌ ‌of‌ ‌a‌ ‌quiver‌ ‌may‌ ‌also‌ ‌be‌ ‌used.‌ ‌For‌ ‌each‌ ‌multiple‌ ‌of‌ ‌the‌‌                                   
maximum‌‌quiver‌‌volume,‌‌a‌‌quiver‌‌can‌‌hold‌‌an‌‌additional‌‌20‌‌Arrows‌‌or‌‌Bolts.‌‌You‌‌may‌‌carry‌‌as‌‌                                 
many‌ ‌quivers‌ ‌as‌ ‌you‌ ‌are‌ ‌physically‌ ‌able.‌ ‌ 

When‌‌using‌‌a‌‌Bow,‌‌the‌‌arm‌‌holding‌‌the‌‌Bow‌‌must‌‌be‌‌held‌‌straight‌‌out‌‌and‌‌aimed‌‌at‌‌the‌‌target.‌‌                                     
A‌‌Crossbow‌‌may‌‌be‌‌held‌‌with‌‌the‌‌arm‌‌bent‌‌but‌‌must‌‌still‌‌be‌‌aimed‌‌at‌‌the‌‌target.‌‌The‌‌Arrow‌‌or‌‌                                       
Bolt‌ ‌Packet‌ ‌must‌ ‌be‌ ‌touched‌ ‌to‌ ‌the‌ ‌Bow/Crossbow‌‌and‌‌then‌‌brought‌‌up‌‌to‌‌the‌‌chin/shoulder‌‌                             
area‌ ‌before‌ ‌being‌ ‌thrown.‌ ‌The‌ ‌Packet‌ ‌may‌ ‌be‌ ‌held‌ ‌at‌ ‌the‌ ‌chin/shoulder‌ ‌area‌ ‌for‌ ‌as‌ ‌long‌ ‌as‌‌                                 
desired‌‌and‌‌then‌‌thrown.‌‌If‌‌the‌‌Packet‌‌leaves‌‌the‌‌chin/shoulder‌‌area,‌‌it‌‌must‌‌be‌‌touched‌‌to‌‌the‌‌                                 
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.‌‌Hand‌‌shots‌‌do‌‌not‌‌count‌‌if‌‌a‌‌usable‌‌Weapon‌‌is‌‌                                   
in‌‌that‌‌hand,‌‌as‌‌the‌‌hand‌‌is‌‌considered‌‌part‌‌of‌‌the‌‌blocking‌‌Weapon.‌‌Shots‌‌to‌‌a‌‌hand‌‌without‌‌a‌‌                                     
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Weapon‌‌in‌‌it,‌‌or‌‌a‌‌Weapon‌‌that‌‌the‌‌target‌‌cannot‌‌use,‌‌or‌‌one‌‌hand‌‌on‌‌a‌‌Two-Handed‌‌Weapon,‌‌                                   
are‌ ‌considered‌ ‌hits.‌ ‌ 

Bows‌‌are‌‌made‌‌of‌‌a‌‌curved‌‌physrep,‌‌padded‌‌like‌‌a‌‌regular‌‌Weapon.‌‌No‌‌string‌‌is‌‌attached.‌‌It‌‌is‌‌                                   
considered‌ ‌a‌ ‌Two-Handed‌ ‌Weapon‌ ‌for‌ ‌attacking‌ ‌purposes;‌ ‌in‌ ‌other‌ ‌words,‌ ‌both‌ ‌hands‌ ‌and‌‌                         
both‌ ‌arms‌ ‌must‌ ‌be‌ ‌free‌ ‌to‌ ‌utilize‌ ‌a‌ ‌Bow.‌ ‌ 

The‌ ‌grip‌ ‌of‌ ‌the‌ ‌Bow‌ ‌must‌ ‌be‌‌in‌‌the‌‌Bow’s‌‌center‌‌and‌‌the‌‌Bow‌‌may‌‌only‌‌ever‌‌be‌‌utilized‌‌while‌‌                                       
holding‌‌the‌‌grip.‌‌A‌‌Bow‌‌physrep‌‌is‌‌not‌‌required‌‌to‌‌have‌‌thrusting‌‌tips‌‌on‌‌its‌‌ends.‌‌However,‌‌as‌‌                                   
with‌‌all‌‌Weapons,‌‌sufficient‌‌padding‌‌must‌‌be‌‌in‌‌place‌‌that‌‌the‌‌core‌‌of‌‌the‌‌Weapon‌‌may‌‌not‌‌be‌‌                                   
felt,‌ ‌and‌ ‌a‌ ‌Marshal‌ ‌judges‌ ‌the‌ ‌Weapon‌ ‌to‌ ‌be‌ ‌safe‌ ‌in‌ ‌combat.‌ ‌ 

The‌ ‌Bow‌ ‌physrep‌ ‌can‌ ‌be‌ ‌used‌ ‌for‌ ‌blocking‌ ‌defense‌ ‌with‌ ‌one‌ ‌hand.‌ ‌If‌‌the‌‌archer‌‌has‌‌the‌‌Two‌‌                                   
Weapons‌ ‌Skill‌ ‌and‌ ‌is‌ ‌using‌ ‌a‌ ‌Short‌ ‌Bow,‌ ‌then‌ ‌they‌ ‌may‌ ‌use‌ ‌it‌‌with‌‌a‌‌Long‌‌Weapon‌‌or‌‌with‌‌a‌‌                                       
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.‌ ‌ 

Crossbows‌ ‌‌are‌ ‌made‌ ‌of‌ ‌closed‌ ‌cell‌ ‌foam‌ ‌only‌ ‌—‌ ‌no‌ ‌core‌ ‌is‌ ‌allowed.‌ ‌No‌ ‌string‌ ‌is‌ ‌attached.‌ ‌A‌‌                                   
Crossbow‌ ‌cannot‌ ‌be‌ ‌used‌ ‌for‌ ‌blocking.‌ ‌It‌ ‌is‌ ‌considered‌ ‌a‌ ‌Two-Handed‌‌Weapon‌‌for‌‌attacking‌‌                           
purposes;‌‌in‌‌other‌‌words,‌‌both‌‌hands‌‌and‌‌both‌‌arms‌‌must‌‌be‌‌free‌‌to‌‌utilize‌‌a‌‌Crossbow.‌‌In‌‌our‌                                   
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 ‌ 
As‌‌combat‌‌occurs,‌‌a‌‌player‌‌may‌‌take‌‌damage‌‌from‌‌a‌‌variety‌‌of‌‌sources.‌‌Damage‌‌is‌‌called‌‌out‌‌                                 
by‌‌the‌‌players,‌‌and‌‌each‌‌successful‌‌hit‌‌will‌‌be‌‌deducted‌‌from‌‌your‌‌Armor‌‌and‌‌then‌‌your‌‌Body‌‌                                 
Point‌ ‌total.‌ ‌Once‌ ‌you‌ ‌hit‌ ‌zero‌ ‌(0)‌ ‌or‌ ‌lower‌ ‌you‌ ‌drop‌ ‌to‌ ‌the‌ ‌ground‌ ‌and‌ ‌move‌ ‌into‌ ‌one‌ ‌of‌ ‌the‌‌                                       
following‌ ‌conditions.‌ ‌ 

Unconscious‌ ‌ 

If‌‌your‌‌total‌‌Body‌‌Points‌‌are‌‌reduced‌‌to‌‌exactly‌‌zero‌‌(0),‌‌you‌‌are‌‌considered‌‌Unconscious.‌‌You‌‌                               
will‌ ‌regain‌ ‌consciousness‌ ‌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.‌ ‌ 

If‌‌you‌‌wish,‌‌you‌‌can‌‌choose‌‌to‌‌fail‌‌to‌‌regain‌‌consciousness‌‌and‌‌eventually‌‌die.‌‌At‌‌zero‌‌(0)‌‌Body‌‌                                   
Points,‌ ‌you‌ ‌can‌ ‌make‌ ‌an‌‌OOG‌‌statement‌‌that‌‌you‌‌are‌‌choosing‌‌to‌‌die.‌‌Once‌‌this‌‌decision‌‌has‌‌                                 
been‌‌declared,‌‌you‌‌will‌‌be‌‌reduced‌‌to‌‌a‌‌negative‌‌one‌‌(-1)‌‌Body‌‌Point‌‌total‌‌and‌‌your‌‌bleed‌‌out‌‌                                   
count‌‌starts.‌‌This‌‌lets‌‌a‌‌player‌‌choose‌‌to‌‌not‌‌be‌‌captured‌‌by‌‌enemies,‌‌but‌‌also‌‌runs‌‌the‌‌player‌‌                                   
the‌ ‌risk‌ ‌of‌ ‌Resurrecting‌ ‌if‌ ‌not‌ ‌found‌ ‌by‌ ‌allies‌ ‌in‌ ‌time.‌ 

During‌ ‌the‌ ‌time‌ ‌you‌ ‌are‌ ‌Unconscious,‌ ‌you‌ ‌are‌ ‌still‌ ‌subject‌ ‌to‌ ‌ongoing‌ ‌effects.‌‌There‌‌is‌‌also‌‌a‌‌                                 
chance‌ ‌you‌ ‌may‌ ‌take‌ ‌new‌ ‌effects‌ ‌that‌ ‌will‌ ‌continue‌ ‌into‌ ‌consciousness.‌‌ ‌  

Bleeding‌ ‌Out‌ ‌ 

This‌ ‌condition‌ ‌occurs‌ ‌when‌ ‌you‌ ‌are‌ ‌reduced‌ ‌below‌ ‌zero‌ ‌(0)‌ ‌Body‌ ‌Points.‌ ‌You‌ ‌drop‌ ‌to‌ ‌(-1)‌‌                               
negative‌ ‌one‌ ‌and‌ ‌reduce‌ ‌no‌ ‌further.‌ ‌This‌‌means‌‌you‌‌stay‌‌at‌‌(-1)‌‌negative‌‌one‌‌even‌‌if‌‌the‌‌last‌‌                                   
blow‌ ‌you‌ ‌took‌ ‌would‌ ‌have‌ ‌caused‌ ‌your‌ ‌Body‌ ‌Point‌ ‌total‌ ‌to‌ ‌go‌ ‌even‌ ‌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 ‌‌or‌‌give‌‌you‌‌healing‌‌within‌‌a‌‌(1)‌‌one-minute‌‌period,‌‌you‌‌will‌‌die.‌‌                               
This‌ ‌one-minute‌ ‌period‌ ‌of‌ ‌actively‌ ‌dying‌ ‌is‌ ‌called‌ ‌Bleeding‌ ‌Out.‌ ‌ 

You‌ ‌can‌ ‌be‌ ‌saved‌ ‌by‌ ‌the‌ ‌‌First‌‌Aid‌‌Skill‌‌during‌‌this‌‌time,‌‌but‌‌the‌‌individual‌‌performing‌‌it‌‌must‌‌                                   
do‌‌so‌‌uninterrupted‌‌for‌‌one‌‌minute‌‌for‌‌it‌‌to‌‌be‌‌successful.‌‌When‌‌an‌‌individual‌‌begins‌‌‌First‌‌Aid‌‌                                 
on‌‌you,‌‌your‌‌one-minute‌‌bleed-out‌‌countdown‌‌halts‌‌–‌‌it‌‌resumes‌‌from‌‌the‌‌halting‌‌point‌‌if‌‌‌First‌‌                               
Aid‌‌is‌‌unsuccessful‌‌or‌‌you‌‌receive‌‌more‌‌damage‌‌during‌‌the‌‌process.‌‌First‌‌Aid‌‌can‌‌be‌‌attempted‌‌                               
again,‌‌and‌‌will‌‌re-freeze‌‌your‌‌countdown,‌‌but‌‌as‌‌before,‌‌another‌‌full‌‌minute‌‌will‌‌need‌‌to‌‌elapse‌‌                               
to‌ ‌successfully‌‌complete‌‌the‌‌process.‌‌If‌‌‌First‌‌Aid‌‌is‌‌completed‌‌successfully,‌‌you‌‌will‌‌be‌‌at‌‌zero‌‌                               
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(0)‌ ‌Body‌ ‌Points‌ ‌(Unconscious)‌ ‌and‌ ‌will‌ ‌need‌ ‌to‌ ‌pass‌ ‌another‌ ‌minute‌ ‌to‌ ‌regain‌ ‌consciousness‌‌                           
without‌ ‌taking‌ ‌damage.‌‌ ‌  

If‌‌you‌‌are‌‌given‌‌a‌‌healing‌‌Potion‌‌or‌‌have‌‌healing‌‌cast‌‌upon‌‌you,‌‌you‌‌will‌‌automatically‌‌return‌‌                                 
to‌ ‌a‌ ‌conscious‌ ‌level‌ ‌without‌ ‌the‌ ‌one‌ ‌minute‌ ‌needed‌ ‌during‌ ‌‌First‌ ‌Aid.‌‌ ‌  

As‌‌with‌‌the‌‌Unconscious‌‌condition,‌‌any‌‌Effects‌‌that‌‌you‌‌are‌‌under‌‌are‌‌still‌‌active‌‌while‌‌you‌‌are‌‌                                 
Bleeding‌ ‌Out.‌ ‌Also,‌ ‌any‌ ‌Spell‌ ‌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 ‌‌is‌ ‌not‌‌given‌‌or‌‌is‌‌unable‌‌to‌‌                                     
finish,‌ ‌no‌ ‌healing‌ ‌has‌ ‌been‌ ‌granted‌ ‌and‌ ‌your‌ ‌Bleeding‌‌Out‌‌count‌‌has‌‌reached‌‌its‌‌end,‌‌or‌‌you‌‌                                 
have‌ ‌received‌ ‌a‌‌ ‌Killing‌ ‌Blow‌,‌ ‌your‌ ‌character‌ ‌is‌ ‌Dead‌ ‌and‌ ‌only‌ ‌a‌ ‌‌Life‌ ‌‌spell‌ ‌can‌ ‌reverse‌ ‌your‌ ‌fate.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌any‌ ‌active‌ ‌spells,‌ ‌‌Alchemical‌ ‌‌substances,‌ ‌and‌ ‌other‌ ‌effects‌ ‌on‌ ‌you,‌ ‌they‌ ‌will‌‌                             
immediately‌ ‌disappear‌ ‌upon‌ ‌your‌ ‌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.‌ ‌ 

Upon‌‌your‌‌death,‌‌a‌‌5-minute‌‌Death‌‌Countdown‌‌begins.‌‌This‌‌starts‌‌immediately‌‌at‌‌the‌‌point‌‌of‌‌                             
death.‌‌During‌‌this‌‌countdown,‌‌you‌‌can‌‌still‌‌be‌‌brought‌‌back‌‌with‌‌a‌‌‌Life‌‌‌spell‌‌or‌‌effect.‌‌Despite‌‌                                 
the‌‌use‌‌of‌‌a‌Life‌‌‌spell‌‌being‌‌administered‌‌to‌‌you,‌‌all‌‌your‌‌active‌‌spells,‌‌‌Alchemical‌‌‌substances,‌‌                               
and‌ ‌other‌ ‌effects‌ ‌(except‌ ‌those‌ ‌that‌ ‌last‌ ‌through‌ ‌death,‌ ‌as‌ ‌listed‌ ‌above)‌ ‌are‌ ‌lost.‌ ‌If‌ ‌your‌‌                               
five-minute‌ ‌Death‌ ‌Countdown‌ ‌passes‌ ‌without‌ ‌receiving‌ ‌a‌ ‌‌Life‌ ‌‌spell,‌ ‌then‌ ‌you‌ ‌are‌ ‌considered‌‌                         
fully‌ ‌Dead‌ ‌and‌ ‌are‌ ‌now‌ ‌a‌ ‌Spirit.‌ ‌A‌ ‌Spirit‌ ‌can‌ ‌only‌ ‌be‌ ‌brought‌ ‌back‌ ‌to‌ ‌life‌ ‌through‌ ‌a‌‌                                   
Resurrection.‌ ‌ 

As‌‌a‌‌reminder,‌‌a‌‌‌Life‌‌‌spell‌‌can‌‌only‌‌be‌‌used‌‌on‌‌the‌‌physrep‌‌of‌‌the‌‌individual‌‌needing‌‌the‌‌spell‌‌                                     
(I.e.‌‌this‌‌could‌‌be‌‌a‌‌monster‌‌Body‌‌prop‌‌that‌‌needs‌‌to‌‌be‌‌revived‌‌or‌‌the‌‌actual‌‌person)‌‌and‌‌not‌‌                                     
simply‌‌a‌‌portion‌‌of‌‌the‌‌body‌‌without‌‌a‌‌Spirit.‌‌If‌‌you‌‌need‌‌a‌‌‌Life‌‌‌spell,‌‌and‌‌an‌‌ally‌‌does‌‌not‌‌have‌‌                                         
one,‌‌they‌‌can‌‌carry‌‌you‌‌(following‌‌the‌‌normal‌‌rules‌‌for‌‌carrying‌‌a‌‌dead‌‌body)‌‌to‌‌someone‌‌who‌‌                                 
has‌ ‌the‌ ‌spell,‌ ‌but‌ ‌they‌ ‌cannot‌ ‌remove‌ ‌a‌ ‌limb‌ ‌and‌ ‌have‌ ‌the‌ ‌spell‌ ‌cast‌ ‌on‌ ‌that‌ ‌limb.‌ ‌ 

For‌ ‌those‌‌looking‌‌to‌‌destroy‌‌a‌‌Body,‌‌it‌‌is‌‌impossible‌‌to‌‌destroy‌‌it‌‌within‌‌5‌‌minutes.‌‌It’s‌‌best‌‌to‌‌                                     
wait‌ ‌until‌ ‌the‌ ‌five‌ ‌minute‌ ‌Death‌ ‌Countdown‌ ‌has‌ ‌expired.‌ ‌ 

Resurrections‌‌ ‌  
Upon‌‌your‌‌death‌‌(Death‌‌Countdown‌‌ends),‌‌you‌‌become‌‌a‌‌Spirit.‌‌To‌‌indicate‌‌this,‌‌put‌‌on‌‌a‌‌white‌‌                                 
OOG‌‌headband,‌‌drop‌‌your‌‌IG‌‌belongings‌‌at‌‌the‌‌location‌‌of‌‌your‌‌death‌‌(as‌‌a‌‌Spirit‌‌cannot‌‌carry‌‌                                 
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anything‌ ‌aside‌ ‌from‌ ‌Spirit‌ ‌Linked‌‌or‌‌Spirit‌‌Locked‌‌items),‌‌and‌‌head‌‌to‌‌the‌‌closest‌‌designated‌‌                             
Resurrection‌‌point.‌‌At‌‌this‌‌location‌‌you‌‌will‌‌register‌‌your‌‌death,‌‌so‌‌that‌‌the‌‌Logistics‌‌Team‌‌can‌‌                               
be‌ ‌notified‌ ‌post-game‌ ‌to‌ ‌record‌ ‌it‌ ‌on‌ ‌your‌ ‌Character‌ ‌Card.‌ ‌ 

While‌‌you‌‌are‌‌a‌‌Spirit,‌‌you‌‌are‌‌not‌‌visible‌‌or‌‌audible‌‌to‌‌the‌‌world‌‌around‌‌you,‌‌and‌‌you‌‌cannot‌‌                                     
interact‌‌with‌‌the‌‌people‌‌around‌‌you.‌‌Spirits‌‌also‌‌are‌‌not‌‌swift;‌‌they‌‌can‌‌only‌‌move‌‌as‌‌quickly‌‌as‌‌                                   
you‌ ‌can‌ ‌walk.‌‌ ‌  

In‌ ‌most‌ ‌cases‌ ‌a‌ ‌‌Greater‌ ‌Earth‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌is‌ ‌the‌ ‌standard‌ ‌Resurrection‌ ‌point,‌ ‌and‌‌this‌‌is‌‌                                 
where‌ ‌your‌ ‌Spirit‌ ‌form‌ ‌will‌ ‌head‌ ‌for‌ ‌the‌ ‌Resurrection‌ ‌process.‌ ‌You‌ ‌are‌ ‌still‌ ‌unable‌‌to‌‌interact‌‌                               
with‌ ‌anyone‌ ‌at‌ ‌this‌ ‌point,‌ ‌and‌ ‌eventually‌ ‌someone‌ ‌that‌ ‌is‌ ‌Invested‌ ‌in‌ ‌the‌ ‌Greater‌ ‌Circle‌ ‌of‌‌                               
Power‌ ‌will‌ ‌sense‌ ‌a‌ ‌presence‌ ‌in‌ ‌the‌ ‌Circle.‌ ‌They‌ ‌will‌‌know‌‌the‌‌identity‌‌of‌‌the‌‌Spirit‌‌if‌‌the‌‌Spirit‌‌                                     
was‌ ‌known‌ ‌to‌ ‌them‌ ‌in‌ ‌life,‌ ‌otherwise‌‌the‌‌Spirit‌‌will‌‌remain‌‌an‌‌unknown‌‌identity.‌‌If‌‌the‌‌person‌‌                                 
Invested‌ ‌in‌ ‌the‌ ‌Circle‌ ‌has‌ ‌the‌ ‌Healing‌ ‌Arts‌ ‌‌Skill,‌ ‌they‌ ‌can‌ ‌begin‌ ‌the‌ ‌guided‌ ‌Resurrection‌‌                             
process.‌ ‌Generally,‌ ‌the‌ ‌character‌ ‌performing‌ ‌the‌ ‌Resurrection‌ ‌will‌ ‌speak‌ ‌to‌ ‌the‌ ‌Spirit‌ ‌over‌ ‌a‌‌                           
period‌‌of‌‌time‌‌(10‌‌minutes)‌‌to‌‌guide‌‌the‌‌Spirit‌‌back‌‌to‌‌the‌‌Material‌‌Plane.‌‌If‌‌the‌‌Spirit‌‌chooses‌‌                                   
to‌ ‌return‌ ‌to‌ ‌their‌ ‌Body,‌ ‌it‌ ‌will‌ ‌be‌ ‌fully‌ ‌restored‌ ‌to‌ ‌their‌ ‌Body‌ ‌after‌ ‌the‌ ‌10-minute‌ ‌period.‌ ‌ 

The‌ ‌identity‌‌of‌‌the‌‌Spirit‌‌being‌‌Resurrected‌‌does‌‌not‌‌need‌‌to‌‌be‌‌known‌‌to‌‌the‌‌Resurrectionist.‌                               
The‌ ‌Resurrectionist‌ ‌just‌ ‌needs‌ ‌to‌ ‌be‌ ‌Invested‌ ‌in‌ ‌the‌ ‌Circle‌ ‌to‌ ‌start‌ ‌the‌ ‌process.‌ ‌If‌ ‌they‌ ‌don’t‌‌                                 
have‌ ‌‌Healing‌ ‌Arts‌,‌ ‌the‌ ‌Spirit‌ ‌can‌ ‌be‌ ‌passed‌ ‌to‌ ‌another‌ ‌individual‌ ‌in‌ ‌the‌ ‌Circle‌ ‌that‌ ‌does‌ ‌for‌‌                                 
completion.‌‌If‌‌no‌‌one‌‌is‌‌available‌‌with‌‌‌Healing‌‌Arts,‌‌‌but‌‌the‌‌Resurrection‌‌has‌‌been‌‌begun,‌‌‌then‌‌                               
the‌ ‌Spirit‌ ‌can‌ ‌Resurrect‌ ‌on‌ ‌its‌ ‌own‌ ‌after‌‌10‌‌minutes.‌‌However,‌‌this‌‌is‌‌considered‌‌an‌‌unguided‌‌                               
Resurrection,‌ ‌and‌ ‌IG‌ ‌is‌ ‌incredibly‌ ‌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                                 
apparel‌‌that‌‌fits‌‌their‌‌mental‌‌identity.‌‌This‌‌cannot‌‌include‌‌any‌‌Tagged‌‌items,‌‌which‌‌should‌‌have‌‌                             
been‌ ‌left‌ ‌where‌ ‌your‌ ‌character‌ ‌perished‌ ‌and‌‌turned‌‌into‌‌a‌‌Spirit‌‌form.‌‌Note‌‌that‌‌some‌‌Magic‌‌                               
Items‌‌might‌‌have‌‌exceptions‌‌where‌‌they‌‌will‌‌reform‌‌with‌‌a‌‌Resurrected‌‌character.‌‌If‌‌you‌‌wish‌‌                             
to‌ ‌reclaim‌ ‌your‌ ‌IG‌ ‌items‌ ‌beyond‌ ‌this‌ ‌basic‌ ‌clothing,‌ ‌you’ll‌ ‌need‌ ‌to‌ ‌find‌ ‌them‌ ‌IG‌ ‌where‌ ‌they‌‌                                 
were‌ ‌left‌ ‌(or‌ ‌hope‌ ‌it‌ ‌was‌ ‌picked‌ ‌up‌ ‌by‌ ‌friendly‌ ‌people‌ ‌who‌ ‌will‌ ‌return‌ ‌the‌ ‌items‌ ‌willingly).‌ ‌ 

After‌ ‌a‌ ‌completed‌ ‌Resurrection,‌ ‌you‌ ‌will‌ ‌be‌ ‌back‌ ‌to‌ ‌your‌ ‌maximum‌ ‌Body‌ ‌Points‌ ‌and‌ ‌all‌‌                             
remaining‌‌effects‌‌on‌‌your‌‌body‌‌will‌‌be‌‌gone,‌‌excluding‌‌‌Euphoria‌‌‌and‌‌‌Curse‌‌of‌‌Transformation‌.‌‌                           
Lost‌‌memories‌‌due‌‌to‌‌‌Amnesia‌‌‌will‌‌not‌‌return‌‌post-Resurrection.‌‌Any‌‌lost‌‌Skills‌‌or‌‌spells‌‌eligible‌‌                             
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                                     
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waiting‌ ‌for‌ ‌another‌ ‌person‌ ‌to‌ ‌perform‌ ‌the‌ ‌Resurrection.‌ ‌Due‌ ‌to‌ ‌being‌‌unable‌‌to‌‌interact‌‌with‌‌                             
the‌‌living‌‌people‌‌around,‌‌you‌‌are‌‌unable‌‌to‌‌name‌‌a‌‌requested‌‌person,‌‌so‌‌you‌‌may‌‌have‌‌to‌‌take‌‌                                   
the‌ ‌next‌ ‌person.‌ ‌ 

The‌‌rejected‌‌healer‌‌will‌‌be‌‌aware‌‌that‌‌the‌‌Spirit‌‌is‌‌refusing‌‌their‌‌guidance‌‌but‌‌will‌‌not‌‌know‌‌for‌‌                                   
whom‌ ‌the‌ ‌Spirit‌ ‌is‌ ‌waiting‌ ‌for.‌ ‌If‌ ‌you‌‌as‌‌a‌‌Spirit‌‌want‌‌to‌‌be‌‌Resurrected‌‌by‌‌a‌‌specific‌‌person,‌                                     
this‌ ‌is‌ ‌something‌ ‌you‌ ‌should‌ ‌have‌ ‌readily‌ ‌stated‌ ‌to‌ ‌your‌ ‌allies‌ ‌while‌ ‌you‌ ‌are‌ ‌living‌ ‌so‌ ‌that‌‌                                 
knowledge‌ ‌is‌ ‌out‌ ‌there,‌ ‌that‌ ‌way,‌ ‌the‌ ‌specified‌ ‌individual‌ ‌can‌ ‌be‌ ‌fetched‌ ‌upon‌ ‌your‌ ‌death.‌ ‌ 

Generally,‌‌a‌‌Spirit‌‌will‌‌go‌‌to‌‌the‌‌closest‌‌‌Greater‌‌Earth‌‌Circle‌‌of‌‌Power‌‌for‌‌Resurrection‌‌but‌‌can‌‌                                 
choose‌‌to‌‌go‌‌to‌‌another‌‌Circle‌‌than‌‌the‌‌closest‌‌one‌‌to‌‌them‌‌if‌‌the‌‌closest‌‌one‌‌is‌‌deemed‌‌hostile.‌‌                                     
Once‌‌Resurrected,‌‌you‌‌will‌‌not‌‌know‌‌that‌‌your‌‌Spirit‌‌chose‌‌a‌‌different‌‌Circle‌‌due‌‌to‌‌it‌‌deciding‌‌                                 
a‌‌Circle‌‌was‌‌hostile.‌‌‘Hostility’‌‌is‌‌open‌‌to‌‌interpretation‌‌to‌‌you‌‌as‌‌a‌‌Spirit‌‌and‌‌can‌‌be‌‌defined‌‌as‌‌                                     
enemies‌ ‌in‌ ‌town‌ ‌or‌ ‌enemies‌ ‌near‌ ‌the‌ ‌Circle.‌ ‌As‌ ‌the‌‌Spirit‌‌moves‌‌towards‌‌what‌‌they‌‌think‌‌is‌‌a‌‌                                   
safe‌ ‌Circle,‌ ‌they‌ ‌can‌ ‌change‌ ‌their‌ ‌mind‌ ‌based‌ ‌on‌ ‌what‌ ‌they‌ ‌see‌ ‌around‌ ‌them‌ ‌and‌ ‌deem‌ ‌it‌‌                                 
hostile‌ ‌and‌ ‌move‌ ‌to‌ ‌the‌ ‌next‌ ‌closest‌ ‌Greater‌ ‌Earth‌ ‌Circle.‌ ‌ 

If‌ ‌you‌ ‌choose‌ ‌to‌ ‌Resurrect‌ ‌in‌ ‌a‌ ‌Circle‌ ‌that‌ ‌is‌ ‌OOG,‌ ‌you‌ ‌still‌ ‌need‌ ‌to‌ ‌make‌ ‌sure‌‌your‌‌death‌‌is‌‌                                       
recorded‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌or‌ ‌Logistics‌ ‌member.‌ ‌They‌ ‌will‌ ‌decide‌ ‌if‌ ‌you‌ ‌need‌ ‌to‌ ‌stay‌ ‌OOG‌‌in‌‌                                   
your‌ ‌white‌ ‌headband‌ ‌for‌ ‌the‌ ‌rest‌ ‌of‌ ‌the‌ ‌game,‌ ‌or‌ ‌just‌ ‌for‌ ‌a‌ ‌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 ‌added‌ ‌to‌ ‌their‌‌                           
death‌ ‌total.‌ ‌Once‌ ‌you've‌ ‌used‌ ‌your‌ ‌two‌ ‌guaranteed‌ ‌Resurrections,‌ ‌you‌ ‌have‌ ‌a‌ ‌chance‌ ‌of‌‌                           
permanently‌ ‌dying‌ ‌and‌‌being‌‌unable‌‌to‌‌return‌‌as‌‌the‌‌character‌‌you‌‌have‌‌been‌‌playing.‌‌When‌‌                             
you‌ ‌are‌ ‌at‌ ‌the‌‌Greater‌‌Earth‌‌Circle‌‌to‌‌Resurrect,‌‌a‌‌Marshal‌‌or‌‌other‌‌designated‌‌individual‌‌will‌‌                               
remind‌ ‌you‌ ‌of‌ ‌your‌ ‌Death‌ ‌Count‌ ‌and‌ ‌present‌ ‌you‌ ‌with‌ ‌the‌ ‌Bag‌ ‌of‌ ‌Chance;‌ ‌this‌ ‌must‌ ‌occur‌‌                                 
before‌ ‌you.‌ ‌ 

The‌ ‌Bag‌ ‌of‌ ‌Chance‌ ‌contains‌ ‌ten‌ ‌stones‌ ‌split‌ ‌between‌ ‌two‌ ‌different‌ ‌colors.‌ ‌One‌ ‌color‌ ‌will‌‌                             
represent‌‌the‌‌number‌‌of‌‌times‌‌you‌‌have‌‌died‌‌beyond‌‌the‌‌initial‌‌two‌‌free‌‌Resurrections;‌‌stones‌‌                             
of‌‌this‌‌color‌‌are‌‌known‌‌as‌‌Death‌‌Stones.‌‌The‌‌other‌‌color‌‌will‌‌represent‌‌the‌‌number‌‌of‌‌potential‌‌                                 
lives‌ ‌you‌ ‌have‌ ‌left‌ ‌(always‌ ‌making‌ ‌the‌ ‌total‌ ‌number‌ ‌of‌ ‌stones‌ ‌to‌ ‌10);‌ ‌stones‌‌of‌‌this‌‌color‌‌are‌‌                                   
known‌‌as‌‌Life‌‌Stones.‌‌A‌‌designated‌‌staff‌‌member‌‌will‌‌let‌‌you‌‌know‌‌which‌‌color‌‌represents‌‌what‌‌                               
before‌‌you‌‌draw‌‌a‌‌stone.‌‌You‌‌will‌‌blindly‌‌reach‌‌into‌‌the‌‌bag‌‌and‌‌pull‌‌out‌‌one‌‌stone.‌‌If‌‌you‌‌pull‌‌a‌‌                                         
Life‌‌Stone,‌‌your‌‌Spirit‌‌can‌‌successfully‌‌Resurrect‌‌yet‌‌again.‌‌But,‌‌if‌‌you‌‌pull‌‌a‌‌Death‌‌Stone,‌‌you‌‌                                 
are‌ ‌left‌ ‌with‌ ‌one‌ ‌of‌ ‌three‌ ‌choices:‌ ‌ 

Permanently‌ ‌die.‌ ‌ 
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If‌‌you‌‌choose‌‌this‌‌option,‌‌your‌‌body‌‌will‌‌reform‌‌at‌‌its‌‌location‌‌of‌‌death.‌‌You,‌‌as‌‌a‌‌player,‌‌do‌‌not‌‌                                       
have‌‌to‌‌stay‌‌there‌‌for‌‌the‌‌rest‌‌of‌‌the‌‌game;‌‌you‌‌may‌‌leave‌‌a‌‌note‌‌to‌‌indicate‌‌to‌‌other‌‌players‌‌                                       
that‌ ‌your‌ ‌Permanently‌ ‌Dead‌ ‌Body‌ ‌is‌ ‌located‌ ‌there.‌ ‌If‌ ‌you‌ ‌have‌ ‌another‌ ‌character‌ ‌on‌ ‌the‌‌                             
books,‌ ‌and‌ ‌that‌‌character’s‌‌gear,‌‌you‌‌are‌‌welcome‌‌to‌‌play‌‌that‌‌character‌‌after‌‌speaking‌‌with‌‌                             
Logistics‌ ‌for‌ ‌permission.‌ ‌Alternatively,‌ ‌you‌ ‌cast‌ ‌for‌ ‌the‌ ‌rest‌ ‌of‌ ‌the‌ ‌event.‌ ‌Your‌ ‌Plot‌ ‌Team‌ ‌will‌‌                               
love‌ ‌having‌ ‌extra‌ ‌help‌ ‌for‌ ‌the‌ ‌event!‌ ‌This‌ ‌character‌ ‌is‌ ‌now‌ ‌no‌ ‌longer‌ ‌playable‌ ‌as‌ ‌it‌ ‌is‌‌                                 
Permanently‌ ‌Dead.‌‌ ‌  

Die‌ ‌but‌ ‌create‌ ‌a‌ ‌half-XP‌ ‌character.‌ ‌ 

You‌‌may‌‌also‌‌choose‌‌to‌‌immediately‌‌retire‌‌the‌‌character‌‌as‌‌per‌‌the‌‌following‌‌section,‌‌Retiring‌‌                             
Your‌ ‌Character‌ ‌and‌ ‌create‌ ‌a‌ ‌new‌ ‌one‌ ‌at‌ ‌half-XP.‌ ‌This‌ ‌is‌ ‌in‌ ‌addition‌‌to‌‌having‌‌your‌‌character‌‌                                 
permanently‌ ‌die.‌ ‌You‌ ‌cannot‌ ‌turn‌ ‌in‌ ‌any‌ ‌items‌ ‌as‌‌they‌‌are‌‌left‌‌where‌‌your‌‌character‌‌died‌‌IG.‌‌                                 
Your‌ ‌Body‌ ‌will‌ ‌reform‌ ‌where‌ ‌it‌ ‌died,‌ ‌as‌ ‌mentioned‌ ‌previously.‌ ‌ 

Have‌ ‌one‌ ‌more‌ ‌life.‌ ‌ 

Lastly,‌ ‌you‌ ‌have‌ ‌the‌ ‌option‌ ‌to‌ ‌keep‌ ‌your‌ ‌character‌ ‌for‌ ‌one‌ ‌final‌ ‌chance‌ ‌at‌ ‌life.‌ ‌You‌ ‌would‌‌                                 
Resurrect‌ ‌successfully‌ ‌as‌ ‌if‌‌you‌‌had‌‌drawn‌‌a‌‌Life‌‌Stone‌‌from‌‌the‌‌Bag‌‌of‌‌Chance,‌‌but‌‌the‌‌next‌‌                                   
time‌ ‌you‌ ‌die,‌ ‌you‌ ‌will‌ ‌permanently‌ ‌die.‌ ‌There‌ ‌will‌ ‌be‌ ‌no‌ ‌option‌ ‌to‌ ‌draw‌ ‌from‌ ‌the‌ ‌Bag‌ ‌again.‌‌                                   
Your‌‌Body‌‌will‌‌reform‌‌at‌‌the‌‌location‌‌of‌‌death‌‌as‌‌mentioned‌‌above.‌‌This‌‌is‌‌not‌‌a‌‌death‌‌that‌‌can‌‌                                     
be‌ ‌avoided‌ ‌or‌ ‌extended‌ ‌by‌ ‌any‌ ‌means.‌ ‌It‌ ‌is‌ ‌a‌ ‌final‌ ‌death.‌ ‌This‌ ‌means‌ ‌any‌ ‌rituals‌ ‌such‌ ‌as‌‌                                   
Regenerate,‌‌Controlled‌‌Spirit‌‌Store,‌‌or‌‌Sacrifice.‌‌If‌‌this‌‌option‌‌is‌‌chosen,‌‌you‌‌cannot‌‌retire‌‌your‌‌                             
character‌ ‌as‌ ‌mentioned‌ ‌in‌ ‌Retiring‌ ‌Your‌ ‌Character‌ ‌nor‌ ‌can‌ ‌you‌ ‌choose‌ ‌the‌ ‌option‌ ‌Die‌ ‌but‌‌                             
create‌ ‌a‌ ‌half-XP‌ ‌character.‌ ‌ 

Your‌‌character‌‌will‌‌be‌‌aware‌‌that‌‌this‌‌will‌‌be‌‌your‌‌last‌‌chance‌‌at‌‌life,‌‌but‌‌no‌‌others‌‌IG‌‌will‌‌know.‌‌                                       
The‌‌individual‌‌performing‌‌the‌‌Resurrection‌‌will‌‌only‌‌know‌‌that‌‌the‌‌Resurrection‌‌was‌‌successful.‌‌                         
It‌ ‌is‌ ‌then‌ ‌up‌ ‌to‌ ‌the‌ ‌character‌ ‌whether‌ ‌to‌ ‌tell‌ ‌everyone‌ ‌that‌ ‌their‌ ‌next‌ ‌death‌ ‌will‌ ‌be‌ ‌their‌ ‌last.‌ ‌ 

Retiring‌ ‌Your‌ ‌Character‌ ‌ 

Eventually‌ ‌you‌ ‌may‌‌tire‌‌of‌‌the‌‌character‌‌you‌‌have‌‌been‌‌playing‌‌or‌‌feel‌‌like‌‌you‌‌have‌‌reached‌‌                                 
the‌‌end‌‌of‌‌that‌‌character’s‌‌story.‌‌You‌‌also‌‌may‌‌want‌‌to‌‌start‌‌a‌‌new‌‌character‌‌but‌‌do‌‌not‌‌want‌‌                                     
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.‌ ‌ 

● You‌ ‌will‌ ‌receive‌ ‌half‌ ‌the‌ ‌number‌ ‌of‌ ‌recorded‌ ‌deaths‌ ‌(rounded‌ ‌up)‌ ‌of‌ ‌the‌ ‌traded‌ ‌in‌‌                             
character‌ ‌to‌ ‌be‌ ‌applied‌ ‌towards‌ ‌the‌ ‌new‌ ‌character.‌‌ ‌  

● All‌ ‌IG‌ ‌items‌ ‌of‌ ‌the‌ ‌traded‌ ‌in‌‌character‌‌must‌‌be‌‌turned‌‌in‌‌as‌‌part‌‌of‌‌Retirement.‌‌If‌‌your‌‌                                   
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character’s‌‌Retirement‌‌is‌‌due‌‌to‌‌a‌‌death,‌‌the‌‌gear‌‌must‌‌leave‌‌the‌‌game.‌‌If‌‌you‌‌choose‌‌to‌‌                                 
Retire‌ ‌your‌ ‌character‌ ‌for‌ ‌other‌ ‌reasons,‌ ‌as‌ ‌mentioned‌ ‌in‌ ‌the‌ ‌beginning‌ ‌of‌ ‌this‌ ‌section,‌‌                           
your‌ ‌character’s‌ ‌items‌ ‌may‌ ‌be‌ ‌kept‌ ‌or‌ ‌given‌ ‌away‌ ‌to‌ ‌friends‌ ‌and‌ ‌allies.‌‌ ‌  

● Your‌ ‌Plot‌ ‌Team‌ ‌is‌ ‌also‌ ‌willing‌‌to‌‌work‌‌with‌‌you‌‌off‌‌screen‌‌to‌‌create‌‌a‌‌fitting‌‌Retirement‌‌                                 
story‌ ‌for‌ ‌your‌ ‌character.‌ ‌At‌ ‌this‌‌point,‌‌even‌‌if‌‌it‌‌is‌‌a‌‌peaceful‌‌Retirement,‌‌this‌‌character‌‌                               
will‌ ‌never‌ ‌be‌ ‌able‌ ‌to‌ ‌come‌ ‌back‌ ‌as‌ ‌a‌ ‌PC.‌ ‌You‌ ‌do‌ ‌have‌ ‌the‌ ‌option‌‌of‌‌allowing‌‌your‌‌Plot‌‌                                     
Team‌ ‌to‌ ‌turn‌ ‌that‌ ‌Character‌ ‌into‌ ‌a‌ ‌Cast‌ ‌character‌ ‌if‌ ‌you‌ ‌like,‌ ‌but‌ ‌that‌ ‌is‌ ‌not‌ ‌required.‌‌ ‌  

● You‌ ‌can‌ ‌only‌ ‌turn‌ ‌in‌ ‌one‌ ‌character‌ ‌towards‌ ‌the‌ ‌creation‌ ‌of‌ ‌a‌ ‌new‌ ‌one.‌ ‌You‌ ‌cannot‌‌                               
combine‌ ‌multiple‌ ‌characters‌ ‌for‌ ‌trade‌ ‌to‌ ‌gain‌ ‌a‌ ‌higher‌ ‌XP‌ ‌value.‌‌ ‌  

‌ ‌   
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Chapter‌ ‌XI:‌ ‌Magic‌ ‌ 
Spell‌ ‌Packets‌ ‌ 
Whether‌‌a‌‌spell‌‌is‌‌cast‌‌as‌‌a‌‌powerful‌‌bolt‌‌of‌‌arcane‌‌energy‌‌or‌‌a‌‌burst‌‌of‌‌healing‌‌rays,‌‌magics‌‌in‌‌                                       
REFUGE‌‌LARP‌‌are‌‌represented‌‌by‌‌Spell‌‌Packets.‌‌In‌‌essence‌‌these‌‌are‌‌small‌‌bean‌‌bags‌‌used‌‌to‌‌                               
safely‌ ‌target‌ ‌other‌ ‌players‌ ‌with‌ ‌various‌ ‌effects.‌ ‌ 

Spell‌‌Packets‌‌are‌‌constructed‌‌with‌‌bird‌‌seed‌‌and‌‌fabric.‌‌The‌‌bird‌‌seed‌‌should‌‌be‌‌a‌‌small‌‌round‌‌                                 
variety,‌ ‌with‌ ‌no‌ ‌large‌ ‌sunflower‌ ‌seeds‌ ‌or‌ ‌other‌ ‌heavy‌‌or‌‌sharp‌‌items‌‌that‌‌could‌‌hurt.‌‌Packets‌‌                               
must‌ ‌‌be‌ ‌filled‌ ‌with‌ ‌bird‌ ‌seed‌ ‌only;‌ ‌replacements‌ ‌will‌ ‌not‌ ‌suffice‌ ‌and‌ ‌can‌ ‌prove‌ ‌harmful‌ ‌(for‌‌                               
example,‌ ‌rice‌ ‌can‌‌get‌‌wet‌‌and‌‌turn‌‌into‌‌a‌‌hardened‌‌ball).‌‌Unsafe‌‌Packets‌‌may‌‌be‌‌confiscated‌‌                               
by‌ ‌a‌ ‌Marshal.‌ ‌ 

To‌‌make‌‌a‌‌Packet,‌‌the‌‌birdseed‌‌is‌‌placed‌‌in‌‌the‌‌center‌‌of‌‌the‌‌fabric,‌‌and‌‌the‌‌fabric‌‌is‌‌gathered‌‌                                     
around‌‌it‌‌and‌‌held‌‌together‌‌with‌‌a‌‌rubber‌‌band‌‌or‌‌sewn‌‌shut.‌‌No‌‌metal‌‌or‌‌plastic‌‌tie‌‌wraps‌‌may‌‌                                     
be‌ ‌used.‌ ‌ 

Packets‌ ‌should‌ ‌be‌ ‌loosely‌ ‌packed‌ ‌—‌ ‌tight‌ ‌balls‌ ‌of‌‌birdseed‌‌can‌‌hurt!‌‌You‌‌should‌‌never‌‌use‌‌so‌‌                                 
much‌ ‌material‌ ‌that‌ ‌the‌ ‌resulting‌ ‌Packet‌ ‌cannot‌ ‌fit‌ ‌into‌ ‌a‌ ‌50‌ ‌ml‌ ‌shot‌ ‌glass.‌ ‌Packets‌ ‌that‌ ‌are‌‌                                 
larger‌‌than‌‌that‌‌may‌‌be‌‌unsafe‌‌and‌‌may‌‌be‌‌confiscated‌‌by‌‌a‌‌Marshal.‌‌A‌‌7‌‌to‌‌8-inch‌‌square‌‌with‌‌                                     
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 ‌to‌‌                                 
represent‌‌‌Alchemical‌‌‌and‌‌Trap‌‌Globes‌‌while‌‌blue‌‌Packets‌‌are‌‌used‌‌for‌‌Weapon‌‌attacks‌‌such‌‌as‌‌                             
Arrows‌ ‌and‌ ‌Bolts.‌ ‌ 

You‌ ‌may‌ ‌want‌ ‌to‌ ‌personalize‌ ‌your‌ ‌spell‌ ‌Packets‌ ‌in‌ ‌some‌ ‌way‌ ‌by‌ ‌using‌ ‌a‌ ‌distinctive‌ ‌cloth‌ ‌or‌‌                                 
writing‌‌on‌‌the‌‌Packets.‌‌This‌‌is‌‌a‌‌good‌‌way‌‌to‌‌make‌‌sure‌‌you‌‌can‌‌get‌‌your‌‌Packets‌‌back‌‌after‌‌a‌‌                                       
battle.‌ ‌ 

Spell‌ ‌Packets‌ ‌are‌ ‌visible‌ ‌IG‌‌as‌‌an‌‌opaque‌‌colored‌‌aura‌‌of‌‌energy‌‌only‌‌when‌‌held‌‌in‌‌the‌‌hand.‌‌                                   
IG‌ ‌they‌ ‌are‌ ‌visible,‌ ‌but‌ ‌they‌ ‌do‌ ‌not‌ ‌produce‌ ‌any‌ ‌light.‌ ‌They‌ ‌are‌ ‌not‌ ‌IG‌ ‌items‌ ‌and‌ ‌cannot‌‌be‌‌                                     
stolen,‌ ‌‌Disarmed‌,‌ ‌or‌ ‌removed.‌ ‌ 

You‌‌cannot‌‌carry‌‌more‌‌spell‌‌Packets‌‌in‌‌your‌‌hand‌‌than‌‌you‌‌can‌‌use‌‌at‌‌that‌‌moment‌‌(although‌‌                                 
you‌‌can‌‌have‌‌plenty‌‌of‌‌extra‌‌Packets‌‌in‌‌your‌‌pouches‌‌or‌‌pockets).‌‌In‌‌other‌‌words,‌‌you‌‌cannot‌‌                                 
have‌ ‌a‌ ‌cauliflower‌ ‌hand‌ ‌with‌ ‌a‌ ‌lot‌ ‌of‌ ‌spell‌‌Packets‌‌between‌‌your‌‌fingers‌‌if‌‌you‌‌only‌‌have‌‌the‌‌                                   
ability‌ ‌to‌ ‌cast‌ ‌three‌ ‌spells‌ ‌at‌ ‌that‌ ‌time‌ ‌(including‌ ‌Magic‌ ‌Items‌ ‌or‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌at‌ ‌the‌‌                                 
ready).‌ ‌ 

‌ ‌   
144‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

Casting‌ ‌Spells‌ ‌ 
To‌ ‌cast‌ ‌a‌ ‌spell,‌ ‌the‌ ‌caster‌ ‌must‌ ‌have‌ ‌a‌ ‌spell‌‌Packet‌‌in‌‌hand.‌‌The‌‌hand‌‌and‌‌arm‌‌with‌‌the‌‌spell‌‌                                       
Packet‌‌in‌‌it‌‌must‌‌be‌‌free‌‌and‌‌able‌‌to‌‌use.‌‌Hands‌‌that‌‌are‌‌holding‌‌something‌‌else,‌‌are‌‌broken,‌‌or‌‌                                     
are‌‌tied‌‌or‌‌bound‌‌either‌‌physically‌‌or‌‌with‌‌a‌‌binding‌‌spell‌‌are‌‌not‌‌free.‌‌You‌‌can‌‌cast‌‌when‌‌your‌‌                                     
feet‌ ‌are‌ ‌bound,‌ ‌since‌ ‌you‌ ‌have‌ ‌at‌ ‌least‌ ‌one‌ ‌hand‌ ‌free‌ ‌enough‌ ‌to‌ ‌perform‌ ‌the‌ ‌casting.‌ ‌This‌‌                                 
includes‌ ‌Touch-Casting.‌ ‌ 

The‌‌caster‌‌must‌‌then‌‌correctly‌‌recite‌‌the‌‌spell‌‌incant;‌‌a‌‌short‌‌phrase‌‌associated‌‌with‌‌the‌‌spell.‌‌                               
Each‌ ‌spell’s‌ ‌incant‌ ‌includes‌ ‌the‌ ‌appropriate‌‌damage‌‌amount‌‌(if‌‌applicable),‌‌the‌‌effect‌‌group,‌‌                         
and‌ ‌the‌ ‌spell‌ ‌name.‌ ‌This‌ ‌must‌ ‌be‌ ‌spoken‌ ‌loud‌ ‌enough‌ ‌to‌ ‌be‌ ‌heard‌ ‌by‌ ‌the‌ ‌intended‌ ‌target.‌‌                                 
Within‌‌two‌‌seconds‌‌after‌‌finishing‌‌the‌‌verbal,‌‌the‌‌caster‌‌must‌‌then‌‌throw‌‌the‌‌Packet,‌‌trying‌‌to‌‌                               
hit‌‌the‌‌target‌‌or‌‌the‌‌target’s‌‌direct‌‌possessions,‌‌including‌‌garb,‌‌Shields,‌‌Weapons,‌‌pouches,‌‌or‌‌                           
a‌ ‌carried‌ ‌object.‌ ‌ 

You‌‌must‌‌finish‌‌the‌‌verbal‌‌completely‌‌‌before‌‌‌throwing‌‌the‌‌Packet,‌‌otherwise‌‌the‌‌spell‌‌is‌‌blown.‌‌                             
This‌ ‌goes‌ ‌for‌ ‌any‌ ‌thrown‌ ‌Packet‌ ‌whether‌ ‌it’s‌ ‌representing‌ ‌a‌ ‌monster’s‌ ‌innate‌ ‌ability‌ ‌or‌ ‌an‌‌                             
incanted‌ ‌spell.‌ ‌ 

The‌‌spell‌‌incant‌‌is‌‌spoken‌‌in‌‌plain‌‌English.‌‌IG,‌‌these‌‌words‌‌are‌‌understood‌‌by‌‌anyone,‌‌but‌‌have‌‌                                 
a‌ ‌magical‌ ‌effect‌ ‌associated‌ ‌with‌ ‌them‌ ‌that‌ ‌makes‌ ‌them‌ ‌different‌ ‌from‌ ‌normal‌ ‌speech.‌ ‌Even‌‌                           
though‌‌you‌‌can‌‌speak‌‌the‌‌language,‌‌you‌‌cannot‌‌fake‌‌a‌‌spell‌‌incantation‌‌or‌‌otherwise‌‌bluff‌‌the‌                               
casting‌ ‌of‌ ‌a‌ ‌spell.‌ ‌You‌ ‌also‌ ‌cannot‌ ‌start‌ ‌the‌ ‌incantation‌ ‌to‌ ‌a‌ ‌spell‌ ‌you‌ ‌do‌ ‌not‌ ‌have‌ ‌memorized.‌ ‌ 

Spellcasters‌ ‌lose‌ ‌the‌ ‌power‌ ‌to‌ ‌cast‌ ‌a‌ ‌spell‌ ‌as‌ ‌soon‌ ‌as‌ ‌the‌ ‌incantation‌‌has‌‌begun.‌‌You‌‌cannot‌‌                                 
start‌‌the‌‌incantation‌‌for‌‌a‌‌spell,‌‌change‌‌your‌‌mind,‌‌and‌‌then‌‌still‌‌have‌‌that‌‌spell.‌‌Any‌‌time‌‌you‌‌                                   
start‌ ‌an‌ ‌incant‌ ‌and‌ ‌do‌ ‌not‌ ‌finish‌ ‌it,‌ ‌or‌ ‌make‌ ‌a‌ ‌mistake‌‌when‌‌speaking‌‌the‌‌incant,‌‌the‌‌spell‌‌is‌‌                                     
lost.‌‌It‌‌can‌‌be‌‌‌Meditated‌‌‌back,‌‌however‌‌(see‌‌the‌‌Skill‌‌System‌‌section‌‌for‌‌details).‌‌Similarly,‌‌if‌‌a‌‌                                 
spell‌‌Packet‌‌is‌‌thrown‌‌at‌‌a‌‌target‌‌and‌‌misses,‌‌the‌‌caster‌‌may‌‌‌Meditate‌‌‌the‌‌spell‌‌back.‌‌Note‌‌that‌‌                                   
a‌‌spell‌‌which‌‌triggers‌‌a‌‌defense‌‌(even‌‌those‌‌such‌‌as‌‌‌Dodge‌‌‌which‌‌represents‌‌the‌‌spell‌‌missing‌‌                               
IG)‌ ‌may‌ ‌not‌ ‌be‌ ‌‌Meditated‌ ‌‌back.‌ ‌ 

Spell‌ ‌Defenses‌ ‌ 
There‌ ‌are‌ ‌a‌ ‌few‌ ‌spells‌ ‌and‌ ‌effects‌ ‌that‌ ‌will‌ ‌protect‌ ‌the‌ ‌recipient‌ ‌from‌ ‌incoming‌ ‌spells‌ ‌or‌‌                               
attacks.‌ ‌Each‌ ‌can‌ ‌protect‌ ‌against‌ ‌one‌ ‌spell‌‌or‌‌effect‌‌only.‌‌They‌‌are‌‌cast‌‌upon‌‌the‌‌recipient‌‌in‌‌                                 
advance‌ ‌and‌ ‌stay‌ ‌with‌ ‌the‌ ‌recipient‌ ‌until‌ ‌activated‌ ‌by‌ ‌the‌ ‌effect‌ ‌they‌ ‌are‌ ‌meant‌ ‌to‌ ‌prevent.‌ ‌ 

These‌‌Spell‌‌Defenses‌‌include‌‌Elemental‌‌Shield,‌‌Weapon‌‌Shield,‌‌Poison‌‌Shield,‌‌Reflect‌‌Spell,‌‌‌and‌‌                         
Spell‌ ‌Shield‌.‌ ‌IG,‌ ‌you‌ ‌are‌ ‌always‌ ‌aware‌ ‌of‌ ‌what‌ ‌Spell‌ ‌Defenses‌ ‌are‌ ‌active‌ ‌on‌ ‌you.‌ ‌ 

Once‌ ‌a‌ ‌Spell‌ ‌Defense‌ ‌is‌ ‌active,‌ ‌it‌ ‌will‌‌block‌‌the‌‌next‌‌applicable‌‌incoming‌‌effect,‌‌regardless‌‌of‌‌                               
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whether‌ ‌you‌ ‌would‌ ‌have‌ ‌been‌ ‌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”)‌‌to‌‌                             
be‌‌effective;‌‌these‌‌defenses‌‌must‌‌be‌‌called‌‌within‌‌two‌‌seconds‌‌of‌‌triggering‌‌or‌‌they‌‌will‌‌be‌‌lost‌‌                                 
with‌ ‌no‌ ‌effect.‌ ‌ 

If‌ ‌you‌ ‌forget‌‌you‌‌have‌‌a‌‌valid‌‌Spell‌‌Defense‌‌and‌‌then‌‌later‌‌realize‌‌that‌‌you‌‌did,‌‌it‌‌is‌‌still‌‌used‌‌                                       
up.‌‌ ‌  

Touch-Casting‌ ‌ 
To‌ ‌Touch-Cast,‌ ‌hold‌ ‌a‌ ‌Packet‌ ‌and‌ ‌place‌ ‌it‌ ‌against‌ ‌the‌‌target‌‌you‌‌wish‌‌to‌‌affect‌‌in‌‌a‌‌safe‌‌and‌‌                                     
appropriate‌ ‌manner.‌ ‌Touch-Casting‌ ‌thus‌ ‌avoids‌ ‌the‌‌chance‌‌of‌‌missing‌‌your‌‌target‌‌but‌‌cannot‌                         
be‌ ‌used‌ ‌offensively‌ ‌against‌ ‌your‌ ‌foes‌ ‌in‌ ‌the‌ ‌middle‌ ‌of‌ ‌a‌ ‌moving‌ ‌combat.‌ ‌ 

The‌ ‌recipient‌ ‌of‌ ‌a‌ ‌Touch-Cast‌ ‌spell‌ ‌may‌‌choose‌‌to‌‌“accept”‌‌the‌‌spell,‌‌thus‌‌letting‌‌it‌‌pass‌‌their‌‌                                 
Spell‌‌Defenses‌‌such‌‌as‌‌‌Spell‌‌Shield‌‌‌or‌‌‌Reflect‌‌Spell‌.‌‌Thrown‌‌spells‌‌cannot‌‌be‌‌“accepted”‌‌in‌‌this‌‌                               
way.‌ ‌ 

The‌‌recipient‌‌must‌‌be‌‌conscious‌‌to‌‌accept‌‌a‌‌spell.‌‌An‌‌Unconscious‌‌person’s‌‌Spell‌‌Defenses‌‌will‌‌                             
always‌ ‌go‌ ‌off.‌ ‌ 

The‌ ‌decision‌ ‌to‌ ‌accept‌ ‌a‌ ‌spell‌ ‌through‌ ‌Touch-Casting‌ ‌is‌ ‌made‌ ‌immediately‌ ‌after‌ ‌the‌ ‌spell‌ ‌is‌‌                             
cast.‌ ‌This‌ ‌is‌ ‌to‌ ‌prevent‌ ‌a‌ ‌caster‌ ‌from‌ ‌tricking‌ ‌an‌ ‌unsuspecting‌ ‌victim.‌ ‌ 

The‌‌recipient‌‌of‌‌a‌‌Touch-Cast‌‌spell‌‌can‌‌always‌‌refuse‌‌the‌‌spell‌‌by‌‌saying‌‌“refused.”‌‌This‌‌will‌‌use‌‌                                 
up‌ ‌the‌ ‌spell‌ ‌but‌ ‌have‌ ‌no‌ ‌effect‌ ‌whatsoever‌ ‌on‌ ‌the‌ ‌recipient.‌ ‌ 

Touch-Casting‌‌can‌‌only‌‌be‌‌used‌‌for‌‌an‌‌incanted‌‌spell,‌‌a‌‌Magic‌‌Item,‌‌or‌‌for‌‌Skills‌‌with‌‌the‌‌Spell,‌‌                                   
Elemental,‌ ‌or‌ ‌Arcane‌ ‌Qualifiers.‌ ‌It‌ ‌cannot‌ ‌be‌ ‌used‌ ‌with‌ ‌‌Alchemy‌ ‌‌or‌ ‌Trap‌ ‌Globes‌ ‌or‌ ‌a‌ ‌Poison‌‌                               
Qualifier‌ ‌effect.‌ ‌ 

Spell‌ ‌Rules‌ ‌ 
The‌ ‌spellcaster‌ ‌is‌ ‌not‌ ‌Immune‌ ‌to‌ ‌their‌ ‌own‌ ‌spells.‌ ‌A‌ ‌spell‌ ‌that‌‌is‌‌Returned‌‌(for‌‌example‌‌via‌‌a‌‌                                   
Bane‌‌‌or‌‌‌Reflect‌‌Spell‌)‌‌will‌‌affect‌‌the‌‌caster.‌‌Nor‌‌can‌‌a‌‌caster‌‌automatically‌‌dispel‌‌‌or‌‌deactivate‌‌                               
their‌ ‌own‌ ‌spells,‌ ‌unless‌ ‌specifically‌ ‌noted‌ ‌in‌ ‌a‌ ‌spell’s‌ ‌description.‌ ‌For‌ ‌instance,‌ ‌a‌ ‌caster‌ ‌can‌‌                             
drop‌ ‌her‌ ‌own‌ ‌‌Prison‌ ‌‌or‌ ‌‌Circle‌ ‌of‌ ‌Power‌,‌ ‌because‌ ‌those‌ ‌spells‌ ‌explicitly‌ ‌state‌ ‌that‌ ‌they‌ ‌can‌ ‌do‌ ‌so.‌ ‌ 

Since‌‌defensive‌‌spells‌‌last‌‌only‌‌five‌‌days,‌‌a‌‌character‌‌who‌‌has‌‌such‌‌a‌‌spell‌‌active‌‌at‌‌the‌‌end‌‌of‌‌                                     
an‌ ‌event‌ ‌weekend‌ ‌will‌ ‌not‌ ‌have‌ ‌that‌ ‌spell‌ ‌at‌ ‌the‌ ‌beginning‌ ‌of‌ ‌the‌ ‌next‌ ‌weekend.‌ ‌ 

Many‌ ‌effects‌ ‌are‌ ‌visible‌ ‌to‌ ‌those‌ ‌observing‌ ‌them.‌ ‌‌Shackle,‌ ‌Web,‌ ‌Paralysis,‌ ‌‌and‌ ‌‌Prison‌‌‌are‌‌all‌‌                             
visible‌ ‌while‌ ‌they‌ ‌are‌‌in‌‌effect‌‌to‌‌any‌‌viewer‌‌who‌‌takes‌‌the‌‌time‌‌to‌‌observe‌‌them.‌‌This‌‌means‌‌                                   
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you‌ ‌have‌ ‌to‌ ‌ask‌ ‌the‌ ‌person‌ ‌who‌ ‌is‌ ‌standing‌ ‌there‌ ‌things‌ ‌like‌ ‌“Are‌ ‌you‌ ‌‌Paralyzed‌?”‌ ‌This‌ ‌is‌‌an‌‌                                   
OOG‌‌question‌‌and‌‌answer,‌‌so‌‌both‌‌parties‌‌can‌‌ask‌‌and‌‌answer‌‌this‌‌even‌‌if‌‌affected‌‌by‌‌‌Silence‌.‌‌                                 
You‌‌cannot‌‌ask‌‌“What‌‌do‌‌I‌‌see?”‌‌You‌‌must‌‌ask‌‌if‌‌you‌‌observe‌‌each‌‌individual‌‌effect‌‌until‌‌you‌‌                                   
get‌ ‌the‌ ‌right‌ ‌one‌ ‌or‌ ‌are‌ ‌stumped.‌ ‌ 

Note‌‌that‌‌‌Shackle‌‌and‌‌‌Web‌‌‌do‌‌not‌‌affect‌‌the‌‌head,‌‌so‌‌the‌‌affected‌‌person‌‌can‌‌yell‌‌out‌‌things‌‌                                   
IG‌ ‌like‌ ‌“Help!‌ ‌I‌ ‌am‌ ‌‌Webbed‌!”‌ ‌However,‌ ‌if‌ ‌you‌ ‌are‌‌affected‌‌by‌‌‌Paralysis‌‌‌or‌‌‌Prison‌,‌‌you‌‌cannot‌‌                                 
speak‌‌at‌‌all‌‌IG‌‌and‌‌cannot‌‌volunteer‌‌to‌‌people‌‌nearby‌‌that‌‌you‌‌may‌‌be‌‌under‌‌the‌‌effects‌‌of‌‌a‌‌                                     
Paralysis‌ ‌‌or‌ ‌a‌ ‌‌Prison‌.‌ ‌They‌ ‌must‌ ‌notice‌ ‌you‌ ‌standing‌ ‌still‌ ‌and‌ ‌then‌ ‌ask‌ ‌you‌ ‌OOG.‌ ‌ 

In‌ ‌addition,‌ ‌the‌ ‌spells‌ ‌‌Wall‌ ‌of‌ ‌Force,‌ ‌Wizard‌ ‌Lock,‌ ‌Ward,‌ ‌and‌ ‌‌Circle‌‌of‌‌Power‌‌are‌‌also‌‌visible,‌‌                                 
provided‌ ‌that‌ ‌the‌ ‌physrep‌ ‌can‌ ‌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.‌ ‌ 

The‌ ‌amount‌ ‌of‌ ‌time‌ ‌it‌ ‌takes‌ ‌to‌ ‌ask‌ ‌if‌ ‌your‌ ‌character‌ ‌sees‌ ‌the‌ ‌effect‌ ‌is‌ ‌the‌ ‌amount‌‌of‌‌time‌‌it‌‌                                       
took‌‌your‌‌character‌‌to‌‌notice‌‌the‌‌effect.‌‌This‌‌applies‌‌only‌‌to‌‌the‌‌effects‌‌listed‌‌here.‌‌You‌‌will‌‌not‌‌                                   
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.‌‌You‌‌                                   
must‌ ‌state‌ ‌what‌ ‌the‌ ‌defense‌ ‌is‌ ‌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                           
memorize‌‌their‌‌spells‌‌and‌‌prepare‌‌for‌‌battle.‌‌When‌‌preparing‌‌your‌‌Spell‌‌Slots‌‌at‌‌the‌‌start‌‌of‌‌an‌‌                                 
LP,‌ ‌you‌ ‌must‌ ‌have‌ ‌access‌ ‌to‌ ‌a‌ ‌Spellbook‌ ‌with‌ ‌the‌ ‌applicable‌ ‌spells‌‌to‌‌demonstrate‌‌that‌‌your‌‌                               
character‌ ‌has‌ ‌access‌ ‌to‌ ‌the‌ ‌spells‌ ‌they‌ ‌are‌ ‌trying‌ ‌to‌ ‌memorize.‌ ‌IG,‌ ‌this‌ ‌represents‌ ‌your‌‌                             
character‌ ‌focusing‌ ‌on‌ ‌filling‌ ‌their‌ ‌head‌ ‌with‌ ‌magical‌ ‌knowledge‌ ‌to‌ ‌prepare‌ ‌for‌ ‌the‌ ‌day‌ ‌ahead.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌a‌‌Spellbook‌‌with‌‌you‌‌when‌‌you‌‌study‌‌for‌‌your‌‌new‌‌spells‌‌at‌‌the‌‌start‌‌of‌‌the‌‌                                         
LP,‌ ‌then‌ ‌you‌ ‌will‌ ‌have‌ ‌to‌ ‌borrow‌ ‌someone‌ ‌else’s‌ ‌or‌ ‌find‌ ‌another‌ ‌IG‌ ‌source‌ ‌(such‌ ‌as‌ ‌an‌‌                                 
applicable‌ ‌Guild)‌ ‌for‌ ‌the‌ ‌use‌ ‌of‌ ‌theirs.‌ ‌Be‌ ‌prepared‌ ‌to‌ ‌pay‌ ‌game‌ ‌money‌ ‌for‌ ‌the‌ ‌use‌ ‌of‌ ‌the‌ ‌book.‌ ‌ 

Any‌ ‌number‌ ‌of‌ ‌people‌ ‌can‌ ‌memorize‌ ‌from‌ ‌the‌ ‌same‌ ‌book‌ ‌at‌ ‌Logistics,‌ ‌but‌ ‌if‌ ‌a‌ ‌spellcaster‌‌                               
wants‌‌to‌‌Meditate‌‌back‌‌a‌‌missed‌‌or‌‌flubbed‌‌spell‌‌they‌‌will‌‌want‌‌their‌‌own‌‌Spellbook‌‌with‌‌them.‌‌                                 
Some‌ ‌guilds‌ ‌allow‌ ‌their‌ ‌members‌ ‌free‌ ‌use‌ ‌of‌ ‌the‌ ‌guild’s‌ ‌book‌ ‌for‌ ‌studying,‌ ‌but‌ ‌guild‌‌                             
membership‌ ‌and‌ ‌guild‌ ‌policy‌ ‌are‌ ‌handled‌ ‌IG.‌ ‌ 

OOG,‌‌a‌‌Spellbook‌‌consists‌‌of‌‌a‌‌Tag‌‌from‌‌Logistics‌‌that‌‌lists‌‌every‌‌spell‌‌of‌‌a‌‌specific‌‌Aspect.‌‌Any‌‌                                   
spells‌‌not‌‌inscribed‌‌into‌‌that‌‌Spellbook‌‌will‌‌be‌‌crossed‌‌off‌‌from‌‌the‌‌Tag.‌‌This‌‌card‌‌must‌‌be‌‌kept‌‌                                   
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with‌ ‌a‌ ‌real‌ ‌Spellbook‌ ‌physrep.‌ ‌ 

Spellbooks‌ ‌must‌ ‌be‌ ‌bound;‌ ‌a‌ ‌sheet‌ ‌of‌ ‌paper‌ ‌is‌ ‌not‌ ‌sufficient.‌ ‌You‌ ‌must‌ ‌provide‌ ‌your‌ ‌own‌‌                               
Spellbook‌‌physrep.‌‌Multiple‌‌Tags‌‌can‌‌be‌‌included‌‌in‌‌the‌‌same‌‌Spellbook‌‌physrep‌‌(such‌‌as‌‌both‌‌                             
an‌ ‌Earth‌ ‌and‌ ‌a‌ ‌Celestial‌ ‌Spellbook,‌ ‌or‌ ‌an‌ ‌‌Alchemy‌ ‌‌Formula‌ ‌book‌ ‌as‌ ‌well).‌ ‌ 

Someone‌ ‌who‌ ‌steals‌ ‌a‌ ‌Spellbook‌ ‌may‌ ‌keep‌ ‌the‌ ‌Tag‌ ‌but‌ ‌must‌ ‌bring‌ ‌the‌ ‌book‌ ‌to‌‌Logistics‌‌for‌‌                                 
return‌ ‌to‌‌the‌‌player‌‌(unless‌‌otherwise‌‌stated‌‌by‌‌the‌‌player‌‌on‌‌the‌‌same‌‌page‌‌as‌‌the‌‌Tag).‌‌The‌‌                                   
OOG‌‌book‌‌is‌‌personal‌‌property.‌‌You‌‌cannot‌‌make‌‌your‌‌Spellbook‌‌unstealable‌‌by‌‌writing‌‌it‌‌in‌‌a‌‌                               
different‌ ‌language‌ ‌or‌ ‌in‌ ‌code;‌ ‌the‌ ‌Tag‌ ‌can‌ ‌be‌ ‌taken‌ ‌and‌ ‌placed‌ ‌in‌ ‌a‌ ‌new‌ ‌physrep‌ ‌easily‌‌                                 
enough.‌ ‌ 

Spells‌ ‌may‌ ‌be‌ ‌copied‌ ‌from‌ ‌one‌ ‌Spellbook‌ ‌to‌ ‌another‌‌(and‌‌thus‌‌added‌‌to‌‌the‌‌new‌‌Spellbook’s‌‌                               
Tag).‌ ‌The‌ ‌magical‌ ‌inks‌ ‌used‌ ‌in‌ ‌the‌ ‌writing‌ ‌of‌ ‌a‌ ‌Spellbook‌ ‌will‌ ‌cost‌‌approximately‌‌two‌‌copper‌‌                               
pieces‌ ‌per‌ ‌level‌ ‌of‌ ‌the‌ ‌spell‌ ‌that‌ ‌you‌ ‌are‌ ‌copying.‌ ‌This‌ ‌may‌ ‌vary‌ ‌based‌ ‌on‌ ‌your‌ ‌Campaign’s‌‌                                 
economy.‌ ‌You‌ ‌cannot‌ ‌get‌ ‌your‌ ‌spell(s)‌ ‌authorized‌ ‌until‌ ‌you‌ ‌pay‌ ‌the‌ ‌requisite‌ ‌IG‌ ‌money.‌ ‌You‌‌                             
must‌ ‌have‌ ‌the‌ ‌original‌ ‌from‌ ‌which‌ ‌you‌ ‌are‌ ‌going‌ ‌to‌ ‌make‌ ‌the‌ ‌copy‌ ‌as‌ ‌well‌ ‌as‌ ‌the‌‌Spellbook‌‌                                   
into‌ ‌which‌ ‌you‌ ‌want‌ ‌the‌ ‌spell‌ ‌copied.‌ ‌ 

The‌ ‌magical‌ ‌ink‌ ‌is‌‌not‌‌school‌‌specific.‌‌For‌‌example,‌‌ink‌‌bought‌‌in‌‌the‌‌Celestial‌‌Scholars’‌‌Guild‌‌                               
can‌ ‌be‌ ‌used‌ ‌to‌ ‌scribe‌ ‌healing‌ ‌spells.‌ ‌ 

You‌‌cannot‌‌cast‌‌spells‌‌directly‌‌from‌‌your‌‌Spellbook,‌‌nor‌‌may‌‌you‌‌copy‌‌Battle‌‌Magic‌‌Scrolls‌‌into‌‌                               
your‌‌Spellbook.‌‌Spellbooks‌‌and‌‌Battle‌‌Magic‌‌Scrolls‌‌are‌‌two‌‌independent‌‌ways‌‌to‌‌record‌‌spells.‌‌                           
A‌‌Spellbook‌‌allows‌‌someone‌‌to‌‌memorize‌‌a‌‌spell‌‌for‌‌casting‌‌at‌‌a‌‌time‌‌of‌‌the‌‌reader’s‌‌choosing.‌‌                                 
A‌‌Battle‌‌Magic‌‌Scroll‌‌allows‌‌the‌‌reader‌‌to‌‌immediately‌‌cast‌‌the‌‌spell‌‌written‌‌on‌‌it‌‌if‌‌they‌‌choose‌‌                                   
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 ‌  ‌ 



‌ 

‌ 

‌ ‌   
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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 ‌ 
Many‌ ‌Earth‌ ‌Magic‌ ‌spells‌ ‌are‌ ‌Reversible‌ ‌(for‌ ‌example,‌ ‌‌Destroy‌ ‌Undead‌ ‌‌and‌ ‌‌Create‌ ‌Undead‌).‌‌                         
These‌ ‌spells‌ ‌do‌ ‌not‌ ‌have‌ ‌to‌ ‌be‌ ‌learned‌ ‌or‌ ‌memorized‌ ‌separately.‌ ‌In‌ ‌fact,‌ ‌there‌ ‌is‌ ‌no‌ ‌way‌ ‌to‌                                   
separate‌‌the‌‌two‌‌spells.‌‌If‌‌you‌‌know‌‌the‌‌spell‌‌‌Cure‌‌Wounds‌,‌‌you‌‌automatically‌‌also‌‌know‌‌‌Cause‌‌                               
Wounds.‌‌You‌‌cannot‌‌‘forget’‌‌how‌‌to‌‌cast‌‌Necromantic‌‌spells‌‌or‌‌otherwise‌‌honestly‌‌claim‌‌to‌‌only‌‌                             
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).‌ ‌ 

The‌ ‌reverse‌ ‌of‌ ‌many‌ ‌healing‌ ‌spells‌ ‌are‌ ‌Necromantic,‌ ‌identifiable‌ ‌by‌‌the‌‌word‌‌Necromancy‌‌in‌‌                           
their‌ ‌incant.‌ ‌Be‌ ‌aware‌ ‌that‌ ‌IG‌ ‌laws‌ ‌exist‌ ‌against‌ ‌Necromancy;‌ ‌if‌ ‌you‌ ‌are‌ ‌discovered‌ ‌casting‌‌                             
Necromantic‌ ‌spells‌ ‌such‌ ‌as‌ ‌‌Create‌ ‌Undead‌,‌ ‌you’d‌ ‌better‌ ‌be‌ ‌ready‌ ‌to‌ ‌face‌ ‌the‌ ‌serious‌ ‌IG‌‌                             
consequences‌ ‌if‌ ‌caught‌ ‌(the‌ ‌penalty‌ ‌for‌ ‌casting‌ ‌Necromancy‌ ‌is‌ ‌almost‌ ‌always‌ ‌at‌ ‌least‌ ‌one‌‌                           
character‌ ‌death).‌ ‌ 

This‌ ‌works‌ ‌a‌ ‌little‌ ‌differently‌ ‌for‌ ‌Magic‌ ‌Items‌ ‌and‌ ‌Potions.‌ ‌If‌ ‌a‌ ‌Reversible‌ ‌spell‌ ‌is‌ ‌put‌ ‌into‌ ‌a‌‌                                   
Ritual‌‌such‌‌as‌‌Enchant‌‌or‌‌Spell‌‌Store,‌‌it‌‌may‌‌only‌‌be‌‌brought‌‌back‌‌out‌‌in‌‌the‌‌same‌‌way‌‌it‌‌was‌‌                                       
put‌ ‌in.‌ ‌Similarly,‌ ‌once‌ ‌created,‌ ‌a‌ ‌Potion‌ ‌only‌ ‌holds‌ ‌one‌ ‌side‌ ‌of‌ ‌a‌ ‌Reversible‌ ‌spell.‌ ‌ 

Channeling‌ ‌ 
Some‌ ‌Scholars‌ ‌learn‌ ‌to‌ ‌focus‌ ‌and‌ ‌direct‌ ‌raw‌ ‌Elemental‌ ‌energies.‌ ‌This‌ ‌form‌ ‌of‌ ‌magic,‌ ‌called‌‌                             
Channeling‌,‌ ‌works‌ ‌differently‌ ‌from‌ ‌the‌ ‌more‌ ‌elegant‌ ‌spells‌ ‌that‌ ‌most‌ ‌people‌ ‌associate‌ ‌with‌‌                         
spellcasters.‌‌Instead,‌‌Channelers‌‌use‌‌objects‌‌of‌‌power‌‌called‌‌Sources‌‌to‌‌focus‌‌and‌‌amplify‌‌the‌‌                           
streams‌ ‌of‌ ‌energy‌ ‌inherent‌ ‌in‌ ‌the‌ ‌natural‌ ‌world‌ ‌around‌ ‌them.‌ ‌ 

To‌ ‌support‌ ‌everything‌ ‌from‌ ‌glowing‌ ‌orbs‌ ‌to‌ ‌magical‌ ‌rods,‌ ‌‌Channeling‌‌‌Sources‌‌can‌‌come‌‌in‌‌a‌‌                             
variety‌ ‌of‌ ‌shapes‌ ‌and‌ ‌sizes.‌ ‌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 ‌must‌‌be‌‌at‌‌least‌‌6‌‌square‌‌inches‌‌in‌‌area‌‌(for‌‌example,‌‌a‌‌pendant‌‌inscribed‌‌with‌‌                                 
runes‌ ‌of‌ ‌power)‌ ‌ 

In‌‌all‌‌cases,‌‌the‌‌physrep‌‌must‌‌be‌‌ruled‌‌safe‌‌to‌‌carry‌‌in‌‌combat‌‌by‌‌a‌‌Marshal.‌‌A‌‌long‌‌glass‌‌rod‌‌is‌‌                                         
unlikely‌‌to‌‌pass,‌‌for‌‌example,‌‌as‌‌it‌‌risks‌‌shattering‌‌and‌‌hurting‌‌people‌‌if‌‌it’s‌‌accidentally‌‌hit‌‌by‌‌                                 
a‌ ‌weapon.‌ ‌ 

A‌‌Source‌‌must‌‌be‌‌purchased‌‌at‌‌Logistics‌‌for‌‌2‌‌silver‌‌pieces.‌‌This‌‌requires‌‌no‌‌special‌‌production‌                               
Skill,‌‌but‌‌only‌‌characters‌‌with‌‌the‌‌‌Channeling‌‌‌Skill‌‌may‌‌craft‌‌a‌‌Source‌‌in‌‌this‌‌way.‌‌Sources‌‌can‌‌                                 
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be‌ ‌enchanted‌ ‌but‌ ‌can‌ ‌never‌ ‌be‌ ‌an‌ ‌item‌ ‌with‌ ‌another‌ ‌IG‌ ‌Tag;‌ ‌for‌ ‌example,‌ ‌a‌‌sword‌‌or‌‌Shield‌‌                                   
may‌ ‌not‌ ‌be‌ ‌made‌ ‌into‌‌a‌‌Source.‌‌Note‌‌that‌‌there‌‌is‌‌a‌‌‌High‌‌Magic‌‌ability‌‌that‌‌allows‌‌a‌‌Staff‌‌to‌‌                                       
be‌ ‌used‌ ‌as‌ ‌a‌ ‌Source.‌ ‌ 

When‌ ‌created,‌ ‌a‌ ‌Source‌ ‌is‌ ‌tied‌ ‌to‌ ‌a‌ ‌single‌ ‌type‌ ‌of‌ ‌energy‌ ‌—‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌Stone,‌‌                                 
Healing,‌‌or‌‌Chaos.‌‌Without‌‌Formal‌‌Magic‌,‌‌a‌‌single‌‌Source‌‌may‌‌only‌‌ever‌‌Channel‌‌a‌‌single‌‌type‌‌                               
of‌ ‌energy.‌ ‌Many‌ ‌casters‌ ‌carry‌ ‌multiple‌ ‌Sources‌ ‌to‌ ‌switch‌ ‌between‌ ‌as‌ ‌the‌ ‌need‌ ‌arises.‌ ‌A‌‌                             
Celestially‌ ‌aligned‌ ‌Source‌ ‌(evoking‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Stone)‌ ‌is‌ ‌referred‌ ‌to‌ ‌as‌ ‌a‌ ‌Wan’,‌                             
while‌ ‌an‌ ‌Earth-aligned‌ ‌Source‌ ‌(Channeling‌ ‌Healing‌ ‌or‌ ‌Chaos)‌ ‌is‌ ‌referred‌ ‌to‌ ‌as‌ ‌a‌ ‌Relic.‌ ‌ 

A‌ ‌character‌ ‌with‌ ‌‌Channeling‌ ‌‌gains‌ ‌25‌ ‌points‌ ‌in‌ ‌their‌ ‌‌Channeling‌ ‌‌Pool‌ ‌for‌ ‌each‌ ‌rank‌ ‌of‌‌                             
Channeling‌ ‌‌they‌ ‌have‌ ‌learned.‌ ‌Each‌ ‌Aspect‌ ‌of‌ ‌‌Channeling‌goes‌‌into‌‌its‌‌own‌‌pool;‌‌these‌‌pools‌‌                             
may‌ ‌not‌ ‌be‌ ‌combined‌ ‌in‌ ‌any‌ ‌way.‌ ‌When‌‌using‌‌their‌‌pool,‌‌a‌‌Channeler‌‌may‌‌produce‌‌bursts‌‌of‌‌                                 
power‌‌as‌‌“X‌‌Elemental‌‌<Type>,”‌‌where‌‌the‌‌type‌‌is‌‌determined‌‌by‌‌the‌‌Source‌‌they‌‌are‌‌currently‌‌                               
using.‌‌These‌‌bursts‌‌are‌‌produced‌‌in‌‌5-point‌‌increments;‌‌a‌‌Channeler’s‌‌maximum‌‌burst‌‌size‌‌is‌‌10‌‌                             
and‌ ‌can‌ ‌be‌ ‌increased‌ ‌by‌ ‌purchasing‌ ‌the‌ ‌‌Improved‌ ‌Channeling‌‌ ‌Skill.‌ ‌ 

