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Glossary of Terms 

Some Time Freeze effects which allow the user to move while others cannot, such as Jump, 

can invoke Attacks of Opportunity. Anyone the user passes is allowed a single melee attack 

in reaction. The user is allowed to defend themselves with their weapon, but they cannot 

change their speed or course. If struck they cannot use a Parry, Dodge, or True Dodge to 

defend themselves. The attacker can only call their base call, and cannot activate any 

special effects for the blow. Any special effects the attacker was calling by blow still apply. 

A Strikedown will end a Jump, a Knockback would send them in the relevant direction 

for the remainder of the Jump or the distance of the Knockback, whichever is greater. 

If a limb is reduced to 0 hits, your Bleeding Period begins. This is calculated by adding 

your Resistance and Willforce together and multiplying them by 10 seconds. You cannot 

use your limb in this time, and must drop anything you are holding with it. At the end of 

the Bleeding Period, you fall Unconscious and your Grace Period begins. 

If you strike a target, you can affix the call with ‘Called Shot Location’ to determine a 

specific location to be struck. 

 

If a Cold Iron blow strikes a target with a Weakness to Cold Iron, they take double damage 

from the blow. Cold Iron damage is reduced by Armour Value. 

 
 

If a Crush strikes a shield, that shield is rendered useless, but may be beaten back into 

shape by anybody with the relevant skill. A Crush has no effect on any other blow. 

 

If a weapon is parried or struck with the Disarm call, the wielder must either drop their 

weapon or hold it behind their back for 5 seconds to denote that they are incapable of 

using it. Note that in the case of the latter, the user must still phys-rep retrieving their 

weapon from where it fell on the ground. If you have the ability you may, if struck with a 

Disarm, expend one of your uses to Resist the call. 

 
 

A Disintegrate will turn a weapon, shield, or object to dust. 

 
 

When struck, if you call a Dodge it reduces all damage to a Single and ignores all special 

effects associated with the blow. You cannot Dodge a blow you could not anticipate, and 

you cannot Dodge an Undodgable blow. 

 
 

This blow deals ‘two strikes’, and effectively doubles the damage. For example, 

‘Doublestrike Triple’ does six points of damage to any location it strikes. For purposes of 

Dodging and Armour Value, this counts as being hit twice. 
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Enchanted damage is damage empowered by magical means. Whilst causing no additional 

damage to the mundane, it will disturb various magical fields. Enchanted damage is 

reduced by Armour Value. 

 
 

A vs Res effect. If struck by this effect the target becomes the center of your focus. You 

will not attack, defend, cast or move save for moving towards the subject. Taking damage 

or another effect ends the Enthrall effect. Enthrall is a minor effect, but might be called 

as an incantation (see Spell Key, page 35). 

 

If a location is reduced to 0 hits with Flaming damage, that location is now permanently 

reduced by 1 hit until specifically cured. Flaming damage is a Minor Effect. If a Flaming 

blow strikes a creature with a Weakness to Flaming, they take double damage from the 

blow. Flaming damage is reduced by Armour Value. 

 
 

If a location is reduced to 0 hits with Frost damage, that location is now permanently 

reduced by 1 hit until specifically cured. Frost damage is a Minor Effect. If a Frost blow 

strikes a creature with a Weakness to Frost, they take double damage from the blow. Frost 

damage is reduced by Armour Value. 

 

The Grace Period is the length of time you will remain Unconscious for before you die. It 

is calculated by adding your Resistance and Willforce together and multiplying them by 

10 seconds. 

 
 

If a weapon or shield is Hardened, then it cannot be broken by effects that would break it 

such a Physical Shatter. 

 
 

If a Holy blow strikes a creature with a Weakness to Holy, they take double damage from 

the blow. Holy damage may disrupt certain magical fields. Holy damage is reduced by 

Armour Value. 

 
 

If struck by this blow, you must move 10 paces away from the person who struck you, 

even if this strikes your shield. This blow may be parried with any weapon for no effect. 

 
 

A cone effect; forces everyone in melee combat with the user to move 10 paces away from 

them. 

 
 

This effect knocks everyone within a 10 pace radius off their feet. 
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This indicates that an ability had no effect. This is different to Resist as it suggests an 

immunity to the ability, regardless of how many times it is called or what the level of the 

ability is. 

 

This is a vs Res effect. If the effect beats your Resistance, you cannot cast any spells nor 

use any special abilities and are required to rolepherilay being nauseated by whatever is 

causing the effect. Nauseate is a Minor Effect and lasts for the difference in 10s of seconds, 

but might be called as an incantation (see Spell Key, page 35) 

 
 

This is a vs Res effect. If struck by this effect, you cannot move or be moved for the 

difference in 10s of seconds. 

 
 

When struck, if you call a Parry it ignores all damage and special effects associated with 

the blow. You cannot Parry a blow you could not anticipate, and you must be holding the 

relevant weapon which grants you the use of a Parry. You cannot Parry an Undodgable 

blow. 

 

A Physical Shatter will break a weapon, shield, or object into many pieces. 

 
 

A vs Res effect. When you are subjected to a Poison, you fight and move at half speed and 

add 10 seconds to any spell casting times, including instant casts. As well as this you are 

considered to be under the role-play effect similar to Nausea which will get progressively 

worse through time. You may defend at full speed whilst suffering from Poison. Poison is 

a Minor Effect and lasts for the difference in 10s of seconds. 

 

Attached to healing. The affected can determine how to allocate the healing across their 

locations. 

 

Indicates that an ability has been Resisted. This may be through a special ability that 

grants a Resist, or in the case of a vs Res effect, means that the target had a Resistance 

greater than the level of the ability. This is different to No Effect because it indicates that 

the target could be susceptible to the ability if they run out of Resists or if the level of the 

ability were higher. 

 

A vs Res effect. If struck by this effect you succumb to a sleep you cannot be roused from 

for the difference in 10s of seconds. After this time has passed the sleep is considered a 

natural one and any stimuli that would wake you up i.e. loud noises, being shaken. Sleep 

is a Minor Effect. 

 

If a shield is struck with the Shield Disarm call, the wielder must drop their shield if they 

cannot Resist the ability.  
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When hit by a ranged or touch spell, a Spell Dodge allows you to ignore that spell. Note 

that this counts solely against spells, not melee or ranged attacks that have been 

enchanted in some way. 

 
 

If Stabilised, a location remains at 0 hits and cannot be used, but the Bleeding or Grace 

Period stop. If that location is struck again, the Stabilisation is lifted, but the Bleeding or 

Grace Period start from the beginning, not from the point they were stopped. 

 
 

If struck by this blow you are knocked off your feet, even if this strikes your shield. This 

blow may be parried with any weapon for no effect. 

 

A vs Res effect. If struck by this blow, you are stunned for the difference in tens of seconds. 

While stunned you can weakly defend yourself, but cannot attack, move, cast, or use any 

abilities. Stun is a Minor Effect. 

 

This is non-lethal damage. It will reduce your hits like normal damage, but these lost hits 

will regenerate at a rate of 1 every minute. If you are reduced to 0 hits by Subdual 

damage, the location is inoperable, but your Bleeding Period does not begin. If you are 

reduced to 0 hits on your torso by Subdual damage, you are Unconscious, but your Grace 

Period does not begin. At this point the regeneration of Subdual damage stops and you 

will regain consciousness when informed by a ref. 

 
 

A blow with a Through effect ignores all Armour Value. 

When struck, if you call a True Dodge it ignores all damage and all special effects 

associated with the blow. You cannot True Dodge a blow you could not anticipate. It may 

also be called against an Undodgable blow. 

 
 

This is brought about by the end of a Bleeding Period, the reduction of the torso to 0 hits, 

or a specific ability. Without Stabilisation, it also indicates the activation of the Grace 

Period. 

 
 

A blow that cannot be beaten by a standard Dodge or Parry, but can be beaten by a True 

Dodge. 

 
 

Certain creatures have a Weakness against particular kinds of damage. If they are struck 

by a blow with the appropriate prefix, they take double damage.  
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Health 
 

Every character has 5 locations which are assigned a number of points of damage they can 

withstand before they stop working. These are your torso (your head and your chest), both of your 

arms, and both of your legs.  

 

If a location is reduced to 0 hits from damage, that location cannot be used until healed.  