To‌ ‌use‌ ‌one’s‌ ‌‌Channeling‌ ‌‌Pool,‌ ‌a‌ ‌character‌ ‌must‌ ‌hold‌ ‌their‌ ‌Source‌ ‌in‌ ‌one‌ ‌hand,‌ ‌say‌ ‌the‌                               
appropriate‌‌call‌‌(like‌‌“5‌‌Elemental‌‌Stone!”),‌‌touch‌‌a‌‌spell‌‌Packet‌‌to‌‌the‌‌Source,‌‌and‌‌then‌‌throw‌‌                               
or‌‌Touch-Cast‌‌the‌‌Packet.‌‌Sources‌‌act‌‌like‌‌Two-Handed‌‌Weapons‌‌in‌‌that‌‌no‌‌other‌‌IG‌‌item‌‌may‌‌                               
be‌ ‌wielded‌ ‌at‌ ‌the‌ ‌same‌ ‌time.‌ ‌Sources‌ ‌can‌ ‌never‌ ‌be‌ ‌used‌ ‌for‌ ‌blocking‌ ‌or‌ ‌swinging‌ ‌as‌ ‌a‌ ‌Weapon.‌ ‌ 

Schools‌ ‌of‌ ‌Magic‌ ‌and‌ ‌Signature‌ ‌Spells‌ ‌ 
Whenever‌ ‌your‌ ‌character‌ ‌begins‌ ‌learning‌ ‌magic,‌ ‌either‌ ‌Celestial‌ ‌or‌ ‌Earth,‌ ‌you‌ ‌must‌ ‌select‌‌                         
which‌ ‌of‌ ‌the‌ ‌two‌ ‌is‌ ‌your‌ ‌primary‌ ‌school‌ ‌of‌ ‌magic.‌ ‌The‌ ‌other‌ ‌will‌ ‌be‌ ‌your‌ ‌secondary‌ ‌school,‌‌                                 
costing‌ ‌more‌ ‌to‌ ‌learn.‌ ‌There‌ ‌is‌‌nothing‌‌preventing‌‌you‌‌from‌‌learning‌‌both‌‌Earth‌‌and‌‌Celestial‌‌                             
Magic,‌ ‌but‌ ‌a‌ ‌separate‌ ‌spell‌ ‌pyramid‌ ‌must‌ ‌be‌ ‌built‌ ‌for‌ ‌each‌ ‌school.‌ ‌ 

Each‌ ‌school‌ ‌of‌ ‌magic‌ ‌has‌ ‌a‌ ‌Signature‌ ‌Spell‌ ‌—‌ ‌one‌ ‌core‌ ‌piece‌ ‌of‌ ‌magic‌ ‌which‌ ‌is‌ ‌available‌ ‌at‌‌                                   
every‌ ‌spell‌ ‌level.‌‌For‌‌Earth,‌‌this‌‌is‌‌the‌‌‌Cure‌‌Wounds‌‌/‌‌Cause‌‌Wounds‌‌spell;‌‌for‌‌Celestial,‌‌this‌‌is‌‌                                   
Evocation‌‌Bolt.‌‌These‌‌spells‌‌can‌‌be‌‌memorized‌‌in‌‌any‌‌Spell‌‌Slots‌‌of‌‌the‌‌appropriate‌‌school‌‌that‌                               
a‌ ‌caster‌ ‌cares‌ ‌to‌ ‌devote‌ ‌to‌ ‌them.‌ ‌ 

Evocation‌ ‌Bolt‌ ‌can‌ ‌be‌ ‌manifested‌ ‌as‌ ‌either‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Stone‌ ‌at‌ ‌the‌ ‌caster’s‌‌                             
choice.‌ ‌Cure‌ ‌Wounds‌ ‌/‌ ‌Cause‌ ‌Wounds‌ ‌may‌ ‌be‌ ‌cast‌ ‌in‌ ‌either‌ ‌its‌ ‌Earth‌ ‌form‌ ‌as‌‌Healing,‌‌or‌‌its‌‌                                   
Necromancy‌ ‌form‌ ‌as‌ ‌Chaos.‌ ‌Both‌ ‌choices‌ ‌are‌ ‌made‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting.‌ ‌ 

When‌‌these‌‌spells‌‌are‌‌cast,‌‌their‌‌power‌‌depends‌‌on‌‌the‌‌level‌‌of‌‌Spell‌‌Slot‌‌they‌‌were‌‌memorized‌‌                                 
in.‌‌Each‌‌Signature‌‌Spell‌‌will‌‌have‌‌a‌‌value‌‌of‌‌5‌‌per‌‌level‌‌of‌‌Spell‌‌Slot‌‌it‌‌is‌‌cast‌‌from.‌‌For‌‌example,‌‌                                         
a‌‌Celestial‌‌caster‌‌who‌‌memorizes‌‌one‌‌Evocation‌‌Bolt‌‌‌at‌‌3rd‌‌level‌‌will‌‌cast‌‌it‌‌by‌‌calling‌‌“I‌‌Evoke‌‌                                   
a‌‌15‌‌Flame‌‌Bolt!”‌‌(or‌‌whatever‌‌element‌‌they‌‌chose).‌‌If‌‌they‌‌had‌‌one‌‌memorized‌‌at‌‌5th‌‌level‌‌as‌‌                                   
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well,‌ ‌they‌ ‌could‌ ‌later‌ ‌cast‌‌that‌‌one‌‌with‌‌the‌‌call‌‌“I‌‌Evoke‌‌a‌‌25‌‌Ice‌‌Bolt!”‌‌(or‌‌another‌‌element).‌‌                                     
Similarly,‌‌an‌‌Earth‌‌caster‌‌could‌‌cast‌‌a‌‌4th‌‌level‌‌Cure‌‌Wounds‌‌/‌‌Cause‌‌Wounds‌‌spell‌‌as‌‌either‌‌“I‌‌                                   
call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌grant‌ ‌20‌ ‌Healing!”‌ ‌or‌ ‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌ ‌20‌ ‌Chaos!”‌ ‌ 

When‌ ‌these‌ ‌spells‌ ‌are‌‌put‌‌into‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌Potions,‌‌they‌‌must‌‌have‌‌the‌‌appropriate‌‌                               
value‌‌for‌‌the‌‌Production‌‌Points‌‌written‌‌on‌‌the‌‌Tag.‌‌For‌‌example,‌‌a‌‌‌Cure‌‌Wounds‌‌Potion‌‌created‌‌                               
with‌‌5‌‌Production‌‌Points‌‌(as‌‌per‌‌a‌‌1st‌‌level‌‌spell)‌‌would‌‌be‌‌printed‌‌as‌‌a‌‌Healing‌‌Potion,‌‌with‌‌the‌‌                                     
value‌ ‌of‌ ‌5‌ ‌written‌ ‌on‌ ‌the‌ ‌Tag.‌ ‌Without‌ ‌a‌ ‌value‌ ‌written‌ ‌in,‌ ‌the‌ ‌Tag‌ ‌is‌ ‌not‌ ‌valid.‌ ‌ 

When‌ ‌casting‌ ‌a‌ ‌Signature‌ ‌Spell,‌ ‌if‌ ‌it‌ ‌triggered‌ ‌a‌ ‌defense‌ ‌(whether‌‌Smart‌‌or‌‌Dumb)‌‌that‌‌spell‌‌                               
may‌ ‌be‌ ‌‌Meditated‌ ‌‌back‌ ‌as‌ ‌per‌ ‌the‌ ‌Meditation‌ ‌rules.‌ ‌ 

Schools‌ ‌and‌ ‌their‌ ‌Specialties‌ ‌ 
In‌‌the‌‌battle‌‌against‌‌the‌‌foul‌‌Undead,‌‌the‌‌healer‌‌has‌‌an‌‌immensely‌‌powerful‌‌weapon.‌‌Undead‌‌                             
creatures‌ ‌are‌ ‌the‌ ‌reverse‌ ‌of‌ ‌living‌ ‌beings,‌ ‌and‌‌so‌‌are‌‌affected‌‌by‌‌healing‌‌spells‌‌in‌‌a‌‌reversed‌‌                                 
manner.‌ ‌Any‌ ‌Healing‌‌effect‌‌cast‌‌upon‌‌an‌‌Undead‌‌will‌‌instead‌‌do‌‌damage‌‌to‌‌them.‌‌Any‌‌Chaos‌‌                               
effect,‌ ‌however,‌ ‌will‌ ‌heal‌ ‌the‌ ‌Undead.‌ ‌Similarly,‌ ‌many‌ ‌Earth‌ ‌effects‌ ‌will‌ ‌weaken‌ ‌or‌ ‌debilitate‌‌                           
the‌ ‌Undead‌ ‌while‌ ‌Necromancy‌ ‌will‌ ‌do‌ ‌the‌ ‌opposite.‌ ‌ 

Undead‌ ‌generally‌ ‌have‌‌a‌‌significant‌‌amount‌‌of‌‌Natural‌‌Armor,‌‌representing‌‌the‌‌raw‌‌power‌‌of‌‌                           
the‌ ‌Necromantic‌ ‌energies‌ ‌that‌ ‌animate‌ ‌them.‌ ‌Healing‌ ‌cuts‌ ‌right‌‌through‌‌an‌‌Undead’s‌‌armor,‌‌                         
avoiding‌ ‌the‌ ‌bulk‌ ‌of‌ ‌its‌ ‌durability‌‌and‌‌striking‌‌straight‌‌at‌‌the‌‌core‌‌of‌‌its‌‌essence.‌‌Thus‌‌a‌‌‌Cure‌‌                                   
Wounds‌‌spell‌‌at‌‌2nd‌‌level‌‌cast‌‌with‌‌the‌‌incant‌‌of‌‌“I‌‌call‌‌upon‌‌Earth‌‌to‌‌grant‌‌10‌‌Healing!”‌‌will‌‌do‌‌                                       
10‌ ‌points‌ ‌of‌ ‌damage‌ ‌against‌ ‌an‌ ‌Undead‌ ‌creature‌ ‌and‌ ‌ignore‌ ‌its‌ ‌Natural‌ ‌Armor‌ ‌completely,‌‌                           
while‌ ‌a‌ ‌‌Cause‌ ‌Wounds‌ ‌‌spell‌ ‌of‌ ‌the‌ ‌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 ‌come‌ ‌in‌ ‌especially‌ ‌useful‌ ‌against‌ ‌these‌ ‌foes.‌ ‌Similarly,‌ ‌when‌ ‌battling‌ ‌the‌ ‌common‌‌                         
Elementals‌ ‌of‌ ‌Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌and‌ ‌Stone,‌ ‌their‌ ‌spells‌ ‌can‌ ‌be‌‌especially‌‌impactful‌‌when‌‌                           
blasting‌ ‌away‌ ‌with‌ ‌the‌ ‌opposing‌ ‌Element.‌ ‌ 

Eldritch‌ ‌Power‌ ‌ 
Many‌‌of‌‌the‌‌spells‌‌call‌‌upon‌‌an‌‌energy‌‌called‌‌Eldritch‌‌Power.‌‌This‌‌is‌‌a‌‌type‌‌of‌‌energy‌‌that‌‌only‌‌                                     
affects‌ ‌beings‌ ‌that‌ ‌are‌ ‌alive‌ ‌or‌ ‌animated.‌ ‌ 

If‌‌you‌‌cast‌‌a‌‌Flame‌‌spell‌‌at‌‌someone‌‌and‌‌miss‌‌and‌‌hit‌‌a‌‌tree,‌‌the‌‌tree‌‌will‌‌not‌‌catch‌‌on‌‌fire.‌‌Nor‌‌                                           
can‌ ‌you‌ ‌use‌ ‌an‌ ‌Ice‌ ‌spell‌ ‌to‌ ‌keep‌ ‌your‌ ‌ice‌ ‌cream‌ ‌cold.‌ ‌These‌ ‌spells‌ ‌can‌ ‌only‌ ‌affect‌ ‌creatures‌‌                                   
that‌ ‌are‌ ‌alive‌ ‌or‌ ‌animated.‌ ‌ 

IG,‌‌they‌‌feel‌‌like‌‌fire‌‌or‌‌ice‌‌when‌‌they‌‌hit,‌‌and‌‌you‌‌should‌‌certainly‌‌roleplay‌‌that‌‌out‌‌when‌‌you‌‌                                     
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are‌ ‌the‌ ‌subject‌ ‌of‌ ‌one.‌ ‌ 

Healing‌ ‌ 
Why‌‌would‌‌anyone‌‌ever‌‌suffer‌‌if‌‌there‌‌are‌‌healing‌‌spells?‌‌Well,‌‌the‌‌answer‌‌is‌‌that‌‌healing‌‌spells‌‌                                 
cannot‌ ‌do‌ ‌everything.‌ ‌ 

If‌ ‌you‌ ‌are‌ ‌damaged‌ ‌(or‌ ‌Dead)‌ ‌and‌ ‌you‌ ‌are‌ ‌then‌ ‌magically‌ ‌healed‌ ‌to‌ ‌your‌ ‌maximum‌ ‌(or‌‌                               
Resurrected),‌ ‌then‌ ‌you‌ ‌are‌ ‌returned‌ ‌to‌ ‌the‌ ‌state‌ ‌your‌ ‌body‌ ‌was‌ ‌in‌ ‌before‌ ‌the‌ ‌damage‌ ‌was‌‌                               
taken.‌‌If‌‌you‌‌had‌‌a‌‌limp‌‌before‌‌you‌‌were‌‌healed,‌‌you‌‌still‌‌have‌‌a‌‌limp.‌‌If‌‌you‌‌were‌‌dying‌‌of‌‌old‌‌                                         
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 ‌up‌‌to‌‌                             
the‌ ‌state‌ ‌you‌ ‌were‌ ‌in‌ ‌last‌ ‌before‌ ‌you‌ ‌took‌ ‌any‌ ‌recent‌ ‌damage.‌ ‌In‌ ‌other‌ ‌words,‌ ‌if‌ ‌your‌ ‌body‌‌                                   
healed‌‌normally‌‌after‌‌a‌‌battle‌‌(that‌‌is,‌‌without‌‌the‌‌aid‌‌of‌‌magic)‌‌and‌‌you‌‌ended‌‌up‌‌with‌‌scars,‌‌                                   
any‌ ‌future‌ ‌healing‌ ‌would‌ ‌not‌ ‌correct‌ ‌that‌ ‌old‌ ‌injury.‌ ‌ 

Body‌ ‌parts‌ ‌cannot‌‌be‌‌restored,‌‌regrown,‌‌or‌‌mended‌‌with‌‌‌Cure‌‌spells,‌‌Potions,‌‌or‌‌Elixirs,‌‌which‌‌                             
only‌ ‌replenish‌ ‌lost‌ ‌Body‌ ‌Points.‌ ‌To‌ ‌restore‌ ‌a‌ ‌body‌ ‌part‌ ‌that‌ ‌has‌ ‌been‌ ‌‌Withered‌,‌ ‌‌Stunned‌,‌‌                             
amputated,‌ ‌or‌ ‌broken‌ ‌requires‌ ‌a‌ ‌‌Restore‌ ‌‌spell,‌ ‌a‌ ‌‌Life‌ ‌‌spell,‌ ‌or‌ ‌a‌ ‌Resurrection.‌ ‌ 

Breaking‌ ‌or‌ ‌removing‌ ‌a‌ ‌body‌ ‌part‌ ‌requires‌ ‌at‌ ‌least‌ ‌three‌ ‌seconds.‌ ‌You‌ ‌do‌ ‌not‌ ‌have‌ ‌to‌ ‌do‌ ‌a‌‌                                   
3-Count,‌ ‌but‌ ‌you‌ ‌must‌ ‌roleplay‌ ‌the‌ ‌breaking‌ ‌to‌ ‌make‌ ‌it‌ ‌clear‌ ‌what‌ ‌you‌ ‌are‌ ‌doing.‌ ‌ 

A‌ ‌‌Cure‌ ‌Disease‌ ‌spell‌ ‌will‌ ‌only‌ ‌cure‌ ‌the‌ ‌game‌ ‌effect‌‌‌Disease‌.‌‌It‌‌will‌‌not‌‌cure‌‌cancer,‌‌get‌‌rid‌‌of‌‌                                     
athlete’s‌ ‌foot,‌ ‌or‌ ‌hide‌ ‌your‌ ‌bald‌ ‌spot.‌ ‌This‌ ‌gives‌ ‌some‌ ‌players‌ ‌fun‌ ‌roleplaying‌ ‌frustrations‌ ‌of‌‌                             
being‌ ‌sick:‌ ‌“You‌ ‌mean‌ ‌they‌ ‌can‌ ‌bring‌ ‌me‌ ‌back‌ ‌to‌ ‌life‌ ‌after‌ ‌dying‌ ‌but‌ ‌they‌ ‌can’t‌ ‌cure‌ ‌the‌‌                                   
common‌ ‌cold?!!”‌ ‌ 

Pregnancies‌‌IG‌‌are‌‌completely‌‌a‌‌roleplaying‌‌issue‌‌controllable‌‌by‌‌the‌‌player‌‌involved.‌‌The‌‌most‌‌                           
important‌ ‌thing‌ ‌is‌ ‌to‌ ‌follow‌ ‌all‌ ‌rules‌ ‌of‌ ‌good‌ ‌taste!‌ ‌Being‌ ‌pregnant‌ ‌IG‌ ‌will‌‌not‌‌change‌‌in‌‌any‌‌                                   
way‌‌any‌‌of‌‌the‌‌rules‌‌in‌‌this‌‌book.‌‌Using‌‌healing‌‌Skills‌‌to‌‌detect‌‌the‌‌existence‌‌of‌‌a‌‌pregnancy‌‌is‌‌                                     
also‌ ‌up‌ ‌to‌ ‌the‌ ‌player‌ ‌involved,‌ ‌although‌ ‌one‌ ‌should‌ ‌remember‌ ‌the‌ ‌limitations‌ ‌of‌ ‌medieval‌‌                           
medicine.‌‌‌Healing‌‌Arts‌‌is‌‌not‌‌a‌‌magical‌‌Skill‌‌and‌‌cannot‌‌be‌‌used‌‌to‌‌determine‌‌an‌‌unborn‌‌child’s‌‌                                 
sex,‌ ‌Species,‌ ‌or‌ ‌heritage.‌ ‌ 

A‌ ‌doll‌‌used‌‌to‌‌represent‌‌an‌‌infant‌‌is‌‌considered‌‌a‌‌personal‌‌possession‌‌(if‌‌carried)‌‌in‌‌regard‌‌to‌‌                                 
the‌ ‌rules.‌ ‌ 

Necromancy‌ ‌ 
Is‌‌Necromancy‌‌evil?‌‌Not‌‌every‌‌person‌‌on‌‌Realms‌‌of‌‌REFUGE‌‌thinks‌‌so‌‌—‌‌in‌‌fact,‌‌it‌‌is‌‌perfectly‌‌                                   
legal‌ ‌in‌ ‌some‌ ‌places.‌ ‌ 
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However,‌ ‌Necromancy‌ ‌is‌ ‌illegal‌ ‌in‌ ‌most‌ ‌parts‌ ‌of‌ ‌the‌ ‌world‌ ‌because‌ ‌many‌ ‌people‌ ‌believe‌ ‌it‌‌                             
draws‌ ‌upon‌ ‌the‌ ‌decaying‌ ‌and‌ ‌dying‌ ‌energies‌ ‌of‌ ‌the‌ ‌Earth‌ ‌and‌ ‌thus‌ ‌prevents‌ ‌the‌ ‌Earth‌ ‌from‌‌                               
acting‌ ‌‘naturally.’‌ ‌Further,‌ ‌those‌ ‌who‌ ‌cast‌ ‌Necromancy‌ ‌often‌ ‌tend‌ ‌to‌ ‌get‌ ‌‘power‌ ‌mad’.‌ ‌ 

The‌ ‌most‌ ‌accepted‌ ‌IG‌ ‌explanation‌ ‌is‌ ‌this:‌ ‌Imagine‌ ‌the‌ ‌planet‌ ‌going‌ ‌through‌ ‌its‌ ‌seasons‌‌                           
normally‌‌from‌‌year‌‌to‌‌year.‌‌Healing‌‌spells‌‌go‌‌with‌‌the‌‌flow‌‌of‌‌this‌‌cycle‌‌and‌‌do‌‌not‌‌disrupt‌‌the‌‌                                     
orderly‌ ‌process‌ ‌of‌ ‌living‌ ‌and‌ ‌dying‌ ‌that‌ ‌are‌ ‌part‌ ‌of‌ ‌this‌ ‌orderly‌ ‌system.‌ ‌Necromancy‌ ‌goes‌‌                             
against‌‌the‌‌flow‌‌of‌‌this‌‌cycle‌‌by‌‌tapping‌‌into‌‌the‌‌chaotic‌‌forces‌‌that‌‌are‌‌not‌‌part‌‌of‌‌this‌‌system.‌‌                                     
Creating‌ ‌Undead,‌ ‌for‌ ‌example,‌ ‌requires‌ ‌that‌ ‌a‌ ‌Spirit‌ ‌behave‌ ‌in‌ ‌ways‌‌that‌‌are‌‌contrary‌‌to‌‌the‌‌                               
orderly‌ ‌flow‌ ‌of‌ ‌the‌ ‌cycle.‌ ‌ 

This‌ ‌IG‌ ‌theory‌ ‌has‌ ‌been‌ ‌used‌ ‌in‌ ‌the‌ ‌past‌ ‌to‌ ‌explain‌ ‌large‌ ‌numbers‌ ‌of‌ ‌Undead‌ ‌randomly‌‌                               
appearing‌ ‌(“The‌ ‌Chaos‌‌in‌‌this‌‌area‌‌is‌‌so‌‌strong‌‌that‌‌the‌‌cycle‌‌is‌‌being‌‌completely‌‌disrupted!”)‌‌                               
as‌‌well‌‌as‌‌aberrant‌‌weather‌‌(“This‌‌cold‌‌wave‌‌this‌‌time‌‌of‌‌year‌‌can‌‌only‌‌be‌‌caused‌‌by‌‌too‌‌much‌‌                                     
Necromancy‌ ‌being‌ ‌cast!”).‌ ‌ 

Of‌‌course,‌‌there‌‌are‌‌many‌‌academics‌‌who‌‌believe‌‌that‌‌this‌‌theory‌‌is‌‌a‌‌load‌‌of‌‌goblin‌‌dung‌‌and‌‌                                   
that‌ ‌bad‌‌weather‌‌and‌‌Undead‌‌rising‌‌are‌‌all‌‌part‌‌of‌‌the‌‌normal‌‌cycle.‌‌It‌‌is‌‌up‌‌to‌‌you‌‌to‌‌decide‌‌                                       
as‌ ‌your‌ ‌character‌ ‌how‌ ‌you‌ ‌feel‌ ‌about‌ ‌the‌ ‌issue.‌ ‌ 

Assume‌ ‌for‌ ‌game‌ ‌purposes‌ ‌that‌ ‌there‌ ‌are‌ ‌many‌ ‌learned‌ ‌treatises‌ ‌on‌ ‌both‌ ‌sides‌ ‌and‌ ‌that‌‌                             
people‌‌have‌‌been‌‌arguing‌‌the‌‌point‌‌for‌‌many‌‌thousands‌‌of‌‌years‌‌(although‌‌the‌‌people‌‌arguing‌‌                             
in‌ ‌favor‌ ‌of‌ ‌Necromancy‌ ‌not‌ ‌being‌ ‌harmful‌ ‌usually‌ ‌have,‌ ‌shall‌ ‌we‌ ‌say,‌ ‌ulterior‌ ‌motives).‌‌                           
Characters‌ ‌debate‌ ‌this‌ ‌issue‌ ‌often,‌ ‌and‌ ‌we‌ ‌encourage‌ ‌this;‌ ‌gray‌ ‌areas‌ ‌are‌ ‌always‌ ‌more‌‌                           
fun‌ ‌than‌ ‌black‌ ‌and‌ ‌white‌ ‌issues.‌ ‌ 

Necromancy‌ ‌may‌ ‌be‌ ‌legal‌ ‌in‌ ‌some‌ ‌of‌ ‌the‌ ‌Cast‌ ‌countries‌‌that‌‌exist‌‌on‌‌the‌‌world‌‌of‌‌Realms‌‌of‌‌                                   
REFUGE,‌‌but‌‌it‌‌will‌‌always‌‌be‌‌illegal‌‌in‌‌the‌‌main‌‌area‌‌in‌‌which‌‌the‌‌game‌‌takes‌‌place.‌‌The‌‌main‌‌                                     
reason‌ ‌Necromancy‌ ‌is‌ ‌illegal‌ ‌is‌ ‌for‌ ‌game‌ ‌balance;‌ ‌if‌ ‌characters‌ ‌were‌ ‌allowed‌ ‌to‌ ‌throw‌ ‌these‌‌                             
powerful‌‌spells‌‌without‌‌restriction,‌‌well,‌‌why‌‌wouldn’t‌‌everyone‌‌be‌‌a‌‌healer,‌‌able‌‌to‌‌harm‌‌better‌‌                             
than‌ ‌a‌ ‌Celestial‌ ‌caster‌ ‌and‌ ‌be‌ ‌able‌ ‌to‌ ‌heal‌ ‌as‌ ‌well?‌ ‌ 

IG‌‌your‌‌character‌‌can‌‌try‌‌to‌‌get‌‌your‌‌local‌‌authorities‌‌to‌‌make‌‌Necromancy‌‌legal,‌‌but‌‌you‌‌the‌‌                                 
player‌ ‌must‌ ‌understand‌ ‌that‌ ‌OOG,‌ ‌this‌ ‌will‌ ‌never‌ ‌be‌ ‌done.‌ ‌ 

The‌ ‌existence‌ ‌of‌ ‌laws‌ ‌against‌ ‌Necromancy‌ ‌are‌ ‌an‌ ‌unalterable‌ ‌rule‌ ‌of‌ ‌the‌ ‌game.‌‌Further,‌‌you‌‌                             
cannot‌ ‌complain‌ ‌if‌‌your‌‌character‌‌is‌‌caught‌‌casting‌‌Necromancy‌‌and‌‌is‌‌sentenced‌‌to‌‌a‌‌death‌‌                             
(or‌ ‌worse)‌ ‌because‌ ‌of‌ ‌it.‌ ‌You‌ ‌have‌ ‌been‌ ‌warned,‌ ‌and‌ ‌it’s‌ ‌the‌ ‌risk‌ ‌you‌ ‌decide‌‌to‌‌take‌‌on‌‌your‌‌                                     
own.‌ ‌ 

Potions‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌ 
Potions‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌give‌ ‌the‌ ‌spellcaster‌ ‌a‌ ‌tremendous‌ ‌advantage.‌ ‌With‌ ‌a‌ ‌good‌‌                           
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number‌ ‌of‌ ‌these,‌ ‌you‌ ‌should‌‌not‌‌have‌‌to‌‌worry‌‌about‌‌being‌‌ineffective‌‌after‌‌your‌‌memorized‌‌                             
spells‌ ‌are‌ ‌gone.‌ ‌ 

A‌‌healer‌‌should‌‌keep‌‌a‌‌stockpile‌‌of‌‌healing‌‌Potions‌‌so‌‌they‌‌can‌‌use‌‌their‌‌binding‌‌spells‌‌in‌‌battle‌‌                                   
and‌ ‌yet‌ ‌still‌ ‌be‌ ‌able‌ ‌to‌ ‌heal.‌ ‌A‌ ‌mage‌ ‌with‌ ‌a‌ ‌pile‌ ‌of‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌is‌ ‌a‌ ‌much‌ ‌more‌‌                                       
formidable‌ ‌opponent‌‌than‌‌one‌‌with‌‌just‌‌spells‌‌in‌‌memory.‌‌The‌‌most‌‌successful‌‌casters‌‌are‌‌the‌‌                             
ones‌‌who‌‌know‌‌that‌‌having‌‌Battle‌‌Magic‌‌Scrolls‌‌and‌‌Potions‌‌at‌‌their‌‌side‌‌can‌‌double‌‌and‌‌triple‌‌                                 
their‌ ‌effectiveness,‌ ‌usefulness,‌ ‌and‌ ‌fun.‌ ‌ 

The‌ ‌effects‌ ‌of‌ ‌Potions‌ ‌and‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌are‌ ‌the‌ ‌same‌ ‌as‌ ‌for‌ ‌a‌ ‌cast‌ ‌spell.‌ ‌ 

A‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌Potion‌‌physrep‌‌is‌‌not‌‌valid‌‌unless‌‌it‌‌has‌‌an‌‌actual‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌                                     
Potion‌ ‌Tag‌ ‌attached‌ ‌to‌ ‌the‌ ‌physrep.‌ ‌Likewise,‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌or‌ ‌Potion‌ ‌Tag‌ ‌without‌ ‌a‌‌                               
physrep‌ ‌is‌ ‌also‌ ‌invalid.‌ ‌ 

If‌‌you‌‌build‌‌or‌‌receive‌‌Tags‌‌without‌‌physreps‌‌(for‌‌example,‌‌after‌‌using‌‌your‌‌Production‌‌Points‌‌                             
at‌ ‌Logistics‌ ‌to‌ ‌create‌ ‌items),‌ ‌then‌ ‌it‌ ‌is‌ ‌your‌ ‌responsibility‌‌to‌‌provide‌‌the‌‌appropriate‌‌physrep‌‌                             
and‌ ‌make‌ ‌sure‌ ‌the‌ ‌Tag‌ ‌is‌ ‌attached.‌ ‌ 

Both‌ ‌Potions‌‌and‌‌Scrolls‌‌must‌‌be‌‌identified;‌‌see‌‌the‌‌Production‌‌Skills‌‌section‌‌of‌‌the‌‌Rule‌‌Book‌‌                               
for‌ ‌details.‌ ‌ 

Potions:‌ ‌All‌ ‌Potion‌ ‌physreps‌ ‌must‌ ‌be‌ ‌large‌ ‌enough‌ ‌to‌ ‌hold‌ ‌at‌ ‌least‌ ‌a‌ ‌minimum‌ ‌of‌ ‌a‌ ‌quarter‌‌                                 
ounce‌ ‌of‌ ‌liquid.‌ ‌The‌ ‌physrep‌ ‌does‌ ‌not‌ ‌actually‌ ‌have‌ ‌to‌ ‌contain‌ ‌any‌ ‌liquid‌ ‌to‌ ‌be‌ ‌valid.‌ ‌ 

To‌ ‌use‌ ‌a‌ ‌Potion,‌ ‌you‌ ‌must‌ ‌roleplay‌ ‌the‌ ‌proper‌ ‌drinking‌ ‌motions,‌ ‌and‌ ‌this‌ ‌must‌ ‌take‌ ‌at‌ ‌least‌‌                                 
three‌ ‌seconds.‌ ‌You‌ ‌should‌ ‌not‌ ‌count‌ ‌it‌ ‌out‌ ‌loud.‌ ‌Only‌ ‌one‌ ‌Potion‌ ‌may‌ ‌be‌ ‌quaffed‌ ‌at‌ ‌a‌ ‌time.‌ ‌ 

A‌‌Potion‌‌may‌‌be‌‌Force‌‌Fed‌‌to‌‌an‌‌Unconscious‌‌or‌‌sleeping‌‌person‌‌by‌‌someone‌‌else,‌‌but‌‌such‌‌a‌‌                                   
character‌ ‌cannot‌ ‌accidentally‌ ‌drink‌ ‌one.‌‌You‌‌cannot‌‌attach‌‌a‌‌Potion‌‌or‌‌Elixir‌‌to‌‌your‌‌collar‌‌or‌‌                               
Shield‌‌and‌‌bite‌‌into‌‌it‌‌to‌‌get‌‌its‌‌effects‌‌while‌‌bound‌‌or‌‌in‌‌battle.‌‌You‌‌must‌‌be‌‌able‌‌to‌‌hold‌‌one‌‌in‌‌                                           
your‌ ‌hand,‌ ‌motion‌ ‌removing‌ ‌a‌ ‌cork‌ ‌or‌ ‌cap,‌ ‌and‌ ‌then‌ ‌mime‌ ‌drinking‌ ‌it.‌ ‌ 

Potions‌‌cannot‌‌be‌‌mixed‌‌into‌‌food‌‌or‌‌drink‌‌or‌‌diluted‌‌or‌‌mixed‌‌together‌‌in‌‌any‌‌way.‌‌If‌‌multiple‌‌                                   
Potions‌ ‌are‌ ‌poured‌ ‌into‌ ‌the‌ ‌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.‌ ‌ 

All‌ ‌Potions‌ ‌affect‌ ‌the‌ ‌drinker‌ ‌only‌ ‌and‌ ‌bypass‌ ‌any‌ ‌protective‌ ‌spells‌ ‌such‌ ‌as‌ ‌Spell‌ ‌Shield‌ ‌or‌‌                               
Reflect‌‌Spell.‌‌They‌‌can,‌‌however,‌‌be‌‌resisted‌‌by‌‌applicable‌‌species‌‌abilities‌‌(such‌‌as‌‌‌Resist‌‌‌Spell‌‌                             
or‌ ‌‌Resist‌ ‌‌Necromancy‌ ‌for‌ ‌a‌ ‌Necromantic‌ ‌Potion).‌ ‌ 

Battle‌ ‌Magic‌ ‌Scrolls:‌ ‌All‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌physreps‌ ‌must‌ ‌be‌ ‌at‌ ‌least‌ ‌16‌ ‌square‌ ‌inches‌ ‌(for‌‌                               
example,‌‌a‌‌Scroll‌‌that‌‌is‌‌2‌‌inches‌‌tall‌‌by‌‌8‌‌inches‌‌long‌‌would‌‌be‌‌fine,‌‌which‌‌will‌‌give‌‌you‌‌five‌‌out‌‌                                         
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of‌ ‌a‌ ‌standard‌ ‌piece‌ ‌of‌ ‌paper).‌ ‌ 

To‌‌use‌‌a‌‌Battle‌‌Magic‌‌Scroll,‌‌you‌‌must‌‌pull‌‌out‌‌the‌‌Scroll,‌‌hold‌‌it‌‌before‌‌you,‌‌have‌‌enough‌‌light‌‌                                     
to‌‌be‌‌able‌‌to‌‌read‌‌it,‌‌touch‌‌a‌‌spell‌‌Packet‌‌to‌‌the‌‌Scroll,‌‌actually‌‌incant‌‌the‌‌Scroll‌‌out‌‌loud,‌‌and‌‌                                       
then‌ ‌throw‌ ‌the‌ ‌Packet.‌ ‌ 

If‌‌your‌‌Battle‌‌Magic‌‌Scroll‌‌is‌‌attached‌‌to‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌you‌‌may‌‌not‌‌be‌‌swinging‌‌it‌‌while‌‌                                     
reading‌ ‌the‌ ‌Scroll.‌ ‌ 

The‌ ‌entire‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌must‌ ‌be‌‌visible‌‌for‌‌it‌‌to‌‌be‌‌used.‌‌You‌‌cannot‌‌write‌‌the‌‌incant‌‌in‌‌                                     
very‌‌small‌‌letters‌‌in‌‌the‌‌top‌‌left‌‌corner‌‌and‌‌then‌‌hold‌‌a‌‌bunch‌‌of‌‌Scrolls‌‌like‌‌a‌‌hand‌‌of‌‌playing‌‌                                       
cards‌‌with‌‌only‌‌the‌‌incant‌‌visible;‌‌nor‌‌can‌‌you‌‌overlap‌‌the‌‌Scrolls‌‌and‌‌attach‌‌them‌‌to‌‌the‌‌back‌‌                                   
of‌ ‌your‌ ‌Shield.‌ ‌ 

After‌ ‌the‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌is‌ ‌used,‌ ‌the‌ ‌Tag‌ ‌is‌ ‌removed‌‌but‌‌the‌‌paper‌‌remains.‌‌The‌‌magical‌‌                                 
writing‌ ‌is‌ ‌inert‌ ‌although‌ ‌anyone‌ ‌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 ‌only‌ ‌be‌ ‌used‌ ‌by‌ ‌someone‌ ‌with‌ ‌the‌ ‌‌Read‌ ‌Magic‌ ‌Skill.‌ ‌A‌‌                                 
character‌ ‌may‌ ‌activate‌ ‌a‌‌Battle‌‌Magic‌‌Scroll‌‌no‌‌higher‌‌than‌‌4‌‌levels‌‌above‌‌their‌‌highest-level‌‌                             
Celestial‌ ‌Spell‌ ‌Slot;‌ ‌if‌ ‌they‌ ‌only‌ ‌have‌ ‌Read‌ ‌Magic‌,‌ ‌they‌ ‌can‌ ‌read‌ ‌up‌‌to‌‌4th‌‌level‌‌Battle‌‌Magic‌‌                                   
Scrolls.‌ ‌ 

Magic‌ ‌Items‌ ‌ 
Using‌ ‌the‌ ‌Formal‌ ‌Magic‌ ‌system,‌ ‌characters‌ ‌can‌‌create‌‌Magic‌‌Items‌‌which‌‌contain‌‌spells.‌‌You‌‌                           
might‌ ‌also‌ ‌find‌ ‌these‌ ‌as‌ ‌treasure.‌ ‌These‌ ‌Magic‌ ‌Items‌ ‌may‌ ‌have‌ ‌a‌ ‌specific‌‌spell‌‌active‌‌within‌‌                               
them‌ ‌which‌ ‌you‌ ‌can‌ ‌activate‌ ‌as‌ ‌if‌ ‌you‌ ‌had‌ ‌cast‌ ‌the‌ ‌spell‌ ‌yourself,‌ ‌even‌ ‌if‌ ‌you‌ ‌are‌ ‌not‌ ‌a‌ ‌caster.‌ ‌ 

Each‌‌Magic‌‌Item‌‌is‌‌made‌‌up‌‌of‌‌one‌‌or‌‌more‌‌Ritual‌‌Batches.‌‌Each‌‌Batch‌‌has‌‌a‌‌set‌‌Duration‌‌and‌‌                                     
combination‌ ‌of‌ ‌Rituals.‌ ‌Individual‌ ‌Rituals‌ ‌fall‌ ‌into‌‌three‌‌types:‌‌Permanent,‌‌meaning‌‌that‌‌they‌‌                         
are‌‌always‌‌in‌‌effect;‌‌Times‌‌Ever,‌‌meaning‌‌that‌‌they‌‌can‌‌only‌‌be‌‌used‌‌a‌‌certain‌‌number‌‌of‌‌times‌‌                                   
before‌ ‌their‌ ‌magics‌ ‌permanently‌ ‌burn‌ ‌out;‌ ‌or‌ ‌LPs,‌ ‌meaning‌ ‌that‌ ‌their‌ ‌magic‌ ‌will‌ ‌slowly‌ ‌fade‌‌                             
over‌ ‌a‌ ‌certain‌ ‌amount‌ ‌of‌ ‌time.‌ ‌For‌ ‌items‌ ‌with‌ ‌a‌ ‌Duration‌ ‌of‌ ‌a‌ ‌certain‌ ‌number‌ ‌of‌ ‌LPs,‌ ‌at‌ ‌the‌‌                                     
start‌‌of‌‌each‌‌event‌‌the‌‌Magic‌‌Item‌‌is‌‌brought‌‌to,‌‌one‌‌LP‌‌will‌‌be‌‌marked‌‌off‌‌for‌‌each‌‌LP‌‌of‌‌the‌‌                                         
event.‌ ‌ 

All‌ ‌Magic‌ ‌Items‌ ‌created‌ ‌through‌ ‌the‌ ‌ritual‌ ‌system‌ ‌that‌ ‌have‌ ‌a‌‌Permanent‌‌or‌‌LP‌‌duration‌‌are‌‌                               
indestructible.‌ ‌These‌ ‌Magic‌ ‌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.‌ ‌ 
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This‌‌in‌‌no‌‌way‌‌implies‌‌that‌‌ritually‌‌summoned‌‌or‌‌created‌‌creatures‌‌cannot‌‌be‌‌killed.‌‌Magically‌‌                             
created‌ ‌Constructs‌ ‌and‌ ‌summoned‌ ‌creatures‌ ‌will‌ ‌still‌ ‌follow‌‌all‌‌effects‌‌listed‌‌on‌‌their‌‌Monster‌‌                           
Card;‌ ‌for‌ ‌example,‌ ‌Constructs‌ ‌will‌ ‌still‌ ‌take‌ ‌damage‌ ‌from‌‌‌Shatter‌.‌‌Effects‌‌listed‌‌on‌‌the‌‌Magic‌‌                             
Item‌ ‌Tag‌ ‌(or‌ ‌in‌ ‌the‌ ‌case‌ ‌of‌ ‌transforms,‌ ‌summons,‌ ‌and‌ ‌created‌ ‌creatures,‌ ‌the‌ ‌Monster‌ ‌Card)‌‌                             
may‌ ‌change‌ ‌this‌ ‌effect.‌ ‌ 

In‌ ‌order‌ ‌to‌ ‌use‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌which‌ ‌duplicates‌ ‌a‌ ‌spell‌ ‌(such‌ ‌as‌ ‌Enchant‌ ‌or‌ ‌Spell‌ ‌Store),‌ ‌you‌‌                                   
must‌ ‌say‌ ‌“Activate‌ ‌<spell‌ ‌verbal,‌ ‌including‌ ‌amount‌ ‌and‌ ‌Effect>”‌ ‌and‌ ‌then‌ ‌throw‌ ‌a‌ ‌Packet‌ ‌(or‌‌                             
Touch-Cast),‌ ‌following‌ ‌all‌ ‌other‌ ‌rules‌ ‌concerning‌ ‌spellcasting.‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌the‌ ‌ability‌‌to‌‌cast‌‌the‌‌spell‌‌contained‌‌in‌‌the‌‌Magic‌‌Item‌‌on‌‌your‌‌own,‌‌you‌‌merely‌‌                                     
have‌‌to‌‌say‌‌“Activate‌‌<amount‌‌if‌‌applicable>‌‌Spell‌‌<Effect>”‌‌without‌‌the‌‌rest‌‌of‌‌the‌‌spell‌‌verbal‌‌                               
included.‌ ‌This‌ ‌is‌ ‌true‌ ‌even‌ ‌if‌ ‌the‌ ‌Magic‌ ‌Item‌ ‌was‌ ‌not‌ ‌made‌ ‌with‌ ‌your‌ ‌particular‌ ‌school‌ ‌of‌‌                                 
magic.‌ ‌ 

Magic‌‌Items‌‌in‌‌your‌‌possession‌‌can‌‌be‌‌used‌‌when‌‌bound‌‌or‌‌otherwise‌‌incapacitated‌‌so‌‌long‌‌as‌‌                               
you‌ ‌are‌ ‌able‌ ‌to‌ ‌speak.‌ ‌They‌ ‌cannot‌ ‌be‌ ‌used‌ ‌when‌ ‌‌Silenced‌,‌ ‌gagged,‌ ‌or‌ ‌otherwise‌ ‌unable‌ ‌to‌‌                               
speak‌ ‌(such‌ ‌as‌ ‌when‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Prison‌ ‌‌or‌ ‌‌Paralysis‌).‌ ‌ 

Under‌ ‌normal‌ ‌circumstances,‌ ‌you‌ ‌must‌ ‌be‌ ‌the‌ ‌only‌ ‌conscious‌ ‌person‌ ‌having‌ ‌sole‌ ‌clear‌‌                         
possession‌ ‌of‌ ‌an‌ ‌item‌ ‌to‌ ‌activate‌ ‌its‌ ‌abilities.‌ ‌The‌ ‌item‌ ‌need‌ ‌not‌ ‌be‌ ‌in‌ ‌a‌ ‌hand‌ ‌to‌ ‌activate;‌ ‌it‌‌                                     
may‌ ‌be‌ ‌in‌ ‌a‌ ‌pouch‌ ‌or‌ ‌other‌ ‌container,‌‌so‌‌long‌‌as‌‌it‌‌is‌‌clearly‌‌possessed‌‌by‌‌a‌‌single‌‌individual‌‌                                     
with‌ ‌the‌ ‌ability‌ ‌to‌ ‌activate‌ ‌the‌ ‌item.‌ ‌ 

It‌‌is‌‌also‌‌possible‌‌to‌‌activate‌‌a‌‌Magic‌‌Item‌‌that‌‌is‌‌in‌‌another‌‌person’s‌‌possession,‌‌so‌‌long‌‌as‌‌all‌‌                                     
rules‌‌for‌‌safety‌‌are‌‌abided‌‌by‌‌(i.e.,‌‌you‌‌may‌‌not‌‌tackle‌‌or‌‌grab‌‌someone‌‌that‌‌you‌‌are‌‌currently‌‌                                   
or‌ ‌about‌ ‌to‌ ‌be‌ ‌in‌ ‌combat‌‌with‌‌and‌‌activate‌‌their‌‌Magic‌‌Items,‌‌but‌‌if‌‌your‌‌friend‌‌is‌‌dead,‌‌and‌‌                                     
you‌‌know‌‌they‌‌were‌‌in‌‌possession‌‌of‌‌a‌‌‌Life‌‌‌item,‌‌you‌‌can‌‌activate‌‌the‌‌‌Life‌‌‌while‌‌carrying‌‌them‌‌                                   
away).‌ ‌You‌ ‌should‌ ‌make‌ ‌it‌ ‌clear‌ ‌to‌ ‌the‌‌player‌‌OOG‌‌that‌‌you‌‌are‌‌activating‌‌their‌‌Magic‌‌Items‌‌                                 
rather‌ ‌than‌ ‌your‌ ‌own.‌ ‌ 

‌ ‌   
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Chapter‌ ‌XII:‌ ‌Alchemy‌ ‌and‌ ‌Traps‌‌ 

Alchemy‌ ‌ 

Creating‌ ‌Alchemy‌ ‌ 
Characters‌ ‌with‌ ‌the‌ ‌‌Alchemy‌ ‌‌Skill‌ ‌can‌‌use‌‌and‌‌create‌‌‌Alchemical‌‌‌substances‌‌such‌‌as‌‌poisons,‌‌                           
Gas‌ ‌Globes‌ ‌and‌ ‌more.‌ ‌‌Alchemy‌ ‌‌is‌ ‌a‌ ‌Production‌ ‌Skill‌ ‌(see‌ ‌the‌ ‌Production‌ ‌Skills‌ ‌section‌ ‌for‌‌                             
details).‌‌To‌‌produce‌‌an‌‌‌Alchemical‌‌‌substance,‌‌you‌‌must‌‌have‌‌a‌‌Formula‌‌book‌‌and‌‌the‌‌specific‌‌                             
Formula‌ ‌for‌ ‌that‌‌substance.‌‌Formulas‌‌(sometimes‌‌called‌‌recipes)‌‌must‌‌be‌‌in‌‌a‌‌book‌‌much‌‌like‌‌                             
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 ‌Formulas‌‌                                       
within.‌‌You‌‌will‌‌have‌‌to‌‌find‌‌someone‌‌with‌‌the‌‌Formulas‌‌and‌‌recopy‌‌them‌‌into‌‌your‌‌book‌‌again‌‌                                 
before‌‌you‌‌can‌‌create‌‌any‌‌new‌‌‌Alchemical‌‌‌substances.‌‌Note‌‌that‌‌unlike‌‌Spellbooks,‌‌you‌‌do‌‌not‌‌                             
have‌ ‌to‌ ‌pay‌ ‌IG‌ ‌money‌ ‌to‌ ‌use‌ ‌a‌ ‌special‌ ‌ink‌ ‌to‌ ‌write‌‌the‌‌Formulas‌‌into‌‌the‌‌book,‌‌although‌‌the‌‌                                     
person‌ ‌from‌ ‌whom‌ ‌you‌ ‌get‌ ‌the‌ ‌Formulas‌ ‌may‌ ‌demand‌ ‌payment‌ ‌IG.‌ ‌ 

When‌ ‌you‌ ‌learn‌ ‌a‌ ‌Formula,‌ ‌you‌ ‌learn‌ ‌all‌ ‌the‌ ‌ways‌ ‌to‌ ‌make‌ ‌it‌ ‌such‌ ‌as‌ ‌a‌ ‌gas,‌ ‌an‌ ‌Elixir,‌ ‌or‌ ‌a‌‌                                         
Coating.‌ ‌You‌ ‌choose‌ ‌what‌ ‌form‌ ‌the‌ ‌Formula‌ ‌will‌ ‌take‌ ‌at‌ ‌logistics.‌ ‌ 

You‌ ‌may‌ ‌not‌ ‌reverse‌ ‌engineer‌ ‌an‌ ‌‌Alchemical‌ ‌‌substance‌ ‌to‌ ‌learn‌ ‌the‌ ‌Formula.‌ ‌ 

Even‌‌though‌‌they‌‌are‌‌available‌‌IG,‌‌some‌‌‌Alchemical‌‌‌substances‌‌exist‌‌which‌‌can‌‌never‌‌be‌‌made‌‌                             
by‌ ‌PC.‌ ‌For‌ ‌instance,‌ ‌you‌ ‌should‌ ‌never‌ ‌find‌ ‌a‌ ‌Formula‌ ‌book‌ ‌containing‌ ‌‌Enslavement‌ ‌‌or‌‌                           
Euphoria‌.‌ ‌It‌ ‌is‌ ‌possible,‌ ‌however,‌ ‌to‌ ‌find‌ ‌unusual‌ ‌Gas‌ ‌Globes‌ ‌or‌ ‌Elixirs‌ ‌which,‌ ‌although‌ ‌they‌‌                             
cannot‌ ‌be‌ ‌made‌ ‌by‌ ‌PCs,‌ ‌can‌ ‌still‌ ‌be‌ ‌used.‌ ‌ 

Alchemy‌ ‌Rules‌ ‌ 
You‌ ‌do‌ ‌not‌ ‌need‌ ‌the‌ ‌‌Alchemy‌ ‌‌Skill‌ ‌to‌ ‌drink‌ ‌an‌ ‌Elixir‌‌or‌‌feed‌‌one‌‌to‌‌someone‌‌else.‌‌The‌‌Herbal‌‌                                     
Lore‌‌Skill‌‌allows‌‌you‌‌to‌‌apply‌‌Coatings‌‌(to‌‌surfaces‌‌or‌‌Weapons‌‌as‌‌appropriate).‌‌Three‌‌ranks‌‌of‌‌                               
the‌ ‌‌Alchemy‌ ‌‌Skill‌ ‌allow‌ ‌you‌ ‌to‌ ‌use‌ ‌‌Alchemy‌ ‌‌Globes‌ ‌(usually‌ ‌thrown).‌ ‌ 

Alchemical‌ ‌‌substances‌ ‌will‌ ‌not‌ ‌affect‌ ‌certain‌ ‌creatures‌ ‌such‌ ‌as‌ ‌Undead‌ ‌or‌ ‌Constructs.‌ ‌If‌ ‌the‌‌                           
creature‌‌has‌‌No‌‌Metabolism,‌‌or‌‌has‌‌an‌‌Alien‌‌Metabolism,‌‌‌Alchemy‌‌‌poisons‌‌will‌‌likely‌‌not‌‌work.‌‌                             
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.‌ ‌ 

The‌ ‌Spell‌ ‌Defense‌ ‌‌Poison‌ ‌Shield‌ ‌‌will‌ ‌not‌ ‌stop‌ ‌ingested‌ ‌substances‌‌from‌‌taking‌‌effect,‌‌but‌‌will‌‌                             
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stop‌‌all‌‌other‌‌attacks‌‌with‌‌the‌‌Poison‌‌Qualifier‌‌such‌‌as‌‌‌Alchemy‌‌‌Globes.‌‌The‌‌Species‌‌Skill‌‌‌Resist‌‌                               
Poison‌‌may‌‌be‌‌used‌‌on‌‌any‌‌Effect‌‌with‌‌the‌‌Poison‌‌Qualifier‌‌no‌‌matter‌‌how‌‌it‌‌is‌‌delivered‌‌and‌‌is‌‌                                     
one‌ ‌of‌ ‌the‌ ‌only‌ ‌ways‌ ‌to‌ ‌stop‌ ‌an‌ ‌ingested‌ ‌toxin.‌ ‌ 

Note‌ ‌that‌ ‌Coatings‌ ‌which‌ ‌do‌ ‌not‌ ‌use‌ ‌the‌ ‌Poison‌ ‌Qualifier‌‌are‌‌not‌‌stopped‌‌by‌‌a‌‌‌Poison‌‌Shield‌‌                                 
and‌ ‌can‌ ‌only‌ ‌be‌ ‌removed‌ ‌by‌ ‌an‌ ‌appropriate‌ ‌cure‌ ‌—‌ ‌in‌ ‌some‌ ‌cases‌ ‌an‌ ‌‌Alchemical‌ ‌Solvent‌,‌‌in‌‌                                 
others‌ ‌a‌ ‌‌Purify‌ ‌‌or‌ ‌a‌ ‌‌Dispel‌.‌ ‌ 

You‌‌cannot‌‌have‌‌more‌‌than‌‌one‌‌active‌‌Coating‌‌on‌‌your‌‌Weapon‌‌or‌‌any‌‌other‌‌item‌‌at‌‌any‌‌one‌‌                                   
time,‌ ‌and‌ ‌only‌ ‌the‌ ‌most‌ ‌recently‌ ‌applied‌ ‌will‌ ‌be‌ ‌effective.‌ ‌There‌ ‌are‌ ‌Rituals‌ ‌that‌ ‌may‌‌                             
circumvent‌ ‌this‌ ‌rule.‌‌ ‌  

Alchemy‌ ‌Types‌ ‌ 
Coatings‌ ‌ 

These‌‌substances‌‌will‌‌affect‌‌a‌‌target‌‌as‌‌soon‌‌as‌‌they‌‌touch‌‌or‌‌are‌‌touched‌‌by‌‌them.‌‌There‌‌are‌‌                                   
two‌‌ways‌‌to‌‌use‌‌Coatings:‌‌either‌‌through‌‌application‌‌on‌‌a‌‌stable‌‌surface‌‌(such‌‌as‌‌a‌‌table‌‌or‌‌a‌‌                                   
doorknob),‌ ‌or‌ ‌by‌ ‌Coating‌ ‌a‌ ‌Weapon‌ ‌so‌ ‌that‌ ‌they‌ ‌can‌ ‌be‌ ‌used‌ ‌in‌ ‌combat.‌ ‌ 

When‌ ‌applied‌ ‌to‌ ‌a‌ ‌stable‌ ‌surface,‌ ‌the‌ ‌‌Alchemy‌ ‌Tag‌‌ ‌must‌ ‌be‌ ‌applied‌ ‌to‌ ‌the‌ ‌item/surface.‌ ‌ 

Coatings‌ ‌will‌ ‌last‌ ‌until‌ ‌used‌ ‌up‌ ‌to‌ ‌5‌ ‌days.‌ ‌Once‌ ‌touched‌‌and‌‌activated,‌‌the‌‌effect‌‌will‌‌last‌‌for‌‌                                   
the‌ ‌normal‌ ‌duration‌ ‌for‌ ‌that‌ ‌type‌ ‌of‌ ‌effect.‌ ‌A‌ ‌‌Sleep‌ ‌‌Coating,‌ ‌as‌ ‌an‌ ‌example,‌ ‌would‌ ‌affect‌ ‌a‌‌                                 
target‌ ‌for‌ ‌five‌ ‌minutes‌ ‌once‌ ‌touched.‌ ‌ 

The‌‌Tag‌‌must‌‌be‌‌prominently‌‌placed‌‌in‌‌such‌‌a‌‌way‌‌that‌‌a‌‌person‌‌inspecting‌‌the‌‌item‌‌could‌‌see‌‌                                   
it‌ ‌and‌ ‌know‌ ‌that‌ ‌there‌ ‌was‌ ‌something‌ ‌on‌ ‌the‌ ‌item‌ ‌(though‌ ‌it‌ ‌does‌ ‌not‌ ‌need‌ ‌to‌ ‌be‌ ‌visible‌‌                                   
without‌ ‌close‌ ‌inspection).‌ ‌If‌ ‌the‌ ‌person‌ ‌applying‌ ‌the‌‌substance‌‌comes‌‌in‌‌contact‌‌with‌‌it,‌‌they‌‌                             
will‌‌be‌‌affected‌‌by‌‌the‌‌substance.‌‌You‌‌are‌‌not‌‌Immune‌‌to‌‌your‌‌own‌‌‌Alchemy‌‌‌once‌‌it‌‌has‌‌been‌‌                                   
applied.‌ ‌ 

When‌‌a‌‌Coating‌‌is‌‌coated‌‌on‌‌a‌‌Weapon,‌‌the‌‌Tag‌‌is‌‌simply‌‌attached‌‌to‌‌the‌‌Weapon‌‌via‌‌tape‌‌or‌‌                                     
some‌ ‌other‌ ‌temporary‌ ‌measure‌ ‌(such‌ ‌as‌ ‌a‌ ‌small‌ ‌bag‌ ‌that‌ ‌you‌ ‌can‌ ‌elastic‌ ‌band‌ ‌to‌ ‌your‌‌                               
Weapon).‌‌Used‌‌in‌‌this‌‌way,‌‌the‌‌Coating‌‌will‌‌remain‌‌active‌‌on‌‌the‌‌Weapon‌‌until‌‌it‌‌strikes‌‌a‌‌valid‌‌                                   
target‌ ‌–‌ ‌an‌ ‌attack‌ ‌which‌ ‌is‌ ‌blocked‌ ‌by‌ ‌a‌‌Weapon‌‌or‌‌Shield,‌‌or‌‌misses‌‌entirely,‌‌will‌‌not‌‌render‌‌                                   
the‌‌Coating‌‌useless,‌‌so‌‌long‌‌as‌‌the‌‌Coating’s‌‌effect‌‌is‌‌called‌‌with‌‌each‌‌swing.‌‌If‌‌the‌‌Weapon‌‌is‌‌                                   
destroyed‌‌in‌‌some‌‌way‌‌(such‌‌as‌‌being‌‌‌Shattered‌),‌‌the‌‌Coating‌‌is‌‌also‌‌destroyed.‌‌No‌‌more‌‌than‌‌                               
one‌‌Coating‌‌may‌‌be‌‌applied‌‌to‌‌any‌‌Weapon‌‌at‌‌any‌‌single‌‌time,‌‌and‌‌a‌‌new‌‌Tag‌‌must‌‌be‌‌applied‌‌                                     
every‌ ‌time‌ ‌a‌ ‌new‌ ‌Coating‌ ‌is‌ ‌applied‌ ‌even‌ ‌if‌ ‌it‌ ‌is‌ ‌of‌ ‌the‌ ‌same‌ ‌type‌ ‌as‌‌the‌‌one‌‌which‌‌was‌‌just‌‌                                         
used.‌ ‌If‌ ‌you‌ ‌do‌ ‌not‌ ‌call‌ ‌the‌ ‌Coating‌ ‌in‌ ‌your‌ ‌verbal,‌ ‌then‌ ‌the‌ ‌Coating‌ ‌is‌ ‌still‌ ‌used‌ ‌up.‌ ‌ 

A‌ ‌coated‌ ‌Weapon‌ ‌can‌ ‌be‌ ‌swung‌ ‌normally‌ ‌by‌ ‌anyone‌ ‌with‌ ‌the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill.‌ ‌Its‌‌                             
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damage‌ ‌does‌ ‌not‌ ‌change,‌ ‌but‌ ‌instead‌ ‌of‌ ‌being‌ ‌called‌ ‌as‌ ‌whatever‌ ‌the‌ ‌standard‌ ‌Carrier‌ ‌and‌‌                             
effect‌‌of‌‌the‌‌Weapon‌‌would‌‌be,‌‌it‌‌changes‌‌to‌‌“X‌‌Poison‌‌<Effect>”.‌‌The‌‌only‌‌exception‌‌to‌‌this‌‌is‌‌                                   
the‌‌‌Vorpal‌‌Coating‌,‌‌which‌‌does‌‌not‌‌affect‌‌anything‌‌about‌‌the‌‌Weapon‌‌swing‌‌except‌‌its‌‌amount‌‌                             
of‌ ‌damage.‌ ‌ 

A‌ ‌character‌ ‌who‌ ‌owns‌ ‌an‌ ‌‌Alchemy‌‌‌Workshop‌‌can‌‌place‌‌Weapon‌‌Coatings‌‌on‌‌Arrows/Bolts‌‌at‌‌                           
the‌‌rate‌‌of‌‌four‌‌Arrows/Bolts‌‌per‌‌Weapon‌‌Coating‌‌(instead‌‌of‌‌the‌‌normal‌‌2).‌‌This‌‌must‌‌be‌‌done‌‌                                 
at‌ ‌Logistics‌ ‌or‌ ‌a‌ ‌Crafting‌ ‌Station‌ ‌but‌ ‌does‌ ‌not‌ ‌cost‌ ‌any‌ ‌Production‌ ‌Points.‌ ‌The‌ ‌Marshal‌ ‌will‌‌                               
initial‌ ‌the‌ ‌‌Alchemy‌ ‌‌Coating‌ ‌Tag‌ ‌and‌ ‌staple‌ ‌it‌ ‌onto‌ ‌a‌ ‌Tag‌ ‌of‌ ‌four‌ ‌Arrows/Bolts‌ ‌(or‌ ‌more‌ ‌if‌‌                                 
multiple‌ ‌Coatings‌ ‌are‌ ‌used‌‌at‌‌once),‌‌ripping‌‌the‌‌unused‌‌flag‌‌from‌‌the‌‌‌Alchemy‌‌Tag‌(s).‌‌If‌‌your‌‌                               
missiles‌ ‌or‌ ‌quivers‌ ‌are‌ ‌stolen,‌ ‌‌Shattered‌,‌ ‌or‌ ‌lost,‌ ‌the‌ ‌Tags‌ ‌for‌ ‌the‌ ‌coated‌ ‌missiles‌ ‌must‌ ‌be‌‌                               
turned‌ ‌over‌ ‌first.‌ ‌ 

Coatings‌ ‌applied‌ ‌to‌ ‌Weapons‌ ‌will‌ ‌go‌ ‌inert‌ ‌over‌ ‌time.‌ ‌After‌ ‌a‌ ‌Coating‌ ‌has‌ ‌been‌ ‌applied‌ ‌to‌ ‌a‌‌                                 
Weapon,‌ ‌it‌ ‌will‌ ‌expire‌ ‌if‌ ‌not‌ ‌used‌ ‌by‌ ‌the‌ ‌end‌ ‌of‌ ‌the‌ ‌event‌ ‌(5‌ ‌days‌ ‌maximum).‌ ‌ 

As‌ ‌with‌ ‌any‌ ‌physical-delivery‌ ‌attack‌‌that‌‌uses‌‌a‌‌special‌‌Carrier,‌‌the‌‌specific‌‌Poison‌‌effect‌‌will‌‌                             
only‌ ‌affect‌ ‌the‌ ‌target‌ ‌if‌ ‌it‌ ‌does‌ ‌body‌ ‌damage‌ ‌to‌ ‌the‌ ‌target‌ ‌(as‌ ‌in,‌ ‌the‌ ‌damage‌ ‌exceeds‌ ‌the‌‌                                   
player’s‌‌armor‌‌amount‌‌and‌‌does‌‌damage‌‌to‌‌the‌‌Body‌‌points).‌‌Any‌‌valid‌‌defenses‌‌against‌‌any‌‌                             
part‌ ‌of‌ ‌the‌ ‌attack‌ ‌will‌ ‌negate‌ ‌the‌ ‌entire‌ ‌attack‌ ‌—‌ ‌for‌ ‌example,‌ ‌a‌ ‌Resist‌ ‌Poison‌,‌‌a‌‌‌Parry‌,‌‌or‌‌a‌‌                                     
Poison‌ ‌Shield‌ ‌‌would‌ ‌all‌ ‌stop‌ ‌a‌ ‌coated‌ ‌Weapon/projectile‌ ‌attack‌ ‌from‌ ‌affecting‌ ‌the‌ ‌target.‌ ‌ 

Once‌ ‌a‌ ‌coated‌ ‌Weapon‌ ‌lands‌ ‌a‌ ‌valid‌ ‌attack‌ ‌against‌ ‌an‌ ‌enemy,‌ ‌the‌ ‌Coating‌ ‌Tag‌ ‌should‌ ‌be‌‌                               
removed‌ ‌at‌ ‌the‌ ‌earliest‌ ‌opportunity‌ ‌once‌ ‌the‌ ‌combat‌ ‌has‌ ‌concluded.‌ ‌ 

The‌‌minimal‌‌time‌‌needed‌‌to‌‌apply‌‌a‌‌Coating‌‌(whether‌‌on‌‌a‌‌stable‌‌surface‌‌or‌‌a‌‌Weapon)‌‌is‌‌the‌‌                                   
actual‌ ‌time‌ ‌to‌ ‌attach‌‌the‌‌Tag‌‌onto‌‌the‌‌item,‌‌but‌‌never‌‌less‌‌than‌‌three‌‌seconds.‌‌In‌‌both‌‌cases,‌‌                                   
the‌ ‌unused‌ ‌flag‌ ‌of‌ ‌the‌ ‌Tag‌ ‌must‌ ‌be‌ ‌removed‌ ‌as‌ ‌the‌ ‌Tag‌ ‌is‌ ‌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 ‌Lore‌ ‌‌to‌ ‌consume‌ ‌or‌ ‌administer‌ ‌an‌ ‌Elixir.‌ ‌These‌ ‌are‌‌                               
delivered‌ ‌in‌ ‌all‌ ‌ways‌ ‌like‌ ‌Potions.‌ ‌Note‌ ‌that‌ ‌any‌ ‌creature‌ ‌which‌ ‌is‌ ‌Immune‌ ‌to‌ ‌Poison‌ ‌will‌ ‌be‌‌                                 
Immune‌ ‌to‌ ‌any‌ ‌Elixir,‌ ‌as‌ ‌these‌ ‌are‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌ 

Elixirs‌ ‌can‌ ‌be‌ ‌mixed‌ ‌into‌ ‌food‌ ‌or‌ ‌drink‌ ‌to‌ ‌poison‌ ‌a‌ ‌character.‌ ‌Anyone‌ ‌with‌ ‌Herbal‌ ‌Lore‌ ‌may‌‌                                 
apply‌ ‌a‌ ‌single‌ ‌Elixir‌ ‌to‌ ‌a‌ ‌container‌‌by‌‌spending‌‌at‌‌least‌‌three‌‌seconds‌‌roleplaying‌‌this‌‌action.‌‌                               
Once‌ ‌applied,‌ ‌the‌ ‌pertinent‌ ‌Tag‌ ‌must‌ ‌be‌ ‌attached‌ ‌to‌ ‌the‌ ‌food‌ ‌or‌ ‌drink‌ ‌container‌ ‌which‌ ‌has‌‌                               
been‌‌poisoned‌‌and‌‌will‌‌stay‌‌until‌‌either‌‌(a)‌‌the‌‌poisoned‌‌item‌‌is‌‌first‌‌ingested,‌‌in‌‌which‌‌case‌‌the‌‌                                   
person‌‌imbibing‌‌the‌‌poisoned‌‌item‌‌will‌‌be‌‌affected‌‌by‌‌the‌‌Elixir‌‌and‌‌the‌‌Tag‌‌then‌‌removed;‌‌or‌‌                                 
(b)‌‌the‌‌first‌‌piece‌‌of‌‌poisoned‌‌food‌‌or‌‌drink‌‌is‌‌transferred‌‌from‌‌that‌‌container,‌‌in‌‌which‌‌case‌‌the‌‌                                   
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Tag‌ ‌should‌ ‌be‌ ‌moved‌ ‌with‌ ‌the‌ ‌poisoned‌ ‌food,‌ ‌leaving‌ ‌the‌ ‌rest‌ ‌of‌ ‌the‌ ‌container‌ ‌clean.‌ ‌You‌‌                               
cannot‌ ‌use‌ ‌a‌ ‌single‌ ‌Tag‌ ‌to‌ ‌affect‌ ‌multiple‌ ‌characters‌ ‌with‌ ‌‌Alchemy‌.‌ ‌ 

Globes‌ ‌ 

Alchemy‌‌‌Globes‌‌are‌‌delivered‌‌by‌‌an‌‌orange‌‌Packet.‌‌Unlike‌‌a‌‌spell‌‌Packet,‌‌globe‌‌containers‌‌are‌‌                             
IG.‌ ‌All‌ ‌globe‌‌Packets‌‌work‌‌on‌‌a‌‌single‌‌target‌‌only,‌‌indoors,‌‌or‌‌outdoors.‌‌Any‌‌globe‌‌which‌‌uses‌‌                                 
the‌ ‌Poison‌ ‌Qualifier‌ ‌will‌ ‌only‌ ‌affect‌ ‌creatures‌ ‌with‌ ‌a‌ ‌metabolism.‌ ‌ 

A‌ ‌character‌ ‌must‌‌have‌‌at‌‌least‌‌3‌‌levels‌‌of‌‌the‌‌‌Alchemy‌‌‌Skill‌‌to‌‌use‌‌Globes.‌‌Globes‌‌can‌‌also‌‌be‌‌                                     
put‌ ‌into‌ ‌gas‌ ‌traps‌ ‌by‌ ‌someone‌ ‌with‌‌the‌‌‌Create‌‌Trap‌‌‌Skill;‌‌see‌‌the‌‌Traps‌‌and‌‌Locks‌‌section‌‌for‌‌                                   
details‌ ‌ 

Before‌ ‌throwing‌ ‌the‌ ‌Packet,‌‌the‌‌user‌‌must‌‌announce‌‌the‌‌appropriate‌‌verbal.‌‌For‌‌most‌‌globes,‌‌                           
this‌‌verbalization‌‌will‌‌be‌‌“Poison‌‌<Type>”‌‌—‌‌for‌‌example,‌‌“‌Poison‌‌Sleep‌.”‌‌This‌‌phrase‌‌simulates‌‌                           
preparing‌ ‌the‌ ‌globe‌ ‌IG‌ ‌by‌‌performing‌‌a‌‌last-minute‌‌mixing‌‌of‌‌chemicals.‌‌The‌‌verbal‌‌is‌‌not‌‌IG‌‌                               
so‌ ‌even‌ ‌a‌ ‌‌Silenced‌‌or‌‌mute‌‌character‌‌may‌‌use‌‌a‌‌globe.‌‌If‌‌the‌‌verbal‌‌is‌‌not‌‌said‌‌properly‌‌then‌‌                                     
the‌‌attack‌‌is‌‌unsuccessful,‌‌and‌‌the‌‌globe‌‌is‌‌wasted.‌‌Even‌‌though‌‌the‌‌verbal‌‌is‌‌not‌‌IG,‌‌the‌‌effect‌‌                                   
is‌ ‌recognized‌ ‌by‌ ‌anyone‌ ‌who‌ ‌hears‌ ‌it.‌‌ ‌  

Blast‌ ‌Globes‌ ‌have‌ ‌a‌ ‌slightly‌ ‌different‌ ‌verbal.‌ ‌These‌ ‌are‌ ‌thrown‌ ‌with‌ ‌the‌ ‌call‌ ‌“10‌ ‌Elemental‌‌                             
<element>”,‌ ‌where‌ ‌the‌‌‌Alchemist‌‌‌chooses‌‌either‌‌Stone,‌‌Flame,‌‌Ice,‌‌or‌‌Lightning‌‌(based‌‌on‌‌the‌‌                           
Tag,‌ ‌where‌ ‌the‌ ‌element‌ ‌is‌ ‌chosen‌ ‌at‌ ‌the‌ ‌time‌ ‌that‌ ‌they‌ ‌produce‌ ‌the‌ ‌Blast‌ ‌Globe).‌ ‌They‌‌                               
otherwise‌ ‌follow‌ ‌the‌ ‌same‌‌globe‌‌rules‌‌as‌‌Poison‌‌globes.‌‌The‌‌Packet‌‌must‌‌hit‌‌the‌‌target‌‌or‌‌the‌‌                                 
target’s‌ ‌possessions‌ ‌and‌ ‌must‌ ‌otherwise‌ ‌follow‌ ‌all‌ ‌spell‌ ‌Packet‌ ‌rules.‌ ‌ 

Note‌ ‌that‌ ‌globes,‌ ‌since‌ ‌they‌ ‌are‌ ‌IG,‌ ‌can‌ ‌be‌ Disarmed‌,‌ ‌‌Shattered‌,‌ ‌and‌ ‌stolen.‌ ‌If‌ ‌you‌ ‌steal‌‌                               
someone’s‌‌globes,‌‌you‌‌may‌‌then‌‌either‌‌go‌‌OOG‌‌to‌‌the‌‌person‌‌from‌‌whom‌‌you‌‌stole‌‌the‌‌globes‌‌                                 
in‌‌order‌‌to‌‌get‌‌the‌‌Tags,‌‌or‌‌you‌‌can‌‌get‌‌a‌‌Marshal‌‌to‌‌do‌‌it‌‌if‌‌you‌‌wish‌‌to‌‌remain‌‌anonymous.‌‌If‌‌                                           
you‌ ‌have‌ ‌more‌ ‌Tags‌ ‌than‌ ‌the‌ ‌Gas‌ ‌Globe‌ ‌physreps‌ ‌that‌ ‌were‌ ‌stolen,‌ ‌the‌ ‌Tags‌ ‌must‌‌be‌‌turned‌‌                                 
over‌ ‌in‌ ‌a‌ ‌random‌ ‌fashion.‌ ‌ 

Note‌‌that‌‌all‌‌of‌‌the‌‌Tags‌‌you‌‌are‌‌carrying‌‌around‌‌with‌‌you‌‌are‌‌considered‌‌IG‌‌even‌‌if‌‌there‌‌is‌‌no‌‌                                       
corresponding‌ ‌Gas‌ ‌Globe‌ ‌physrep.‌ ‌ 

Traps‌ ‌and‌ ‌Locks‌ ‌ 
All‌‌throughout‌‌the‌‌REALMS‌‌OF‌‌REFUGE,‌‌traps‌‌are‌‌used‌‌for‌‌both‌‌protection‌‌and‌‌more‌‌nefarious‌‌                             
objectives.‌ ‌You‌ ‌may‌ ‌find‌ ‌traps‌ ‌that‌ ‌need‌ ‌disarming‌‌while‌‌playing‌‌the‌‌game,‌‌but‌‌you‌‌can‌‌also‌‌                               
make‌‌your‌‌own‌‌traps.‌‌To‌‌make‌‌a‌‌trap,‌‌you‌‌must‌‌have‌‌the‌‌Create‌‌Trap‌‌Skill‌‌(see‌‌the‌‌Production‌‌                                   
Skills‌ ‌section‌ ‌for‌ ‌more‌ ‌details‌ ‌on‌ ‌creating‌ ‌Trap‌ ‌Tags).‌ ‌ 

Every‌‌trap‌‌design‌‌must‌‌be‌‌checked‌‌and‌‌approved‌‌by‌‌a‌‌Marshal‌‌before‌‌use.‌‌All‌‌traps‌‌must‌‌make‌‌                                 
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a‌ ‌noise‌ ‌or‌ ‌flash‌ ‌of‌ ‌light‌ ‌or‌ ‌otherwise‌ ‌be‌ ‌constructed‌‌so‌‌that‌‌it‌‌is‌‌obvious‌‌when‌‌the‌‌trap‌‌is‌‌set‌‌                                       
off.‌ ‌ 

Traps‌ ‌are‌ ‌meant‌ ‌to‌ ‌be‌ ‌immobile‌ ‌and‌ ‌cannot‌ ‌be‌ ‌used‌ ‌in‌ ‌combat‌ ‌as‌ ‌a‌ ‌Weapon.‌ ‌You‌ ‌cannot‌‌                                 
create‌ ‌traps‌ ‌to‌‌use‌‌as‌‌hand‌‌grenades,‌‌nor‌‌can‌‌you‌‌trap‌‌yourself.‌‌Trap‌‌crafters‌‌can‌‌make‌‌Trap‌‌                                 
Globes‌ ‌to‌ ‌serve‌ ‌this‌ ‌purpose‌ ‌instead,‌ ‌producing‌ ‌small‌ ‌bursts‌ ‌of‌‌sticky‌‌goo‌‌or‌‌a‌‌‌Shattering‌‌‌or‌‌                               
silencing‌ ‌effect.‌ ‌ 

Area‌ ‌Traps‌ ‌ 
Many‌ ‌traps‌ ‌are‌ ‌defined‌ ‌as‌ ‌Area‌ ‌Traps.‌ ‌If‌ ‌set‌ ‌off‌ ‌within‌ ‌a‌‌Game‌‌Room,‌‌it‌‌will‌‌affect‌‌everyone‌‌                                   
within‌ ‌that‌‌Game‌‌Room‌‌who‌‌are‌‌not‌‌protected‌‌by‌‌a‌‌fully‌‌closed‌‌door‌‌(such‌‌as‌‌within‌‌a‌‌closet)‌‌                                   
or‌‌protective‌‌spell‌‌like‌‌a‌‌‌Circle‌‌of‌‌Power.‌‌Imagine‌‌a‌‌rain‌‌of‌‌spell‌‌Packets‌‌hitting‌‌everyone‌‌even‌‌                                 
partially‌ ‌within‌ ‌the‌ ‌same‌ ‌area‌ ‌as‌ ‌the‌ ‌trap‌ ‌for‌ ‌determining‌ ‌who‌ ‌is‌ ‌struck.‌ ‌ 

If‌‌an‌‌area‌‌is‌‌bigger‌‌than‌‌one‌‌Game‌‌Room,‌‌it‌‌can‌‌still‌‌be‌‌trapped‌‌by‌‌an‌‌Area‌‌Trap,‌‌but‌‌it‌‌takes‌‌                                         
multiple‌‌Area‌‌Traps‌‌of‌‌the‌‌same‌‌type‌‌to‌‌affect‌‌it.‌‌For‌‌example,‌‌a‌‌barn‌‌might‌‌be‌‌classified‌‌by‌‌a‌‌                                     
Marshal‌‌as‌‌3‌‌Game‌‌Rooms‌‌worth‌‌of‌‌size.‌‌This‌‌means‌‌it‌‌would‌‌take‌‌3‌‌identical‌‌Gas‌‌Traps‌‌to‌‌trap‌‌                                     
it;‌ ‌this‌ ‌requires‌ ‌both‌ ‌the‌ ‌additional‌ ‌Tags‌ ‌and‌ ‌the‌ ‌additional‌ ‌trap‌ ‌container(s)‌ ‌or‌ ‌a‌ ‌single‌‌                             
container‌ ‌large‌ ‌enough‌‌for‌‌the‌‌appropriate‌‌number‌‌of‌‌traps.‌‌When‌‌the‌‌traps‌‌go‌‌off,‌‌everyone‌‌                             
inside‌ ‌the‌ ‌Game‌ ‌Room‌ ‌is‌ ‌affected‌ ‌no‌ ‌matter‌ ‌how‌ ‌close‌‌or‌‌far‌‌they‌‌are‌‌from‌‌the‌‌actual‌‌traps.‌‌                                   
Keep‌‌in‌‌mind‌‌that‌‌this‌‌is‌‌an‌‌IG‌‌thing‌‌—‌‌so‌‌if‌‌a‌‌Marshal‌‌on‌‌a‌‌module‌‌says‌‌“Treat‌‌this‌‌glade‌‌as‌‌an‌‌                                             
underground‌ ‌cave‌ ‌room”‌ ‌it‌ ‌should‌ ‌be‌ ‌treated‌ ‌as‌ ‌a‌ ‌Game‌ ‌Room‌ ‌even‌ ‌though‌ ‌it’s‌ ‌an‌ ‌OOG‌‌                               
outside‌ ‌location.‌‌ ‌  

Triggers‌ ‌for‌ ‌Area‌ ‌Traps‌ ‌must‌ ‌be‌‌entirely‌‌within‌‌the‌‌same‌‌Game‌‌Room‌‌where‌‌they‌‌are‌‌set‌‌and‌‌                                 
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                                       
partially‌‌within‌‌a‌‌5-foot‌‌radius,‌‌including‌‌their‌‌possessions.‌‌The‌‌trap‌‌may‌‌be‌‌linked‌‌to‌‌a‌‌trigger‌                               
line‌ ‌of‌ ‌no‌ ‌more‌ ‌than‌ ‌5‌ ‌feet‌ ‌in‌ ‌this‌ ‌case.‌ ‌Trap‌‌physreps‌‌are‌‌strongly‌‌encouraged‌‌to‌‌include‌‌an‌‌                                   
attached‌ ‌pre-measured‌ ‌5'‌ ‌string‌ ‌to‌ ‌quickly‌ ‌determine‌ ‌who‌ ‌is‌ ‌hit‌ ‌and‌‌make‌‌the‌‌resulting‌‌Hold‌‌                             
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.‌‌This‌‌must‌‌be‌‌mounted‌‌on‌‌                               
a‌ ‌large‌ ‌or‌ ‌heavy‌ ‌object,‌‌such‌‌as‌‌in‌‌a‌‌crate‌‌or‌‌a‌‌trunk,‌‌or‌‌onto‌‌a‌‌door.‌‌Once‌‌armed,‌‌a‌‌Weapon‌‌                                         
trap‌ ‌cannot‌ ‌be‌ ‌moved.‌ ‌ 
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OOG,‌ ‌the‌ ‌trap‌ ‌merely‌ ‌has‌ ‌to‌ ‌have‌ ‌a‌ ‌standard‌ ‌trap‌ ‌trigger‌ ‌(a‌ ‌light‌ ‌or‌ ‌noisemaker)‌ ‌and‌ ‌a‌‌                                 
Weapon‌ ‌with‌ ‌a‌ ‌valid‌ ‌item‌ ‌Tag‌ ‌must‌ ‌be‌ ‌attached.‌ ‌There‌ ‌must‌‌be‌‌a‌‌clearly‌‌marked‌‌pivot‌‌point‌‌                                 
for‌‌whichever‌‌Weapon‌‌physrep‌‌is‌‌being‌‌used.‌‌When‌‌the‌‌trap‌‌goes‌‌off,‌‌a‌‌Pause‌‌is‌‌called‌‌and‌‌the‌‌                                   
Weapon‌ ‌is‌ ‌rotated‌ ‌around‌ ‌the‌ ‌pivot‌ ‌point.‌ ‌Anyone‌ ‌touched‌ ‌by‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌affected‌ ‌as‌‌                             
though‌‌they‌‌had‌‌been‌‌struck‌‌by‌‌a‌‌Weapon‌‌blow‌‌of‌‌the‌‌stated‌‌amount‌‌and‌‌type.‌‌Note‌‌that‌‌the‌‌                                   
Weapon‌‌does‌‌not‌‌actually‌‌need‌‌to‌‌be‌‌swung‌‌or‌‌be‌‌on‌‌a‌‌spring‌‌for‌‌safety‌‌reasons.‌‌The‌‌mounted‌‌                                   
Weapon‌ ‌may‌ ‌be‌ ‌any‌ ‌standard‌ ‌approved‌ ‌Weapon.‌ ‌ 

Weapon‌ ‌traps‌ ‌are‌ ‌not‌ ‌destroyed‌ ‌when‌ ‌set‌ ‌off‌ ‌and‌ ‌may‌ ‌be‌ ‌re-armed‌ ‌by‌ ‌anyone‌ ‌with‌ ‌the‌‌                               
appropriate‌ ‌Skill‌ ‌without‌ ‌paying‌ ‌the‌ ‌cost‌ ‌to‌ ‌rebuild‌ ‌them.‌ ‌ 

Weapon‌ ‌Coatings‌ ‌may‌ ‌be‌ ‌applied‌ ‌to‌‌the‌‌Weapon‌‌used‌‌in‌‌a‌‌Weapon‌‌trap.‌‌These‌‌Coatings‌‌are‌‌                               
consumed‌‌as‌‌normal‌‌when‌‌the‌‌trap‌‌is‌‌set‌‌off‌‌and‌‌must‌‌be‌‌re-applied‌‌when‌‌the‌‌trap‌‌is‌‌rearmed.‌‌                                   
A‌ ‌Marshal‌ ‌will‌ ‌adjudicate‌ ‌unusual‌ ‌circumstances‌ ‌such‌ ‌as‌ ‌those‌ ‌from‌ ‌Weapon‌ ‌Traps‌ ‌also‌‌                         
Tagged‌ ‌with‌ ‌Ritual‌ ‌Magic.‌ ‌ 

Weapon‌‌Traps‌‌may‌‌not‌‌be‌‌blocked‌‌by‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌but‌‌any‌‌pertinent‌‌defense‌‌against‌‌a‌‌                                 
Weapon‌‌Qualifier‌‌attack‌‌or‌‌physically‌‌delivered‌‌Poison‌‌(if‌‌the‌‌Weapon‌‌is‌‌Coated)‌‌can‌‌be‌‌used,‌‌                             
like‌ ‌‌Evade,‌ ‌Parry,‌ ‌Dodge,‌‌ ‌or‌ ‌the‌ ‌‌Weapon‌ ‌Shield‌ ‌‌(unless‌ ‌Coated)‌ ‌spell.‌ ‌ 

Mechanical‌ ‌Traps‌ ‌ 

Mechanical‌ ‌traps‌ ‌represent‌ ‌collapsing‌ ‌ceilings,‌ ‌rockfalls,‌ ‌giant‌ ‌scythes,‌ ‌and‌ ‌other‌ ‌such‌‌                     
contraptions.‌‌They‌‌are‌‌completely‌‌immovable‌‌once‌‌set‌‌and‌‌have‌‌a‌‌minimum‌‌size‌‌of‌‌3'‌‌by‌‌3'‌‌by‌‌                                 
3'.‌‌Mechanical‌‌Traps‌‌always‌‌use‌‌the‌‌Massive‌‌Carrier‌‌and‌‌may‌‌be‌‌avoided‌‌via‌‌‌Dodge‌,‌‌‌Evade‌,‌‌or‌‌                               
Phase.‌ ‌ 

Anyone‌ ‌struck‌ ‌by‌ ‌any‌ ‌part‌ ‌of‌ ‌the‌ ‌trap‌ ‌when‌ ‌it‌ ‌goes‌ ‌off‌ ‌takes‌ ‌the‌ ‌full‌ ‌damage‌ ‌of‌ ‌the‌ ‌trap.‌‌                                     
Mechanical‌ ‌traps‌ ‌must‌ ‌be‌ ‌rebuilt‌ ‌after‌ ‌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 ‌ 

Explosive‌ ‌traps‌ ‌represent‌ ‌a‌ ‌container‌ ‌filled‌ ‌with‌ ‌a‌ ‌volatile‌ ‌substance.‌ ‌When‌ ‌set‌ ‌off,‌‌this‌‌Area‌‌                             
Trap‌ ‌will‌ ‌destroy‌ ‌all‌ ‌destructible‌ ‌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.‌ ‌ 
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Gas‌ ‌and‌ ‌Scroll‌ ‌Traps‌ ‌ 

These‌‌Area‌‌Traps‌‌are‌‌loaded‌‌with‌‌an‌‌‌Alchemical‌‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌respectively‌‌that‌‌will‌‌                               
affect‌‌everyone‌‌in‌‌the‌‌Game‌‌Room‌‌when‌‌triggered.‌‌The‌‌Production‌‌Point‌‌cost‌‌for‌‌creating‌‌the‌‌                             
trap‌‌does‌‌not‌‌include‌‌the‌‌cost‌‌of‌‌the‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌itself.‌‌When‌‌setting‌‌the‌‌trap,‌‌the‌‌                                     
trap‌‌setter‌‌must‌‌include‌‌a‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌or‌‌the‌‌trap‌‌is‌‌not‌‌successfully‌‌armed.‌‌Once‌‌                                   
set‌ ‌off,‌ ‌the‌ ‌trap‌ ‌physrep‌ ‌itself‌ ‌counts‌ ‌as‌ ‌the‌ ‌caster.‌‌In‌‌this‌‌case,‌‌any‌‌spell‌‌which‌‌has‌‌wording‌‌                                   
regarding‌ ‌the‌ ‌caster‌ ‌(such‌ ‌as‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌spells,‌ ‌‌Charm‌effects,‌ ‌etc.)‌ ‌will‌ ‌effectively‌ ‌expire‌                             
after‌ ‌five‌ ‌seconds‌ ‌(for‌ ‌Line‌ ‌of‌ ‌Sight)‌ ‌or‌ ‌have‌ ‌no‌ ‌effect‌ ‌(‌Charm‌).‌ ‌Any‌ ‌legitimate‌ ‌applicable‌‌                             
targets/physreps‌‌in‌‌the‌‌Game‌‌Room‌‌are‌‌separately‌‌targeted‌‌by‌‌the‌‌effect.‌‌Note‌‌that‌‌only‌‌one‌‌                             
item‌ ‌may‌ ‌be‌ ‌loaded‌ ‌in‌ ‌each‌ ‌trap;‌‌you‌‌cannot‌‌stack‌‌multiple‌‌gasses‌‌or‌‌Battle‌‌Magic‌‌Scrolls‌‌to‌‌                                 
increase‌ ‌their‌ ‌effect.‌ ‌ 

Items‌ ‌loaded‌ ‌into‌ ‌one‌ ‌of‌ ‌these‌ ‌traps‌ ‌can‌ ‌never‌ ‌be‌ ‌removed‌ ‌or‌ ‌salvaged‌ ‌once‌ ‌the‌ ‌trap‌ ‌is‌‌                                 
armed.‌ ‌If‌ ‌the‌ ‌trap‌ ‌is‌ ‌successfully‌ ‌disarmed,‌ ‌the‌ ‌trap‌ ‌may‌ ‌be‌ ‌re-armed‌ ‌again,‌ ‌but‌ ‌in‌ ‌no‌ ‌case‌‌                                 
may‌‌the‌‌gas‌‌or‌‌Battle‌‌Magic‌‌Scroll‌‌be‌‌taken‌‌from‌‌the‌‌trap‌‌to‌‌be‌‌used‌‌in‌‌other‌‌traps‌‌or‌‌on‌‌their‌‌                                         
own.‌ ‌ 

The‌‌effects‌‌of‌‌any‌‌gas‌‌trap‌‌will‌‌be‌‌blocked‌‌by‌‌any‌‌defense‌‌against‌‌the‌‌Poison‌‌Qualifier‌‌such‌‌as‌‌                                   
Poison‌‌Shield‌‌‌or‌‌‌Resist‌‌Poison.‌‌If‌‌two‌‌or‌‌more‌‌gas‌‌traps‌‌have‌‌the‌‌same‌‌trigger,‌‌then‌‌they‌‌are‌‌all‌‌                                     
set‌ ‌off‌ ‌at‌ ‌once‌ ‌and‌ ‌one‌ ‌defense‌ ‌will‌ ‌stop‌ ‌them‌ ‌all.‌ ‌ 

Similarly,‌‌a‌‌Scroll‌‌Trap‌‌will‌‌be‌‌blocked‌‌by‌‌any‌‌defense‌‌against‌‌the‌‌Spell‌‌Qualifier‌‌such‌‌as‌‌Spell‌‌                                 
Shield‌‌‌or‌‌‌Resist‌‌Spell.‌‌If‌‌two‌‌or‌‌more‌‌Scroll‌‌Traps‌‌have‌‌the‌‌same‌‌trigger,‌‌then‌‌they‌‌are‌‌all‌‌set‌‌off‌‌                                       
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.‌ ‌ 

These‌ ‌traps‌ ‌are‌ ‌not‌ ‌destroyed‌ ‌when‌ ‌set‌ ‌off‌ ‌and‌ ‌may‌ ‌be‌ ‌re-armed‌ ‌by‌ ‌anyone‌ ‌with‌ ‌the‌‌                               
appropriate‌ ‌Skill‌ ‌without‌ ‌paying‌ ‌the‌ ‌cost‌ ‌to‌ ‌rebuild‌ ‌them.‌ ‌ 

Noisemaker‌ ‌ 

Alarms‌‌and‌‌noisemakers‌‌are‌‌traps‌‌that‌‌do‌‌no‌‌damage‌‌but‌‌set‌‌off‌‌loud‌‌alarms.‌‌These‌‌traps‌‌are‌‌                                 
not‌‌destroyed‌‌when‌‌set‌‌off‌‌and‌‌may‌‌be‌‌re-armed‌‌by‌‌anyone‌‌with‌‌the‌‌appropriate‌‌Skill‌‌without‌‌                               
paying‌ ‌the‌ ‌cost‌ ‌to‌ ‌rebuild‌ ‌them.‌ ‌ 

Containers‌ ‌ 

Explosive,‌ ‌Gas,‌ ‌and‌ ‌Scroll‌ ‌Traps‌ ‌must‌ ‌have‌ ‌a‌ ‌container‌ ‌representing‌ ‌their‌ ‌contents.‌ ‌Each‌‌                         
container‌ ‌must‌ ‌be‌‌a‌‌minimum‌‌of‌‌32‌‌cubic‌‌inches,‌‌with‌‌no‌‌less‌‌than‌‌one‌‌inch‌‌on‌‌any‌‌particular‌‌                                   
side.‌ ‌For‌ ‌example:‌ ‌a‌ ‌3"‌ ‌by‌ ‌3"‌ ‌by‌ ‌4"‌ ‌bottle‌ ‌or‌ ‌a‌ ‌5"‌ ‌x‌ ‌7"‌ ‌x‌ ‌1"‌ ‌box.‌ ‌ 
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Arming‌ ‌and‌ ‌Disarming‌ ‌Traps‌ ‌ 
Arming‌ ‌a‌ ‌trap‌ ‌takes‌ ‌at‌ ‌least‌ ‌sixty‌ ‌seconds.‌ ‌If‌ ‌it‌ ‌takes‌ ‌you‌ ‌less‌‌than‌‌sixty‌‌seconds‌‌to‌‌arm‌‌the‌‌                                     
trap‌ ‌OOG,‌ ‌you‌ ‌must‌ ‌still‌ ‌keep‌ ‌both‌ ‌hands‌ ‌on‌ ‌the‌ ‌trap‌ ‌and‌ ‌roleplay‌ ‌arming‌ ‌the‌ ‌trap‌ ‌for‌ ‌the‌‌                                   
remainder‌ ‌of‌ ‌the‌ ‌sixty‌ ‌seconds.‌ ‌ 

During‌ ‌those‌ ‌sixty‌ ‌seconds,‌ ‌if‌ ‌either‌ ‌hand‌ ‌is‌ ‌removed‌ ‌from‌ ‌the‌ ‌trap,‌ ‌or‌ ‌if‌ ‌you‌ ‌are‌ ‌hit‌ ‌by‌ ‌a‌‌                                     
physical‌ ‌blow‌ ‌or‌ ‌Packet‌ ‌attack,‌ ‌the‌ ‌trap‌ ‌will‌ ‌be‌ ‌set‌ ‌off,‌ ‌affecting‌ ‌only‌ ‌the‌ ‌person‌ ‌setting‌ ‌the‌‌                                 
trap.‌ ‌This‌ ‌applies‌ ‌even‌ ‌if‌ ‌the‌ ‌incoming‌ ‌attack‌ ‌would‌ ‌not‌‌have‌‌caused‌‌damage‌‌or‌‌would‌‌have‌‌                               
had‌ ‌no‌ ‌effect.‌ ‌ 

After‌‌the‌‌trap‌‌has‌‌been‌‌armed,‌‌it‌‌can‌‌be‌‌moved‌‌no‌‌more‌‌than‌‌five‌‌feet‌‌in‌‌any‌‌direction‌‌before‌‌                                     
detonating,‌‌even‌‌if‌‌the‌‌person‌‌carrying‌‌the‌‌trap‌‌has‌‌the‌‌‌Create‌‌Trap‌‌Skill.‌‌Picking‌‌up‌‌a‌‌trapped‌‌                                 
box,‌ ‌moving‌ ‌it‌ ‌three‌ ‌feet,‌ ‌and‌ ‌then‌ ‌turning‌ ‌around‌ ‌and‌ ‌putting‌ ‌it‌ ‌back‌ ‌will‌ ‌set‌ ‌it‌ ‌off.‌ ‌ 

Any‌ ‌armed‌‌trap‌‌that‌‌is‌‌‌Shattered‌,‌‌whether‌‌by‌‌a‌‌spell‌‌or‌‌by‌‌another‌‌trap‌‌within‌‌the‌‌radius,‌‌will‌‌                                   
always‌ ‌be‌ ‌set‌ ‌off.‌ ‌‌Shattering‌ ‌‌a‌ ‌box‌ ‌containing‌ ‌an‌ ‌armed‌ ‌trap‌ ‌will‌ ‌also‌ ‌detonate‌ ‌the‌ ‌trap.‌‌                               
Shattering‌ ‌‌a‌ ‌disarmed‌ ‌trap‌ ‌still‌ ‌destroys‌ ‌the‌ ‌trap,‌ ‌but‌ ‌it‌ ‌is‌ ‌not‌ ‌set‌ ‌off.‌ ‌ 

A‌ ‌character‌ ‌needs‌ ‌‌Create‌ ‌Trap‌ ‌to‌ ‌attempt‌ ‌to‌ ‌arm‌ ‌and‌ ‌disarm‌ ‌traps‌‌and‌‌pick‌‌locks.‌‌You‌‌must‌                                 
have‌ ‌this‌ ‌Skill‌‌in‌‌order‌‌to‌‌even‌‌attempt‌‌doing‌‌these‌‌things.‌‌Anyone‌‌without‌‌this‌‌Skill‌‌who‌‌tries‌‌                                 
to‌ ‌disarm‌ ‌a‌ ‌trap‌ ‌or‌ ‌pick‌ ‌a‌ ‌lock‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌Different‌ ‌ranks‌ ‌of‌ ‌‌Create‌ ‌Trap‌ ‌allow‌‌                                 
arming‌ ‌different‌ ‌types‌ ‌of‌ ‌traps;‌ ‌see‌ ‌the‌ ‌‌Create‌ ‌Trap‌‌ ‌Skill‌ ‌description‌ ‌for‌ ‌details.‌ ‌ 

If‌‌you‌‌do‌‌not‌‌have‌‌this‌‌Skill,‌‌you‌‌must‌‌roleplay‌‌ignorance‌‌in‌‌figuring‌‌out‌‌how‌‌to‌‌remove‌‌a‌‌trap.‌‌                                     
Your‌‌character‌‌can‌‌still‌‌detect‌‌the‌‌presence‌‌of‌‌the‌‌trap‌‌by‌‌noticing‌‌trip‌‌wires‌‌and‌‌such‌‌but‌‌will‌‌                                   
be‌ ‌completely‌ ‌unable‌ ‌to‌ ‌figure‌ ‌out‌ ‌how‌ ‌to‌ ‌disarm‌ ‌it.‌ ‌ 

A‌ ‌trap‌ ‌may‌ ‌be‌ ‌disarmed‌‌by‌‌any‌‌means‌‌which‌‌does‌‌not‌‌permanently‌‌destroy‌‌the‌‌trap,‌‌so‌‌long‌‌                                 
as‌ ‌the‌ ‌chosen‌ ‌method‌ ‌prevents‌ ‌the‌ ‌trap‌ ‌from‌ ‌producing‌ ‌a‌ ‌noise‌ ‌or‌ ‌a‌ ‌light.‌ ‌For‌ ‌example,‌‌                               
popping‌‌a‌‌battery‌‌clip‌‌off‌‌a‌‌battery‌‌or‌‌moving‌‌a‌‌mouse‌‌trap‌‌bar‌‌slowly‌‌so‌‌that‌‌it‌‌does‌‌not‌‌snap‌‌                                       
shut‌ ‌represents‌ ‌the‌ ‌disarming‌ ‌of‌ ‌the‌ ‌trap.‌ ‌ 

Permanent‌ ‌damage‌ ‌means‌ ‌treating‌ ‌the‌ ‌trap‌ ‌in‌ ‌such‌ ‌a‌ ‌way‌ ‌that‌ ‌a‌ ‌Marshal‌ ‌cannot‌ ‌fix‌ ‌the‌‌                               
damage‌‌within‌‌ten‌‌minutes‌‌or‌‌needs‌‌a‌‌tool.‌‌For‌‌instance,‌‌removing‌‌the‌‌top‌‌of‌‌a‌‌box‌‌by‌‌taking‌‌                                   
the‌ ‌screws‌ ‌out‌‌of‌‌the‌‌hinges‌‌is‌‌not‌‌allowed.‌‌It’s‌‌a‌‌nice‌‌lateral‌‌way‌‌of‌‌solving‌‌the‌‌problem,‌‌yes,‌‌                                     
but‌ ‌it‌ ‌requires‌ ‌the‌ ‌Marshal‌ ‌to‌ ‌have‌ ‌to‌ ‌use‌‌tools‌‌to‌‌put‌‌the‌‌box‌‌back‌‌together‌‌and‌‌is‌‌not‌‌what‌‌                                       
this‌ ‌Skill‌ ‌is‌ ‌all‌ ‌about.‌ ‌Conversely,‌ ‌a‌ ‌trap‌ ‌cannot‌ ‌require‌ ‌tool‌ ‌usage‌ ‌(such‌ ‌as‌ ‌requiring‌ ‌a‌‌                               
screwdriver‌ ‌to‌ ‌open‌ ‌a‌ ‌box)‌ ‌to‌ ‌disarm.‌ ‌ 

Note‌ ‌that,‌ ‌like‌‌Weapons‌‌used‌‌by‌‌Cast,‌‌traps‌‌found‌‌in‌‌modules‌‌cannot‌‌always‌‌be‌‌harvested‌‌as‌‌                               
treasure.‌ ‌Just‌ ‌because‌ ‌you‌ ‌disarm‌ ‌a‌ ‌trap‌ ‌in‌ ‌a‌ ‌module‌ ‌doesn’t‌ ‌mean‌ ‌you‌ ‌will‌ ‌get‌ ‌a‌ ‌trap‌ ‌Tag.‌ ‌ 
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Triggers‌ ‌ 

All‌ ‌traps‌ ‌must‌ ‌have‌ ‌a‌ ‌real,‌ ‌physical‌ ‌trigger.‌ ‌ 

This‌‌trigger‌‌could‌‌produce‌‌a‌‌light‌‌(such‌‌as‌‌from‌‌a‌‌flashbulb)‌‌or‌‌a‌‌sound‌‌(such‌‌as‌‌from‌‌a‌‌mouse‌‌                                     
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,‌‌if‌‌not‌‌in‌‌a‌‌module‌‌where‌‌the‌‌documentation‌‌is‌                                   
held‌ ‌by‌ ‌the‌ ‌Marshal,‌ ‌must‌ ‌contain‌ ‌a‌ ‌trap‌ ‌Tag.‌ ‌ 

A‌ ‌trigger‌ ‌can‌ ‌be‌ ‌something‌ ‌as‌ ‌simple‌ ‌as‌ ‌a‌ ‌mouse‌ ‌trap‌ ‌with‌ ‌a‌ ‌thread‌‌going‌‌across‌‌a‌‌hallway‌‌                                   
that,‌ ‌when‌ ‌tripped,‌ ‌sets‌ ‌off‌ ‌the‌ ‌mouse‌ ‌trap.‌ ‌ 

Trap‌ ‌Globes‌ ‌ 
Trap‌‌crafters‌‌can‌‌build‌‌and‌‌throw‌‌Trap‌‌Globes.‌‌IG,‌‌these‌‌are‌‌essentially‌‌miniaturized‌‌traps‌‌that‌‌                             
can‌‌be‌‌thrown‌‌to‌‌produce‌‌a‌‌specific‌‌effect‌‌on‌‌impact.‌‌They‌‌are‌‌represented‌‌by‌‌orange‌‌Packets‌                               
(just‌‌like‌‌‌Alchemy‌‌‌Packets)‌‌and‌‌are‌‌thrown‌‌with‌‌the‌‌Elemental‌‌Qualifier.‌‌These‌‌items‌‌need‌‌to‌‌be‌‌                               
identified‌ ‌in‌ ‌the‌ ‌same‌ ‌way‌ ‌as‌ ‌‌Alchemical‌ ‌‌Gas‌ ‌Globes;‌ ‌see‌ ‌the‌ ‌‌Educated‌ ‌‌Skill‌ ‌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 ‌ 

Any‌ ‌character‌ ‌may‌ ‌use‌ ‌a‌ ‌standard‌ ‌lock‌ ‌to‌ ‌protect‌ ‌their‌‌items.‌‌In‌‌addition,‌‌you‌‌may‌‌find‌‌that‌‌                                 
ancient‌ ‌treasures‌ ‌are‌ ‌often‌ ‌locked‌ ‌away‌ ‌behind‌ ‌locks‌ ‌of‌ ‌their‌ ‌own.‌ ‌Any‌ ‌REFUGE‌ ‌LARP‌ ‌lock‌‌                             
must‌ ‌be‌ ‌approved‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌before‌ ‌use.‌ ‌Generally‌ ‌speaking,‌ ‌if‌‌you‌‌can‌‌demonstrate‌‌that‌‌                             
you‌‌can‌‌pick‌‌your‌‌lock,‌‌then‌‌it‌‌will‌‌probably‌‌be‌‌allowed.‌‌Remember‌‌though‌‌that‌‌we‌‌prefer‌‌easy‌‌                                 
to‌ ‌pick‌ ‌locks,‌ ‌as‌ ‌it‌ ‌is‌ ‌the‌ ‌IG‌ ‌Skill‌ ‌itself‌ ‌that‌ ‌is‌ ‌supposed‌ ‌to‌ ‌be‌ ‌used‌ ‌and‌ ‌not‌ ‌the‌ ‌OOG‌ ‌Skill‌ ‌of‌‌                                           
actually‌ ‌picking‌ ‌a‌‌very‌‌difficult‌‌lock.‌‌Combination‌‌locks‌‌are‌‌not‌‌allowed‌‌to‌‌be‌‌used‌‌by‌‌players‌‌                               
but‌ ‌may‌ ‌be‌ ‌found‌ ‌in‌ ‌modules‌ ‌(where‌ ‌part‌ ‌of‌ ‌the‌ ‌module‌ ‌is‌ ‌discovering‌ ‌the‌ ‌combination).‌ ‌ 

If‌ ‌you‌ ‌have‌ ‌at‌ ‌least‌ ‌one‌ ‌rank‌ ‌of‌ ‌the‌ ‌‌Create‌ ‌Trap‌ ‌Skill,‌ ‌you‌‌may‌‌attempt‌‌to‌‌pick‌‌any‌‌lock‌‌you‌‌                                       
encounter.‌ ‌This‌ ‌should‌ ‌be‌ ‌done‌ ‌IG‌ ‌with‌‌whatever‌‌tools‌‌you‌‌have‌‌with‌‌you.‌‌While‌‌any‌‌REFUGE‌‌                               
LARP‌‌trap‌‌will‌‌have‌‌been‌‌approved‌‌by‌‌a‌‌Marshal,‌‌this‌‌doesn’t‌‌mean‌‌that‌‌you‌‌shouldn’t‌‌practice‌‌                               
your‌‌Skills‌‌—‌‌real-world‌‌Skill‌‌can‌‌help‌‌when‌‌surrounded‌‌by‌‌monsters‌‌and‌‌trying‌‌to‌‌quickly‌‌open‌‌                               
a‌ ‌treasure‌ ‌chest!‌ ‌ 

Note‌ ‌that,‌ ‌due‌ ‌to‌ ‌local‌ ‌laws,‌ ‌some‌ ‌Chapters‌ ‌may‌ ‌have‌ ‌alternative‌ ‌methods‌‌of‌‌opening‌‌locks.‌‌                             
Check‌ ‌with‌ ‌your‌ ‌local‌ ‌Chapter‌ ‌to‌ ‌see‌ ‌if‌ ‌they‌ ‌have‌ ‌a‌ ‌different‌ ‌implementation.‌‌ ‌ ‌    
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Chapter‌ ‌XIII:‌ ‌Effects‌ ‌ 
This‌‌chapter‌‌goes‌‌over‌‌the‌‌Effects‌‌that‌‌you‌‌may‌‌hear‌‌in‌‌combat‌‌at‌‌a‌‌game‌‌so‌‌you‌‌know‌‌how‌‌to‌‌                                       
respond‌ ‌to‌ ‌each‌ ‌of‌ ‌them.‌‌ ‌  

Below‌ ‌the‌ ‌name‌ ‌of‌‌each‌‌Effect‌‌lists‌‌whether‌‌an‌‌effect‌‌can‌‌be‌‌cast‌‌by‌‌a‌‌Player‌‌Character‌‌as‌‌a‌‌                                     
spell‌‌(along‌‌with‌‌which‌‌school‌‌and‌‌spell‌‌level),‌‌or‌‌created‌‌through‌‌production‌‌as‌‌a‌‌Trap‌‌Globes,‌‌                               
Elixir,‌ ‌gas,‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌or‌ ‌Potion.‌ ‌Remember‌ ‌that‌ ‌just‌ ‌about‌ ‌any‌ ‌effect‌ ‌can‌ ‌be‌ ‌a‌                               
monster‌ ‌ability,‌ ‌and‌ ‌some‌ ‌of‌ ‌these‌ ‌can‌ ‌‌only‌ ‌‌be‌ ‌Cast‌ ‌abilities‌ ‌(such‌ ‌as‌ ‌‌Enslavement‌).‌‌ ‌  

Next‌‌listed‌‌is‌‌the‌‌Effect‌‌Group‌‌followed‌‌by‌‌the‌‌Effects‌‌Duration‌‌(Instant,‌‌Concentration,‌‌Line‌‌of‌‌                             
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 ‌interpreted‌ ‌to‌ ‌mean‌ ‌that‌ ‌the‌ ‌effect‌ ‌can‌ ‌only‌ ‌be‌ ‌produced‌ ‌via‌ ‌a‌‌                                 
spell.‌ ‌There‌ ‌will‌ ‌be‌ ‌the‌ ‌proper‌ ‌incant‌ ‌for‌ ‌the‌ ‌spell‌ ‌at‌ ‌the‌ ‌end‌ ‌of‌ ‌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.‌ ‌ 

In‌‌the‌‌place‌‌of‌‌the‌‌now‌‌inaccessible‌‌memories‌‌is‌‌a‌‌blank‌‌spot‌‌within‌‌the‌‌memory.‌‌The‌‌player‌‌is‌‌                                   
aware‌ ‌that‌ ‌they‌ ‌cannot‌ ‌remember‌ ‌anything‌‌for‌‌that‌‌period‌‌and‌‌may‌‌reasonably‌‌assume‌‌that‌‌                           
they‌ ‌have‌ ‌been‌ ‌given‌ ‌an‌ ‌‌Amnesia‌ ‌‌Elixir.‌ ‌ 

In‌‌the‌‌ten-minutes‌‌directly‌‌after‌‌an‌‌‌Amnesia‌‌‌has‌‌taken‌‌effect,‌‌the‌‌‌Amnesia‌‌‌may‌‌be‌‌countered,‌‌                             
and‌ ‌memories‌ ‌of‌ ‌the‌ ‌period‌ ‌returned‌ ‌by‌ ‌either‌ ‌a‌ ‌‌Dispel‌ ‌‌or‌ ‌a‌ ‌‌Purify‌.‌ ‌After‌ ‌that‌ ‌ten-minute‌‌                               
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period,‌ ‌‌Amnesia‌ ‌‌becomes‌ ‌incurable‌ ‌and‌ ‌the‌ ‌recipient‌ ‌permanently‌ ‌loses‌ ‌their‌‌memory‌‌of‌‌the‌‌                         
60-minute‌ ‌period.‌ ‌ 

There‌ ‌is‌ ‌no‌ ‌IG‌ ‌way‌ ‌to‌ ‌retrieve‌ ‌these‌ ‌memories.‌ ‌Mental‌ ‌Abilities‌ ‌from‌ ‌Avani‌ ‌and‌ ‌Stone‌ ‌Elves‌‌                               
may‌ ‌not‌ ‌restore‌ ‌these‌ ‌memories,‌ ‌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 ‌ 

One‌‌dose‌‌of‌‌an‌‌‌Antidote‌‌‌will‌‌remove‌‌all‌‌lasting‌‌Effects‌‌in‌‌the‌‌Alteration‌‌Effect‌‌Group‌‌‌(Enfeeble,‌‌                               
Hallucinate,‌ ‌Intoxicate,‌ ‌Paranoia)‌.‌‌ ‌  

Awaken‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Potion,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌“I‌ ‌‌Awaken‌ ‌‌you‌ ‌from‌‌         
Commands.”‌ ‌ 

This‌ ‌Effect‌‌removes‌‌all‌‌Command‌‌Effects‌‌currently‌‌afflicting‌‌the‌‌target‌‌‌(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.”‌ ‌ 

This‌‌spell‌‌attempts‌‌to‌‌force‌‌a‌‌creature‌‌not‌‌native‌‌to‌‌the‌‌current‌‌Plane‌‌that‌‌it‌‌is‌‌on‌‌to‌‌return‌‌to‌‌                                       
its‌ ‌home‌ ‌Plane‌ ‌or‌‌expend‌‌a‌‌significant‌‌amount‌‌of‌‌energy‌‌remaining‌‌where‌‌it‌‌is‌‌(usually‌‌in‌‌the‌‌                                 
form‌ ‌of‌ ‌Body‌ ‌damage).‌ ‌Creatures‌ ‌already‌ ‌on‌ ‌their‌ ‌home‌ ‌Plane‌ ‌are‌ ‌Immune‌ ‌to‌ ‌the‌ ‌‌Banish‌‌                             
effect.‌ ‌ 

This‌ ‌spell‌ ‌usually‌ ‌only‌ ‌affects‌ ‌Elementals,‌ ‌Fey,‌ ‌and‌ ‌Extraplanar‌ ‌creatures‌ ‌(Cast‌ ‌should‌ ‌check‌                         
the‌‌creature‌‌type‌‌on‌‌the‌‌Monster‌‌Card)‌‌but‌‌may‌‌affect‌‌other‌‌types‌‌at‌‌the‌‌discretion‌‌of‌‌the‌‌Plot‌‌                                   
Team.‌‌PCs‌‌may‌‌be‌‌affected‌‌by‌‌this‌‌spell‌‌in‌‌certain‌‌circumstances‌‌to‌‌be‌‌announced‌‌beforehand‌‌                             
by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Lesser‌ ‌Elementals,‌ ‌lesser‌ ‌Fey,‌ ‌and‌‌lesser‌‌Extraplanar‌‌creatures‌‌affected‌‌by‌‌this‌‌spell‌‌instantly‌‌                         
dissipate‌ ‌as‌ ‌if‌ ‌slain,‌ ‌leaving‌ ‌behind‌ ‌anything‌ ‌carried.‌ ‌An‌ ‌affected‌ ‌creature‌ ‌with‌ ‌Rift‌ ‌may‌‌not‌‌                             
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use‌ ‌that‌ ‌ability‌ ‌until‌ ‌the‌ ‌next‌ ‌LP.‌ ‌ 

Greater‌‌Elementals,‌‌greater‌‌Fey,‌‌and‌‌greater‌‌Extraplanar‌‌creatures‌‌affected‌‌by‌‌this‌‌spell‌‌take‌‌                         
50‌ ‌points‌ ‌of‌ ‌damage.‌‌If‌‌slain‌‌by‌‌this‌‌damage,‌‌the‌‌affected‌‌creature‌‌cannot‌‌Rift‌‌until‌‌the‌‌next‌‌                                 
LP.‌ ‌ 

This‌‌spell‌‌usually‌‌does‌‌not‌‌affect‌‌normal‌‌living‌‌or‌‌Undead‌‌creatures,‌‌but‌‌will‌‌still‌‌remove‌‌Dumb‌‌                               
Defenses‌.‌ ‌ 

Berserk‌ ‌ 
Spell‌:‌ ‌‌none‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Elixir,‌ ‌Gas‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌Effect‌ ‌commands‌ ‌the‌ ‌target‌ ‌into‌ ‌an‌ ‌insane‌ ‌killing‌ ‌fury,‌ ‌causing‌ ‌them‌ ‌to‌ ‌attack‌ ‌all‌‌                             
creatures‌ ‌in‌ ‌the‌ ‌vicinity‌ ‌—‌ ‌starting‌ ‌with‌ ‌the‌ ‌closest,‌ ‌whether‌ ‌friend‌ ‌or‌ ‌foe.‌ ‌ 

The‌ ‌affected‌ ‌target‌ ‌must‌ ‌use‌ ‌basic‌ ‌Weapon‌ ‌Skills‌ ‌if‌ ‌they‌ ‌have‌ ‌them‌ ‌available‌ ‌(including‌‌                           
Shields,‌‌‌Claws‌,‌‌and‌‌constant‌‌abilities‌‌such‌‌as‌‌‌Weapon‌‌Proficiency‌‌and‌‌‌Backstab‌).‌‌The‌‌player‌‌of‌‌                           
a‌ ‌character‌ ‌affected‌‌by‌‌‌Berserk‌‌may‌‌make‌‌an‌‌OOG‌‌choice‌‌whether‌‌they‌‌want‌‌their‌‌character‌‌                             
to‌ ‌utilize‌ ‌and‌ ‌expend‌ ‌equipment‌ ‌and‌ ‌per-LP‌ ‌abilities‌ ‌(such‌ ‌as‌ ‌spells,‌‌‌Resists‌,‌‌‌Banes‌,‌‌‌Alchemy‌‌                           
globes);‌‌the‌‌character‌‌has‌‌no‌‌IG‌‌options‌‌as‌‌to‌‌what‌‌they‌‌utilize.‌‌Characters‌‌are‌‌never‌‌forced‌‌to‌‌                                 
utilize‌ ‌Necromancy‌ ‌spells‌ ‌or‌ ‌items‌ ‌unless‌ ‌the‌ ‌player‌ ‌chooses‌ ‌to‌ ‌have‌ ‌them‌ ‌to‌ ‌do,‌ ‌with‌ ‌full‌‌                               
understanding‌ ‌that‌ ‌this‌ ‌may‌ ‌impact‌ ‌their‌ ‌character‌ ‌IG.‌ ‌ 

A‌‌character‌‌must‌‌make‌‌a‌‌legitimate‌‌effort‌‌to‌‌attack‌‌the‌‌nearest‌‌target‌‌in‌‌some‌‌manner‌‌if‌‌they‌‌                                 
have‌ ‌any‌ ‌means‌ ‌to‌ ‌do‌ ‌so‌ ‌at‌ ‌their‌ ‌disposal‌ ‌(with‌ ‌the‌ ‌caveats‌ ‌above).‌ ‌ 

A‌‌person‌‌afflicted‌‌by‌‌‌Berserk‌‌‌will‌‌not‌‌stop‌‌to‌‌give‌‌a‌‌‌Killing‌‌Blow‌‌‌or‌‌search‌‌a‌‌target,‌‌instead‌‌will‌‌                                     
immediately‌‌turn‌‌to‌‌find‌‌something‌‌else‌‌to‌‌attack‌‌once‌‌their‌‌current‌‌target‌‌falls‌‌or‌‌is‌‌no‌‌longer‌‌                                 
the‌ ‌closest‌ ‌target.‌ ‌ 

Blast‌ ‌Globe‌ ‌ 
Spell‌:‌ ‌‌none‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Gas‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Alchemists‌ ‌may‌ ‌produce‌ ‌small‌ ‌globes‌ ‌designed‌ ‌to‌ ‌explode‌ ‌on‌ ‌impact‌ ‌called‌ ‌Blast‌ ‌Globes.‌‌                         
These‌ ‌are‌ ‌thrown‌ ‌with‌ ‌the‌ ‌call‌ ‌“10‌ ‌Elemental‌ ‌<Element>”,‌ ‌where‌ ‌the‌ ‌Element‌ ‌is‌ ‌chosen‌ ‌from‌‌                             
Flame,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Stone‌‌at‌‌the‌‌time‌‌of‌‌the‌‌Blast‌‌Globe’s‌‌creation.‌‌You‌‌must‌‌have‌‌three‌‌                                 
ranks‌ ‌of‌ ‌‌Alchemy‌ ‌‌to‌ ‌throw‌ ‌Blast‌ ‌Globes.‌ ‌ 
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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                               
bypasses‌‌armor.‌‌When‌‌used‌‌on‌‌Undead,‌‌it‌‌will‌‌instead‌‌heal‌‌the‌‌stated‌‌amount.‌‌This‌‌spell,‌‌which‌‌                               
is‌‌the‌‌Signature‌‌Spell‌‌of‌‌Necromancy,‌‌will‌‌tear‌‌apart‌‌the‌‌flesh‌‌of‌‌the‌‌living‌‌or‌‌fix‌‌the‌‌bodies‌‌of‌‌                                     
the‌ ‌Undead.‌ ‌ 

When‌ ‌created‌ ‌as‌ ‌a‌ ‌Potion,‌ ‌the‌ ‌Chaos‌ ‌value‌‌will‌‌be‌‌set‌‌based‌‌on‌‌how‌‌many‌‌Production‌‌Points‌‌                                 
are‌ ‌used‌ ‌as‌ ‌if‌ ‌a‌ ‌spell‌ ‌of‌ ‌appropriate‌ ‌level‌ ‌were‌ ‌being‌ ‌cast.‌ ‌For‌ ‌example,‌ ‌a‌ ‌Cause‌ ‌Wounds‌‌                                 
Potion‌ ‌created‌ ‌using‌ ‌20‌ ‌Production‌ ‌Points‌ ‌would‌ ‌cause‌ ‌the‌ ‌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 ‌attack‌ ‌for‌‌                             
Cause‌ ‌Wounds‌ ‌‌—‌ ‌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.”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌recipient‌ ‌to‌ ‌temporarily‌‌enchant‌‌all‌‌wielded‌‌Weapons‌‌with‌‌the‌‌powers‌‌of‌‌                             
Chaos.‌ ‌The‌ ‌recipient‌ ‌chooses‌ ‌which‌ ‌Weapon(s)‌ ‌and‌‌attack(s)‌‌to‌‌utilize‌‌their‌‌‌Chaos‌‌Blade‌‌‌with‌‌                           
and‌ ‌announces‌ ‌the‌ ‌total‌ ‌damage‌ ‌of‌ ‌the‌ ‌attack‌ ‌while‌ ‌saying‌ ‌“Chaos”‌ ‌instead‌ ‌of‌ ‌their‌ ‌normal‌‌                             
Carrier‌ ‌such‌ ‌as‌ ‌Normal‌ ‌or‌ ‌Silver.‌ ‌It‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Weapon,‌ ‌even‌ ‌Bows‌ ‌and‌ ‌Crossbows.‌ ‌ 

Note‌ ‌that‌ ‌as‌‌with‌‌any‌‌Carrier‌‌attack‌‌which‌‌might‌‌otherwise‌‌have‌‌a‌‌beneficial‌‌effect‌‌upon‌‌the‌‌                               
target,‌ ‌these‌‌attacks‌‌will‌‌not‌‌actually‌‌heal‌‌an‌‌Undead‌‌target‌‌(or‌‌any‌‌other‌‌creature‌‌healed‌‌by‌‌                               
Chaos‌ ‌damage).‌ ‌ 

Since‌ ‌this‌ ‌spell‌ ‌affects‌ ‌the‌ ‌target‌ ‌character,‌ ‌not‌ ‌a‌ ‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌                               
the‌ ‌character‌ ‌uses‌ ‌during‌ ‌the‌ ‌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.”‌ ‌ 
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When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌is‌ ‌granted‌ ‌the‌ ‌capacity‌ ‌to‌ ‌throw‌ ‌15‌‌Packets‌‌at‌‌10‌‌damage‌‌                                   
each‌‌as‌‌“10‌‌Spell‌‌Chaos!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌                                       
be‌ ‌used‌ ‌between‌ ‌the‌ ‌throws.‌ ‌The‌ ‌caster‌ ‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌These‌‌Packets‌‌                               
may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌‌ ‌  

Charm‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌7‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Command‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌‌ ‌‌Gas,‌ ‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Command‌ ‌you‌ ‌to‌ ‌be‌‌           
Charmed‌.”‌ ‌ 

This‌‌spell‌‌makes‌‌the‌‌target‌‌view‌‌the‌‌caster‌‌as‌‌their‌‌best‌‌friend‌‌in‌‌the‌‌world.‌‌No‌‌amount‌‌of‌‌logic‌‌                                     
or‌‌roleplaying‌‌will‌‌convince‌‌the‌‌target‌‌that‌‌they‌‌have‌‌indeed‌‌been‌‌affected‌‌by‌‌‌Charm‌,‌‌and‌‌any‌‌                               
order‌ ‌given‌ ‌will‌ ‌be‌ ‌justified‌ ‌and‌ ‌make‌ ‌perfect‌ ‌sense‌ ‌in‌‌the‌‌mind‌‌of‌‌the‌‌target.‌‌The‌‌target‌‌will‌‌                                   
not‌ ‌remember‌ ‌the‌ ‌casting‌ ‌of‌ ‌the‌ ‌spell.‌ ‌ 

An‌ ‌attack‌ ‌on‌ ‌the‌ ‌target‌ ‌by‌ ‌the‌ ‌caster’s‌ ‌companions‌ ‌does‌ ‌not‌ ‌immediately‌ ‌end‌ ‌‌Charm‌,‌‌but‌‌if‌‌                               
the‌ ‌caster‌ ‌does‌ ‌not‌ ‌attempt‌ ‌to‌‌stop‌‌it‌‌and‌‌if‌‌no‌‌justification‌‌is‌‌provided‌‌for‌‌the‌‌attack‌‌‌Charm‌‌                                   
ends.‌‌A‌‌direct‌‌attack‌‌by‌‌the‌‌caster‌‌will‌‌always‌‌end‌‌‌Charm‌,‌‌as‌‌will‌‌attempting‌‌a‌‌‌Killing‌‌Blow.‌‌‌An‌‌                                   
order‌ ‌to‌ ‌kill‌ ‌yourself‌ ‌also‌ ‌ends‌ ‌the‌ ‌spell.‌ ‌ 

This‌ ‌spell‌ ‌only‌ ‌works‌ ‌on‌ ‌creatures‌ ‌that‌ ‌have‌ ‌a‌ ‌mind‌ ‌as‌‌defined‌‌by‌‌the‌‌game.‌‌Many‌‌creatures‌‌                                 
(such‌‌as‌‌Undead,‌‌Constructs‌‌or‌‌insects)‌‌do‌‌not‌‌have‌‌a‌‌mind‌‌that‌‌can‌‌be‌‌affected‌‌by‌‌this‌‌Effect.‌‌                                   
Further,‌ ‌the‌ ‌target‌ ‌must‌ ‌understand‌ ‌the‌ ‌language‌ ‌of‌ ‌the‌ ‌caster‌ ‌to‌ ‌be‌ ‌able‌ ‌follow‌ ‌their‌ ‌orders.‌ ‌ 

While‌ Charmed‌,‌ ‌the‌ ‌target‌ ‌must‌ ‌perform‌ ‌actions‌ ‌to‌ ‌the‌ ‌best‌ ‌of‌ ‌their‌ ‌ability‌ ‌and‌ ‌knowledge,‌‌                             
including‌ ‌the‌ ‌use‌ ‌of‌ ‌spells‌ ‌and‌ ‌Skills.‌ ‌The‌ ‌target‌ ‌does‌‌not‌‌have‌‌the‌‌ability‌‌to‌‌pick‌‌and‌‌choose‌‌                                   
less‌ ‌effective‌ ‌abilities‌ ‌to‌ ‌use,‌ ‌nor‌ ‌may‌ ‌they‌ ‌choose‌ ‌to‌ ‌not‌ ‌perform‌ ‌certain‌ ‌commands‌‌due‌‌to‌‌                               
their‌‌personality‌‌or‌‌Species.‌‌For‌‌example,‌‌if‌‌the‌‌target‌‌knows‌‌that‌‌the‌‌person‌‌who‌‌used‌‌‌Charm‌‌                               
on‌‌them‌‌is‌‌Undead,‌‌and‌‌that‌‌person‌‌commands‌‌the‌‌target‌‌to‌‌heal‌‌them,‌‌they‌‌will‌‌not‌‌only‌‌cast‌‌                                   
Necromancy‌ ‌on‌ ‌that‌ ‌person‌ ‌but‌ ‌will‌ ‌not‌ ‌be‌ ‌able‌ ‌to‌ ‌choose‌ ‌to‌ ‌use‌ ‌less‌ ‌powerful‌ ‌spells‌‌if‌‌they‌‌                                   
have‌ ‌more‌ ‌powerful‌ ‌ones‌ ‌available‌ ‌that‌ ‌are‌ ‌needed.‌ ‌Similarly,‌ ‌if‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌used‌‌                           
Charm‌‌on‌‌someone‌‌else,‌‌and‌‌that‌‌character‌‌knew‌‌that‌‌Flame‌‌Elementals‌‌are‌‌healed‌‌by‌‌Flame,‌‌                             
they‌ ‌would‌ ‌do‌ ‌their‌ ‌best‌ ‌to‌ ‌use‌ ‌Flame‌ ‌to‌ ‌heal‌ ‌the‌ ‌Elemental‌ ‌if‌ ‌commanded.‌ ‌ 

The‌ ‌caster‌ ‌may‌ ‌attempt‌ ‌to‌ ‌convince‌ ‌the‌ ‌target‌ ‌via‌ ‌roleplay‌ ‌of‌‌a‌‌variety‌‌of‌‌things.‌‌No‌‌matter‌‌                                 
what,‌ ‌the‌ ‌target‌ ‌of‌ ‌a‌ ‌Charm‌ ‌cannot‌ ‌refuse‌ ‌any‌ ‌of‌ ‌the‌ ‌following‌ ‌commands:‌ ‌ 

● Defend‌ ‌me:‌ ‌‌The‌ ‌target‌ ‌must‌ ‌protect‌ ‌the‌ ‌caster‌ ‌from‌ ‌all‌ ‌attacks‌ ‌to‌ ‌the‌ ‌best‌ ‌of‌ ‌their‌‌                               
ability,‌ ‌even‌ ‌if‌ ‌it‌ ‌requires‌ ‌using‌ ‌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.‌ ‌ 
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● Heal‌‌me:‌‌The‌‌target‌‌must‌‌make‌‌every‌‌attempt‌‌to‌‌heal‌‌or‌‌‌Life‌‌‌the‌‌caster.‌‌During‌‌this‌‌time,‌‌                                 
the‌‌target‌‌will‌‌not‌‌attack‌‌anyone‌‌and‌‌will‌‌do‌‌everything‌‌possible,‌‌including‌‌fighting‌‌their‌‌                           
allies,‌ ‌to‌ ‌prevent‌ ‌the‌ ‌healing‌ ‌from‌ ‌being‌ ‌stopped.‌ ‌ 

● Return‌ ‌to‌ ‌normal:‌ ‌‌This‌ ‌command‌ ‌ends‌ ‌the‌ ‌Charm‌ ‌effect.‌ ‌ 

If‌‌a‌‌character‌‌is‌‌affected‌‌by‌‌‌Charm‌‌from‌‌multiple‌‌people,‌‌the‌‌latest‌‌person‌‌to‌‌‌Charm‌‌them‌‌will‌‌                                 
take‌ ‌precedence‌ ‌if‌ ‌their‌ ‌roleplay‌ ‌or‌ ‌commands‌ ‌conflict‌ ‌with‌ ‌those‌ ‌from‌ ‌the‌ ‌others.‌ ‌ 

Targets‌‌cannot‌‌refuse‌‌to‌‌obey‌‌orders‌‌with‌‌the‌‌explanation‌‌that‌‌they‌‌“wouldn’t‌‌do‌‌that‌‌even‌‌for‌‌                               
my‌ ‌best‌ ‌friend.”‌‌This‌‌spell‌‌overwrites‌‌the‌‌logic‌‌of‌‌the‌‌brain.‌‌If‌‌your‌‌new‌‌“best‌‌friend”‌‌tells‌‌you‌‌                                   
to‌‌hand‌‌over‌‌all‌‌your‌‌items,‌‌you‌‌will‌‌do‌‌so‌‌without‌‌question.‌‌Requests‌‌or‌‌orders‌‌that‌‌are‌‌known‌‌                                   
by‌ ‌the‌ ‌target‌ ‌to‌ ‌have‌ ‌immediately‌‌deadly‌‌consequences‌‌do‌‌not‌‌have‌‌to‌‌be‌‌followed,‌‌and‌‌can‌‌                               
be‌ ‌refused‌ ‌or‌ ‌ignored‌ ‌without‌ ‌breaking‌ ‌the‌ ‌effect;‌ ‌for‌ ‌example,‌ ‌casting‌ ‌Necromancy‌ ‌to‌ ‌heal‌‌                           
when‌‌ordered‌‌to‌‌is‌‌not‌‌immediately‌‌deadly‌‌to‌‌the‌‌target,‌‌but‌‌admitting‌‌to‌‌having‌‌done‌‌so‌‌in‌‌a‌‌                                   
court‌ ‌of‌ ‌law‌ ‌could‌ ‌be.‌ ‌ 

When‌ ‌the‌ ‌spell’s‌ ‌duration‌ ‌ends,‌ ‌the‌ ‌target‌ ‌remembers‌ ‌everything‌ ‌that‌ ‌happened‌ ‌except‌ ‌the‌‌                         
actual‌ ‌casting‌ ‌of‌ ‌the‌ ‌‌Charm‌‌ ‌spell‌ ‌and‌ ‌will‌ ‌almost‌ ‌always‌ ‌realize‌ ‌that‌ ‌they‌ ‌had‌ ‌been‌ ‌charmed.‌ ‌ 

This‌‌effect‌‌can‌‌be‌‌removed‌‌by‌‌an‌‌‌Awaken‌,‌‌a‌‌Break‌‌Command,‌‌a‌‌‌Dispel‌,‌‌or‌‌a‌‌‌Purify‌.‌‌This‌‌spell‌‌is‌‌                                     
not‌ ‌strong‌ ‌enough‌ ‌to‌ ‌override‌ ‌any‌ ‌Greater‌ ‌Command‌ ‌Effect.‌ 

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.”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌inscribe‌ ‌a‌‌Circle‌‌of‌‌protection‌‌against‌‌harm.‌‌Before‌‌casting‌‌the‌‌                               
spell,‌ ‌a‌ ‌visible,‌ ‌physrep‌ ‌of‌ ‌the‌ ‌Circle‌ ‌must‌ ‌be‌ ‌drawn‌ ‌in‌ ‌the‌ ‌dirt‌ ‌or‌ ‌represented‌ ‌by‌ ‌something‌‌                                 
physical‌ ‌like‌ ‌chalk,‌ ‌a‌ ‌ribbon,‌ ‌or‌ ‌some‌‌string.‌‌This‌‌physrep‌‌is‌‌IG‌‌and‌‌can‌‌be‌‌erased,‌‌moved,‌‌or‌                                   
stolen‌ ‌at‌ ‌any‌ ‌time‌ ‌before‌ ‌the‌ ‌spell‌ ‌is‌ ‌cast.‌ ‌ 

The‌‌caster‌‌must‌‌be‌‌fully‌‌within‌‌the‌‌completed‌‌Circle.‌‌This‌‌spell‌‌cannot‌‌be‌‌cast‌‌until‌‌the‌‌physrep‌‌                                 
is‌ ‌complete.‌ ‌Anyone‌‌who‌‌steps‌‌on‌‌the‌‌physrep‌‌while‌‌it‌‌is‌‌being‌‌raised‌‌will‌‌be‌‌pushed‌‌inside‌‌or‌‌                                   
outside‌ ‌of‌ ‌the‌ ‌Circle‌ ‌(player’s‌ ‌choice,‌ ‌not‌ ‌the‌ ‌caster),‌ ‌along‌ ‌with‌ ‌all‌ ‌possessions.‌ ‌ 

The‌‌physrep‌‌does‌‌not‌‌have‌‌to‌‌make‌‌a‌‌perfect‌‌circle,‌‌but‌‌if‌‌the‌‌physrep‌‌is‌‌too‌‌big,‌‌or‌‌if‌‌the‌‌ends‌‌                                         
are‌ ‌not‌ ‌almost‌ ‌touching,‌ ‌then‌ ‌the‌ ‌spell‌ ‌is‌ ‌lost.‌ ‌ 

A‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌‌stretches‌ ‌up‌ ‌to‌ ‌6'‌ ‌(2m)‌ ‌in‌ ‌radius‌ ‌and‌ ‌10'‌ ‌(3m)‌ ‌tall‌ ‌and‌‌is‌‌a‌‌cylindrical‌‌dome‌‌                                       
with‌‌a‌‌flat‌‌bottom.‌‌The‌‌Circle‌‌has‌‌about‌‌the‌‌same‌‌amount‌‌of‌‌friction‌‌as‌‌a‌‌normal‌‌wall‌‌or‌‌floor,‌‌                                     
although‌ ‌objects‌ ‌and‌ ‌creatures‌ ‌cannot‌ ‌lean‌ ‌against,‌ ‌rest‌ ‌against,‌ ‌or‌ ‌be‌ ‌placed‌ ‌on‌ ‌top‌‌of‌‌the‌‌                               
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Circle.‌ ‌ 

Larger‌ ‌Circles‌ ‌can‌ ‌be‌ ‌made‌ ‌by‌ ‌having‌ ‌multiple‌ ‌spell‌ ‌casters‌ ‌casting‌ ‌the‌‌spell‌‌simultaneously.‌‌                           
For‌ ‌example,‌ ‌a‌ ‌Circle‌ ‌up‌ ‌to‌ ‌12'‌ ‌(3.7m)‌ ‌radius‌ ‌and‌ ‌up‌ ‌to‌ ‌20'‌ ‌(6m)‌ ‌height‌ ‌may‌ ‌be‌ ‌made‌‌by‌‌two‌‌                                       
casters.‌ ‌The‌ ‌casters‌ ‌must‌ ‌say‌ ‌the‌ ‌incant‌‌at‌‌the‌‌exact‌‌same‌‌time‌‌for‌‌this‌‌to‌‌function.‌‌For‌‌each‌‌                                   
caster‌ ‌add‌ ‌an‌ ‌additional‌ ‌6’‌ ‌(2m)‌ ‌to‌ ‌the‌ ‌radius‌ ‌and‌ ‌10’(3m)‌ ‌to‌ ‌the‌ ‌height.‌ ‌ 

It‌ ‌is‌ ‌possible‌ ‌to‌ ‌surround‌ ‌a‌ ‌Circle‌ ‌with‌ ‌a‌ ‌larger‌ ‌Circle,‌ ‌but‌ ‌a‌ ‌smaller‌ ‌Circle‌ ‌cannot‌ ‌be‌ ‌placed‌‌                                   
inside‌ ‌an‌ ‌already‌ ‌existing‌ ‌Circle.‌ ‌A‌ ‌Circle‌‌inside‌‌of‌‌another‌‌Circle‌‌is‌‌considered‌‌its‌‌own‌‌space;‌‌                               
you‌ ‌are‌ ‌not‌ ‌considered‌ ‌to‌ ‌be‌ ‌inside‌ ‌the‌ ‌exterior‌ ‌circle.‌ ‌ 

Nothing‌‌may‌‌enter‌‌or‌‌leave‌‌the‌‌Circle‌‌once‌‌it‌‌is‌‌cast,‌‌including‌‌spells,‌‌thrown‌‌gas,‌‌Weapons‌‌and‌‌                                 
creatures.‌ ‌ 

Traps‌‌placed‌‌near‌‌the‌‌Circle‌‌will‌‌not‌‌affect‌‌anyone‌‌or‌‌anything‌‌inside;‌‌similarly,‌‌traps‌‌within‌‌the‌‌                               
Circle‌‌will‌‌not‌‌affect‌‌anyone‌‌outside‌‌the‌‌Circle.‌‌Spells‌‌may‌‌be‌‌cast‌‌within‌‌the‌‌Circle‌‌but‌‌cannot‌‌                                 
be‌‌thrown‌‌through‌‌the‌‌Circle.‌‌Air‌‌may‌‌pass‌‌through,‌‌but‌‌other‌‌gasses‌‌may‌‌not.‌ ‌A‌‌voice‌‌attack‌‌                                 
is‌‌effective‌‌through‌‌a‌‌‌Circle‌‌of‌‌Power.‌‌Creatures‌‌inside‌‌a‌‌Circle‌‌are‌‌still‌‌considered‌‌inside‌‌Line‌‌of‌‌                                 
Sight.‌ ‌ 

The‌‌spell‌‌lasts‌‌for‌‌one‌‌hour‌‌but‌‌may‌‌be‌‌ended‌‌by‌‌the‌‌caster‌‌at‌‌any‌‌time‌‌if‌‌they‌‌touch‌‌the‌‌Circle‌‌                                         
and‌ ‌state‌ ‌“Circle‌ ‌Down.”‌ ‌If‌ ‌there‌ ‌is‌ ‌more‌ ‌than‌ ‌one‌ ‌caster‌ ‌in‌ ‌a‌ ‌larger‌ ‌Circle,‌ ‌any‌ ‌one‌‌of‌‌them‌‌                                     
may‌‌drop‌‌the‌‌Circle.‌‌The‌‌statement‌‌“circle‌‌down”‌‌is‌‌OOG,‌‌although‌‌any‌‌observers‌‌who‌‌hear‌‌the‌‌                               
statement‌ ‌are‌ ‌aware‌ ‌that‌ ‌the‌ ‌Circle‌ ‌was‌ ‌ended,‌ ‌and‌ ‌they‌ ‌might‌ ‌know‌ ‌who‌ ‌ended‌ ‌it.‌ ‌ 

The‌‌Circle‌‌will‌‌also‌‌end‌‌if‌‌the‌‌caster‌‌leaves‌‌the‌‌Circle‌‌magically‌‌or‌‌is‌‌Dead‌.‌‌‌If‌‌there‌‌is‌‌more‌‌than‌‌                                       
one‌ ‌caster,‌ ‌the‌ ‌Circle‌ ‌will‌ ‌remain‌ ‌up‌ ‌until‌ ‌all‌ ‌the‌ ‌casters‌ ‌leave‌ ‌or‌ ‌are‌ ‌Dead..‌ ‌ 

The‌ ‌Circle‌ ‌is‌ ‌not‌ ‌affected‌ ‌by‌ ‌a‌ ‌‌Dispel‌.‌ ‌ 

This‌ ‌spell‌ ‌can‌ ‌also‌ ‌be‌ ‌used‌ ‌to‌ ‌create‌ ‌a‌ ‌Circle‌ ‌that‌ ‌can‌ ‌be‌ ‌used‌ ‌for‌ ‌the‌ ‌casting‌ ‌of‌ ‌a‌ ‌‌Formal‌‌                                       
Magic‌‌‌ritual.‌‌If‌‌a‌‌ritual‌‌is‌‌started‌‌within‌‌one‌‌minute‌‌of‌‌the‌‌Circle‌‌being‌‌cast,‌‌the‌‌duration‌‌of‌‌the‌‌                                     
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.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌remove‌‌all‌‌active‌‌Curse‌‌Effects‌‌currently‌‌active‌‌upon‌‌the‌‌target‌‌with‌‌a‌‌Duration‌‌                               
greater‌ ‌than‌ ‌instant.‌ ‌It‌ ‌does‌ ‌not‌ ‌matter‌ ‌how‌ ‌those‌‌effects‌‌were‌‌caused.‌‌The‌‌effects‌‌removed‌‌                             
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.”‌ ‌ 

This‌‌spell‌‌allows‌‌the‌‌caster‌‌to‌‌control‌‌one‌‌lesser‌‌Undead‌‌for‌‌ten‌‌minutes.‌‌Tasks‌‌may‌‌not‌‌involve‌‌                                 
anything‌‌a‌‌trained‌‌animal‌‌could‌‌not‌‌be‌‌taught:‌‌“Guard‌‌this”‌‌is‌‌fine,‌‌but‌‌“Wash‌‌all‌‌the‌‌windows‌‌                                 
on‌ ‌this‌ ‌castle”‌ ‌requires‌ ‌complex‌ ‌sentience‌ ‌and‌ ‌will‌ ‌not‌ ‌work.‌ ‌ 

This‌‌spell‌‌will‌‌also‌‌remove‌‌all‌‌‌Turn‌‌Undead‌‌effects.‌‌When‌‌used‌‌on‌‌an‌‌Undead‌‌of‌‌higher‌‌than‌‌low‌‌                                   
intelligence,‌ ‌it‌ ‌will‌ ‌force‌ ‌the‌ ‌affected‌ ‌Undead‌ ‌to‌‌become‌‌temporarily‌‌able‌‌to‌‌understand‌‌only‌‌                           
simple‌ ‌commands.‌ ‌Greater‌ ‌Undead‌ ‌are‌ ‌unaffected‌ ‌by‌ ‌this‌ ‌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.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌outright‌ ‌kill‌ ‌a‌ ‌living‌ ‌target‌ ‌and‌ ‌cause‌ ‌them‌ ‌to‌ ‌immediately‌ ‌become‌ ‌a‌ ‌Greater‌‌                               
Undead‌‌under‌‌absolute‌‌control‌‌of‌‌the‌‌caster.‌‌They‌‌retain‌‌the‌‌same‌‌intelligence‌‌and‌‌knowledge‌‌                           
as‌ ‌the‌ ‌original‌ ‌creature‌ ‌but‌ ‌operate‌ ‌without‌ ‌any‌ ‌memory‌ ‌of‌ ‌their‌ ‌living‌ ‌state.‌ ‌ 

While‌ ‌under‌ ‌this‌ ‌effect,‌ ‌a‌ ‌character‌ ‌may‌ ‌not‌ ‌utilize‌ ‌Investitures‌‌to‌‌recognize‌‌characters‌‌in‌‌or‌‌                             
out‌‌of‌‌a‌‌Ward,‌‌Wizard‌‌Lock,‌‌or‌‌‌Circle‌‌of‌‌Power.‌‌They‌‌have‌‌an‌‌innate‌‌understanding‌‌of‌‌their‌‌own‌‌                                   
abilities‌ ‌and‌‌items‌‌and‌‌may‌‌utilize‌‌any‌‌Weapons‌‌or‌‌armor‌‌available‌‌to‌‌the‌‌creature‌‌as‌‌well‌‌as‌‌                                 
Claws‌ ‌‌(if‌ ‌the‌ ‌caster‌ ‌of‌ ‌the‌ ‌spell‌ ‌supplies‌ ‌the‌ ‌necessary‌ ‌physreps).‌ ‌ 

The‌ ‌creature’s‌ ‌visual‌ ‌appearance‌ ‌does‌ ‌not‌ ‌immediately‌ ‌change‌ ‌on‌ ‌receipt‌ ‌of‌ ‌this‌ ‌spell,‌ ‌but‌‌                           
careful‌ ‌inspection‌ ‌can‌ ‌reveal‌ ‌the‌ ‌spreading‌ ‌corruption.‌ ‌A‌ ‌character‌ ‌can‌ ‌examine‌ ‌another‌‌                       
character‌ ‌from‌ ‌within‌ ‌approximately‌ ‌10‌ ‌feet‌ ‌distance‌ ‌and‌ ‌ask‌ ‌the‌ ‌OOG‌ ‌question‌ ‌“Do‌ ‌you‌‌                           
appear‌ ‌Corrupted?”‌ ‌The‌ ‌character‌ ‌must‌ ‌be‌ ‌able‌‌to‌‌see‌‌their‌‌target‌‌clearly.‌‌The‌‌subject‌‌of‌‌the‌‌                               
question‌‌must‌‌reply‌‌truthfully;‌‌their‌‌answer‌‌is‌‌an‌‌OOG‌‌statement.‌‌This‌‌represents‌‌the‌‌examiner‌‌                           
taking‌ ‌the‌ ‌time‌ ‌to‌ ‌closely‌ ‌examine‌ ‌the‌ ‌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.‌‌The‌‌player‌‌(not‌‌the‌‌character)‌‌has‌‌the‌‌choice‌‌to‌‌use‌‌or‌‌not‌‌use‌‌per-day‌‌Skills‌‌and‌‌spells‌‌                                   
while‌ ‌under‌ ‌the‌ ‌effect‌ ‌of‌ ‌‌Corrupt‌ ‌‌and‌ ‌will‌ ‌use‌ ‌Magic‌ ‌Items‌ ‌based‌ ‌on‌ ‌the‌ ‌orders‌ ‌they‌ ‌are‌ ‌given.‌ ‌ 
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If‌‌cast‌‌upon‌‌a‌‌Dead‌‌Body‌‌which‌‌contains‌‌a‌‌Spirit,‌‌the‌‌target‌‌will‌‌immediately‌‌arise‌‌as‌‌Undead‌‌                                 
as‌‌per‌‌above.‌‌Note‌‌that‌‌this‌‌spell‌‌will‌‌not‌‌work‌‌on‌‌a‌‌corpse‌‌which‌‌has‌‌been‌‌previously‌‌animated‌‌                                   
or‌ ‌is‌ ‌Permanently‌ ‌Dead.‌ ‌ 

If‌‌the‌‌creature‌‌is‌‌struck‌‌by‌‌a‌‌‌Life‌‌‌spell,‌‌the‌‌‌Corrupt‌‌‌effect‌‌ends‌‌immediately,‌‌and‌‌the‌‌target‌‌is‌‌                                   
returned‌‌to‌‌life‌‌at‌‌one‌‌Body‌‌Point‌‌with‌‌no‌‌further‌‌effects‌‌from‌‌the‌‌‌Corrupt‌.‌‌If‌‌they‌‌are‌‌reduced‌‌                                   
to‌ ‌zero‌ ‌Body‌ ‌Points,‌ ‌or‌ ‌the‌ ‌spell‌ ‌duration‌ ‌expires,‌ ‌then‌ ‌the‌ ‌creature‌ ‌falls‌ ‌dead‌ ‌and‌ ‌begins‌ ‌a‌‌                                 
new‌ ‌5-minute‌ ‌Death‌ ‌Countdown.‌ ‌In‌ ‌either‌ ‌case‌ ‌or‌ ‌after‌ ‌Resurrection,‌ ‌if‌ ‌returned‌ ‌to‌ ‌life,‌ ‌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.‌ ‌ 

Create‌ ‌Undead‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌7‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Create‌‌         
Undead‌”‌ ‌ 

This‌‌spell‌‌only‌‌works‌‌on‌‌a‌‌corpse‌‌that‌‌has‌‌neither‌‌previously‌‌been‌‌animated‌‌and‌‌is‌‌currently‌‌in‌‌                                 
its‌ ‌Death‌ ‌Countdown.‌ ‌It‌‌will‌‌pull‌‌the‌‌character’s‌‌Spirit‌‌back‌‌to‌‌reanimate‌‌its‌‌former‌‌body.‌‌The‌‌                               
resulting‌‌zombie‌‌will‌‌then‌‌follow‌‌the‌‌caster’s‌‌commands‌‌as‌‌if‌‌a‌‌‌Control‌‌Undead‌‌spell‌‌had‌‌been‌‌                               
cast‌ ‌upon‌ ‌it.‌ ‌ 

Note‌‌that‌‌this‌‌spell‌‌must‌‌be‌‌cast‌‌within‌‌the‌‌Death‌‌Countdown‌‌between‌‌a‌‌character’s‌‌death‌‌and‌‌                               
the‌ ‌point‌ ‌where‌ ‌the‌ ‌Spirit‌ ‌heads‌ ‌to‌ ‌the‌ ‌Earth‌ ‌Circle‌ ‌for‌ ‌Resurrection.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌triggers‌ ‌Dumb‌ ‌Defenses‌ ‌ 

The‌ ‌zombie‌ ‌uses‌ ‌none‌ ‌of‌ ‌the‌ ‌Skills‌ ‌that‌ ‌the‌ ‌character‌ ‌has.‌ ‌It‌ ‌inflicts‌ ‌base‌ ‌damage‌ ‌with‌ ‌its‌‌                                 
Weapons.‌ ‌It‌ ‌cannot‌ ‌cast‌ ‌spells‌ ‌nor‌ ‌converse‌ ‌(although‌ ‌it‌ ‌may‌ ‌be‌ ‌commanded‌ ‌to‌ ‌parrot‌ ‌a‌‌                             
particular‌ ‌phrase‌ ‌given‌ ‌it‌ ‌by‌ ‌the‌ ‌caster).‌ ‌ 

If‌‌the‌‌newly‌‌created‌‌zombie‌‌has‌‌no‌‌Weapon,‌‌then‌‌it‌‌will‌‌be‌‌able‌‌to‌‌attack‌‌with‌‌‌Claws‌‌doing‌‌two‌‌                                     
points‌ ‌of‌ ‌damage‌ ‌each.‌ ‌The‌ ‌caster‌ ‌must‌ ‌provide‌ ‌the‌ ‌physreps‌ ‌for‌ ‌the‌ ‌‌Claws‌.‌ ‌ 

The‌ ‌zombie‌ ‌created‌ ‌will‌ ‌have‌ ‌half‌ ‌the‌ ‌total‌ ‌Body‌ ‌Points‌ ‌the‌ ‌target‌ ‌had‌ ‌in‌ ‌life,‌‌as‌‌well‌‌as‌‌any‌‌                                     
armor‌ ‌that‌ ‌is‌ ‌left‌ ‌on‌ ‌the‌ ‌corpse.‌ ‌Any‌ ‌missing‌ ‌limbs‌ ‌will‌ ‌also‌ ‌be‌ ‌temporarily‌ ‌usable‌ ‌for‌ ‌the‌‌                                 
duration‌ ‌of‌ ‌this‌ ‌spell.‌ ‌ 

The‌ ‌zombie‌ ‌is‌ ‌considered‌ ‌Undead‌ ‌in‌ ‌every‌ ‌way‌ ‌and‌ ‌has‌ ‌the‌ ‌standard‌ ‌Immunities‌ ‌and‌‌                           
vulnerabilities‌‌of‌‌Undead.‌‌The‌‌zombie‌‌will‌‌have‌‌No‌‌Metabolism‌‌and‌‌will‌‌be‌‌affected‌‌by‌‌Undead‌‌                             
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                             
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move‌ ‌fast‌ ‌enough‌ ‌to‌ ‌chase‌ ‌anyone‌ ‌who‌ ‌runs‌ ‌away.‌ ‌ 

If‌ ‌the‌ ‌creature‌ ‌is‌ ‌struck‌ ‌by‌ ‌a‌ ‌‌Life‌ ‌‌spell,‌ ‌the‌ ‌‌Create‌ ‌Undead‌ ‌effect‌ ‌ends‌‌immediately,‌‌and‌‌the‌‌                                 
target‌‌is‌‌returned‌‌to‌‌life‌‌at‌‌one‌‌Body‌‌Point‌‌with‌‌no‌‌further‌‌effects.‌‌If‌‌they‌‌are‌‌reduced‌‌to‌‌zero‌‌                                     
Body‌ ‌Points,‌ ‌or‌ ‌the‌ ‌spell‌ ‌duration‌ ‌expires,‌ ‌then‌ ‌the‌ ‌creature‌ ‌falls‌ ‌dead‌ ‌and‌ ‌begins‌ ‌a‌ ‌new‌‌                               
5-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.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌cure‌ ‌a‌ ‌character‌ ‌afflicted‌ ‌with‌ ‌‌Disease‌.‌ ‌If‌ ‌cast‌ ‌upon‌ ‌an‌ ‌Undead,‌ ‌it‌‌will‌‌instead‌‌                                 
render‌ ‌them‌ ‌unable‌ ‌to‌ ‌be‌ ‌healed‌ ‌from‌ ‌any‌ ‌source‌ ‌as‌ ‌though‌ ‌they‌ ‌were‌ ‌a‌ ‌living‌ ‌creature‌‌                               
afflicted‌ ‌with‌ ‌the‌ ‌‌Disease‌ ‌‌effect.‌ ‌When‌ ‌affected‌ ‌by‌ ‌Chaos‌ ‌(or‌ ‌any‌ ‌other‌ ‌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.”‌ ‌ 

This‌‌spell,‌‌which‌‌is‌‌the‌‌Signature‌‌Spell‌‌of‌‌Earth,‌‌will‌‌knit‌‌together‌‌the‌‌wounds‌‌of‌‌the‌‌healing‌‌or‌‌                                   
harm‌ ‌the‌ ‌unliving.‌ ‌ 

The‌ ‌target‌ ‌will‌ ‌be‌ ‌affected‌ ‌for‌‌five‌‌points‌‌of‌‌Healing‌‌per‌‌spell‌‌level‌‌it‌‌is‌‌manifested‌‌from.‌‌This‌‌                                   
healing‌ ‌bypasses‌ ‌Armor‌ ‌Points.‌ ‌ 

When‌‌used‌‌on‌‌Undead,‌‌it‌‌will‌‌damage‌‌them‌‌for‌‌the‌‌stated‌‌amount.‌‌It‌‌restores‌‌an‌‌Unconscious‌‌                               
or‌ ‌Bleeding‌ ‌Out‌ ‌character‌ ‌to‌ ‌consciousness‌ ‌but‌ ‌does‌ ‌not‌ ‌Resurrect‌ ‌a‌ ‌dead‌ ‌one.‌‌ ‌  

When‌‌created‌‌as‌‌a‌‌Potion,‌‌the‌‌Healing‌‌value‌‌will‌‌be‌‌set‌‌based‌‌on‌‌how‌‌many‌‌Production‌‌Points‌‌                                 
are‌‌used‌‌as‌‌if‌‌a‌‌spell‌‌of‌‌appropriate‌‌level‌‌were‌‌being‌‌cast.‌‌For‌‌example,‌‌a‌‌Cure‌‌Wounds‌‌Potion‌‌                                   
created‌‌using‌‌20‌‌Production‌‌Points‌‌would‌‌cause‌‌the‌‌target‌‌to‌‌take‌‌“20‌‌Spell‌‌Healing”‌‌when‌‌the‌‌                               
Potion‌ ‌is‌ ‌quaffed.‌ ‌ 

Note‌ ‌that‌ ‌this‌ ‌effect‌ ‌always‌ ‌manifests‌ ‌as‌ ‌Healing.‌ ‌A‌ ‌monster‌ ‌using‌ ‌an‌ ‌innate‌ ‌ability‌ ‌would‌‌                             
never‌ ‌attack‌ ‌for‌ ‌Cure‌ ‌Wounds‌  ‌—‌ ‌instead,‌ ‌it‌ ‌would‌ ‌attack‌ ‌for‌ ‌Healing.‌ ‌ 
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Desecrate‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌Concentration/10‌ ‌Minutes‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌‌       
Desecrate‌ ‌‌you.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌remain‌ ‌active‌ ‌if‌ ‌the‌ ‌subject’s‌ ‌hands‌ ‌are‌ ‌crossed‌ ‌over‌ ‌the‌ ‌chest‌ ‌and‌ ‌no‌ ‌Body‌‌                                 
damage‌ ‌is‌ ‌taken,‌ ‌or‌ ‌ten‌ ‌minutes,‌ ‌whichever‌ ‌is‌ ‌shorter.‌ ‌The‌ ‌recipient‌ ‌is‌ ‌protected‌ ‌against‌ ‌all‌‌                             
Weapon‌‌Qualifier‌‌attacks‌‌from‌‌living‌‌creatures,‌‌including‌‌Arrows‌‌and‌‌Bolts.‌‌It‌‌does‌‌not‌‌protect‌‌                           
against‌ ‌a‌ ‌Weapon‌ ‌attack‌ ‌with‌ ‌another‌ ‌Qualifier.‌ ‌ 

A‌‌character‌‌cannot‌‌run‌‌while‌‌affected‌‌by‌‌a‌‌‌Desecrate‌‌and‌‌‌cannot‌‌do‌‌anything‌‌that‌‌requires‌‌the‌‌                               
use‌‌of‌‌hands,‌‌such‌‌as‌‌cast‌‌spells,‌‌use‌‌Weapons,‌‌use‌‌poisons,‌‌feed‌‌someone‌‌a‌‌Potion,‌‌or‌‌pick‌‌up‌‌                                   
items.‌ ‌The‌ ‌only‌ ‌exception‌ ‌to‌ ‌this‌ ‌is‌ ‌Touch-Casting‌ ‌on‌ ‌themself‌ ‌or‌ ‌activating‌ ‌a‌ ‌Magic‌ ‌Item.‌ ‌ 

A‌‌character‌‌can‌‌be‌‌fed‌‌a‌‌Potion‌‌and‌‌can‌‌continue‌‌to‌‌hold‌‌things‌‌that‌‌were‌‌in‌‌their‌‌hands‌‌at‌‌the‌‌                                       
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.‌”‌ ‌ 

This‌‌spell‌‌will‌‌destroy‌‌any‌‌one‌‌lesser‌‌Undead‌‌creature.‌‌Greater‌‌Undead‌‌will‌‌take‌‌50‌‌Body‌‌Points‌‌                               
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,‌‌                                 
either‌ ‌physical‌ ‌or‌ ‌magical.‌ ‌This‌ ‌Effect‌ ‌is‌ ‌not‌ ‌cumulative.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌creature’s‌ ‌Threshold‌ ‌or‌ ‌other‌ ‌defensive‌ ‌mechanisms,‌ ‌nor‌ ‌does‌ ‌it‌‌                             
make‌ ‌a‌ ‌creature‌ ‌vulnerable‌ ‌to‌ ‌attacks‌ ‌that‌ ‌would‌ ‌normally‌ ‌not‌ ‌affect‌ ‌it.‌ ‌ 

‌ ‌   
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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.‌‌The‌‌dropped‌‌item‌‌may‌‌not‌‌be‌‌                                 
picked‌ ‌up‌ ‌by‌ ‌the‌ ‌target‌ ‌for‌ ‌five‌ ‌seconds.‌ ‌ 

The‌ ‌caster‌ ‌decides‌ ‌what‌ ‌the‌ ‌item‌ ‌is‌ ‌that‌ ‌is‌‌to‌‌be‌‌targeted‌‌with‌‌‌Disarm‌.‌‌A‌‌general‌‌description‌‌                                 
like‌‌“Weapon”‌‌is‌‌fine,‌‌although‌‌if‌‌the‌‌target‌‌is‌‌holding‌‌two‌‌items‌‌that‌‌match‌‌the‌‌description,‌‌it‌‌                                 
is‌‌the‌‌target’s‌‌choice‌‌as‌‌to‌‌which‌‌to‌‌drop.‌‌A‌‌Shield‌‌does‌‌not‌‌qualify‌‌as‌‌a‌‌Weapon‌‌for‌‌this‌‌call.‌‌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,‌‌although‌‌a‌‌                             
Bow‌ ‌or‌ ‌Crossbow‌ ‌is.‌ ‌If‌ ‌the‌ ‌caster‌ ‌wishes‌ ‌to‌ ‌‌Disarm‌ ‌‌a‌ ‌Shield,‌ ‌Arrow,‌ ‌or‌ ‌Bolt,‌‌then‌‌the‌‌specific‌‌                                   
item‌ ‌must‌‌be‌‌stated‌‌in‌‌the‌‌verbal.‌‌Spell‌‌Packets‌‌cannot‌‌be‌‌affected‌‌by‌‌this‌‌spell,‌‌but‌‌‌Alchemy‌‌                                 
or‌ ‌Trap‌ ‌Globes‌ ‌can‌ ‌be.‌ ‌ 

Disarm‌ ‌‌is‌ ‌strong‌‌enough‌‌to‌‌overcome‌‌any‌‌rope‌‌or‌‌chain‌‌that‌‌may‌‌be‌‌attached‌‌to‌‌the‌‌hand.‌‌If‌‌                                   
the‌‌chain‌‌is‌‌Unshatterable‌‌then‌‌it‌‌will‌‌become‌‌unrung.‌‌You‌‌cannot‌‌avoid‌‌this‌‌spell‌‌by‌‌tying‌‌your‌‌                                 
Weapon‌ ‌to‌ ‌your‌ ‌hand.‌ ‌ 

If‌‌a‌‌‌Paste‌‌of‌‌Stickiness‌‌‌was‌‌applied‌‌to‌‌the‌‌item‌‌up‌‌to‌‌ten‌‌minutes‌‌prior,‌‌the‌‌item‌‌will‌‌remain‌‌in‌‌                                       
your‌ ‌hand,‌ ‌but‌ ‌the‌ ‌‌Paste‌ ‌of‌ ‌Stickiness‌ ‌‌will‌ ‌be‌ ‌used‌ ‌up‌ ‌in‌ ‌the‌‌process.‌‌The‌‌‌Paste‌‌of‌‌Stickiness‌‌                                   
Tag‌ ‌must‌ ‌be‌ ‌taped‌ ‌to‌ ‌the‌ ‌item.‌ ‌The‌ ‌proper‌ ‌call‌ ‌to‌ ‌use‌ ‌in‌ ‌this‌ ‌circumstance‌ ‌is‌ ‌“‌Resist‌.”‌ ‌ 

A‌ ‌‌Spirit‌ ‌Linked‌ ‌‌or‌‌‌Spirit‌‌Locked‌‌item‌‌will‌‌not‌‌be‌‌dropped‌‌but‌‌cannot‌‌be‌‌used‌‌for‌‌five‌‌seconds.‌‌                                   
The‌‌target‌‌must‌‌place‌‌the‌‌item‌‌behind‌‌their‌‌back‌‌for‌‌five‌‌seconds,‌‌calling‌‌“Altered”‌‌in‌‌response‌‌                               
to‌ ‌this‌ ‌attack.‌ ‌ 

A‌ ‌character‌ ‌cannot‌ ‌avoid‌ ‌this‌ ‌spell‌ ‌by‌ ‌borrowing‌ ‌a‌ ‌Weapon‌ ‌and‌ ‌thus‌ ‌claiming‌ ‌that‌ ‌the‌ ‌spell‌‌                               
doesn’t‌ ‌affect‌ ‌you‌ ‌because‌ ‌the‌ ‌Weapon‌ ‌isn’t‌ ‌yours.‌ ‌Nor‌ ‌can‌ ‌they‌ ‌avoid‌ ‌it‌ ‌by‌ ‌dropping‌ ‌the‌‌                               
Weapon‌‌to‌‌the‌‌ground‌‌or‌‌throwing‌‌your‌‌Weapon‌‌up‌‌in‌‌the‌‌air‌‌just‌‌before‌‌the‌‌Packet‌‌is‌‌about‌‌to‌‌                                     
hit‌ ‌you,‌ ‌thus‌ ‌claiming‌ ‌that‌ ‌the‌ ‌Weapon‌ ‌was‌ ‌not‌ ‌in‌ ‌your‌ ‌possession‌‌at‌‌the‌‌point‌‌of‌‌contact‌‌of‌‌                                   
the‌ ‌spell.‌ ‌ 

Disease‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌4‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌‌Disease‌‌         
you.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌afflict‌ ‌the‌ ‌recipient‌ ‌with‌ ‌a‌ ‌debilitating‌ ‌disease.‌ ‌The‌ ‌affliction‌ ‌is‌ ‌not‌ ‌contagious‌‌                             
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but‌ ‌renders‌ ‌a‌ ‌target‌ ‌unable‌ ‌to‌ ‌be‌ ‌healed‌‌from‌‌any‌‌source.‌‌When‌‌affected‌‌by‌‌Healing‌‌(or‌‌any‌‌                                 
other‌‌effect‌‌which‌‌would‌‌otherwise‌‌heal‌‌them),‌‌they‌‌must‌‌call‌‌“No‌‌Effect”.‌‌Against‌‌Undead,‌‌this‌‌                             
spell‌ ‌will‌ ‌remove‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌‌Cure‌ ‌Disease‌‌ ‌spell.‌ ‌ 

First‌‌Aid‌‌may‌‌still‌‌be‌‌used‌‌to‌‌stabilize‌‌someone‌‌under‌‌this‌‌Effect‌‌(and‌‌bring‌‌them‌‌from‌‌Bleeding‌‌                                 
Out‌ ‌to‌ ‌0‌ ‌Body‌ ‌Points‌ ‌as‌ ‌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.”‌ ‌ 

This‌ ‌spell‌ ‌ends‌ ‌all‌ ‌active‌ ‌Effects‌ ‌on‌ ‌a‌ ‌given‌ ‌creature‌ ‌or‌ ‌object‌ ‌whatever‌ ‌the‌ ‌cause,‌ ‌whether‌                               
beneficial‌‌or‌‌harmful.‌‌It‌‌will‌‌not‌‌remove‌‌‌Wards,‌‌Circles‌‌of‌‌Power,‌‌High‌‌Magic,‌‌or‌‌anything‌‌from‌‌                               
the‌ ‌Greater‌ ‌Command‌ ‌effects‌ ‌group‌ ‌‌(Amnesia,‌ ‌Enslavement,‌ ‌or‌ ‌Euphoria)‌‌with‌‌the‌‌exception‌‌                       
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.‌ ‌ 

Doom‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌9‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Doom‌.”‌‌ ‌  

This‌ ‌Effect‌ ‌causes‌‌the‌‌Spirit‌‌of‌‌any‌‌target‌‌to‌‌flee‌‌its‌‌Body‌‌and‌‌even‌‌creatures‌‌without‌‌a‌‌Spirit‌‌                                   
will‌ ‌be‌ ‌slain.‌ ‌Any‌ ‌Armor‌ ‌the‌ ‌character‌ ‌was‌ ‌wearing‌ ‌is‌ ‌still‌ ‌intact,‌ ‌but‌ ‌all‌ ‌spells‌ ‌active‌ ‌on‌ ‌the‌‌                                   
target‌ ‌will‌ ‌end.‌ ‌The‌ ‌target‌ ‌will‌ ‌immediately‌ ‌go‌ ‌to‌ ‌the‌ ‌Dead‌ ‌status‌ ‌as‌ ‌though‌ ‌they‌ ‌had‌ ‌been‌‌                                 
damaged‌ ‌below‌ ‌0‌ ‌Body‌ ‌Points‌ ‌and‌ ‌their‌ ‌Bleeding‌ ‌Out‌ ‌timer‌ ‌had‌‌expired.‌‌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 ‌in‌ ‌the‌ ‌target.‌ ‌The‌ ‌target‌ ‌is‌ ‌left‌ ‌extremely‌ ‌weak,‌‌and‌‌                                 
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unable‌ ‌to‌ ‌fight‌ ‌or‌ ‌move‌ ‌faster‌‌than‌‌normal‌‌walking‌‌speed.‌‌The‌‌target‌‌becomes‌‌unable‌‌to‌‌use‌‌                               
any‌ ‌Game‌ ‌Abilities.‌ ‌ 