 

At rest and without any magical healing, divine healing or the application of any medicine, a body 

has a natural healing rate of one 1 hit point prioritised every day. 

 

There are numerous types of damage calls within Far Shores, but the way damage is applied 

follows a universal rule.  When you are dealt damage by a weapon or spell, the ‘call’ (whatever the 

monster or player says when the blow makes contact with that location) will tell you how many 

hits to deduct from that location. Armour and certain magical effects may reduce or even negate 

this value. 

 

‘Single’ means that you take a single point of damage. A ‘Double’ is two and so on. Should a damage 

call higher than ‘Quin’ or five be called, then the numerical value is used instead e.g. ‘Seven’ instead 

of ‘Sept’ 

 

Certain forms of damage are preceded by an additional call, usually some form of special effect 

either from the weapon or the character. Some examples are ‘Frost’, ‘Flaming’ and ‘Cold Iron’. 
 

If a limb is reduced to 0 hits, the player enters their Bleeding Period. This is calculated by adding 

their Resistance and Willforce together and multiplying this by 10s of seconds. Since all players 

begin with a Res and Will of 1 each, the minimum Bleeding Period is 20 seconds. 

 

When the Bleeding Period expires, the player is rendered Unconscious. This begins their Grace 

Period. If it is the torso that is reduced to 0 hits, then the player is Unconscious and their Grace 

Period also begins, bypassing the Bleeding Period entirely. The duration of the Grace Period is the 

same as the duration of the Bleeding Period, and is calculated in the same way. 

 

If the player ends their Grace Period, then they are dead. Both the Grace Period and the Bleeding 

Period can be ended by the location at 0 being Stabilised, or healed. 
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Base Rules  
 

Resistance 3 ←→  3 Willforce 

Skills 2 
Lores 3 
 

Weapon Mastery 5 ←→  6 Strength 

Armour 4 ←→  4 Dodges 

Body Hits 6 

 

List Primary 4 ←→  5 Secondary 

Mana 6 

 
The first and most important part of character creation is the character concept - who is the 

character? What do they do? How do they think? What is their motivation? And what is their name? 

 

Using the character concept, decide which abilities or skills your character particularly needs. 

Using this information decide whether or not to use the points table as is or to customise it. 

Customising (swinging) it involves making any ability one point cheaper at the expense of its 

related ability, which becomes one point more expensive. The related ability is the one joined to it 

by a double-headed arrow (). This can also be done between groups of abilities. An ability or 

group of abilities may be swung towards twice, making them cost two less points, but their related 

ability can never be bought. The cost of any ability can never be reduced below 1. 

 

You will also want to apply your character’s Heritage, as detailed on the next page. They will apply 

additional modifiers to the specific areas in your character’s cost. 

 

Once this is done you can buy your character the abilities and skills they need, every character 

starts with 3 hits per location and 1 each of Resistance and Willforce. You have 20 points to spend 

but remember that as you buy something the cost of the next level increases - the cost is self-

stacking (i.e. 2, 4, 6, 8 and 10 for levels 1 to 5 respectively). The only exception to this rule is 

Resistance and Willforce, which operate as if you had already bought Rank 1 (i.e. your first level of 

Resistance will take you to 2, but cost 6xp at standard. Your second will cost 9, as you buy 

Resistance 3). 

 

 You are limited to 3 bought levels of any statistic, skill or ability at start-up.  
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Heritage 
 

A heritage is a set of altered costs that apply on top of the swinging mentioned on the previous 

page. These modified costs are to represent the kind of environment your character would have 

spent their formative years in and indicate the education that would have been readily available 

for them. A character’s birthplace does not automatically indicate their Heritage. For example, 

man born in Andermark but sent to learn magic in Calavria would be eligible for the Calavrian 

Heritage.  

 

The people of Andermark are a stubborn, straightforward and 

often dour folk. Before the Fall they were regarded either as 

bumpkins living in terror in the woodlands, or traders, engineers, 

and artisans living in cities renowned for universities of great 

learning or birthing great alchemists and shipwrights. 

Andermark is also the birthplace of the United Church and as 

such Andermen are often serious, quietly religious people. 

Calavria was once an old Empire stretching along the western 

coast of the Narrow Sea. Ravaged by war and plague, it lost its 

power - and grew to a new height. Calavria turned the magic of 

reanimating corpses, first a necessity in the Great Pestilence, to a 

means of securing a workforce who would do the unpalatable 

tasks the yeomanry would not. These sophisticated people were the 

first kingdom to fall before the Legion, and no longer have their 

wealth, their resources, or their connections.  

Damryn was home of the High Kings of the Realm. Once a 

splintered, tribal people, they banded together under a man who 

professed to be a son of the God Aethon, and thus was the kingdom 

formed. Theirs is a land steeped in mysticism and power, full of 

rolling fields and thick woods and a great natural beauty. The 

people are hardy, proud, and honourable, in their own way. They 

seek to reclaim their lost pride by retaking the royal seat of Caer 

Brennan. 

Historically the scourge of the average Anderman, the denizens of 

the Fringe are those warped by the depths of Anderian woods, be 

they the part-man beastkin or the twisted wild elves. Come the 

events of The Fall, the denizens of the Fringe were so disengaged 

from society that it was assumed that they had no more a sense of 

unity than a wolf would have to a bear. When the Legion came the 

Fringetouched had as much to lose as the humans and fought 

their own resistance. 

 

 

Common as a free language 
Lore: Andermark at Basic 
- 1 cost to skill: Alchemy 
- 1 cost to lore: Fringe 

 

Common as a free language 
Lore: Calavria at Basic 
- 1 cost to skill: Larceny 
- 1 cost to lore: Undead 

 

Common as a free language 
Lore: Damryn at Basic 
- 1 cost to skill: Languages 
- 1 cost to lore:  

   Magical Creatures 

                           

 

Common as a free language 

Lore: Fringe at Basic 

- 1 cost to skill: Stealth 

- 1 cost to lore: Nature 
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A history of invasions made the Ibarrish nation devoted to the 

Gods of humanity, for fighting the enemy became not just a matter 

of survival, but a holy duty. A nation forged in blood more than 

others, from rebellions to liberations, they lived practically and 

sensibly over the centuries before the Fall. They are an ardent 

people seeking redemption, as they were one of the last nations hit 

and could not stand as the last defence of men and deem 

themselves to have failed the Realm.  

 

The High Elves of the Iron Empire are the oldest of the races and 

nations, a haughty, ancient people, known for the unwavering 

loyalty to the throne of the Iron Tower of Leyroth and the Empire 

as a whole. In talents and skills they aspire to perfection in all 

undertakings, believing an High Elf should do nothing in half 

measures. Their vast Empire was shattered in the Fall, the first 

to be hit by the Legion. Since then, they have accepted that they 

will survive only as stalwart allies to humanity. But they will not 

be swept to one side. 

Once authoritarian people with a very strict social hierarchy, the 

dwarves of Kordurren redefined themselves when the Legion 

came. Military leaders gave the order for the mountains to be 

sealed off, abandoning the nobles and elites of their society above 

the surface to perish at the Legion’s hands. Now a militant and 

godless nation, Kordurren has reopened their doors to the Realm 

and, whilst determined to keep their independence, they are 

equally prepared to trade and with the humans - for wealth, and 

to rebuild the world. 

The kingdom of Lancereaux is often called the birthplace of 

chivalry. It was a land of great contrast, for a man was either a lord 

or knight serving his country in wealth and comfort, or a peasant 

tilling the field in a backbreaking life with little in return. Lords 

lived in great castles, knights hunted dragons and fought for fame 

and fortune in tournaments, ladies were beautiful, and none of 

them cared one jot for the peasantry. Since the Fall the Lancesians 

remain proud and eager for their voices to be heard. 

 

 

The Norls are a tribal people borne of a landscape of harsh 

winter, often seen as barbarians by the other nations. They are 

very spiritual in nature, rejecting the United Church to worship 

the smaller gods. This has led to a society which values strength 

above anything else, alongside loyalty and perseverance. They 

were the last of the nations to join the Realm, doing so within 

living memory. Norls are an insular people, and as such have 

limited political or military importance as a whole. 