If‌‌this‌‌spell‌‌is‌‌cast‌‌upon‌‌an‌‌Undead‌‌creature,‌‌it‌‌will‌‌have‌‌the‌‌same‌‌effect‌‌as‌‌a‌‌‌Purify‌‌‌has‌‌on‌‌a‌‌                                         
living‌ ‌creature.‌ ‌In‌ ‌this‌ ‌capacity,‌ ‌‌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 ‌Earth‌‌to‌‌grant‌‌an‌‌               
Earth‌ ‌Blade‌.”‌ ‌ 

This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌recipient‌ ‌to‌ ‌imbue‌ ‌all‌ ‌wielded‌ ‌Weapons‌ ‌with‌ ‌the‌ ‌powers‌ ‌of‌‌Healing.‌‌The‌‌                               
recipient‌‌chooses‌‌which‌‌Weapons‌‌and‌‌attack(s)‌‌to‌‌utilize‌‌their‌‌‌Earth‌‌Blade‌‌‌with‌‌and‌‌announces‌‌                           
the‌ ‌total‌ ‌damage‌ ‌of‌ ‌the‌ ‌attack‌ ‌while‌ ‌saying‌ ‌Healing‌ ‌instead‌ ‌of‌ ‌their‌ ‌normal‌ ‌Carrier‌ ‌such‌ ‌as‌‌                               
Normal‌ ‌or‌ ‌Silver.‌ ‌It‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌any‌ ‌Weapon,‌ ‌even‌ ‌Bows‌ ‌and‌ ‌Crossbows.‌ ‌ 

Note‌‌that‌‌as‌‌with‌‌any‌‌Weapon‌‌attack‌‌which‌‌might‌‌otherwise‌‌have‌‌a‌‌beneficial‌‌effect‌‌upon‌‌the‌‌                               
target,‌ ‌these‌ ‌attacks‌ ‌will‌ ‌not‌ ‌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 ‌the‌ ‌target‌ ‌character,‌ ‌not‌ ‌a‌ ‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌                               
the‌‌character‌‌uses‌‌during‌‌the‌‌spell’s‌‌duration.‌‌Thus,‌‌as‌‌soon‌‌as‌‌they‌‌hand‌‌a‌‌Weapon‌‌to‌‌another‌‌                                 
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 ‌Earth‌‌to‌‌grant‌‌an‌‌               
Earth‌ ‌Storm‌.”‌ ‌ 

When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌is‌ ‌granted‌ ‌the‌ ‌capacity‌ ‌to‌ ‌throw‌ ‌15‌‌Packets‌‌at‌‌10‌‌damage‌‌                                   
each‌‌as‌‌“10‌‌Spell‌‌Healing!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌                                       
be‌ ‌used‌ ‌between‌ ‌the‌ ‌throws.‌ ‌The‌ ‌caster‌ ‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌These‌‌Packets‌‌                               
may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

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.”‌ ‌ 
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This‌‌spell‌‌protects‌‌the‌‌recipient‌‌from‌‌the‌‌next‌‌Effect‌‌delivered‌‌with‌‌the‌‌Elemental‌‌Qualifier.‌‌It‌‌is‌‌                               
then‌ ‌immediately‌ ‌used‌ ‌up.‌ ‌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.”‌ ‌ 

An‌‌‌Endow‌‌‌will‌‌allow‌‌a‌‌recipient‌‌to‌‌perform‌‌feats‌‌of‌‌incredible‌‌strength‌‌for‌‌a‌‌limited‌‌amount‌‌of‌‌                                 
time;‌ ‌for‌ ‌example,‌ ‌running‌ ‌with‌ ‌an‌ ‌Unconscious‌ ‌or‌ ‌incapacitated‌ ‌creature‌ ‌without‌ ‌having‌ ‌to‌‌                         
literally‌ ‌perform‌ ‌the‌ ‌task‌ ‌OOG.‌ ‌The‌ ‌spell‌ ‌can‌ ‌also‌ ‌be‌ ‌used‌ ‌to‌ ‌perform‌ ‌a‌ ‌single‌ ‌limited‌‌                               
roleplaying‌ ‌act‌‌of‌‌great‌‌strength.‌‌Whenever‌‌using‌‌an‌‌‌Endow‌,‌‌a‌‌character‌‌must‌‌state‌‌“‌Endow‌.”‌‌                           
This‌ ‌is‌ ‌an‌ ‌OOG‌ ‌statement‌ ‌and‌ ‌may‌ ‌be‌ ‌used‌ ‌while‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌‌Silence‌.‌ ‌ 

Endow‌‌‌does‌‌not‌‌allow‌‌you‌‌to‌‌break‌‌a‌‌lock‌‌or‌‌other‌‌item,‌‌throw‌‌creatures,‌‌break‌‌down‌‌doors,‌‌or‌‌                                   
jump‌ ‌long‌ ‌distances.‌ ‌It‌ ‌will‌ ‌not‌ ‌allow‌ ‌you‌ ‌to‌ ‌otherwise‌ ‌harm‌ ‌creatures‌ ‌that‌ ‌are‌ ‌normally‌‌                             
Immune‌ ‌to‌ ‌you.‌ ‌ 

Endow‌ ‌effects‌‌wear‌‌off‌‌after‌‌a‌‌single‌‌feat‌‌has‌‌been‌‌accomplished.‌‌The‌‌duration‌‌of‌‌this‌‌feat‌‌is‌‌                                 
subject‌ ‌to‌ ‌Plot‌ ‌approval.‌ ‌ 

Enfeeble‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌ ‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Enfeeble‌‌‌will‌‌cause‌‌the‌‌target‌‌to‌‌be‌‌under‌‌a‌‌terribly‌‌debilitating‌‌effect‌‌for‌‌five‌‌minutes,‌‌during‌‌                               
which‌ ‌time‌ ‌the‌ ‌target‌ ‌can‌ ‌move‌ ‌no‌ ‌faster‌ ‌than‌ ‌a‌ ‌crawl‌ ‌and‌ ‌may‌ ‌not‌ ‌use‌‌Game‌‌Abilities.‌‌The‌‌                                   
target‌ ‌must‌ ‌roleplay‌ ‌one‌ ‌of‌ ‌the‌ ‌following‌ ‌effects:‌ ‌uncontrollable‌ ‌laughter‌ ‌(“Laugh”),‌ ‌violent‌‌                       
nausea‌ ‌(“Nausea”),‌ ‌extreme‌ ‌vertigo‌ ‌(“Vertigo”),‌ ‌or‌ ‌complete‌ ‌lack‌ ‌of‌ ‌focus‌ ‌(“Feeblemind”).‌ ‌If‌‌                       
the‌ ‌‌Enfeeble‌ ‌‌effect‌ ‌is‌ ‌delivered‌ ‌with‌ ‌one‌ ‌of‌ ‌the‌ ‌words‌ ‌listed‌ ‌in‌ ‌quotes‌ ‌above,‌ ‌that‌ ‌specific‌‌                               
roleplay‌‌effect‌‌must‌‌be‌‌chosen‌‌by‌‌the‌‌target.‌‌The‌‌target‌‌may‌‌still‌‌speak‌‌while‌‌under‌‌this‌‌effect,‌‌                                 
but‌ ‌they‌ ‌should‌ ‌keep‌ ‌the‌ ‌chosen‌ ‌or‌ ‌required‌ ‌roleplay‌ ‌in‌ ‌mind‌ ‌while‌ ‌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.‌”‌ ‌ 
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This‌ ‌spell‌ ‌allows‌ ‌the‌ ‌recipient‌ ‌to‌ ‌imbue‌ ‌all‌ ‌wielded‌ ‌Weapons‌ ‌with‌ ‌the‌ ‌powers‌ ‌of‌ ‌Evocation‌ ‌                             
ones.‌ ‌ 

The‌ ‌recipient‌ ‌chooses‌‌a‌‌single‌‌type‌‌of‌‌damage‌‌when‌‌the‌‌spell‌‌is‌‌cast‌‌on‌‌them‌‌and‌‌announces‌‌                                 
the‌ ‌total‌ ‌damage‌ ‌of‌ ‌their‌ ‌Weapon‌ ‌attacks‌ ‌while‌ ‌saying‌ ‌<effect>‌ ‌as‌ ‌their‌ ‌Weapon‌ ‌Carrier‌‌                           
instead‌ ‌of‌ ‌Normal,‌ ‌Silver,‌ ‌or‌‌whatever‌‌they‌‌might‌‌otherwise‌‌call.‌‌They‌‌are‌‌not‌‌required‌‌to‌‌use‌‌                               
the‌ ‌temporary‌ ‌Carrier‌ ‌on‌ ‌every‌ ‌Weapon‌ ‌attack.‌ ‌ 

Available‌‌choices‌‌are:‌‌Magic,‌‌Ice,‌‌Flame,‌‌Lightning,‌‌or‌‌Stone.‌‌It‌‌may‌‌be‌‌used‌‌on‌‌any‌‌Weapon,‌‌                               
even‌ ‌Bows‌ ‌or‌ ‌Crossbows.‌ ‌ 

Since‌ ‌this‌ ‌spell‌ ‌affects‌ ‌the‌ ‌target‌ ‌character,‌ ‌not‌ ‌a‌ ‌specific‌‌Weapon,‌‌it‌‌will‌‌affect‌‌all‌‌Weapons‌‌                               
the‌‌character‌‌uses‌‌during‌‌the‌‌spell’s‌‌duration.‌‌Thus,‌‌as‌‌soon‌‌as‌‌they‌‌hand‌‌a‌‌Weapon‌‌to‌‌another‌‌                                 
character,‌ ‌it‌ ‌will‌ ‌revert‌ ‌to‌ ‌its‌ ‌normal‌ ‌damage‌ ‌type.‌ ‌ 

Enslavement‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Greater‌ ‌Command‌ ‌ 

Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

The‌ ‌target‌ ‌of‌ ‌this‌ ‌effect‌ ‌is‌ ‌Enslaved‌ ‌to‌ ‌the‌ ‌person‌ ‌administering‌ ‌the‌ ‌effect‌ ‌and‌ ‌obeys‌‌                             
absolutely‌ ‌any‌ ‌and‌ ‌all‌ ‌commands‌ ‌given‌ ‌by‌ ‌the‌ ‌person‌ ‌to‌ ‌whom‌ ‌they‌ ‌are‌ ‌Enslaved.‌ ‌If‌‌                             
administered‌‌by‌‌a‌‌poison,‌‌the‌‌target‌‌will‌‌be‌‌Enslaved‌‌to‌‌whoever‌‌did‌‌the‌‌poisoning,‌‌even‌‌if‌‌that‌‌                                 
person‌ ‌is‌ ‌not‌ ‌in‌ ‌view‌ ‌at‌ ‌the‌ ‌time.‌ ‌ 

The‌ ‌target‌ ‌will‌ ‌even‌ ‌commit‌ ‌suicide,‌ ‌cast‌ ‌Necromancy,‌ ‌or‌ ‌otherwise‌ ‌act‌ ‌out‌ ‌of‌ ‌character‌ ‌in‌‌                             
pursuit‌‌of‌‌the‌‌commands.‌‌An‌‌Enslaved‌‌person‌‌will‌‌never‌‌attack‌‌the‌‌person‌‌who‌‌Enslaved‌‌them‌‌                             
unless‌ ‌ordered‌ ‌by‌ ‌the‌ ‌Enslaver‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

If‌‌Enslaved‌‌and‌‌given‌‌an‌‌order‌‌through‌‌a‌‌‌Charm‌,‌‌or‌‌through‌‌any‌‌other‌‌effect‌‌which‌‌contradicts‌‌                               
an‌ ‌order‌ ‌given‌ ‌by‌ ‌the‌ ‌Enslaver,‌ ‌the‌ ‌‌Enslavement‌ ‌‌will‌ ‌always‌ ‌take‌ ‌precedence.‌ ‌If‌ ‌there‌ ‌is‌ ‌no‌‌                               
conflict,‌‌then‌‌the‌‌Enslaved‌‌target‌‌must‌‌still‌‌obey‌‌all‌‌rules‌‌of‌‌other‌‌controlling‌‌magics.‌‌The‌‌most‌‌                               
recent‌ ‌‌Enslavement‌ ‌‌effect‌ ‌takes‌ ‌precedence‌ ‌if‌ ‌there‌ ‌is‌ ‌a‌ ‌conflict.‌ ‌You‌ ‌cannot‌ ‌be‌ ‌Enslaved‌ ‌to‌‌                             
ignore‌ ‌other‌ ‌effects;‌ ‌in‌ ‌other‌ ‌words,‌ ‌the‌ ‌Enslaver‌ ‌cannot‌ ‌order‌ ‌you‌ ‌to‌ ‌never‌ ‌be‌ ‌affected‌ ‌by‌‌                               
Fears‌,‌ ‌‌Charms,‌ ‌‌or‌ ‌‌Intoxicates‌ ‌‌or‌ ‌any‌ ‌other‌ ‌effect‌ ‌that‌ ‌would‌ ‌normally‌ ‌affect‌ ‌you.‌ ‌The‌‌target‌‌                             
continues‌‌to‌‌obey‌‌the‌‌commands‌‌until‌‌cured.‌‌‌Enslavement‌‌‌can‌‌only‌‌be‌‌removed‌‌by‌‌the‌‌specific‌‌                             
antidote‌ ‌or‌ ‌through‌ ‌Resurrection.‌ ‌ 

Characters‌ ‌cured‌ ‌of‌‌‌Enslavement‌‌‌will‌‌remember‌‌having‌‌been‌‌enslaved.‌‌This‌‌does‌‌not‌‌override‌‌                         
any‌ ‌applicable‌ ‌‌Amnesia‌ ‌‌effects.‌ ‌ 
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Enslavement‌ ‌Antidote‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌‌ ‌‌Greater‌ ‌Command‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌antidote‌‌is‌‌the‌‌only‌‌thing‌‌that‌‌releases‌‌a‌‌target‌‌from‌‌the‌‌effects‌‌of‌‌an‌‌‌Enslavement‌‌‌effect‌‌                                 
other‌ ‌than‌ ‌Resurrection.‌ ‌It‌ ‌will‌ ‌not‌ ‌remove‌ ‌Roleplay‌ ‌Only‌ ‌Avani‌ ‌or‌ ‌Stone‌ ‌Elf‌ ‌mental‌ ‌effects.‌ ‌ 

Euphoria‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Greater‌ ‌Command‌ ‌ 

Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌‌Elixir‌‌is‌‌highly‌‌addictive.‌‌It‌‌gives‌‌the‌‌target‌‌a‌‌feeling‌‌of‌‌Euphoria‌‌that‌‌lasts‌‌about‌‌an‌‌hour.‌‌                                   
Any‌ ‌time‌ ‌the‌ ‌addicted‌ ‌character‌ ‌does‌ ‌not‌ ‌get‌ ‌one‌ ‌dose‌ ‌of‌‌‌Euphoria‌‌‌in‌‌a‌‌24-hour‌‌period,‌‌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.‌ ‌ 

This‌‌maximum‌‌Body‌‌Point‌‌deduction‌‌cannot‌‌be‌‌cured‌‌if‌‌the‌‌person‌‌is‌‌still‌‌under‌‌the‌‌effects‌‌of‌‌                                 
the‌ ‌drug.‌ ‌ 

The‌‌cumulative‌‌maximum‌‌Body‌‌point‌‌deduction‌‌damage‌‌will‌‌not‌‌take‌‌place‌‌between‌‌events‌‌or‌‌                           
at‌‌events‌‌not‌‌attended.‌‌A‌‌target‌‌who‌‌reaches‌‌-1‌‌Body‌‌Points‌‌will‌‌die,‌‌needing‌‌a‌‌Resurrection‌‌(a‌‌                                 
Life‌ ‌‌spell‌ ‌will‌ ‌not‌ ‌work,‌ ‌as‌ ‌their‌ ‌maximum‌ ‌Body‌ ‌Point‌ ‌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 ‌‌Euphoria‌‌Antidote‌ ‌will‌‌allow‌‌for‌‌healing‌‌up‌‌                          
to‌ ‌the‌ ‌target’s‌ ‌maximum‌ ‌amount‌ ‌of‌ ‌Body‌ ‌Points‌ ‌before‌ ‌the‌ ‌‌Euphoria‌.‌ ‌ 

Euphoria‌ ‌Antidote‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Greater‌ ‌Command‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌antidote‌ ‌is‌ ‌the‌ ‌only‌ ‌thing‌ ‌that‌ ‌releases‌ ‌a‌ ‌target‌ ‌of‌ ‌‌Euphoria‌.‌ ‌It‌ ‌will‌ ‌restore‌ ‌the‌ ‌target’s‌‌                                 
normal‌ ‌Body‌ ‌Point‌ ‌maximum‌ ‌but‌ ‌does‌ ‌not‌ ‌cure‌ ‌any‌ ‌Body‌ ‌Points‌ ‌lost‌ ‌during‌ ‌the‌ ‌addiction.‌ ‌ 
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Evocation‌ ‌Bolt‌ ‌ 
Spell‌:‌‌ ‌Celestial,‌ ‌all‌ ‌levels‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Evocation‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Evoke‌ ‌a‌ ‌<number>‌‌         
<element>‌ ‌‌Bolt‌.”‌ ‌ 

This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌manifest‌‌the‌‌power‌‌of‌‌the‌‌elements‌‌and‌‌is‌‌the‌‌Signature‌‌Spell‌‌of‌‌                                   
Celestial‌ ‌Magic‌ ‌users.‌ ‌When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌‌may‌‌throw‌‌a‌‌Packet‌‌which‌‌will‌‌inflict‌‌                                 
five‌‌points‌‌of‌‌damage‌‌per‌‌spell‌‌level‌‌the‌‌spell‌‌is‌‌memorized‌‌in.‌‌At‌‌the‌‌time‌‌of‌‌casting,‌‌they‌‌may‌‌                                     
choose‌ ‌a‌ ‌single‌ ‌element‌ ‌from‌ ‌Flame,‌ ‌Ice,‌ ‌Stone,‌ ‌or‌ ‌Lightning.‌ ‌ 

When‌ ‌scribed‌ ‌as‌ ‌a‌ ‌Battle‌ ‌Magic‌ ‌Scroll,‌ ‌the‌ ‌value‌ ‌will‌ ‌be‌ ‌set‌ ‌based‌ ‌on‌ ‌how‌ ‌many‌ ‌Production‌‌                                 
Points‌ ‌are‌ ‌used‌ ‌as‌ ‌if‌ ‌a‌ ‌spell‌ ‌of‌ ‌appropriate‌ ‌level‌ ‌were‌ ‌being‌ ‌scribed.‌ ‌One‌ ‌Element‌ ‌must‌ ‌be‌‌                                 
chosen‌ ‌at‌ ‌the‌ ‌time‌ ‌the‌ ‌Battle‌ ‌Magic‌ ‌Scroll‌ ‌is‌ ‌created.‌ ‌For‌ ‌example,‌ ‌an‌ ‌‌Evocation‌ ‌Bolt‌ ‌‌Battle‌‌                               
Magic‌ ‌Scroll‌ ‌scribed‌ ‌using‌ ‌20‌ ‌Production‌ ‌Points‌ ‌would‌ ‌do‌ ‌20‌ ‌points‌ ‌of‌ ‌damage‌ ‌of‌ ‌a‌ ‌type‌‌                               
chosen‌ ‌by‌ ‌the‌ ‌creator‌ ‌when‌ ‌the‌ ‌Scroll‌ ‌is‌ ‌made.‌ ‌ 

Some‌‌creatures‌‌may‌‌have‌‌pre-set‌‌values‌‌and‌‌limits‌‌on‌‌which‌‌elements‌‌they‌‌may‌‌choose‌‌when‌‌                             
using‌ ‌this‌ ‌power.‌ ‌For‌ ‌example,‌ ‌a‌ ‌Flame‌ ‌Elemental‌ ‌might‌‌only‌‌be‌‌able‌‌to‌‌use‌‌Flame‌‌Evocation‌‌                               
Bolts‌.‌ ‌ 

If‌‌this‌‌spell‌‌is‌‌manifested‌‌through‌‌any‌‌means‌‌other‌‌than‌‌the‌‌incant‌‌(for‌‌example,‌‌via‌‌the‌‌High‌‌                                 
Magic‌ ‌‌Spell‌ ‌Augmentation‌ ‌or‌ ‌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 ‌ 

The‌‌‌Feared‌‌‌target‌‌must‌‌attempt‌‌to‌‌break‌‌Line‌‌of‌‌Sight‌‌and‌‌cannot‌‌perform‌‌any‌‌Game‌‌Abilities‌‌                               
while‌‌trying‌‌to‌‌escape.‌‌They‌‌can‌‌temporarily‌‌move‌‌closer‌‌to‌‌the‌‌caster‌‌if‌‌it‌‌is‌‌their‌‌best‌‌route‌‌to‌‌                                     
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.”‌ ‌ 

This‌‌spell‌‌provides‌‌its‌‌target‌‌with‌‌limited‌‌Immunity‌‌to‌‌Weapon‌‌attacks.‌‌While‌‌the‌‌‌Fortress‌‌‌lasts,‌‌                             
the‌ ‌target‌ ‌is‌ ‌Immune‌ ‌to‌ ‌Weapon‌ ‌blows‌ ‌of‌ ‌10‌ ‌or‌ ‌less.‌ 
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The‌ ‌spell‌ ‌will‌ ‌last‌ ‌ten‌ ‌minutes‌ ‌or‌ ‌until‌ ‌the‌ ‌target‌ ‌breaks‌ ‌the‌ ‌spell’s‌ ‌physical‌ ‌requirements.‌‌ ‌  

The‌‌target‌‌of‌‌the‌‌spell‌‌must‌‌plant‌‌their‌‌feet‌‌and‌‌raise‌‌both‌‌arms‌‌as‌‌straight‌‌as‌‌possible‌‌above‌‌                                   
the‌ ‌head‌ ‌without‌ ‌crossing‌ ‌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.‌ ‌ 

Hallucinate‌ ‌ 
Spell‌:‌ ‌none‌‌ ‌  
Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 
Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir‌,‌ ‌‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌‌Alchemical‌ ‌‌substance‌ ‌causes‌ ‌the‌ ‌target‌ ‌to‌ ‌hallucinate.‌ ‌They‌ ‌will‌ ‌see‌ ‌all‌‌kinds‌‌of‌‌oddities‌‌                             
and‌‌other‌‌strange‌‌things‌‌for‌‌five‌‌minutes,‌‌including‌‌odd‌‌creatures‌‌or‌‌memories.‌‌The‌‌target‌‌will‌‌                             
probably‌ ‌be‌ ‌aware‌ ‌that‌ ‌they‌ ‌are‌ ‌under‌ ‌the‌ ‌effects‌ ‌of‌ ‌a‌ ‌poison.‌ ‌ 

Hallucinate‌ ‌‌is‌ ‌a‌ ‌roleplay‌ ‌effect‌ ‌which‌ ‌affects‌ ‌all‌ ‌the‌ ‌user’s‌ ‌perceptions,‌ ‌not‌ ‌just‌‌their‌‌sight.‌‌A‌‌                               
blindfold‌ ‌might‌ ‌block‌ ‌out‌ ‌visual‌‌hallucinations‌‌(or‌‌it‌‌might‌‌not),‌‌but‌‌it‌‌would‌‌not‌‌block‌‌out‌‌the‌‌                                 
character’s‌ ‌other‌ ‌senses,‌ ‌which‌ ‌are‌ ‌also‌ ‌affected‌ ‌by‌ ‌the‌ ‌‌Hallucinate‌.‌ ‌They‌ ‌will‌ ‌experience‌‌                         
unusual‌ ‌sensations‌ ‌across‌ ‌all‌ ‌senses,‌ ‌such‌ ‌as‌ ‌feeling‌ ‌water‌ ‌flowing‌ ‌over‌ ‌your‌ ‌skin‌ ‌or‌ ‌a‌ ‌sour‌‌                               
taste‌‌in‌‌your‌‌mouth,‌‌for‌‌its‌‌duration.‌‌The‌‌exact‌‌‘phantom’‌‌sensations‌‌are‌‌up‌‌to‌‌the‌‌player,‌‌and‌‌                                 
may‌ ‌include‌ ‌things‌ ‌that‌ ‌are‌ ‌pleasant,‌ ‌scary,‌ ‌or‌ ‌anything‌ ‌in‌ ‌between.‌ ‌ 

When‌ ‌under‌ ‌its‌ ‌effects,‌ ‌Game‌ ‌Abilities‌ ‌can‌ ‌be‌ ‌used,‌ ‌but‌ ‌the‌ ‌player‌ ‌will‌ ‌most‌ ‌likely‌ ‌use‌ ‌them‌‌                                 
against‌ ‌imaginary‌ ‌creatures‌ ‌and‌ ‌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.‌‌It‌‌will‌‌render‌‌the‌‌target‌‌quite‌‌                                   
inebriated‌ ‌and‌ ‌will‌ ‌affect‌ ‌all‌ ‌characters‌ ‌and‌ ‌species,‌ ‌even‌ ‌those‌ ‌that‌ ‌for‌ ‌roleplaying‌ ‌reasons‌‌                           
are‌ ‌“Immune”‌ ‌to‌ ‌alcohol.‌ ‌ 
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Lesser‌ ‌Chaos‌ ‌Storm‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Necromancy‌‌ ‌  

Duration:‌ ‌‌Storm‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Necromancy‌ ‌I‌ ‌create‌ ‌a‌‌           
Lesser‌ ‌Chaos‌ ‌Storm‌.”‌ ‌ 

When‌‌this‌‌spell‌‌is‌‌cast,‌‌the‌‌caster‌‌may‌‌throw‌‌8‌‌Packets‌‌at‌‌10‌‌damage‌‌each‌‌as‌‌“10‌‌Spell‌‌Chaos!”‌‌                                     
The‌ ‌Packets‌ ‌are‌ ‌thrown‌ ‌one‌ ‌at‌ ‌a‌ ‌time‌ ‌and‌ ‌no‌ ‌other‌ ‌spell‌ ‌or‌ ‌Skill‌ ‌can‌ ‌be‌ ‌used‌ ‌between‌ ‌the‌‌                                     
throws.‌ ‌The‌ ‌caster‌ ‌must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌for‌ ‌the‌ ‌Duration.‌ ‌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.”‌ ‌ 

When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌may‌ ‌throw‌ ‌8‌ ‌Packets‌ ‌at‌ ‌10‌ ‌damage‌ ‌each‌ ‌as‌ ‌“10‌ ‌Spell‌‌                                   
Healing!”‌‌The‌‌Packets‌‌are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌                                     
the‌ ‌throws.‌ ‌The‌ ‌caster‌ ‌must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌for‌ ‌the‌ ‌Duration.‌ ‌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.”‌ ‌ 

This‌‌spell‌‌must‌‌be‌‌cast‌‌by‌‌a‌‌caster‌‌who‌‌is‌‌Invested‌‌in‌‌a‌‌Ward‌‌‌or‌‌Wizard‌‌Lock.‌‌‌While‌‌inside‌‌that‌‌                                       
Ward‌ ‌or‌ ‌Wizard‌ ‌Lock‌,‌ ‌the‌ ‌caster‌ ‌may‌ ‌use‌ ‌this‌ ‌spell‌ ‌to‌ ‌invest‌ ‌others‌ ‌into‌ ‌the‌ ‌‌Ward‌ ‌‌or‌‌Wizard‌‌                                   
Lock.‌‌Any‌‌who‌‌are‌‌inside‌‌when‌‌the‌‌spell‌‌is‌‌cast‌‌are‌‌Invested‌‌and‌‌may‌‌enter‌‌and‌‌leave‌‌at‌‌will‌‌or‌‌                                       
recognize‌ ‌others‌ ‌into‌ ‌the‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock.‌ ‌ 

In‌ ‌no‌ ‌event‌ ‌will‌ ‌this‌ ‌spell‌ ‌last‌ ‌longer‌ ‌than‌ ‌the‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock‌ ‌‌to‌ ‌which‌ ‌the‌ ‌person‌ ‌is‌‌                                     
Invested.‌ ‌If‌ ‌a‌ ‌‌Ward‌ ‌‌is‌ ‌created‌ ‌on‌ ‌Day‌ ‌1‌ ‌and‌ ‌a‌ ‌Lesser‌ ‌Investment‌ ‌is‌ ‌cast‌ ‌on‌ ‌Day‌ ‌4,‌‌both‌‌will‌‌                                       
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.”‌ ‌ 

When‌ ‌this‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌must‌ ‌choose‌ ‌a‌ ‌single‌ ‌specific‌ ‌effect‌ ‌from‌ ‌the‌ ‌Evocation‌‌                               
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Effect‌ ‌Group‌ ‌(Flame,‌ ‌Stone,‌ ‌Ice,‌ ‌Lightning,‌ ‌or‌ ‌Magic).‌‌This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌throw‌‌8‌‌                               
Packets‌ ‌at‌ ‌10‌ ‌damage‌ ‌each‌ ‌of‌ ‌the‌ ‌chosen‌ ‌element‌ ‌as‌ ‌“10‌ ‌Spell‌ ‌<Element>!”‌ ‌The‌ ‌Packets‌ ‌are‌‌                               
thrown‌ ‌one‌ ‌at‌ ‌a‌ ‌time‌ ‌and‌ ‌no‌ ‌other‌ ‌spell‌ ‌or‌ ‌Skill‌ ‌can‌ ‌be‌ ‌used‌ ‌between‌ ‌the‌‌throws.‌‌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:‌‌“I‌‌call‌‌upon‌‌Earth‌‌to‌‌grant‌‌you‌‌               
Life‌.”‌ ‌ 

This‌ ‌spell‌ ‌must‌ ‌be‌ ‌cast‌ ‌during‌ ‌the‌ ‌five‌ ‌minute‌ ‌period‌ ‌of‌ ‌a‌ ‌creature’s‌ ‌Death‌ ‌Countdown.‌ ‌It‌‌                               
restores‌‌the‌‌creature‌‌to‌‌one‌‌Body‌‌Point‌‌and‌‌the‌‌creature‌‌is‌‌not‌‌forced‌‌to‌‌Resurrect.‌‌This‌‌effect‌‌                                 
is‌‌the‌‌only‌‌way‌‌to‌‌restore‌‌a‌‌character‌‌from‌‌the‌‌Dead‌‌status‌‌without‌‌Resurrection,.‌‌This‌‌spell‌‌will‌‌                                 
immediately‌‌fix‌‌and‌‌reverse‌‌a‌‌‌Create‌‌Undead‌‌‌or‌‌‌Corrupt‌‌‌effect,‌‌restoring‌‌the‌‌target‌‌to‌‌life‌‌at‌‌1‌‌                                 
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.‌‌It‌‌will‌‌do‌‌nothing‌‌when‌‌                                   
cast‌ ‌on‌ ‌a‌ ‌Permanently‌ ‌Dead‌ ‌Body.‌ ‌Like‌ ‌all‌ ‌spells,‌ ‌it‌ ‌will‌ ‌trigger‌ ‌Dumb‌ ‌Defenses.‌ ‌ 

This‌‌spell‌‌must‌‌be‌‌cast‌‌upon‌‌the‌‌target’s‌‌body‌‌part‌‌containing‌‌their‌‌Spirit‌‌to‌‌be‌‌effective.‌‌Once‌‌                                 
the‌ ‌spell‌ ‌is‌ ‌cast,‌ ‌the‌ ‌entire‌ ‌Body‌ ‌reforms‌ ‌and‌ ‌any‌ ‌parts‌ ‌elsewhere‌ ‌will‌‌dissipate.‌‌See‌‌the‌‌Life‌‌                                 
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.”‌ ‌ 

This‌ ‌effect‌ ‌produces‌ ‌a‌ ‌glowing‌ ‌Light‌ ‌and‌ ‌allows‌ ‌the‌ ‌person‌ ‌activating‌ ‌the‌ ‌Effect‌ ‌to‌ ‌carry‌ ‌a‌‌                               
Light.‌‌The‌‌Light‌‌can‌‌then‌‌be‌‌used‌‌by‌‌anyone.‌‌This‌‌will‌‌not‌‌work‌‌without‌‌a‌‌physrep.‌‌You‌‌cannot‌‌                                   
cast‌ ‌a‌ ‌‌Light‌ ‌‌spell‌ ‌at‌ ‌a‌ ‌person‌ ‌or‌ ‌tree‌ ‌and‌ ‌have‌ ‌the‌ ‌person‌ ‌or‌ ‌tree‌ ‌glow.‌ ‌There‌ ‌must‌ ‌be‌ ‌a‌‌                                       
flashlight‌‌or‌‌other‌‌OOG‌‌light‌‌source‌‌provided.‌‌If‌‌using‌‌a‌‌flashlight‌‌for‌‌this‌‌spell,‌‌the‌‌lens‌‌of‌‌the‌‌                                   
flashlight‌‌must‌‌be‌‌covered‌‌by‌‌a‌‌cloth,‌‌tissue‌‌paper‌‌or‌‌a‌‌gel‌‌to‌‌diffuse‌‌the‌‌light.‌‌Do‌‌not‌‌shine‌‌the‌‌                                       
light‌ ‌in‌ ‌anyone’s‌ ‌face.‌ ‌ 

This‌ ‌spell‌ ‌triggers‌ ‌Dumb‌ ‌Defnses‌ ‌and‌ ‌ends‌ ‌is‌ ‌affected‌ ‌by‌ ‌Dispel.‌ 
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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 ‌the‌ ‌physrep‌ ‌stops‌ ‌working,‌ ‌whichever‌ ‌is‌ ‌shorter.‌ ‌It‌ ‌cannot‌ ‌be‌‌                               
applied‌ ‌to‌ ‌an‌ ‌object‌ ‌to‌ ‌make‌ ‌it‌ ‌glow.‌ ‌ 

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 ‌choose‌ ‌a‌ ‌single‌ ‌specific‌ ‌damaging‌ ‌effect‌ ‌from‌ ‌the‌‌                               
Evocation‌‌effect‌‌group‌‌(Flame,‌‌Stone,‌‌Ice,‌‌Lightning,‌‌or‌‌Magic).‌‌This‌‌effect‌‌allows‌‌the‌‌caster‌‌to‌‌                             
throw‌ ‌15‌ ‌Packets‌ ‌at‌ ‌10‌ ‌damage‌ ‌each‌ ‌of‌ ‌the‌ ‌chosen‌ ‌element‌ ‌as‌ ‌“10‌ ‌Spell‌ ‌<Element>!”‌ ‌The‌‌                               
Packets‌ ‌are‌ ‌thrown‌ ‌one‌ ‌at‌ ‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌                                     
The‌‌caster‌‌must‌‌plant‌‌their‌‌feet‌‌for‌‌the‌‌Duration.‌‌These‌‌Packets‌‌may‌‌also‌‌be‌‌Touch-Cast‌‌onto‌‌a‌‌                                 
target.‌ ‌ 

Mend‌ ‌Armor‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌2‌‌ ‌  

Effect‌ ‌Group:‌‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌‌‌“With‌‌Eldritch‌‌Force‌‌I‌‌‌Mend‌‌‌20‌‌             
Armor‌.”‌‌ ‌  

This‌‌spell‌‌will‌‌instantly‌‌fix‌‌a‌‌specified‌‌amount‌‌of‌‌Armor‌‌Points‌‌on‌‌the‌‌recipient.‌‌It‌‌will‌‌not‌‌take‌‌a‌‌                                     
suit‌ ‌of‌ ‌armor‌ ‌over‌ ‌its‌ ‌maximum‌ ‌allowed‌ ‌value‌ ‌under‌ ‌any‌ ‌circumstances.‌ ‌ 

Note‌‌that‌‌the‌‌Mend‌‌Armor‌‌Effect‌‌may‌‌be‌‌used‌‌with‌‌any‌‌specified‌‌value.‌‌The‌‌2‌nd‌ ‌level‌‌Celestial‌‌                                 
spell‌ ‌mends‌ ‌20‌ ‌points‌ ‌of‌ ‌armor.‌ ‌ 

This‌‌ability‌‌will‌‌not‌‌work‌‌on‌‌a‌‌suit‌‌of‌‌armor‌‌which‌‌has‌‌been‌‌destroyed,‌‌such‌‌as‌‌a‌‌mundane‌‌suit‌‌                                     
of‌‌armor‌‌that‌‌was‌‌affected‌‌by‌‌the‌‌‌Shatter‌‌‌ability.‌Mend‌‌Armor‌‌‌will‌‌mend‌‌Armor‌‌Points‌‌from‌‌any‌‌                               
source,‌ ‌including‌ ‌physical‌ ‌suits‌ ‌of‌ ‌armor,‌ ‌Natural‌ ‌Armor,‌ ‌and‌ ‌Arcane‌ ‌Armor.‌ ‌ 
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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.”‌ ‌ 

When‌ ‌this‌ ‌spell‌ ‌is‌‌cast,‌‌the‌‌caster‌‌is‌‌granted‌‌8‌‌Packets‌‌of‌‌“10‌‌Spell‌‌‌Mend‌‌Armor!‌”‌‌The‌‌Packets‌‌                                   
are‌‌thrown‌‌one‌‌at‌‌a‌‌time‌‌and‌‌no‌‌other‌‌spell‌‌or‌‌Skill‌‌can‌‌be‌‌used‌‌between‌‌the‌‌throws.‌‌The‌‌caster‌‌                                       
must‌ ‌plant‌ ‌their‌ ‌feet‌ ‌for‌ ‌the‌ ‌Duration.‌ ‌These‌ ‌Packets‌ ‌may‌ ‌also‌ ‌be‌ ‌Touch-Cast‌ ‌onto‌ ‌a‌ ‌target.‌ ‌ 

Oil‌ ‌of‌ ‌Slipperiness‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

When‌ ‌this‌ ‌Coating‌ ‌is‌ ‌placed‌ ‌on‌ ‌an‌ ‌item‌ ‌no‌ ‌larger‌ ‌than‌ ‌a‌ ‌Weapon,‌ ‌it‌‌prevents‌‌that‌‌item‌‌from‌‌                                   
being‌‌held‌‌for‌‌ten‌‌minutes‌‌from‌‌the‌‌time‌‌the‌‌item‌‌is‌‌first‌‌touched.‌‌This‌‌can‌‌be‌‌counteracted‌‌by‌‌                                   
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.”‌ ‌ 

This‌ ‌effect‌ ‌completely‌‌immobilizes‌‌the‌‌target.‌‌The‌‌target‌‌cannot‌‌move‌‌any‌‌part‌‌of‌‌their‌‌body,‌‌                             
may‌ ‌not‌ ‌use‌ ‌any‌ ‌Game‌ ‌Abilities,‌ ‌and‌ ‌may‌ ‌be‌ ‌given‌ ‌a‌ ‌Killing‌ ‌Blow‌ ‌‌while‌ ‌thus‌ ‌trapped.‌ ‌An‌‌                                 
examination‌ ‌with‌ ‌the‌ ‌Skill‌ ‌‌Healing‌ ‌Arts‌ ‌determines‌ ‌that‌ ‌no‌ ‌tiny‌ ‌vibrations‌ ‌caused‌‌by‌‌biology‌‌                           
are‌ ‌occuring.‌ ‌ 

Paranoia‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Alteration‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Elixir,‌‌ ‌‌Gas,‌ ‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

This‌ ‌causes‌ ‌the‌ ‌target‌ ‌to‌ ‌think‌‌that‌‌everyone‌‌is‌‌conspiring‌‌and‌‌plotting‌‌against‌‌them.‌‌Players‌‌                             
should‌ ‌react‌ ‌as‌ ‌they‌ ‌think‌ ‌their‌ ‌characters‌ ‌would‌ ‌to‌ ‌this‌ ‌false-knowledge.‌ ‌ 

Paranoia‌ ‌‌will‌ ‌never‌ ‌force‌ ‌a‌ ‌player‌ ‌to‌ ‌cast‌ ‌Necromancy‌ ‌or‌ ‌otherwise‌ ‌act‌ ‌out‌ ‌of‌ ‌their‌ ‌true‌ ‌nature.‌ ‌ 
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Paste‌ ‌of‌ ‌Stickiness‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 

Duration:‌ ‌‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coatings‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

When‌‌this‌‌Coating‌‌is‌‌placed‌‌on‌‌an‌‌item‌‌no‌‌larger‌‌than‌‌a‌‌Weapon,‌‌it‌‌causes‌‌anyone‌‌touching‌‌it‌‌                                   
for‌ ‌more‌ ‌than‌ ‌three‌ ‌seconds‌ ‌to‌ ‌become‌ ‌stuck‌ ‌to‌ ‌it‌ ‌for‌ ‌ten‌ ‌minutes.‌ ‌ 

This‌‌can‌‌be‌‌counteracted‌‌by‌‌an‌‌Oil‌‌of‌‌Slipperiness,‌‌an‌‌‌Alchemical‌‌Solvent,‌‌‌or‌‌a‌‌‌Release‌‌‌spell.‌‌A‌‌                                 
Killing‌ ‌Blow‌‌ ‌will‌ ‌not‌ ‌remove‌ ‌this‌ ‌effect,‌ ‌but‌ ‌a‌ ‌Resurrection‌ ‌will.‌ ‌ 

If‌ ‌placed‌ ‌upon‌ ‌a‌ ‌Weapon‌ ‌or‌ ‌item,‌ ‌this‌ ‌substance‌ ‌will‌ ‌resist‌‌one‌‌‌Disarm‌‌‌attack,‌‌after‌‌which‌‌it‌‌                                 
will‌ ‌be‌ ‌expended.‌ ‌ 

If‌ ‌used‌‌on‌‌a‌‌Weapon‌‌and‌‌the‌‌Weapon‌‌is‌‌destroyed‌‌or‌‌Shattered,‌‌the‌‌holder‌‌will‌‌be‌‌stuck‌‌with‌‌                                   
the‌‌Weapon’s‌‌pommel‌‌in‌‌their‌‌hand‌‌for‌‌the‌‌duration‌‌of‌‌the‌‌‌Paste‌‌of‌‌Stickiness‌‌and‌‌cannot‌‌hold‌‌                                 
anything‌ ‌else‌ ‌in‌ ‌that‌ ‌hand‌ ‌during‌ ‌that‌ ‌time.‌ ‌ 

OOG,‌ ‌drop‌ ‌your‌ ‌Weapon‌ ‌physrep‌ ‌but‌ ‌hold‌ ‌your‌ ‌hand‌ ‌in‌ ‌a‌ ‌fist‌ ‌for‌ ‌the‌ ‌remainder‌ ‌of‌ ‌the‌ ‌ten‌‌                                   
minutes,‌ ‌unable‌ ‌to‌ ‌hold‌ ‌anything‌ ‌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’s‌‌foot‌‌was‌‌off‌‌the‌‌ground‌‌at‌‌the‌‌time‌‌the‌‌Packet‌‌hit,‌‌then‌‌the‌‌foot‌‌will‌‌be‌‌forced‌‌to‌‌                                         
the‌‌ground.‌‌The‌‌target‌‌may‌‌pivot‌‌their‌‌body‌‌360‌‌degrees‌‌but‌‌may‌‌not‌‌move‌‌that‌‌foot.‌‌It‌‌can‌‌be‌‌                                     
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.”‌ ‌ 

This‌ ‌effect‌ ‌protects‌ ‌the‌ ‌recipient‌ ‌from‌ ‌the‌ ‌next‌ ‌attack‌ ‌with‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌It‌ ‌is‌ ‌then‌‌                               
immediately‌ ‌used‌ ‌up.‌ ‌When‌ ‌used,‌ ‌the‌ ‌character‌ ‌must‌ ‌call‌ ‌‌“Poison‌ ‌Shield.”‌ ‌It‌ ‌will‌ ‌not‌ ‌protect‌‌                             
against‌ ‌ingested‌ ‌Elixirs‌ ‌or‌ ‌Coatings‌ ‌such‌ ‌as‌ ‌‌Oils‌ ‌of‌ ‌Slipperiness‌‌ ‌or‌ ‌‌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.”‌ ‌ 

This‌ ‌spell‌ ‌seals‌ ‌the‌‌target‌‌into‌‌a‌‌rigid,‌‌form-fitting,‌‌unbreakable‌‌barrier,‌‌trapping‌‌them‌‌within.‌‌                           
The‌ ‌target‌ ‌cannot‌ ‌move,‌ ‌speak,‌ ‌or‌ ‌perform‌ ‌any‌ ‌Game‌ ‌Abilities,‌ ‌including‌ ‌‌High‌ ‌Magic‌‌ ‌abilities.‌ ‌ 

It‌‌lasts‌‌for‌‌ten‌‌minutes‌‌but‌‌may‌‌be‌‌dropped‌‌by‌‌the‌‌caster‌‌at‌‌any‌‌time‌‌if‌‌they‌‌touch‌‌the‌‌target‌‌                                       
and‌‌state‌‌“‌Prison‌‌Down.”‌‌This‌‌statement‌‌is‌‌OOG‌‌and‌‌can‌‌be‌‌used‌‌even‌‌if‌‌the‌‌caster‌‌is‌‌‌Silenced‌‌                                   
or‌ ‌inside‌ ‌the‌ ‌‌Prison‌.‌ ‌Any‌ ‌observers‌ ‌who‌ ‌hear‌ ‌the‌ ‌statement‌ ‌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 ‌a‌ ‌‌Prison‌ ‌‌will‌ ‌call‌ ‌“No‌ ‌Effect”‌ ‌to‌ ‌all‌ ‌Effects‌ ‌(except‌ ‌‌Dispel‌ ‌‌and‌ ‌the‌‌                                 
Massive‌‌Carrier),‌‌nor‌‌will‌‌they‌‌take‌‌any‌‌damage‌‌from‌‌physical‌‌attacks‌‌or‌‌traps.‌‌‌Healing‌‌Arts‌‌‌or‌‌                               
First‌ ‌Aid‌‌ ‌will‌ ‌not‌ ‌work‌ ‌through‌ ‌a‌ ‌‌Prison‌.‌ ‌A‌ ‌creature‌ ‌within‌ ‌a‌ ‌‌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 ‌needs‌‌to‌‌breathe‌‌to‌‌survive).‌‌                           
The‌‌‌Prisoned‌‌‌creature‌‌may‌‌also‌‌be‌‌injured‌‌or‌‌slain‌‌from‌‌overwhelming‌‌damage‌‌such‌‌as‌‌falling‌‌                             
from‌ ‌a‌ ‌great‌ ‌height,‌ ‌at‌ ‌the‌ ‌judgement‌ ‌of‌ ‌a‌ ‌Marshal‌ ‌or‌ ‌Plot‌ ‌Team‌ ‌on‌ ‌the‌ ‌scene.‌ ‌ 

A‌ ‌voice‌ ‌attack‌ ‌will‌ ‌also‌ ‌work‌ ‌through‌ ‌a‌ ‌‌Prison‌.‌ ‌A‌ ‌creature’s‌ ‌eyes‌‌remain‌‌in‌‌the‌‌same‌‌state‌‌of‌‌                                   
open‌‌or‌‌closed‌‌(IG,‌‌be‌‌safe)‌‌as‌‌when‌‌the‌‌‌Prison‌‌was‌‌cast.‌‌As‌‌with‌‌a‌‌‌Ward‌,‌‌no‌‌gasses‌‌other‌‌than‌‌                                       
air‌‌can‌‌get‌‌inside.‌‌The‌‌barrier‌‌is‌‌not‌‌a‌‌frictionless‌‌surface‌‌and‌‌has‌‌as‌‌much‌‌friction‌‌as‌‌a‌‌normal‌‌                                     
creature.‌ ‌ 

A‌ ‌target‌ ‌of‌ ‌the‌ ‌‌Prison‌ ‌‌is‌ ‌completely‌ ‌aware‌ ‌of‌ ‌their‌ ‌surroundings‌ ‌and‌ ‌unless‌ ‌Unconscious‌ ‌or‌‌                             
otherwise‌ ‌impaired‌ ‌will‌ ‌remember‌ ‌all‌ ‌that‌ ‌occurred‌ ‌while‌ ‌‌Prisoned‌.‌ ‌ 

Only‌‌the‌‌caster‌‌may‌‌deliver‌‌a‌‌Killing‌‌Blow‌‌to‌‌the‌‌recipient.‌‌The‌‌caster‌‌must‌‌say‌‌“‌Prison‌‌Down”‌‌                                 
after‌ ‌delivering‌ ‌a‌ ‌Killing‌ ‌Blow.‌ ‌(“Killing‌ ‌Blow‌ ‌one,‌ ‌Killing‌ ‌Blow‌ ‌two,‌ ‌Killing‌ ‌Blow‌ ‌three,‌ ‌‌Prison‌‌                             
Down.”)‌ ‌If‌ ‌the‌ ‌‌Killing‌ ‌Blow‌ ‌‌fails‌ ‌(for‌ ‌example,‌ ‌the‌ ‌creature‌ ‌inside‌ ‌is‌ ‌Immune‌ ‌to‌ ‌the‌ ‌caster’s‌‌                               
attack),‌ ‌then‌ ‌the‌ ‌‌Prison‌ ‌‌will‌ ‌drop‌ ‌as‌ ‌soon‌ ‌as‌ ‌the‌Killing‌ ‌Blow‌ ‌‌is‌ ‌completed,‌ ‌and‌ ‌the‌ ‌creature‌‌                                 
may‌‌then‌‌defend‌‌itself.‌‌A‌‌‌Killing‌‌Blow‌‌‌delivered‌‌with‌‌the‌‌Massive‌‌Carrier‌‌will‌‌still‌‌take‌‌a‌‌‌Prison‌‌                                 
down,‌ ‌whether‌ ‌it‌ ‌succeeds‌ ‌or‌ ‌not,‌ ‌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.‌ ‌ 
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Purify‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌8‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌call‌ ‌upon‌ ‌Earth‌ ‌to‌ ‌‌Purify‌‌             
you.”‌ ‌ 

This‌‌Effect‌‌will‌‌remove‌‌all‌‌harmful‌‌effects‌‌from‌‌the‌‌Spirit‌‌which‌‌include‌‌everything‌‌in‌‌the‌‌Effect‌‌                               
groups‌‌ ‌Alteration,‌ ‌Binding,‌ ‌Command,‌ ‌Curse,‌‌ ‌and‌ ‌‌Necromancy‌ ‌‌as‌ ‌well‌ ‌as‌ ‌the‌ ‌‌Stun‌ ‌Limb‌‌ ‌effect.‌ ‌ 

It‌ ‌will‌ ‌not‌ ‌remove‌ ‌effects‌ ‌in‌ ‌the‌ ‌‌Greater‌ ‌Command‌ ‌group.‌ ‌It‌ ‌will‌ ‌not‌ ‌cure‌ ‌any‌ ‌damage‌‌                               
previously‌ ‌wrought‌ ‌by‌ ‌any‌ ‌Effect,‌ ‌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.‌ ‌ 

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                               
back‌‌at‌‌the‌‌caster,‌‌including‌‌beneficial‌‌spells,‌‌after‌‌which‌‌it‌‌is‌‌used‌‌up.‌‌The‌‌recipient‌‌must‌‌say‌‌                                 
“‌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.‌ ‌ 

This‌‌spell‌‌lasts‌‌until‌‌used‌‌or‌‌affected‌‌by‌‌‌Dispel‌‌‌and‌‌cannot‌‌be‌‌used‌‌in‌‌conjunction‌‌with‌‌a‌‌‌Spell‌‌                                   
Shield.‌ ‌If‌ ‌you‌ ‌have‌ ‌a‌ ‌‌Reflect‌ ‌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.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌release‌ ‌a‌ ‌creature‌ ‌caught‌ ‌in‌ ‌any‌ ‌‌Binding‌ ‌‌effect‌ ‌as‌ ‌well‌ ‌as‌ ‌negating‌ ‌all‌ ‌active‌‌                                 
Paste‌ ‌of‌ ‌Stickiness‌ ‌Effects‌ ‌upon‌ ‌the‌ ‌creature.‌ ‌It‌ ‌will‌ ‌not‌ ‌free‌ ‌someone‌ ‌under‌‌the‌‌effects‌‌of‌‌a‌‌                                 
Paralysis‌ ‌‌or‌ ‌a‌ ‌‌Prison‌.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌also‌ ‌remove‌ ‌physical‌ ‌bindings‌ ‌such‌ ‌as‌ ‌handcuffs,‌ ‌ropes,‌ ‌stocks,‌ ‌etc.‌ ‌It‌ ‌will‌ ‌not‌‌                               
unlock‌‌a‌‌door.‌‌A‌‌Pause‌‌can‌‌be‌‌called‌‌if‌‌you‌‌are‌‌physically‌‌tied‌‌up‌‌and‌‌need‌‌time‌‌to‌‌remove‌‌the‌‌                                       
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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.”‌ ‌ 

This‌‌spell‌‌requires‌‌the‌‌caster‌‌to‌‌hit‌‌a‌‌target‌‌with‌‌a‌‌spell‌‌Packet‌‌and‌‌hold‌‌the‌‌hand‌‌used‌‌to‌‌throw‌‌                                       
the‌ ‌Packet‌ ‌palm‌ ‌out,‌ ‌facing‌ ‌the‌ ‌recipient.‌ ‌‌Repel‌ ‌Strike‌ ‌utilises‌ ‌different‌ ‌requirements.‌ ‌The‌‌                         
caster‌‌and‌‌the‌‌target‌‌should‌‌then‌‌stay‌‌at‌‌least‌‌ten‌‌feet‌‌apart‌‌while‌‌the‌‌spell‌‌is‌‌ongoing,‌‌and‌‌the‌‌                                     
caster‌ ‌must‌ ‌keep‌ ‌the‌ ‌hand‌ ‌held‌ ‌out‌ ‌toward‌ ‌the‌ ‌target.‌ ‌ 

The‌‌outstretched‌‌hand‌‌cannot‌‌be‌‌used‌‌for‌‌any‌‌other‌‌purpose,‌‌although‌‌the‌‌caster‌‌may‌‌use‌‌the‌‌                               
other‌ ‌hand‌ ‌for‌ ‌IG‌ ‌Skills.‌ ‌ 

When‌ ‌the‌ ‌spell‌ ‌is‌‌first‌‌cast,‌‌the‌‌recipient‌‌must‌‌move‌‌ten‌‌feet‌‌away‌‌from‌‌the‌‌caster.‌‌After‌‌that,‌‌                                   
neither‌ ‌the‌ ‌recipient‌ ‌nor‌ ‌the‌ ‌caster‌ ‌may‌ ‌approach‌ ‌within‌ ‌ten‌ ‌feet‌ ‌of‌ ‌each‌ ‌other;‌ ‌the‌ ‌caster‌‌                               
cannot‌ ‌approach‌ ‌the‌ ‌recipient‌ ‌any‌ ‌easier‌ ‌than‌ ‌the‌ ‌recipient‌ ‌may‌ ‌approach‌ ‌the‌ ‌caster.‌‌Either‌‌                           
can‌ ‌back‌ ‌away.‌ ‌ 

If‌‌the‌‌target‌‌is‌‌within‌‌ten‌‌feet‌‌when‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌target‌‌must‌‌move‌‌away,‌‌but‌‌never‌‌in‌‌a‌‌                                         
manner‌ ‌that‌ ‌will‌ ‌endanger‌ ‌the‌ ‌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 ‌any‌‌other‌‌                                     
action‌ ‌which‌ ‌would‌ ‌cause‌ ‌harm.‌ 

This‌ ‌spell‌ ‌does‌ ‌not‌ ‌create‌ ‌a‌ ‌ten-foot‌ ‌magical‌ ‌circle‌ ‌around‌ ‌the‌ ‌caster‌ ‌which‌ ‌is‌ ‌effective‌ ‌only‌‌                               
upon‌ ‌the‌ ‌target;‌ ‌if‌ ‌the‌ ‌target‌ ‌has‌ ‌to‌ ‌come‌ ‌closer‌ ‌than‌ ‌ten‌ ‌feet‌ ‌in‌ ‌order‌ ‌to‌ ‌get‌ ‌away‌ ‌(for‌‌                                     
example,‌ ‌to‌ ‌pull‌ ‌close‌ ‌to‌ ‌the‌ ‌caster‌ ‌in‌ ‌order‌ ‌to‌ ‌get‌ ‌to‌ ‌an‌‌exit),‌‌then‌‌that‌‌is‌‌permissible.‌‌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.”‌ ‌ 

This‌‌spell‌‌will‌‌remove‌‌an‌‌ongoing‌‌‌Wither‌‌‌Effect‌‌upon‌‌the‌‌target.‌‌This‌‌spell‌‌is‌‌also‌‌the‌‌only‌‌way‌‌                                   
short‌‌of‌‌a‌‌‌Life‌‌‌spell‌‌or‌‌a‌‌Resurrection‌‌to‌‌restore‌‌a‌‌limb‌‌that‌‌has‌‌been‌‌severed‌‌or‌‌amputated,‌‌or‌‌                                     
to‌ ‌restore‌ ‌a‌ ‌broken‌ ‌hand‌ ‌or‌ ‌arm.‌ ‌ 

When‌ ‌cast‌ ‌upon‌ ‌Undead,‌ ‌it‌ ‌has‌ ‌the‌ ‌same‌ ‌effect‌ ‌as‌ ‌a‌ ‌‌Wither‌ ‌‌has‌ ‌on‌ ‌living‌ ‌targets.‌ ‌ 
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Sanctuary‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌3‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Healing‌ ‌ 

Duration:‌ ‌‌Concentration‌ ‌/‌ ‌10‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌‌‌“I‌‌call‌‌upon‌‌Earth‌‌to‌‌grant‌‌you‌‌               
Sanctuary‌.”‌ ‌ 

This‌‌spell‌‌will‌‌remain‌‌ongoing‌‌as‌‌long‌‌as‌‌the‌‌target’s‌‌hands‌‌are‌‌clasped‌‌above‌‌the‌‌head‌‌and‌‌no‌‌                                   
damage‌‌is‌‌taken‌‌to‌‌Body‌‌Points,‌‌or‌‌ten‌‌minutes,‌‌whichever‌‌is‌‌shorter.‌‌The‌‌recipient‌‌is‌‌protected‌‌                               
against‌ ‌all‌ ‌Weapon‌ ‌Qualifier‌ ‌attacks‌ ‌from‌ ‌Undead‌ ‌creatures,‌ ‌including‌ ‌Arrows‌ ‌and‌ ‌Bolts.‌ ‌It‌‌                         
does‌ ‌not‌ ‌protect‌ ‌against‌ ‌a‌ ‌Weapon‌ ‌attack‌ ‌with‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

You‌‌cannot‌‌run‌‌while‌‌affected‌‌by‌‌a‌‌‌Sanctuary‌.‌‌You‌‌cannot‌‌do‌‌anything‌‌that‌‌requires‌‌the‌‌use‌‌of‌‌                                 
your‌ ‌hands,‌‌such‌‌as‌‌cast‌‌spells,‌‌use‌‌Weapons,‌‌use‌‌poisons,‌‌feed‌‌someone‌‌a‌‌Potion,‌‌or‌‌pick‌‌up‌‌                                 
items.‌ ‌However,‌ ‌you‌ ‌can‌ ‌Touch-Cast‌ ‌on‌ ‌yourself‌ ‌or‌ ‌activate‌ ‌a‌ ‌Magic‌ ‌Item.‌ ‌You‌ ‌can‌ ‌be‌ ‌fed‌ ‌a‌‌                                 
Potion‌‌and‌‌you‌‌can‌‌continue‌‌to‌‌hold‌‌things‌‌that‌‌were‌‌in‌‌your‌‌hands‌‌at‌‌the‌‌time‌‌the‌‌‌Sanctuary‌‌                                   
began.‌ ‌ 

Shackle‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌and‌ ‌Earth‌ ‌3‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Binding‌ ‌ 

Duration:‌ ‌‌Line‌ ‌of‌ ‌Sight‌ ‌ 

Production‌ ‌Type:‌ ‌‌Scroll‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Binding‌‌Force‌‌I‌‌‌Shackle‌‌           
you.”‌ ‌ 

This‌ ‌spell‌ ‌snares‌‌the‌‌arms‌‌of‌‌its‌‌target,‌‌binding‌‌them‌‌straight‌‌to‌‌its‌‌sides.‌‌The‌‌target‌‌may‌‌talk‌                                   
freely‌‌but‌‌may‌‌not‌‌use‌‌any‌‌Game‌‌Abilities‌‌requiring‌‌the‌‌use‌‌of‌‌arms,‌‌including‌‌using‌‌a‌‌Weapon‌‌                                 
or‌ ‌Shield,‌ ‌casting‌ ‌a‌ ‌spell,‌ ‌or‌ ‌activating‌ ‌a‌ ‌Gas‌ ‌Globe.‌ ‌The‌ ‌target‌ ‌may‌ ‌walk,‌ ‌run,‌ ‌or‌ ‌leave‌ ‌the‌‌                                   
combat‌ ‌area‌ ‌as‌ ‌desired.‌ ‌ 

This‌ ‌spell‌ ‌does‌ ‌not‌ ‌prevent‌ ‌the‌ ‌target‌ ‌from‌ ‌being‌ ‌searched‌ ‌or‌ ‌being‌ ‌given‌ ‌a‌ ‌Killing‌ ‌Blow,‌‌                               
although‌ ‌a‌ ‌moving‌ ‌target‌ ‌is‌ ‌unlikely‌ ‌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>.”‌ ‌ 

This‌‌spell‌‌will‌‌destroy‌‌any‌‌object‌‌up‌‌to‌‌the‌‌size‌‌of‌‌a‌‌normal‌‌door,‌‌rendering‌‌it‌‌useless.‌‌It‌‌cannot‌‌                                     
be‌ ‌used‌ ‌to‌ ‌create‌ ‌a‌ ‌door-sized‌ ‌hole‌ ‌in‌ ‌an‌ ‌object‌ ‌larger‌ ‌than‌ ‌a‌ ‌door.‌ ‌Once‌ ‌destroyed,‌ ‌the‌‌                                 
physrep‌‌will‌‌become‌‌unusable‌‌but‌‌not‌‌unrecognizable.‌‌A‌‌‌Shatter‌‌‌cast‌‌at‌‌a‌‌door‌‌will‌‌not‌‌totally‌‌                               
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                               
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destroyed‌ ‌unless‌‌rendered‌‌indestructible‌‌or‌‌able‌‌to‌‌‌Resist‌‌‌the‌‌effect,‌‌for‌‌example,‌‌through‌‌the‌‌                           
Strengthening‌‌‌Blacksmith‌‌‌ability.‌‌A‌‌suit‌‌of‌‌armor‌‌will‌‌still‌‌be‌‌reduced‌‌to‌‌0‌‌current‌‌Armor‌‌Points‌‌                               
until‌‌refit‌‌even‌‌if‌‌it‌‌is‌‌not‌‌permanently‌‌destroyed.‌‌Note‌‌that‌‌a‌‌‌Shatter‌‌‌used‌‌against‌‌‌any‌‌‌type‌‌of‌‌                                   
Armor‌ ‌will‌ ‌reduce‌‌it‌‌to‌‌0‌‌Armor‌‌Points,‌‌even‌‌if‌‌the‌‌Armor‌‌Points‌‌come‌‌from‌‌Natural‌‌or‌‌Arcane‌‌                                   
Armor.‌ ‌These‌ ‌types‌ ‌of‌ ‌Armor‌ ‌may‌ ‌still‌ ‌be‌ ‌Refit‌ ‌normally‌ ‌afterwards.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌work‌ ‌on‌ ‌an‌ ‌indestructible‌‌non-armor‌‌Magic‌‌Item‌‌nor‌‌a‌‌magically‌‌protected‌‌                             
item‌‌such‌‌as‌‌a‌‌‌Wizard‌‌Locked‌‌door.‌‌‌Shattering‌‌‌a‌‌trapped‌‌item‌‌will‌‌trigger‌‌and‌‌destroy‌‌the‌‌Trap‌‌                                 
as‌ ‌well.‌ ‌ 

The‌ ‌target‌ ‌item‌ ‌must‌ ‌be‌ ‌named,‌ ‌and‌ ‌only‌ ‌the‌ ‌target‌ ‌item‌ ‌will‌ ‌be‌ ‌‌Shattered‌.‌ ‌Items‌ ‌that‌ ‌are‌‌                                 
contained‌ ‌within‌ ‌or‌ ‌attached‌ ‌will‌ ‌not‌ ‌be‌ ‌affected.‌ ‌If‌ ‌there‌ ‌are‌ ‌two‌ ‌or‌ ‌more‌ ‌items‌‌that‌‌fit‌‌the‌‌                                   
description‌ ‌of‌ ‌the‌ ‌incant,‌ ‌then‌‌a‌‌hand-held‌‌item‌‌will‌‌be‌‌affected‌‌before‌‌one‌‌simply‌‌carried‌‌on‌‌                               
one’s‌ ‌person;‌ ‌thus‌ ‌if‌ ‌a‌‌monster‌‌throws‌‌a‌‌Packet‌‌for‌‌“Elemental‌‌‌Shatter‌‌‌Weapon!”‌‌then‌‌a‌‌Long‌‌                               
Sword‌ ‌that‌ ‌is‌ ‌being‌ ‌actively‌ ‌used‌ ‌will‌ ‌be‌ ‌destroyed‌ ‌before‌ ‌a‌ ‌Dagger‌ ‌strapped‌‌to‌‌the‌‌back.‌‌A‌‌                                 
Shield‌ ‌is‌ ‌not‌ ‌considered‌ ‌a‌ ‌Weapon‌ ‌for‌ ‌the‌ ‌purpose‌ ‌of‌ ‌‌Shatter‌.‌ ‌ 

If‌‌the‌‌item‌‌that‌‌is‌‌being‌‌carried‌‌is‌‌protected‌‌against‌‌this‌‌effect‌‌(such‌‌as‌‌by‌‌being‌‌Strengthened‌‌                                 
or‌‌by‌‌being‌‌a‌‌Magic‌‌Weapon),‌‌then‌‌the‌‌spell‌‌is‌‌used‌‌up‌‌and‌‌will‌‌not‌‌affect‌‌another‌‌similar‌‌item‌‌                                     
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.”‌ ‌ 

This‌ ‌spell‌ ‌causes‌ ‌the‌ ‌target‌ ‌to‌ ‌feel‌ ‌great‌ ‌discomfort‌ ‌around‌ ‌the‌ ‌caster.‌ ‌The‌ ‌target‌ ‌will‌ ‌not‌‌                               
initiate‌‌an‌‌attack‌‌on‌‌the‌‌caster‌‌while‌‌the‌‌spell‌‌is‌‌in‌‌effect,‌‌and‌‌the‌‌target‌‌will‌‌immediately‌‌move‌‌                                   
at‌ ‌least‌ ‌ten‌ ‌feet‌ ‌away‌ ‌from‌ ‌the‌ ‌caster‌ ‌and‌ ‌stay‌ ‌at‌ ‌least‌ ‌that‌ ‌far‌ ‌away‌ ‌while‌ ‌the‌ ‌spell‌ ‌is‌ ‌in‌                                       
effect.‌ ‌Any‌ ‌attacks‌ ‌originating‌ ‌from‌ ‌the‌ ‌target‌ ‌that‌ ‌strike‌ ‌the‌ ‌caster‌ ‌are‌ ‌called‌ ‌“No‌ ‌Effect.”‌‌ ‌  

If‌‌the‌‌target‌‌is‌‌within‌‌ten‌‌feet‌‌when‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌target‌‌must‌‌move‌‌away,‌‌but‌‌never‌‌in‌‌a‌‌                                         
manner‌‌that‌‌causes‌‌direct‌‌harm‌‌or‌‌endangers‌‌themselves.‌‌In‌‌other‌‌words,‌‌the‌‌target‌‌cannot‌‌be‌‌                             
made‌‌to‌‌jump‌‌off‌‌a‌‌cliff‌‌or‌‌walk‌‌towards‌‌a‌‌magical‌‌portal‌‌or‌‌do‌‌any‌‌other‌‌action‌‌which‌‌would‌‌                                     
cause‌ ‌harm.‌‌ ‌  

This‌ ‌spell‌ ‌does‌ ‌not‌ ‌create‌ ‌a‌ ‌ten-foot‌ ‌magical‌ ‌circle‌ ‌around‌ ‌the‌ ‌caster‌ ‌which‌ ‌is‌ ‌effective‌ ‌only‌‌                               
upon‌‌the‌‌target;‌‌it‌‌merely‌‌makes‌‌the‌‌target‌‌attempt‌‌to‌‌stay‌‌at‌‌least‌‌ten‌‌feet‌‌away.‌‌If‌‌the‌‌target‌‌                                     
must‌‌come‌‌closer‌‌than‌‌ten‌‌feet‌‌to‌‌get‌‌away‌‌(for‌‌example,‌‌to‌‌pull‌‌close‌‌to‌‌the‌‌caster‌‌to‌‌get‌‌to‌‌an‌‌                                         
exit),‌ ‌then‌ ‌that‌‌is‌‌permissible.‌‌While‌‌within‌‌that‌‌ten-foot‌‌area‌‌however,‌‌the‌‌target‌‌can‌‌take‌‌no‌‌                               
IG‌ ‌actions‌ ‌against‌ ‌the‌ ‌caster.‌ ‌ 
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Silence‌ ‌ 
Spell‌:‌ ‌‌Earth‌ ‌5‌‌ ‌  

Effect‌ ‌Group:‌ ‌‌Curse‌ ‌ 

Duration:‌ ‌‌5‌ ‌Minutes‌ ‌ 

Production‌ ‌Type:‌ ‌‌Potion,‌ ‌Trap‌ ‌ 

Incantation:‌ ‌‌“I‌ ‌Curse‌ ‌you‌ ‌with‌ ‌‌Silence‌.”‌ ‌ 

The‌‌target‌‌of‌‌this‌‌spell‌‌cannot‌‌talk‌‌IG,‌‌activate‌ ‌Magic‌‌Items,‌‌or‌‌cast‌‌any‌‌spell.‌‌The‌‌player‌‌must‌‌                                   
still‌ ‌call‌ ‌out‌ ‌the‌ ‌damage‌ ‌points‌ ‌their‌ ‌Weapons‌ ‌inflict‌ ‌if‌ ‌combat‌ ‌ensues‌ ‌while‌ ‌the‌ ‌spell‌ ‌is‌ ‌in‌‌                                 
effect,‌ ‌as‌ ‌well‌ ‌as‌ ‌any‌ ‌OOG‌ ‌phrases‌ ‌or‌ ‌answers‌ ‌such‌ ‌as‌‌“‌Spell‌‌Shield‌”‌‌or‌‌answering‌‌a‌‌‌Healing‌‌                                 
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 ‌in‌ ‌the‌ ‌target’s‌ ‌ear‌ ‌will‌ ‌rouse‌ ‌them‌ ‌from‌ ‌this‌‌                                 
magical‌ ‌‌Sleep‌;‌ ‌nor‌ ‌will‌ ‌dealing‌ ‌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.‌‌They‌‌may‌‌                                   
move‌ ‌at‌ ‌walking‌ ‌speed,‌ ‌even‌ ‌brisk‌ ‌walking‌ ‌speed,‌ ‌but‌‌attempting‌‌to‌‌jog‌‌or‌‌run‌‌is‌‌completely‌‌                               
impossible‌ ‌for‌ ‌them.‌ ‌ 

Solidify‌ ‌ 
Spell‌:‌ ‌‌Celestial‌ ‌3‌‌  

Effect‌ ‌Group:‌ ‌‌Eldritch‌ ‌Force‌ ‌ 

Duration:‌ ‌‌Instant‌ ‌/‌ ‌5‌ ‌Seconds‌ ‌ 

Production‌ ‌Type:‌ ‌‌None‌ ‌ 

Incantation:‌ ‌‌“With‌ ‌Eldritch‌ ‌Force‌ ‌I‌ ‌‌Solidify‌‌           
you.”‌ ‌ 

This‌ ‌spell‌ ‌forces‌ ‌a‌ ‌Gaseous‌ ‌Form‌ ‌to‌ ‌become‌ ‌immediately‌ ‌solid.‌ ‌The‌ ‌creature‌ ‌may‌ ‌be‌ ‌able‌ ‌to‌‌                               
turn‌ ‌Gaseous‌ ‌again‌ ‌if‌ ‌it‌ ‌has‌ ‌the‌ ‌Skill.‌ ‌ 

This‌ ‌spell‌ ‌will‌‌not‌‌work‌‌on‌‌certain‌‌creatures‌‌who‌‌are‌‌gaseous‌‌normally,‌‌such‌‌as‌‌non-corporeal‌‌                             
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Undead‌ ‌or‌ ‌air‌ ‌elementals.‌ ‌ 

A‌‌corporeal‌‌target‌‌struck‌‌by‌‌this‌‌effect‌‌will‌‌suffer‌‌a‌‌temporary‌‌slowdown.‌‌For‌‌five‌‌seconds,‌‌the‌‌                               
target‌ ‌may‌ ‌not‌ ‌run‌ ‌and‌ ‌may‌ ‌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.”‌ ‌ 

This‌ ‌effect‌ ‌will‌ ‌negate‌ ‌the‌ ‌next‌ ‌Effect‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Spell‌ ‌Qualifier‌ ‌cast‌ ‌at‌ ‌the‌‌recipient,‌‌                               
including‌ ‌beneficial‌ ‌spells,‌ ‌after‌ ‌which‌ ‌it‌ ‌is‌ ‌used‌ ‌up.‌ ‌The‌ ‌recipient‌ ‌must‌ ‌say‌ ‌“‌Spell‌ ‌Shield‌”‌ ‌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.‌ ‌ 

This‌‌spell‌‌lasts‌‌until‌‌used‌‌or‌Dispelled‌‌‌and‌‌cannot‌‌be‌‌used‌‌in‌‌conjunction‌‌with‌‌a‌‌‌Reflect‌‌Spell.‌‌‌If‌‌                                   
you‌ ‌have‌ ‌a‌ ‌‌Spell‌ ‌Shield‌ ‌‌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 ‌Effect‌‌allows‌‌a‌‌character‌‌to‌‌disable‌‌an‌‌enemy’s‌‌limb‌‌through‌‌pure‌‌might.‌‌The‌‌limb‌‌should‌‌                               
be‌‌specified‌‌with‌‌the‌‌Effect‌‌and‌‌may‌‌be‌‌any‌‌of‌‌the‌‌following:‌‌right‌‌arm,‌‌left‌‌arm,‌‌right‌‌leg,‌‌left‌‌                                     
leg.‌ ‌If‌ ‌a‌‌limb‌‌is‌‌not‌‌specified,‌‌the‌‌target‌‌may‌‌choose‌‌which‌‌limb‌‌is‌‌affected‌‌(it‌‌must‌‌be‌‌a‌‌limb‌‌                                       
which‌ ‌is‌ ‌not‌ ‌otherwise‌ ‌affected‌ ‌by‌ ‌this‌ ‌effect‌ ‌at‌ ‌that‌ ‌time).‌ ‌Any‌ ‌limb‌ ‌specifically‌ ‌targeted‌‌                             
which‌ ‌is‌ ‌already‌ ‌affected‌ ‌by‌ ‌a‌‌ ‌Stun‌ ‌Limb‌‌ ‌will‌ ‌simply‌ ‌have‌ ‌its‌ ‌timer‌ ‌reset.‌ ‌ 

If‌ ‌used‌ ‌on‌ ‌Cast‌ ‌for‌ ‌which‌ ‌the‌ ‌creature‌ ‌being‌ ‌played‌ ‌does‌‌not‌‌have‌‌obvious‌‌arms‌‌or‌‌legs,‌‌the‌‌                                   
player‌ ‌playing‌ ‌the‌ ‌Cast‌ ‌should‌ ‌still‌ ‌be‌ ‌affected,‌ ‌representing‌ ‌the‌ ‌creature‌ ‌being‌ ‌affected‌ ‌in‌‌                           
similar‌ ‌ways.‌ ‌ 

A‌‌‌Stunned‌‌‌limb‌‌may‌‌not‌‌be‌‌used‌‌to‌‌wield‌‌a‌‌Weapon‌‌or‌‌manifest‌‌Game‌‌Abilities;‌‌the‌‌limb‌‌may‌‌                                   
also‌ ‌not‌ ‌be‌ ‌used‌ ‌for‌ ‌locomotion‌ ‌other‌ ‌than‌ ‌a‌ ‌crawl‌ ‌or‌ ‌the‌ ‌equivalent.‌ ‌ 

‌ ‌   
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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                               
commands‌‌of‌‌the‌‌person‌‌who‌‌administered‌‌the‌‌effect:‌‌In‌‌the‌‌case‌‌of‌‌the‌‌spell,‌‌this‌‌is‌‌the‌‌caster.‌‌                                   
The‌ ‌target‌ ‌of‌ ‌a‌ ‌‌Subjugate‌ ‌‌spell‌ ‌will‌ ‌not‌ ‌attack‌ ‌the‌ ‌person‌ ‌who‌ ‌administered‌ ‌the‌ ‌‌Subjugate‌‌                             
while‌ ‌it‌ ‌is‌ ‌in‌ ‌effect.‌ ‌ 

The‌‌administrator‌‌can‌‌give‌‌the‌‌target‌‌multiple‌‌commands‌‌within‌‌the‌‌ten-minute‌‌period,‌‌but‌‌the‌‌                           
target‌ ‌will‌ ‌only‌ ‌follow‌ ‌the‌ ‌last‌ ‌one‌ ‌given.‌ ‌The‌ ‌caster‌‌of‌‌the‌‌spell‌‌may‌‌order‌‌the‌‌target‌‌to‌‌stop‌‌                                     
any‌‌command‌‌once‌‌it‌‌has‌‌been‌‌given‌‌without‌‌explicitly‌‌ordering‌‌the‌‌target‌‌to‌‌return‌‌to‌‌normal.‌‌                               
For‌‌example,‌‌a‌‌caster‌‌could‌‌order‌‌a‌‌target‌‌to‌‌“Carry‌‌that‌‌person,”‌‌and‌‌then‌‌“Stop‌‌carrying‌‌that‌‌                                 
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                           
performs‌ ‌the‌ ‌last‌ ‌order‌ ‌until‌ ‌that‌ ‌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 ‌has‌‌full‌‌knowledge‌‌that‌‌they‌‌were‌‌‌Subjugated‌‌‌and‌‌what‌‌was‌‌done‌‌during‌‌                               
that‌ ‌time.‌ ‌ 

While‌Subjugated‌,‌‌the‌‌target‌‌must‌‌perform‌‌actions‌‌to‌‌the‌‌best‌‌of‌‌their‌‌ability,‌‌including‌‌the‌‌use‌‌                               
of‌‌spells,‌‌Skills,‌‌or‌‌innate‌‌abilities.‌‌Note‌‌that‌‌this‌‌spell‌‌cannot‌‌force‌‌a‌‌target‌‌to‌‌cast‌‌or‌‌use‌‌items‌‌                                     
that‌ ‌are‌ ‌not‌ ‌in‌ ‌their‌ ‌nature‌ ‌or‌ ‌ability‌ ‌to‌ ‌use.‌ ‌ 

The‌‌target‌‌can‌‌defend‌‌themselves‌‌from‌‌any‌‌attackers,‌‌but‌‌if‌‌the‌‌caster‌‌attacks‌‌the‌‌target,‌‌the‌‌                               
Subjugate‌ ‌‌effect‌ ‌ends.‌ ‌ 

This‌ ‌effect‌ ‌is‌ ‌removed‌ ‌by‌ ‌a‌ ‌‌Dispel‌.‌ ‌The‌ ‌death‌ ‌of‌ ‌the‌ ‌caster‌ ‌will‌ ‌also‌ ‌end‌ ‌the‌ ‌spell‌ ‌effect.‌ ‌ 

Only‌‌one‌‌‌Subjugate‌‌‌effect‌‌may‌‌be‌‌active‌‌on‌‌the‌‌target‌‌at‌‌any‌‌one‌‌time.The‌‌most‌‌recent‌‌effect‌‌                                 
takes‌ ‌precedence.‌ ‌ 

Subjugate‌‌‌is‌‌an‌‌Eldritch‌‌Force‌‌effect,‌‌and‌‌as‌‌such‌‌does‌‌not‌‌counter‌‌or‌‌override‌‌any‌‌Command‌‌                               
or‌ ‌Greater‌ ‌Command.‌‌ ‌  

The‌ ‌only‌‌valid‌‌commands‌‌that‌‌a‌‌caster‌‌can‌‌give‌‌a‌‌target‌‌while‌‌they‌‌are‌‌‌Subjugated‌‌‌are‌‌listed‌‌                                 
below.‌‌Note‌‌that‌‌the‌‌wording‌‌of‌‌a‌‌command‌‌does‌‌not‌‌need‌‌to‌‌exactly‌‌match‌‌the‌‌following,‌‌but‌‌                                 
it‌ ‌should‌ ‌be‌ ‌similar‌ ‌enough‌ ‌to‌ ‌it‌ ‌so‌ ‌that‌ ‌the‌ ‌target‌ ‌can‌ ‌understand‌ ‌what‌ ‌is‌ ‌meant.‌ ‌ 
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● Guard:‌ ‌‌The‌ ‌target‌ ‌must‌ ‌protect‌ ‌the‌ ‌caster‌ ‌or‌ ‌any‌ ‌person‌ ‌or‌ ‌object‌ ‌he‌ ‌is‌ ‌told‌ ‌to‌ ‌guard‌‌                                 
from‌‌all‌‌attacks,‌‌theft‌‌or‌‌harm‌‌to‌‌the‌‌best‌‌of‌‌their‌‌ability,‌‌even‌‌if‌‌it‌‌requires‌‌using‌‌spells,‌‌                                   
Skills,‌ ‌Magic‌ ‌Items‌ ‌or‌ ‌innate‌ ‌abilities,‌ ‌as‌ ‌long‌ ‌as‌ ‌it‌ ‌doesn’t‌ ‌go‌ ‌against‌ ‌their‌ ‌nature.‌‌                             
During‌‌this‌‌time,‌‌the‌‌target‌‌of‌‌the‌‌‌Subjugate‌‌‌will‌‌not‌‌move‌‌unless‌‌to‌‌protect‌‌the‌‌object‌‌or‌‌                                 
person‌ ‌they’re‌ ‌guarding.‌ ‌ 

● Follow:‌ ‌‌The‌ ‌target‌ ‌must‌ ‌follow‌ ‌the‌ ‌caster‌ ‌or‌ ‌anyone‌ ‌the‌ ‌caster‌ ‌wishes‌ ‌followed.‌ ‌The‌‌                           
target‌ ‌will‌ ‌not‌ ‌attack‌ ‌anyone‌ ‌who‌ ‌is‌ ‌not‌ ‌attacking‌ ‌them.‌ ‌ 

● Attack:‌ ‌The‌ ‌Construct‌ ‌or‌‌elemental‌‌will‌‌attack‌‌a‌‌chosen‌‌target‌‌of‌‌the‌‌caster’s‌‌choosing,‌‌                           
even‌ ‌if‌ ‌it‌ ‌requires‌ ‌using‌ ‌spells,‌ ‌Magic‌ ‌Items‌ ‌or‌ ‌innate‌ ‌abilities.‌ ‌Once‌ ‌the‌ ‌target‌ ‌of‌ ‌the‌‌                               
attack‌ ‌command‌ ‌is‌ ‌on‌ ‌the‌ ‌ground,‌ ‌the‌ ‌Construct‌ ‌or‌ ‌elemental‌ ‌will‌ ‌not‌ ‌attack‌ ‌and‌ ‌will‌‌                             
wait‌ ‌for‌ ‌its‌ ‌new‌ ‌orders.‌ ‌ 

● Carry/lift:‌ ‌‌The‌ ‌target‌ ‌will‌ ‌carry‌ ‌or‌ ‌lift‌ ‌objects‌ ‌and/or‌ ‌people‌ ‌if‌ ‌it‌ ‌has‌ ‌the‌ ‌necessary‌‌                             
strength‌ ‌to‌ ‌do‌ ‌so.‌ ‌While‌ ‌carrying‌ ‌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.‌”‌ ‌ 

This‌‌spell‌‌will‌‌affect‌‌one‌‌lesser‌‌Undead‌‌creature,‌‌causing‌‌it‌‌to‌‌run‌‌from‌‌the‌‌caster‌‌as‌‌if‌‌affected‌‌                                   
by‌ ‌‌Fear‌.‌ ‌The‌ ‌Undead‌ ‌will‌ ‌immediately‌ ‌attempt‌ ‌to‌ ‌break‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌and‌ ‌can‌ ‌use‌ ‌no‌ ‌Game‌‌                                 
Abilities‌‌while‌‌trying‌‌to‌‌escape.‌‌If‌‌breaking‌‌Line‌‌of‌‌Sight‌‌is‌‌impossible,‌‌the‌‌Undead‌‌will‌‌stay‌‌as‌‌                                 
far‌ ‌away‌ ‌from‌ ‌the‌ ‌caster‌ ‌as‌ ‌possible.‌ ‌Even‌ ‌if‌ ‌Line‌ ‌of‌ ‌Sight‌ ‌is‌ ‌broken,‌ ‌the‌ ‌effect‌ ‌lasts‌ ‌ten‌‌                                   
minutes‌ ‌or‌ ‌until‌ ‌the‌ ‌creature‌ ‌or‌ ‌caster‌ ‌is‌ ‌dead.‌ ‌The‌ ‌Undead‌ ‌will‌‌defend‌‌itself‌‌if‌‌cornered‌‌and‌‌                                 
unable‌ ‌to‌ ‌escape.‌ ‌ 