Common as a free language 

Lore: Ibarran at Basic 

- 1 cost to skill: First Aid 

- 1 cost to lore: Religion 

                           

 

Common as a free language 

Elven as a free language 

Lore: Iron Empire at Basic 

- 1 cost to skill: 

  Weaponsmithing 
- 1 cost to lore: Military 

                           

 

Common as a free language 

Dwarven as a free language 

Lore: Kordurren at Basic 

- 1 cost to skill: 

   Armour Crafting 

- 1 cost to lore: Yotunaar                           

 

Common as free language 

Lore: Lancereaux at Basic 

- 1 cost to skill: 

Concealment and Detection 

- 1 cost to lore: Societal 

 

Common as free language 
Lore: Norlundar at Basic 
- 1 cost to skill: 
Investigation and Tracking 
- 1 cost to lore: Yotunaar 
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Armour 

Your level in Armour determine what rank of armour your character is trained to wear. Armour 

will reduce the damage you take by its rank, to a minimum of one. Armour cannot make you 

immune to damage; even if you wear Rank 5 Armour and are struck with a Single, you still take 

that point of damage. 

 

You can wear armour of a lesser rank than your skill, and your Dodges are limited only by the 

armour you wear, not your level in the Armour skill. 

 

Armour is useful because it will always protect you from damage, though its downside is that it 

will not help you against special abilities associated with an attack. 

If you double-swing to Armour, not only will you never be able to buy the Dodge skill, but you will 

have access to extra hits per. When wearing Rank 4 Armour you will gain +1 hit per location, and 

in Rank 5 Armour another +1 hit per location, for a total of +2 hits. These hits can exceed the 

natural hits per limit of 8. 

The use of armour does not come without limitations. Already noted has been the limitation upon 

Dodges available for use. It is also not possible to use the Stealth skill when wearing Rank 3 or 

more armour. 

 

Players wearing armour are expected to role-play accordingly. Even if their phys-rep is of a light-

weight material, metal armour is heavy and somewhat cumbersome, and the player should act 

accordingly. Mechanically, it should be considered what abilities could sensibly be used while 

wearing heavy armour. The manual dexterity required to wield, for instance, thrown weapons or 

daggers in full plate, or to pick a lock in heavy gauntlets, is expected to be observed. 
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Body Hits 

Your rank in Body Hits determines how many hits per location you are. All players begin with 3 

hits per location by default. Every level of Body Hits grants you another hit per location to a 

maximum of 8 hits per location. 

 

Body Hits are useful because it gives you a greater ability to take damage. 
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Dodges 

Your rank in Dodges determine the number of Dodges you can use in an encounter. Each rank 

grants you a single Dodge. You may call a Dodge when struck by a melee or missile attack, or a 

touch-based spell. This will reduce any damage taken to a Single and disregard all special effects 

associated with that blow. You may not call a Dodge against a ranged spell or a blow you could not 

anticipate, such as being attacked by an enemy you did not see. 

 

The maximum number of Dodges you may have available to you is 5. Every rank of armour you 

wear reduces that maximum by 1. 

 

The Dodge skill is useful because it not only protects you from damage, but it protects you from 

special effects associated with attacks. Its downside is that you are only protected against a finite 

number of blows in an encounter. 

If you double-swing to Dodges, not only will you never be able to buy the Armour skill, but all of 

your dodges will now be True Dodges. A True Dodge not only allows you to Dodge an Undodgable 

blow, but it also ignores all damage associated with a blow, instead of reducing it to a Single. 

Below is the scale for Dodges, displaying what abilities it does protect against and what abilities 

it cannot defend against. For reference is also the same chart for Spell Dodges. 
 

 
Damage Effect > Dodge/Parry > True Dodge > Undodgable > Bypass 
 

 
Spell Effect > Spell Dodge > Bypass 
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Resistance 

Your Resistance, often referred to as Res, is your capacity to Resist special effects. Many effects will 

be followed by a number which denotes their level. If that number is greater than your Res then 

you are affected by that effect. In some cases this will be a simple case of affected or not affected; 

in most cases the difference between the level and your Res determines the duration of the effect. 

Usually this is determined by taking the difference between the level and your Res and multiplying 

that number by 10 seconds. 

 

If your Res is greater than the level, you call Resist and continue unaffected. If your Res is equal 

to the level, you call Resist and are unaffected, but must take 3 seconds to role-play shaking off the 

effect. This is represented by not moving, attacking, or casting, but you may defend yourself 

without issue. Resisting an effect, even if the level is equal to your Res, does not interrupt spell-

casting. 

 

Resistance also helps calculate your Bleeding Period and Grace Period. You add the level of your 

Res to the level of your Willforce and multiply this by 10 seconds to determine these. 

 

Your Resistance starts at 1 at character creation for free. Raising your Res to level 2 still costs the 

Base Cost x2, and the maximum normal Resistance is 5. Resistance is useful to a character because 

it protects them against spells, poisons, and other dangerous effects in the world. 

 

Willforce 

Your Willforce, often referred to as your Will, influences the strength of your magical abilities. The 

success of many spells is determined by a contest of the caster’s Will versus the target’s Res. If your 

Will is higher than the target’s Res, then they are affected by the effect. In some cases this will be 

a simple case of affected or not affected; in most cases the difference between your Will and the 

target’s Res determines the duration of the effect. Usually this is determined by taking the 

difference between your Will and the target’s Res and multiplying that number by ten seconds. 

 

Willforce also helps calculate your Bleeding Period and Grace Period. You add the level of your Will 

to the level of your Res and multiply this by 10 seconds to determine these. 

 

Your Willforce starts at 1 at character creation for free. Raising your Will to level 2 still costs the 

Base Cost x2, and the maximum normal Willforce is 5. Willforce is useful to a character because it 

makes it more likely that their spells will affect their target, and for longer. 
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Strength 

Strength represents a character’s physical power. It allows them to do more damage in combat, 

regardless of training with a weapon, and they can perform prodigious feats of personal prowess. 

 

Strength is useful because its damage can be applied to most weapons and it grants various 

abilities. Its downside is that it allows minimal specialisation in weapons or fighting styles and 

certain weapons cannot be used in conjunction with Strength-based abilities. 

 

1) +1 feat every three encounters 

2) +1 feat every three encounters  

3) +1 damage grade 

4) 1 uber feat every three encounters 

5) +1 damage grade 

 

Crush 

Strikedown 

Knockback 

Resist Strikedown/Knockback (also applies to mass effect) 

Jump - Allows the user to call a Time Freeze and then move ten paces in any direction. 

This is subject to an Attack of Opportunity. 

 

Mass Knockback 

Physical Shatter 

Mass Strikedown 

At the ref’s discretion, Strength may be used for other things, varying on the level of Strength 

and the effect wanted (e.g. minor strength feat to break bonds, uber strength feat to force up a 

portcullis). 
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Weapon Masteries 

Weapon Masteries are skills which grant certain abilities and extra damage when wielding the 

specific weapon. They must be bought separately for every individual weapon. Weapon Masteries 

are useful because they allow a character to be combat capable quicker than with Strength. Their 

downside is that the abilities do not apply to weapons other than the specific Masteries. 

Abilities from Weapon Masteries stack – i.e. at level two you get both the first effect and the second, 

at level five you gain all five effects. For dual wielding you must buy the weapon effect twice, one 

for each hand. 

0) Subdual by blow 
 

1) +1 damage grade 

2) 1 Through blow every 3 encounters 

3) Permanent Through from behind 

4) +1 Armour Value to the arms 

5) Permanent Through damage 

1) +1 damage grade 

2) 1 Disarm every 3 encounters 

3) 1 Disarm every 3 encounters 

4) +1 Armour Value to the arms 

5) +1 damage grade 
 

1) +1 damage grade 

2) 1 Shield Disarm every 3 encounters 

3) 1 Strikedown every 3 encounters 

4) 1 Shield Disarm every 3 encounters 

5) +1 damage grade 

1) +1 damage grade 

2) 1 Disarm every 3 encounters 

3) 1 Disarm every 3 encounters 

4) +1 damage grade 

5) Immune to Disarm 
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1) +1 damage grade 

2) May call Subdual damage 

3) 1 Stun every 3 encounters (Mastery vs Res) 

4) +1 damage grade 

5) 1 Physical Shatter every 6 encounters 

 

1) +1 damage grade 

2) 1 Shield Disarm ever 3 encounters 

3) 1 Doublestrike every 6 encounters 

4) +1 damage grade 

5) 1 Through every 3 encounters 

 

1) +1 damage grade 

2) 1 Disarm every 3 encounters 

3) 1 Called Shot every 3 encounters 

4) Permanent Through damage 

5) +1 damage grade 

 

A user cannot buy the Weapon Masteries for Two-Handed Weapons if they do not have access to 

buying Strength. 1 level of Strength is required to buy Level 4 or more of the Mastery. 

1) +1 damage grade 

2) 1 Strikedown every 3 encounters 

3) +1 damage grade 

4) 1 Knockback every 3 encounters 

5) +1 damage grade 

 

1) +1 damage grade 

2) 1 Knockback every 3 encounters 

3) +1 damage grade 

4) 1 Strikedown every 3 encounters 

5) +1 damage grade 
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1) +1 damage grade 

2) Subdual damage 

3) 1 Knockback every 3 encounters 

4) 1 Strikedown every 3 encounters 

5) +1 damage grade 

 

1) +1 damage grade 

2) 1 Strikedown every 3 encounters 

3) 1 Through strike every 3 encounters 

4) 1 Doublestrike every 3 encounters 

5) +1 damage grade 

 

Bows and Crossbows require no phys-reps for ammunition, though the player must have a phys-

rep of a quiver or bolt case. The range of a standard bow or crossbow is 30 paces. A missile attack 

cannot miss, but it can be Dodged, and the rate of fire is limited by the Weapon Mastery. A player 

cannot use a bow at all without the Mastery. A player cannot load a crossbow without the Mastery, 

but they can fire a pre-armed one at a distance of five paces. 

1) Through Single to the torso every 20 seconds 

2) Through Single to the torso every 15 seconds   

3) 1 Called Shot every 3 encounters 

4) Through Double to the torso every 15 seconds 

5) Through Double to the torso every 10 seconds 

 

A player with the Shield Mastery is able to repair a shield that has been Crushed out of combat. 

This takes phys-repping hammering it into shape and 1 minute’s work. Note that this cannot 

apply against shields which have been Disintegrated. 

 

1) 1 resist vs Shield Disarm every 3 encounters 

2) 1 Stun every 3 encounters (Mastery vs Res) 

3) Immune to Crush 

4) Can parry Knockbacks and Strikedowns with shield 

5) Immune to the Through effect of Missile Attacks 
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1) 1 Called Shot every 3 encounters 

2) Ignore Shield every 3 encounters (if strike hits shield, defaults to a strike to the torso) 

3) +1 damage grade 

4) One Undodgable every 3 encounters 

5) Permanent Through damage 

 

1) +1 damage grade 

2) 1 Shield Disarm every three encounters 

3) Subdual damage with hammer  

4) 1 Stun every three encounters (Mastery vs Res) 

5) +1 damage grade 

 

1) Can call Subdual 

2) Can call Singles unarmed 

3) 1 Stun every 3 encounters (Mastery vs Res) 

4) 1 Disarm every 3 encounters (the blow must strike the target’s limb) 

5) +1 damage grade 
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Physical Specialisations 

Once a physical ability has been raised to Rank 5, the player may choose to specialise in this ability. 

This allows them to eventually raise this ability to Rank 10. A player may only develop 1 physical 

specialisation at a time, and must wait until they have raised the ability to Rank 10 before 

developing a second. They may, however, develop a Physical specialisation at the same time as 

developing a Skill specialisation or a Magic specialisation. 

A specialisation is a further development of the specific physical ability beyond what is offered by 

the main 5 Ranks. This most obvious specialisations are in a Weapon Mastery or in Strength, 

though if a player has a strong theme by which they could develop a specialisation in Body 

Development, Armour, or Dodges, they may choose them. 

Each level of specialisation will grant the player a new power linked to that ability. When buying 

a new level, the player must submit a proposal for the ability to the ref. Once that proposal has 

been passed, they may spend the XP and use the ability. The frequency of usage and power of the 

ability will also be defined at this point. 

It is expected that a specialisation will follow a particular theme and pattern of abilities which 

adheres to a fighting style of the player. 

A specialisation does not cost the equivalent of a 6th to 10th rank in a skill. For purchasing purposes, 

it is the same as if buying a new ability. A double-swung thug may buy their specialisation at a 

base cost of 3 XP, a once-swung at a cost of 4 XP, an unswung player at a cost of 5 XP, and a once-

swung mage at a cost of 6 XP. 
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Standard Skills 

 

1) Hide small object (e.g. coin); Spot large item. 

2) Hide palm sized item (e.g. pouch); Spot medium item. 

3) Hide hand-held item (e.g. lantern); Spot hand-held item. 

4) Hide medium item (e.g. box); Spot palm-sized item.  

5) Hide large item (e.g. long sword); Spot small item. Can identify poisonous substances. 

 

1) Change appearance slightly. Someone who knows you will spot you. Defeats minimal 

contact or description. 

2) Look like someone who is distinctly not you. 

3) Look like someone older/younger than you, or of a different race, within reason. 

4) Look like a different gender. 

5) Look like a specific target within reason. 

 

First Aid requires appropriate phys-reps, such as bandages and salves. Bandages for Level 1 or 2 

may be acquired by ripping up clothing, etc, but higher levels will require proper phys-reps. When 

dealing with a location reduced to 0, the Bleeding Period or Grace Period pauses the moment you 

begin work. After 10 seconds of uninterrupted work, the location is Stabilised. If you are struck or 

affected by an effect in those 10 seconds, the work is interrupted and the Bleeding or Grace Period 

resumes from the point of suspension. 

 

1) Stop one location from bleeding. On yourself this takes one free hand, on others, two free 

hands.  

2) May restore any one limb to 1 hit (to a maximum of one hit) after 10 seconds. Can feed 

potions to an Unconscious person. 

3) May cure 1 minor effect (burns, etc) with a salve. 

4) May restore any one limb to 2 hits once per day. 

5) May restore 1 hit to the torso to a maximum of 1 hit to per said location. 

 

1) Pick standard lock. Escape loose bonds in 1 minute. 

2) Pick hanging purse. 

3) Pick complex lock. Escape tight bonds in 1 minute. 

4) Pick item from pocket. 

5) Safe cracking, can escape full-body binding restraints in 1 minute. 
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1) Learn 1 additional language   

2) Learn 1 additional language 

3) Learn 1 additional language 

4) Learn 1 additional language 

5) Learn 1 additional language 

 

Common, Demonic, Dwarven, Elven, Goblin, Imperial Calavrian, Yotunn. 
 

It takes 3 seconds standing in cover to enter Stealth. To phys-rep Stealth, the user must raise in the 

air the number of fingers equal to their level in the skill. They cannot be detected except by someone 

with a higher level in Investigation and Tracking. 

 

Anything that affects or interacts with another living creature will break stealth, including 

attacking by melee or ranged, casting an offensive spell or casting a defensive spell on anyone other 

than yourself. Interactions with inanimate objects, such as casting a spell on them, can be done and 

see stealth retained within reason. If it statistically affects another player or non-player character it 

cannot be done without dropping out of Stealth and exposing your position. 

 

1) Can enter stealth. The effect is broken by moving or making sound. 

2) Can move at half-speed in cover. 

3) Can move at full speed in cover. 

4) The user can enter stealth in 3 seconds without cover, but can only crawl. 

5) The user can move half-speed in stealth without cover. If observed by someone with Level 

5 Investigation and Tracking, the user can be spotted if they are moving. If they are not 

moving, the user cannot be spotted. 

 

1) Spot tracks and rank. 

2) Discern tracks. Spot rank 1 stealth and rank 1 disguise. 

3) Determine time & number. Spot rank 2 stealth and rank 2 disguise. 

4) Detailed information. Spot rank 3 stealth and rank 3 disguise. 

5) Spot rank 4 stealth and rank 5 if moving. Spot rank 4 disguise and rank 5 with ten 

seconds of close-up study. 

 

1) May set up a simple noose in 30 seconds. May disarm a trap of equal level. 

2) May set up a swinging log trap in 30 seconds. May disarm a trap of equal level. 

3) May set up a pitfall trap in 30 minutes. May disarm a trap of equal level. 

4) May set up a spike trap in 30 minutes. May disarm a trap of equal level. 