A‌ ‌‌Dispel‌ ‌‌or‌ ‌‌Control‌‌Undead‌‌‌will‌‌rid‌‌the‌‌creature‌‌of‌‌this‌‌spell,‌‌allowing‌‌it‌‌to‌‌return.‌‌One‌‌casting‌‌                                   
of‌‌‌Control‌‌Undead‌‌will‌‌remove‌‌all‌‌Turn‌‌Undead‌‌effects.‌‌Greater‌‌Undead‌‌are‌‌not‌‌affected‌‌by‌‌this‌‌                               
spell‌ ‌in‌ ‌the‌ ‌same‌ ‌manner,‌ ‌although‌ ‌they‌ ‌will‌ ‌be‌ ‌affected‌ ‌as‌ ‌if‌ ‌a‌ ‌‌Shun‌ ‌‌were‌ ‌cast‌ ‌at‌ ‌them.‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌not‌ ‌affect‌ ‌a‌ ‌living‌ ‌target,‌ ‌although‌ ‌it‌ ‌triggers‌ ‌Dumb‌ ‌Defenses‌ ‌ 

Vorpal‌ ‌Coating‌ ‌ 
Spell‌:‌ ‌‌None‌ ‌ 

Effect‌ ‌Group:‌ ‌‌Coating‌ ‌ 

Duration:‌ ‌‌Indefinite‌ ‌ 

Production‌ ‌Type:‌ ‌‌Coating‌ ‌ 

Incantation:‌ ‌‌None‌ ‌ 

Putting‌ ‌this‌ ‌Coating‌ ‌on‌ ‌a‌ ‌Weapon‌ ‌makes‌ ‌the‌ ‌Weapon‌ ‌inflict‌ ‌extra‌ ‌points‌ ‌of‌ ‌damage‌ ‌for‌ ‌the‌‌                               
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next‌‌strike‌‌only.‌‌The‌‌Tag‌‌must‌‌be‌‌taped‌‌to‌‌the‌‌Weapon.‌‌The‌‌Tag‌‌will‌‌state‌‌how‌‌much‌‌damage‌‌is‌‌                                     
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.”‌ ‌ 

This‌‌spell‌‌creates‌‌a‌‌straight‌‌invisible‌‌barrier‌‌that‌‌will‌‌stretch‌‌no‌‌more‌‌than‌‌ten‌‌feet‌‌across‌‌and‌‌                                 
up‌‌to‌‌twenty-five‌‌feet‌‌tall.‌‌This‌‌spell‌‌must‌‌be‌‌cast‌‌between‌‌two‌‌solid‌‌anchors‌‌such‌‌as‌‌trees‌‌or‌‌in‌‌                                     
a‌ ‌door‌‌frame.‌‌The‌‌base‌‌of‌‌the‌‌Wall‌‌of‌‌Force‌‌must‌‌be‌‌marked‌‌in‌‌some‌‌way‌‌(such‌‌as‌‌by‌‌a‌‌rope,‌‌                                         
chalk‌ ‌mark,‌ ‌or‌ ‌ribbon)‌ ‌to‌ ‌indicate‌ ‌to‌ ‌all‌ ‌observers‌ ‌that‌ ‌a‌ ‌‌Wall‌ ‌of‌ ‌Force‌ ‌is‌ ‌in‌ ‌place.‌ ‌Multiple‌‌                                   
casters‌‌may‌‌invoke‌‌a‌‌‌Wall‌‌of‌‌Force‌‌simultaneously‌‌to‌‌extend‌‌its‌‌width;‌‌each‌‌caster‌‌grants‌‌up‌‌to‌‌                                 
ten‌ ‌feet‌ ‌of‌ ‌width.‌ ‌ 

Once‌‌the‌‌‌Wall‌‌of‌‌Force‌‌has‌‌been‌‌cast,‌‌the‌‌physrep‌‌cannot‌‌be‌‌moved.‌‌Neither‌‌the‌‌‌Wall‌‌of‌‌Force‌‌                                   
nor‌ ‌the‌ ‌frame‌ ‌may‌ ‌be‌ ‌‌Shattered‌.‌ ‌Normal‌ ‌traps‌ ‌will‌ ‌not‌ ‌affect‌ ‌it.‌ ‌ 

Nothing‌ ‌may‌ ‌pass‌ ‌through‌ ‌the‌ ‌barrier‌ ‌once‌ ‌the‌ ‌‌Wall‌ ‌of‌ ‌Force‌‌is‌‌cast,‌‌including‌‌spells,‌‌thrown‌‌                               
gasses,‌ ‌Weapons‌ ‌and‌ ‌creatures.‌ ‌Air‌ ‌may‌ ‌pass‌‌through,‌‌but‌‌other‌‌gasses‌‌may‌‌not.‌‌Characters‌‌                           
may‌ ‌gaze‌ ‌through‌ ‌a‌ ‌‌Wall‌ ‌of‌ ‌Force‌,‌ ‌and‌ ‌their‌ ‌voices‌ ‌carry‌ ‌through‌ ‌it.‌ ‌ 

The‌‌wall‌‌will‌‌last‌‌for‌‌ten‌‌minutes‌‌but‌‌may‌‌be‌‌dropped‌‌by‌‌any‌‌of‌‌the‌‌‌Wall‌‌of‌‌Force‌‌casters‌‌at‌‌any‌‌                                         
time‌ ‌if‌ ‌they‌ ‌touch‌ ‌the‌ ‌physrep‌ ‌and‌ ‌state‌ ‌“Wall‌ ‌Down.”‌ ‌This‌ ‌statement‌ ‌is‌ ‌OOG,‌ ‌although‌ ‌any‌‌                               
observers‌‌who‌‌hear‌‌the‌‌statement‌‌are‌‌aware‌‌that‌‌the‌‌wall‌‌was‌‌dropped,‌‌and‌‌they‌‌might‌‌know‌‌                               
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.‌‌The‌‌object‌‌so‌‌affected‌‌must‌‌be‌‌an‌‌                                   
actual‌‌unmovable‌‌structure‌‌such‌‌as‌‌a‌‌building,‌‌a‌‌tent,‌‌or‌‌an‌‌unmovable‌‌wagon.‌‌When‌‌the‌‌spell‌‌                               
is‌‌cast,‌‌a‌‌magic‌‌barrier‌‌will‌‌then‌‌appear‌‌enclosing‌‌the‌‌area.‌‌All‌‌portals‌‌into‌‌the‌‌area‌‌are‌‌sealed‌‌                                   
by‌ ‌the‌ ‌barrier,‌ ‌including‌ ‌windows.‌ ‌ 
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Nothing‌ ‌may‌ ‌enter‌ ‌or‌ ‌leave‌ ‌except‌ ‌for‌ ‌air‌ ‌itself.‌ ‌No‌ ‌gaseous‌ ‌forms,‌ ‌gases,‌ ‌Weapons,‌ ‌or‌ ‌spells.‌ ‌ 

This‌‌spell‌‌allows‌‌only‌‌one‌‌portal‌‌into‌‌the‌‌structure‌‌when‌‌cast‌‌by‌‌a‌‌single‌‌caster.‌‌To‌‌indicate‌‌the‌‌                                   
presence‌ ‌of‌ ‌a‌‌‌Ward‌‌‌and‌‌the‌‌location‌‌of‌‌any‌‌portals,‌‌a‌‌large‌‌W‌‌must‌‌be‌‌placed‌‌on‌‌each‌‌portal‌‌                                     
which‌ ‌allows‌ ‌access‌ ‌in‌ ‌and‌ ‌out‌ ‌of‌ ‌the‌ ‌‌Ward‌.‌ ‌ 

Normally,‌ ‌a‌ ‌‌Ward‌‌‌will‌‌cover‌‌one‌‌Game‌‌Room.‌‌However,‌‌a‌‌‌Ward‌‌‌may‌‌be‌‌enhanced‌‌by‌‌multiple‌‌                               
simultaneous‌ ‌castings.‌ ‌These‌ ‌castings‌ ‌must‌ ‌be‌ ‌performed‌ ‌by‌ ‌separate‌ ‌individuals‌ ‌and‌ ‌the‌‌                       
spells‌‌cast‌‌at‌‌the‌‌same‌‌time.‌‌When‌‌multiple‌‌casters‌‌are‌‌involved‌‌in‌‌a‌‌‌Ward‌,‌‌the‌‌spell‌‌is‌‌affected‌‌                                   
in‌ ‌two‌ ‌different‌ ‌ways.‌ ‌First,‌ ‌each‌ ‌caster‌ ‌beyond‌ ‌the‌ ‌first‌ ‌may‌ ‌designate‌ ‌an‌ ‌additional‌ ‌portal‌‌                             
through‌ ‌which‌ ‌the‌ ‌‌Ward‌ ‌‌may‌ ‌be‌ ‌accessed,‌ ‌using‌ ‌the‌ ‌same‌ ‌rules‌ ‌as‌ ‌for‌ ‌the‌ ‌initial‌ ‌portal.‌‌                               
Second,‌‌additional‌‌casters‌‌will‌‌increase‌‌the‌‌size‌‌of‌‌the‌‌‌Ward‌by‌‌one‌‌Game‌‌Room‌‌worth.‌‌Larger‌‌                               
buildings,‌‌as‌‌determined‌‌by‌‌the‌‌local‌‌Chapter’s‌‌staff,‌‌may‌‌require‌‌multiple‌‌‌Wards‌‌‌to‌‌be‌‌cast‌‌to‌‌                               
cover‌‌the‌‌entire‌‌building.‌‌Players‌‌are‌‌encouraged‌‌to‌‌check‌‌with‌‌their‌‌local‌‌staff‌‌beforehand‌‌to‌‌                             
determine‌‌if‌‌multiple‌‌‌Wards‌‌‌will‌‌be‌‌required.‌‌You‌‌cannot‌‌mix‌‌a‌‌‌Ward‌‌‌with‌‌a‌‌‌Wizard‌‌Lock‌‌‌in‌‌this‌‌                                   
fashion.‌ ‌ 

It‌ ‌is‌ ‌possible‌‌to‌‌‌Ward‌‌‌or‌‌‌Wizard‌‌Lock‌‌a‌‌smaller‌‌room‌‌within‌‌the‌‌‌Ward‌‌‌if‌‌the‌‌two‌‌rooms‌‌do‌‌not‌‌                                       
share‌ ‌the‌ ‌same‌ ‌portal.‌ ‌The‌ ‌outer‌ ‌‌Ward‌ ‌‌or‌ ‌‌Wizard‌ ‌Lock‌ ‌must‌ ‌be‌ ‌cast‌ ‌first.‌ ‌Partitioned‌ ‌Game‌‌                               
Rooms‌ ‌may‌ ‌have‌ ‌individual‌ ‌‌Wards‌ ‌‌placed‌ ‌within‌ ‌them.‌ ‌For‌ ‌example,‌ ‌a‌ ‌closet‌ ‌within‌ ‌a‌ ‌cabin‌‌                             
can‌ ‌be‌ ‌‌Warded‌.‌ ‌ 

The‌‌W‌‌must‌‌be‌‌placed‌‌on‌‌the‌‌portal‌‌prior‌‌to‌‌casting‌‌this‌‌spell,‌‌and‌‌this‌‌must‌‌be‌‌performed‌‌IG.‌‌                                     
Any‌‌observers‌‌will‌‌thus‌‌be‌‌aware‌‌that‌‌you‌‌are‌‌attempting‌‌to‌‌place‌‌a‌‌‌Ward‌‌‌or‌‌a‌‌‌Wizard‌‌Lock‌‌‌on‌‌                                     
the‌ ‌building.‌ ‌ 

As‌‌soon‌‌as‌‌the‌‌spell‌‌is‌‌cast,‌‌the‌‌names‌‌of‌‌the‌‌persons‌‌who‌‌are‌‌Invested‌‌must‌‌be‌‌written‌‌on‌‌the‌‌                                       
Marshal’s‌ ‌notes‌ ‌attached‌ ‌to‌ ‌the‌ ‌back‌ ‌of‌ ‌the‌ ‌door.‌ ‌All‌ ‌persons‌ ‌within‌ ‌the‌‌‌Ward‌‌‌when‌‌it‌‌is‌‌cast‌‌                                   
are‌ ‌Invested‌ ‌into‌ ‌the‌ ‌‌Ward‌.‌ ‌They‌ ‌may‌ ‌then‌ ‌enter‌ ‌and‌‌leave‌‌the‌‌‌Warded‌‌‌building‌‌at‌‌any‌‌time‌‌                                 
while‌‌the‌‌‌Ward‌‌‌is‌‌in‌‌effect.‌‌Once‌‌the‌‌‌Ward‌‌‌is‌‌cast,‌‌an‌‌Invested‌‌member‌‌can,‌‌within‌‌the‌‌5‌‌days,‌‌                                     
cast‌ ‌Lesser‌ ‌Investment‌ ‌to‌ ‌invest‌ ‌other‌ ‌people‌ ‌into‌ ‌the‌ ‌‌Ward‌.‌ ‌ 

To‌ ‌allow‌ ‌others‌ ‌to‌ ‌pass‌ ‌into‌ ‌or‌ ‌out‌ ‌of‌ ‌the‌ ‌‌Ward‌,‌ ‌they‌ ‌must‌ ‌be‌ ‌recognized‌ ‌by‌ ‌an‌ ‌Invested‌‌                                   
member‌ ‌of‌ ‌the‌ ‌‌Ward‌.‌ ‌The‌ ‌Invested‌ ‌member‌ ‌must‌ ‌clearly‌‌gesture,‌‌touch,‌‌or‌‌name‌‌the‌‌subject‌‌                             
creature‌ ‌and‌ ‌must‌ ‌state‌ ‌“the‌ ‌‌Ward‌ ‌‌recognizes‌ ‌you.”‌ ‌This‌ ‌is‌ ‌an‌ ‌OOG‌ ‌statement,‌ ‌so‌ ‌it‌ ‌can‌ ‌be‌‌                                 
made‌ ‌while‌ ‌‌Silenced‌.‌ ‌The‌ ‌effect‌ ‌is‌ ‌understood‌ ‌IG‌ ‌by‌ ‌all‌ ‌who‌ ‌hear‌ ‌it.‌ ‌ 

Upon‌ ‌being‌ ‌recognized,‌ ‌a‌ ‌person‌ ‌must‌ ‌immediately‌ ‌enter‌ ‌or‌‌exit‌‌the‌‌‌Ward‌.‌‌If‌‌the‌‌recognized‌‌                             
person‌ ‌does‌ ‌not‌ ‌immediately‌ ‌act‌ ‌upon‌ ‌the‌ ‌recognition,‌ ‌then‌ ‌the‌ ‌recognition‌ ‌will‌ ‌expire.‌ ‌ 

Invested‌‌members‌‌who‌‌are‌‌Unconscious‌‌(or‌‌conscious,‌‌yet‌‌unwilling)‌‌will‌‌not‌‌pass‌‌through‌‌the‌‌                           
Ward‌ ‌‌unless‌ ‌recognized‌ ‌by‌ ‌someone‌ ‌else.‌ ‌ 
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When‌‌using‌‌combat‌‌Skills‌‌or‌‌spells,‌‌you‌‌must‌‌be‌‌completely‌‌inside‌‌or‌‌outside‌‌of‌‌the‌‌‌Ward‌.‌‌For‌‌                                 
example,‌ ‌you‌ ‌cannot‌ ‌begin‌ ‌a‌ ‌spell‌ ‌incant‌ ‌while‌‌inside‌‌the‌‌‌Ward‌,‌‌and‌‌then‌‌step‌‌out‌‌and‌‌throw‌‌                                 
your‌ ‌Packet.‌ ‌ 

If‌ ‌the‌ ‌‌Ward‌ ‌‌is‌ ‌somehow‌ ‌destroyed‌ ‌and‌ ‌replaced‌ ‌with‌ ‌a‌ ‌new‌ ‌one,‌ ‌an‌ ‌OOG‌ ‌notice‌ ‌must‌ ‌be‌‌                                 
placed‌ ‌upon‌ ‌the‌ ‌Marshal’s‌ ‌Notes‌ ‌on‌ ‌the‌ ‌door.‌ ‌ 

Wards‌ ‌‌are‌ ‌not‌ ‌affected‌ ‌by‌ ‌‌Dispel‌;‌ ‌the‌ ‌only‌ ‌way‌ ‌to‌ ‌this‌ ‌Effect‌ ‌is‌ ‌through‌ ‌‌Formal‌ ‌Magic.‌ ‌ 

The‌‌only‌‌way‌‌to‌‌tell‌‌if‌‌a‌‌building‌‌has‌‌been‌‌‌Warded‌‌‌or‌‌‌Wizard‌‌Locked‌‌is‌‌to‌‌observe‌‌the‌‌W‌‌on‌‌the‌‌                                         
portal.‌ ‌The‌ ‌people‌ ‌inside‌ ‌a‌ ‌‌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.”‌ ‌ 

This‌ ‌effect‌ ‌will‌ ‌reduce‌ ‌the‌‌target’s‌‌‌Superhuman‌‌Strength‌‌and‌‌Weapon-Qualifier‌‌damage‌‌by‌‌a‌‌                         
combined‌ ‌total‌ ‌of‌ ‌5,‌ ‌deducting‌ ‌‌Superhuman‌ ‌Strength‌ ‌first‌ ‌before‌ ‌affecting‌ ‌any‌ ‌remaining‌‌                       
Weapon-damage‌ ‌sources.‌ ‌ 

It‌ ‌affects‌ ‌all‌ ‌Weapon‌ ‌damage‌ ‌in‌ ‌the‌ ‌same‌ ‌way,‌ ‌including‌ ‌ranged‌ ‌attacks,‌ ‌and‌ ‌regardless‌ ‌of‌‌                             
whether‌ ‌the‌ ‌Weapon‌ ‌is‌ ‌used‌ ‌with‌ ‌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 ‌with‌‌a‌‌‌Weapon‌‌             
Shield‌.”‌ ‌ 

This‌ ‌spell‌ ‌will‌ ‌protect‌ ‌the‌ ‌wearer‌ ‌from‌ ‌the‌ ‌next‌ ‌single‌ ‌attack‌ ‌they‌ ‌receive‌ ‌with‌ ‌the‌ ‌Weapon‌‌                               
Qualifier.‌ ‌ 

The‌ ‌recipient‌ ‌must‌ ‌state‌ ‌“Weapon‌ ‌Shield''‌ ‌‌when‌ ‌the‌ ‌effect‌ ‌is‌ ‌triggered.‌ ‌This‌ ‌does‌‌not‌‌protect‌‌                             
against‌ ‌a‌ ‌‌Killing‌ ‌Blow‌‌ ‌or‌ ‌a‌ ‌fall,‌ ‌nor‌ ‌does‌ ‌it‌ ‌work‌ ‌against‌ ‌any‌ ‌traps‌ ‌other‌ ‌than‌ ‌Weapon‌ ‌traps.‌ ‌ 

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.”‌ ‌ 
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This‌‌effect‌‌immobilizes‌‌the‌‌target‌‌from‌‌the‌‌neck‌‌down.‌‌The‌‌target‌‌may‌‌talk‌‌freely‌‌but‌‌may‌‌not‌‌                                 
use‌ ‌any‌ ‌Game‌ ‌Abilities‌‌requiring‌‌the‌‌use‌‌of‌‌arms‌‌or‌‌legs,‌‌including‌‌using‌‌a‌‌Weapon‌‌or‌‌Shield,‌‌                                 
casting‌ ‌a‌ ‌spell,‌ ‌or‌ ‌activating‌ ‌a‌ ‌Gas‌ ‌Globe.‌ ‌The‌ ‌target‌ ‌may‌ ‌not‌ ‌walk,‌‌run,‌‌or‌‌be‌‌moved‌‌in‌‌any‌‌                                     
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 ‌choose‌‌which‌‌effect‌‌to‌‌take,‌‌but‌‌must‌‌then‌‌announce‌‌what‌‌they‌‌                               
have‌‌chosen‌‌by‌‌calling‌‌“‌Withered‌‌Defense”‌‌or‌‌“‌Withered‌‌Offense.”‌‌If‌‌struck‌‌with‌‌‌Wither‌‌‌again‌‌                           
while‌‌already‌‌‌Withered‌,‌‌the‌‌target‌‌must‌‌re-announce‌‌this‌‌choice‌‌only‌‌if‌‌it‌‌changes‌‌with‌‌the‌‌new‌‌                               
application‌ ‌of‌ ‌‌Wither‌.‌ ‌ 

While‌ ‌offensively‌ ‌‌Withered‌,‌ ‌the‌ ‌target‌ ‌may‌ ‌not‌ ‌attack‌ ‌with‌ ‌a‌ ‌weapon‌ ‌or‌ ‌throw‌ ‌Packets,‌ ‌but‌‌                             
may‌ ‌block,‌ ‌use‌ ‌defensive‌ ‌calls,‌ ‌and‌ ‌Touch-Cast‌ ‌spells.‌ ‌ 

While‌‌defensively‌‌‌Withered‌,‌‌the‌‌target‌‌will‌‌take‌‌damage‌‌when‌‌blocking‌‌attacks‌‌with‌‌a‌‌Weapon‌‌                           
or‌ ‌Shield‌ ‌as‌ ‌if‌ ‌they‌ ‌did‌ ‌not‌ ‌have‌ ‌the‌ ‌appropriate‌ ‌Weapon‌ ‌Skill(s)‌ ‌to‌ ‌wield‌ ‌them,‌ ‌may‌ ‌not‌‌                                 
Touch-Cast‌ ‌or‌ ‌intentionally‌ ‌target‌ ‌themselves‌ ‌with‌ ‌a‌ ‌Packet‌ ‌attack,‌ ‌and‌ ‌may‌ ‌not‌ ‌use‌ ‌Smart‌‌                           
Defenses,‌ ‌but‌ ‌may‌ ‌still‌ ‌make‌ ‌attack‌ ‌and‌ ‌throw‌ ‌Packets‌ ‌at‌ ‌other‌ ‌targets.‌ ‌ 

Note‌‌that‌‌this‌‌same‌‌effect‌‌will‌‌occur‌‌against‌‌an‌‌Undead‌‌target‌‌if‌‌Restore‌‌is‌‌cast‌‌upon‌‌them.‌‌In‌‌                                   
this‌ ‌case,‌ ‌the‌ ‌Undead‌ ‌still‌ ‌calls‌ ‌“‌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.”‌ ‌ 

This‌ ‌spell‌ ‌is‌ ‌identical‌ ‌to‌‌a‌‌‌Ward‌‌‌spell‌‌except‌‌that‌‌it‌‌is‌‌ended‌‌by‌‌a‌‌‌Dispel‌.‌‌In‌‌all‌‌other‌‌respects,‌‌                                       
this‌ ‌spell‌ ‌follows‌ ‌all‌ ‌the‌ ‌rules‌ ‌for‌ ‌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;‌‌the‌‌                                         
only‌‌way‌‌to‌‌tell‌‌is‌‌to‌‌cast‌‌a‌‌‌Dispel‌‌‌at‌‌the‌‌portal‌‌and‌‌see‌‌if‌‌it‌‌remains.‌‌You‌‌must‌‌have‌‌a‌‌Marshal‌‌                                           
present‌ ‌to‌ ‌do‌ ‌this.‌ ‌ 
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Chapter‌ ‌XIV:‌ ‌High‌ ‌Magic‌ ‌ 
Characters‌‌who‌‌have‌‌studied‌‌the‌‌Scholarly‌‌arts‌‌can‌‌unlock‌‌the‌‌pinnacle‌‌of‌‌arcane‌‌power,‌‌High‌‌                             
Magic‌.‌‌‌High‌‌Magic‌‌points‌‌are‌‌used‌‌for‌‌many‌‌purposes,‌‌ranging‌‌from‌‌producing‌‌arcane‌‌items‌‌of‌‌                             
power‌‌through‌‌‌Formal‌‌Magic‌‌to‌‌blocking‌‌some‌‌of‌‌the‌‌most‌‌powerful‌‌attacks‌‌via‌‌Cloaks.‌‌These‌‌                             
characters‌ ‌can‌ ‌use‌ ‌‌High‌ ‌Magic‌ ‌to‌ ‌augment‌ ‌many‌‌Battle‌‌Magic‌‌spells‌‌in‌‌various‌‌ways,‌‌as‌‌well‌‌                               
as‌ ‌toughening‌ ‌their‌ ‌own‌ ‌body‌ ‌and‌ ‌armor.‌ ‌ 

High‌ ‌Magic‌ ‌points‌ ‌can‌ ‌be‌ ‌spent‌ ‌on‌ ‌a‌ ‌variety‌ ‌of‌‌‌High‌‌Magic‌‌abilities‌‌at‌‌any‌‌point.‌‌Some‌‌High‌‌                                   
Magic‌‌abilities‌‌may‌‌have‌‌additional‌‌criteria‌‌that‌‌a‌‌character‌‌must‌‌meet‌‌to‌‌be‌‌able‌‌to‌‌purchase‌‌                               
them,‌ ‌and‌ ‌Chapters‌ ‌may‌ ‌have‌ ‌additional‌ ‌local-Chapter-only‌ ‌High‌ ‌Magic‌ ‌that‌ ‌is‌‌not‌‌available‌‌                         
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 ‌ 



‌ 

‌ 

High‌ ‌Magic‌ ‌purchases‌ ‌always‌ ‌have‌ ‌a‌ ‌specific‌ ‌Aspect‌ ‌—‌ ‌Earth‌ ‌or‌ ‌Celestial‌ ‌—‌ ‌‌decided‌ ‌upon‌‌                             
purchase,‌ ‌with‌ ‌the‌ ‌same‌ ‌primary‌ ‌school‌ ‌as‌ ‌with‌ ‌spellcasting.‌ ‌Characters‌ ‌may‌ ‌choose‌ ‌to‌‌                         
purchase‌‌‌High‌‌Magic‌‌in‌‌their‌‌secondary‌‌school‌‌at‌‌the‌‌appropriate‌‌cost.‌‌These‌‌points‌‌may‌‌never‌‌                             
be‌ ‌combined‌ ‌—‌ ‌for‌ ‌example,‌ ‌you‌ ‌cannot‌ ‌use‌ ‌one‌ ‌Earth‌ ‌High‌ ‌Magic‌ ‌point‌ ‌and‌ ‌one‌ ‌Celestial‌‌                               
High‌ ‌Magic‌ ‌point‌ ‌to‌‌purchase‌‌a‌‌Cloak‌‌costing‌‌2‌‌‌High‌‌Magic‌‌points.‌‌Once‌‌a‌‌‌High‌‌Magic‌‌‌ability‌‌                                 
has‌ ‌been‌ ‌purchased,‌ ‌it‌ ‌counts‌ ‌as‌ ‌the‌ ‌Aspect‌ ‌from‌ ‌which‌ ‌the‌ ‌‌High‌ ‌Magic‌‌ ‌points‌ ‌were‌ ‌allocated.‌ ‌ 

To‌ ‌spend‌ ‌‌High‌ ‌Magic‌,‌ ‌a‌ ‌character‌ ‌may‌ ‌allocate‌ ‌points‌ ‌at‌ ‌Logistics‌ ‌however‌ ‌they‌ ‌choose.‌‌                           
Alternatively,‌ ‌a‌ ‌character‌ ‌may‌ ‌spend‌ ‌points‌ ‌later‌ ‌in‌ ‌the‌‌day‌‌by‌‌successfully‌‌Meditating,‌‌after‌‌                           
which‌‌they‌‌may‌‌purchase‌‌a‌‌single‌‌‌High‌‌Magic‌‌‌ability‌‌as‌‌many‌‌times‌‌as‌‌they‌‌like‌‌providing‌‌they‌‌                                 
have‌ ‌sufficient‌ ‌unspent‌ ‌‌High‌ ‌Magic‌ ‌‌points‌ ‌to‌ ‌do‌ ‌so.‌ ‌If‌ ‌they‌ ‌are‌ ‌choosing‌ ‌the‌ ‌Spellcraft‌ ‌‌High‌‌                               
Magic,‌ ‌they‌ ‌must‌ ‌then‌ ‌have‌ ‌the‌ ‌Spell‌ ‌Production‌ ‌Tag‌ ‌signed‌ ‌off‌ ‌by‌ ‌a‌ ‌Crafting‌ ‌Marshal‌ ‌and‌‌                               
must‌ ‌deposit‌ ‌any‌ ‌expended‌ ‌resources‌ ‌(such‌ ‌as‌ ‌Reagents)‌ ‌at‌ ‌a‌ ‌Crafting‌ ‌Station.‌ ‌Unless‌‌                         
otherwise‌ ‌specified‌ ‌in‌ ‌the‌ ‌‌High‌ ‌Magic‌ ‌description,‌ ‌any‌ ‌other‌ ‌‌High‌ ‌Magic‌ ‌can‌‌be‌‌filled‌‌out‌‌by‌‌                               
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’s‌‌Body‌‌and‌‌will‌‌always‌‌be‌‌on‌                             
the‌ ‌body‌ ‌part‌‌containing‌‌the‌‌Spirit‌‌if‌‌parts‌‌of‌‌the‌‌body‌‌are‌‌separated.‌‌This‌‌means‌‌that‌‌active‌‌                                 
High‌‌Magic‌‌will‌‌be‌‌lost‌‌when‌‌a‌‌character‌‌Resurrects;‌‌individual‌‌‌High‌‌Magic‌‌abilities‌‌may‌‌grant‌‌                             
exceptions‌ ‌to‌ ‌this.‌ ‌ 
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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 ‌  ‌ 



‌ 

High‌ ‌Magic‌ ‌Effects‌ ‌ 

Bane‌ ‌ 
Times‌ ‌Ever‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌Smart‌‌Return‌‌defense‌‌is‌‌selected‌‌it‌‌provides‌‌protection‌‌against‌‌a‌‌single‌‌attack‌‌                             
from‌ ‌a‌ ‌specifically‌ ‌chosen‌ ‌Effect‌ ‌Group‌ ‌chosen‌ ‌by‌ ‌the‌ ‌caster;‌ ‌any‌ ‌Effect‌ ‌Group‌ ‌other‌ ‌than‌‌                             
Coating‌‌or‌‌Other‌‌may‌‌be‌‌chosen.‌‌The‌Bane‌‌‌will‌‌Return‌‌the‌‌specific‌‌effect‌‌from‌‌among‌‌those‌‌in‌‌                                 
its‌ ‌Effect‌ ‌Group‌ ‌back‌ ‌upon‌ ‌the‌ ‌attacker‌ ‌as‌ ‌if‌ ‌it‌ ‌were‌ ‌an‌ ‌effect‌ ‌encountering‌ ‌a‌ ‌‌Reflect‌ ‌Spell.‌‌                                 
When‌ ‌used,‌ ‌the‌ ‌character‌ ‌must‌ ‌call‌ ‌“‌Bane.‌”‌ ‌ 

Bane‌‌does‌‌not‌‌alter‌‌the‌‌Qualifier‌‌of‌‌the‌‌effect.‌‌An‌‌‌Enfeeble‌‌‌Poison‌‌that‌‌has‌‌been‌‌‌Baned‌‌‌is‌‌still‌‌                                   
considered‌ ‌to‌ ‌have‌ ‌the‌‌Poison‌‌Qualifier‌‌for‌‌the‌‌purposes‌‌of‌‌defenses‌‌such‌‌as‌‌‌Poison‌‌Shield‌‌or‌‌                               
Resist‌ ‌Poison.‌ ‌ 

Bane‌ ‌will‌ ‌act‌ ‌as‌ ‌a‌ ‌‌Cloak‌ ‌‌when‌ ‌used‌ ‌against‌ ‌Ingested‌ ‌delivery,‌ ‌a‌ ‌trap,‌ ‌or‌ ‌a‌ ‌‌Killing‌ ‌Blow.‌ ‌ 

Celestial‌ ‌Armor‌ ‌ 
Passive‌ ‌ 

This‌ ‌‌High‌ ‌Magic‌ ‌‌ability‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌add‌ ‌a‌ ‌powerful‌ ‌barrier‌ ‌of‌ ‌protection‌ ‌to‌ ‌their‌‌                               
existing‌‌armor.‌‌Celestial‌‌Armor‌‌grants‌‌2‌‌additional‌‌maximum‌‌Armor‌‌Points‌‌per‌‌purchase‌‌(for‌‌a‌‌                           
maximum‌ ‌of‌ ‌10‌ ‌bonus‌ ‌points),‌ ‌which‌ ‌add‌ ‌to‌ ‌the‌ ‌user’s‌ ‌currently‌ ‌used‌ ‌Armor‌ ‌(no‌ ‌matter‌ ‌its‌‌                               
source)‌ ‌and‌ ‌may‌ ‌go‌ ‌above‌ ‌their‌ ‌normal‌ ‌maximum.‌ ‌Note‌ ‌that‌ ‌this‌ ‌does‌ ‌not‌ ‌affect‌ ‌how‌ ‌the‌‌                               
Armor‌ ‌is‌ ‌refit;‌ ‌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                           
augmentation‌‌allows‌‌the‌‌character‌‌to‌‌evoke‌‌this‌‌element‌‌through‌‌those‌‌Weapons‌‌in‌‌which‌‌they‌‌                           
have‌‌the‌‌Skill‌‌for‌‌the‌‌duration‌‌of‌‌the‌‌LP.‌‌Just‌‌like‌‌the‌‌Earth‌‌Blade‌‌and‌‌Chaos‌‌Blade‌‌spells,‌‌they‌‌                                     
may‌ ‌choose‌ ‌whether‌ ‌to‌ ‌invoke‌ ‌this‌ ‌element‌ ‌with‌ ‌each‌ ‌swing‌ ‌of‌ ‌their‌ ‌Weapons.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌not‌ ‌be‌ ‌purchased‌ ‌more‌ ‌than‌ ‌once‌ ‌in‌ ‌a‌ ‌single‌ ‌LP.‌‌The‌‌element‌‌selected‌‌to‌‌be‌‌                                   
evoked‌ ‌must‌ ‌be‌ ‌declared‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌selection.‌ ‌ 

Channel‌ ‌Foundation‌ ‌Element‌ ‌ 
Passive‌‌ ‌  
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Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌selected,‌ ‌the‌ ‌caster‌ ‌chooses‌ ‌one‌ ‌of‌ ‌the‌ ‌four‌ ‌foundation‌ ‌elements‌‌                             
(Stone,‌ ‌Lightning,‌ ‌Ice,‌ ‌or‌ ‌Flame).‌ ‌ 

This‌‌augmentation‌‌allows‌‌the‌‌character‌‌to‌‌evoke‌‌this‌‌element‌‌through‌‌those‌‌Weapons‌‌in‌‌which‌‌                           
they‌ ‌have‌ ‌the‌ ‌Skill‌ ‌for‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌LP.‌ ‌Just‌ ‌like‌ ‌the‌ ‌Enhanced‌ ‌Blade‌ ‌spell,‌ ‌they‌ ‌may‌‌                                   
choose‌ ‌whether‌ ‌to‌ ‌invoke‌ ‌this‌ ‌element‌ ‌with‌ ‌each‌ ‌swing‌ ‌of‌ ‌their‌ ‌Weapons.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌not‌ ‌be‌ ‌purchased‌ ‌more‌ ‌than‌ ‌once‌ ‌in‌ ‌a‌ ‌single‌ ‌LP.‌‌The‌‌element‌‌selected‌‌to‌‌be‌‌                                   
evoked‌ ‌must‌ ‌be‌ ‌declared‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌selection.‌ ‌ 

Channeling‌ ‌Execution‌ ‌ 
Passive‌ ‌ 

Once‌‌this‌‌‌High‌‌Magic‌‌has‌‌been‌‌purchased,‌‌the‌‌character‌‌may‌‌Killing‌‌Blow‌‌using‌‌any‌‌one‌‌valid‌‌                               
Channeling‌ ‌‌effect‌ ‌they‌ ‌have‌‌available‌‌by‌‌spending‌‌5‌‌‌Channeling‌‌‌points.‌‌This‌‌‌Killing‌‌Blow‌‌may‌‌                           
be‌‌performed‌‌using‌‌any‌‌valid‌‌mechanism‌‌available‌‌(for‌‌example,‌‌a‌‌Weapon‌‌they‌‌are‌‌wielding‌‌                           
or‌ ‌their‌ ‌hands).‌ ‌ 

Channeling‌ ‌Shield‌ ‌ 
Passive‌ ‌ 

A‌ ‌character‌ ‌who‌ ‌has‌ ‌purchased‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌may‌ ‌defend‌ ‌against‌ ‌incoming‌ ‌Spell‌ ‌and‌‌                           
Elemental‌‌Qualifier‌‌attacks.‌‌This‌‌defense‌‌may‌‌be‌‌used‌‌no‌‌matter‌‌what‌‌Effect‌‌is‌‌called‌‌with‌‌the‌‌                               
attack,‌ ‌but‌ ‌it‌ ‌must‌ ‌be‌ ‌a‌ ‌damaging‌ ‌attack‌ ‌with‌ ‌a‌ ‌number‌ ‌attached.‌ ‌ 

The‌‌character‌‌must‌‌expend‌‌an‌‌equal‌‌amount‌‌of‌‌‌Channeling‌‌‌points‌‌from‌‌their‌‌pool‌‌when‌‌using‌‌                             
Channeling‌ ‌Shield‌;‌‌if‌‌they‌‌have‌‌insufficient‌‌‌Channeling‌‌‌points‌‌available,‌‌they‌‌may‌‌not‌‌use‌‌this‌‌                           
ability.‌ ‌When‌ ‌using‌ ‌‌Channeling‌ ‌Shield‌ to‌ ‌stop‌ ‌an‌ ‌attack,‌ ‌the‌ ‌character‌‌must‌‌call‌‌“Cloak”‌‌as‌‌a‌‌                               
Smart‌‌Guard‌‌defense.‌‌This‌‌ability‌‌may‌‌be‌‌used‌‌any‌‌number‌‌of‌‌times‌‌once‌‌purchased‌‌so‌‌long‌‌as‌‌                                 
the‌ ‌character‌ ‌has‌ ‌sufficient‌ ‌‌Channeling‌ ‌‌Pool‌ ‌available.‌ ‌ 

Cloak‌ ‌ 
Times‌ ‌Ever‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌Smart‌ ‌Guard‌ ‌type‌ ‌Defense‌ ‌is‌ ‌selected‌ ‌it‌ ‌provides‌ ‌protection‌ ‌against‌ ‌a‌ ‌single‌‌                             
attack‌ ‌from‌ ‌a‌ ‌specifically‌ ‌chosen‌ ‌Effect‌ ‌Group‌ ‌chosen‌ ‌by‌ ‌the‌ ‌caster;‌ ‌any‌ ‌Effect‌ ‌Group‌ ‌other‌‌                             
than‌ ‌Coating‌ ‌or‌ ‌Other‌ ‌may‌ ‌be‌ ‌chosen.‌ ‌When‌ ‌used,‌ ‌the‌ ‌character‌ ‌must‌ ‌call‌ ‌“‌Cloak‌”.‌ ‌ 

The‌ ‌‌Cloak‌ ‌‌will‌ ‌completely‌ ‌Guard‌ ‌against‌ ‌the‌ ‌specific‌ ‌effect‌ ‌from‌ ‌among‌ ‌those‌ ‌in‌ ‌its‌ ‌Effect‌‌                             
Group‌.‌ ‌ 
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Earth’s‌ ‌Bounty‌ ‌ 
Passive‌ ‌ 

This‌ ‌ability‌ ‌grants‌ ‌an‌ ‌Earth‌ ‌caster‌‌an‌‌increase‌‌of‌‌2‌‌maximum‌‌Body‌‌Points.‌‌This‌‌ability‌‌can‌‌be‌‌                                 
purchased‌ ‌a‌ ‌maximum‌ ‌of‌ ‌five‌ ‌times,‌ ‌providing‌ ‌up‌ ‌to‌ ‌10‌ ‌additional‌ ‌Body‌‌Points‌‌to‌‌the‌‌caster.‌‌                               
These‌ ‌points‌ ‌can‌ ‌be‌ ‌healed‌ ‌to‌ ‌maximum‌ ‌by‌ ‌normal‌ ‌healing‌ ‌means.‌ ‌ 

In‌ ‌all‌ ‌respects,‌ ‌this‌ ‌ability‌ ‌is‌ ‌as‌ ‌if‌ ‌the‌ ‌caster‌ ‌was‌ ‌of‌ ‌a‌ ‌higher-level‌ ‌with‌ ‌the‌ ‌extra‌ ‌Body‌ ‌Points.‌ ‌ 

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 ‌‌Magic‌‌Storm‌‌‌spell‌‌is‌‌chosen,‌‌the‌‌Packets‌‌granted‌‌by‌‌                               
the‌ ‌spell‌ ‌will‌ ‌be‌ ‌delivered‌ ‌with‌ ‌the‌ ‌Elemental‌ ‌Qualifier‌ ‌instead‌ ‌of‌ ‌the‌ ‌Spell‌ ‌Qualifier.‌ ‌ 

Enhance‌ ‌Signature‌ ‌Spell‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌‌High‌‌Magic‌‌‌may‌‌be‌‌expended‌‌to‌‌double‌‌the‌‌numeric‌‌amount‌‌of‌‌one‌‌Signature‌‌Spell‌‌from‌‌                               
memory‌‌(not‌‌Flex‌‌Casted).‌‌For‌‌example,‌‌if‌‌this‌‌ability‌‌is‌‌used‌‌for‌‌a‌‌3rd‌‌level‌‌‌Evocation‌‌Bolt‌,‌‌its‌‌                                   
number‌ ‌would‌ ‌go‌ ‌from‌ ‌15‌ ‌to‌ ‌30.‌ ‌A‌ ‌9th‌ ‌level‌ ‌‌Cause‌ ‌Wounds‌‌ ‌would‌ ‌go‌ ‌from‌ ‌45‌ ‌to‌ ‌90.‌ ‌ 

Exchange‌ ‌Spell‌ ‌ 
Times‌ ‌Ever‌‌ ‌  

This‌ ‌‌High‌ ‌Magic‌ ‌functions‌‌just‌‌like‌‌the‌‌Spell‌‌Swap‌‌Ritual.‌‌Specifically,‌‌when‌‌this‌‌High‌‌Magic‌‌is‌‌                               
used,‌ ‌a‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌memorized‌ ‌spell‌ ‌to‌ ‌gain‌ ‌use‌ ‌of‌ ‌a‌ ‌spell‌ ‌of‌ ‌an‌ ‌equal‌ ‌or‌‌                                   
lower-level.‌ ‌ 

The‌‌use‌‌of‌‌this‌‌‌High‌‌Magic‌‌must‌‌be‌‌accompanied‌‌by‌‌at‌‌least‌‌60‌‌seconds‌‌of‌‌Focus‌‌roleplay‌‌and‌‌                                   
the‌ ‌character‌ ‌must‌ ‌be‌ ‌in‌ ‌possession‌ ‌of‌ ‌a‌ ‌Spellbook‌ ‌containing‌ ‌both‌ ‌spells.‌ ‌ 

Once‌ ‌the‌ ‌character‌ ‌has‌ ‌completed‌ ‌their‌ ‌Focus,‌ ‌the‌ ‌player‌ ‌must‌ ‌recite‌ ‌the‌ ‌incantation‌ ‌of‌ ‌the‌‌                             
spell‌‌to‌‌be‌‌expended‌‌and‌‌will‌‌then‌‌gain‌‌a‌‌use‌‌of‌‌the‌‌target‌‌spell.‌‌They‌‌must‌‌mark‌‌the‌‌expended‌‌                                     
spell‌ ‌off‌ ‌of‌ ‌their‌ ‌battle‌ ‌board‌ ‌and‌ ‌write‌ ‌in‌ ‌the‌ ‌new‌ ‌spell‌ ‌with‌ ‌an‌ ‌S.‌ ‌ 

If‌ ‌expended‌ ‌along‌ ‌with‌ ‌a‌ ‌‌Spell‌ ‌Swap‌ ‌Ritual,‌ ‌the‌ ‌spell‌ ‌swap‌ ‌may‌ ‌be‌ ‌done‌ ‌with‌ ‌a‌ ‌3‌ ‌second‌‌                                   
Counted‌‌Action‌‌instead‌‌of‌‌60‌‌seconds.‌‌In‌‌this‌‌case,‌‌the‌‌character‌‌should‌‌record‌‌the‌‌‌Spell‌‌Swap‌‌                               
on‌ ‌their‌ ‌battleboard‌ ‌at‌ ‌the‌ ‌earliest‌ ‌reasonable‌ ‌opportunity.‌ ‌ 
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Formal‌ ‌Link‌ ‌ 
Passive‌ ‌ 

Each‌‌time‌‌this‌‌‌High‌‌Magic‌‌‌ability‌‌is‌‌chosen,‌‌it‌‌adds‌‌one‌‌additional‌‌‌High‌‌Magic‌‌‌point‌‌in‌‌Formal‌‌                                 
Magic‌‌to‌‌another‌‌Ritual‌‌caster‌‌of‌‌the‌‌appropriate‌‌school‌‌(Earth‌‌or‌‌Celestial)‌‌in‌‌helping‌‌to‌‌assist‌‌                               
in‌ ‌the‌ ‌casting‌ ‌of‌ ‌their‌ ‌Rituals.‌ ‌Note‌ ‌that‌ ‌this‌ ‌may‌‌be‌‌purchased‌‌even‌‌without‌‌purchasing‌‌any‌‌                               
High‌ ‌Magic‌ ‌‌points‌ ‌assigned‌ ‌to‌ ‌‌Formal‌ ‌Magic‌.‌ ‌‌Formal‌ ‌Link‌‌can‌‌be‌‌used‌‌10‌‌times‌‌to‌‌assist‌‌any‌‌                                 
one‌‌ ‌‌Ritual‌ ‌Casting,‌ ‌no‌ ‌matter‌ ‌the‌ ‌origin.‌ ‌ 

Bonus‌‌ranks‌‌added‌‌through‌‌‌Formal‌‌Link‌‌‌are‌‌cumulative‌‌and‌‌last‌‌throughout‌‌the‌‌duration‌‌of‌‌the‌‌                             
purchase.‌ ‌ 

Formal‌ ‌Magic‌ 
Passive‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌ability‌ ‌grants‌ ‌one‌ ‌point‌ ‌in‌ ‌Formal‌ ‌Magic,‌ ‌used‌ ‌for‌ ‌casting‌‌                               
Rituals.‌‌See‌‌the‌‌Formal‌‌Magic‌‌section‌‌for‌‌details.‌‌A‌‌character‌‌with‌‌at‌‌least‌‌one‌‌point‌‌in‌‌‌Formal‌‌                                 
Magic‌ ‌of‌ ‌the‌ ‌appropriate‌ ‌Aspect‌ ‌may‌ ‌act‌ ‌as‌ ‌a‌ ‌secondary‌ ‌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 ‌ 

A‌ ‌character‌ ‌with‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌‌may‌ ‌Channel‌ ‌a‌ ‌specific‌ ‌‌Channeling‌ ‌‌element‌ ‌valid‌ ‌for‌ ‌their‌‌                             
Channeling‌ ‌‌pool‌ ‌without‌ ‌using‌ ‌a‌ ‌Source‌ ‌in‌ ‌that‌ ‌hand.‌ ‌Only‌ ‌elements‌ ‌appropriate‌ ‌to‌‌the‌‌High‌‌                             
Magic‌ ‌school‌ ‌may‌ ‌be‌ ‌chosen,‌ ‌i.e.‌ ‌you‌ ‌need‌ ‌Earth‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌to‌ ‌use‌ ‌‌Higher‌‌                             
Manifestation‌ ‌f‌or‌ ‌an‌ ‌Earth‌ ‌‌Channeling‌ ‌‌pool.‌ ‌ 

This‌ ‌means‌ ‌that‌ ‌the‌ ‌character‌ ‌may‌ ‌Channel‌ ‌while‌ ‌holding‌ ‌an‌ ‌object‌ ‌(such‌ ‌as‌ ‌a‌ ‌Weapon‌ ‌or‌‌                               
Shield)‌‌in‌‌their‌‌off‌‌hand.‌‌The‌‌hand‌‌selected‌‌to‌‌use‌‌Higher‌‌Manifestation‌‌must‌‌be‌‌marked‌‌with‌‌a‌‌                                 
symbol‌‌at‌‌least‌‌1"‌‌x‌‌1"‌‌on‌‌the‌‌back‌‌of‌‌the‌‌hand‌‌or‌‌a‌‌glove‌‌worn‌‌on‌‌that‌‌hand.‌‌This‌‌ability‌‌may‌‌                                           
be‌ ‌purchased‌ ‌multiple‌ ‌times‌ ‌to‌ ‌allow‌ ‌for‌ ‌multiple‌ ‌elements.‌ ‌ 

Higher‌‌Manifestation‌‌may‌‌not‌‌be‌‌used‌‌to‌‌evoke‌‌‌Channeling‌‌‌pool‌‌in‌‌conjunction‌‌with‌‌a‌‌Source;‌‌                             
if‌ ‌a‌ ‌Source‌ ‌is‌ ‌used,‌ ‌only‌ ‌elements‌ ‌appropriate‌ ‌to‌ ‌that‌ ‌Source‌ ‌may‌ ‌be‌ ‌manifested.‌ ‌ 

While‌ ‌it‌ ‌lasts,‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌‌may‌ ‌be‌ ‌invoked‌ ‌every‌ ‌time‌ ‌the‌ ‌character‌ ‌Channels‌ ‌at‌ ‌the‌‌                               
character’s‌ ‌choice.‌ ‌A‌ ‌character‌ ‌need‌ ‌not‌ ‌have‌ ‌any‌ ‌Source‌ ‌on‌ ‌their‌ ‌person‌ ‌to‌ ‌Channel‌ ‌while‌‌                             
using‌ ‌this‌ ‌ability.‌ ‌ 
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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.‌ ‌This‌‌choice‌‌is‌‌                             
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 ‌Store‌‌Ritual‌‌with‌‌                                     
spells‌‌appropriate‌‌to‌‌their‌‌Aspect.‌‌This‌‌requires‌‌the‌‌character‌‌to‌‌‌Meditate‌‌‌to‌‌fill‌‌the‌‌Spell‌‌Store‌.‌‌                               
The‌‌character‌‌need‌‌not‌‌have‌‌Spell‌‌Slots‌‌to‌‌cast‌‌these‌‌spells‌‌normally.‌‌These‌‌spells‌‌must‌‌be‌‌in‌‌a‌‌                                   
Spellbook‌‌that‌‌the‌‌character‌‌studies‌‌during‌‌the‌‌‌Meditation‌‌‌session‌‌in‌‌which‌‌they‌‌purchase‌‌this‌‌                           
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 ‌ 

Oak‌‌of‌‌the‌‌Archmage‌‌allows‌‌a‌‌caster‌‌to‌‌evoke‌‌‌Channeling‌‌‌charges‌‌through‌‌a‌‌Staff‌‌instead‌‌of‌‌a‌‌                                 
Source.‌ ‌The‌ ‌caster‌ ‌must‌ ‌have‌ ‌the‌ ‌Staff‌ ‌Skill‌ ‌for‌ ‌this‌ ‌ability‌ ‌to‌ ‌be‌ ‌used.‌ ‌ 

When‌‌‌Oak‌‌of‌‌the‌‌Archmage‌‌is‌‌chosen,‌‌the‌‌caster‌‌must‌‌choose‌‌a‌‌single‌‌appropriate‌‌element‌‌for‌‌                               
their‌ ‌‌Channeling‌ ‌‌pool(s).‌ ‌Multiple‌ ‌‌Oak‌ ‌of‌ ‌the‌ ‌Archmage‌ ‌High‌ ‌Magic‌ ‌effects‌ ‌may‌ ‌be‌ ‌used‌ ‌for‌‌                             
multiple‌ ‌elements,‌ ‌including‌ ‌to‌ ‌empower‌ ‌it‌ ‌with‌ ‌both‌ ‌Earth‌ ‌and‌ ‌Celestial‌ ‌‌Channeling‌ ‌‌pools.‌‌                         
Having‌‌a‌‌Staff‌‌‌Shattered‌,‌‌lost‌‌or‌‌stolen‌‌does‌‌not‌‌end‌‌the‌‌‌Oak‌‌of‌‌the‌‌Archmage‌‌‌effect,‌‌though‌‌a‌‌                                   
caster‌ ‌would‌ ‌need‌ ‌to‌ ‌find‌ ‌or‌ ‌purchase‌ ‌another‌ ‌Staff‌ ‌to‌ ‌continue‌ ‌to‌ ‌use‌ ‌this‌‌ ‌High‌ ‌Magic‌‌ ‌ability.‌ ‌ 

A‌ ‌character‌ ‌wielding‌ ‌such‌ ‌a‌ ‌Staff‌ ‌may‌ ‌also‌ ‌manifest‌ ‌their‌ ‌‌Channeling‌ ‌‌energy‌ ‌through‌ ‌its‌                           
swings.‌ ‌The‌ ‌character‌‌may‌‌expend‌‌‌Channeling‌‌‌Pool‌‌points‌‌to‌‌swing‌‌with‌‌the‌‌call‌‌“X‌‌Elemental‌‌                             
Strike‌‌<Type>”,‌‌where‌‌X‌‌is‌‌the‌‌amount‌‌of‌‌‌Channeling‌‌‌points‌‌they‌‌wish‌‌to‌‌expend.‌‌This‌‌may‌‌not‌‌                                 
be‌ ‌higher‌ ‌than‌ ‌their‌ ‌normal‌ ‌‌Channeling‌ ‌‌Pool‌ ‌maximum‌ ‌and‌ ‌may‌ ‌be‌ ‌enhanced‌ ‌using‌ ‌the‌‌                           
Greater‌‌Source‌‌Ritual.‌‌The‌‌type‌‌chosen‌‌may‌‌be‌‌any‌‌type‌‌they‌‌could‌‌normally‌‌Channel‌‌through‌‌                             
their‌ ‌Staff‌ ‌ 

Additionally,‌ ‌such‌ ‌a‌ ‌character‌ ‌may‌ ‌expend‌ ‌a‌ ‌Signature‌ ‌Spell‌ ‌from‌‌memory‌‌to‌‌swing‌‌with‌‌the‌‌                             
call‌‌“X‌‌Spell‌‌Strike‌‌<Effect>”,‌‌where‌‌X‌‌is‌‌the‌‌damage‌‌of‌‌the‌‌Signature‌‌Spell‌‌and‌‌<Effect>‌‌is‌‌the‌‌                                   
effect‌ ‌appropriate‌ ‌to‌ ‌the‌ ‌expended‌ ‌Signature‌ ‌Spell.‌ ‌ 
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Potion‌ ‌Mastery‌ ‌ 
Passive‌ ‌ 

Until‌‌the‌‌next‌‌LP,‌‌this‌‌character‌‌may‌‌expend‌‌a‌‌Potion‌‌in‌‌their‌‌hand‌‌to‌‌Touch-Cast‌‌its‌‌effect‌‌as‌‌                                   
“X‌ ‌Spell‌ ‌<Effect>”‌ ‌into‌ ‌a‌ ‌‌Spell‌ ‌Store‌ ‌or‌ ‌Memory‌ ‌Strike‌ ‌Ritual‌ ‌as‌ ‌though‌ ‌using‌ ‌a‌ ‌Battle‌ ‌Magic‌‌                                 
spell‌ ‌to‌ ‌fulfill‌ ‌those‌ ‌Rituals’‌ ‌requirements.‌ ‌ 

Powerful‌ ‌Meditation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌‌‌High‌‌Magic‌‌may‌‌be‌‌expended‌‌to‌‌‌Meditate‌‌‌a‌‌single‌‌Battle‌‌Magic‌‌spell‌‌or‌‌Martial‌‌or‌‌Stealth‌‌                                 
Skill‌ ‌which‌ ‌was‌ ‌negated‌ ‌by‌ ‌a‌ ‌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 ‌‌Powerful‌ ‌Meditation‌ ‌‌High‌ ‌Magic‌‌                           
prepared.‌ ‌They‌ ‌may‌ ‌not‌ ‌use‌ ‌‌Powerful‌ ‌Meditation‌ ‌‌on‌ ‌an‌ ‌ability‌ ‌they‌ ‌expended‌ ‌before‌ ‌they‌                           
prepared‌ ‌the‌ ‌‌Powerful‌ ‌Meditation‌ ‌High‌ ‌Magic.‌ ‌ 

Protective‌ ‌Reflex‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌ ‌provides‌ ‌a‌ ‌personal‌ ‌‌Prison‌ ‌‌spell‌ ‌for‌ ‌the‌ ‌caster‌ ‌in‌ ‌extreme‌ ‌emergencies.‌ ‌The‌ ‌‌Protective‌‌                           
Reflex‌‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌choose‌‌to‌‌activate‌‌this‌‌‌Prison‌‌‌in‌‌response‌‌to‌‌any‌‌effect‌‌that‌‌                                 
strikes‌ ‌them;‌ ‌the‌ ‌‌Prison‌ ‌‌effect‌ ‌then‌ ‌acts‌ ‌as‌ ‌if‌ ‌it‌ ‌was‌ ‌cast‌ ‌before‌ ‌the‌ ‌effect‌ ‌struck.‌ ‌When‌‌                                 
triggered,‌‌the‌‌character‌‌must‌‌state‌‌‌“Protective‌‌Reflex.‌‌‌No‌‌Effect:‌‌Visible‌‌‌Prison‌”‌‌as‌‌a‌‌response‌‌                           
to‌ ‌the‌ ‌attack.‌ ‌ 

Rebirth‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌ ‌provides‌ ‌a‌ ‌personal‌ ‌‌Life‌ ‌‌spell‌ ‌for‌ ‌the‌ ‌caster‌ ‌in‌ ‌extreme‌ ‌emergencies.‌ ‌A‌ ‌‌Rebirth‌ ‌‌will‌‌                             
automatically‌ ‌activate‌ ‌a‌ ‌‌Life‌ ‌‌spell‌ ‌on‌ ‌the‌ ‌caster‌ ‌as‌ ‌if‌ ‌it‌ ‌had‌ ‌been‌ ‌Touch-Cast‌ ‌and‌ ‌accepted‌‌                               
during‌ ‌their‌ ‌Death‌ ‌Countdown‌ ‌at‌ ‌4‌ ‌minutes‌ ‌59‌ ‌seconds.‌ ‌However,‌ ‌the‌ ‌player‌ ‌always‌ ‌has‌ ‌the‌‌                             
option‌ ‌to‌ ‌Resurrect‌ ‌as‌‌normal‌‌and‌‌forgo‌‌using‌‌this‌‌High‌‌Magic‌‌ability‌‌in‌‌order‌‌to‌‌save‌‌it‌‌for‌‌a‌‌                                     
later‌ ‌time;‌ ‌unlike‌ ‌most‌ ‌‌High‌ ‌Magic,‌ ‌‌this‌ ‌ability‌ ‌will‌ ‌survive‌ ‌Resurrection‌ ‌if‌ ‌unused.‌ ‌ 

If‌ ‌a‌ ‌‌Rebirth‌ ‌‌is‌ ‌used‌ ‌while‌ ‌‌Engulfed‌,‌ ‌your‌ ‌Death‌ ‌Countdown‌ ‌will‌ ‌be‌ ‌reset.‌ ‌When‌ ‌a‌ ‌‌Rebirth‌ ‌‌is‌‌                                 
used,‌ ‌the‌ ‌character‌ ‌must‌ ‌state‌ ‌‌“Rebirth”.‌ ‌ 
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Ritual‌ ‌Manipulation‌ 
Times‌ ‌Ever‌ ‌ 

This‌ ‌ability‌ ‌allows‌ ‌a‌ ‌caster‌ ‌to‌ ‌manipulate‌ ‌a‌ ‌Ritual‌ ‌they‌ ‌plan‌ ‌to‌ ‌cast‌ ‌later‌ ‌in‌ ‌the‌ ‌same‌ ‌LP.‌ ‌In‌‌                                     
order‌ ‌to‌ ‌use‌ ‌this‌ ‌ability,‌ ‌you‌‌must‌‌have‌‌the‌‌Ritual‌‌Scroll‌‌you‌‌wish‌‌to‌‌manipulate,‌‌all‌‌Reagents‌‌                                 
required‌‌to‌‌cast‌‌it,‌‌the‌‌Catalyst‌‌(if‌‌required),‌‌and‌‌the‌‌appropriate‌‌amount‌‌of‌‌‌High‌‌Magic‌‌points‌‌                               
in‌ ‌Formal‌ ‌Magic.‌ ‌ 

Each‌ ‌time‌ ‌this‌ ‌ability‌ ‌is‌ ‌taken,‌ ‌the‌ ‌caster‌ ‌may‌ ‌choose‌ ‌one‌ ‌‌Ritual‌ ‌Manipulation‌ ‌they‌ ‌wish‌ ‌to‌‌                               
apply‌‌when‌‌they‌‌perform‌‌a‌‌full‌‌casting‌‌of‌‌the‌‌chosen‌‌Ritual.‌‌Note‌‌that‌‌a‌‌‌Ritual‌‌Manipulation‌‌‌is‌‌                                 
specific‌ ‌to‌ ‌a‌ ‌single‌ ‌type‌ ‌of‌ ‌Ritual‌ ‌Scroll‌ ‌(e.g.‌ ‌Arcane‌ ‌Armor)‌ ‌but‌ ‌not‌ ‌the‌ ‌specific‌ ‌Ritual‌‌Scroll‌‌                                 
you‌ ‌are‌ ‌bringing‌ ‌to‌ ‌Logistics.‌ ‌The‌ ‌prerequisite‌ ‌for‌ ‌each‌ ‌type‌ ‌of‌ ‌manipulation‌ ‌must‌ ‌be‌ ‌met‌‌                             
individually‌ ‌on‌ ‌a‌ ‌Ritual‌ ‌Scroll‌ ‌to‌ ‌caster‌ ‌basis,‌ ‌and‌ ‌is‌ ‌based‌ ‌on‌ ‌their‌ ‌current‌ ‌number‌ ‌of‌ ‌‌High‌‌                                 
Magic‌ ‌‌points‌‌assigned‌‌to‌‌Formal‌‌Magic‌‌‌compared‌‌to‌‌the‌‌chosen‌‌difficulty‌‌of‌‌the‌‌target‌‌Ritual‌‌                             
Scroll.‌ ‌ 

Some‌‌‌Ritual‌‌Manipulations‌‌provide‌‌Empowerment‌‌effects‌‌for‌‌varying‌‌lengths‌‌of‌‌time.‌‌Using‌‌an‌‌                         
Empowerment,‌‌a‌‌caster‌‌can‌‌supercharge‌‌the‌‌Ritual‌‌they‌‌are‌‌casting,‌‌granting‌‌a‌‌greater‌‌effect‌‌                           
in‌ ‌some‌ ‌unusual‌ ‌way.‌ ‌The‌ ‌Empowerment‌ ‌itself‌ ‌cannot‌ ‌be‌ ‌extended‌ ‌by‌ ‌any‌ ‌means.‌ ‌After‌ ‌this‌‌                             
period,‌ ‌these‌ ‌items‌ ‌return‌ ‌to‌ ‌their‌ ‌base‌ ‌Ritual‌ ‌stats‌ ‌as‌ ‌the‌ ‌magic‌ ‌settles‌ ‌down.‌ ‌The‌ ‌exact‌‌                               
nature‌ ‌of‌ ‌how‌ ‌a‌ ‌Ritual‌ ‌is‌ ‌more‌ ‌effective‌ ‌is‌ ‌up‌ ‌to‌ ‌the‌ ‌local‌ ‌Plot‌ ‌Team.‌ ‌The‌ ‌more‌ ‌impressive‌‌                                   
roleplaying‌ ‌and‌ ‌Ritual‌ ‌casting‌ ‌performed,‌ ‌the‌ ‌greater‌ ‌the‌ ‌Empowerments.‌ ‌ 

An‌ ‌item‌ ‌may‌ ‌only‌ ‌ever‌ ‌have‌ ‌one‌ ‌Empowerment‌ ‌active‌ ‌on‌ ‌it.‌ ‌Further‌ ‌attempts‌ ‌to‌ ‌Empower‌‌                             
other‌ ‌Rituals‌ ‌on‌ ‌the‌ ‌same‌ ‌item‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Empowerments‌ ‌do‌ ‌not‌ ‌count‌ ‌as‌ ‌Rituals‌ ‌for‌ ‌the‌ ‌purpose‌ ‌of‌ ‌Ritual‌ ‌Slots.‌ ‌Plot‌ ‌may‌ ‌choose‌ ‌to‌‌                               
preemptively‌ ‌expire‌ ‌or‌ ‌alter‌ ‌an‌ ‌Empowerment‌ ‌at‌ ‌any‌ ‌time‌ ‌if‌ ‌they‌ ‌choose‌ ‌to‌ ‌do‌ ‌so.‌‌                             
Empowerments‌‌may‌‌never‌‌travel‌‌outside‌‌the‌‌Chapter‌‌in‌‌which‌‌they‌‌were‌‌cast;‌‌an‌‌item‌‌with‌‌an‌‌                               
active‌‌Empowerment‌‌will‌‌act‌‌as‌‌normal‌‌for‌‌its‌‌base‌‌Rituals‌‌(without‌‌the‌‌Empowerment‌‌effect)‌‌                           
if‌ ‌taken‌ ‌to‌ ‌another‌ ‌Chapter.‌ ‌ 

The‌ ‌types‌ ‌of‌ ‌manipulations‌ ‌and‌ ‌their‌ ‌prerequisites‌ ‌are‌ ‌listed‌ ‌below‌ ‌and‌ ‌are‌ ‌arranged‌‌                         
according‌‌to‌‌the‌‌number‌‌of‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌needed‌‌above‌‌the‌‌Ritual‌‌to‌‌be‌‌                                 
cast.‌ ‌ 

Foresight:‌ ‌‌When‌ ‌using‌ ‌this‌ ‌Manipulation,‌ ‌if‌ ‌a‌ ‌Backlash‌ ‌is‌ ‌rolled,‌ ‌the‌ ‌caster‌ ‌may‌ ‌roll‌ ‌twice‌‌                             
(rerolling‌‌a‌‌duplicate‌‌result)‌‌and‌‌choose‌‌which‌‌of‌‌the‌‌two‌‌rolled‌‌Backlashes‌‌applies.‌‌No‌‌further‌‌                             
rerolls‌ ‌—‌ ‌such‌ ‌as‌ ‌from‌‌additional‌‌purchases‌‌of‌‌Foresight‌‌—‌‌are‌‌allowed.‌‌The‌‌caster‌‌must‌‌have‌‌                               
at‌ ‌least‌ ‌as‌ ‌many‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌as‌ ‌the‌‌                               
difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 
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Casters’‌ ‌Mark:‌ ‌‌This‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌add‌ ‌a‌ ‌small‌ ‌sigil‌ ‌or‌ ‌rune‌ ‌on‌ ‌the‌‌target‌‌of‌‌the‌‌Ritual.‌‌                                     
This‌ ‌can‌ ‌be‌ ‌no‌ ‌larger‌ ‌than‌ ‌3"‌ ‌on‌ ‌a‌ ‌side.‌ ‌This‌ ‌Mark‌ ‌will‌ ‌remain‌ ‌as‌ ‌long‌ ‌as‌ ‌the‌ ‌Ritual‌ ‌with‌‌this‌‌                                         
ability‌ ‌remains‌ ‌on‌ ‌the‌ ‌item‌ ‌and‌ ‌cannot‌ ‌be‌ ‌removed‌ ‌from‌ ‌the‌ ‌item‌ ‌while‌ ‌any‌ ‌Rituals‌ ‌of‌ ‌this‌‌                                 
Batch‌ ‌remain.‌ ‌ 

This‌ ‌ability‌ ‌may‌‌only‌‌be‌‌taken‌‌once‌‌per‌‌Batch.‌‌Plot‌‌must‌‌approve‌‌the‌‌design‌‌of‌‌the‌‌sigil‌‌to‌‌be‌‌                                     
placed‌ ‌on‌ ‌the‌ ‌Item.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Improved‌ ‌Chance:‌ ‌This‌ ‌will‌ ‌add‌ ‌1%‌ ‌success‌ ‌chance‌ ‌to‌ ‌the‌ ‌Ritual‌ ‌being‌ ‌cast.‌ ‌This‌ ‌ability‌‌can‌‌                               
only‌ ‌be‌ ‌used‌ ‌up‌ ‌to‌ ‌five‌ ‌times‌ ‌per‌ ‌Ritual‌ ‌and‌ ‌never‌ ‌for‌ ‌a‌ ‌greater‌ ‌chance‌ ‌than‌ ‌95%.‌ ‌ 

This‌‌is‌‌accomplished‌‌by‌‌rolling‌‌either‌‌two‌‌ten-sided‌‌dice‌‌(with‌‌one‌‌representing‌‌the‌‌ten‌‌column‌‌                             
and‌ ‌one‌ ‌representing‌ ‌the‌ ‌ones‌ ‌column)‌ ‌or‌ ‌rolling‌ ‌one‌ ‌die‌ ‌twice‌ ‌—‌ ‌first‌‌for‌‌the‌‌tens‌‌digit‌‌then‌‌                                   
again‌ ‌for‌ ‌the‌ ‌ones‌ ‌digit.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Insert‌ ‌Reagent:‌ ‌‌This‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌swap‌ ‌out‌ ‌a‌ ‌single‌ ‌required‌ ‌Reagent‌ ‌for‌ ‌another‌‌                             
single‌ ‌required‌ ‌Reagent‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Lore‌ ‌Answer:‌ ‌This‌ ‌ability‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌enter‌ ‌a‌ ‌note‌ ‌on‌ ‌the‌ ‌Magic‌ ‌Item‌ ‌Tag‌ ‌which‌‌                                 
dictates‌ ‌what‌ ‌information,‌ ‌if‌ ‌any,‌ ‌the‌ ‌caster‌ ‌of‌ ‌a‌ ‌‌Lore‌ ‌‌Ritual‌ ‌will‌ ‌receive.‌ ‌ 

For‌ ‌each‌ ‌purchase‌ ‌of‌ ‌this‌ ‌ability,‌ ‌the‌ ‌caster‌ ‌may‌ ‌stipulate‌ ‌one‌ ‌answer‌ ‌which‌ ‌will‌ ‌be‌ ‌the‌‌first‌‌                                 
answer‌‌the‌‌caster‌‌of‌‌the‌‌‌Lore‌‌Ritual‌‌will‌‌receive‌‌from‌‌Plot.‌‌It‌‌is‌‌up‌‌to‌‌the‌‌discretion‌‌of‌‌Plot‌‌how‌‌                                       
much,‌ ‌if‌ ‌anything,‌ ‌the‌ ‌caster‌ ‌of‌ ‌the‌ ‌‌Lore‌ ‌‌Ritual‌ ‌will‌ ‌receive‌ ‌beyond‌ ‌this‌ ‌answer.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Conservative‌ ‌Casting:‌ ‌‌This‌ ‌allows‌ ‌the‌ ‌use‌ ‌of‌ ‌one‌ ‌fewer‌ ‌Reagents.‌ ‌This‌ ‌ability‌ ‌cannot‌ ‌be‌‌                           
combined‌ ‌with‌ ‌any‌ ‌other‌ ‌ability‌ ‌that‌ ‌allows‌ ‌a‌ ‌reduction‌ ‌in‌ ‌Reagent‌ ‌cost‌ ‌and‌ ‌may‌ ‌only‌ ‌be‌‌                               
purchased‌ ‌once.‌ ‌ 

All‌ ‌components‌ ‌as‌ ‌specified‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌must‌‌be‌‌present‌‌at‌‌the‌‌time‌‌of‌‌casting.‌‌After‌‌                                 
the‌ ‌Ritual‌ ‌has‌ ‌been‌ ‌successfully‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌may‌ ‌choose‌ ‌and‌ ‌retain‌ ‌the‌ ‌component(s)‌‌                           
which‌ ‌were‌ ‌not‌ ‌consumed‌ ‌due‌ ‌to‌ ‌this‌‌ ‌Ritual‌ ‌Manipulation.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌ten‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
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above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Disguised‌‌Casting:‌‌‌this‌‌ability‌‌renders‌‌a‌‌Ritual‌‌so‌‌that‌‌observers‌‌and‌‌creatures‌‌in‌‌the‌‌area‌‌are‌‌                               
not‌‌informed‌‌they‌‌“feel‌‌magic‌‌all‌‌around‌‌them”‌‌thus‌‌preventing‌‌the‌‌magical‌‌emanations‌‌which‌‌                           
would‌ ‌alert‌ ‌creatures‌ ‌to‌ ‌the‌‌presence‌‌of‌‌the‌‌Ritual‌‌caster.‌‌In‌‌addition,‌‌the‌‌Ritual’s‌‌Aspect‌‌can‌‌                               
not‌ ‌be‌ ‌discerned.‌‌ ‌  

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌ten‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Quicken‌‌Casting:‌‌‌This‌‌will‌‌reduce‌‌casting‌‌time‌‌by‌‌20%‌‌with‌‌a‌‌maximum‌‌time‌‌reduction‌‌of‌‌80%‌‌                               
(with‌‌four‌‌purchases).‌‌The‌‌target‌‌of‌‌this‌‌Ritual‌‌may‌‌refuse‌‌to‌‌allow‌‌the‌‌time‌‌reduction‌‌to‌‌work.‌‌                                 
This‌ ‌ability‌ ‌will‌ ‌not‌ ‌work‌ ‌with‌ ‌any‌ ‌Ritual‌ ‌which‌ ‌is‌ ‌listed‌ ‌as‌ ‌unavoidable‌ ‌such‌ ‌as‌ ‌‌Obliterate‌,‌‌                               
Divestiture‌,‌ ‌or‌ ‌‌Banish‌ ‌to‌ ‌Other‌ ‌Plane‌.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌ten‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Spark‌ ‌of‌ ‌Empowerment:‌ ‌‌This‌ ‌‌Manipulation‌ ‌‌will‌ ‌provide‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌twenty-four‌‌                     
hours‌ ‌or‌ ‌until‌ ‌the‌ ‌next‌ ‌LP,‌ ‌whichever‌ ‌is‌ ‌shorter.‌ ‌The‌ ‌caster‌ ‌must‌ ‌have‌ ‌t‌High‌ ‌Magic‌ ‌points‌ ‌in‌‌                                 
Formal‌ ‌Magicrom‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Choose‌ ‌Flaw:‌ ‌‌The‌ ‌caster‌ ‌may‌ ‌choose‌ ‌to‌ ‌add‌ ‌a‌ ‌Flaw‌ ‌to‌ ‌the‌ ‌item‌ ‌from‌ ‌one‌ ‌of‌ ‌the‌ ‌following‌‌                                   
Flaws.‌ ‌The‌ ‌caster‌ ‌may‌ ‌purchase‌ ‌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 ‌time‌‌of‌‌day‌‌or‌‌in‌‌specific‌‌                               
weather.)‌ ‌ 

If‌‌contradictory‌‌Flaws‌‌exist,‌‌the‌‌item‌‌is‌‌rendered‌‌unusable.‌‌Flaws‌‌are‌‌applied‌‌to‌‌an‌‌item,‌‌not‌‌to‌‌                                 
specific‌ ‌Rituals.‌ ‌ 

Thus,‌‌so‌‌long‌‌as‌‌an‌‌item‌‌retains‌‌any‌‌Rituals‌‌(and‌‌thus‌‌a‌‌Magic‌‌Item‌‌Tag),‌‌all‌‌Flaws‌‌on‌‌that‌‌item‌‌                                       
remain.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌fifteen‌ ‌‌High‌ ‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌‌from‌‌the‌‌appropriate‌‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Any‌ ‌communication‌ ‌about‌ ‌the‌ ‌item’s‌ ‌powers‌ ‌(such‌ ‌as‌ ‌Identification‌ ‌or‌ ‌handing‌ ‌an‌ ‌item‌ ‌off‌‌                           
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from‌ ‌one‌ ‌person‌ ‌to‌ ‌another)‌ ‌must‌ ‌include‌ ‌an‌ ‌OOG‌ ‌communication‌ ‌detailing‌ ‌the‌ ‌Flaws.‌ ‌ 

The‌‌intent‌‌of‌‌this‌‌clarification‌‌is‌‌that‌‌players‌‌with‌‌knowledge‌‌of‌‌any‌‌powers‌‌of‌‌the‌‌item‌‌should‌‌                                 
also‌ ‌(even‌ ‌if‌ ‌only‌ ‌OOG)‌ ‌be‌ ‌informed‌ ‌of‌ ‌the‌ ‌Flaws‌ ‌of‌ ‌the‌ ‌item.‌ ‌ 

Obvious‌ ‌Power:‌ ‌‌This‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌create‌ ‌an‌ ‌item‌‌which‌‌has‌‌a‌‌Flaw‌‌added‌‌to‌‌it‌‌where‌‌                                   
anyone‌ ‌who‌ ‌inspects‌ ‌the‌ ‌item‌ ‌is‌ ‌able‌ ‌to‌ ‌identify‌ ‌the‌ ‌Aspect‌ ‌of‌ ‌the‌ ‌magic‌ ‌(Earth,‌ ‌Celestial‌‌or‌‌                                 
Necromantic)‌ ‌without‌ ‌the‌ ‌need‌ ‌for‌ ‌a‌ ‌‌Greater‌ ‌Celestial‌ ‌Circle‌ ‌of‌ ‌Power‌‌ ‌or‌ ‌a‌ ‌‌Lore‌‌ ‌Ritual.‌ ‌ 

If‌ ‌an‌ ‌‌Obfuscate‌ ‌‌Ritual‌ ‌exists‌ ‌on‌ ‌an‌ ‌item‌ ‌or‌ ‌is‌ ‌added‌ ‌to‌ ‌the‌ ‌item‌ ‌at‌ ‌any‌ ‌later‌ ‌time‌ ‌while‌ ‌this‌‌                                       
Ritual‌ ‌is‌ ‌still‌ ‌active,‌ ‌this‌ ‌ability‌ ‌will‌ ‌be‌ ‌removed.‌ ‌The‌ ‌caster‌ ‌must‌ ‌have‌ ‌fifteen‌ ‌l‌High‌ ‌Magic‌‌                               
points‌ ‌in‌ ‌Formal‌ ‌Magicrom‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Terminate‌‌Ritual:‌‌‌This‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌voluntarily‌‌end‌‌the‌‌Ritual‌‌casting‌‌with‌‌no‌‌ill‌‌                               
effects.‌ ‌At‌ ‌any‌ ‌time‌ ‌during‌ ‌the‌ ‌Ritual,‌ ‌the‌ ‌caster‌‌may‌‌activate‌‌the‌‌ability,‌‌ending‌‌the‌‌casting‌‌                               
and‌‌retaining‌‌possession‌‌of‌‌all‌‌the‌‌Ritual‌‌components‌‌and‌‌Ritual‌‌Scrolls‌‌as‌‌if‌‌the‌‌Ritual‌‌had‌‌not‌‌                                 
been‌ ‌started.‌ ‌The‌ ‌Ritual‌ ‌may‌ ‌be‌ ‌restarted‌ ‌within‌ ‌10‌ ‌minutes.‌ ‌No‌ ‌matter‌ ‌what,‌ ‌a‌ ‌Terminated‌‌                             
Ritual‌ ‌will‌ ‌still‌ ‌have‌ ‌its‌ ‌Ritual‌ ‌Scroll‌ ‌and‌ ‌Reagents‌ ‌destroyed‌ ‌if‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌not‌ ‌reattempted‌‌                               
within‌ ‌this‌ ‌10-minute‌ ‌period.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌twenty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Touch‌ ‌of‌ ‌Empowerment:‌‌ ‌This‌ ‌Manipulation‌ ‌provides‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌up‌ ‌to‌ ‌five‌ ‌days.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌twenty‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌from‌‌the‌‌appropriate‌‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

True‌‌Conservation:‌‌This‌‌allows‌‌the‌‌caster‌‌to‌‌use‌‌two‌‌fewer‌‌Reagents.‌‌All‌‌Reagents‌‌as‌‌specified‌‌                             
on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌must‌ ‌be‌ ‌present‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting.‌ ‌After‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌been‌‌                                 
successfully‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌may‌‌choose‌‌and‌‌retain‌‌the‌‌Reagent(s)‌‌which‌‌were‌‌not‌‌consumed‌‌                           
due‌ ‌to‌ ‌this‌‌ ‌Ritual‌ ‌Manipulation.‌ ‌ 

This‌‌can‌‌only‌‌be‌‌purchased‌‌once‌‌and‌‌cannot‌‌be‌‌combined‌‌with‌‌any‌‌other‌‌ability‌‌that‌‌allows‌‌a‌‌                                 
reduction‌ ‌in‌ ‌Reagent‌ ‌cost.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌twenty-five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌‌                           
school‌ ‌above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Alternate‌ ‌Reagent:‌ ‌‌The‌ ‌caster‌ ‌may‌ ‌add‌ ‌one‌ ‌additional‌ ‌base‌ ‌Reagent‌ ‌to‌ ‌the‌ ‌Ritual‌ ‌Scroll,‌‌                           
allowing‌ ‌them‌ ‌to‌ ‌gather‌ ‌resources‌ ‌easier.‌ ‌The‌ ‌caster‌ ‌may‌ ‌add‌ ‌one‌ ‌additional‌‌Reagent‌‌to‌‌the‌‌                             
list‌ ‌of‌ ‌acceptable‌ ‌Reagents‌‌for‌‌the‌‌ritual,‌‌allowing‌‌them‌‌to‌‌gather‌‌resources‌‌more‌‌easily.‌ ‌The‌‌                             
total‌ ‌number‌ ‌of‌ ‌Reagents‌ ‌required‌ ‌remains‌ ‌the‌ ‌same.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌thirty‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
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above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

True‌ ‌Empowerment:‌ ‌‌This‌ ‌Manipulation‌ ‌provides‌ ‌an‌ ‌Empowerment‌ ‌for‌ ‌a‌ ‌variable‌ ‌length‌ ‌of‌‌                       
time,‌ ‌up‌ ‌to‌ ‌a‌ ‌maximum‌ ‌of‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌Batch‌ ‌in‌ ‌which‌ ‌it‌ ‌was‌ ‌used.‌ ‌Plot‌ ‌may‌‌                                     
choose‌ ‌to‌ ‌set‌ ‌an‌ ‌expiration‌ ‌date‌ ‌earlier‌ ‌than‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌Batch‌ ‌if‌ ‌they‌ ‌choose‌ ‌to‌ ‌do‌ ‌so.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌thirty-five‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌‌from‌ ‌the‌ ‌appropriate‌‌                           
school‌ ‌above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Casting‌‌Insight:‌‌This‌‌ability‌‌allows‌‌the‌‌caster‌‌to‌‌roll‌‌twice‌‌to‌‌determine‌‌the‌‌success‌‌chance‌‌of‌‌                               
their‌ ‌Ritual.‌ ‌The‌‌caster‌‌can‌‌then‌‌choose‌‌whichever‌‌die‌‌roll‌‌result‌‌they‌‌prefer‌‌of‌‌the‌‌two.‌‌These‌‌                                 
results‌ ‌are‌ ‌taken‌ ‌before‌ ‌any‌ ‌other‌ ‌Manipulations‌ ‌or‌ ‌‌High‌ ‌Magic‌‌ ‌abilities‌ ‌are‌ ‌used.‌ ‌ 

This‌ ‌ability‌ ‌may‌ ‌only‌ ‌be‌ ‌purchased‌ ‌once‌ ‌per‌ ‌Ritual.‌ ‌ 

The‌ ‌caster‌ ‌must‌ ‌have‌ ‌forty‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌in‌ ‌Formal‌ ‌Magic‌ ‌‌from‌ ‌the‌ ‌appropriate‌ ‌school‌‌                             
above‌ ‌the‌ ‌difficulty‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌be‌ ‌cast.‌ ‌ 