5) May set up a blow-dart trap in 30 minutes. May disarm a trap of equal level. May make 

any of the above traps repeatable with an additional 10 seconds (e.g. a hinged pitfall trap, 

a resetting log trap) 
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Crafting Skills 

 

All crafting costs the smith 75% of the basic market price for the product. The market prices can 

be found in the Economy section of the rules. 

When crafting weapons and armour, it is assumed that a brand-new item is created each time. It 

is possible to ‘upgrade’ an extant weapon, such as by improving a Level 1 longsword to a Level 3 

longsword, but due to the work and necessary materials, the cost and time are the same as if one 

was making a weapon from scratch. As such, upgrades of this kind are usually reserved for 

weapons and armour with a personal, sentimental attachment. 

Weaponsmithing allows the crafter to make weapons of up to Level 3 quality. It does not apply to 

Shields, Thrown Weapons, or Missile Weapons. For purposes of illustration, here are the 

definitions of weapons of Levels 1 through 5: 

1) A Standard Weapon, the kind that can be bought from any smith and as good a weapon 

as most people will wield in their lives. 

2) A Superior Weapon. This weapon may be crafted with 1 Weapon Effect. The expense of 

these weapons makes them rare. 

3) A Mastercrafted Weapon. This weapon may be crafted with 1 Weapon Effect and is 

permanently Hardened. These are the kinds of weapons wielded by lords, generals, and 

elite guards. 

4) A Rare Weapon. This weapon cannot be crafted by a mundane smith. Weapons of this ilk 

can be incredibly powerful and are usually of a select batch whose number in the world is 

finite. An example would be the swords of the Royal Guard of Damryn. 

5) A Unique Weapon. This is a weapon of tremendous power that could only be made by a 

once-in-a-generation smith. An example would be Konrad’s Blade, the sword of the Kings 

of Andermark. 

 

Weapon Effects are special abilities which can be imbued in a Level 2 or 3 weapon upon creation. 

A Weaponsmith acquires the skill of different Effects at different levels.  
 

To craft a weapon with Special Damage may require specific materials. Normally this is 

incorporated into the cost of the crafting, but rarer materials may need to be specifically acquired. 
 

By default a Weaponsmith can make a weapon able to call Cold Iron, Frost, and Flaming damage 

permanently. 
 

Shields can be made by a Weaponsmith. A level 3 shield remains Hardened and so cannot be 

Physically Shattered, Crushed, or Disintegrated. It may be made only with a Level 2 or 3 Weapon 

Effect. Missile Weapons and Thrown Weapons can also be made by a Weaponsmith, and can be 

crafted with a Level 2, 3, or 5 Weapon Effect. 
 

If a Weaponsmith chooses to take a Speciality in the skill, upon buying Level 6 they must declare 

to the refs a speciality. The speciality may be a weapon type (bladed, blunt), a weapon size (long, 

short, two-handed), or even a specific weapon (longsword, spear). 

 

When buying every level they must submit the crafting ability that they want to the ref team. A 

weaponsmith specialisation can be as broad as ‘long weapons’, or as narrow as ‘rapiers’, but the 

more precise the weapons speciality is, the better quality of weapons that smith will produce. 

This will effect only the mechanics associated to those weapons and not the cost. 

It takes a Weaponsmith two weeks to craft a weapon. 
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At Level 1, a Weaponsmith may make a Standard Level 1 Weapon. 

At Level 2, a Weaponsmith may make a Superior Level 2 Weapon. They can also create a weapon 

with the Weapon Effect of a weapon chain, which grants the wielder 1 Resist vs Disarm every 3 

Encounters. 

At Level 3, a Weaponsmith may repair a weapon that has been Physically Shattered in downtime. 

They can also make a Mastercrafted Level 3 Weapon. They can also make a weapon with a Special 

Weapon Effect. 

 

The Weapon Special Effect depends upon the weapon. These abilities are granted to the wielder, 

regardless of their Mastery Skill or Strength, once every 3 encounters and are as follow: 

 

 

    One Through blow 

 One Disarm 

    One Shield Disarm 

   One Disarm 

 One Crush 

  One Shield Disarm 

One Disarm 

One Strikedown 

One Knockback 

  One Knockback 

One Strikedown 

One Shield Disarm 

One Stun 

One Called Shot 

One Called Shot 

At Level 4 a Weaponsmith may repair a weapon that has been Disintegrated in downtime. They 

can also make a weapon with the Weapon Effect which grants the wielder one Parry every 3 

encounters. 

At Level 5 a Weaponsmith can make a weapon with the Weapon Effect of permanently calling 

Special Damage. 
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Armoursmithing allows the crafter to make armour of up to Level 3 quality of any Rank. The Rank 

of the armour reflects its default Armour Value. For purposes of illustration, here are the 

definitions of armour of Levels 1 through 5: 

1) Normal Armour, the kind that can be bought from any smith and as good as most people 

will wear in their lives. 

2) Superior Armour. This weapon may be crafted with 1 Armour Effect. The expense of 

these kinds of armour make them rare. 

3) Mastercrafted Armour. This armour may be crafted with 1 Armour Effect and 

permanently grants the armour 1 additional Armour Value. This is the kind of armour 

wielded by lords, generals, and elite guards. 

4) Rare Armour. This armour cannot be crafted by a mundane smith. Armour of this ilk can 

be incredibly powerful and are usually of a select batch whose number in the world is finite. 

5) Unique Armour. This is armour of tremendous power that could only be made by a once-

in-a-generation smith. 

 

Armour Effects are special abilities which can be imbued in Level 2 or 3 armour upon creation. An 

Armoursmith acquires the skill of different Effects at different levels. 

 

If an Armoursmith chooses to take a Speciality in the skill, upon buying Level 6 they must declare 

to the refs a speciality, such as an Armour Rank. When buying every level they must submit the 

crafting ability that they want to the ref team. 

It takes an Armoursmith two weeks to craft a suit of armour. 

 

At Level 1, an Armoursmith may make a suit of Rank 1 Armour (Padded Armour). 

At Level 2, an Armoursmith may make a suit of Rank 2 Armour (Leather Armour), and may make 

a suit of Level 2 quality. They can also create armour with an Armour Effect which grants a +1 

increase to the number of Dodges the wearer can use. 

At Level 3, an Armoursmith may make a suit of Rank 3 Armour (Chainmail), and may make a suit 

of Level 3 quality. They can also create armour with an Armour Effect which allows the user to 

resist a single Strikedown or Knockback that strikes the body once every 3 encounters. 

At Level 4 an Armoursmith may make a suit of Rank 4 Armour (Half-Plate). They can also make 

a suit of armour with an Armour Effect which allows the user to ignore all damage from a single 

blow once a day. This does not count against special effects associated with the blow. 

At Level 5 an Armoursmith may make a suit of Rank 5 Armour (Full Plate). They can also make a 

suit of armour with an Armour Effect which reduces all Through damage taken by 1, to a minimum 

of a Single. 
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Alchemy allows the crafter to create potions and poisons up to a Level 5 quality. Such potions are 

made in batches of 5 matching potions or poisons (for instance, five Minor Healing Potions in a 

batch). An Alchemist can make a single batch of each quality every two weeks. 

 

Please consult the Economy section for a list of potions of different levels and their costs. Note that 

the listed costs are per potion; a batch of 5 potions still costs 75% the full cost of 5 potions to make. 

 

If an Alchemist chooses to take a Speciality in the skill, upon buying Level 6 they must declare to 

the refs a speciality, such as healing potions or enhancing potions. When buying every level they 

must submit the crafting ability that they want to the ref team. 

 

The difference between a poison and a potion is that a poison must be coated upon a weapon before 

it can be used. This takes five seconds of phys-repping. One hand must be free; the other must be 

holding the weapon. The player may move and talk, but if they are struck, the process is 

interrupted and must be started again.  

Some poisons may also be drunk and still have an effect. This is specified within the poison 

description. Otherwise the effect of all poisons occurs on the next blow landed. If that blow is 

Dodged, the poison is still consumed. If the blow is Parried, then the poison remains and the 

wielder may attempt a second strike 

. 
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Potions and Poisons 

Poisons are denoted with the poison symbol (). These are not available for purchase on the open 

market due to them being illegal to possess or use, but any alchemist has the means to create them. 
 

Minor Healing Potion  Restores +1 hit to all locations of the drinker. 

Minor Cure Potion    Cures a Minor Effect the drinker is suffering from. 

Potion of Minor Strength Grants the drinker 1 Strength Feat to be used in the same 

encounter. 

Potions of Darksight Allows the drinker to see in the dark for the same 

encounter. 

Potion of Water Breathing Allows the drinker to breathe underwater for the same 

encounter. 

Potion of Resist Cold  Renders the drinker immune to the Frost effect for the next 

encounter. Note that this only renders them immune to the 

special effect; they are not immune to any associated 

damage. 

Potion of Resist Heat Renders the drinker immune to the Flaming effect for the 

next encounter. Note that this only renders them immune 

to the special effect; they are not immune to any associated 

damage. 

Cramping Tonic  The next blow includes a global Subdual effect along with 

normal damage. If drunk, the target takes a global Subdual 

and is Nauseated. 

Major Healing Potion Restores +3 hit to all locations of the drinker. Can be 

applied to a wound without any ranks in First Aid to act as 

a Minor Healing Potion. 

Potion of Evasion Grants the drinker 1 Dodge to be used in the same 

encounter. 

Potion of Renewal of Willforce Restores any Willforce the drinker has lost. 

Potion of Renewal of Resistance  Restores any Resistance the drinker has lost. 

Potion of Bolster Willforce Grants the drinker +1 Willforce for the rest of the 

encounter. 

Potion of Bolster Resistance Grants the drinker +1 Resistance for the rest of the 

encounter. 

Bonelock Tonic  The next blow includes a Paralysis effect, or the drinker 

undergoes the effect. This poison can be made at any level 

once learned – the level of the poison equals the level of the 

Paralysis effect. 
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Sickening Poison  The next bow includes the Poison effect, or the drinker 

undergoes the effect. This poison can be made at any level 

once learned – the level of the poison equals the level of the 

Poison effect. 

Major Cure Potion    Cures a Major Effect the drinker is suffering from. 

Potion of Freedom Renders the drinker immune to all movement-impeding 

effects (Hold, etc) for 1 encounter. 

Potion of Greater Evasion Grants the drinker 1 True Dodge to be used in the same 

encounter. 

Potion of Remove Curse  Removes all curses that the drinker is suffering from. 

Sleeping Draught  The next blow includes a Sleep effect, or the drinker 

undergoes the effect. This poison can be made at any level 

once learned – the level of the poison equals the level of the 

Sleep effect. 

Stupefying Tincture  The next blow includes a Willforce Drain effect, or the 

drinker undergoes the effect. 

Wearying Tincture  The next blow includes a Resistance Drain effect, or the 

drinker undergoes the effect.  

 

 

Potion of Clear Thought Renders the drinker immune to mental effects for 1 

encounter. 

Potion of Invisibility Renders the drinker invisible for 1 encounter. They may 

only move at walking speed under this effect. They may 

cast spells, but physical contact, or attacks with ranged 

weapons, melee weapons, or wands will break it.  

Oil of Frost The affected weapon calls Frost damage by blow for the rest 

of the encounter. 

Oil of Flame The affected weapon calls Flaming damage by blow for the 

rest of the encounter. 

 

Full Cure Potion  Removes any and all special statistical effects the target is 

currently suffering from.  

Superior Healing Potion   Restores all hits to the drinker. 

Potion of Resist Poisons Renders the drinker immune to all venoms for the rest of 

the encounter. 

Decaying Draught  The next blow is an Undodgable Through blow and is 

granted +2 to damage. If this potion is drunk, the target 

enters their Grace Period and requires the curing of a 

Major Effect. 
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Skill Specialisations 

Once a player raises a skill to Rank 5, they may develop a specialisation in that skill. A 

specialisation is effectively raising a skill to Rank 10. This allows the player to develop the skill to 

provide abilities more complicated and powerful than otherwise provided by the skill. 

There are no pre-defined abilities for Ranks 6 through 10. When a player chooses to buy a rank of 

a specialisation, they must submit their desired ability to the refs for development and approval. 

Once approved, they can buy and use this ability. Its power and frequency of usage would be 

defined at this point. 

Obviously a specialisation in a skill must adhere to the limitations and themes of the skill. A First 

Aid specialisation would lead to more sophisticated mundane healing, for instance. A specialised 

crafter would be able to create weapons, armour, potions, and poisons beyond the standard 

equipment. 

A player may only develop one skill specialisation at a time. If they wish to develop more than one, 

they must complete their current specialisation to Rank 10. 

Developing specialisations does not cost the same as it would to raise a skill to Rank 6 through 10. 

Buying a specialisation counts, for XP purchases, as buying a new list from Ranks 1 to 5. A 

specialisation has a base cost of 3 XP. This is affected by racial bonuses. 

 

Lores 

Lores come in ranks of 3: Beginner, Intermediate, and Expert. They represent how much schooling 

your character has had in a particular area of expertise.  Typically a lore is in a particular academic 

field or knowledge of a race.  Lores typically involve ref consultation, though are also useful is 

justifying your character’s retention for more esoteric and niche pieces of information that would 

otherwise escape their mind.  

 

Andermark, Arcane, Calavria, Damryn, Demonology, Fringe, History, Ibarran, Iron Empire, 

Kordurren, Lancereaux, Law, Military, Nature, Norlundar, Religion, Ritual, Sahradia, Societal, 

Undead, Yotunaar. 
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Economy 

The currency used in Andermark was introduced to the Realm by Damryn upon the formation of 

the Realm, and so is familiar and used by all of humanity. The smallest unit of currency is the 

copper moon, most commonly referred to as a ‘copper bit’. There are ten coppers to a silver star, 

and ten silver stars to a gold sun, the largest unit of currency. 

 

At character creation, you begin with 2 silver and 5 copper. You do not need to spend this on 

armour, nor your first two weapons, as they are either considered to have been items already in 

your possession at a Level 1 quality (see below) or loaned to you by the company. You can choose 

to spend this on potions (for instance, two Minor Healing Potions and one Major Healing Potion, 

with one copper bit left over) or a Level 1 magical focus, or keep it for later upgrades. 

 

The average pay for a mercenary’s job is 3 silver. This is considered enough to provide a better 

than average way of life in Andermark, hence the lure of the mercenary’s career. 

 

Objects are defined by their quality in ‘levels’. Level 1 is the average, run-of-the-mill quality of 

goods and equipment most mercenaries will carry. Level 2 is above-average, whilst Level 3 will be 

the sort of goods that the wealthiest and most influential would use. Level 4 and 5 items cannot be 

bought on the open market. 

The price of armour is determined by its rank and its quality. 

 

Rank Level 1 Level 2 Level 3 

Padded 1s 7c 3s 4c 6s 8c 

Leather 1s 8c 3s 8c 7s 6c 

Mail 2s 1c 4s 2c 8s 4c 

Half-Plate 2s 3c 4s 6c 9s 2c 

Plate 2s 5c 5s 1g 

 

The price of a focus is determine by its quality. A full description of focuses can be found on page 

33. 

 

Level 1 Level 2 Level 3 

2s 5c 5s 1g 

There are many different potions. All are priced by their level. Unlike weapons and armour, potions 

are exceptional in that the levels 4 and 5 can be purchased on the open market. The same is not 

true of poisons, as they are not available for purchase on the open market due to them being illegal 

to possess and to use.  

Level 1 Level 2 Level 3 Level 4 Level 5 

6c 1s 2c 2s 5c 4s 8c 9s 6c 
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Drinking a potion does not explicitly require a phys-rep of a bottle. It does, however, have to be 

represented in combat. A player must have one hand free to drink a potion, and it takes five seconds 

of miming the process before the potion can take effect. In this time the player can run and defend 

themselves, but if they are struck the drinking of the potion is interrupted.  An unconscious person 

cannot be fed a potion without the appropriate First Aid skill. 

A player can only carry a limited number of potions on them. The average player can carry 5 potions 

of any kind in belt pouches and pockets. To carry more requires a specific bag with a strap. A 

satchel can contain 15 potions. A larger bag, such as a backpack, could contain 30. These are all 

broad guidelines and if in doubt, consult a ref on your container. 

For the sake of carrying capacity there is no difference between poisons and potions. If a player 

carries a poison in a simple pouch, they can only carry an additional 4 potions. 