Scroll‌ ‌Mastery‌ ‌ 
Passive‌ ‌ 

Until‌‌the‌‌next‌‌LP,‌‌this‌‌character‌‌may‌‌read‌‌a‌‌Battle‌‌Magic‌‌Scroll‌‌(which‌‌they‌‌would‌‌normally‌‌be‌‌                                 
able‌‌to‌‌cast)‌‌with‌‌the‌‌incant‌‌of‌‌a‌‌lower-level‌‌spell‌‌and‌‌utilize‌‌the‌‌incanted‌‌effect‌‌by‌‌expending‌‌                                 
the‌ ‌original‌ ‌Scroll.‌ ‌The‌ ‌chosen‌ ‌spell‌ ‌must‌ ‌both‌ ‌be‌ ‌Scrollable‌ ‌and‌ ‌be‌ ‌in‌ ‌a‌ ‌Spellbook‌ ‌on‌ ‌the‌‌                                 
character’s‌ ‌person.‌ ‌ 

Spell‌ ‌Augmentation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

This‌ ‌augmentation‌ ‌changes‌ ‌the‌ ‌verbal‌ ‌required‌ ‌to‌ ‌deliver‌ ‌a‌ ‌single‌ ‌spell,‌ ‌which‌ ‌can‌ ‌now‌ ‌be‌‌                             
delivered‌‌as‌‌“Spell‌‌<spell‌‌name>”,‌‌following‌‌all‌‌effects‌‌and‌‌deliveries‌‌rules.‌‌This‌‌may‌‌be‌‌used‌‌to‌‌                               
deliver‌ ‌a‌ ‌spell‌ ‌while‌ ‌under‌ ‌a‌ ‌‌Silence‌.‌ ‌This‌ ‌may‌ ‌be‌ ‌used‌ ‌on‌ ‌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.‌ ‌The‌ ‌Ritual‌ ‌Scroll‌ ‌itself‌ ‌must‌‌be‌‌studied‌‌when‌‌preparing‌‌                           
this‌ ‌‌High‌ ‌Magic‌ ‌just‌ ‌as‌ ‌a‌ ‌spell‌ ‌caster‌ ‌would‌ ‌study‌ ‌battle‌‌magic‌‌spells.‌‌Like‌‌Spellbooks,‌‌Ritual‌‌                               
Scrolls‌ ‌are‌ ‌not‌ ‌consumed‌ ‌after‌ ‌studying‌ ‌for‌ ‌‌Spellcrafting‌ ‌‌(some‌ ‌Ritual‌ ‌Scrolls‌ ‌may‌ ‌have‌‌                         
exceptions‌ ‌to‌ ‌this).‌ ‌ 

At‌‌Logistics‌‌or‌‌a‌‌Crafting‌‌Station,‌‌the‌‌caster‌‌hands‌‌in‌‌the‌‌required‌‌Reagents‌‌as‌‌specified‌‌on‌‌the‌‌                                 
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Ritual‌ ‌Scroll.‌ ‌The‌ ‌caster‌ ‌must‌ ‌also‌ ‌give‌ ‌the‌ ‌Ritual‌ ‌Scroll‌‌over‌‌to‌‌verify‌‌that‌‌the‌‌Ritual‌‌Scroll‌‌is‌‌                                   
valid.‌ ‌The‌ ‌player‌ ‌will‌ ‌then‌ ‌be‌ ‌given‌‌a‌‌‌Spellcrafting‌‌Tag‌.‌‌This‌‌Tag‌‌states‌‌the‌‌Ritual‌‌studied,‌‌the‌‌                                 
caster’s‌‌name,‌‌and‌‌the‌‌current‌‌LP‌‌(Friday,‌‌Saturday,‌‌etc.).‌‌The‌‌caster‌‌then‌‌has‌‌until‌‌the‌‌end‌‌of‌‌                                 
the‌‌LP‌‌written‌‌on‌‌the‌‌Tag‌‌to‌‌invoke‌‌the‌‌Ritual.‌‌If‌‌the‌‌player‌‌does‌‌not‌‌use‌‌their‌‌‌Spellcraft‌‌‌before‌‌                                     
it‌ ‌expires,‌ ‌the‌ ‌ability‌ ‌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>.”‌ ‌ 

When‌ ‌casting,‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌must‌ ‌be‌ ‌in‌ ‌the‌ ‌hands‌ ‌of‌ ‌the‌ ‌caster‌ ‌and‌ ‌a‌ ‌Packet‌ ‌must‌ ‌be‌‌                                   
touched‌‌to‌‌the‌‌Ritual‌‌Scroll‌‌before‌‌it‌‌is‌‌used.‌‌All‌‌‌Spellcrafted‌‌‌Rituals‌‌must‌‌be‌‌Touch-Cast‌‌onto‌‌a‌‌                                 
valid‌ ‌target.‌ ‌If‌ ‌that‌ ‌target‌ ‌has‌ ‌a‌ ‌Spirit,‌ ‌the‌ ‌individual‌ ‌must‌ ‌state‌ ‌“Accept”‌ ‌or‌ ‌“Refuse.”‌‌                             
Spellcrafted‌ ‌‌Rituals‌ ‌are‌ ‌treated‌ ‌as‌ ‌Battle‌ ‌Magic‌ ‌spells‌ ‌in‌ ‌all‌ ‌other‌ ‌ways.‌ ‌ 

Any‌‌special‌‌rules‌‌for‌‌casting‌‌specified‌‌in‌‌the‌‌description‌‌of‌‌the‌‌effect‌‌must‌‌be‌‌followed‌‌for‌‌the‌‌                                 
Spellcrafting‌‌‌to‌‌be‌‌successful.‌‌For‌‌example,‌‌in‌‌order‌‌to‌‌Invest‌‌someone‌‌in‌‌a‌‌‌Circle‌‌of‌‌Power,‌‌the‌‌                                 
caster‌ ‌must‌ ‌already‌ ‌be‌ ‌Invested‌ ‌and‌ ‌the‌ ‌caster‌ ‌and‌ ‌the‌ ‌recipient‌ ‌must‌ ‌be‌ ‌in‌ ‌that‌ ‌‌Circle‌ ‌of‌‌                                 
Power.‌ ‌ 

Spellcrafted‌‌‌Rituals‌‌generally‌‌expire‌‌after‌‌five‌‌days.‌‌‌Spellcrafted‌‌‌Rituals‌‌cannot‌‌be‌‌extended‌‌in‌‌                         
any‌ ‌way.‌ ‌ 

The‌‌recipient‌‌of‌‌a‌‌‌Spellcrafted‌‌‌Ritual‌‌must‌‌carry‌‌the‌‌Tag‌‌throughout‌‌the‌‌duration‌‌of‌‌the‌‌Ritual.‌‌                               
The‌ ‌Ritual‌ ‌ends‌ ‌if‌ ‌the‌ ‌person‌ ‌Resurrects‌ ‌(unless‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌of‌ ‌the‌‌Spirit‌‌Type),‌‌the‌‌duration‌‌                                 
expires‌ ‌naturally,‌ ‌the‌ ‌recipient‌ ‌receives‌ ‌a‌ ‌subsequent‌ ‌spellcrafted‌ ‌Ritual,‌ ‌or‌ ‌the‌ ‌‌Spellcrafting‌‌                       
Tag‌‌is‌‌lost.‌‌If‌‌a‌‌Ritual‌‌casting‌‌is‌‌placed‌‌on‌‌a‌‌recipient‌‌who‌‌has‌‌already‌‌received‌‌a‌‌spellcrafted‌‌                                   
Ritual,‌‌the‌‌spellcrafted‌‌Ritual‌‌immediately‌‌expires.‌‌Only‌‌the‌‌most‌‌recently‌‌spellcrafted‌‌Ritual‌‌is‌‌                         
active‌ ‌on‌ ‌an‌ ‌individual‌ ‌recipient.‌ ‌ 

If‌‌a‌‌person‌‌is‌‌‌Spellcrafting‌‌‌a‌‌Ritual‌‌that‌‌stores‌‌a‌‌spell‌‌or‌‌ability,‌‌then‌‌a‌‌person‌‌with‌‌the‌‌ability‌‌                                     
to‌ ‌use‌ ‌that‌ ‌ability‌ ‌or‌ ‌cast‌ ‌that‌ ‌Ritual‌ ‌must,‌ ‌immediately‌ ‌after‌ ‌the‌ ‌‌Spellcrafting‌,‌ ‌touch‌ ‌the‌‌                             
recipient‌‌and‌‌declare‌‌the‌‌name‌‌of‌‌the‌‌spell‌‌or‌‌ability‌‌to‌‌be‌‌stored.‌‌The‌‌recipient‌‌is‌‌not‌‌affected‌‌                                   
by‌‌the‌‌spell‌‌or‌‌Ritual‌‌being‌‌stored.‌‌The‌‌spell‌‌or‌‌ability‌‌used‌‌should‌‌be‌‌noted‌‌on‌‌the‌‌‌Spellcrafting‌‌                                   
Tag‌‌ ‌when‌ ‌it‌ ‌is‌ ‌handed‌ ‌to‌ ‌the‌ ‌recipient.‌ ‌ 

If‌‌the‌‌casting‌‌is‌‌successful,‌‌it‌‌can‌‌take‌‌up‌‌to‌‌one‌‌hour‌‌for‌‌a‌‌summoned‌‌or‌‌created‌‌creature‌‌to‌‌                                     
appear.‌ ‌The‌ ‌‌Spellcrafted‌ ‌‌Ritual‌ ‌does‌ ‌not‌ ‌start‌ ‌its‌ ‌duration‌ ‌until‌ ‌the‌ ‌Cast‌ ‌comes‌ ‌IG.‌ ‌When‌‌                             
casting‌ ‌a‌ ‌‌Spellcrafted‌ ‌‌Ritual‌ ‌that‌ ‌lasts‌ ‌one‌ ‌hour‌ ‌or‌ ‌less,‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌is‌ ‌consumed‌ ‌and‌‌                               
should‌ ‌be‌ ‌immediately‌ ‌torn‌ ‌in‌ ‌half‌ ‌and‌ ‌given‌ ‌to‌ ‌the‌ ‌Crafting‌ ‌Marshal.‌ ‌ 
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When‌ ‌‌Spellcrafting‌ ‌‌an‌ ‌item,‌ ‌the‌ ‌caster‌ ‌must‌ ‌attach‌ ‌the‌ ‌‌Spellcrafting‌ ‌Tag‌ ‌to‌ ‌any‌ ‌item‌ ‌upon‌‌                             
which‌‌a‌‌Ritual‌‌is‌‌cast.‌‌The‌‌Ritual‌‌expires‌‌if‌‌the‌‌item‌‌is‌‌destroyed,‌‌the‌‌‌Spellcraft‌‌‌duration‌‌expires‌‌                                 
naturally,‌‌or‌‌the‌‌‌Spellcrafting‌‌Tag‌‌is‌‌lost.‌‌Only‌‌the‌‌most‌‌recently‌‌spellcrafted‌‌Ritual‌‌is‌‌active‌‌on‌‌                               
an‌ ‌item.‌ ‌ 

Any‌ ‌Rituals‌ ‌that‌ ‌summon,‌ ‌create,‌ ‌or‌ ‌animate‌ ‌creatures‌‌require‌‌Plot‌‌approval‌‌before‌‌they‌‌can‌‌                           
be‌ ‌cast‌ ‌and‌‌the‌‌casting‌‌will‌‌consume‌‌the‌‌Ritual‌‌Scroll.‌‌This‌‌ensures‌‌that‌‌Cast‌‌and‌‌appropriate‌‌                               
Monster‌ ‌Cards‌ ‌are‌ ‌available.‌ ‌ 

The‌‌Plot‌‌Team‌‌may‌‌decide‌‌that‌‌a‌‌spellcrafted‌‌Ritual‌‌automatically‌‌fails‌‌if‌‌Cast‌‌and/or‌‌Monster‌‌                             
Cards‌‌are‌‌not‌‌available‌‌at‌‌the‌‌time‌‌of‌‌casting.‌‌Under‌‌that‌‌circumstance,‌‌the‌‌Ritual‌‌Scroll‌‌should‌‌                               
not‌‌be‌‌consumed‌‌and‌‌the‌‌Plot‌‌Team‌‌and‌‌the‌‌caster‌‌should‌‌work‌‌out‌‌a‌‌more‌‌convenient‌‌time‌‌for‌‌                                   
the‌ ‌invocation‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 

Players‌ ‌who‌ ‌are‌ ‌to‌ ‌roleplay‌ ‌the‌ ‌summoned,‌ ‌animated‌ ‌or‌ ‌created‌ ‌creatures‌ ‌need‌ ‌to‌ ‌see‌ ‌a‌‌                             
member‌‌of‌‌the‌‌Plot‌‌Team‌‌prior‌‌to‌‌entering‌‌the‌‌game‌‌to‌‌establish‌‌the‌‌creature’s‌‌personality‌‌and‌‌                               
reactions.‌ ‌ 

When‌ ‌creating‌ ‌Undead,‌ ‌a‌ ‌Plot-approved‌ ‌graveyard‌ ‌is‌ ‌the‌ ‌only‌ ‌proper‌ ‌recipient‌ ‌of‌ ‌the‌‌Ritual.‌‌                           
Undead‌ ‌creation‌ ‌may‌‌also‌‌involve‌‌the‌‌consumption‌‌of‌‌some‌‌coins.‌‌Any‌‌such‌‌requirements‌‌are‌‌                           
listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

Storm‌ ‌Augmentation‌ ‌ 
Times‌ ‌Ever‌ ‌ 

The‌ ‌caster‌ ‌may‌ ‌trigger‌ ‌one‌ ‌(and‌ ‌only‌ ‌one)‌ ‌of‌ ‌this‌ ‌‌High‌ ‌Magic‌ ‌ability‌ ‌when‌ ‌casting‌ ‌a‌ ‌Storm‌‌                                 
spell.‌ ‌This‌ ‌augmentation‌ ‌allows‌ ‌the‌ ‌caster‌ ‌to‌ ‌move‌ ‌during‌ ‌that‌Storm‌ ‌‌spell‌ ‌(though‌ ‌they‌ ‌still‌‌                             
must‌ ‌follow‌ ‌all‌ ‌other‌ ‌Concentration‌ ‌Duration‌ ‌requirements).‌ ‌The‌ ‌caster‌ ‌will‌ ‌also‌ ‌gain‌ ‌5‌‌                         
additional‌ ‌Packets‌ ‌to‌‌throw‌‌during‌‌the‌‌‌Storm‌.‌‌Other‌‌types‌‌of‌‌Augmentations‌‌(such‌‌as‌‌Spell‌‌or‌‌                             
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,‌‌if‌‌                               
they‌ ‌cast‌ ‌9th‌ ‌level‌ ‌spells‌ ‌(the‌ ‌prerequisite‌ ‌for‌ ‌‌Formal‌ ‌Magic‌).‌ ‌To‌ ‌utilize‌ ‌Ritual‌ ‌Scrolls‌ ‌to‌ ‌their‌‌                               
fullest‌ ‌potential,‌ ‌a‌ ‌firm‌ ‌knowledge‌ ‌of‌ ‌how‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌‌spell‌ ‌can‌ ‌be‌ ‌used‌ ‌is‌ ‌needed.‌‌                                 
Every‌‌rank‌‌a‌‌character‌‌has‌‌of‌‌Formal‌‌Magic‌‌can‌‌give‌‌them‌‌an‌‌increased‌‌chance‌‌of‌‌success‌‌for‌‌                                 
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all‌‌Rituals‌‌cast‌‌during‌‌that‌‌LP.‌‌‌Formal‌‌Magic‌‌‌is‌‌not‌‌used‌‌up‌‌when‌‌a‌‌Ritual‌‌is‌‌cast,‌‌it‌‌is‌‌available‌‌                                       
for‌ ‌all‌ ‌Rituals‌ ‌cast‌ ‌until‌ ‌the‌ ‌next‌ ‌LP‌ ‌starts.‌ ‌ 

The‌‌‌Formal‌‌Magic‌‌system‌‌is‌‌there‌‌to‌‌provide‌‌and‌‌increase‌‌the‌‌potential‌‌for‌‌fun‌‌and‌‌excitement‌‌                               
for‌ ‌the‌ ‌players. This‌ ‌system‌ ‌is‌ ‌not‌ ‌intended‌ ‌to‌ ‌be‌ ‌used‌ ‌to‌ ‌break,‌ ‌unbalance,‌ ‌or‌ ‌destroy‌ ‌a‌‌                               
REFUGE‌ ‌LARP‌ ‌game.‌ ‌Staff‌ ‌and‌ ‌Ritual‌ ‌Marshals‌ ‌have‌ ‌final‌ ‌say‌ ‌regarding‌ ‌the‌ ‌results‌ ‌of‌ ‌all‌‌                             
Rituals‌ ‌and‌ ‌their‌ ‌outcomes,‌ ‌especially‌ ‌if‌ ‌there‌ ‌is‌ ‌a‌ ‌disagreement‌ ‌regarding‌ ‌the‌ ‌rules.‌‌Players‌‌                           
who‌ ‌forcefully‌ ‌dispute‌ ‌Staff‌ ‌and‌ ‌Ritual‌ ‌Marshal‌ ‌interpretations‌ ‌of‌ ‌the‌ ‌‌Formal‌ ‌Magic‌ ‌‌Rituals‌‌                         
rules‌ ‌may‌ ‌have‌ ‌this‌ ‌Skill‌ ‌and‌ ‌permission‌ ‌to‌ ‌regain‌ ‌it‌ ‌removed.‌‌ ‌  

This‌ ‌part‌ ‌of‌ ‌the‌ ‌game‌ ‌system‌ ‌is‌ ‌designed‌ ‌to‌ ‌empower‌ ‌flavorful‌ ‌storytelling‌ ‌and‌ ‌includes‌‌                           
purposeful‌ ‌variability‌ ‌in‌ ‌outcomes,‌ ‌so‌ ‌please‌ ‌prioritize‌ ‌working‌ ‌‌with‌‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌ 

Aspects‌ ‌ 
Battle‌ ‌Magic‌ ‌(the‌ ‌magic‌ ‌cast‌ ‌by‌ ‌spell-casters‌ ‌who‌ ‌have‌ ‌not‌ ‌yet‌ ‌mastered‌ ‌Formal‌ ‌Magic‌)‌ ‌is‌‌                             
separated‌ ‌into‌ ‌three‌ ‌Aspects:‌ ‌Celestial,‌ ‌Earth,‌ ‌and‌ ‌the‌ ‌perversion‌ ‌of‌ ‌Earth‌ ‌Magic‌ ‌known‌ ‌as‌‌                           
Necromancy.‌ ‌A‌ ‌spellcaster‌ ‌focuses‌ ‌the‌‌raw‌‌elements‌‌of‌‌magic‌‌into‌‌a‌‌specific,‌‌understandable‌‌                         
Aspect,‌ ‌which‌ ‌produces‌ ‌a‌ ‌specific‌ ‌effect.‌ ‌ 

Similarly,‌‌when‌‌casting‌‌a‌‌Ritual,‌‌an‌‌effect‌‌will‌‌always‌‌come‌‌out‌‌as‌‌one‌‌of‌‌these‌‌three‌‌Aspects.‌‌                                 
There‌‌are‌‌many‌‌Ritual‌‌Scrolls‌‌which‌‌are‌‌written‌‌as‌‌General‌‌Aspect,‌‌which‌‌means‌‌that‌‌the‌‌Ritual‌‌                               
will‌ ‌take‌ ‌on‌ ‌the‌ ‌Aspect‌ ‌of‌ ‌the‌ ‌caster‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting.‌ ‌ 

Each‌ ‌purchase‌ ‌of‌ ‌Formal‌ ‌Magic‌ ‌is‌ ‌identified‌ ‌with‌ ‌a‌ ‌specific‌ ‌Aspect:‌ ‌either‌ ‌Celestial‌ ‌or‌ ‌Earth‌‌                             
depending‌ ‌on‌ ‌the‌ ‌‌High‌ ‌Magic‌ ‌used‌ ‌to‌ ‌purchase‌ ‌it.‌ ‌Earth‌ ‌‌Formal‌ ‌Magic‌ ‌is‌ ‌used‌ ‌to‌ ‌cast‌ ‌both‌‌                                 
Earth‌ ‌and‌ ‌Necromancy‌ ‌Aspected‌ ‌Rituals.‌ ‌ 

Some‌ ‌General‌ ‌Aspect‌ ‌Rituals‌ ‌affect‌ ‌the‌ ‌performance‌ ‌of‌ ‌other‌ ‌Rituals‌ ‌(for‌ ‌example,‌ ‌by‌‌                         
extending‌ ‌the‌ ‌other‌ ‌Rituals’‌ ‌duration).‌ ‌Upon‌ ‌casting,‌ ‌the‌ ‌caster‌ ‌must‌ ‌decide‌ ‌which‌‌Aspect‌‌of‌‌                           
other‌ ‌Rituals‌ ‌shall‌ ‌be‌ ‌affected.‌ ‌If‌ ‌the‌ ‌caster‌ ‌chooses‌ ‌an‌ ‌Earth‌ ‌Aspect,‌ ‌for‌ ‌example,‌ ‌any‌‌                             
Celestial‌ ‌Aspect‌ ‌Rituals‌ ‌within‌ ‌the‌ ‌Ritual’s‌ ‌area‌ ‌of‌ ‌effect‌ ‌will‌ ‌not‌ ‌be‌ ‌affected.‌ ‌If‌ ‌the‌ ‌caster‌‌                               
chooses‌ ‌to‌ ‌affect‌ ‌Earth‌ ‌Aspected‌ ‌Rituals,‌ ‌Necromantic‌ ‌Rituals‌ ‌will‌ ‌also‌ ‌be‌ ‌affected.‌ ‌ 

Necromantic‌‌Aspected‌‌Rituals‌‌are‌‌visually‌‌recognizable‌‌as‌‌Necromantic,‌‌even‌‌if‌‌the‌‌invocation‌‌                       
does‌ ‌not‌ ‌use‌ ‌the‌ ‌word‌ ‌Chaos.‌ ‌Any‌ ‌individual‌ ‌observing‌ ‌a‌ ‌Ritual‌ ‌may‌ ‌ask‌ ‌the‌ ‌OOG‌ ‌question,‌‌                               
“Does‌‌this‌‌Ritual‌‌look‌‌Necromantic?”‌‌The‌‌Ritual‌‌Marshal‌‌should‌‌answer‌‌“yes”‌‌or‌‌“no”‌‌and‌‌may‌‌                             
provide‌‌an‌‌IG‌‌description‌‌such‌‌as‌‌“Foul,‌‌corrupted‌‌flows‌‌of‌‌energy‌‌can‌‌be‌‌seen‌‌swirling‌‌within‌‌                               
the‌ ‌Circle‌ ‌of‌ ‌Power.‌”‌ ‌Disguised‌ ‌magic‌ ‌prevents‌ ‌this.‌ ‌All‌ ‌items‌ ‌that‌ ‌are‌ ‌created‌ ‌using‌ ‌a‌‌                             
Necromantic‌ ‌Aspect‌ ‌are‌ ‌given‌ ‌Earth‌ ‌Aspect‌ ‌Tags.‌ ‌ 

‌ ‌   
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Ritual‌ ‌Scrolls‌ ‌ 
All‌ ‌formal‌ ‌magic‌ ‌requires‌ ‌a‌ ‌Ritual‌ ‌Scroll,‌ ‌which‌ ‌contains‌ ‌the‌ ‌description,‌ ‌directions,‌ ‌and‌‌                         
limitations‌‌for‌‌the‌‌specific‌‌Ritual.‌‌The‌‌Ritual‌‌Scroll‌‌will‌‌typically‌‌appear‌‌in‌‌a‌‌page‌‌protector‌‌that‌‌                               
can‌ ‌be‌ ‌easily‌ ‌inserted‌ ‌into‌ ‌a‌ ‌notebook‌ ‌for‌ ‌player‌ ‌convenience.‌ ‌A‌‌Ritual‌‌Scroll‌‌may‌‌constitute‌‌                             
several‌ ‌pieces‌ ‌of‌ ‌paper‌ ‌with‌ ‌a‌ ‌coded‌ ‌top‌ ‌sheet‌ ‌that‌ ‌prevents‌ ‌people‌‌without‌‌the‌‌‌High‌‌Magic‌‌                               
Skill‌ ‌from‌ ‌reading‌ ‌it.‌ ‌Players‌ ‌should‌‌not‌‌look‌‌into‌‌the‌‌Ritual‌‌Scroll‌‌sheets‌‌within‌‌the‌‌laminated‌‌                               
pouch‌ ‌unless‌ ‌they‌ ‌possess‌ ‌the‌ ‌Skill‌ ‌‌High‌ ‌Magic.‌ ‌ 

Although‌‌Ritual‌‌Scrolls‌‌do‌‌not‌‌expire,‌‌almost‌‌all‌‌Ritual‌‌Scrolls‌‌are‌‌consumed‌‌immediately‌‌after‌‌                           
use.‌‌Those‌‌that‌‌do‌‌not‌‌will‌‌be‌‌so‌‌noted‌‌on‌‌the‌‌Ritual‌‌Scroll.‌‌After‌‌a‌‌casting‌‌has‌‌completed,‌‌the‌‌                                     
Ritual‌‌Marshal‌‌will‌‌take‌‌the‌‌Ritual‌‌Scroll‌‌to‌‌Logistics‌‌to‌‌verify‌‌its‌‌validity.‌‌The‌‌use‌‌of‌‌an‌‌invalid‌‌                                   
Ritual‌ ‌Scroll‌ ‌will‌ ‌cause‌ ‌a‌ ‌Ritual‌ ‌to‌ ‌immediately‌‌fail‌‌and‌‌may‌‌subject‌‌the‌‌caster‌‌to‌‌disciplinary‌‌                               
proceedings.‌ ‌ 

All‌‌Ritual‌‌Scrolls‌‌are‌‌for‌‌use‌‌in‌‌the‌‌local‌‌Chapter‌‌and‌‌Campaign‌‌only.‌‌The‌‌use‌‌of‌‌a‌‌Ritual‌‌Scroll‌‌                                     
outside‌‌its‌‌Chapter‌‌of‌‌origin‌‌is‌‌strictly‌‌forbidden‌‌to‌‌ensure‌‌that‌‌a‌‌Chapter‌‌can‌‌properly‌‌validate‌‌                               
its‌ ‌own‌ ‌Ritual‌ ‌Scrolls‌ ‌as‌ ‌genuine.‌ ‌The‌ ‌only‌ ‌exceptions‌ ‌come‌ ‌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 ‌refer‌‌to‌‌the‌‌description‌‌of‌‌the‌‌effect,‌‌rather‌‌than‌‌just‌‌the‌‌name.‌‌For‌‌example,‌‌a‌‌                                 
Conjuration‌‌Ritual‌‌Scroll‌‌might‌‌conjure‌‌any‌‌type‌‌of‌‌elemental,‌‌even‌‌if‌‌the‌‌Ritual‌‌name‌‌says‌‌only‌‌                               
Summoning.‌ ‌ 

Aspect:‌ ‌‌This‌ ‌lists‌ ‌whether‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌general,‌ ‌Celestial,‌ ‌Earth,‌ ‌or‌ ‌Necromancy.‌ ‌ 

Difficulty‌ ‌Rating:‌ ‌Unmodified,‌ ‌this‌ ‌number‌ ‌represents‌ ‌how‌ ‌difficult‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌to‌ ‌cast.‌‌This‌‌                           
number‌ ‌might‌ ‌be‌ ‌adjusted‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌casting‌ ‌by‌ ‌the‌ ‌actions‌ ‌of‌‌the‌‌Ritual‌‌caster‌‌or‌‌other‌‌                                   
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.‌ ‌ 
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Ritual‌ ‌Target:‌ ‌‌This‌ ‌defines‌ ‌what‌ ‌the‌ ‌Ritual‌ ‌can‌ ‌legally‌ ‌be‌ ‌cast‌ ‌on.‌‌ ‌  
● Spirit‌ ‌‌Rituals‌ ‌can‌‌be‌‌cast‌‌on‌‌anyone‌‌with‌‌a‌‌Spirit;‌‌these‌‌Rituals‌‌will‌‌survive‌‌the‌‌target’s‌‌                               

Resurrection.‌‌ ‌  
● Body‌ ‌‌Rituals‌ ‌can‌ ‌be‌ ‌cast‌ ‌on‌ ‌anyone‌ ‌with‌ ‌a‌ ‌Spirit‌ ‌but‌ ‌affects‌ ‌only‌ ‌their‌ ‌physical‌ ‌body,‌‌                               

which‌ ‌means‌ ‌that‌ ‌these‌ ‌Rituals‌ ‌will‌ ‌go‌ ‌away‌ ‌if‌ ‌the‌ ‌target‌ ‌Resurrects.‌‌ ‌  
● Item‌‌‌Rituals‌‌can‌‌be‌‌placed‌‌on‌‌any‌‌physical‌‌item‌‌(but‌‌not‌‌a‌‌person);‌‌many‌‌Item-targeted‌‌                             

Rituals‌ ‌will‌ ‌specify‌ ‌one‌ ‌or‌ ‌more‌ ‌specific‌ ‌types‌ ‌of‌ ‌Item‌ ‌on‌ ‌which‌ ‌they‌ ‌may‌ ‌be‌ ‌cast.‌‌ ‌  
● Location‌ ‌‌Rituals‌ ‌must‌ ‌be‌ ‌cast‌ ‌on‌ ‌a‌ ‌specific‌ ‌location;‌ ‌staff‌‌members‌‌must‌‌approve‌‌any‌‌                           

adjustments‌ ‌to‌ ‌the‌ ‌location‌ ‌of‌ ‌a‌‌Ritually‌‌active‌‌area‌‌(such‌‌as‌‌the‌‌location‌‌of‌‌a‌‌Healer’s‌‌                               
Guild‌‌Circle)‌‌due‌‌to‌‌OOG‌‌concerns.‌‌For‌‌instance,‌‌if‌‌a‌‌cabin‌‌assignment‌‌must‌‌be‌‌changed‌‌                             
due‌ ‌to‌ ‌OOG‌ ‌considerations,‌ ‌Rituals‌ ‌cast‌ ‌on‌ ‌the‌ ‌cabin‌ ‌should‌ ‌transfer‌ ‌to‌ ‌the‌ ‌new‌‌                           
assignment.‌‌ ‌  

Note‌‌that‌‌no‌‌single‌‌target‌‌may‌‌ever‌‌have‌‌more‌‌than‌‌20‌‌Rituals‌‌on‌‌it‌‌at‌‌a‌‌time.‌‌If‌‌an‌‌additional‌‌                                       
Ritual‌‌is‌‌attempted‌‌on‌‌such‌‌a‌‌target,‌‌the‌‌target‌‌is‌‌considered‌‌invalid‌‌with‌‌all‌‌the‌‌penalties‌‌that‌‌                                 
implies.‌ ‌ 

Duration:‌‌ ‌Each‌ ‌Ritual‌ ‌has‌ ‌a‌ ‌specific‌ ‌duration‌ ‌listed‌ ‌from‌ ‌the‌ ‌following‌ ‌list:‌ ‌ 
● Instantaneous:‌‌ ‌the‌ ‌effect‌ ‌occurs‌ ‌immediately‌ ‌after‌ ‌casting‌ ‌and‌ ‌then‌ ‌ceases.‌‌ ‌  
● Times‌ ‌Ever:‌ ‌The‌ ‌effect‌‌is‌‌in‌‌abeyance‌‌until‌‌invoked,‌‌according‌‌to‌‌the‌‌description‌‌of‌‌the‌‌                             

effect.‌ ‌Once‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌been‌ ‌activated,‌ ‌it‌ ‌is‌ ‌used‌ ‌up‌ ‌and‌ ‌will‌ ‌not‌ ‌return.‌‌ ‌  
● One‌ ‌Hour/Five‌ ‌Days/Special:‌ ‌‌The‌ ‌effect‌ ‌lasts‌ ‌a‌ ‌specific‌ ‌defined‌ ‌duration‌ ‌from‌ ‌the‌‌                       

casting‌ ‌of‌ ‌the‌ ‌Ritual,‌ ‌as‌ ‌described‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌‌ ‌  
● <Number>‌‌Logistics‌‌Periods:‌‌‌The‌‌Ritual‌‌will‌‌last‌‌a‌‌certain‌‌number‌‌of‌‌LPs.‌‌When‌‌brought‌‌                           

to‌‌an‌‌event,‌‌it‌‌will‌‌be‌‌marked‌‌down‌‌for‌‌each‌‌LP‌‌of‌‌the‌‌event.‌‌Once‌‌all‌‌LPs‌‌are‌‌marked‌‌off,‌‌                                       
the‌ ‌Ritual‌ ‌fades‌ ‌and‌ ‌disappears.‌‌ ‌  

● Permanent:‌ ‌‌Permanent‌ ‌Rituals‌ ‌last‌ ‌until‌ ‌the‌ ‌item,‌ ‌body‌ ‌or‌ ‌Spirit‌ ‌is‌ ‌destroyed‌ ‌or‌ ‌other‌‌                           
specified‌ ‌criteria‌ ‌occurs.‌ ‌ 

Casting‌‌Time:‌‌‌If‌‌no‌‌casting‌‌time‌‌is‌‌listed‌‌on‌‌the‌‌Ritual‌‌Scroll,‌‌the‌‌casting‌‌time‌‌is‌‌five‌‌minutes.‌‌                                   
No‌‌Ritual‌‌will‌‌have‌‌a‌‌casting‌‌time‌‌exceeding‌‌one‌‌hour.‌‌Ritual‌‌Scrolls‌‌with‌‌a‌‌casting‌‌time‌‌of‌‌one‌‌                                   
hour‌‌are‌‌rare‌‌and‌‌are‌‌usually‌‌that‌‌long‌‌in‌‌order‌‌to‌‌give‌‌other‌‌players‌‌enough‌‌time‌‌to‌‌attempt‌‌to‌‌                                     
stop‌ ‌its‌ ‌invocation.‌ ‌ 

Some‌ ‌Rituals‌ ‌refer‌ ‌to‌ ‌a‌ ‌Batch‌ ‌of‌ ‌Rituals.‌ ‌This‌ ‌is‌ ‌defined‌ ‌by‌ ‌the‌‌character‌‌casting‌‌the‌‌Rituals,‌‌                                 
which‌‌must‌‌all‌‌be‌‌of‌‌the‌‌same‌‌Aspect‌‌and‌‌cast‌‌no‌‌more‌‌than‌‌five‌‌minutes‌‌apart.‌‌If‌‌more‌‌than‌‌                                     
five‌‌minutes‌‌passes‌‌between‌‌Rituals‌‌intended‌‌to‌‌be‌‌part‌‌of‌‌the‌‌same‌‌Batch,‌‌the‌‌Batch‌‌is‌‌closed‌‌                                 
and‌ ‌a‌ ‌new‌ ‌Batch‌ ‌must‌ ‌be‌ ‌started.‌ ‌ 

Extension‌‌Rituals‌‌may‌‌be‌‌cast‌‌at‌‌any‌‌time‌‌during‌‌the‌‌Ritual‌‌Batch.‌‌If‌‌an‌‌extender‌‌is‌‌cast‌‌as‌‌the‌‌                                     
last‌‌Ritual‌‌in‌‌a‌‌Batch,‌‌the‌‌Difficulty/Reagent‌‌Cost‌‌is‌‌calculated‌‌off‌‌of‌‌the‌‌previous‌‌Rituals‌‌which‌‌                               
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were‌‌successful‌‌and‌‌on‌‌the‌‌item.‌‌If‌‌an‌‌Extension‌‌Ritual‌‌is‌‌cast‌‌at‌‌the‌‌beginning‌‌or‌‌any‌‌time‌‌in‌‌a‌‌                                       
Batch‌‌other‌‌than‌‌as‌‌the‌‌last‌‌Ritual,‌‌the‌‌Difficulty‌‌and‌‌Reagent‌‌cost‌‌of‌‌the‌‌extender‌‌is‌‌based‌‌off‌‌                                   
the‌‌intended‌‌number‌‌of‌‌Rituals‌‌in‌‌the‌‌Batch‌‌and‌‌is‌‌not‌‌modified‌‌by‌‌failing‌‌Rituals‌‌which‌‌occur‌‌                                 
after‌ ‌the‌ ‌extender‌ ‌is‌ ‌placed.‌ ‌Once‌ ‌a‌ ‌specific‌ ‌level‌ ‌of‌ ‌difficulty‌ ‌has‌ ‌been‌ ‌chosen‌ ‌for‌ ‌the‌                               
extender,‌‌the‌‌maximum‌‌Rituals‌‌which‌‌can‌‌be‌‌affected‌‌by‌‌that‌‌extender‌‌is‌‌set‌‌for‌‌the‌‌remainder‌‌                               
of‌ ‌the‌ ‌Batch.‌ ‌ 

Ritual‌‌Instructions:‌‌‌This‌‌explains‌‌the‌‌effect‌‌of‌‌the‌‌Ritual‌‌and‌‌how‌‌Logistics‌‌will‌‌be‌‌required‌‌to‌‌                               
resolve‌ ‌the‌ ‌effect‌‌IG,‌‌as‌‌established‌‌by‌‌the‌‌Plot‌‌Team.‌‌It‌‌will‌‌also‌‌indicate‌‌if‌‌the‌‌Ritual‌‌can‌‌be‌‌                                     
Spellcrafted‌ ‌and‌ ‌whether‌ ‌the‌ ‌Ritual‌ ‌requires‌ ‌Plot‌ ‌Team‌ ‌approval‌ ‌or‌ ‌notification‌ ‌before‌‌                       
invocation.‌ ‌ 

Components:‌ ‌‌This‌ ‌identifies‌ ‌the‌ ‌specific‌ ‌Reagents‌ ‌and‌ ‌Catalysts‌ ‌required‌ ‌for‌ ‌the‌ ‌Ritual.‌‌                       
Reagents‌‌required‌‌for‌‌a‌‌specific‌‌Ritual‌‌are‌‌usually‌‌generated‌‌randomly‌‌so‌‌no‌‌two‌‌Ritual‌‌Scrolls‌‌                             
are‌‌ever‌‌identical,‌‌even‌‌if‌‌they‌‌have‌‌the‌‌same‌‌name.‌‌Even‌‌copies‌‌of‌‌a‌‌Ritual‌‌Scroll‌‌will‌‌require‌‌                                   
different‌‌components‌‌(and‌‌thus‌‌the‌‌wording‌‌on‌‌the‌‌copy‌‌will‌‌change).‌‌If‌‌a‌‌Ritual‌‌Scroll‌‌can‌‌be‌‌                                 
Spellcrafted,‌ ‌the‌ ‌Scroll‌ ‌will‌ ‌specify‌ ‌how‌ ‌many‌ ‌of‌ ‌the‌ ‌specified‌ ‌Reagents‌ ‌listed‌ ‌on‌ ‌this‌ ‌entry‌‌                             
(usually‌ ‌one‌ ‌to‌ ‌three)‌ ‌are‌ ‌required.‌ ‌ 

Failure:‌ ‌‌This‌ ‌specifies‌ ‌the‌ ‌possible‌‌Flaws‌‌and‌‌Backlashes‌‌that‌‌might‌‌occur‌‌if‌‌the‌‌casting‌‌fails.‌                             
Every‌‌Ritual‌‌Scroll‌‌has‌‌completely‌‌different‌‌Flaws‌‌and‌‌Backlashes.‌‌The‌‌Ritual‌‌Marshal‌‌will‌‌write‌‌                           
any‌ ‌long-term‌ ‌negative‌ ‌effects‌ ‌on‌ ‌the‌ ‌player’s‌ ‌Character‌ ‌Card.‌ ‌Some‌ ‌Backlashes‌ ‌and‌ ‌Flaws‌‌                         
may‌ ‌simply‌ ‌say‌ ‌“See‌ ‌Plot.”‌ ‌Others‌ ‌may‌ ‌have‌ ‌effects‌ ‌that‌ ‌will‌ ‌only‌ ‌appear‌ ‌in‌ ‌that‌ ‌Chapter.‌ ‌ 

Backlashes‌ ‌are‌ ‌always‌ ‌detrimental‌ ‌and‌ ‌may‌ ‌even‌ ‌include‌ ‌the‌ ‌caster’s‌ ‌death.‌ ‌Backlashes‌‌can‌‌                         
affect‌‌the‌‌caster,‌‌those‌‌inside‌‌the‌‌Circle‌‌during‌‌the‌‌casting,‌‌and‌‌even‌‌those‌‌watching‌‌the‌‌Ritual.‌‌                               
All‌‌possible‌‌results‌‌are‌‌printed‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌itself,‌‌so‌‌a‌‌caster‌‌knows‌‌in‌‌advance‌‌what‌‌the‌‌                                   
risks‌ ‌of‌ ‌casting‌ ‌the‌ ‌Ritual‌ ‌are.‌ ‌ 

Flaws‌‌are‌‌not‌‌always‌‌negative‌‌in‌‌nature.‌‌Sometimes‌‌a‌‌Flaw‌‌may‌‌even‌‌enhance‌‌the‌‌effect‌‌of‌‌the‌‌                                 
Ritual.‌ ‌ 

Flaws‌ ‌and‌ ‌Backlashes‌ ‌that‌ ‌affect‌ ‌a‌ ‌character‌ ‌count‌‌as‌‌targeting‌‌the‌‌character’s‌‌Spirit‌‌only‌‌if‌‌                             
the‌ ‌source‌ ‌Ritual‌ ‌were‌ ‌targeting‌ ‌a‌ ‌Spirit.‌ ‌Otherwise,‌ ‌Flaws‌ ‌and‌ ‌Backlashes‌‌are‌‌considered‌‌to‌‌                           
be‌ ‌targeting‌ ‌the‌ ‌character’s‌ ‌body.‌ ‌ 

Note‌‌that‌‌‌Destroy‌‌Magic‌‌Backlashes‌‌targeting‌‌the‌‌caster‌‌will‌‌destroy‌‌all‌‌Rituals‌‌on‌‌the‌‌caster’s‌‌                             
body‌ ‌and‌ ‌Spirit.‌ ‌ 

Ritual‌‌Levels:‌‌‌Some‌‌Rituals‌‌can‌‌be‌‌cast‌‌at‌‌multiple‌‌levels‌‌based‌‌on‌‌the‌‌choice‌‌of‌‌the‌‌caster.‌‌For‌‌                                   
example,‌ ‌an‌ ‌Arcane‌ ‌Armor‌ ‌Ritual‌ ‌can‌ ‌be‌ ‌cast‌ ‌at‌ ‌six‌ ‌different‌ ‌levels‌‌to‌‌create‌‌a‌‌suit‌‌of‌‌armor‌‌                                   
from‌ ‌5‌‌to‌‌30‌‌points.‌‌The‌‌caster‌‌must‌‌state‌‌their‌‌choice‌‌when‌‌the‌‌Ritual‌‌is‌‌started‌‌and‌‌fulfill‌‌all‌‌                                     
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requirements‌ ‌of‌ ‌the‌ ‌desired‌ ‌Ritual‌ ‌level.‌ ‌ 

Ritual‌ ‌Components‌ ‌ 
Ritual‌ ‌Components‌ ‌are‌ ‌the‌ ‌fuel‌ ‌for‌ ‌Ritual‌ ‌casting‌ ‌and‌ ‌‌Spellcrafting‌.‌ ‌A‌ ‌Ritual‌ ‌Scroll‌ ‌will‌‌                           
designate‌ ‌the‌ ‌specific‌ ‌type‌ ‌of‌ ‌Ritual‌ ‌Components‌ ‌needed.‌ ‌Substitution‌‌is‌‌not‌‌allowed.‌‌Failure‌‌                         
to‌ ‌use‌ ‌the‌ ‌exact‌ ‌Ritual‌ ‌Components‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌will‌ ‌cause‌ ‌the‌ ‌Ritual‌ ‌to‌ ‌fail!‌ ‌ 

Ritual‌‌Components‌‌are‌‌easily‌‌recognizable.‌‌A‌‌character‌‌who‌‌picks‌‌up‌‌a‌‌Ritual‌‌Component‌‌can‌‌                           
immediately‌‌see‌‌a‌‌clear‌‌and‌‌distinguishable‌‌pulsing‌‌soft‌‌glow‌‌and‌‌hear‌‌a‌‌mild‌‌hum;‌‌discerning‌‌                             
that‌ ‌it‌ ‌is‌ ‌a‌ ‌Component‌ ‌and‌ ‌it’s‌ ‌name.‌ ‌OOG,‌ ‌this‌ ‌power‌ ‌is‌ ‌typically‌ ‌represented‌ ‌by‌ ‌a‌‌popsicle‌                                 
stick‌ ‌for‌ ‌Reagents‌ ‌and‌ ‌a‌ ‌Tag‌ ‌for‌‌Catalysts‌‌that‌‌is‌‌attached‌‌to‌‌the‌‌RitualComponent‌‌phys-rep.‌‌                             
The‌ ‌popsicle‌ ‌stick‌ ‌or‌ ‌Tag‌ ‌will‌ ‌also‌ ‌express‌ ‌the‌ ‌Component’s‌ ‌name.‌‌ ‌  

After‌ ‌a‌ ‌Ritual‌ ‌has‌ ‌been‌ ‌completed,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌officiating‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌collect‌ ‌any‌‌                             
Components‌‌used‌‌and‌‌return‌‌them‌‌to‌‌Logistics‌‌for‌‌verification‌‌of‌‌authenticity‌‌this‌‌is‌‌of‌‌especial‌‌                             
importance‌ ‌for‌ ‌Catalysts.‌ ‌There‌ ‌are‌ ‌two‌ ‌types‌ ‌of‌ ‌Ritual‌ ‌Components:‌ ‌Catalysts‌ ‌and‌ ‌Reagents.‌ ‌ 

Some‌‌Rituals‌‌may‌‌require‌‌a‌‌Catalyst‌‌(or‌‌allow‌‌one‌‌for‌‌some‌‌extra‌‌power‌‌of‌‌the‌‌Ritual),‌‌which‌‌is‌‌                                   
a‌ ‌very‌ ‌rare‌ ‌component‌ ‌distributed‌ ‌with‌ ‌very‌ ‌close‌ ‌supervision‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team.‌ ‌While‌‌                           
Reagents‌ ‌are‌ ‌Universal,‌ ‌Catalysts‌ ‌may‌ ‌only‌ ‌be‌ ‌used‌ ‌in‌ ‌the‌ ‌Chapter‌ ‌in‌ ‌which‌ ‌they‌ ‌are‌‌                             
distributed‌ ‌and‌ ‌without‌ ‌Plot‌ ‌Team‌ ‌permission‌ ‌only‌ ‌in‌ ‌the‌ ‌originating‌ ‌Campaign.‌ ‌Catalysts‌‌do‌‌                         
not‌ ‌expire‌ ‌and‌ ‌are‌ ‌indestructible‌ ‌by‌ ‌non-Plot‌ ‌means‌ ‌ 

Catalysts‌‌typically‌‌have‌‌unique‌‌names‌‌such‌‌as‌‌“Essence‌‌of‌‌a‌‌Falling‌‌Star”‌‌or‌‌“Shard‌‌of‌‌a‌‌Hero’s‌‌                                 
Tomb.”‌ ‌Each‌ ‌Ritual‌ ‌that‌‌supports‌‌a‌‌Catalyst‌‌has‌‌a‌‌specific‌‌Catalyst‌‌assigned‌‌to‌‌it,‌‌designated‌‌                             
on‌ ‌the‌ ‌specific‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

There‌ ‌are‌ ‌ten‌ ‌categories‌ ‌of‌ ‌Reagents,‌ ‌although‌ ‌the‌ ‌physrep‌ ‌of‌ ‌each‌ ‌category‌ ‌may‌ ‌take‌‌                           
different‌‌forms.‌‌For‌‌example,‌‌Mugwort‌‌is‌‌a‌‌magical‌‌plant.‌‌It‌‌could‌‌come‌‌in‌‌the‌‌form‌‌of‌‌a‌‌flower‌‌                                   
or‌ ‌even‌ ‌an‌ ‌acorn.‌ ‌The‌ ‌ten‌ ‌categories‌ ‌of‌ ‌Reagents‌ ‌are:‌ ‌ 

● Cariosus:‌ ‌Cariosus‌ ‌can‌ ‌be‌ ‌found‌ ‌in‌ ‌a‌ ‌powder,‌ ‌or‌ ‌in‌ ‌greasy,‌ ‌or‌ ‌gaseous‌ ‌form‌ ‌on‌ ‌many‌‌                               
animated‌ ‌dead‌ ‌creatures.‌ ‌Called‌ ‌“the‌ ‌essence‌ ‌of‌‌unlife,”‌‌cariosus‌‌is‌‌frequently‌‌found‌‌in‌‌                         
graveyards‌ ‌and‌ ‌on‌ ‌the‌ ‌bodies‌ ‌of‌ ‌the‌ ‌Undead.‌ ‌Cariosus‌ ‌can‌ ‌be‌ ‌very‌ ‌delicate,‌ ‌and‌ ‌it‌ ‌is‌‌                               
sometimes‌ ‌even‌ ‌necessary‌ ‌to‌ ‌preserve‌ ‌the‌ ‌entire‌ ‌decaying‌ ‌limb,‌ ‌hand,‌ ‌or‌ ‌finger‌ ‌to‌‌                         
preserve‌ ‌the‌ ‌cariosus‌ ‌upon‌ ‌it.‌ ‌It‌ ‌can‌ ‌often‌ ‌be‌ ‌found‌ ‌in‌ ‌vials‌ ‌as‌ ‌a‌ ‌liquid‌ ‌or‌ ‌gas,‌ ‌as‌ ‌its‌‌                                     
states‌ ‌are‌ ‌extremely‌ ‌chaotic.‌ ‌Despite‌ ‌its‌ ‌appearance,‌ ‌cariosus‌ ‌is‌ ‌not‌ ‌innately‌‌                     
Necromantic.‌ ‌ 

● Fangtooth‌ ‌(also‌ ‌known‌ ‌as‌ ‌Bloodthorn):‌ ‌‌Fangtooth‌ ‌components‌ ‌vary‌ ‌wildly‌ ‌and‌ ‌are‌‌                     
often‌‌found‌‌from‌‌a‌‌diverse‌‌group‌‌of‌‌carnivorous‌‌creatures.‌‌Any‌‌predatory‌‌creature,‌‌even‌‌                         
the‌ ‌thorns‌ ‌of‌ ‌some‌ ‌dangerous‌ ‌plant‌ ‌life,‌ ‌can‌ ‌produce‌ ‌a‌ ‌fangtooth.‌ ‌ 
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● Flotsam‌ ‌(or‌ ‌Jetsam,‌ ‌also‌ ‌known‌ ‌as‌ ‌Hydrite):‌ ‌‌Jetsam‌ ‌is‌ ‌the‌ ‌essence‌ ‌of‌ ‌the‌ ‌ocean,‌‌                           
typically‌‌found‌‌in‌‌shells‌‌and‌‌other‌‌waterborne‌‌articles‌‌that‌‌have‌‌spent‌‌a‌‌long‌‌time‌‌in‌‌the‌‌                               
sea‌ ‌or‌ ‌beneath‌ ‌the‌ ‌water.‌ ‌ 

● Heartstone:‌ ‌‌Heartstone‌ ‌is‌ ‌typically‌ ‌associated‌ ‌with‌ ‌gems‌ ‌and‌ ‌other‌ ‌forms‌ ‌of‌ ‌rare‌‌                       
metals.‌ ‌The‌ ‌magical‌ ‌transformation‌ ‌of‌ ‌a‌ ‌gem‌ ‌or‌ ‌metal‌ ‌into‌ ‌heartstone‌ ‌is‌ ‌rare,‌ ‌making‌‌                           
these‌‌items‌‌known‌‌for‌‌their‌‌value‌‌even‌‌if‌‌they‌‌were‌‌not‌‌infused‌‌with‌‌magic.‌‌Heartstone‌‌is‌‌                               
the‌ ‌essence‌ ‌of‌ ‌the‌ ‌Earth‌ ‌itself.‌ ‌ 

● Ley‌ ‌Ore:‌ ‌This‌ ‌is‌ ‌a‌ ‌crystalline‌ ‌mix‌ ‌infused‌‌with‌‌power‌‌of‌‌Ley‌‌lines‌‌and‌‌Fey‌‌power.‌‌This‌‌is‌‌                                   
commonly‌ ‌derived‌ ‌from‌ ‌Fey‌ ‌creatures‌ ‌and‌ ‌the‌ ‌Realms‌ ‌they‌ ‌inhabit,‌ ‌but‌ ‌occasionally‌‌                       
manifests‌ ‌in‌ ‌the‌ ‌Realms‌ ‌of‌  ‌REFUGE‌ ‌as‌ ‌a‌ ‌crystallization‌ ‌of‌ ‌pure‌ ‌magical‌ ‌energy.‌ ‌ 

● Mugwort‌ ‌(also‌ ‌known‌ ‌as‌ ‌Feyring):‌ ‌Mugwort‌ ‌are‌ ‌plants‌ ‌that‌ ‌grow‌ ‌in‌ ‌natural‌ ‌settings‌‌                         
abundant‌ ‌with‌ ‌magic‌ ‌or‌‌connected‌‌with‌‌the‌‌fey‌‌world,‌‌such‌‌as‌‌near‌‌serene‌‌ponds,‌‌near‌‌                             
mushroom‌ ‌rings,‌ ‌or‌‌verdant‌‌forests.‌‌Many‌‌species‌‌often‌‌gather‌‌Mugwort‌‌for‌‌its‌‌magical‌‌                         
properties.‌‌ ‌  

● Nightshade‌ ‌(also‌ ‌known‌ ‌as‌ ‌Goblinbane):‌ ‌‌Nightshade‌ ‌is‌‌typically‌‌found‌‌in‌‌the‌‌form‌‌of‌‌                         
poisonous‌‌mushrooms‌‌cultivated‌‌on‌‌the‌‌darkest‌‌nights,‌‌within‌‌places‌‌where‌‌many‌‌living‌‌                       
creatures‌ ‌have‌ ‌died.‌ ‌One‌ ‌may‌ ‌find‌ ‌nightshade‌ ‌on‌ ‌battlefields,‌ ‌graveyards,‌ ‌or‌ ‌even‌ ‌in‌‌                         
fallow‌ ‌fields.‌ ‌Nightshade‌ ‌also‌ ‌includes‌ ‌semi-poisonous‌ ‌substances‌ ‌such‌ ‌as‌ ‌belladonna,‌‌                   
mandrake,‌ ‌and‌ ‌wolfsbane.‌ ‌ 

● Penna‌ ‌(also‌ ‌known‌ ‌as‌ ‌Windkiss):‌ ‌‌Penna‌ ‌are‌ ‌feathers‌ ‌kissed‌ ‌by‌ ‌the‌ ‌wind.‌ ‌Something‌‌                         
magical‌‌happens‌‌when‌‌the‌‌wind‌‌strikes‌‌the‌‌feathers‌‌of‌‌magical‌‌creatures,‌‌causing‌‌them‌‌                         
to‌ ‌become‌ ‌endowed‌ ‌with‌ ‌a‌ ‌mystical‌ ‌quality.‌‌Penna‌‌can‌‌be‌‌found‌‌in‌‌nearly‌‌any‌‌location‌‌                             
where‌ ‌avian‌ ‌creatures‌ ‌frequent.‌ ‌Penna‌ ‌is‌ ‌frequently‌ ‌called‌ ‌“the‌ ‌essence‌ ‌of‌ ‌the‌ ‌wind.”‌ ‌ 

● Tritora‌ ‌(also‌ ‌known‌ ‌as‌ ‌Lastember):‌ ‌‌Tritora‌ ‌is‌ ‌a‌ ‌black‌ ‌substance‌ ‌typically‌ ‌found‌ ‌near‌‌                         
areas‌‌of‌‌great‌‌fires‌‌or‌‌where‌‌intense‌‌heat‌‌converts‌‌a‌‌substance‌‌into‌‌the‌‌very‌‌essence‌‌of‌‌                               
fire.‌ ‌ 

● Truesilver‌ ‌(also‌ ‌known‌ ‌as‌ ‌Magnetite):‌ ‌Truesilver‌ ‌is‌ ‌a‌ ‌substance‌ ‌with‌ ‌a‌ ‌mysterious‌‌                       
origin.‌‌It‌‌is‌‌said‌‌that‌‌truesilver‌‌might‌‌be‌‌some‌‌form‌‌of‌‌quicksilver‌‌or‌‌a‌‌form‌‌of‌‌silver‌‌that‌‌                                   
has‌ ‌become‌ ‌magic‌ ‌upon‌ ‌the‌ ‌powers‌ ‌of‌ ‌an‌ ‌ancient‌‌ruler.‌‌Truesilver‌‌adds‌‌purity‌‌to‌‌many‌‌                             
Rituals.‌ ‌It‌ ‌can‌ ‌be‌‌found‌‌within‌‌and‌‌on‌‌many‌‌stones‌‌and‌‌rocks,‌‌and‌‌even‌‌small‌‌traces‌‌of‌‌                                 
truesilver‌ ‌can‌ ‌endow‌ ‌common‌ ‌stones‌ ‌with‌ ‌power.‌ ‌ 

The‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌ 
Ritual‌ ‌casting‌ ‌must‌ ‌be‌ ‌conducted‌ ‌within‌ ‌any‌‌kind‌‌of‌‌‌Circle‌‌of‌‌Power‌‌‌(either‌‌created‌‌by‌‌Battle‌‌                               
Magic‌ ‌or‌ ‌Ritual)‌ ‌and‌‌will‌‌automatically‌‌fail‌‌if‌‌attempted‌‌anywhere‌‌else.‌‌If‌‌a‌‌‌Circle‌‌of‌‌Power‌‌is‌                                 
destroyed‌ ‌or‌ ‌otherwise‌ ‌ends‌ ‌during‌ ‌the‌ ‌Ritual‌ ‌casting,‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Once‌‌the‌‌Ritual‌‌begins,‌‌entering‌‌the‌‌‌Circle‌‌of‌‌Power‌‌will‌‌cause‌‌the‌‌Ritual‌‌to‌‌automatically‌‌fail,‌‌                               
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except‌ ‌through‌ ‌the‌ ‌Rituals‌ ‌‌Spirit‌ ‌Walk‌ ‌‌or‌‌‌Spirit‌‌Recall‌,‌‌or‌‌through‌‌a‌‌character‌‌appearing‌‌who‌‌                             
needs‌ ‌a‌ ‌Resurrection.‌ ‌If‌ ‌more‌ ‌than‌ ‌one‌ ‌Ritual‌ ‌is‌‌cast‌‌inside‌‌a‌‌Circle‌‌of‌‌Power‌‌simultaneously,‌‌                               
the‌ ‌Ritual‌ ‌that‌ ‌was‌ ‌commenced‌ ‌later‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

A‌ ‌battle-cast‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌will‌ ‌last‌ ‌for‌ ‌one‌ ‌hour,‌ ‌which‌ ‌is‌ ‌often‌‌more‌‌than‌‌enough‌‌time‌‌for‌‌                                   
the‌ ‌caster‌ ‌to‌‌cast‌‌several‌‌Rituals.‌‌Ritually‌‌cast‌‌‌Limited‌‌‌Circles‌‌of‌‌Power‌‌‌and‌‌‌Greater‌Circles‌‌of‌‌                               
Power‌‌ ‌can‌ ‌last‌ ‌much‌ ‌longer,‌ ‌or‌ ‌even‌ ‌be‌ ‌permanent.‌ ‌ 

When‌ ‌a‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌‌is‌ ‌cast,‌ ‌the‌ ‌caster‌ ‌determines‌ ‌the‌ ‌Aspect‌ ‌of‌ ‌the‌ ‌resulting‌ ‌Circle‌ ‌of‌‌                                 
Power‌ ‌‌according‌ ‌to‌ ‌whether‌ ‌they‌ ‌cast‌ ‌Earth‌ ‌or‌ ‌Celestial;‌ ‌if‌ ‌both‌ ‌the‌ ‌caster‌ ‌must‌ ‌choose‌ ‌a‌‌                               
single‌ ‌Aspect‌ ‌for‌ ‌the‌ ‌Circle‌ ‌of‌ ‌Power.‌ ‌Circles‌ ‌of‌ ‌Power‌ always‌ ‌possess‌ ‌either‌ ‌an‌ ‌Earth‌ ‌or‌‌                               
Celestial‌ ‌Aspect;‌ ‌never‌ ‌both‌ ‌regardless‌ ‌of‌ ‌caster(s)‌.‌ ‌ 

Only‌ ‌Rituals‌ ‌possessing‌ ‌a‌ ‌General‌ ‌or‌ ‌Celestial‌ ‌Aspect‌‌may‌‌be‌‌cast‌‌in‌‌a‌‌‌Circle‌‌of‌‌Power‌‌‌with‌‌a‌‌                                   
Celestial‌‌Aspect.‌‌Only‌‌Rituals‌‌possessing‌‌a‌‌General,‌‌Earth‌‌or‌‌Necromantic‌‌Aspect‌‌may‌‌be‌‌cast‌‌                           
in‌ ‌a‌‌ ‌Circle‌ ‌of‌ ‌Power‌‌ ‌with‌ ‌an‌ ‌Earth‌ ‌Aspect.‌ ‌Rituals‌ ‌of‌ ‌the‌ ‌wrong‌ ‌Aspect‌ ‌for‌ ‌a‌ ‌Circle‌ ‌will‌ ‌not‌ ‌start.‌ ‌ 

Investment‌ ‌ 

Investiture‌ ‌‌is‌ ‌a‌ ‌Ritual‌ ‌that‌ ‌must‌ ‌be‌ ‌performed‌ ‌upon‌ ‌a‌ ‌person‌ ‌while‌ ‌present‌ ‌in‌ ‌the‌ ‌Circle‌ ‌of‌‌                                 
Power‌ ‌into‌ ‌which‌ ‌the‌ ‌person‌ ‌is‌ ‌to‌ ‌be‌ ‌Invested.‌ ‌An‌ ‌Invested‌‌member‌‌of‌‌a‌‌Circle‌‌of‌‌Power‌‌can‌‌                                   
walk‌ ‌in‌ ‌and‌ ‌out‌ ‌of‌ ‌the‌ ‌Circle‌ ‌unimpeded‌ ‌at‌ ‌any‌ ‌time,‌ ‌unless‌ ‌that‌ ‌member‌ ‌is‌ ‌unconscious‌ ‌(or‌‌                                 
conscious‌ ‌yet‌ ‌unwilling).‌ ‌An‌ ‌unconscious‌ ‌or‌ ‌unwilling‌ ‌member‌ ‌of‌ ‌the‌ ‌Circle‌ ‌of‌ ‌Power‌ ‌‌will‌ ‌not‌‌                             
pass‌ ‌through‌ ‌the‌ ‌Circle‌ ‌unless‌ ‌recognized‌ ‌by‌ ‌another‌ ‌Invested‌ ‌member,‌ ‌even‌ ‌if‌ ‌the‌ ‌member‌‌                           
requires‌ ‌a‌ ‌‌Life‌ ‌‌spell.‌ ‌ 

Individuals‌‌who‌‌are‌‌not‌‌Invested‌‌may‌‌not‌‌enter‌‌or‌‌exit‌‌a‌‌Circle‌‌of‌‌Power‌‌‌unless‌‌recognized‌‌by‌‌                                 
an‌ ‌Invested‌ ‌member‌ ‌of‌ ‌that‌‌‌Circle‌‌of‌‌Power.‌‌The‌‌Invested‌‌member‌‌must‌‌clearly‌‌acknowledge‌‌                           
that‌‌permission‌‌to‌‌enter‌‌or‌‌exit‌‌the‌‌‌Circle‌‌of‌‌Power‌‌has‌‌been‌‌given,‌‌by‌‌gesturing‌‌to‌‌and‌‌saying‌‌                                   
recognized.‌‌This‌‌is‌‌an‌‌OOG‌‌statement,‌‌and‌‌it‌‌can‌‌therefore‌‌be‌‌made‌‌even‌‌when‌‌‌Silenced‌.‌‌Upon‌‌                               
recognition,‌ ‌the‌ ‌individual‌ ‌must‌‌immediately‌‌enter‌‌or‌‌exit‌‌the‌‌‌Circle‌‌of‌‌Power.‌‌The‌‌recognition‌‌                           
expires‌ ‌almost‌ ‌immediately‌ ‌after‌ ‌being‌ ‌recognized.‌ ‌ 

An‌‌individual‌‌who‌‌seeks‌‌to‌‌use‌‌combat-related‌‌Game‌‌Abilities‌‌(such‌‌as‌‌fighting‌‌or‌‌spellcasting)‌‌                           
must‌‌be‌‌completely‌‌inside‌‌or‌‌outside‌‌of‌‌the‌‌‌Circle‌‌of‌‌Power‌‌‌throughout‌‌the‌‌action.‌‌For‌‌example,‌‌                               
a‌ ‌player‌ ‌may‌ ‌not‌ ‌begin‌ ‌a‌ ‌spell‌ ‌incantation‌ ‌while‌ ‌within‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌and‌ ‌then‌ ‌step‌‌                                 
outside‌ ‌to‌ ‌throw‌ ‌the‌ ‌Packet;‌ ‌nor‌ ‌can‌ ‌a‌ ‌player‌ ‌stand‌ ‌within‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power‌ ‌and‌ ‌swing‌ ‌a‌‌                                   
Weapon‌ ‌at‌ ‌a‌ ‌target‌ ‌located‌ ‌outside‌ ‌the‌ ‌‌Circle‌ ‌of‌ ‌Power.‌ ‌ 

Characters‌ ‌need‌ ‌not‌ ‌be‌ ‌Invested‌ ‌in‌ ‌order‌ ‌to‌ ‌cast‌ ‌a‌ ‌Ritual‌ ‌in‌‌a‌‌Circle‌‌of‌‌Power,‌‌‌although‌‌they‌‌                                   
must‌ ‌be‌ ‌able‌ ‌to‌ ‌get‌ ‌inside‌ ‌somehow‌ ‌whether‌ ‌through‌ ‌recognition,‌ ‌casting‌ ‌the‌ ‌Circle‌‌                         
themselves,‌ ‌or‌ ‌other‌ ‌powerful‌ ‌magics.‌ ‌ 
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Greater‌ ‌Circles‌ ‌of‌ ‌Power‌ ‌ 

Greater‌‌‌Circles‌‌of‌‌Power‌‌are‌‌usually‌‌found‌‌only‌‌in‌‌Healer’s‌‌Guilds‌‌and‌‌Scholar’s‌‌Guilds.‌‌Raiding‌‌                             
a‌ ‌‌Circle‌ ‌of‌ ‌Power‌‌ ‌requires‌ ‌the‌ ‌player‌ ‌to‌ ‌adhere‌ ‌to‌ ‌all‌ ‌of‌ ‌the‌ ‌rules‌ ‌applicable‌ ‌to‌ ‌raiding‌ ‌a‌ ‌cabin.‌ ‌ 

An‌‌Invested‌‌member‌‌of‌‌a‌‌Celestial‌‌Greater‌‌Circle‌‌of‌‌Power‌‌may‌‌perform‌‌an‌‌unlimited‌‌number‌‌                             
of‌ ‌Identifications‌ ‌on‌ ‌items‌ ‌or‌ ‌individuals‌ ‌per‌ ‌LP,‌ ‌as‌ ‌long‌ ‌as‌ ‌the‌ ‌item‌ ‌or‌ ‌individual‌ ‌to‌ ‌be‌‌                                 
Identified‌‌is‌‌completely‌‌within‌‌the‌‌Circle‌‌at‌‌the‌‌time.‌‌The‌‌duration‌‌of‌‌Identification‌‌depends‌‌on‌‌                             
the‌‌time‌‌required‌‌to‌‌retrieve‌‌a‌‌Magic‌‌Item‌‌Tag.‌‌That‌‌can‌‌mean‌‌it‌‌is‌‌instantaneous,‌‌or‌‌may‌‌take‌‌                                   
a‌ ‌few‌ ‌minutes‌ ‌while‌ ‌a‌ ‌Tag‌ ‌is‌ ‌recovered.‌ ‌If‌ ‌performed‌ ‌on‌ ‌an‌ ‌item,‌ ‌Identify‌ ‌tells‌ ‌the‌ ‌caster‌‌                                 
whether‌ ‌the‌ ‌item‌ ‌has‌ ‌any‌ ‌magical‌ ‌properties‌ ‌and‌ ‌how‌ ‌the‌ ‌item‌ ‌works.‌ ‌If‌ ‌performed‌ ‌on‌ ‌an‌‌                               
individual,‌ ‌Identify‌ ‌tells‌ ‌the‌ ‌caster‌ ‌what‌ ‌active‌ ‌effects‌ ‌or‌ ‌Rituals‌ ‌are‌ ‌present‌ ‌and‌ ‌will‌ ‌also‌‌                             
Identify‌ ‌any‌ ‌Magic‌ ‌Items‌ ‌the‌ ‌individual‌ ‌is‌ ‌carrying‌ ‌or‌ ‌wearing.‌ ‌Some‌ ‌powerful‌ ‌magical‌‌                         
creatures‌ ‌or‌ ‌artifacts‌ ‌may‌ ‌be‌ ‌impossible‌ ‌to‌ ‌identify.‌ ‌Identify‌ ‌does‌ ‌not‌ ‌reveal‌ ‌background,‌‌                         
Species,‌‌age,‌‌class,‌‌Skills,‌‌Special‌‌Abilities,‌‌or‌‌any‌‌other‌‌information‌‌other‌‌than‌‌has‌‌previously‌‌                           
been‌ ‌mentioned.‌ ‌ 

A‌‌character‌‌Invested‌‌in‌‌an‌‌‌Earth‌‌Greater‌‌Circle‌‌of‌‌Power‌‌can‌‌perform‌‌an‌‌unlimited‌‌number‌‌of‌‌                               
Resurrections‌ ‌each‌ ‌LP,‌ ‌as‌‌long‌‌as‌‌the‌‌character‌‌has‌‌‌Healing‌‌Arts,‌‌and‌‌both‌‌the‌‌character‌‌and‌‌                               
Spirit‌ ‌to‌‌be‌‌Resurrected‌‌are‌‌completely‌‌within‌‌the‌‌‌Circle‌‌of‌‌Power‌.‌‌A‌‌Resurrection‌‌requires‌‌ten‌                             
minutes‌ ‌to‌ ‌complete‌ ‌and‌ ‌brings‌ ‌the‌ ‌recipient‌ ‌to‌ ‌full‌ ‌Body‌ ‌Points‌ ‌and‌ ‌fixes‌ ‌most‌ ‌afflictions.‌‌                             
During‌‌the‌‌ten‌‌minutes,‌‌it‌‌is‌‌apparent‌‌to‌‌all‌‌observers‌‌that‌‌a‌‌Resurrection‌‌is‌‌occurring,‌‌but‌‌the‌‌                                 
exact‌‌identity‌‌of‌‌the‌‌person‌‌being‌‌Resurrected‌‌will‌‌be‌‌unknown‌‌to‌‌all‌‌but‌‌the‌‌Invested‌‌member‌‌                               
performing‌ ‌the‌ ‌Resurrection.‌ ‌If‌ ‌an‌ ‌Invested‌ ‌character‌ ‌lacks‌ ‌‌Healing‌ ‌Arts‌,‌ ‌they‌ ‌may‌ ‌begin‌ ‌a‌‌                           
Resurrection,‌ ‌but‌ ‌not‌ ‌Guide‌ ‌a‌ ‌Resurrection;‌ ‌likewise,‌ ‌if‌ ‌a‌ ‌non-Invested‌‌character‌‌has‌‌‌Healing‌‌                         
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 ‌a‌ ‌complicated‌ ‌process.‌ ‌If‌ ‌every‌ ‌Component‌ ‌and‌ ‌every‌ ‌action‌ ‌is‌ ‌not‌ ‌taken‌‌                             
properly,‌‌the‌‌Ritual‌‌will‌‌fail.‌‌Any‌‌player‌‌seeking‌‌to‌‌cast‌‌a‌‌Ritual‌‌must‌‌follow‌‌the‌‌following‌‌steps‌‌                                 
and‌ ‌have‌ ‌the‌ ‌appropriate‌ ‌staff‌ ‌member(s)‌ ‌present:‌ ‌ 

Inform‌‌Plot:‌ ‌If‌ ‌possible,‌‌casters‌‌who‌‌intend‌‌to‌‌Ritual‌‌cast‌‌at‌‌an‌‌event‌‌should‌‌alert‌‌Campaign‌‌                               
Staff‌ ‌well‌ ‌in‌ ‌advance‌ ‌that‌ ‌a‌ ‌Ritual‌ ‌may‌ ‌occur‌ ‌at‌ ‌the‌ ‌event.‌ ‌Some‌ ‌Rituals‌ ‌require‌ ‌the‌‌                               
Campaign’s‌‌Plot‌‌Team‌‌be‌‌notified,‌‌especially‌‌if‌‌the‌‌Ritual‌‌requires‌‌Cast‌‌to‌‌perform‌‌actions,‌‌or‌‌if‌‌                               
the‌ ‌Ritual‌ ‌requires‌ ‌a‌ ‌member‌‌of‌‌the‌‌Plot‌‌Team‌‌to‌‌provide‌‌information‌‌or‌‌other‌‌support.‌‌Some‌‌                               
Ritual‌‌Scrolls‌‌require‌‌the‌‌notification‌‌of‌‌the‌‌Plot‌‌Team‌‌prior‌‌to‌‌Ritual‌‌casting,‌‌and‌‌failure‌‌to‌‌do‌‌                                 
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so‌ ‌may‌ ‌mean‌ ‌that‌ ‌you‌ ‌will‌ ‌not‌ ‌be‌ ‌allowed‌ ‌to‌ ‌perform‌ ‌the‌ ‌Ritual‌ ‌that‌ ‌event‌ ‌or‌ ‌else‌ ‌that‌ ‌the‌‌                                     
Ritual‌ ‌will‌ ‌automatically‌ ‌fail.‌ ‌ 

Gather‌ ‌Resources:‌ ‌‌The‌‌caster‌‌should‌‌take‌‌the‌‌time‌‌to‌‌make‌‌sure‌‌all‌‌of‌‌the‌‌required‌‌resources‌‌                               
are‌ ‌ready.‌ ‌Failure‌ ‌to‌ ‌have‌ ‌any‌ ‌of‌ ‌these‌ ‌prerequisites‌ ‌available‌ ‌at‌ ‌the‌ ‌time‌ ‌of‌ ‌Ritual‌ ‌casting‌‌                               
means‌ ‌the‌ ‌Ritual‌ ‌cannot‌ ‌be‌ ‌conducted,‌ ‌and‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌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 ‌be‌‌used;‌‌the‌‌caster‌‌must‌‌have‌‌at‌‌least‌‌a‌‌one‌‌in‌‌ten‌‌                                     

chance‌ ‌of‌ ‌successfully‌ ‌casting‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌ ‌Ritual‌ ‌Components‌ ‌required‌ ‌for‌ ‌each‌ ‌Ritual‌ ‌Scroll.‌ ‌ 
● Valid‌ ‌targets‌ ‌for‌ ‌each‌ ‌Ritual.‌ ‌Any‌ ‌physrep‌ ‌to‌ ‌receive‌ ‌a‌ ‌Ritual‌ ‌casting‌ ‌must‌ ‌already‌ ‌be‌‌                             

approved‌‌for‌‌use‌‌(for‌‌example,‌‌Weapons‌‌must‌‌be‌‌safety‌‌checked‌‌before‌‌being‌‌the‌‌target‌‌                           
of‌ ‌a‌ ‌Ritual.)‌ ‌ 

● Any‌ ‌additional‌ ‌players‌ ‌or‌ ‌Cast‌ ‌required‌ ‌for‌ ‌the‌ ‌Ritual.‌ ‌ 
● The‌‌caster’s‌‌Character‌‌Card,‌‌as‌‌well‌‌as‌‌the‌‌Character‌‌Cards‌‌of‌‌any‌‌Ritual‌‌casters‌‌aiding‌‌                             

in‌ ‌the‌ ‌Ritual‌ ‌casting.‌ ‌ 

Obtain‌‌Ritual‌‌Marshal:‌‌‌A‌‌Ritual‌‌Marshal‌‌is‌‌a‌‌staff‌‌member‌‌approved‌‌by‌‌the‌‌Chapter‌‌in‌‌which‌‌                               
the‌‌Ritual‌‌is‌‌to‌‌take‌‌place.‌‌It‌‌is‌‌important‌‌to‌‌remember‌‌that‌‌Ritual‌‌Marshals‌‌can‌‌be‌‌very‌‌busy,‌‌                                   
so‌‌it‌‌is‌‌the‌‌caster’s‌‌responsibility‌‌to‌‌take‌‌the‌‌time‌‌to‌‌make‌‌sure‌‌everything‌‌is‌‌ready‌‌to‌‌proceed‌‌                                   
before‌‌obtaining‌‌a‌‌Ritual‌‌Marshal‌‌and‌‌to‌‌minimize‌‌the‌‌amount‌‌of‌‌time‌‌a‌‌Ritual‌‌Marshal‌‌will‌‌be‌‌                                 
needed.‌‌Depending‌‌on‌‌the‌‌Ritual,‌‌the‌‌caster‌‌may‌‌also‌‌need‌‌to‌‌request‌‌a‌‌Magic‌‌Item‌‌temporary‌‌                               
Tag‌ ‌from‌ ‌the‌ ‌Ritual‌ ‌Marshal.‌ ‌Players‌ ‌should‌ ‌be‌ ‌quick,‌ ‌professional,‌ ‌and‌ ‌courteous‌ ‌when‌‌                         
conducting‌‌a‌‌Ritual.‌‌Especially‌‌when‌‌casting‌‌multiple‌‌Rituals‌‌in‌‌a‌‌row,‌‌players‌‌should‌‌schedule‌‌                           
with‌‌a‌‌Marshal‌‌ahead‌‌of‌‌time;‌‌failure‌‌to‌‌do‌‌so‌‌may‌‌result‌‌in‌‌the‌‌Ritual‌‌Marshal‌‌being‌‌unable‌‌to‌‌                                     
stay‌ ‌for‌ ‌all‌ ‌Rituals‌ ‌in‌ ‌a‌ ‌Batch.‌ ‌ 

Get‌‌Ritual‌‌Ready:‌‌Upon‌‌arrival,‌‌the‌‌Ritual‌‌Marshal‌‌will‌‌take‌‌the‌‌following‌‌steps,‌‌with‌‌which‌‌the‌‌                               
players‌ ‌involved‌ ‌should‌ ‌cooperate:‌ ‌ 

● Ritual‌‌Marshal‌‌identifies‌‌the‌‌primary‌‌caster‌‌and‌‌any‌‌additional‌‌casters‌‌who‌‌will‌‌assist‌‌in‌‌                           
the‌ ‌Ritual‌ ‌ 

● Ritual‌‌Marshal‌‌reviews‌‌the‌‌casters’‌‌Character‌‌Cards‌‌to‌‌note‌‌how‌‌many‌‌‌High‌‌Magic‌‌points‌‌                           
in‌ ‌Formal‌ ‌Magic‌ ‌of‌ ‌the‌ ‌appropriate‌ ‌school‌ ‌they‌‌possess.‌‌Note‌‌that‌‌a‌‌Ritual‌‌Caster‌‌may‌‌                             
choose‌ ‌to‌ ‌not‌ ‌use‌ ‌all‌ ‌of‌ ‌their‌ ‌Ritual‌ ‌Levels‌ ‌when‌ ‌casting‌ ‌if‌ ‌they‌ ‌so‌ ‌desire‌ ‌ 
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● Ritual‌‌Marshal‌‌reads‌‌the‌‌first‌‌Scroll‌‌thoroughly,‌‌asking‌‌relevant‌‌questions.‌‌For‌‌example,‌‌if‌‌                         
the‌ ‌Scroll‌ ‌cast‌ ‌a‌ ‌more‌ ‌powerful‌ ‌form‌ ‌of‌ ‌the‌ ‌Ritual,‌ ‌the‌ ‌Marshal‌ ‌should‌ ‌ask‌ ‌the‌ ‌player‌‌                               
what‌ ‌level‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌the‌ ‌caster‌ ‌is‌ ‌attempting‌ ‌ 

● 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 ‌Marshal‌‌calculates‌‌and‌‌informs‌‌the‌‌players‌‌of‌‌the‌‌chance‌‌of‌‌success‌‌of‌‌the‌‌Ritual‌‌                             

as‌ ‌follows:‌ ‌The‌ ‌Success‌ ‌Number‌ ‌used‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌roll‌ ‌is‌ ‌ten‌‌plus‌‌the‌‌primary‌‌caster’s‌‌                               
number‌ ‌of‌ ‌‌High‌ ‌Magic‌ ‌points‌ ‌assigned‌ ‌to‌ ‌‌Formal‌ ‌Magic‌ ‌‌minus‌ ‌the‌ ‌Ritual’s‌ ‌Difficulty‌‌                         
Rating.‌ ‌If‌ ‌using‌ ‌secondary‌ ‌casters‌ ‌to‌ ‌aid‌ ‌in‌ ‌the‌ ‌Ritual,‌ ‌add‌ ‌one‌ ‌to‌ ‌the‌ ‌number‌‌of‌‌High‌‌                                 
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 ‌Ritual‌ ‌casting‌ ‌by‌ ‌stating‌ ‌the‌ ‌words‌ ‌“Begin‌ ‌Ritual‌‌                             
casting.”‌ ‌The‌ ‌caster‌ ‌must‌ ‌be‌ ‌able‌ ‌to‌ ‌read‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌and‌ ‌must‌ ‌be‌ ‌able‌ ‌to‌ ‌use‌ ‌Game‌‌                                   
Abilities‌ ‌throughout‌ ‌the‌ ‌casting.‌ ‌The‌ ‌caster‌ ‌must‌ ‌touch‌ ‌a‌ ‌valid‌ ‌recipient‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌within‌‌                             
thirty‌ ‌seconds‌ ‌of‌ ‌beginning‌ ‌the‌ ‌Ritual,‌ ‌or‌ ‌the‌ ‌Ritual‌‌automatically‌‌Backlashes.‌‌So‌‌long‌‌as‌‌the‌‌                             
target‌‌of‌‌a‌‌Ritual‌‌has‌‌been‌‌signified‌‌by‌‌touching‌‌it‌‌within‌‌the‌‌first‌‌thirty‌‌seconds‌‌of‌‌the‌‌casting,‌‌                                   
the‌‌target‌‌remains‌‌valid‌‌despite‌‌any‌‌other‌‌steps‌‌taken‌‌to‌‌prevent‌‌the‌‌caster‌‌from‌‌touching‌‌the‌‌                               
target‌ ‌(such‌ ‌as‌ ‌the‌ ‌target‌ ‌suffering‌ ‌a‌ ‌‌Prison‌ ‌‌effect‌ ‌after‌ ‌being‌ ‌touched).‌ ‌ 

A‌ ‌dead‌ ‌body‌ ‌may‌‌be‌‌the‌‌target‌‌of‌‌a‌‌Ritual;‌‌however,‌‌if‌‌it‌‌leaves‌‌the‌‌circle‌‌before‌‌the‌‌Ritual‌‌is‌‌                                       
complete‌ ‌(such‌ ‌as‌ ‌dissipating‌ ‌to‌ ‌go‌ ‌Resurrect),‌ ‌the‌ ‌Ritual‌ ‌will‌ ‌Backlash.‌ ‌ 

Once‌ ‌touched,‌ ‌the‌ ‌caster‌ ‌may‌ ‌not‌ ‌designate‌ ‌a‌ ‌new‌ ‌recipient‌ ‌for‌‌the‌‌Ritual.‌‌During‌‌the‌‌Ritual‌‌                               
casting,‌‌the‌‌caster‌‌cannot‌‌do‌‌much‌‌of‌‌anything‌‌but‌‌speak‌‌and‌‌fulfill‌‌the‌‌actions‌‌required‌‌in‌‌the‌‌                                 
Ritual‌ ‌Scroll.‌ ‌ 

No‌‌spells‌‌or‌‌Game‌‌Abilities‌‌may‌‌be‌‌used‌‌by‌‌the‌‌caster‌‌from‌‌the‌‌point‌‌the‌‌caster‌‌states‌‌“Begin‌‌                                   
Ritual‌ ‌casting”‌ ‌until‌ ‌the‌ ‌Ritual‌ ‌ends,‌ ‌except‌ ‌‌High‌ ‌Magic,‌ ‌Educated,‌ ‌and‌ ‌any‌ ‌Skill‌ ‌or‌ ‌spell‌‌                             
specifically‌ ‌set‌ ‌forth‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