The price of weapons is determined by their quality and their length. Note that when buying 

Missile weapons, ammunition does not need to be purchased. Thrown weapons must be purchased 

individually. 

 

Length Level 1 Level 2 Level 3 

Short 1s 5c 3s 6s 

Long 1s 8c 3s 6c 7s 2c 

Two-Handed 2s 2c 4s 4c 8s 8c 

Polearm 2s 4s 8s 

Missile 2s 4s 8s 

Thrown 6c 1s 2c 2s 5c 

Shield 1s 9c 3s 8c 7s 6c 

For purposes of game balance there are essentially two types of currency: mechanical currency and 

roleplay currency. In the game, they are the same currency – gold, silver and copper – but it’s 

important as a player to understand the difference. 

 

For the most part, the money that is distributed at the end of play is mechanical currency. This is 

specifically used in relation to buying things that statistically impact the game.  To that end it can 

almost be viewed as a second XP pool specifically for items, but unlike XP, mechanical currency 

can be shared between players to mitigate costs or collaborate on items if they so choose. 

 

However, whilst looting from a monster on an adventure might give you clues going forwards, any 

money found on their person is deemed roleplay currency and cannot be used on anything that 

might statistically alter the gameworld. The same rule applies for items taken from them and sold 

on – the profit is entirely a roleplaying profit. 

 

A mercenary in the world has a slightly better quality of life than most, capable of eating regular 

meals and ensuring they have a roof above their heads, though these living fees are not expected 

to come out of the money earned in play. Similarly, a player might have written in their background 

that they have a wealth secured from their former life. That, too, is considered roleplay currency, 

and will only afford them luxuries that bare no statistical impact. 

 

Any money passed between players recreationally, for instance when gambling, needs to be agreed 

upon by all parties in advance. This money’s condition cannot then be changed. 



 Players Guide 
 

   32 

Magical abilities 

There are two forms of magic: Divine and Arcane. Divine is the magic granted by the Gods to their 

most faithful followers, while Arcane magic is learned by normal people around the world over 

years of study and training. In mechanics, however, the two work more or less the same. 

 

Any spellcaster has access to two lists. For a Divine spellcaster, these two lists are determined by 

which God they worship. An Arcane spellcaster may choose whichever lists they wish from the 

allocation list below. It is up to the spellcaster to determine which of the two is their Primary list 

and their Secondary list. There is no difference between the two other than their costings and how 

they are affected by the swinging mechanic at character generation. 

 

As the spellcaster buys up their levels in their list, they gain access to more spells that they can 

cast. 

 

 

All spellcasters have a mana pool. Mana is bought in blocks of five, allowing a spellcaster a 

maximum of twenty-five mana. 

 

Mana regeneration occurs once every three encounters. A spellcaster with Level 1 mana will 

regenerate a single point. The amount of regeneration increases only at Levels 3 and 5, to a 

maximum of regenerating three points of mana every three encounters. 

 

 

A spellcaster can cast any spell they have access to provided they have the appropriate mana. The 

mana cost of a spell is equal to the level of that spell. Most spells, as standard, take the level of the 

spell in 10 seconds to cast. 

 

While casting, a spellcaster must provide casting vocals. These can be of any volume that the caster 

wishes – mumbling is acceptable – but they must be at a minimum moving their lips. Many casters 

will include hand-gestures with their casting, and some may use reagents as they deem 

appropriate. Divine casters may use a holy symbol. 

 

If a caster takes damage or suffers a special effect during their chanting, the spell is interrupted. 

The caster loses no mana, as mana is not expended until the spell is cast, but they must begin their 

casting process from the beginning. They can, however, move freely and defend themselves while 

casting, and if a special effect hits them but they resist it without use of special abilities, they are 

unaffected. Some spells can be cast instantly.  

 

A cantrip is different. The spellcaster does not need any ranks in their chosen spell lists to cast the 

cantrip, but they do need to have chosen their lists and to have a mana pool. A cantrip takes 5 

seconds to cast as default. 
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When the spell is cast, most affects are instantaneous. The target is hit, the caster is imbued, and 

so forth. This is usually represented by the simple declaration of the special effect to those affected. 

Some spells, however, are more complicated. They may require the consultation of a Ref and 

possibly a Time Freeze to determine the results. 

 

The power of some spells may be affected by the Willforce of the caster. This may be a simple case 

of the Willforce affecting, for instance, the duration of the spell. Often, the Willforce of the caster 

needs to beat the Resistance of the target for the spell to be successful. Sometimes this is a simple 

case of success or failure; more often, the difference will affect the duration of the spell’s effect upon 

the target. 

 

A Focus is an item which is inherently linked to a specific magic list, whether arcane or divine. It 

can be utilised by any spellcaster with access to the list. For divine magic, this might be something 

as simple as a holy symbol, or on the more powerful end, a relic of some kind linked to their God. 

For arcane casters, this might be some sort of item imbued with specific magical properties – the 

nature of such an item would depend on the magic list. The commonest and weakest of magical 

focuses are simply jewellery, such as pendants, with arcane runes, symbols, or writing upon them. 

 

Magic Focuses come in levels 1 through 5. For every level of a Focus, it reduces the casting time of 

a spell in that list by one level. For instance, a Level 2 spell takes 10 seconds to cast, instead of 20, 

with a Level 1 Focus. A Level 5 spell, with a Level 2 Focus, would take only 30 seconds to cast. The 

minimum casting time is 5 seconds, the casting speed of a Cantrip. 

 

Mana cost of a spell is not affected by a Focus. 

 

Only Levels 1 through 3 are purchasable in and around Andermark, from merchants, magic 

colleges, or the churches. Higher level Focuses are powerful items intensely attuned with their 

magic or their Gods, and are the sorts of items that casters have quested for to find or create. 

 

Focuses do not stack with each other, and a spellcaster requires a Focus for each list they wish to 

affect. No Focuses exist for Wand or Staff magic.  
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Magical Specialisations 

Once a spellcaster has achieved 5 ranks in a spell list, they may go on to specialise in that list. This 

unlocks a spell list up to 10 ranks. A spellcaster may only develop one specialisation at a time; even 

if they possess 5 ranks in both their lists, they may not start a second specialisation until the first 

is at rank 10. 

Very few spellcasters in the world achieve specialisations. It is considered to be a sign of 

remarkable skill and talent. 

There are no set spells for ranks 6 to 10, and the spellcaster only acquires 1, not 2 spells per level. 

As a spellcaster acquires a higher level, they develop a spell of their own design and choosing. 

While some spells are more common amongst specialised casters simply because of their obvious 

usefulness, generally two casters specialised in the same list will have entirely different spells. 

Each spell from a level of specialisation a caster wishes to develop must be submitted to and passed 

by the ref. The spell may be a more powerful adaptation of an existing spell, or it may be something 

completely different. Obviously a spell must adhere to the themes and limitations which are 

already implied in the list. 

The spells continue to cost their level in mana, and have the same casting time requirements. But 

a specialised spellcaster is considered to be so powerful and innately attuned to their own magical 

list that they themselves have become a Focus in their relevant list, at a rate of 1 level of Focus for 

each level of specialisation. As such, in practice, a specialisation spell cannot have a casting time 

longer than that of a Rank 5 spell. 

This personal Focus is the only kind of Focus which stacks with any physical Focus the caster may 

possess. 

Buying a specialisation does not cost the same as it would to raise a spell list to rank 6 through 10. 

For XP expenditure, a spell list counts as if buying a list from rank 1. The base cost for a spell 

depends on the swinging of the spellcaster. For a double-swung mage, the cost is 3 XP. For a once-

swung mage, 4 XP. For an unswung player, 5 XP, and for a once-swung thug, 6 XP. 

An arcane spellcaster, upon raising their second list (as in, their list which is not Arcane, Wand, 

or Staff) to Rank 5 may, in lieu of buying a specialisation in that list, purchase an additional second 

list. They may only do this once, and they can never then buy a specialisation for any second list. 

This option for an additional list is not available for the arcane spellcaster’s first list, or for any 

divine spellcasters. 
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Spell Key 

A cone effect is a range indicator for a spell of which the area of effect is a 45 degree angle directly 

ahead of the user, denoted by the user spreading their arms at roughly that angle. 