If‌‌a‌‌person‌‌is‌‌casting‌‌a‌‌Ritual‌‌that‌‌stores‌‌a‌‌spell‌‌or‌‌ability,‌‌then‌‌a‌‌person‌‌with‌‌the‌‌ability‌‌to‌‌use‌‌                                         
that‌ ‌ability‌ ‌or‌ ‌cast‌ ‌that‌ ‌spell‌ ‌must,‌ ‌at‌ ‌the‌ ‌appropriate‌ ‌point‌ ‌in‌ ‌the‌ ‌Ritual,‌‌touch‌‌the‌‌recipient‌‌                                 
and‌ ‌declare‌ ‌the‌ ‌name‌ ‌of‌ ‌the‌ ‌spell‌ ‌or‌ ‌ability‌ ‌to‌ ‌be‌ ‌stored.‌‌The‌‌recipient‌‌is‌‌not‌‌affected‌‌by‌‌the‌‌                                     
spell‌‌or‌‌Ritual‌‌being‌‌stored‌‌and‌‌the‌‌person‌‌with‌‌that‌‌Skill‌‌or‌‌spell‌‌should‌‌only‌‌utter‌‌the‌‌name‌‌of‌‌                                     
the‌ ‌Skill‌ ‌or‌ ‌spell,‌ ‌not‌ ‌the‌ ‌verbal‌ ‌that‌ ‌invokes‌ ‌the‌ ‌effect.‌ ‌ 
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Casting‌ ‌Rituals‌ ‌ 
After‌‌the‌‌caster‌‌states‌‌“Begin‌‌Ritual‌‌casting,”‌‌the‌‌following‌‌steps‌‌must‌‌occur‌‌before‌‌the‌‌Ritual‌‌                             
is‌ ‌deemed‌ ‌complete:‌ ‌ 

1. The‌ ‌Ritual‌ ‌Marshal‌ ‌calls‌ ‌a‌ ‌Pause.‌ ‌ 
2. If‌‌the‌‌recipient‌‌of‌‌the‌‌Ritual‌‌is‌‌an‌‌individual,‌‌the‌‌Ritual‌‌Marshal‌‌will‌‌ask‌‌the‌‌recipient,‌‌“A‌‌                                 

Ritual‌ ‌is‌ ‌being‌ ‌cast‌ ‌on‌ ‌you.‌ ‌Do‌ ‌you‌ ‌accept‌ ‌it?”‌ ‌(note‌ ‌that‌ ‌a‌ ‌player‌ ‌must‌ ‌accept‌ ‌any‌‌                                 
Rituals‌ ‌that‌ ‌do‌ ‌not‌ ‌allow‌ ‌refusal,‌ ‌such‌ ‌as‌ ‌‌Banish‌ ‌to‌ ‌Other‌ ‌Plane,‌ ‌Divestiture‌,‌ ‌and‌‌                           
Obliteration‌).‌ ‌If‌ ‌the‌ ‌player‌ ‌says‌ ‌“no,”‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌must‌ ‌follow‌ ‌the‌‌rules‌‌set‌‌forth‌‌                             
below‌ ‌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. If‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌not‌ ‌yet‌ ‌failed‌ ‌or‌ ‌automatically‌ ‌Backlashed,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌tells‌                           

everyone‌ ‌in‌ ‌the‌‌ ‌Circle‌ ‌of‌ ‌Power,‌ ‌‌“There‌ ‌is‌ ‌magic‌ ‌all‌ ‌around‌ ‌you”‌ ‌or‌ ‌a‌ ‌similar‌ ‌phrase.‌ 
6. The‌ ‌Ritual‌ ‌Marshal‌ ‌calls‌ ‌“Lay‌ ‌on.”‌ ‌ 
7. The‌‌Ritual‌‌Marshal‌‌rolls‌‌the‌‌ten-sided‌‌die‌‌once‌‌where‌‌the‌‌caster‌‌can‌‌observe‌‌the‌‌die‌‌roll.‌‌                               

As‌ ‌the‌ ‌die‌ ‌roll‌ ‌takes‌ ‌place‌ ‌before‌ ‌the‌‌Ritual‌‌completes,‌‌the‌‌caster‌‌has‌‌IG‌‌knowledge‌‌of‌‌                               
whether‌‌something‌‌is‌‌not‌‌going‌‌well‌‌with‌‌the‌‌casting‌‌and‌‌may‌‌use‌‌‌Terminate‌‌Casting‌‌‌to‌‌                             
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. The‌ ‌Ritual‌ ‌Marshal‌ ‌waits‌ ‌the‌ ‌duration‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌casting,‌ ‌in‌ ‌case‌ ‌a‌ ‌condition‌ ‌occurs‌‌                             

that‌ ‌would‌ ‌cause‌ ‌an‌ ‌automatic‌ ‌Backlash.‌ ‌ 
10. Assuming‌ ‌the‌ ‌Ritual‌ ‌has‌ ‌not‌ ‌automatically‌ ‌Backlashed,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌announces‌‌                     

either‌ ‌“You‌ ‌have‌ ‌successfully‌ ‌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 ‌ 
Assuming‌ ‌no‌ ‌automatic‌ ‌failure‌ ‌or‌ ‌Backlash‌ ‌occurs,‌ ‌the‌ ‌success‌ ‌or‌ ‌failure‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌is‌‌                             
determined‌ ‌using‌ ‌a‌ ‌ten-‌ ‌sided‌ ‌die‌ ‌as‌ ‌follows:‌ ‌ 

● If‌ ‌the‌ ‌number‌ ‌is‌ ‌less‌ ‌than‌ ‌or‌‌equal‌‌to‌‌the‌‌Success‌‌Number‌‌and‌‌is‌‌not‌‌0,‌‌then‌‌the‌‌Ritual‌‌                                     
succeeds.‌ ‌ 

● If‌‌the‌‌number‌‌is‌‌greater‌‌than‌‌the‌‌Success‌‌Number‌‌or‌‌is‌‌0,‌‌then‌‌the‌‌Ritual‌‌Marshal‌‌rolls‌‌a‌‌                                   
second‌ ‌ten-sided‌ ‌die.‌ ‌Any‌ ‌result‌ ‌but‌ ‌a‌ ‌0‌ ‌on‌ ‌the‌ ‌second‌‌die‌‌roll‌‌indicates‌‌a‌‌Flaw.‌‌A‌‌0‌‌on‌‌                                     
the‌‌second‌‌die‌‌roll‌‌indicates‌‌a‌‌Backlash,‌‌which‌‌requires‌‌the‌‌Ritual‌‌Marshal‌‌to‌‌roll‌‌a‌‌third‌‌                               
ten-sided‌‌die‌‌and‌‌look‌‌at‌‌the‌‌Backlash‌‌table‌‌on‌‌the‌‌Ritual‌‌Scroll‌‌to‌‌determine‌‌the‌‌form‌‌of‌‌                                 
the‌ ‌Backlash.‌ ‌ 
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A‌ ‌successful‌ ‌Ritual‌ ‌follows‌ ‌the‌ ‌procedure‌ ‌set‌ ‌forth‌ ‌in‌ ‌Success,‌ ‌below.‌ ‌A‌ ‌Ritual‌ ‌that‌ ‌fails‌ ‌or‌                               
Backlashes‌ ‌follows‌ ‌the‌ ‌procedure‌ ‌set‌ ‌forth‌ ‌in‌ ‌Failure,‌ ‌below.‌ ‌ 

Success‌ ‌ 

The‌ ‌Ritual‌ ‌Marshal‌ ‌either‌ ‌awards‌ ‌the‌ ‌successful‌ ‌caster‌ ‌a‌ ‌temporary‌ ‌Tag‌ ‌for‌ ‌the‌ ‌Ritual‌‌                           
conducted‌ ‌or‌ ‌makes‌ ‌sure‌ ‌the‌ ‌Ritual‌ ‌effect‌ ‌is‌ ‌carried‌ ‌out‌ ‌by‌ ‌informing‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌or‌ ‌by‌‌                                 
personally‌ ‌overseeing‌ ‌the‌ ‌Ritual’s‌ ‌effect.‌ ‌A‌ ‌temporary‌ ‌Tag‌ ‌allows‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌to‌ ‌write‌‌                           
down‌ ‌the‌ ‌Rituals‌ ‌conducted‌ ‌and‌ ‌indicate‌ ‌that‌ ‌a‌ ‌permanent‌ ‌Tag‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌should‌ ‌be‌‌                             
awarded‌‌at‌‌the‌‌end‌‌of‌‌the‌‌event‌‌or‌‌at‌‌the‌‌beginning‌‌of‌‌the‌‌next‌‌event‌‌that‌‌the‌‌recipient‌‌of‌‌the‌‌                                       
Ritual‌ ‌attends.‌ ‌ 

The‌‌temporary‌‌Tag‌‌should‌‌indicate‌‌the‌‌Ritual’s‌‌name,‌‌duration,‌‌recipient,‌‌aspect,‌‌effect‌‌of‌‌the‌‌                           
Ritual,‌‌and‌‌any‌‌other‌‌pertinent‌‌information.‌‌The‌‌temporary‌‌Tag‌‌should‌‌be‌‌signed‌‌by‌‌the‌‌Ritual‌‌                             
Marshal.‌ ‌Recipients‌ ‌should‌ ‌make‌ ‌sure‌ ‌the‌ ‌temporary‌ ‌Tag‌ ‌has‌ ‌accurate‌ ‌information‌ ‌and‌ ‌is‌‌                         
signed‌‌by‌‌the‌‌proper‌‌staff‌‌member(s).‌ ‌It‌‌is‌‌up‌‌to‌‌the‌‌recipient‌‌to‌‌ensure‌‌that‌‌the‌‌Chapter’s‌‌                                 
Logistics‌ ‌Team‌‌receives‌ ‌the‌ ‌Tag‌ ‌at‌ ‌the‌ ‌end‌ ‌of‌ ‌the‌ ‌event‌ ‌so‌ ‌they‌ ‌may‌‌issue‌‌a‌‌permanent‌‌                                 
Tag.‌ ‌ 

Please‌ ‌note‌ ‌that‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌reserves‌ ‌the‌ ‌right‌ ‌to‌ ‌assign‌ ‌plot‌ ‌effects‌ ‌that‌ ‌may‌ ‌not‌ ‌be‌ ‌set‌‌                                   
forth‌‌in‌‌the‌‌Ritual‌‌Scroll.‌‌When‌‌this‌‌occurs,‌‌the‌‌Plot‌‌Team‌‌will‌‌likely‌‌designate‌‌such‌‌plot‌‌effects‌‌                                 
effective‌ ‌only‌ ‌in‌ ‌the‌ ‌local‌ ‌Chapter.‌ ‌ 

Failure‌ ‌or‌ ‌Backlash‌ ‌ 

If‌ ‌the‌ ‌Ritual‌ ‌fails‌ ‌or‌ ‌Backlashes,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌will‌ ‌determine‌ ‌the‌ ‌effect,‌ ‌if‌ ‌any,‌ ‌of‌ ‌the‌‌                                 
failure‌‌or‌‌Backlash‌‌based‌‌on‌‌the‌‌Ritual‌‌Scroll’s‌‌charts.‌‌Any‌‌lasting‌‌effects‌‌will‌‌be‌‌written‌‌on‌‌the‌‌                                 
player‌ ‌cards‌ ‌of‌ ‌any‌ ‌individuals‌ ‌affected.‌ ‌ 

Casters‌‌are‌‌expected‌‌to‌‌roleplay‌‌and‌‌resolve‌‌their‌‌Flaws‌‌and‌‌Backlashes‌‌without‌‌complaint‌‌for‌‌                           
the‌ ‌duration‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌Local‌ ‌Chapters‌‌also‌‌have‌‌the‌‌discretion‌‌to‌‌generate‌‌a‌‌                               
unique‌‌plot‌‌effect‌‌or‌‌encounter‌‌based‌‌on‌‌a‌‌Ritual‌‌gone‌‌awry‌‌that‌‌may‌‌not‌‌be‌‌specified‌‌on‌‌the‌‌                                   
Ritual‌ ‌Scroll.‌ ‌ 

Failure‌ ‌Without‌ ‌Backlash‌ ‌ 

A‌‌Ritual‌‌will‌‌fail‌‌without‌‌Backlash‌‌if,‌‌at‌‌the‌‌time‌‌the‌‌caster‌‌states‌‌“Begin‌‌Ritual‌‌casting,”‌‌any‌‌of‌‌                                   
the‌ ‌following‌ ‌conditions‌ ‌are‌ ‌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.‌ ‌ 
● The‌‌‌Circle‌‌of‌‌Power‌‌‌representation‌‌is‌‌not‌‌properly‌‌set‌‌up‌‌as‌‌per‌‌the‌‌Circle‌‌of‌‌Power‌‌spell‌‌                                 

rules‌ ‌prior‌ ‌to‌ ‌the‌ ‌beginning‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 
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● 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 ‌Ritual‌ ‌Scroll‌‌                         

prior‌ ‌to‌ ‌stating‌ ‌“Begin‌ ‌Ritual‌ ‌casting.”‌ ‌ 

Failure‌ ‌With‌ ‌Automatic‌ ‌Backlash‌ ‌ 

A‌ ‌Ritual‌ ‌will‌ ‌automatically‌ ‌Backlash‌ ‌if‌ ‌any‌ ‌of‌ ‌the‌ ‌following‌ ‌conditions‌ ‌occur‌ ‌after‌ ‌the‌ ‌caster‌‌                             
states‌ ‌“Begin‌ ‌Ritual‌ ‌casting”‌ ‌and‌ ‌before‌ ‌the‌ ‌Ritual‌ ‌is‌ ‌complete:‌ ‌ 

● Another‌ ‌Ritual‌ ‌casting‌‌has‌‌previously‌‌been‌‌commenced‌‌and‌‌not‌‌completed‌‌in‌‌the‌‌same‌‌                         
Circle‌ ‌of‌ ‌Power‌‌ ‌when‌ ‌the‌ ‌caster‌ ‌states‌ ‌“Begin‌ ‌Ritual‌ ‌casting.”‌ ‌ 

● The‌ ‌caster‌ ‌does‌ ‌not‌ ‌touch‌ ‌a‌ ‌designated‌ ‌recipient‌ ‌within‌ ‌thirty‌ ‌seconds‌ ‌of‌ ‌starting‌ ‌the‌                           
Ritual,‌ ‌if‌ ‌such‌ ‌a‌ ‌designation‌ ‌is‌ ‌necessary.‌ ‌ 

● The‌ ‌caster‌ ‌designates‌ ‌an‌ ‌invalid‌ ‌recipient‌ ‌for‌ ‌the‌ ‌Ritual‌ ‌after‌ ‌stating‌ ‌“Begin‌ ‌Ritual‌‌                         
casting.”‌ ‌ 

● The‌ ‌caster,‌ ‌intentionally‌ ‌or‌ ‌inadvertently,‌ ‌after‌ ‌having‌ ‌touched‌ ‌a‌ ‌designated‌ ‌recipient‌‌                     
for‌ ‌the‌ ‌Ritual,‌ ‌designates‌ ‌a‌ ‌new‌ ‌recipient‌ ‌of‌ ‌the‌ ‌Ritual.‌ ‌ 

● The‌ ‌caster‌ ‌or‌ ‌other‌ ‌person‌ ‌designated‌ ‌in‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌fails‌ ‌to‌ ‌touch‌ ‌the‌ ‌recipient‌‌                             
when‌ ‌declaring‌ ‌a‌ ‌Skill‌ ‌or‌ ‌spell‌ ‌to‌ ‌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.‌ ‌ 
● The‌‌caster‌‌or‌‌those‌‌aiding‌‌the‌‌caster‌‌receive‌‌a‌‌Weapon‌‌or‌‌Packet‌‌delivered‌‌attack,‌‌even‌‌                             

if‌ ‌the‌ ‌attack‌ ‌would‌ ‌not‌ ‌normally‌ ‌harm‌ ‌the‌ ‌individual.‌ ‌ 
● Any‌ ‌additional‌ ‌requirements‌ ‌of‌ ‌the‌ ‌Ritual‌ ‌listed‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll‌ ‌are‌ ‌not‌ ‌met.‌ ‌ 
● The‌ ‌caster‌ ‌uses‌ ‌a‌ ‌Game‌ ‌Ability‌ ‌other‌ ‌than‌ ‌‌High‌ ‌Magic,‌ ‌Educated,‌ ‌or‌ ‌a‌ ‌Game‌ ‌Ability,‌‌                             

spell,‌ ‌or‌ ‌Magic‌ ‌Item‌ ‌specifically‌ ‌indicated‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 

If‌ ‌an‌ ‌automatic‌ ‌Backlash‌ ‌occurs,‌ ‌a‌ ‌die‌ ‌roll‌ ‌is‌ ‌made‌ ‌upon‌ ‌the‌ ‌Backlash‌ ‌list.‌ ‌Any‌ ‌Ritual‌ ‌that‌‌                                 
suffers‌ ‌an‌ ‌automatic‌‌Backlash‌‌is‌‌assumed‌‌to‌‌immediately‌‌fail.‌‌All‌‌Ritual‌‌Scrolls,‌‌Catalysts‌‌and‌‌                           
Reagents‌‌within‌‌the‌‌‌Circle‌‌of‌‌Power‌‌‌during‌‌a‌‌Ritual‌‌that‌‌generates‌‌an‌‌automatic‌‌Backlash‌‌are‌‌                             
destroyed.‌ ‌ 

‌ ‌   
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Clean-up‌ ‌ 

Once‌ ‌success‌ ‌or‌ ‌failure‌ ‌has‌ ‌been‌ ‌resolved,‌ ‌the‌ ‌Ritual‌ ‌Marshal‌ ‌should‌ ‌collect‌ ‌all‌ ‌Ritual‌‌                           
components‌ ‌and‌‌Ritual‌‌Scrolls‌‌consumed‌‌in‌‌the‌‌Rituals.‌‌These‌‌will‌‌be‌‌turned‌‌into‌‌the‌‌Logistics‌‌                             
staff‌ ‌to‌ ‌be‌ ‌registered‌ ‌in‌ ‌the‌ ‌Campaign’s‌ ‌database.‌ ‌If‌ ‌there‌ ‌are‌ ‌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 ‌ 
Multiple‌ ‌casters‌ ‌may‌ ‌participate‌ ‌in‌ ‌the‌ ‌casting‌ ‌of‌ ‌the‌ ‌same‌ ‌Ritual.‌ ‌One,‌ ‌and‌ ‌only‌ ‌one,‌‌of‌‌the‌‌                                 
participants‌ ‌must‌ ‌be‌ ‌designated‌ ‌the‌ ‌primary‌ ‌caster.‌ ‌The‌ ‌other‌ ‌casters‌ ‌are‌ ‌known‌ ‌as‌ ‌the‌‌                           
secondary‌ ‌casters.‌ ‌ 

Each‌‌secondary‌‌caster‌‌must‌‌have‌‌the‌‌same‌‌Aspect‌‌as‌‌the‌‌primary‌‌caster‌‌and‌‌at‌‌least‌‌one‌‌‌High‌‌                                 
Magic‌ ‌point‌ ‌in‌ ‌the‌ ‌the‌ ‌‌Formal‌ ‌Magic‌ ‌ability.‌ ‌For‌ ‌example,‌ ‌only‌ ‌secondary‌ ‌casters‌ ‌with‌ ‌a‌‌                             
Celestial‌ ‌Aspect‌ ‌can‌ ‌aid‌ ‌a‌ ‌primary‌ ‌caster‌ ‌with‌ ‌a‌ ‌Celestial‌ ‌Aspect.‌ ‌The‌ ‌Ritual‌ ‌Marshal‌ ‌should‌‌                             
review‌ ‌the‌ ‌player‌ ‌cards‌ ‌of‌ ‌each‌ ‌secondary‌ ‌caster‌ ‌before‌ ‌the‌ ‌Ritual‌ ‌begins.‌ ‌ 

For‌‌each‌‌qualified‌‌secondary‌‌caster‌‌aiding‌‌in‌‌the‌‌Ritual‌‌casting,‌‌the‌‌primary‌‌caster‌‌is‌‌deemed‌‌                             
to‌‌have‌‌an‌‌additional‌‌High‌‌Magic‌‌point‌‌in‌‌Formal‌‌Magic‌‌for‌‌purposes‌‌of‌‌the‌‌Ritual‌‌being‌‌cast.‌‌                                 
No‌‌matter‌‌how‌‌many‌‌‌High‌‌Magic‌‌points‌‌in‌‌Formal‌‌Magic‌‌each‌‌secondary‌‌caster‌‌possesses,‌‌the‌‌                             
primary‌ ‌caster‌ ‌gains‌ ‌no‌ ‌more‌ ‌than‌ ‌one‌ ‌effective‌ ‌point‌ ‌per‌ ‌secondary‌ ‌caster‌ ‌present.‌ ‌ 

Moreover,‌ ‌the‌ ‌primary‌‌caster‌‌must‌‌have‌‌at‌‌least‌‌a‌‌one‌‌in‌‌ten‌‌chance‌‌to‌‌successfully‌‌complete‌‌                               
the‌ ‌Ritual‌ ‌before‌ ‌the‌ ‌effect‌‌of‌‌the‌‌presence‌‌of‌‌any‌‌secondary‌‌casters‌‌is‌‌determined.‌‌No‌‌more‌‌                               
than‌ ‌one‌ ‌secondary‌ ‌caster‌ ‌may‌ ‌aid‌ ‌a‌ ‌primary‌ ‌caster‌ ‌for‌ ‌each‌ ‌‌High‌ ‌Magic‌ ‌point‌ ‌in‌ ‌Formal‌‌                               
Magic‌ ‌possessed‌ ‌by‌ ‌the‌ ‌primary‌ ‌caster.‌ ‌No‌ ‌matter‌ ‌how‌ ‌many‌ ‌secondary‌ ‌casters‌ ‌assist‌ ‌a‌‌                           
primary‌ ‌caster,‌ ‌the‌ ‌chance‌ ‌of‌ ‌successfully‌ ‌completing‌ ‌a‌ ‌Ritual‌ ‌cannot‌ ‌exceed‌ ‌nine‌ ‌in‌ ‌ten.‌ ‌A‌‌                             
Flaw‌ ‌or‌ ‌Backlash‌ ‌is‌ ‌always‌ ‌encountered‌ ‌on‌ ‌a‌ ‌die‌ ‌roll‌ ‌of‌ ‌0,‌ ‌regardless‌ ‌of‌ ‌the‌ ‌assistance‌ ‌of‌‌                                 
secondary‌ ‌casters.‌ ‌ 

Secondary‌‌casters‌‌must‌‌follow‌‌all‌‌the‌‌same‌‌rules‌‌with‌‌respect‌‌to‌‌the‌‌conduct‌‌of‌‌Rituals‌‌as‌‌the‌‌                                 
primary‌‌caster,‌‌except‌‌that‌‌secondary‌‌casters‌‌do‌‌not‌‌have‌‌to‌‌possess‌‌their‌‌own‌‌Ritual‌‌Scroll‌‌or‌‌                               
Ritual‌‌components,‌‌do‌‌not‌‌have‌‌to‌‌be‌‌able‌‌to‌‌see‌‌or‌‌read‌‌the‌‌Ritual‌‌Scroll,‌‌and‌‌do‌‌not‌‌have‌‌to‌‌                                       
touch‌ ‌the‌ ‌recipient‌ ‌during‌ ‌the‌ ‌Ritual‌ ‌casting.‌ ‌Secondary‌ ‌casters‌ ‌may‌ ‌not‌ ‌withdraw‌ ‌their‌‌                         
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 ‌of‌ ‌the‌ ‌Ritual‌ ‌unless‌ ‌otherwise‌ ‌specified‌ ‌on‌ ‌the‌ ‌Ritual‌ ‌Scroll.‌ ‌ 
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Props‌ ‌ 
Some‌ ‌Rituals‌ ‌allow‌ ‌the‌ ‌enchantment‌ ‌of‌ ‌specific‌ ‌items.‌ ‌These‌ ‌items‌ ‌must‌ ‌be‌‌approved‌‌before‌‌                           
enchantment.‌ ‌ 

Weapons‌ ‌typically‌ ‌require‌ ‌a‌ ‌safety‌ ‌check.‌ ‌Jewelry‌ ‌needs‌ ‌to‌ ‌be‌ ‌entered‌ ‌into‌ ‌the‌ ‌Chapter’s‌‌                           
database‌‌and‌‌assigned‌‌an‌‌item‌‌number‌‌before‌‌the‌‌Ritual‌‌casting.‌‌The‌‌item‌‌must‌‌always‌‌have‌‌a‌‌                               
surface‌‌large‌‌enough‌‌to‌‌engrave‌‌a‌‌number‌‌upon‌‌it.‌‌Only‌‌after‌‌the‌‌item‌‌has‌‌been‌‌approved‌‌is‌‌it‌‌                                   
ready‌ ‌to‌ ‌be‌ ‌used‌ ‌in‌ ‌a‌ ‌Ritual.‌ ‌ 

After‌ ‌the‌ ‌Ritual,‌ ‌assuming‌ ‌success,‌ ‌the‌ ‌item‌ ‌immediately‌ ‌becomes‌ ‌property‌ ‌of‌ ‌the‌ ‌game.‌‌                         
Therefore,‌‌you‌‌should‌‌not‌‌use‌‌items‌‌you‌‌wish‌‌to‌‌keep.‌‌Alternatively,‌‌if‌‌you‌‌enchant‌‌your‌‌armor‌‌                               
or‌ ‌a‌ ‌special‌ ‌item‌ ‌that‌ ‌you‌ ‌do‌ ‌not‌ ‌wish‌ ‌to‌ ‌make‌ ‌an‌‌IG‌‌item,‌‌if‌‌you‌‌are‌‌searched‌‌and‌‌the‌‌item‌‌                                         
taken‌‌IG,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌Tag‌‌but‌‌waive‌‌the‌‌ability‌‌to‌‌recognize‌‌IG‌‌your‌‌item‌‌when‌‌it‌‌is‌‌                                       
used‌ ‌by‌ ‌someone‌ ‌else.‌ ‌ 

A‌ ‌specific‌ ‌item‌ ‌may‌ ‌not‌ ‌contain‌ ‌more‌ ‌than‌ ‌twenty‌ ‌Rituals.‌ ‌Some‌ ‌Rituals‌ ‌that‌ ‌can‌ ‌increase‌‌                             
effects‌ ‌on‌ ‌a‌ ‌specific‌ ‌Ritual‌ ‌may‌ ‌count‌ ‌as‌ ‌more‌ ‌than‌ ‌one‌ ‌Ritual‌ ‌towards‌ ‌this‌ ‌twenty‌ ‌Ritual‌‌                               
maximum.‌ ‌Note‌ ‌that‌ ‌this‌ ‌counts‌ ‌all‌‌Rituals‌‌on‌‌an‌‌item;‌‌an‌‌item‌‌may‌‌have‌‌multiple‌‌Batches‌‌of‌‌                                 
Rituals‌ ‌each‌ ‌with‌ ‌their‌ ‌own‌ ‌Tag,‌ ‌but‌ ‌the‌ ‌total‌ ‌number‌ ‌of‌ ‌Rituals‌ ‌may‌ ‌not‌ ‌exceed‌ ‌twenty.‌ ‌ 

Enchanted‌‌items‌‌sometimes‌‌have‌‌a‌‌limited‌‌life‌‌span.‌‌When‌‌a‌‌Ritual‌‌expires,‌‌the‌‌item’s‌‌owner‌‌is‌‌                               
expected‌‌to‌‌turn‌‌the‌‌Tag‌‌over‌‌to‌‌the‌‌Campaign’s‌‌staff.‌‌Enchanted‌‌items‌‌immediately‌‌return‌‌to‌‌                             
their‌ ‌normal‌ ‌state‌ ‌upon‌ ‌expiration.‌ ‌ 

Recipient‌ ‌Characters‌ ‌ 
Some‌ ‌Rituals‌ ‌can‌ ‌transform‌ ‌or‌ ‌change‌ ‌a‌ ‌targeted‌ ‌player‌ ‌into‌ ‌Undead,‌ ‌another‌ ‌Species,‌ ‌or‌‌                           
another‌ ‌class.‌ ‌The‌ ‌player‌ ‌must‌ ‌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 ‌expected‌‌to‌‌provide‌‌their‌‌own‌‌make-up‌‌for‌‌any‌‌transformation,‌‌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                           
such‌‌rituals‌‌as‌‌‌Rejuvinate,‌‌‌Vengeance‌,‌‌‌and‌‌‌Spirit‌‌Link‌.‌‌If‌‌the‌‌individual‌‌dies,‌‌some‌‌Rituals‌‌may‌‌                             
expire‌ ‌upon‌ ‌Resurrection‌ ‌if‌ ‌they‌ ‌were‌ ‌placed‌ ‌upon‌ ‌their‌ ‌Body.‌ ‌ 

Unwilling‌ ‌Targets:‌ ‌Sometimes‌ ‌Rituals‌ ‌are‌ ‌cast‌ ‌on‌ ‌unwilling‌ ‌recipients.‌ ‌The‌ ‌player‌ ‌of‌ ‌an‌‌                         
unwilling‌ ‌recipient‌ ‌may‌ ‌inform‌ ‌the‌ ‌Ritual‌‌Marshal‌‌that‌‌they‌‌wishes‌‌her‌‌character‌‌to‌‌Resurrect‌‌                           
rather‌ ‌than‌ ‌accept‌ ‌the‌ ‌Ritual.‌ ‌In‌ ‌the‌ ‌case‌ ‌of‌ ‌Ritual‌‌effects‌‌delivered‌‌outside‌‌the‌‌context‌‌of‌‌a‌‌                                 
Ritual‌‌casting,‌‌the‌‌player‌‌may‌‌choose‌‌to‌‌have‌‌their‌‌character‌‌immediately‌‌dissipate‌‌and‌‌head‌‌                           
to‌ ‌the‌ ‌nearest‌ ‌Earth‌ ‌circle‌ ‌for‌ ‌Resurrection,‌ ‌following‌ ‌the‌ ‌normal‌ ‌rules.‌ ‌ 
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In‌‌such‌‌cases,‌‌the‌‌casting‌‌continues‌‌for‌‌its‌‌proper‌‌duration‌‌and‌‌then‌‌the‌‌Ritual‌‌Marshal‌‌checks‌‌                               
for‌ ‌failures‌ ‌normally.‌ ‌Any‌ ‌failures‌ ‌that‌ ‌could‌ ‌have‌‌a‌‌detrimental‌‌effect‌‌on‌‌the‌‌recipient‌‌of‌‌the‌‌                               
Ritual‌ ‌are‌ ‌ignored,‌ ‌and‌ ‌the‌ ‌failures‌ ‌affect‌ ‌the‌ ‌caster‌ ‌or‌ ‌others‌ ‌in‌ ‌the‌ ‌Circle‌ ‌normally.‌ ‌ 

A‌ ‌recipient‌ ‌of‌‌a‌‌Ritual‌‌cannot‌‌choose‌‌to‌‌die‌‌in‌‌order‌‌to‌‌avoid‌‌the‌‌effects‌‌of‌‌any‌‌ritual‌‌marked‌‌                                     
as‌ ‌unrefusable,‌ ‌such‌ ‌as‌ ‌‌Obliteration,‌ ‌Banish‌ ‌to‌ ‌Other‌ ‌Plane,‌‌ ‌or‌ ‌‌Divestiture‌.‌ ‌ 

Remember‌ ‌that‌ ‌a‌ ‌caster‌ ‌cannot‌ ‌use‌ ‌Game‌ ‌Abilities‌‌inside‌‌the‌‌‌Circle‌‌of‌‌Power‌‌‌once‌‌the‌‌Ritual‌‌                               
casting‌ ‌begins,‌ ‌though‌ ‌other‌ ‌characters‌ ‌within‌ ‌the‌ ‌Circle‌ ‌may‌ ‌do‌ ‌so.‌ ‌ 

Cast‌ ‌&‌ ‌Staff‌ ‌ 
Many‌ ‌Rituals‌ ‌—‌ ‌particularly‌ ‌Rituals‌ ‌that‌ ‌summon‌ ‌the‌‌Undead,‌‌extraplanar‌‌creatures,‌‌magical‌‌                       
creatures,‌ ‌or‌ ‌that‌ ‌create‌ ‌Constructs‌ ‌—‌‌require‌‌the‌‌cooperation‌‌of‌‌Cast‌‌to‌‌play‌‌the‌‌summoned‌‌                             
or‌ ‌constructed‌ ‌creatures.‌ ‌Some‌ ‌Rituals‌ ‌have‌ ‌specific‌ ‌effects‌ ‌that‌ ‌occur‌ ‌immediately‌ ‌and‌‌                       
require‌ ‌a‌ ‌staff‌‌member‌‌to‌‌implement,‌‌like‌‌a‌‌‌Whispering‌‌Wind‌‌that‌‌allows‌‌the‌‌caster‌‌to‌‌send‌‌a‌‌                                 
message‌ ‌to‌ ‌another‌ ‌individual.‌ ‌These‌ ‌effects‌ ‌are‌ ‌executed‌ ‌by‌ ‌the‌‌Cast,‌‌the‌‌Ritual‌‌Marshal‌‌or‌‌                             
Chapter‌ ‌staff.‌‌ ‌  

Chapters‌‌staff‌‌may‌‌require‌‌the‌‌caster‌‌to‌‌provide‌‌individuals‌‌to‌‌play‌‌these‌‌Cast‌‌if‌‌the‌‌staff‌‌does‌‌                                 
not‌ ‌have‌ ‌Cast‌ ‌available.‌ ‌The‌ ‌caster‌ ‌should‌ ‌give‌ ‌their‌ ‌Chapter‌ ‌staff‌ ‌advance‌ ‌warning‌ ‌of‌ ‌the‌‌                             
casting‌‌of‌‌such‌‌a‌‌Ritual‌‌so‌‌that‌‌Cast‌‌can‌‌be‌‌scheduled‌‌if‌‌the‌‌staff‌‌is‌‌willing‌‌and‌‌able‌‌to‌‌do‌‌so.‌‌                                         
Proper‌ ‌arrangements‌ ‌should‌ ‌be‌ ‌made‌ ‌prior‌ ‌to‌ ‌undertaking‌ ‌the‌ ‌Ritual.‌ ‌If‌ ‌the‌ ‌caster‌ ‌provides‌‌                           
players‌ ‌to‌ ‌attend‌ ‌the‌ ‌event‌ ‌for‌‌these‌‌Cast‌‌roles‌‌they‌‌still‌‌must‌‌register‌‌normally.‌‌The‌‌caster‌‌is‌‌                                 
also‌ ‌primarily‌ ‌responsible‌ ‌for‌ ‌any‌ ‌make-up,‌ ‌costuming‌ ‌and‌ ‌Weapons‌ ‌for‌ ‌the‌ ‌Cast‌ ‌and‌ ‌if‌ ‌the‌‌                             
staff‌ ‌does‌ ‌not‌ ‌have‌ ‌or‌ ‌is‌ ‌unwilling‌ ‌to‌ ‌provide‌ ‌such‌ ‌materials,‌ ‌the‌ ‌caster‌ ‌must‌ ‌provide‌ ‌them.‌‌                               
Monster‌ ‌Cards‌ ‌will‌ ‌be‌ ‌provided‌ ‌for‌ ‌the‌ ‌Cast.‌ ‌ 

The‌ ‌creatures‌ ‌that‌ ‌have‌ ‌been‌ ‌summoned‌ ‌or‌ ‌created‌ ‌are‌ ‌not‌ ‌PCs‌ ‌and‌ ‌staff‌ ‌can‌ ‌limit‌ ‌their‌‌                               
capabilities‌ ‌and‌ ‌personality.‌ ‌All‌ ‌Cast‌ ‌must‌ ‌work‌ ‌within‌ ‌any‌ ‌limits‌ ‌the‌ ‌staff‌ ‌sets,‌ ‌including‌‌                           
limitations‌‌on‌‌the‌‌administration‌‌of‌‌‌Killing‌‌Blows‌,‌‌and‌‌on‌‌the‌‌caster’s‌‌commands‌‌that‌‌the‌‌Cast‌‌                             
will‌‌follow.‌‌The‌‌Cast‌‌may‌‌not‌‌even‌‌be‌‌required‌‌to‌‌do‌‌the‌‌caster’s‌‌bidding‌‌at‌‌all.‌‌Only‌‌approved‌‌                                   
members‌ ‌of‌ ‌the‌ ‌Chapter‌ ‌staff‌ ‌or‌ ‌their‌ ‌assigned‌ ‌proxies‌ ‌may‌ ‌roleplay‌ ‌some‌ ‌particularly‌‌                         
powerful‌ ‌creatures.‌ ‌Staff‌ ‌reserves‌ ‌the‌ ‌right‌ ‌to‌ ‌disallow‌ ‌a‌ ‌Cast‌ ‌Member‌ ‌from‌ ‌playing‌ ‌any‌‌                           
particular‌ ‌creature.‌ ‌.‌‌ ‌  
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Chapter‌ ‌XV:‌ ‌Out‌ ‌of‌ ‌Game‌‌ 
Considerations‌ ‌ 

Pages‌ ‌ 
Each‌‌REFUGE‌‌LARP‌‌game‌‌sets‌‌its‌‌own‌‌age‌‌limits‌‌to‌‌play.‌‌Underage‌‌players‌‌are‌‌called‌‌youth‌‌                               
pages‌ ‌or‌ ‌just‌ ‌pages.‌ ‌The‌ ‌basic‌ ‌concept‌ ‌of‌ ‌a‌ ‌page‌ ‌is‌ ‌that‌ ‌they‌ ‌may‌ ‌not‌ ‌participate‌ ‌in‌ ‌the‌‌                                   
simulated‌ ‌combat‌ ‌of‌ ‌our‌ ‌game‌ ‌for‌ ‌their‌ ‌own‌ ‌and‌ ‌others'‌ ‌safety.‌ ‌ 

If‌ ‌you‌‌are‌‌under‌‌18‌‌please‌‌check‌‌with‌‌the‌‌local‌‌Chapter‌‌to‌‌learn‌‌what‌‌their‌‌policy‌‌looks‌‌like‌‌                                   
for‌ ‌you.‌ ‌ 

Be‌ ‌aware‌ ‌that‌ ‌Refuge‌ ‌events‌ ‌may‌ ‌contain‌ ‌themes‌ ‌such‌ ‌as‌ ‌violence,‌ ‌betrayal,‌ ‌and‌‌                         
heightened‌‌danger.‌‌These‌‌themes‌‌may‌‌not‌‌be‌‌suitable‌‌for‌‌minors‌‌but‌‌again‌‌check‌‌locally,‌‌as‌‌                             
some‌ ‌Chapters‌ ‌have‌ ‌content‌ ‌designed‌ ‌specifically‌ ‌for‌ ‌minors.‌ ‌ 

In‌‌most‌‌REFUGE‌‌LARP‌‌games,‌‌a‌‌page‌‌is‌‌at‌‌least‌‌14‌‌years‌‌old‌‌and‌‌less‌‌than‌‌16‌‌years‌‌old.‌‌In‌‌                                       
some‌ ‌Chapters,‌ ‌you‌ ‌must‌ ‌be‌ ‌a‌ ‌page‌ ‌even‌ ‌until‌ ‌you‌ ‌are‌ ‌18.‌ ‌ 

Your‌‌local‌‌Chapters‌‌may‌‌be‌‌very‌‌permissive‌‌by‌‌comparison‌‌or‌‌even‌‌not‌‌allow‌‌youth‌‌pages‌‌at‌‌                               
all‌ ‌instead‌ ‌requiring‌ ‌all‌ ‌players‌ ‌to‌ ‌be‌ ‌over‌ ‌the‌ ‌age‌ ‌of‌ ‌18.‌ ‌Some‌ ‌Chapters‌ ‌may‌ ‌allow‌‌                               
non-youth‌ ‌to‌ ‌Page.‌  ‌A‌ ‌strict‌ ‌example‌ ‌of‌ ‌a‌ ‌youth‌ ‌page‌ ‌policy‌ ‌looks‌ ‌like‌ ‌the‌ ‌following.‌‌ ‌  

● Attendance‌ ‌by‌ ‌youth‌ ‌pages‌ ‌must‌ ‌be‌‌pre-approved‌‌—‌‌no‌‌showing‌‌up‌‌at‌‌the‌‌door‌‌and‌‌                             
asking‌ ‌to‌ ‌be‌ ‌a‌ ‌page.‌ ‌ 

● The‌‌page’s‌‌parent‌‌or‌‌legal‌‌guardian‌‌must‌‌be‌‌present‌‌and‌‌must‌‌be‌‌a‌‌PC‌‌or‌‌NPC‌‌during‌‌                                 
the‌ ‌entire‌ ‌event‌ ‌along‌ ‌with‌ ‌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 ‌must‌ ‌remove‌ ‌the‌ ‌page‌ ‌from‌‌the‌‌site‌‌if‌‌asked.‌‌The‌‌parent‌‌or‌‌legal‌‌                               
guardian‌ ‌must‌ ‌keep‌ ‌track‌ ‌of‌ ‌the‌ ‌page.‌ ‌ 

● Any‌ ‌page‌ ‌who‌ ‌is‌ ‌disruptive‌ ‌does‌ ‌not‌ ‌obey‌ ‌these‌ ‌Marshals,‌ ‌or‌ ‌in‌ ‌any‌ ‌other‌ ‌way‌ ‌is‌‌                               
deemed‌ ‌to‌ ‌be‌ ‌harmful‌ ‌to‌ ‌the‌ ‌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.‌ ‌ 

● Pages‌ ‌cannot‌ ‌enter‌ ‌combat‌ ‌in‌ ‌any‌ ‌way,‌ ‌including‌ ‌pouring‌ ‌healing‌ ‌Potions‌ ‌in‌                       
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Unconscious‌ ‌bodies‌ ‌during‌ ‌a‌ ‌battle.‌ ‌They‌ ‌may‌ ‌use‌ ‌Skills‌ ‌and‌ ‌abilities‌ ‌outside‌ ‌of‌‌                         
combat.‌ ‌ 

● Pages‌ ‌cannot‌ ‌use‌ ‌any‌ ‌combat,‌ ‌Weapon,‌ ‌or‌ ‌casting‌ ‌Skills.‌ ‌Although‌ ‌Pages‌ ‌can‌ ‌use‌‌                         
more‌ ‌roleplay‌ ‌oriented‌ ‌Skills‌ ‌such‌ ‌as‌ ‌Healing‌ ‌Arts‌ ‌and‌ ‌Trades‌ ‌and‌ ‌production‌ ‌Skills‌‌                         
like‌ ‌Alchemy‌ ‌or‌ ‌Create‌ ‌Trap,‌ ‌they‌ ‌may‌ ‌never‌ ‌throw‌ ‌globes,‌ ‌gasses,‌ ‌or‌ ‌other‌‌                         
consumables.‌ ‌Pages‌ ‌cannot‌ ‌carry‌ ‌Weapons‌ ‌at‌ ‌all.‌ ‌Pages‌ ‌can‌ ‌carry‌ ‌IG‌ ‌items‌ ‌(except‌‌                         
Weapons)‌ ‌and‌ ‌can‌ ‌be‌ ‌searched.‌ ‌ 

● In‌‌order‌‌to‌‌drop‌‌a‌‌page,‌‌a‌‌player‌‌must‌‌stand‌‌within‌‌10’‌‌of‌‌the‌‌page‌‌and‌‌call‌‌out‌‌their‌‌                                     
effects‌ ‌and‌ ‌Weapon‌ ‌damage‌ ‌but‌ ‌cannot‌ ‌hit‌ ‌the‌ ‌page‌ ‌directly‌ ‌in‌ ‌any‌ ‌way.‌ ‌It‌ ‌is‌‌                             
assumed‌ ‌that‌ ‌every‌ ‌Weapon‌ ‌and‌ ‌Packet‌ ‌attack‌ ‌hits‌‌the‌‌page.‌‌The‌‌page‌‌can‌‌call‌‌out‌‌                             
any‌ ‌protective‌ ‌spells‌ ‌the‌ ‌page‌ ‌has‌ ‌and‌ ‌can‌ ‌yell‌ ‌for‌ ‌help‌ ‌or‌ ‌try‌ ‌to‌ ‌run‌ ‌away‌ ‌(unless‌‌                                 
prevented‌ ‌by‌ ‌an‌ ‌appropriate‌ ‌effect,‌ ‌of‌ ‌course).‌ ‌A‌ ‌page‌ ‌can‌ ‌be‌ ‌given‌ ‌a‌ ‌‌Killing‌ ‌Blow‌‌                             
from‌ ‌a‌ ‌distance.‌ 

All‌ ‌other‌ ‌rules‌ ‌concerning‌ ‌healing‌ ‌and‌ ‌Resurrections‌ ‌apply.‌ ‌Be‌ ‌aware‌ ‌that‌ ‌REFUGE‌ ‌events‌‌                         
may‌ ‌contain‌ ‌themes‌ ‌such‌‌as‌‌violence,‌‌betrayal,‌‌and‌‌heightened‌‌danger.‌‌These‌‌themes‌‌may‌‌                         
not‌ ‌be‌ ‌suitable‌ ‌for‌ ‌minors.‌ ‌ 

Traveling‌ ‌Between‌ ‌Chapters‌ ‌ 
If‌‌you‌‌plan‌‌on‌‌playing‌‌your‌‌character‌‌in‌‌another‌‌REFUGE‌‌Campaign,‌‌you‌‌must‌‌first‌‌contact‌‌                             
that‌ ‌other‌ ‌Chapter.‌ ‌Each‌ ‌Chapter‌‌reserves‌‌the‌‌right‌‌to‌‌set‌‌limits‌‌on‌‌character‌‌levels‌‌and‌‌IG‌‌                               
items.‌ ‌ 

You‌ ‌must‌ ‌abide‌ ‌by‌ ‌that‌ ‌Chapter’s‌ ‌rules‌ ‌and‌ ‌policies‌ ‌when‌ ‌visiting.‌ ‌ 

To‌ ‌find‌ ‌out‌ ‌where‌ ‌the‌ ‌closest‌ ‌REFUGE‌ ‌LARP‌ ‌game‌ ‌is‌ ‌to‌ ‌you,‌ ‌or‌ ‌to‌ ‌start‌ ‌an‌ ‌REFUGE‌ ‌LARP‌‌                                   
Chapter‌ ‌in‌ ‌your‌ ‌area,‌ ‌visit‌ ‌our‌ ‌web‌ ‌page‌ ‌at‌ ‌‌www.refugelarp.org‌.‌ ‌Your‌ ‌local‌ ‌Chapter‌ ‌will‌‌                           
have‌ ‌its‌ ‌own‌ ‌social‌ ‌media‌ ‌and‌ ‌web‌ ‌pages‌ ‌to‌ ‌present‌ ‌more‌ ‌specific‌ ‌information.‌ ‌ 

Chapter‌ ‌and‌ ‌Refuge‌ ‌Points‌ ‌ 
REFUGE‌‌is‌‌staffed‌‌with‌‌volunteers,‌‌and‌‌always‌‌appreciates‌‌people‌‌willing‌‌to‌‌put‌‌more‌‌effort‌‌                           
into‌‌the‌‌game.‌‌No‌‌matter‌‌what‌‌your‌‌real-world‌‌Skills,‌‌there‌‌is‌‌always‌‌some‌‌way‌‌in‌‌which‌‌we‌‌                                 
can‌ ‌use‌ ‌a‌ ‌hand.‌ ‌Let‌ ‌us‌ ‌know‌ ‌what‌ ‌you‌ ‌can‌ ‌offer.‌ ‌ 

Here‌ ‌are‌ ‌some‌ ‌suggestions‌ ‌as‌ ‌to‌ ‌things‌ ‌we‌ ‌always‌ ‌need‌‌done.‌‌Always‌‌check‌‌with‌‌the‌‌staff‌‌                               
first‌ ‌before‌ ‌making,‌ ‌purchasing,‌ ‌or‌ ‌donating‌ ‌anything‌ ‌to‌ ‌be‌ ‌sure‌ ‌it‌ ‌is‌ ‌needed‌ ‌and‌ ‌wanted.‌ ‌ 
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● Write‌ ‌events‌ ‌and‌ ‌help‌ ‌run‌ ‌them.‌ ‌We‌ ‌are‌ ‌always‌ ‌looking‌‌for‌‌writers‌‌who‌‌can‌‌produce‌‌                             
good‌ ‌plotlines‌ ‌and‌ ‌modules‌ ‌for‌ ‌our‌ ‌players.‌ ‌ 

● Help‌ ‌us‌ ‌find‌ ‌stuff.‌ ‌We‌ ‌always‌ ‌must‌ ‌buy‌ ‌trap‌ ‌materials,‌ ‌batteries,‌ ‌paper‌ ‌for‌ ‌the‌‌                           
computer,‌ ‌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).‌‌See‌‌what‌‌you‌‌may‌‌have‌‌sitting‌‌around‌‌in‌‌the‌‌                         
attic.‌ ‌Furniture,‌ ‌old‌ ‌clothing‌ ‌that‌ ‌could‌ ‌be‌ ‌used‌ ‌for‌ ‌Cast,‌ ‌interesting‌ ‌props‌ ‌—‌ ‌we‌ ‌will‌‌                             
gladly‌ ‌take‌ ‌them‌ ‌off‌ ‌your‌ ‌hands.‌ ‌ 

● Help‌ ‌us‌ ‌publicize‌ ‌REFUGE.‌ ‌Let‌ ‌us‌ ‌know‌ ‌if‌ ‌there‌‌is‌‌any‌‌sort‌‌of‌‌medieval‌‌faire‌‌or‌‌other‌‌                                 
event‌‌in‌‌your‌‌area‌‌where‌‌we‌‌can‌‌hand‌‌out‌‌our‌‌literature.‌‌If‌‌you‌‌are‌‌going‌‌to‌‌a‌‌science‌‌                                   
fiction‌ ‌or‌ ‌gaming‌ ‌convention,‌ ‌take‌‌some‌‌of‌‌our‌‌flyers.‌‌If‌‌you‌‌know‌‌of‌‌a‌‌gaming‌‌club,‌‌                               
see‌ ‌if‌ ‌we‌ ‌can‌ ‌make‌‌a‌‌presentation‌‌to‌‌them.‌‌If‌‌you‌‌are‌‌going‌‌to‌‌school,‌‌let‌‌us‌‌know‌‌if‌‌                                     
there‌‌is‌‌a‌‌festival‌‌or‌‌fair‌‌at‌‌the‌‌campus‌‌that‌‌we‌‌can‌‌use‌‌to‌‌hand‌‌out‌‌flyers.‌‌See‌‌if‌‌your‌‌                                       
local‌ ‌comic‌ ‌bookstore‌ ‌or‌ ‌gaming‌ ‌supply‌ ‌store‌ ‌will‌ ‌let‌ ‌us‌ ‌put‌ ‌our‌ ‌flyers‌ ‌there.‌ ‌If‌ ‌you‌‌                               
have‌‌connections‌‌in‌‌the‌‌media,‌‌use‌‌them‌‌for‌‌us.‌‌You‌‌can‌‌also‌‌help‌‌by‌‌talking‌‌us‌‌up‌‌on‌‌                                   
the‌ ‌internet,‌ ‌making‌ ‌your‌ ‌own‌ ‌web‌ ‌page‌ ‌for‌ ‌your‌‌character‌‌or‌‌group,‌‌and‌‌otherwise‌‌                           
keeping‌ ‌the‌ ‌REFUGE‌ ‌LARP‌ ‌in‌ ‌the‌ ‌public‌ ‌eye.‌ ‌ 

● Be‌ ‌Cast.‌ ‌We‌ ‌always‌ ‌need‌ ‌Cast.‌ ‌There‌ ‌is‌ ‌a‌ ‌definite‌ ‌correlation‌ ‌between‌ ‌good‌ ‌events‌‌                           
and‌ ‌many‌ ‌Cast.‌ ‌You‌ ‌can‌ ‌never‌ ‌have‌ ‌too‌ ‌many‌ ‌Cast‌ ‌Members!‌ ‌ 

Be‌ ‌creative.‌ ‌You’ve‌ ‌probably‌ ‌already‌ ‌thought‌ ‌of‌ ‌something‌ ‌we‌ ‌haven’t.‌ ‌Let‌ ‌us‌ ‌know!‌ ‌ 

Chapter‌ ‌Points‌ ‌ 
People‌‌who‌‌volunteer‌‌for‌‌the‌‌REFUGE‌‌LARP‌‌are‌‌compensated‌‌for‌‌their‌‌efforts‌‌with‌‌Chapter‌‌                           
Points.‌ ‌These‌ ‌are‌ ‌usually‌ ‌rewarded‌ ‌for‌ ‌work‌ ‌done‌ ‌at‌ ‌a‌ ‌rate‌ ‌that‌ ‌varies‌ ‌by‌ ‌Chapter‌ ‌(more‌‌                               
stressful,‌ ‌responsible,‌ ‌or‌ ‌undesirable‌ ‌jobs‌ ‌may‌ ‌earn‌ ‌you‌ ‌more‌ ‌points.)‌ ‌You‌ ‌may‌ ‌also‌ ‌earn‌‌                           
Chapter‌ ‌Points‌ ‌by‌ ‌donating‌ ‌or‌ ‌making‌ ‌props,‌ ‌playing‌ ‌Cast,‌ ‌or‌ ‌volunteering‌ ‌in‌ ‌other‌ ‌staff‌‌                           
positions.‌ ‌ 

Chapter‌ ‌Points‌ ‌can‌ ‌be‌ ‌collected‌‌and‌‌used‌‌at‌‌your‌‌convenience‌‌with‌‌certain‌‌limitations.‌‌The‌‌                           
RPDb‌ ‌keeps‌ ‌track‌ ‌for‌ ‌you‌ ‌when‌ ‌you‌ ‌earn‌ ‌and‌ ‌spend‌ ‌them.‌ ‌You‌ ‌can‌ ‌spend‌ ‌your‌ ‌Chapter‌‌                               
Points‌ ‌in‌ ‌many‌ ‌ways,‌ ‌listed‌ ‌below;‌ ‌your‌ ‌local‌ ‌Chapter‌ ‌may‌ ‌have‌ ‌additional‌ ‌ways‌ ‌to‌ ‌spend‌‌                             
your‌ ‌points‌ ‌not‌ ‌included‌ ‌here..‌ ‌ 

Resurrections:‌ ‌You‌ ‌may‌ ‌trade‌ ‌in‌ ‌Chapter‌ ‌Points‌ ‌to‌ ‌buy‌ ‌back‌ ‌a‌ ‌Resurrection‌ ‌that‌ ‌your‌‌                           
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character‌ ‌has‌ ‌experienced.‌ ‌This‌ ‌will‌ ‌reduce‌ ‌your‌ ‌risk‌ ‌of‌ ‌permanent‌ ‌death.‌ ‌In‌ ‌other‌ ‌words,‌‌                           
the‌ ‌amount‌ ‌of‌ ‌black‌ ‌stones‌ ‌in‌ ‌the‌ ‌Resurrection‌ ‌Bag‌ ‌of‌ ‌Chance‌ ‌will‌ ‌be‌ ‌reduced‌ ‌by‌ ‌one.‌ ‌ 

There‌‌are‌‌some‌‌limitations‌‌on‌‌this‌‌use‌‌of‌‌Chapter‌‌Points:‌‌First,‌‌you‌‌can‌‌never‌‌buy‌‌back‌‌your‌‌                                 
first‌ ‌two‌ ‌Resurrections.‌ ‌Second,‌ ‌you‌ ‌may‌ ‌not‌ ‌buy‌‌back‌‌a‌‌Resurrection‌‌once‌‌your‌‌character‌‌                           
has‌‌pulled‌‌a‌‌black‌‌stone.‌‌There‌‌are‌‌also‌‌some‌‌Rituals‌‌that‌‌will‌‌prevent‌‌buying‌‌back‌‌deaths‌‌in‌‌                                 
this‌ ‌way.‌ ‌Finally,‌ ‌no‌‌character‌‌may‌‌ever‌‌buy‌‌back‌‌more‌‌than‌‌ten‌‌deaths‌‌in‌‌this‌‌manner.‌‌For‌‌                                 
logistics‌ ‌purposes,‌ ‌you‌ ‌can‌ ‌only‌ ‌buy‌ ‌back‌ ‌Resurrections‌ ‌in‌ ‌your‌ ‌character’s‌ ‌home‌ ‌Campaign.‌ ‌ 

The‌‌cost‌‌of‌‌buying‌‌back‌‌Resurrections‌‌with‌‌Chapter‌‌Points‌‌is‌‌as‌‌follows:‌‌40‌‌Chapter‌‌Points‌‌to‌‌                               
buy‌ ‌your‌ ‌first‌ ‌Resurrection,‌ ‌80‌ ‌for‌ ‌your‌ ‌second,‌ ‌160‌ ‌for‌ ‌your‌ ‌third,‌ ‌and‌ ‌so‌ ‌on.‌ ‌The‌ ‌price‌‌                                 
doubles‌ ‌for‌ ‌each‌ ‌additional‌ ‌Resurrection.‌ ‌ 

Game‌‌Items:‌‌‌For‌‌each‌‌Chapter‌‌Point‌‌spent,‌‌you‌‌can‌‌receive‌‌one‌‌Production‌‌Point‌‌which‌‌can‌‌                             
then‌‌be‌‌used‌‌to‌‌purchase‌‌coins,‌‌Battle‌‌Magic‌‌Scrolls,‌‌Potions,‌‌Elixirs,‌‌gasses,‌‌traps,‌‌Weapons,‌                           
or‌ ‌armor.‌ ‌During‌ ‌your‌ ‌registration‌ ‌for‌ ‌an‌ ‌event,‌ ‌state‌ ‌what‌ ‌you‌ ‌wish‌ ‌to‌ ‌use‌ ‌the‌ ‌Chapter‌‌                               
Points‌ ‌for,‌ ‌and‌ ‌Logistics‌ ‌will‌ ‌provide‌‌the‌‌item(s).‌‌You‌‌cannot‌‌spend‌‌more‌‌than‌‌fifty‌‌Chapter‌‌                             
Points‌ ‌per‌ ‌LP‌ ‌of‌ ‌the‌ ‌event‌ ‌(so‌ ‌a‌ ‌normal‌ ‌two-day‌ ‌weekend‌ ‌event‌ ‌would‌ ‌be‌ ‌limited‌ ‌to‌ ‌100).‌‌                                 
Note‌ ‌that‌ ‌you‌ ‌will‌ ‌not‌ ‌be‌ ‌given‌ ‌random‌ ‌Production‌ ‌Points‌ ‌that‌ ‌you‌ ‌can‌ ‌store‌ ‌away‌ ‌to‌ ‌be‌‌                                 
used‌ ‌any‌ ‌way‌ ‌you‌ ‌want‌ ‌in‌ ‌the‌ ‌future.‌ ‌ 

You‌‌are‌‌welcome‌‌to‌‌come‌‌up‌‌with‌‌your‌‌own‌‌IG‌‌explanation‌‌for‌‌how‌‌your‌‌character‌‌came‌‌up‌‌                                 
with‌ ‌these‌ ‌items‌ ‌–‌ ‌perhaps‌ ‌you‌ ‌found‌ ‌them‌ ‌on‌ ‌a‌ ‌dead‌ ‌body‌ ‌between‌‌events,‌‌perhaps‌‌you‌‌                               
bartered‌‌for‌‌them,‌‌or‌‌perhaps‌‌you‌‌stole‌‌them‌‌from‌‌an‌‌unwitting‌‌peddler.‌‌We‌‌do‌‌not‌‌provide‌‌                               
the‌ ‌physreps‌‌for‌‌any‌‌of‌‌these‌‌things,‌‌only‌‌the‌‌appropriate‌‌Tags.‌‌You‌‌must‌‌supply‌‌the‌‌actual‌‌                               
Battle‌ ‌Magic‌ ‌Scroll,‌ ‌Potion‌ ‌vial,‌ ‌armor,‌ ‌or‌ ‌Weapon‌ ‌requested.‌ ‌ 

If‌‌spending‌‌Production‌‌Points‌‌on‌‌something‌‌that‌‌would‌‌normally‌‌require‌‌additional‌‌coin‌‌(like‌‌                         
Strengthening‌ ‌or‌ ‌Silvering),‌ ‌you‌ ‌must‌ ‌supply‌ ‌the‌ ‌additional‌ ‌coin‌ ‌out‌ ‌of‌ ‌pocket.‌ ‌ 

Since‌ ‌a‌ ‌Production‌ ‌Point‌ ‌is‌ ‌worth‌ ‌one‌ ‌copper‌ ‌piece,‌ ‌you‌ ‌may‌ ‌also‌ ‌turn‌ ‌in‌ ‌your‌ ‌Chapter‌‌                               
Points‌ ‌for‌ ‌coins.‌ ‌One‌ ‌hundred‌ ‌Chapter‌ ‌Points‌ ‌would‌ ‌be‌ ‌worth‌ ‌a‌ ‌gold‌‌piece.‌‌Full‌‌Spellbooks‌‌                             
may‌ ‌be‌ ‌purchased‌ ‌for‌‌500‌‌Chapter‌‌Points‌‌each,‌‌and‌‌full‌‌‌Alchemy‌‌‌Books‌‌may‌‌be‌‌purchased‌                             
for‌ ‌250‌ ‌Chapter‌ ‌Points‌ ‌(note‌ ‌that‌ ‌illegal‌ ‌Formulas‌ ‌in‌ ‌your‌ ‌Chapter‌ ‌may‌ ‌not‌ ‌be‌ ‌included).‌ ‌ 

You‌ ‌may‌ ‌purchase‌ ‌Spellcrafting‌ ‌Reagents‌ ‌for‌ ‌50‌ ‌Chapter‌‌Points.‌‌These‌‌Reagents‌‌may‌‌only‌‌                         
be‌ ‌used‌ ‌at‌ ‌the‌ ‌event‌ ‌you‌ ‌purchase‌ ‌them,‌ ‌and‌‌only‌‌for‌‌the‌‌purpose‌‌of‌‌Spellcrafting,‌‌not‌‌for‌‌                                 
other‌ ‌purposes‌ ‌like‌ ‌Formal‌ ‌Magic‌ ‌or‌ ‌paying‌ ‌off‌ ‌summoned‌ ‌Elementals.‌ ‌ 

Event‌ ‌Buyback:‌ ‌You‌ ‌may‌ ‌trade‌ ‌in‌ ‌your‌ ‌Chapter‌ ‌Points‌ ‌to‌ ‌receive‌ ‌XP‌ ‌for‌ ‌any‌ ‌event‌ ‌your‌‌                               
character‌ ‌did‌ ‌not‌ ‌attend.‌ ‌These‌ ‌XP‌ ‌can‌ ‌only‌ ‌be‌ ‌awarded‌ ‌if‌ ‌you‌ ‌did‌ ‌not‌ ‌attend‌ ‌any‌ ‌other‌‌                                 
events‌‌that‌‌weekend‌‌as‌‌a‌‌PC,‌‌even‌‌as‌‌another‌‌character.‌‌For‌‌example,‌‌if‌‌you‌‌were‌‌Cast‌‌for‌‌a‌‌                                   
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weekend‌ ‌event,‌ ‌you‌ ‌may‌ ‌use‌ ‌your‌ ‌Chapter‌ ‌Points‌ ‌to‌ ‌buy‌ ‌XP‌ ‌for‌ ‌your‌ ‌character‌ ‌for‌ ‌that‌‌                               
event.‌ ‌You‌ ‌cannot‌ ‌do‌ ‌this‌ ‌if‌ ‌you‌ ‌were‌ ‌a‌ ‌PC‌ ‌there.‌ ‌ 

The‌ ‌Chapter‌ ‌Points‌ ‌cost‌ ‌for‌ ‌an‌ ‌event‌ ‌is‌ ‌thirty‌ ‌Chapter‌ ‌Points‌ ‌per‌ ‌LP‌ ‌of‌ ‌the‌ ‌event‌ ‌(so‌ ‌a‌‌                                   
regular‌ ‌two-day‌ ‌weekend‌ ‌event‌ ‌will‌ ‌cost‌ ‌60‌ ‌Chapter‌ ‌Points).‌ ‌ 

These‌ ‌Chapter‌ ‌Points‌ ‌are‌ ‌non-transferrable.‌ ‌You‌ ‌cannot‌ ‌use‌ ‌your‌ ‌Chapter‌ ‌Points‌ ‌to‌ ‌buy‌‌                         
Events‌ ‌for‌ ‌a‌‌friend.‌‌Further,‌‌you‌‌can‌‌only‌‌spend‌‌Chapter‌‌Points‌‌in‌‌the‌‌Chapter‌‌in‌‌which‌‌you‌‌                                 
earned‌‌them.‌‌You‌‌may‌‌only‌‌purchase‌‌Events‌‌three‌‌months‌‌prior‌‌to‌‌the‌‌current‌‌date‌‌and‌‌may‌‌                               
not‌ ‌purchase‌ ‌events‌ ‌for‌ ‌the‌ ‌same‌ ‌date‌ ‌from‌ ‌two‌ ‌different‌ ‌Chapters,‌ ‌even‌ ‌if‌ ‌you‌ ‌attended‌‌                             
one‌ ‌of‌ ‌the‌ ‌events‌ ‌as‌ ‌a‌ ‌player.‌ ‌ 

For‌ ‌example:‌ ‌Fred‌ ‌Player‌ ‌PCs‌ ‌an‌ ‌event‌ ‌in‌ ‌the‌ ‌Calgary‌ ‌Chapter.‌ ‌He‌ ‌cannot‌ ‌then‌ ‌use‌ ‌his‌‌                               
Chapter‌ ‌Points‌ ‌from‌ ‌the‌‌Portland‌‌Chapter‌‌to‌‌buy‌‌XP‌‌for‌‌an‌‌event‌‌that‌‌took‌‌place‌‌the‌‌same‌‌                                 
weekend.‌ ‌ 

Change‌‌Skills:‌‌‌Once‌‌per‌‌Month‌‌per‌‌Character,‌‌a‌‌Player‌‌may‌‌remove‌‌a‌‌single‌‌Skill‌‌from‌‌their‌‌                               
card‌ ‌at‌ ‌the‌ ‌cost‌ ‌of‌ ‌30‌‌Chapter‌‌Points.‌‌The‌‌Chapter‌‌Points‌‌used‌‌to‌‌purchase‌‌this‌‌must‌‌be‌‌at‌‌                                   
the‌ ‌character’s‌ ‌home‌ ‌Chapter.‌ ‌Additionally,‌ ‌you‌ ‌may‌ ‌not‌ ‌sell‌ ‌Skills‌ ‌back‌ ‌to‌ ‌avoid‌‌                         
prerequisites.‌ ‌If‌ ‌your‌ ‌character‌ ‌has‌ ‌a‌ ‌‌Shatter/Disarm‌ ‌‌Strike‌ ‌‌and‌ ‌selling‌ ‌back‌ ‌a‌ ‌‌Weapon‌‌                         
Proficiency‌ ‌puts‌ ‌you‌ ‌below‌ ‌the‌ ‌required‌ ‌20‌‌XP‌‌in‌‌that‌‌category‌‌you‌‌must‌‌first‌‌sell‌‌back‌‌the‌‌                                 
Shatter/Disarm‌‌ ‌‌Strike‌ ‌‌before‌ ‌you‌ ‌could‌ ‌remove‌ ‌the‌ ‌‌Proficiency‌.‌ ‌ 

Game‌ ‌Preparation:‌ ‌A‌ ‌player‌ ‌may‌ ‌purchase‌ ‌a‌ ‌full‌ ‌set‌ ‌of‌ ‌Protective‌ ‌Spells‌ ‌coming‌ ‌into‌ ‌the‌‌                             
weekend‌‌(‌Endow,‌‌Weapon‌‌Shield,‌‌Poison‌‌Shield,‌‌Elemental‌‌Shield,‌‌‌and‌‌your‌‌choice‌‌of‌‌either‌‌                         
Spell‌ ‌Shield‌ ‌‌or‌‌ ‌Reflect‌ ‌Spell‌)‌ ‌for‌ ‌40‌ ‌Chapter‌ ‌Points.‌ ‌ 

Players‌‌may‌‌spend‌‌50‌‌Chapter‌‌Points‌‌to‌‌come‌‌into‌‌game‌‌with‌‌up‌‌to‌‌10‌‌levels‌‌worth‌‌of‌‌spells‌‌                                   
in‌ ‌a‌ ‌Spell‌ ‌Store‌ ‌Ritual.‌ ‌This‌ ‌may‌ ‌only‌ ‌be‌ ‌purchased‌‌once‌‌per‌‌event;‌‌the‌‌spell‌‌levels‌‌may‌‌be‌‌                                   
split‌ ‌among‌ ‌different‌ ‌Spell‌ ‌Stores‌ ‌of‌ ‌differing‌ ‌schools‌ ‌if‌ ‌desired.‌ ‌ 

Refuge‌ ‌Points‌ ‌ 
REFUGE,‌ ‌as‌ ‌an‌ ‌international‌ ‌organization,‌ ‌has‌ ‌rewards‌ ‌above‌ ‌the‌ ‌Chapter‌ ‌level.‌ ‌These‌‌are‌‌                         
called‌ ‌Refuge‌ ‌Points.‌ ‌Refuge‌ ‌Points‌ ‌are‌ ‌given‌ ‌out‌ ‌to‌ ‌players‌ ‌for‌ ‌helping‌ ‌the‌ ‌LARP‌ ‌on‌ ‌a‌‌                               
national‌ ‌scale.‌ ‌This‌ ‌includes‌ ‌being‌ ‌part‌ ‌of‌ ‌a‌ ‌REFUGE‌ ‌Committee,‌‌volunteering‌‌for‌‌National‌‌                         
events,‌ ‌and‌ ‌donations‌ ‌that‌ ‌go‌ ‌above‌ ‌and‌ ‌beyond‌ ‌a‌ ‌certain‌ ‌point.‌ ‌ 

These‌‌can‌‌be‌‌converted‌‌into‌‌any‌‌Chapter‌‌Points‌‌to‌‌buy‌‌back‌‌events‌‌for‌‌a‌‌Chapter‌‌you‌‌may‌‌                                 
not‌‌normally‌‌attend.‌‌The‌‌same‌‌rules‌‌apply‌‌for‌‌these‌‌buybacks‌‌as‌‌they‌‌do‌‌for‌‌Chapter‌‌Points‌‌                               
(cannot‌‌have‌‌another‌‌event‌‌credited‌‌to‌‌any‌‌of‌‌your‌‌characters‌‌for‌‌the‌‌same‌‌timeframe).‌‌The‌‌                             
cost‌‌is‌‌five‌‌Refuge‌‌Points‌‌per‌‌LP.‌ ‌You‌‌can‌‌also‌‌purchase‌‌one‌‌additional‌‌LP‌‌worth‌‌of‌‌XP‌‌each‌‌                                   
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month‌ ‌for‌ ‌6‌ ‌Refuge‌ ‌Points‌ ‌per‌ ‌month.‌ ‌ 

REFUGE‌‌also‌‌allows‌‌purchase‌‌of‌‌Magic‌‌Items‌‌with‌‌Refuge‌‌Points.‌‌This‌‌list‌‌is‌‌available‌‌on‌‌the‌‌                               
REFUGE‌ ‌website‌ ‌(‌www.refugelarp.org‌);‌ ‌the‌ ‌cost‌ ‌will‌ ‌vary‌ ‌depending‌ ‌on‌ ‌the‌ ‌item‌ ‌and‌‌how‌‌                         
many‌ ‌LPs‌ ‌the‌ ‌item‌ ‌is‌ ‌created‌ ‌for.‌ ‌Refuge‌ ‌Points‌ ‌may‌ ‌sometimes‌ ‌be‌ ‌converted‌ ‌to‌ ‌Chapter‌‌                             
Points‌ ‌at‌ ‌a‌ ‌5:1‌ ‌ratio.‌ ‌ 

IG‌ ‌Limitations‌ ‌ 
REFUGE‌ ‌rules‌ ‌present‌ ‌an‌ ‌approximation‌ ‌of‌‌a‌‌fantasy‌‌world‌‌to‌‌the‌‌best‌‌of‌‌our‌‌abilities.‌‌This‌‌                               
relies‌ ‌on‌ ‌some‌ ‌IG‌ ‌limitations‌ ‌which‌ ‌require‌ ‌players‌‌to‌‌suspend‌‌their‌‌disbelief.‌‌For‌‌example,‌‌                           
not‌ ‌every‌ ‌beast‌ ‌you‌ ‌slay‌ ‌might‌ ‌have‌ ‌a‌ ‌Fangtooth‌ ‌Reagent;‌ ‌gunpowder‌ ‌hasn’t‌ ‌been‌‌                         
discovered‌‌and‌‌your‌‌PC‌‌cannot‌‌suddenly‌‌discover‌‌it‌‌and‌‌change‌‌the‌‌course‌‌of‌‌warfare;‌‌and‌‌                             
some‌ ‌spells‌ ‌simply‌ ‌cannot‌ ‌be‌ ‌inscribed‌ ‌onto‌ ‌Battle‌ ‌Magic‌ ‌Scrolls‌ ‌for‌ ‌OOG‌ ‌balance‌ ‌reasons.‌ ‌ 

Every‌ ‌rules‌ ‌limitation‌ ‌has‌ ‌a‌ ‌purpose;‌ ‌often,‌ ‌this‌ ‌is‌ ‌for‌ ‌balance‌ ‌reasons‌ ‌to‌ ‌ensure‌ ‌that‌‌                             
different‌ ‌types‌ ‌of‌ ‌characters‌ ‌can‌ ‌flourish‌ ‌in‌ ‌a‌ ‌specific‌ ‌niche.‌ ‌REFUGE‌ ‌characters‌ ‌are‌‌                         
intentionally‌ ‌designed‌ ‌so‌ ‌that‌ ‌it‌ ‌is‌ ‌exceedingly‌ ‌difficult‌ ‌to‌ ‌be‌ ‌an‌ ‌expert‌ ‌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                     
promote‌‌team‌‌play‌‌and‌‌discourage‌‌one‌‌character‌‌from‌‌being‌‌able‌‌to‌‌beat‌‌every‌‌puzzle‌‌and‌‌                             
combat‌ ‌alone.‌ ‌Celestialists‌ ‌intentionally‌ ‌do‌ ‌not‌ ‌have‌ ‌access‌ ‌to‌ ‌healing‌ ‌spells.‌ ‌Rogues‌ ‌are‌‌                         
intentionally‌ ‌difficult‌ ‌to‌ ‌pin‌ ‌down‌ ‌but‌ ‌will‌ ‌never‌ ‌do‌ ‌as‌ ‌much‌ ‌damage‌ ‌from‌ ‌the‌ ‌front‌ ‌as‌‌                               
Fighters‌‌do.‌‌Every‌‌class‌‌and‌‌build‌‌has‌‌specific‌‌cases‌‌where‌‌it‌‌shines‌‌–‌‌and‌‌others‌‌where‌‌it‌‌will‌‌                                   
need‌ ‌other‌ ‌characters‌ ‌to‌ ‌help‌ ‌out.‌ ‌ 

When‌‌finding‌‌rules‌‌that‌‌don’t‌‌seem‌‌to‌‌make‌‌sense‌‌IG,‌‌consider‌‌why‌‌that‌‌rule‌‌might‌‌exist‌‌and‌‌                                 
how‌ ‌it‌ ‌might‌ ‌serve‌ ‌to‌ ‌keep‌ ‌REFUGE‌ ‌classes‌ ‌balanced,‌ ‌REFUGE‌ ‌combat‌ ‌safe,‌ ‌and‌ ‌REFUGE‌‌                           
welcoming‌ ‌to‌ ‌newer‌ ‌players‌ ‌as‌ ‌well‌ ‌as‌ ‌those‌ ‌more‌ ‌experienced.‌ ‌ 

Multiple‌ ‌Characters‌ ‌ 
You‌ ‌cannot‌ ‌play‌ ‌more‌ ‌than‌ ‌one‌ ‌PC‌ ‌at‌ ‌a‌ ‌single‌ ‌REFUGE‌ ‌event‌ ‌unless‌ ‌your‌ ‌character‌ ‌dies‌‌                               
permanently‌ ‌and‌ ‌you‌ ‌start‌ ‌a‌ ‌new‌ ‌one.‌ ‌This‌ ‌is‌ ‌to‌ ‌prevent‌ ‌confusion‌ ‌by‌ ‌other‌ ‌players,‌ ‌who‌‌                               
might‌ ‌have‌ ‌difficulty‌ ‌determining‌ ‌if‌‌your‌‌character‌‌suddenly‌‌changed‌‌costumes‌‌or‌‌was‌‌the‌‌                         
target‌ ‌of‌ ‌a‌ ‌ritual‌ ‌that‌ ‌changed‌ ‌their‌ ‌species‌ ‌entirely.‌ ‌ 

When‌ ‌playing‌ ‌multiple‌ ‌characters‌ ‌over‌ ‌time,‌ ‌please‌ ‌keep‌ ‌those‌ ‌characters‌ ‌significantly‌‌                     
different‌ ‌from‌ ‌one‌ ‌another.‌ ‌Different‌ ‌characters‌ ‌played‌ ‌by‌ ‌the‌ ‌same‌ ‌player‌ ‌should‌ ‌have‌‌                         
different‌ ‌adventuring‌ ‌parties,‌ ‌different‌ ‌costumes,‌ ‌and‌ ‌different‌ ‌species.‌ ‌ 
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Multiple‌‌characters‌‌belonging‌‌to‌‌the‌‌same‌‌player‌‌may‌‌never‌‌directly‌‌interact‌‌in‌‌any‌‌way.‌‌You‌‌                             
cannot‌ ‌have‌ ‌one‌ ‌of‌ ‌your‌ ‌PCs‌ ‌sell,‌ ‌donate,‌ ‌or‌ ‌will‌ ‌items‌ ‌to‌ ‌your‌ ‌other‌‌PCs‌‌either‌‌directly‌‌or‌‌                                   
indirectly‌ ‌through‌ ‌an‌ ‌intermediary.‌ ‌ 

Logistics‌ ‌ 
You‌ ‌will‌ ‌be‌ ‌given‌ ‌a‌ ‌Character‌ ‌Card‌ ‌when‌ ‌you‌ ‌check‌ ‌in.‌ ‌On‌ ‌that‌ ‌card‌ ‌will‌ ‌be‌ ‌your‌ ‌Skills.‌‌                                   
Attached‌‌to‌‌that‌‌is‌‌a‌‌Battle‌‌Board.‌‌You‌‌will‌‌be‌‌given‌‌a‌‌new‌‌Battle‌‌Board‌‌for‌‌each‌‌LP.‌‌All‌‌the‌‌                                       
Skills‌ ‌and‌ ‌spells‌ ‌your‌ ‌character‌ ‌possesses‌ ‌that‌ ‌are‌ ‌expendable‌ ‌will‌ ‌be‌ ‌printed‌ ‌on‌ ‌it.‌ ‌These‌                             
Battle‌ ‌Boards‌ ‌are‌ ‌unique‌ ‌and‌ ‌personal‌ ‌for‌ ‌each‌ ‌character‌ ‌so‌ ‌they‌ ‌will‌ ‌not‌ ‌all‌ ‌look‌ ‌alike.‌ ‌ 

Everyone‌‌must‌‌always‌‌carry‌‌their‌‌Battle‌‌Board‌‌and‌‌Character‌‌Card‌‌with‌‌them.‌‌A‌‌Marshal‌‌can‌‌                             
always‌ ‌ask‌ ‌to‌ ‌see‌ ‌your‌ ‌Battle‌ ‌Board‌ ‌at‌ ‌any‌ ‌time‌ ‌to‌ ‌make‌ ‌sure‌ ‌you‌ ‌are‌ ‌properly‌ ‌keeping‌‌                                 
track‌ ‌of‌ ‌your‌ ‌spells‌ ‌and‌ ‌Skills.‌ ‌ 

Battle‌ ‌Boards‌ ‌must‌ ‌be‌ ‌updated‌ ‌after‌ ‌a‌ ‌battle‌ ‌in‌ ‌which‌ ‌Skills‌ ‌were‌ ‌used‌ ‌by‌ ‌filling‌ ‌in‌ ‌the‌‌                                 
bubbles‌‌next‌‌to‌‌the‌‌Skill‌‌or‌‌spell‌‌used.‌‌Note‌‌that‌‌there‌‌may‌‌be‌‌ways‌‌to‌‌change‌‌some‌‌abilities‌‌                                   
during‌‌an‌‌LP‌‌such‌‌as‌‌spending‌‌‌High‌‌Magic‌‌or‌‌‌Meditating‌‌‌back‌‌a‌‌Skill‌‌or‌‌spell‌‌that‌‌was‌‌used;‌‌                                   
in‌ ‌this‌ ‌case,‌ ‌simply‌ ‌update‌ ‌the‌ ‌card‌ ‌and‌ ‌(if‌ ‌adding‌ ‌a‌ ‌Skill‌ ‌or‌ ‌spell)‌ ‌have‌ ‌it‌ ‌initialed‌ ‌by‌ ‌a‌‌                                     
Marshal‌ ‌to‌ ‌show‌ ‌that‌ ‌they‌ ‌checked‌ ‌that‌ ‌your‌ ‌updates‌ ‌were‌ ‌legitimate.‌ ‌ 

Character‌ ‌Management‌ ‌ 
In‌ ‌REFUGE‌ ‌LARP‌ ‌your‌ ‌character‌ ‌is‌ ‌managed‌ ‌in‌ ‌an‌ ‌online‌ ‌database,‌ ‌‌REFUGE‌ ‌Player‌‌                         
Database‌ ‌(RPDb).‌ ‌You‌ ‌can‌ ‌create‌ ‌an‌ ‌account‌ ‌online.‌ ‌The‌ ‌RPDb‌ ‌is‌ ‌your‌ ‌one‌ ‌stop‌ ‌shop‌ ‌for‌‌                               
interacting‌‌with‌‌your‌‌REFUGE‌‌LARP‌‌character.‌‌You’ll‌‌be‌‌able‌‌to‌‌spend‌‌XP,‌‌Chapter‌‌Points‌‌or‌‌                             
Refuge‌ ‌Points,‌ ‌view‌ ‌your‌ ‌attended‌ ‌event‌‌history,‌‌and‌‌preregister‌‌for‌‌upcoming‌‌events.‌‌You‌‌                         
can‌ ‌register‌ ‌an‌ ‌account‌ ‌and‌ ‌create‌ ‌your‌ ‌character‌ ‌right‌ ‌now‌ ‌or‌ ‌reach‌ ‌out‌ ‌to‌ ‌your‌ ‌local‌‌                               
Chapter.‌‌ ‌  

If‌ ‌you‌ ‌are‌ ‌interested‌ ‌in‌ ‌exploring‌ ‌character‌ ‌build‌ ‌options,‌ ‌REFUGE‌ ‌LARP‌ ‌runs‌ ‌a‌ ‌‌Free‌‌Play‌‌                             
version‌ ‌of‌ ‌the‌ ‌RPDb‌.‌ ‌You‌ ‌can‌ ‌edit‌ ‌information‌ ‌about‌ ‌your‌‌characters‌‌stored‌‌here‌‌and‌‌see‌‌                             
what‌ ‌your‌ ‌character‌ ‌could‌ ‌look‌ ‌like‌ ‌in‌ ‌the‌ ‌future.‌ ‌ 

Tags‌ ‌ 
All‌‌items‌‌are‌‌represented‌‌by‌‌Tags.‌‌This‌‌allows‌‌you‌‌to‌‌buy,‌‌sell,‌‌steal,‌‌or‌‌trade‌‌items‌‌with‌‌other‌‌                                   
players.‌ ‌When‌ ‌you‌ ‌use‌ ‌an‌ ‌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,‌‌if‌‌applicable,‌‌which‌‌Campaign)‌‌it‌‌was‌‌generated‌‌in.‌‌Below‌‌are‌‌some‌‌examples‌‌                           
of‌ ‌the‌ ‌Tags‌ ‌you‌ ‌might‌ ‌see.‌ ‌ 
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Weapon‌‌Tags‌‌are‌‌attached‌‌directly‌‌to‌‌your‌‌Weapon;‌‌the‌‌Weapon‌‌type‌‌must‌‌remain‌‌visible.‌‌                           
The‌‌Tag‌‌type‌‌must‌‌match‌‌the‌‌Weapon‌‌being‌‌used‌‌exactly.‌‌If‌‌a‌‌Weapon‌‌does‌‌not‌‌have‌‌one‌‌of‌‌                                   
these‌ ‌Tags,‌ ‌it‌ ‌cannot‌ ‌be‌ ‌used‌ ‌(except‌ ‌by‌ ‌Cast).‌ ‌A‌ ‌regular‌ ‌Weapon‌ ‌that‌ ‌is‌ ‌not‌ ‌Silvered,‌ ‌or‌‌                                 
Strengthened‌ ‌will‌ ‌have‌ ‌those‌ ‌sections‌ ‌crossed‌ ‌off.‌ ‌If‌ ‌a‌ ‌Weapon‌ ‌is‌ ‌Silver,‌ ‌then‌ ‌the‌ ‌Silver‌‌                             
section‌‌will‌‌be‌‌circled.‌‌Every‌‌Weapon‌‌must‌‌have‌‌either‌‌a‌‌Weapon‌‌Tag,‌‌a‌‌Merchant‌‌Code,‌‌or‌‌a‌‌                                 
Magic‌ ‌Item‌ ‌number;‌ ‌without‌ ‌this‌ ‌the‌ ‌Weapon‌ ‌cannot‌ ‌be‌ ‌wielded‌ ‌by‌ ‌a‌ ‌PC.‌ ‌ 

Arrows‌ ‌and‌ ‌Bolts‌ ‌will‌‌have‌‌multiple‌‌units‌‌of‌‌ammunition‌‌listed‌‌on‌‌the‌‌Tag.‌‌After‌‌a‌‌battle,‌‌a‌‌                                 
number‌ ‌of‌ ‌uses‌ ‌equal‌ ‌to‌ ‌the‌ ‌Arrows‌ ‌and‌ ‌Bolts‌ ‌you‌ ‌used‌ ‌during‌ ‌the‌ ‌battle‌ ‌must‌ ‌be‌ ‌torn‌ ‌or‌‌                                   
marked‌ ‌off‌ ‌of‌ ‌these‌ ‌Tags.‌ ‌ 

Armor‌‌Tags‌‌list‌‌the‌‌points‌‌your‌‌armor‌‌is‌‌worth.‌‌You‌‌can‌‌never‌‌have‌‌more‌‌Armor‌‌Points‌‌than‌‌                                 
the‌ ‌points‌ ‌the‌ ‌Marshal‌ ‌has‌ ‌assigned‌ ‌to‌‌the‌‌armor‌‌you‌‌are‌‌currently‌‌wearing.‌‌If‌‌your‌‌armor‌‌                               
was‌‌assigned‌‌12‌‌points‌‌and‌‌someone‌‌gives‌‌you‌‌a‌‌Tag‌‌worth‌‌15,‌‌you‌‌cannot‌‌use‌‌it‌‌unless‌‌you‌‌                                   
trade‌ ‌it‌ ‌in‌ ‌for‌ ‌a‌ ‌Tag‌ ‌worth‌ ‌12‌ ‌points‌ ‌(usually‌ ‌at‌ ‌Logistics).‌ ‌ 

Production‌ ‌Item‌‌Tags‌‌will‌‌only‌‌have‌‌one‌‌use,‌‌as‌‌the‌‌Tags‌‌are‌‌meant‌‌to‌‌be‌‌attached‌‌to‌‌the‌‌                                   
physrep‌ ‌of‌ ‌the‌ ‌item.‌ ‌A‌ ‌Potion‌ ‌Tag‌ ‌or‌ ‌Elixir‌ ‌Tag‌ ‌must‌ ‌be‌ ‌inserted‌ ‌into‌ ‌the‌ ‌Potion‌ ‌vial‌ ‌or‌‌                                   
secured‌‌in‌‌some‌‌other‌‌manner‌‌(tape,‌‌rubber‌‌band).‌‌Globe‌‌Tags‌‌are‌‌not‌‌kept‌‌on‌‌the‌‌Packets‌‌                               
that‌‌we‌‌use‌‌to‌‌represent‌‌‌Alchemical‌‌‌and‌‌Trap‌‌Globes‌‌for‌‌safety‌‌reasons‌‌but‌‌may‌‌instead‌‌be‌‌                               
kept‌‌in‌‌a‌‌pocket‌‌or‌‌on‌‌a‌‌Tag‌‌ring.‌‌After‌‌a‌‌battle,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌Tags‌‌that‌‌were‌‌used.‌‌                                         
These‌ ‌Tags‌ ‌are‌ ‌stealable‌ ‌items‌‌even‌‌though‌‌they‌‌are‌‌not‌‌on‌‌a‌‌physrep.‌‌Further,‌‌if‌‌someone‌‌                               
steals‌‌your‌‌Globe‌‌physreps,‌‌you‌‌must‌‌turn‌‌over‌‌the‌‌appropriate‌‌number‌‌of‌‌Tags‌‌to‌‌represent‌‌                             
that‌ ‌which‌ ‌has‌ ‌been‌ ‌taken.‌ ‌ 

Spellbook‌‌Tags‌‌are‌‌specific‌‌to‌‌each‌‌school‌‌of‌‌magic‌‌and‌‌must‌‌be‌‌kept‌‌with‌‌your‌‌Spellbook‌‌                               
physrep.‌‌Logistics‌‌will‌‌cross‌‌off‌‌all‌‌spells‌‌from‌‌the‌‌list‌‌that‌‌you‌‌do‌‌not‌‌have,‌‌leaving‌‌the‌‌ones‌‌                                   
available‌‌for‌‌you‌‌clear.‌‌New‌‌spells‌‌can‌‌be‌‌added‌‌to‌‌your‌‌book‌‌by‌‌paying‌‌money‌‌at‌‌Logistics‌‌                                 
with‌ ‌a‌ ‌source‌ ‌book‌ ‌to‌ ‌copy‌ ‌from,‌ ‌at‌ ‌which‌ ‌time‌ ‌they‌ ‌will‌ ‌give‌ ‌you‌ ‌a‌ ‌new‌ ‌Spellbook‌ ‌Tag.‌ ‌ 

Alchemy‌‌‌Formula‌‌Book‌‌Tags‌‌work‌‌in‌‌a‌‌similar‌‌way,‌‌except‌‌that‌‌you‌‌do‌‌not‌‌have‌‌to‌‌pay‌‌to‌‌                                   
add‌ ‌new‌ ‌Formula.‌ ‌You‌ ‌do‌ ‌still‌ ‌need‌ ‌to‌ ‌have‌ ‌a‌ ‌source‌ ‌book‌ ‌to‌ ‌copy‌ ‌from.‌ ‌ 

Trap‌‌Tags‌‌will‌‌list‌‌the‌‌type‌‌of‌‌trap,‌‌including‌‌the‌‌amount‌‌of‌‌damage‌‌done‌‌if‌‌applicable.‌‌Gas‌‌                                 
Traps‌ ‌and‌ ‌Scroll‌ ‌Traps‌ ‌must‌ ‌have‌ ‌an‌ ‌‌Alchemical‌ ‌‌Globe‌ ‌or‌ ‌Scroll‌ ‌Tag‌ ‌attached‌ ‌respectively‌‌                           
before‌ ‌being‌ ‌set.‌ ‌ 

Workshop‌‌Tags‌‌represent‌‌‌Alchemy‌‌‌labs,‌‌Battle‌‌Magic‌‌Scroll‌‌libraries,‌‌blacksmith‌‌forges,‌‌and‌‌                       
the‌‌like.‌‌They‌‌are‌‌purchased‌‌at‌‌Logistics‌‌and‌‌will‌‌state‌‌the‌‌IG‌‌owner‌‌of‌‌the‌‌Workshop,‌‌the‌‌IG‌‌                                   
location‌ ‌of‌ ‌the‌ ‌Workshop,‌ ‌and‌ ‌the‌ ‌signature‌ ‌of‌ ‌the‌ ‌Logistics‌ ‌Team‌ ‌member‌ ‌who‌‌approved‌‌                           
the‌ ‌sale.‌ ‌ 
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Other‌‌Tags‌‌(sometimes‌‌called‌‌asset‌‌Tags)‌‌are‌‌there‌‌to‌‌represent‌‌possessions‌‌not‌‌covered‌‌by‌‌                           
the‌‌other‌‌Tags:‌‌horses,‌‌ships,‌‌houses‌‌and‌‌other‌‌items‌‌with‌‌value.‌‌They‌‌are‌‌sellable‌‌IG‌‌(if‌‌you‌‌                                 
can‌‌find‌‌a‌‌buyer).‌‌There‌‌are‌‌other‌‌Tags‌‌you‌‌will‌‌encounter‌‌in‌‌your‌‌game,‌‌but‌‌they‌‌are‌‌easy‌‌to‌‌                                     
understand‌ ‌as‌ ‌they‌ ‌follow‌ ‌the‌ ‌same‌ ‌basic‌ ‌rules.‌ ‌ 

Magic‌‌Item‌‌numbers‌‌may‌‌be‌‌found‌‌on‌‌any‌‌item.‌‌If‌‌an‌‌item‌‌has‌‌only‌‌a‌‌Magic‌‌Item‌‌number,‌‌it‌‌                                     
must‌ ‌be‌ ‌Identified‌ ‌before‌ ‌use.‌ ‌ 

Stealing‌ ‌and‌ ‌Searching‌ ‌ 
Stealing‌ ‌refers‌ ‌only‌ ‌to‌ ‌the‌ ‌IG‌ ‌stealing‌ ‌of‌‌IG‌‌items.‌‌Players‌‌must‌‌be‌‌incredibly‌‌careful‌‌when‌‌                               
attempting‌ ‌to‌ ‌steal‌ ‌anything‌ ‌IG.‌ ‌ 

You‌‌are‌‌never‌‌allowed‌‌to‌‌destroy‌‌anything‌‌to‌‌steal‌‌something‌‌(no‌‌cutting‌‌of‌‌purse‌‌strings,‌‌no‌‌                               
breaking‌‌windows‌‌to‌‌get‌‌into‌‌a‌‌home,‌‌no‌‌harming‌‌real‌‌property).‌‌On‌‌the‌‌other‌‌hand,‌‌you‌‌are‌‌                                 
allowed‌ ‌to‌ ‌steal‌ ‌IG‌ ‌items‌ ‌if,‌ ‌for‌ ‌example,‌ ‌you‌ ‌can‌ ‌manage‌ ‌to‌ ‌open‌ ‌someone’s‌ ‌pouch‌ ‌and‌‌                               
take‌ ‌the‌ ‌game‌ ‌items‌ ‌within‌ ‌without‌ ‌that‌ ‌person‌ ‌noticing.‌ ‌ 

There‌‌are‌‌special‌‌rules‌‌for‌‌each‌‌type‌‌of‌‌IG‌‌item‌‌and‌‌all‌‌players‌‌are‌‌required‌‌to‌‌know‌‌them.‌‌If‌‌                                     
you‌ ‌are‌ ‌caught‌ ‌stealing‌ ‌something‌ ‌incorrectly‌ ‌or‌ ‌stealing‌ ‌OOG‌ ‌items‌ ‌deliberately,‌‌                     
consequences‌ ‌can‌ ‌include‌ ‌being‌ ‌expelled‌ ‌from‌ ‌the‌ ‌game‌ ‌and‌ ‌potentially‌ ‌reported‌ ‌to‌‌                       
real-world‌ ‌law‌ ‌enforcement.‌ ‌ 

Game‌‌Money,‌ ‌Magic‌ ‌Items‌ ‌and‌ ‌Jewelry:‌ ‌‌You‌ ‌are‌ ‌always‌‌allowed‌‌to‌‌take‌‌whatever‌‌game‌‌                           
money‌‌you‌‌can‌‌find‌‌IG.‌‌When‌‌taking‌‌jewelry‌‌or‌‌an‌‌item,‌‌always‌‌check‌‌to‌‌make‌‌sure‌‌there‌‌is‌‌                                   
a‌ ‌Magic‌ ‌Item‌ ‌or‌‌Evaluate‌‌number‌‌attached‌‌to‌‌it.‌‌If‌‌there‌‌is‌‌a‌‌number,‌‌then‌‌the‌‌item‌‌is‌‌now‌‌                                     
yours.‌‌If‌‌there‌‌is‌‌no‌‌number,‌‌then‌‌the‌‌item‌‌is‌‌personal‌‌property‌‌and‌‌not‌‌a‌‌game‌‌item.‌‌If‌‌you‌‌                                     
are‌‌unsure,‌‌you‌‌may‌‌find‌‌a‌‌Marshal‌‌with‌‌a‌‌game‌‌item‌‌list‌‌who‌‌can‌‌check‌‌to‌‌make‌‌sure‌‌that‌‌it‌‌                                       
really‌ ‌is‌ ‌a‌ ‌game‌ ‌item.‌ ‌ 

If‌‌you‌‌have‌‌a‌‌Magic‌‌Item‌‌physrep‌‌stolen,‌‌you‌‌must‌‌immediately‌‌head‌‌to‌‌a‌‌Marshal‌‌and‌‌turn‌‌                                 
over‌ ‌the‌ ‌Magic‌ ‌Item‌ ‌Tag.‌ ‌Since‌ ‌this‌ ‌is‌ ‌a‌ ‌Logistical‌ ‌requirement,‌ ‌you‌ ‌can‌ ‌do‌ ‌this‌ ‌OOG.‌‌Not‌‌                                 
turning‌ ‌in‌ ‌a‌ ‌Magic‌ ‌Item‌ ‌Tag‌ ‌from‌ ‌something‌ ‌that‌ ‌has‌ ‌been‌ ‌stolen‌ ‌or‌ ‌lost‌ ‌is‌ ‌considered‌‌                               
cheating.‌ ‌ 

Weapons:‌‌‌You‌‌must‌‌take‌‌the‌‌physrep‌‌of‌‌the‌‌Weapon‌‌you‌‌are‌‌stealing.‌‌Once‌‌you‌‌have‌‌stolen‌‌                               
a‌‌Weapon‌‌and‌‌safely‌‌gotten‌‌away‌‌IG,‌‌you‌‌should‌‌then‌‌head‌‌immediately‌‌to‌‌an‌‌OOG‌‌Marshal‌‌                               
or‌ ‌Plot‌ ‌member.‌ ‌You‌ ‌cannot‌ ‌actually‌ ‌keep‌ ‌that‌ ‌particular‌ ‌Weapon‌ ‌physrep‌ ‌since‌ ‌it‌ ‌is‌ ‌the‌‌                             
personal‌ ‌property‌ ‌of‌ ‌the‌ ‌player‌‌from‌‌whom‌‌you‌‌stole‌‌it,‌‌but‌‌the‌‌Marshal‌‌in‌‌charge‌‌will‌‌give‌‌                                 
you‌ ‌the‌ ‌Tag‌ ‌from‌ ‌that‌ ‌Weapon‌ ‌which‌ ‌you‌ ‌can‌ ‌then‌ ‌attach‌ ‌to‌ ‌your‌ ‌own‌ ‌Weapon‌ ‌physrep.‌ ‌ 

If‌ ‌your‌ ‌Weapon‌ ‌is‌ ‌stolen,‌ ‌you‌ ‌should‌ ‌head‌ ‌to‌ ‌an‌‌OOG‌‌Marshal‌‌or‌‌Plot‌‌member‌‌to‌‌get‌‌your‌‌                                   
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physrep‌ ‌back.‌ ‌You‌ ‌can‌ ‌do‌ ‌this‌ ‌OOG‌ ‌since‌ ‌this‌ ‌is‌ ‌only‌ ‌a‌ ‌Logistical‌ ‌function.‌ ‌Once‌ ‌you‌‌have‌‌                                 
your‌‌Weapon‌‌physrep‌‌back,‌‌you‌‌will‌‌then‌‌have‌‌to‌‌find‌‌a‌‌Weapon‌‌Tag‌‌IG‌‌in‌‌order‌‌to‌‌use‌‌that‌‌                                     
Weapon‌ ‌again.‌ ‌If‌ ‌you‌ ‌steal‌ ‌a‌ ‌Magic‌ ‌Weapon,‌ ‌you‌ ‌will‌ ‌keep‌ ‌the‌ ‌physrep‌ ‌but‌ ‌must‌ ‌have‌ ‌it‌‌                                 
Identified‌ ‌before‌ ‌you‌ ‌can‌ ‌use‌ ‌it.‌ ‌Remember,‌ ‌until‌ ‌you‌ ‌have‌ ‌the‌ ‌Magic‌ ‌Item‌ ‌Tag‌ ‌via‌ ‌IG‌‌                               
identification,‌ ‌the‌ ‌item‌ ‌cannot‌ ‌be‌ ‌used‌ ‌even‌ ‌if‌ ‌you‌ ‌do‌ ‌have‌ ‌the‌ ‌physrep.‌ ‌ 

Some‌ ‌monsters‌ ‌will‌‌have‌‌Weapons‌‌that‌‌are‌‌stealable.‌‌However,‌‌for‌‌logistical‌‌reasons,‌‌these‌‌                         
monsters‌ ‌will‌ ‌simply‌ ‌hand‌ ‌you‌ ‌a‌ ‌Tag‌ ‌instead‌ ‌of‌ ‌the‌ ‌actual‌ ‌Weapon‌ ‌since‌ ‌they‌ ‌need‌ ‌the‌‌                               
physrep‌‌for‌‌later.‌‌Most‌‌monster‌‌Weapons‌‌are‌‌not‌‌stealable‌‌as‌‌they‌‌are‌‌made‌‌of‌‌poor-quality‌                             
materials‌ ‌IG.‌ ‌ 

Spellbooks‌ ‌and‌ ‌Formula‌ ‌Books:‌ ‌In‌ ‌order‌ ‌to‌ ‌steal‌ ‌a‌ ‌Spellbook‌ ‌or‌ ‌an‌ ‌‌Alchemica‌l‌ ‌Formula‌‌                           
book,‌ ‌you‌ ‌should‌ ‌take‌ ‌the‌ ‌Tag‌ ‌that‌ ‌is‌ ‌attached‌ ‌to‌ ‌the‌‌book.‌‌The‌‌actual‌‌book‌‌is‌‌the‌‌private‌‌                                   
property‌ ‌of‌ ‌the‌ ‌player.‌ ‌Some‌ ‌players‌ ‌will‌ ‌mark‌ ‌their‌ ‌Spellbooks‌ ‌with‌ ‌a‌ ‌note‌ ‌saying‌ ‌“this‌‌                             
Spellbook‌ ‌is‌ ‌stealable.”‌ ‌In‌ ‌that‌ ‌case,‌ ‌you‌ ‌must‌ ‌take‌ ‌the‌ ‌actual‌ ‌book‌ ‌itself‌ ‌and‌‌not‌‌just‌‌the‌‌                                 
card,‌ ‌and‌ ‌you‌ ‌may‌ ‌not‌ ‌take‌ ‌the‌ ‌card‌ ‌out‌ ‌of‌ ‌that‌ ‌book‌ ‌and‌ ‌place‌ ‌it‌ ‌into‌ ‌a‌ ‌different‌ ‌book.‌ ‌ 

Alchemy‌ ‌and‌ ‌Trap‌ ‌Globes:‌ ‌If‌ ‌you‌ ‌steal‌ ‌globes‌ ‌from‌ ‌someone‌ ‌(or‌ ‌if‌ ‌those‌ ‌globes‌ ‌are‌‌                             
destroyed),‌‌the‌‌owner‌‌of‌‌the‌‌globes‌‌must‌‌randomly‌‌give‌‌up‌‌the‌‌appropriate‌‌amount‌‌of‌‌Tags‌‌                             
for‌ ‌the‌ ‌globes.‌ ‌A‌ ‌Marshal‌ ‌may‌ ‌be‌ ‌called‌ ‌to‌ ‌oversee‌ ‌this.‌ ‌ 

Other‌‌IG‌‌items:‌‌REFUGE‌‌LARP‌‌often‌‌provides‌‌props‌‌such‌‌as‌‌maps,‌‌notes,‌‌books,‌‌and‌‌other‌‌                             
informational‌‌items.‌‌If‌‌you‌‌find‌‌these‌‌in‌‌a‌‌module‌‌or‌‌on‌‌Cast,‌‌they’re‌‌yours.‌‌If‌‌you‌‌steal‌‌them‌‌                                   
from‌ ‌another‌ ‌player,‌ ‌you‌‌should‌‌either‌‌contact‌‌the‌‌person‌‌you‌‌stole‌‌it‌‌from‌‌OOG‌‌and‌‌make‌‌                               
sure‌ ‌that‌ ‌they‌ ‌were‌ ‌stealable,‌ ‌or‌ ‌alternatively,‌ ‌see‌ ‌a‌ ‌Marshal‌ ‌to‌ ‌make‌ ‌sure.‌ ‌ 

Searching‌ ‌a‌ ‌Person‌ ‌ 
If‌ ‌you‌ ‌incapacitate,‌ ‌kill,‌ ‌or‌ ‌control‌ ‌a‌ ‌character‌ ‌or‌ ‌monster,‌ ‌you‌ ‌may‌ ‌search‌ ‌that‌ ‌being.‌‌                             
Simply‌‌approach‌‌within‌‌touch‌‌range‌‌and‌‌say‌‌“I‌‌search‌‌you.”‌‌All‌‌game‌‌items‌‌must‌‌be‌‌turned‌‌                               
over‌ ‌at‌ ‌that‌ ‌point.‌ ‌You‌ ‌do‌ ‌not‌ ‌need‌ ‌to‌ ‌touch‌ ‌the‌ ‌person‌ ‌and‌ ‌should‌ ‌not‌ ‌without‌ ‌permission.‌ ‌ 

Note‌ ‌that‌ ‌it‌ ‌is‌ ‌impossible‌ ‌to‌ ‌completely‌‌hide‌‌something‌‌on‌‌your‌‌body.‌‌If‌‌you‌‌are‌‌searched,‌‌                               
you‌ ‌cannot‌ ‌claim‌ ‌that‌ ‌something‌ ‌was‌ ‌“really,‌ ‌really‌ ‌well‌ ‌hidden.”‌ ‌ 

If‌ ‌you‌ ‌are‌ ‌searched,‌ ‌you‌ ‌also‌ ‌have‌ ‌the‌ ‌option‌ ‌of‌ ‌saying,‌ ‌“Describe‌ ‌your‌ ‌search.”‌ ‌The‌‌                             
searcher‌ ‌then‌ ‌must‌ ‌describe‌ ‌what‌ ‌they‌ ‌are‌ ‌doing‌ ‌to‌ ‌search‌ ‌(“I‌ ‌am‌ ‌looking‌ ‌through‌ ‌your‌‌                             
pockets,”‌‌“I‌‌am‌‌searching‌‌your‌‌cloak,”‌‌etc.)‌‌This‌‌is‌‌not‌‌only‌‌to‌‌help‌‌you‌‌hide‌‌items,‌‌but‌‌it‌‌also‌‌                                     
takes‌‌up‌‌the‌‌time‌‌that‌‌the‌‌search‌‌should‌‌take.‌‌When‌‌the‌‌searcher‌‌asks‌‌about‌‌a‌‌place‌‌where‌‌                                 
an‌ ‌item‌ ‌is‌ ‌hidden,‌ ‌you‌ ‌must‌ ‌turn‌ ‌over‌ ‌the‌ ‌item‌ ‌at‌ ‌that‌ ‌point.‌ ‌ 

If‌‌you‌‌claim‌‌to‌‌have‌‌an‌‌item‌‌in‌‌a‌‌hidden‌‌location,‌‌you‌‌must‌‌physically‌‌have‌‌the‌‌item‌‌hidden‌‌                                   
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where‌‌you‌‌say‌‌it‌‌is.‌‌You‌‌cannot‌‌claim‌‌to‌‌have‌‌secret‌‌pouches‌‌and‌‌compartments‌‌that‌‌do‌‌not‌‌                                 
actually‌ ‌exist‌ ‌in‌ ‌your‌ ‌gear.‌ ‌ 

If‌ ‌someone‌ ‌steals‌ ‌your‌‌Magic‌‌Item,‌‌do‌‌not‌‌give‌‌them‌‌the‌‌Magic‌‌Item‌‌Tag.‌‌Immediately‌‌go‌‌                               
to‌‌an‌‌appropriate‌‌logistical‌‌site‌‌or‌‌Marshal‌‌and‌‌turn‌‌over‌‌the‌‌Tag.‌‌It‌‌is‌‌up‌‌to‌‌the‌‌person‌‌who‌‌                                     
stole‌ ‌the‌‌item‌‌to‌‌find‌‌out‌‌what‌‌the‌‌item‌‌is‌‌and‌‌how‌‌it‌‌works.‌‌Not‌‌turning‌‌over‌‌a‌‌Magic‌‌Item‌‌                                       
Tag‌ ‌after‌ ‌the‌ ‌physrep‌ ‌has‌ ‌been‌ ‌stolen‌ ‌or‌ ‌lost‌ ‌is‌ ‌considered‌ ‌cheating.‌ ‌You‌ ‌must‌ ‌turn‌ ‌over‌                               
these‌ ‌Tags‌ ‌as‌ ‌soon‌ ‌as‌ ‌possible.‌ ‌ 

Searching‌ ‌a‌ ‌Cabin‌ ‌ 
To‌‌search‌‌a‌‌cabin,‌‌you‌‌must‌‌have‌‌a‌‌Marshal‌‌present.‌‌If‌‌you‌‌enter‌‌a‌‌cabin‌‌without‌‌a‌‌Marshal,‌‌                                   
you‌ ‌are‌ ‌not‌ ‌only‌ ‌cheating‌ ‌but‌ ‌may‌ ‌be‌ ‌subject‌ ‌to‌‌legal‌‌action‌‌as‌‌well.‌‌The‌‌Marshal‌‌will‌‌stay‌‌                                   
appropriately‌ ‌out‌ ‌of‌ ‌the‌ ‌way‌ ‌but‌ ‌must‌ ‌be‌ ‌aware‌ ‌of‌ ‌what‌ ‌you‌ ‌are‌ ‌doing‌ ‌and‌ ‌nearby.‌ ‌ 

Every‌‌Chapter‌‌has‌‌specific‌‌rules‌‌about‌‌where‌‌you‌‌can‌‌hide‌‌items‌‌and‌‌what‌‌must‌‌be‌‌done‌‌in‌‌                                 
order‌ ‌to‌ ‌search‌ ‌a‌ ‌cabin,‌ ‌so‌ ‌check‌ ‌with‌ ‌the‌‌Marshal‌‌first‌‌before‌‌doing‌‌anything.‌‌These‌‌rules‌‌                               
are‌ ‌based‌ ‌on‌ ‌the‌ ‌local‌ ‌Chapter’s‌ ‌policies‌ ‌which‌ ‌may‌ ‌be‌ ‌specific‌ ‌to‌ ‌the‌ ‌camp‌ ‌and‌ ‌may‌ ‌be‌‌                                 
based‌ ‌on‌ ‌the‌ ‌Chapter’s‌ ‌insurance‌ ‌requirements.‌ ‌ 

You‌ ‌must‌ ‌search‌ ‌the‌ ‌cabin‌ ‌yourself.‌ ‌The‌ ‌Marshal‌ ‌will‌ ‌not‌ ‌simply‌ ‌look‌ ‌at‌ ‌the‌ ‌Marshal‌ ‌notes‌‌                               
and‌ ‌go‌ ‌and‌ ‌retrieve‌ ‌items‌ ‌for‌ ‌you.‌ ‌Do‌ ‌not‌ ‌take‌ ‌any‌ ‌items‌ ‌marked‌ ‌personal‌ ‌or‌ ‌any‌ ‌items‌‌                                 
stored‌‌in‌‌any‌‌area‌‌marked‌‌OOG.‌‌IG‌‌items‌‌may‌‌not‌‌be‌‌put‌‌in‌‌OOG‌‌areas.‌‌The‌‌Marshal‌‌is‌‌also‌‌                                     
there‌ ‌to‌‌make‌‌sure‌‌that‌‌you‌‌properly‌‌disarm‌‌any‌‌traps‌‌that‌‌may‌‌be‌‌on‌‌the‌‌door‌‌or‌‌window.‌‌                                   
Destroying‌ ‌property‌ ‌such‌ ‌as‌ ‌window‌ ‌screens‌ ‌or‌ ‌door‌ ‌hinges‌ ‌is‌ ‌not‌ ‌allowed.‌ ‌ 

Once‌‌more,‌‌the‌‌bottom‌‌line‌‌is:‌‌‌always‌‌get‌‌a‌‌Marshal‌‌first.‌‌Not‌‌doing‌‌so‌‌is‌‌the‌‌quickest‌‌way‌‌                                   
to‌ ‌be‌ ‌kicked‌ ‌out‌ ‌of‌ ‌REFUGE‌ ‌LARP.‌ ‌ 

Securing‌ ‌Your‌ ‌Cabin‌ ‌ 
The‌ ‌Realms‌ ‌of‌ ‌REFUGE‌ ‌can‌ ‌be‌ ‌an‌ ‌unsafe‌ ‌place,‌ ‌so‌ ‌it’s‌ ‌always‌ ‌a‌ ‌wise‌ ‌idea‌ ‌to‌ ‌guard‌ ‌your‌‌                                   
valuables.‌‌There‌‌may‌‌be‌‌places‌‌IG‌‌where‌‌you‌‌can‌‌buy‌‌or‌‌rent‌‌a‌‌lock‌‌for‌‌your‌‌cabin.‌‌Some‌‌of‌‌                                     
these‌‌places‌‌will‌‌also‌‌install‌‌it‌‌for‌‌you‌‌for‌‌a‌‌small‌‌fee.‌‌While‌‌locks‌‌can‌‌be‌‌picked‌‌IG,‌‌it‌‌can‌‌be‌‌                                         
a‌ ‌slow‌ ‌process‌ ‌and‌ ‌even‌ ‌if‌ ‌bypassed‌ ‌will‌ ‌buy‌ ‌time‌ ‌for‌ ‌you‌ ‌to‌ ‌discover‌ ‌the‌ ‌intrusion.‌ ‌ 

If‌ ‌you‌ ‌want‌‌to‌‌put‌‌a‌‌lock‌‌on‌‌a‌‌door,‌‌you‌‌must‌‌either‌‌use‌‌an‌‌approved‌‌lock‌‌or‌‌you‌‌must‌‌use‌‌                                         
your‌‌own‌‌lock‌‌after‌‌getting‌‌it‌‌approved‌‌by‌‌a‌‌Marshal.‌‌If‌‌you‌‌can‌‌demonstrate‌‌that‌‌you‌‌can‌‌                                 
pick‌ ‌your‌ ‌lock,‌ ‌then‌ ‌it‌ ‌will‌ ‌probably‌ ‌be‌ ‌allowed.‌ ‌ 

Remember‌ ‌that‌ ‌REFUGE‌ ‌requires‌ ‌easy‌ ‌to‌ ‌pick‌ ‌locks,‌ ‌as‌ ‌it‌ ‌is‌ ‌the‌ ‌IG‌ ‌Skill‌ ‌itself‌ ‌that‌ ‌is‌‌                                 
supposed‌‌to‌‌be‌‌used‌‌and‌‌not‌‌the‌‌OOG‌‌Skill‌‌of‌‌picking‌‌a‌‌very‌‌difficult‌‌lock.‌‌Combination‌‌locks‌‌                                 
are‌ ‌not‌ ‌allowed‌ ‌to‌ ‌be‌ ‌used‌ ‌by‌ ‌players‌ ‌but‌ ‌may‌ ‌be‌ ‌found‌ ‌in‌ ‌modules‌ ‌(where‌ ‌part‌ ‌of‌ ‌the‌‌                                   
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module‌ ‌is‌ ‌discovering‌ ‌the‌ ‌combination).‌ ‌ 

You‌ ‌can‌ ‌also‌ ‌buy‌ ‌or‌ ‌make‌ ‌traps‌ ‌for‌ ‌your‌ ‌cabin.‌ ‌Each‌‌trap‌‌must‌‌be‌‌accompanied‌‌by‌‌a‌‌trap‌‌                                   
Tag‌ ‌(see‌ ‌the‌ ‌section‌ ‌on‌ ‌traps).‌ ‌ 

OOG‌ ‌areas‌ ‌must‌ ‌be‌ ‌marked‌ ‌on‌ ‌Marshal‌ ‌Notes‌ ‌(such‌ ‌as‌ ‌“under‌ ‌the‌ ‌beds”‌ ‌or‌ ‌“behind‌ ‌the‌‌                               
tapestry”).‌ ‌IG‌ ‌items‌ ‌may‌ ‌not‌ ‌be‌ ‌stored‌ ‌in‌ ‌areas‌ ‌declared‌ ‌OOG.‌ ‌Any‌ ‌special‌ ‌security‌‌                           
precautions‌ ‌you‌ ‌take‌ ‌must‌ ‌be‌ ‌entered‌ ‌on‌ ‌the‌‌Marshal‌‌Notes‌‌on‌‌your‌‌cabin‌‌door.‌‌Make‌‌any‌‌                               
appropriate‌‌entries‌‌there,‌‌with‌‌the‌‌spell‌‌labels‌‌and/or‌‌trap‌‌Tags‌‌necessary.‌‌If‌‌no‌‌precautions‌‌                           
have‌ ‌been‌ ‌entered‌ ‌on‌ ‌the‌ ‌Marshal‌ ‌Notes,‌ ‌then‌ ‌there‌ ‌is‌ ‌nothing‌ ‌protecting‌ ‌the‌ ‌cabin‌ ‌IG.‌ ‌ 

Anyone‌ ‌who‌ ‌does‌‌not‌‌reside‌‌in‌‌a‌‌particular‌‌cabin‌‌caught‌‌reading‌‌the‌‌Marshal‌‌Notes‌‌will‌‌be‌‌                               
subject‌‌to‌‌disciplinary‌‌action.‌‌These‌‌notes‌‌are‌‌for‌‌Marshals‌‌only,‌‌and‌‌only‌‌when‌‌Marshaling‌‌a‌‌                             
thief‌ ‌into‌ ‌the‌ ‌cabin.‌ ‌ 

‌ 

‌   
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Chapter‌ ‌XVI:‌ ‌How‌ ‌to‌ ‌Be‌ ‌a‌ ‌Cast‌ ‌ 
Member‌ ‌ 

REFUGE‌ ‌always‌ ‌needs‌ ‌Cast‌ ‌for‌ ‌a‌ ‌wide‌ ‌variety‌ ‌of‌ ‌roles.‌ ‌Sometimes‌ ‌the‌ ‌game‌ ‌needs‌ ‌a‌‌                             
shopkeeper‌ ‌or‌ ‌traveling‌ ‌merchant,‌ ‌while‌ ‌other‌ ‌times‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌will‌ ‌need‌ ‌monsters‌ ‌or‌‌                           
beasts‌ ‌to‌ ‌act‌ ‌as‌ ‌direct‌ ‌antagonists‌ ‌in‌ ‌combat.‌ ‌Cast‌ ‌might‌ ‌head‌ ‌into‌ ‌town‌ ‌to‌ ‌roleplay‌ ‌as‌‌a‌‌                                 
farmer‌ ‌one‌ ‌moment‌ ‌and‌ ‌come‌ ‌back‌ ‌as‌ ‌a‌ ‌terrifying‌ ‌Undead‌ ‌the‌ ‌next.‌ ‌ 

When‌‌playing‌‌Cast,‌‌you‌‌will‌‌be‌‌assigned‌‌different‌‌roles‌‌by‌‌a‌‌Plot‌‌Team‌‌throughout‌‌an‌‌event.‌‌                               
Players‌ ‌who‌ ‌enjoy‌ ‌trying‌ ‌out‌ ‌different‌ ‌things‌ ‌–‌ ‌whether‌ ‌roleplaying‌ ‌or‌ ‌in‌ ‌combat‌ ‌–‌ ‌will‌‌                             
appreciate‌‌the‌‌variety‌‌they‌‌can‌‌experience‌‌while‌‌playing‌‌Cast.‌‌While‌‌Cast‌‌Members‌‌exist‌‌to‌‌                           
fulfill‌ ‌the‌ ‌story‌ ‌for‌ ‌the‌ ‌PCs,‌ ‌this‌ ‌doesn’t‌ ‌mean‌ ‌they‌ ‌shouldn’t‌ ‌be‌ ‌having‌ ‌fun‌ ‌too!‌ ‌ 

Keep‌ ‌in‌ ‌mind‌ ‌that‌ ‌Cast‌ ‌are‌ ‌there‌ ‌as‌ ‌foils‌ ‌for‌ ‌the‌ ‌PCs‌ ‌in‌ ‌service‌ ‌to‌ ‌the‌ ‌overall‌ ‌story.‌ ‌Cast‌‌                                     
should‌‌never‌‌think‌‌of‌‌their‌‌job‌‌as‌‌to‌‌win‌‌over‌‌the‌‌PCs‌‌in‌‌combat,‌‌for‌‌example,‌‌but‌‌to‌‌give‌‌                                     
them‌ ‌a‌ ‌good‌ ‌fight‌ ‌and‌ ‌fulfill‌ ‌whatever‌ ‌goals‌ ‌the‌ ‌Plot‌ ‌Team‌ ‌has‌ ‌for‌ ‌the‌ ‌battle.‌ ‌Everyone‌‌                               
attends‌ ‌REFUGE‌ ‌to‌ ‌build‌ ‌an‌ ‌exciting‌ ‌story‌ ‌‌together‌.‌ ‌ 

Make‌‌sure‌‌you‌‌know‌‌the‌‌basic‌‌rules‌‌of‌‌REFUGE.‌‌Nobody‌‌is‌‌expected‌‌to‌‌be‌‌a‌‌rules‌‌expert‌‌at‌‌                                   
their‌‌first‌‌event,‌‌but‌‌everyone‌‌should‌‌know‌‌how‌‌to‌‌fight‌‌safely‌‌and‌‌obey‌‌the‌‌most‌‌important‌‌                               
rules.‌ ‌‌It’s‌ ‌always‌ ‌OK‌ ‌to‌ ‌ask‌ ‌more‌ ‌experienced‌ ‌players‌ ‌or‌ ‌Marshals‌ ‌if‌ ‌you‌ ‌aren’t‌ ‌sure‌‌                             
about‌‌something.‌‌If‌‌you‌‌haven’t‌‌played‌‌Cast‌‌before,‌‌make‌‌sure‌‌to‌‌let‌‌the‌‌Plot‌‌Team‌‌know‌‌so‌‌                                 
they‌ ‌can‌ ‌make‌ ‌sure‌ ‌and‌ ‌give‌ ‌a‌ ‌little‌ ‌extra‌ ‌training‌ ‌and‌ ‌assistance‌ ‌where‌ ‌necessary.‌ ‌ 

Not‌ ‌all‌ ‌monsters‌ ‌(or‌ ‌people)‌‌act‌‌alike.‌‌Know‌‌how‌‌your‌‌monster‌‌acts‌‌and‌‌thinks.‌‌Goblins‌‌are‌‌                               
often‌‌stupid‌‌and‌‌easily‌‌tricked.‌‌Zombies‌‌move‌‌slowly‌‌and‌‌don’t‌‌hit‌‌anything‌‌that‌‌falls‌‌to‌‌the‌‌                               
ground‌ ‌or‌ ‌remains‌ ‌motionless.‌ ‌Lizardmen‌ ‌speak‌ ‌with‌ ‌a‌ ‌lisping‌ ‌hiss‌ ‌and‌ ‌hate‌ ‌the‌ ‌cold.‌‌                           
Mindless‌‌Undead‌‌creatures‌‌can’t‌‌talk‌‌other‌‌than‌‌to‌‌parrot‌‌a‌‌simple‌‌phrase‌‌told‌‌to‌‌them‌‌by‌‌a‌‌                                 
Necromancer.‌‌Know‌‌what‌‌your‌‌character‌‌is‌‌and‌‌how‌‌it‌‌acts‌‌before‌‌you‌‌go‌‌out‌‌and‌‌it‌‌will‌‌not‌‌                                   
only‌ ‌make‌ ‌your‌ ‌Cast‌ ‌more‌ ‌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.‌‌                                 
Remember‌‌that‌‌even‌‌non-intelligent‌‌animals‌‌know‌‌enough‌‌to‌‌hide‌‌in‌‌the‌‌bushes‌‌and‌‌surprise‌‌                           
their‌‌prey‌‌and‌‌will‌‌run‌‌away‌‌if‌‌the‌‌battle‌‌is‌‌going‌‌against‌‌them.‌‌Don’t‌‌stand‌‌in‌‌the‌‌middle‌‌of‌‌                                     
the‌ ‌road‌ ‌and‌ ‌say,‌ ‌“Come‌ ‌and‌ ‌get‌ ‌me!”‌ ‌and‌ ‌then‌ ‌fight‌ ‌until‌ ‌everyone‌ ‌in‌ ‌your‌ ‌Cast‌ ‌party‌‌is‌‌                                   
completely‌ ‌dead.‌ ‌Even‌ ‌if‌ ‌you‌ ‌are‌ ‌there‌ ‌for‌ ‌the‌ ‌players‌ ‌to‌ ‌kill,‌ ‌if‌ ‌you‌ ‌treat‌ ‌your‌ ‌Cast‌ ‌as‌‌                                   
something‌‌other‌‌than‌‌fish-in-a-barrel,‌‌the‌‌players‌‌will‌‌have‌‌a‌‌lot‌‌more‌‌fun‌‌and‌‌you‌‌will‌‌too.‌‌If‌‌                                 
outnumbered‌ ‌or‌ ‌about‌ ‌to‌ ‌die,‌ ‌surrender‌ ‌or‌ ‌run‌ ‌away.‌ ‌Be‌ ‌logical.‌‌ ‌  
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Give‌‌every‌‌part‌‌you‌‌play‌‌a‌‌unique‌‌personality‌‌so‌‌that‌‌the‌‌PCs‌‌remember‌‌you‌‌and‌‌keep‌‌that‌‌                                 
personality‌ ‌consistent.‌ ‌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.‌ ‌If‌ ‌you‌ ‌are‌ ‌a‌‌messenger‌‌coming‌‌into‌‌town,‌‌yell‌‌out‌‌your‌‌                               
message‌‌so‌‌lots‌‌of‌‌people‌‌can‌‌hear‌‌it.‌‌Don’t‌‌be‌‌shy,‌‌just‌‌walk‌‌up‌‌to‌‌PCs‌‌and‌‌start‌‌talking‌‌to‌‌                                       
them‌‌to‌‌get‌‌them‌‌involved.‌‌Remember‌‌that‌‌the‌‌goal‌‌is‌‌to‌‌entertain‌‌as‌‌many‌‌PCs‌‌as‌‌possible.‌‌                                 
Whenever‌‌it‌‌is‌‌logical‌‌and‌‌reasonable‌‌to‌‌do‌‌so,‌‌do‌‌everything‌‌in‌‌your‌‌power‌‌to‌‌involve‌‌many‌‌                                 
players.‌ ‌ 

Know‌‌your‌‌character.‌‌When‌‌someone‌‌deals‌‌with‌‌you‌‌as‌‌Cast,‌‌they‌‌are‌‌looking‌‌at‌‌part‌‌of‌‌your‌‌                                 
character’s‌ ‌life.‌ ‌It‌ ‌helps‌ ‌to‌ ‌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                           
enough‌‌to‌‌talk,‌‌you‌‌should‌‌have‌‌some‌‌background‌‌information‌‌prepared‌‌in‌‌case‌‌the‌‌players‌‌                           
question‌ ‌you.‌ ‌This‌ ‌should‌ ‌generally‌ ‌be‌ ‌basic‌ ‌and‌ ‌simple;‌ ‌you‌ ‌don’t‌ ‌want‌ ‌to‌ ‌accidentally‌‌                           
contradict‌ ‌some‌ ‌important‌ ‌piece‌ ‌of‌ ‌information‌ ‌Plot‌ ‌has‌ ‌in‌ ‌mind‌ ‌for‌ ‌the‌ ‌world.‌ ‌ 

Have‌ ‌a‌ ‌name‌ ‌for‌‌your‌‌character.‌‌Whether‌‌it’s‌‌supplied‌‌to‌‌you‌‌or‌‌not,‌‌every‌‌character‌‌has‌‌a‌‌                                 
name.‌ ‌If‌ ‌you‌ ‌don’t‌ ‌have‌ ‌a‌ ‌name‌ ‌assigned,‌ ‌try‌ ‌to‌‌come‌‌up‌‌with‌‌one‌‌that‌‌sounds‌‌distinctive‌‌                                 
and‌ ‌shows‌ ‌a‌ ‌little‌ ‌imagination.‌ ‌ 

Know‌‌the‌‌script.‌‌As‌‌Cast‌‌you‌‌always‌‌have‌‌some‌‌sort‌‌of‌‌guide‌‌to‌‌your‌‌role.‌‌It‌‌may‌‌be‌‌a‌‌quick‌‌                                       
briefing‌ ‌from‌ ‌the‌ ‌Monster‌ ‌Marshal,‌ ‌but‌ ‌it‌ ‌may‌ ‌sometimes‌ ‌be‌ ‌a‌ ‌more‌ ‌detailed‌ ‌script‌‌to‌‌the‌‌                               
weekend‌ ‌or‌‌a‌‌module.‌‌Read‌‌the‌‌whole‌‌write-up‌‌to‌‌understand‌‌how‌‌you‌‌and‌‌your‌‌encounter‌‌                             
fit‌‌in‌‌and‌‌read‌‌your‌‌own‌‌encounter‌‌until‌‌you‌‌know‌‌that‌‌you‌‌can‌‌do‌‌your‌‌part.‌‌The‌‌success‌‌of‌‌                                     
the‌ ‌adventure‌ ‌often‌ ‌depends‌ ‌on‌ ‌everything‌ ‌fitting‌ ‌together‌ ‌completely‌ ‌and‌ ‌knowing‌ ‌what‌‌                       
you‌ ‌are‌ ‌building‌ ‌is‌ ‌the‌ ‌start.‌ ‌ 

Be‌ ‌creative‌ ‌with‌ ‌every‌ ‌character,‌ ‌no‌ ‌matter‌ ‌how‌ ‌weak‌ ‌or‌ ‌powerful‌ ‌it‌ ‌might‌ ‌be‌ ‌IG.‌ ‌More‌‌                               
experienced‌‌Cast‌‌are‌‌given‌‌more‌‌powerful‌‌Monster‌‌Cards.‌‌It‌‌can‌‌take‌‌some‌‌time‌‌to‌‌learn‌‌to‌‌                               
play‌ ‌more‌ ‌complex‌ ‌Cast‌ ‌cards‌ ‌appropriately‌ ‌in‌ ‌battle;‌ ‌this‌ ‌isn’t‌ ‌a‌ ‌slight‌ ‌against‌ ‌newer‌‌                           
players‌ ‌and‌ ‌is‌ ‌a‌ ‌reward‌ ‌for‌ ‌consistently‌ ‌playing‌ ‌Cast.‌ ‌ 

Wear‌ ‌costuming,‌ ‌masks,‌ ‌and‌ ‌makeup‌ ‌appropriately.‌ ‌This‌ ‌helps‌ ‌the‌ ‌PCs‌ ‌understand‌ ‌what‌‌                       
they’re‌ ‌seeing‌ ‌and‌ ‌can‌ ‌help‌ ‌you‌ ‌really‌ ‌inhabit‌ ‌the‌ ‌character.‌ ‌This‌ ‌is‌ ‌especially‌‌important‌‌if‌‌                             
you‌ ‌are‌ ‌playing‌ ‌different‌‌characters‌‌during‌‌the‌‌weekend.‌‌If‌‌you‌‌haven’t‌‌changed‌‌your‌‌look‌‌                           
between‌ ‌the‌ ‌time‌ ‌you‌‌went‌‌out‌‌as‌‌the‌‌evil‌‌assassin‌‌and‌‌the‌‌time‌‌you‌‌went‌‌back‌‌to‌‌town‌‌as‌‌                                     
the‌ ‌innocent‌ ‌urchin,‌ ‌you‌ ‌are‌ ‌certain‌ ‌to‌ ‌be‌ ‌mistakenly‌ ‌identified‌‌and‌‌ruin‌‌the‌‌fun‌‌for‌‌lots‌‌of‌‌                                 
players.‌ ‌Your‌ ‌costume‌ ‌is‌ ‌as‌ ‌important‌ ‌as‌ ‌your‌ ‌face.‌ ‌It’s‌ ‌the‌ ‌thing‌ ‌people‌ ‌will‌ ‌notice‌ ‌first.‌‌                               
Bring‌‌a‌‌few‌‌things‌‌of‌‌your‌‌own‌‌to‌‌augment‌‌the‌‌costumes‌‌you‌‌can‌‌use‌‌in‌‌Cast‌‌camp.‌‌Jewelry,‌‌                                   

248‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

hats,‌‌sashes,‌‌belts,‌‌and‌‌armor‌‌all‌‌make‌‌distinctive‌‌changes‌‌in‌‌your‌‌appearance,‌‌and‌‌thus‌‌in‌‌                             
your‌ ‌character.‌ ‌ 

Answer‌‌“What‌‌do‌‌I‌‌see?”‌‌questions‌‌properly.‌‌Because‌‌it‌‌is‌‌hard‌‌to‌‌tell‌‌certain‌‌monsters‌‌apart‌‌                               
simply‌‌because‌‌of‌‌the‌‌make-up,‌‌players‌‌can‌‌ask,‌‌“What‌‌do‌‌I‌‌see?”‌‌When‌‌asked‌‌this‌‌question,‌‌                               
give‌ ‌only‌ ‌the‌ ‌basic‌ ‌description‌ ‌as‌ ‌written‌ ‌on‌ ‌the‌ ‌Monster‌ ‌Card:‌ ‌“Skeletal‌ ‌figure”‌ ‌and‌ ‌not‌‌                             
“Lich‌ ‌with‌ ‌145‌ ‌Body‌ ‌Points‌ ‌and‌ ‌seven‌ ‌rituals.”‌ ‌Remember‌ ‌to‌ ‌just‌ ‌give‌ ‌a‌ ‌description;‌ ‌don’t‌‌                             
identify‌‌what‌‌you‌‌are.‌‌You‌‌only‌‌need‌‌to‌‌answer‌‌this‌‌question‌‌if‌‌the‌‌players‌‌have‌‌enough‌‌light‌‌                                 
to‌‌see‌‌your‌‌makeup‌‌and‌‌costuming;‌‌if‌‌asked‌‌“What‌‌do‌‌I‌‌see?”‌‌and‌‌you‌‌think‌‌they‌‌can’t‌‌see‌‌                                   
you‌ ‌well‌ ‌(because‌ ‌it’s‌ ‌dark,‌ ‌or‌ ‌you‌ ‌are‌ ‌wearing‌ ‌a‌ ‌hood),‌ ‌you‌ ‌can‌ ‌respond‌‌“Describe‌‌to‌‌me‌‌                                 
what‌ ‌you‌ ‌see.”‌‌ ‌  

This‌ ‌all‌ ‌assumes‌ ‌that‌ ‌you‌ ‌are‌ ‌playing‌ ‌a‌ ‌bipedal‌ ‌creature‌ ‌like‌ ‌a‌‌High‌‌Orc,‌‌goblin,‌‌or‌‌troll.‌‌If‌‌                                   
you‌ ‌are‌ ‌playing‌ ‌a‌ ‌monster‌ ‌with‌ ‌a‌ ‌much‌‌different-than-Human‌‌shape‌‌(bear,‌‌snake,‌‌unicorn,‌‌                         
etc.),‌ ‌then‌ ‌you‌ ‌should‌ ‌read‌ ‌the‌ ‌“what‌‌do‌‌I‌‌see”‌‌description‌‌even‌‌if‌‌they‌‌don’t‌‌ask‌‌first.‌‌This‌‌                                   
includes‌ ‌things‌ ‌like‌ ‌insects,‌ ‌animals,‌ ‌giant‌ ‌worms,‌ ‌and‌ ‌oozes.‌ ‌ 

Die‌ ‌when‌ ‌you‌ ‌are‌ ‌dead.‌ ‌Your‌ ‌roleplaying‌ ‌should‌ ‌continue‌ ‌through‌‌your‌‌death.‌‌If‌‌your‌‌Cast‌‌                             
dies,‌ ‌lay‌ ‌there‌ ‌until‌ ‌the‌ ‌party‌ ‌goes‌ ‌away‌ ‌(unless‌ ‌you‌ ‌are‌ ‌told‌ ‌otherwise‌ ‌by‌ ‌the‌ ‌Monster‌‌                               
Marshal).‌ ‌The‌ ‌only‌ ‌time‌ ‌you‌ ‌should‌ ‌even‌ ‌talk‌ ‌is‌ ‌if‌ ‌someone‌ ‌is‌ ‌doing‌ ‌a‌‌described‌‌search‌‌on‌‌                                 
you.‌ ‌Never‌ ‌walk‌ ‌around,‌ ‌congratulate‌ ‌the‌ ‌party‌‌on‌‌their‌‌good‌‌fighting‌‌Skills,‌‌read‌‌over‌‌the‌‌                             
Marshal’s‌ ‌shoulder,‌ ‌or‌ ‌otherwise‌ ‌get‌ ‌in‌ ‌the‌ ‌way.‌ ‌ 

Return‌ ‌props,‌ ‌costuming,‌ ‌and‌ ‌makeup‌‌to‌‌their‌‌proper‌‌place.‌‌In‌‌many‌‌encounters,‌‌there‌‌will‌‌                           
be‌ ‌some‌ ‌sort‌‌of‌‌prop‌‌used.‌‌Unless‌‌you‌‌or‌‌the‌‌other‌‌Cast‌‌bring‌‌your‌‌own,‌‌these‌‌are‌‌REFUGE‌‌                                   
LARP‌‌property,‌‌and‌‌you‌‌may‌‌be‌‌asked‌‌to‌‌sign‌‌out‌‌for‌‌them.‌‌Afterwards,‌‌try‌‌to‌‌make‌‌certain‌‌                                 
that‌ ‌all‌ ‌props‌ ‌get‌ ‌back‌ ‌where‌ ‌they‌ ‌belong,‌ ‌and‌ ‌all‌ ‌private‌ ‌gimmicks‌ ‌are‌ ‌returned‌ ‌to‌ ‌their‌‌                               
owners.‌ ‌Disappearing‌ ‌props‌ ‌are‌ ‌an‌ ‌expense‌ ‌that‌ ‌drains‌ ‌money‌ ‌we‌ ‌could‌ ‌be‌ ‌putting‌ ‌into‌‌                           
improving‌ ‌events.‌ ‌ 

Wear‌‌an‌‌OOG‌‌headband‌‌when‌‌not‌‌IG.‌‌A‌‌white‌‌headband‌‌is‌‌how‌‌we‌‌tell‌‌players‌‌that‌‌you‌‌are‌‌                                   
not‌ ‌there‌ ‌IG.‌ ‌If‌ ‌you‌ ‌are‌ ‌OOG,‌ ‌be‌ ‌sure‌ ‌to‌ ‌have‌ ‌a‌ ‌white‌ ‌headband‌ ‌on.‌ ‌Try‌‌not‌‌to‌‌make‌‌that‌‌                                       
happen‌‌too‌‌often.‌‌If‌‌you‌‌are‌‌playing‌‌Cast‌‌on‌‌a‌‌weekend‌‌and‌‌you‌‌wish‌‌to‌‌travel‌‌from‌‌the‌‌Cast‌‌                                     
camp‌ ‌to‌ ‌the‌ ‌town‌ ‌to‌ ‌get‌ ‌a‌ ‌bite‌ ‌to‌ ‌eat,‌ ‌rather‌ ‌than‌ ‌show‌ ‌up‌ ‌in‌ ‌the‌ ‌tavern‌ ‌with‌ ‌a‌ ‌white‌‌                                       
headband‌‌on,‌‌play‌‌a‌‌farmer‌‌or‌‌traveler‌‌who‌‌is‌‌heading‌‌into‌‌town‌‌for‌‌a‌‌meal.‌‌Ask‌‌the‌‌Monster‌‌                                   
Marshal‌ ‌and‌ ‌maybe‌ ‌there‌ ‌will‌ ‌even‌ ‌be‌ ‌some‌ ‌information‌ ‌you‌ ‌can‌ ‌give‌ ‌out‌ ‌while‌ ‌you‌ ‌are‌‌                               
there.‌ ‌ 

Never‌‌improvise‌‌Skills‌‌or‌‌creatures.‌‌While‌‌creativity‌‌in‌‌performance‌‌is‌‌welcome,‌‌taking‌‌major‌‌                         
liberties‌ ‌with‌ ‌your‌ ‌Cast‌ ‌is‌ ‌not.‌‌It‌‌is‌‌fine‌‌to‌‌use‌‌your‌‌imagination‌‌within‌‌the‌‌confines‌‌of‌‌your‌‌                                   
Cast‌ ‌character,‌ ‌such‌ ‌as‌ ‌finding‌ ‌new‌ ‌ambush‌ ‌sites,‌ ‌playing‌ ‌new‌ ‌tricks‌ ‌on‌ ‌the‌ ‌players,‌ ‌or‌‌                             

249‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

otherwise‌‌roleplaying‌‌as‌‌your‌‌character‌‌would.‌‌It‌‌is‌‌quite‌‌another‌‌thing‌‌to‌‌give‌‌yourself‌‌new‌‌                             
Skills,‌ ‌powers,‌ ‌or‌ ‌treasure.‌ ‌Your‌ ‌Cast‌ ‌card‌ ‌will‌ ‌describe‌ ‌exactly‌ ‌what‌ ‌your‌ ‌character‌ ‌is‌‌                           
capable‌ ‌of;‌ ‌you‌ ‌cannot‌ ‌go‌ ‌beyond‌ ‌your‌ ‌card‌ ‌(although‌ ‌if‌ ‌appropriate‌ ‌you‌ ‌can‌ ‌always‌ ‌use‌‌                             
less‌ ‌than‌ ‌what‌ ‌is‌ ‌listed‌ ‌on‌ ‌the‌ ‌card).‌ ‌ 

It‌ ‌also‌ ‌includes‌ ‌not‌ ‌adding‌ ‌new‌ ‌plots.‌ ‌If‌ ‌your‌ ‌assignment‌ ‌was‌ ‌to‌ ‌go‌ ‌to‌‌the‌‌tavern‌‌and‌‌sell‌‌                                   
some‌ ‌Potions,‌ ‌don’t‌ ‌create‌‌a‌‌backstory‌‌where‌‌you‌‌are‌‌actually‌‌enslaved‌‌to‌‌do‌‌so,‌‌and‌‌your‌‌                               
evil‌‌master‌‌is‌‌just‌‌outside‌‌of‌‌town.‌‌If‌‌you‌‌want‌‌to‌‌write‌‌plots,‌‌we‌‌encourage‌‌that,‌‌but‌‌it‌‌must‌‌                                     
be‌ ‌done‌ ‌in‌ ‌advance,‌ ‌approved‌ ‌by‌ ‌the‌ ‌Plot‌ ‌Team,‌ ‌and‌ ‌not‌ ‌on-the-fly.‌ ‌ 

Never‌ ‌target‌ ‌players.‌ ‌Your‌ ‌Cast‌ ‌probably‌ ‌does‌ ‌not‌ ‌know‌ ‌anyone‌ ‌IG‌ ‌and‌ ‌therefore‌ ‌should‌‌                           
treat‌‌all‌‌players‌‌the‌‌same.‌‌Walking‌‌around‌‌town‌‌looking‌‌for‌‌your‌‌friends‌‌to‌‌interact‌‌with‌‌(or‌‌                               
for‌ ‌your‌ ‌enemies‌ ‌to‌ ‌attack)‌ ‌is‌ ‌a‌‌certain‌‌way‌‌to‌‌get‌‌demoted‌‌and‌‌removed.‌‌Keep‌‌your‌‌Cast‌‌                                 
neutral‌ ‌(unless‌ ‌the‌ ‌Monster‌ ‌Marshal‌ ‌specifically‌ ‌tells‌ ‌you‌ ‌to‌ ‌target‌ ‌someone).‌ ‌ 

Don’t‌ ‌see‌ ‌the‌ ‌players‌ ‌as‌ ‌the‌ ‌enemy.‌ ‌Too‌ ‌often,‌ ‌Cast‌‌forget‌‌that‌‌their‌‌primary‌‌purpose‌‌is‌‌to‌‌                                 
provide‌‌the‌‌players‌‌with‌‌a‌‌fun‌‌and‌‌challenging‌‌encounter.‌‌An‌‌unwinnable‌‌battle‌‌that‌‌can’t‌‌be‌‌                             
run‌ ‌away‌ ‌from‌ ‌is‌ ‌no‌ ‌fun.‌ ‌playing‌ ‌Cast‌ ‌is‌ ‌not‌‌your‌‌excuse‌‌to‌‌be‌‌the‌‌powerful‌‌being‌‌your‌‌PC‌‌                                     
character‌ ‌is‌ ‌not.‌ ‌ 

As‌‌Cast‌‌you‌‌should‌‌never‌‌give‌‌a‌‌‌Killing‌‌Blow‌‌unless‌‌you‌‌have‌‌been‌‌instructed‌‌to‌‌do‌‌so‌‌by‌‌the‌‌                                     
Monster‌ ‌Marshal.‌ ‌In‌ ‌any‌ ‌event,‌ ‌every‌ ‌time‌ ‌a‌ ‌‌Killing‌ ‌Blow‌ ‌is‌ ‌given‌ ‌it‌ ‌should‌ ‌make‌ ‌sense.‌‌                               
Players‌ ‌generally‌ ‌do‌ ‌not‌ ‌object‌ ‌to‌ ‌taking‌ ‌a‌ ‌death‌ ‌if‌ ‌they‌‌have‌‌done‌‌something‌‌wrong‌‌or‌‌if‌‌                                 
they‌ ‌lost‌ ‌a‌‌winnable‌‌battle‌‌through‌‌their‌‌own‌‌incompetence‌‌but‌‌they‌‌do‌‌object‌‌if‌‌there‌‌was‌‌                               
nothing‌ ‌they‌ ‌could‌ ‌do‌ ‌about‌ ‌it‌ ‌—‌ ‌and‌ ‌that‌ ‌usually‌ ‌happens‌ ‌when‌ ‌the‌ ‌‌Killing‌ ‌Blow‌ ‌‌doesn’t‌‌                               
make‌ ‌IG‌ ‌sense.‌ ‌ 

In‌ ‌combat,‌ ‌try‌ ‌to‌ ‌calibrate‌ ‌what‌ ‌you‌ ‌are‌ ‌doing‌ ‌to‌ ‌the‌ ‌players‌ ‌you‌ ‌are‌ ‌fighting.‌ ‌If‌ ‌you‌ ‌are‌‌                                   
given‌‌a‌‌powerful‌‌Monster‌‌Card‌‌and‌‌a‌‌brand-new‌‌PC‌‌runs‌‌up‌‌to‌‌you,‌‌don’t‌‌just‌‌destroy‌‌them‌‌                                 
with‌ ‌a‌ ‌single‌ ‌attack‌ ‌–‌ ‌parry‌ ‌for‌ ‌a‌ ‌bit‌ ‌and‌ ‌demonstrate‌ ‌your‌ ‌Skills‌ ‌on‌ ‌other‌ ‌PCs‌ ‌nearby.‌ ‌If‌‌                                   
they‌ ‌try‌ ‌to‌ ‌withdraw‌ ‌when‌ ‌realizing‌ ‌they’re‌ ‌outclassed,‌ ‌let‌ ‌them‌ ‌do‌ ‌so.‌ ‌Of‌ ‌course,‌ ‌if‌ ‌they‌‌                               
continue‌ ‌to‌ ‌press‌ ‌you‌ ‌even‌ ‌after‌ ‌being‌ ‌given‌ ‌ample‌ ‌opportunity‌ ‌to‌ ‌get‌ ‌away,‌ ‌let‌ ‌loose‌ ‌on‌‌                               
them!‌ ‌ 

Let‌ ‌the‌ ‌players‌ ‌do‌ ‌cool‌ ‌things.‌ ‌Along‌ ‌the‌ ‌same‌ ‌lines‌ ‌as‌ ‌the‌ ‌last‌ ‌point,‌ ‌if‌ ‌the‌ ‌players‌ ‌do‌‌                                   
something‌ ‌interesting‌ ‌that‌ ‌would‌ ‌make‌ ‌a‌ ‌great‌ ‌story,‌ ‌you‌ ‌should‌ ‌probably‌ ‌let‌ ‌them‌ ‌do‌ ‌it.‌‌                             
We’re‌‌all‌‌in‌‌this‌‌together‌‌to‌‌make‌‌the‌‌best‌‌story‌‌we‌‌can,‌‌and‌‌sometimes‌‌it‌‌helps‌‌the‌‌game‌‌to‌‌                                     
let‌ ‌the‌ ‌players‌ ‌get‌ ‌away‌ ‌with‌ ‌something‌ ‌even‌ ‌if‌ ‌the‌ ‌Cast‌ ‌could‌ ‌have‌ ‌stopped‌ ‌them.‌ ‌ 

Don’t‌ ‌let‌ ‌the‌ ‌players‌ ‌bully‌ ‌you.‌ ‌Some‌ ‌players‌ ‌on‌ ‌a‌ ‌weekend‌ ‌will‌ ‌try‌ ‌to‌ ‌follow‌ ‌you‌ ‌around‌‌                                 
when‌‌you‌‌are‌‌OOG,‌‌waiting‌‌for‌‌you‌‌to‌‌put‌‌on‌‌your‌‌mask‌‌so‌‌they‌‌can‌‌rush‌‌in‌‌and‌‌attack‌‌you.‌‌                                       
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Or‌‌they‌‌may‌‌merely‌‌hang‌‌out‌‌near‌‌the‌‌Cast‌‌camp‌‌waiting‌‌for‌‌you‌‌to‌‌come‌‌out.‌‌Do‌‌not‌‌play‌‌                                     
with‌‌them.‌‌They‌‌are‌‌cheating.‌‌If‌‌they‌‌continue‌‌to‌‌do‌‌such‌‌things,‌‌be‌‌sure‌‌to‌‌report‌‌them‌‌to‌‌a‌‌                                     
Marshal.‌ ‌ 

Some‌ ‌players‌‌treat‌‌non-monster‌‌Cast‌‌characters‌‌differently‌‌from‌‌PCs.‌‌These‌‌players‌‌will‌‌kill‌‌                         
a‌ ‌Human‌ ‌Cast‌ ‌character‌ ‌quicker‌ ‌than‌ ‌they‌ ‌would‌ ‌a‌ ‌Human‌ ‌PC.‌ ‌This‌ ‌is‌ ‌metagaming‌ ‌and‌‌                             
should‌‌be‌‌discouraged.‌‌If‌‌a‌‌player‌‌asks‌‌you‌‌the‌‌OOG‌‌question‌‌“Are‌‌you‌‌Cast?,”‌‌you‌‌shouldn’t‌‌                               
answer,‌‌whether‌‌you‌‌are‌‌playing‌‌Cast‌‌or‌‌PCing.‌‌They‌‌shouldn’t‌‌be‌‌asking‌‌that‌‌question‌‌in‌‌the‌‌                               
first‌ ‌place.‌ ‌If‌ ‌they‌ ‌kill‌ ‌you,‌ ‌you‌ ‌should‌ ‌check‌ ‌with‌ ‌the‌ ‌Monster‌ ‌Marshal‌ ‌to‌ ‌see‌ ‌if‌ ‌your‌ ‌Cast‌‌                                   
would‌ ‌Resurrect‌ ‌in‌ ‌the‌ ‌local‌ ‌Earth‌ ‌Circle.‌ ‌If‌ ‌the‌ ‌Monster‌‌Marshal‌‌approves‌‌it,‌‌then‌‌do‌‌what‌‌                               
your‌ ‌Cast‌ ‌would‌ ‌logically‌ ‌do‌ ‌—‌ ‌either‌ ‌try‌‌to‌‌exact‌‌revenge‌‌or‌‌bring‌‌charges‌‌up‌‌to‌‌the‌‌local‌‌                                   
law‌ ‌authority.‌ ‌ 

Report‌ ‌people‌ ‌who‌ ‌break‌ ‌the‌ ‌rules‌ ‌or‌ ‌violate‌ ‌the‌ ‌code‌ ‌of‌ ‌conduct‌ ‌to‌ ‌a‌ ‌Marshal.‌ ‌If‌ ‌you‌‌                                 
encounter‌‌a‌‌cheater‌‌or‌‌a‌‌metagamer,‌‌do‌‌not‌‌attempt‌‌to‌‌argue‌‌the‌‌point‌‌with‌‌the‌‌player.‌‌Your‌‌                                 
recourse‌ ‌is‌ ‌to‌ ‌ask‌ ‌for‌ ‌the‌ ‌player’s‌ ‌name,‌ ‌not‌ ‌to‌ ‌lecture.‌ ‌Let‌ ‌the‌ ‌Marshals‌ ‌straighten‌ ‌out‌‌                               
conflicts.‌‌That’s‌‌what‌‌they’re‌‌there‌‌for.‌‌Similarly,‌‌if‌‌that‌‌player‌‌is‌‌upset‌‌with‌‌you‌‌and‌‌wants‌‌to‌‌                                 
know‌ ‌your‌ ‌name,‌ ‌you‌ ‌should‌ ‌give‌ ‌it.‌ ‌ 

Don’t‌ ‌argue.‌ ‌Remember‌ ‌that‌ ‌everyone‌ ‌in‌ ‌our‌ ‌game‌ ‌—‌‌both‌‌players‌‌and‌‌Cast‌‌—‌‌always‌‌has‌‌                               
the‌ ‌right‌ ‌to‌ ‌ask‌ ‌the‌ ‌OOG‌ ‌names‌ ‌of‌ ‌other‌ ‌players.‌ ‌You‌ ‌should‌ ‌not‌ ‌feel‌ ‌insulted‌ ‌if‌ ‌someone‌‌                                 
asks‌ ‌you.‌ ‌ 

Also:‌‌report‌‌good‌‌players!‌‌Players‌‌who‌‌are‌‌excellent‌‌roleplayers,‌‌never‌‌cheat,‌‌and‌‌help‌‌make‌‌                           
a‌ ‌fun‌ ‌game‌ ‌for‌ ‌everyone‌ ‌should‌ ‌be‌ ‌acknowledged‌ ‌and‌ ‌thanked.‌ ‌Tell‌ ‌a‌ ‌Marshal‌ ‌(and‌ ‌when‌‌                             
you‌ ‌are‌ ‌a‌ ‌player,‌ ‌be‌ ‌sure‌ ‌to‌ ‌report‌ ‌good‌ ‌Cast‌ ‌Members‌ ‌too).‌ ‌ 

Cast‌ ‌Documentation‌ ‌ 
Every‌ ‌Cast‌ ‌is‌ ‌required‌ ‌to‌ ‌have‌ ‌documentation‌ ‌(usually‌ ‌in‌ ‌the‌ ‌form‌ ‌of‌ ‌a‌ ‌Monster‌ ‌Card)‌ ‌to‌‌                               
prove‌‌that‌‌they‌‌have‌‌the‌‌powers,‌‌spells,‌‌and‌‌items‌‌they‌‌are‌‌using‌‌in‌‌an‌‌encounter.‌‌If‌‌a‌‌group‌‌                                   
of‌‌Cast‌‌are‌‌out‌‌together‌‌and‌‌all‌‌have‌‌the‌‌same‌‌abilities,‌‌then‌‌only‌‌one‌‌is‌‌required‌‌to‌‌have‌‌the‌‌                                     
documentation.‌ ‌ 

The‌ ‌documentation‌ ‌may‌ ‌also‌ ‌be‌ ‌held‌ ‌by‌ ‌a‌ ‌Marshal‌ ‌who‌ ‌is‌ ‌overseeing‌ ‌the‌ ‌encounter.‌ ‌ 

The‌‌documentation‌‌can‌‌only‌‌be‌‌adjusted,‌‌changed,‌‌or‌‌approved‌‌by‌‌an‌‌authorized‌‌Marshal‌‌or‌‌                           
Plot‌ ‌member‌ ‌and‌ ‌never‌ ‌by‌ ‌the‌ ‌Cast.‌ ‌ 

A‌ ‌player‌ ‌can‌ ‌challenge‌ ‌Cast‌ ‌and‌‌request‌‌to‌‌see‌‌the‌‌documentation.‌‌If‌‌a‌‌Marshal‌‌is‌‌nearby,‌‌                               
the‌ ‌Cast‌ ‌can‌ ‌refuse‌ ‌to‌ ‌show‌ ‌the‌ ‌card‌ ‌and‌ ‌show‌ ‌it‌ ‌to‌ ‌the‌ ‌Marshal‌ ‌instead.‌ ‌Any‌ ‌problems‌‌                                 
should‌ ‌be‌ ‌brought‌ ‌to‌ ‌the‌ ‌attention‌ ‌of‌ ‌a‌ ‌Marshal‌ ‌so‌ ‌that‌ ‌it‌ ‌can‌ ‌be‌ ‌verified‌ ‌that‌ ‌the‌ ‌Cast‌ ‌is‌‌                                     
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playing‌ ‌the‌ ‌correct‌ ‌part‌ ‌and‌ ‌using‌ ‌the‌ ‌correct‌ ‌Skills.‌ ‌ 

Cast‌‌are‌‌only‌‌allowed‌‌to‌‌give‌‌‌Killing‌‌Blows‌‌if‌‌the‌‌documentation‌‌gives‌‌them‌‌that‌‌ability.‌‌This‌‌                               
includes‌‌taking‌‌actions‌‌that‌‌are‌‌equivalent‌‌to‌‌“forcing‌‌a‌‌Resurrection”‌‌such‌‌as‌‌pulling‌‌a‌‌dead‌‌                             
or‌‌Unconscious‌‌character‌‌behind‌‌enemy‌‌lines,‌‌placing‌‌that‌‌character‌‌in‌‌a‌‌Circle‌‌of‌‌Power‌‌‌or‌‌                             
behind‌ ‌a‌ ‌‌Ward‌ ‌‌or‌ ‌Wizard‌ ‌Lock‌,‌ ‌or‌ ‌otherwise‌ ‌hiding‌ ‌that‌ ‌character‌ ‌in‌ ‌such‌ ‌a‌ ‌way‌ ‌as‌ ‌to‌‌                                 
prevent‌‌other‌‌players‌‌from‌‌finding‌‌the‌‌body.‌‌You‌‌can‌‌always‌‌stand‌‌in‌‌front‌‌of‌‌the‌‌body‌‌and‌‌                                 
fight‌ ‌to‌ ‌prevent‌ ‌the‌ ‌person‌ ‌from‌ ‌being‌ ‌saved.‌ ‌ 

Cast‌ ‌characters‌ ‌are‌ ‌also‌ ‌only‌ ‌allowed‌ ‌to‌ ‌search‌ ‌and/or‌ ‌steal‌ ‌from‌ ‌players‌ ‌if‌ ‌the‌‌                           
documentation‌ ‌clearly‌ ‌states‌ ‌so.‌ ‌In‌ ‌this‌ ‌case,‌ ‌they‌ ‌may‌ ‌only‌ ‌search‌ ‌and/or‌ ‌steal‌ ‌to‌ ‌the‌‌                             
degree‌ ‌to‌ ‌which‌ ‌the‌ ‌documentation‌ ‌allows‌ ‌them.‌ ‌ 

‌For‌ ‌example,‌ ‌Cast‌ ‌may‌ ‌only‌‌have‌‌the‌‌right‌‌to‌‌steal‌‌anything‌‌obvious‌‌(such‌‌as‌‌Weapons‌‌or‌‌                                 
other‌‌hand‌‌held‌‌possessions)‌‌but‌‌not‌‌necessarily‌‌to‌‌search‌‌through‌‌pockets‌‌or‌‌pouches;‌‌Cast‌‌                           
may‌ ‌have‌ ‌the‌ ‌right‌ ‌to‌ ‌break‌ ‌into‌ ‌cabins‌ ‌and‌ ‌search‌ ‌through‌ ‌possessions‌ ‌(with‌ ‌a‌ ‌Marshal‌‌                             
nearby);‌‌Cast‌‌may‌‌have‌‌the‌‌right‌‌to‌‌search‌‌only‌‌for‌‌specific‌‌items‌‌(such‌‌as‌‌healing‌‌Potions‌‌it‌‌                                 
can‌ ‌use‌ ‌on‌ ‌itself).‌ ‌The‌ ‌extent‌ ‌to‌ ‌which‌ ‌the‌ ‌Cast‌ ‌can‌ ‌steal‌ ‌or‌ ‌search‌ ‌should‌ ‌be‌ ‌documented.‌ ‌ 

Note‌‌that‌‌occasionally‌‌a‌‌monster’s‌‌abilities‌‌may‌‌change‌‌from‌‌event‌‌to‌‌event‌‌or‌‌even‌‌during‌‌                             
an‌ ‌event.‌ ‌This‌ ‌can‌ ‌be‌ ‌the‌ ‌result‌‌of‌‌many‌‌things,‌‌from‌‌mutation‌‌to‌‌strange‌‌magics‌‌to‌‌a‌‌new‌‌                                   
tribe‌‌moving‌‌into‌‌the‌‌area.‌‌Just‌‌because‌‌a‌‌monster‌‌had‌‌an‌‌ability‌‌or‌‌Skill‌‌one‌‌time‌‌you‌‌met‌‌it‌‌                                     
does‌ ‌not‌ ‌guarantee‌ ‌it‌ ‌will‌ ‌be‌ ‌exactly‌ ‌the‌ ‌same‌ ‌every‌‌other‌‌time.‌‌A‌‌monster‌‌may‌‌also‌‌have‌‌                                 
different‌ ‌Skills‌ ‌and‌ ‌abilities‌ ‌depending‌ ‌on‌ ‌which‌ ‌Chapter‌ ‌and‌ ‌Campaign‌ ‌you‌ ‌play.‌ ‌ 

Remember:‌ ‌The‌ ‌information‌ ‌on‌ ‌the‌ ‌Cast‌ ‌documentation‌ ‌and‌ ‌in‌ ‌this‌ ‌section‌ ‌is‌ ‌OOG.‌ ‌Even‌‌                           
though‌ ‌you‌ ‌saw‌ ‌a‌ ‌Monster‌ ‌Card‌ ‌that‌‌said‌‌a‌‌monster‌‌was‌‌Immune‌‌to‌‌‌Sleep‌,‌‌your‌‌character‌‌                               
would‌‌only‌‌know‌‌that‌‌your‌‌‌Sleep‌‌‌spell‌‌had‌‌no‌‌effect‌‌when‌‌you‌‌tried‌‌it‌‌or‌‌when‌‌you‌‌were‌‌told‌‌                                     
IG‌ ‌that‌ ‌it‌ ‌would‌ ‌not‌ ‌work.‌ ‌To‌ ‌do‌ ‌otherwise‌ ‌would‌ ‌be‌ ‌metagaming,‌ ‌which‌ ‌is‌ ‌considered‌‌                             
cheating.‌ ‌ 

Monster‌ ‌Types‌ ‌ 
There‌‌are‌‌a‌‌few‌‌common‌‌Monster‌‌Types‌‌across‌‌the‌‌Realms‌‌of‌‌REFUGE.‌‌Most‌‌characters‌‌have‌‌                             
at‌ ‌least‌ ‌heard‌‌of‌‌these‌‌creatures,‌‌even‌‌if‌‌they‌‌haven’t‌‌encountered‌‌them‌‌themselves.‌‌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,‌ ‌are‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Alteration‌ ‌and‌ ‌Command‌ ‌effect‌ ‌groups,‌‌                         

252‌ ‌|‌ ‌‌⚔‌ ‌ 

‌ 



‌ 

are‌ ‌often‌ ‌Immune‌ ‌to‌ ‌Ice,‌ ‌and‌ ‌are‌ ‌always‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌Some‌ ‌Undead‌‌                             
require‌‌special‌‌Weapons‌‌to‌‌affect;‌‌for‌‌example,‌‌Silver‌‌Weapons‌‌will‌‌often‌‌inflict‌‌full‌‌damage‌‌                           
where‌ ‌normal‌ ‌Weapons‌ ‌might‌ ‌not.‌ ‌ 

Undead‌‌are‌‌healed‌‌by‌‌the‌‌Necromancy‌‌effect‌‌group‌‌and‌‌harmed‌‌by‌‌the‌‌Earth‌‌effect‌‌group.‌‌                             
Anything‌ ‌that‌ ‌specifically‌ ‌targets‌ ‌Undead‌ ‌(such‌ ‌as‌ ‌‌Turn‌ ‌Undead‌ ‌or‌ ‌‌Destroy‌ ‌Undead‌)‌ ‌will‌‌                         
work‌ ‌against‌ ‌these‌ ‌creatures.‌ ‌A‌ ‌‌Life‌ ‌‌spell‌ ‌will‌ ‌inflict‌ ‌a‌ ‌‌Destroy‌ ‌Undead‌ ‌effect‌ ‌against‌ ‌an‌‌                             
Undead.‌ ‌ 

Undead‌ ‌generally‌ ‌have‌ ‌large‌ ‌amounts‌ ‌of‌ ‌Natural‌ ‌Armor,‌ ‌representing‌ ‌the‌ ‌powerful‌‌                     
Necromantic‌ ‌energies‌‌that‌‌animate‌‌them‌‌holding‌‌firm‌‌against‌‌any‌‌attacks.‌‌Healing‌‌ignores‌‌                       
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—‌‌                             
often‌ ‌long‌ ‌after‌ ‌their‌ ‌own‌ ‌death.‌ ‌Constructs‌ ‌have‌ ‌no‌ ‌metabolism,‌ ‌are‌ ‌Immune‌ ‌to‌ ‌the‌‌                           
Alteration,‌‌Command,‌‌Necromancy,‌‌and‌‌Earth‌‌effect‌‌groups,‌‌and‌‌are‌‌always‌‌Immune‌‌to‌‌the‌‌                         
Poison‌ ‌Qualifier.‌ ‌Some‌ ‌Constructs‌ ‌require‌ ‌special‌ ‌Weapons‌ ‌to‌ ‌affect;‌ ‌for‌ ‌example,‌ ‌Magic‌‌                       
Weapons‌ ‌will‌ ‌often‌ ‌inflict‌ ‌full‌ ‌damage‌ ‌where‌ ‌normal‌ ‌Weapons‌ ‌might‌ ‌not.‌ ‌ 

Often,‌ ‌Constructs‌ ‌will‌ ‌take‌ ‌damage‌ ‌from‌ ‌‌Shatter‌ ‌‌effects,‌ ‌and‌ ‌may‌ ‌not‌ ‌be‌ ‌able‌ ‌to‌ ‌defend‌‌                             
normally‌ ‌against‌ ‌these.‌ ‌If‌ ‌you‌ ‌want‌ ‌to‌ ‌harm‌ ‌a‌ ‌Construct‌ ‌with‌‌a‌‌‌Shatter‌,‌‌you‌‌should‌‌target‌‌                               
their‌ ‌body‌ ‌(e.g.‌ ‌“Weapon‌ ‌Strike‌ ‌‌Shatter‌ ‌‌Body!”).‌ ‌ 

Constructs‌ ‌might‌ ‌be‌ ‌healed‌ ‌by‌ ‌rituals‌ ‌or‌ ‌specific‌ ‌elements‌ ‌(such‌ ‌as‌ ‌Flame‌ ‌or‌ ‌Lightning).‌‌                           
Often,‌ ‌they‌ ‌are‌ ‌virtually‌ ‌mindless,‌ ‌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 ‌from‌ ‌the‌ ‌Primal‌ ‌or‌ ‌Secondary‌ ‌Planes‌ ‌existing‌ ‌in‌ ‌the‌ ‌ether‌ ‌can‌ ‌at‌‌                           
times‌‌come‌‌to‌‌harry‌‌or‌‌benefit‌‌the‌‌residents‌‌of‌‌Realms‌‌of‌‌REFUGE.‌‌These‌‌Elementals‌‌come‌‌in‌‌                               
a‌ ‌specific‌ ‌form,‌ ‌often‌ ‌reflecting‌ ‌a‌ ‌known‌ ‌element‌ ‌such‌ ‌as‌ ‌Flame‌ ‌or‌ ‌Chaos‌ ‌but‌ ‌at‌ ‌times‌‌                               
arriving‌ ‌from‌ ‌strange‌ ‌places‌ ‌reflecting‌ ‌unusual‌ ‌Elements.‌ ‌ 

Elementals‌‌have‌‌no‌‌metabolism,‌‌are‌‌Immune‌‌to‌‌the‌‌Alteration,‌‌Command,‌‌Necromancy,‌‌and‌‌                       
Earth‌ ‌effect‌ ‌groups,‌ ‌and‌ ‌are‌ ‌always‌ ‌Immune‌ ‌to‌ ‌the‌ ‌Poison‌ ‌Qualifier.‌ ‌Elementals‌ ‌are‌‌                         
generally‌ ‌healed‌ ‌by‌ ‌their‌ ‌own‌ ‌element‌ ‌and‌ ‌hurt‌ ‌—‌ ‌often‌ ‌doubly‌ ‌—‌ ‌by‌ ‌the‌ ‌opposing‌ ‌element.‌ ‌ 

When‌ ‌struck‌ ‌by‌ ‌an‌‌elemental-targeting‌‌effect‌‌—‌‌such‌‌as‌‌Banish‌‌or‌‌‌Subjugate‌‌—‌‌elementals‌‌                           
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will‌ ‌take‌ ‌special‌ ‌effects‌ ‌that‌ ‌the‌ ‌living‌ ‌might‌ ‌ignore.‌ ‌ 

Most‌‌elementals‌‌disappear‌‌at‌‌0‌‌Body‌‌Points‌‌and‌‌ignore‌‌the‌‌Bleeding‌‌Out‌‌and‌‌Dead‌‌periods,‌‌                             
returning‌ ‌to‌ ‌their‌ ‌Plane‌ ‌of‌ ‌origin.‌ ‌ 
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