 

A duration descriptor. This means that spell lasts the specified period, multiplied by the difference 

between the target’s Resistance and the spellcaster’s Willforce. Unless specified, the default 

difference is in 10s of seconds. 

 

A spell which is a hanging effect can be prepared before its use, provided it is used within the 

duration. Any hanging effect which is melee based must activate on the user’s next blow within the 

period. 

 

 

A spell with an incantation means that the effect lasts as long as the user is chanting the effect. 

‘Aura of Fear 3’, for instance, needs to be repeated in order to be maintained. A lapse of more than 

two seconds in the incantation ends the spell. 

 

An instant cast spell needs no casting time. The user instantly expends the mana and enacts the 

spell. 

 

An instant effect denotes a spell that goes off the moment after casting occurs. This is represented 

by the immediate damage call or spell effect. This is different to spells which require a Time Freeze 

to explain or the presence of a Ref to provide answers or additional input. 

 

 

Spellcasting can be interrupted if the user takes damage during the casting. However, unless there 

is a role-playing requirement, the user can move whilst casting and does not need a free hand. 

 

Denotes the number of encounters the effects of the spell will last, usually either one encounter or 

three encounters. 

 

This is a range description . The spell is possible to be cast at a distance provided that the target 

is visible to the user – obstacles of other players and monsters are permissible, being completely 

concealed behind cover is not. 

 

 

This is a range description. The spell will activate upon a blow from a melee weapon or a touch 

attack. 

 

 

 

Paces are the rough unit of measurement for the area effect or range of spells, measured by 

someone taking that number of strides. 

 

 

This is a range description. The spell affects only the user. 
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Denotes when a spell will likely require some consultation with the ref, or sometimes the target. 

It is up to the user as to whether this requires a Time Freeze call, such as if the effect is happening 

in a combat encounter or if an answer is required immediately. On the other hand, if there is no 

urgency and the user does not wish to disrupt the flow of role-play for themselves or others, they 

may wait for a Ref and be assumed to be thinking or still casting In Character. 

 

 

Some aspects of a spell are particular. See the spell description for an explanation. 

 

A standard ability indicates a spell that requires standard time to cast. 

 

 

The target or targets are the individuals affected by the spell. 

 

Indicates when a spell requires a ‘Time Freeze’ in order to enact its effects. 

 

 

This is a range description, indicating that a target must be touched in order for the spell to take 

hold. 

 

A spell that can be dismissed means that at any point during the spell’s duration the user can stop 

the effects of the spell. 

 

 

The user is the player casting the spell. 

 

 

This is a range description, indicating that the spell affects an entire encounter, including hidden 

targets. 

 

Denotes when a target has to be willing in order for the spell to take effect. 

 

Indicates when a spell needs to defeat the level of another effect to take hold. For instance, Anti-

Venom requires the Willforce behind the spell to beat the level of the venom affecting the target. 

 

The standard contest for a spell that can be defended against by the Resistance of the target. On 

most spells a smaller difference between Willforce and Resistance, even if the spell is successful, 

will indicate a lesser effect, such as a shorter duration. On others there is no greater or lesser 

result, simply the success of a spell. Each individual spell will specify the effect.
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Divine List Allocations 
 

 
 
 

DIETY 
 

Has access to  

 

AETHON 

 

 

RETRIBUTION 

 

PROTECTION 

 

GEBRICK 

 

 

EXALTATION 

 

OPPORTUNITY 

 

TYAUS 

 

 

JUDGEMENT 

 

PROTECTION 

 

VAITERA 

 

 

RESTORATION 

 

EXALTATION 

DIETY 
 

Has access to  

 

DREDDEN STONEHELM 

 

 

JUDGEMENT 

 

 

EARTH 

 

 

FERODIR 

 

 

PROTECTION 

 

OPPORTUNITY 

 

LORD OF NATURE 

 

 

FRINGE 

 

STALKER 

 

MOTHER OF EARTH 

 

 

FRINGE 

 

RESTORATION 

 

OLCAN 

 

 

OPPORTUNITY 

 

SHADOW 

 

RYNISS 

 

 

SHADOW 

 

STALKER 

 

SARALYNE 

 

 

KNOWLEDGE 

 

JUDGEMENT 

 

THORON 

 

 

RETRIBUTION 

  

KNOWLEDGE 

 

ZARTOSHT 

 

 

RETRIBUTION 
 

SHADOW 

Note: Advancement in any divine list requires approval by a ref. 
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Arcane List Allocations 

All mages are required to pick a channeling list as well as their first spell list. The channeling lists 

are Arcanist, Staff and Wand. They represent the means in which the mage is drawing magical 

power into themselves and turning that energy into spells. Some use an instrument like a staff or 

a wand as a conduit for those energies, whilst others manage to turn themselves into the means in 

which the energy is channeled.  

 

Note that it is statistically possible to swing your stats so that you can begin without a channeling 

list. Whereas Staff and Wand require phys-reps of each, Arcanist requires no phys-reps, so it is 

generally assumed if you have no statistical channeling list that you are an Arcanist. 

   

  

 

 

 

Arcanist  Air 

 

Earth 

Staff   

  Fire 

   

Wand  Hexing 

   

  Illusion 

   

  Necromancy 

   

  Psyker 

 

Runecasting 

   

  Seer 

   

  Vitality 

   

  Water 
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Air 

    Casting time: Cantrip 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Personal 

Allows the user to create air. 

 

        Casting time: Standard Ability 

Effect: Time Freeze Effect 

Duration: Instant Effect 

Range: Personal 

The user may ‘Jump’ 20 paces in any direction. Subject to Attacks of Opportunity. 

 

       Casting time: Standard Ability 

Effect: Time Freeze Effect 

Duration: Instant Effect 

Range: Personal 

The user sends one short message to one person. They must know and have met that person. 

Whether the message can reach the recipient is subject to Ref’s discretion dependent upon 

circumstances.  

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Grants the user 1 additional Armour Value and renders them immune to the Through effect on 

missile attacks. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 paces 

Allows the user to call a Mass Knockback in a cone effect in front of them. 
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    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

The user calls a ranged Disarm against a target; if it succeeds, the target’s weapon is pulled into the user’s 

hand. This is phys-repped by a safe throwing of the weapon from the target to the user. 

 

 

       Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Grants the user one free True Dodge, a dodge that ignores all damage provided they would have been able to 

dodge the blow normally. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Adds the user’s Willforce to the number of Dodges they have. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user’s blows are Undodgable. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user gains their Willforce in True Dodges and all their blows are considered Lightning Strikes 

(Undodgable). 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: 10 seconds 

Range: Line of Sight 

The user must maintain concentration on their target (walk speed only, parry only, not be struck) for 10 

seconds after casting. During this time the target is being Suffocated. They cannot move, speak, cast, or 

attack, but may defend themselves. After 10 seconds the target falls Unconscious and their Grace Period 

begins. Although the target suffers no damage, the restoring of one hit to their torso or the curing of a Minor 

Effect will revive them. 
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Arcane 

     Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to know if something is or is not magical. This does not apply to non-arcane magics 

(Holy, Demonic, Fringe, etc.) 

 

      Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to identify any magical items within the line of sight. Arcane only. 

 

 

     Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to identify spellcasters within the line of sight. 

 

     Casting time: Standard Ability 

Effect: Ref Consultation, Will vs Res 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to discern which lists a person has or what lists were used to make a certain 

magical item. Arcane only. 

 

      Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user to cast their next spell as instantaneous, expending the mana from both fast cast 

and the spell in question. 
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    Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to reactively Disrupt a single spell. This is cast upon the moment the other spell is 

cast and the call is made. The spell does not occur, but the other caster expends the mana 

regardless. A Disrupt may only be used on a spell the user knows has been cast by witnessing the 

effect go off or the other caster’s vocals; hearing the Out of Character call alone is not sufficient. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Deals the user’s Willforce in damage to a target’s torso. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to remove a spell effect from a single target. If the target has multiple current 

effects upon them, the most recently cast is dispelled. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 24 Hours 

Range: Personal 

Allows the user to halve their mana pool for the day, and then add their Willforce to their mana 

regeneration. 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Will x 1 minute 

Range: Line of Sight 

Allows the user to stop a single target from casting any more spells for the user’s Willforce in 

minutes. The user cannot cast any more spells during this time. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to call No Effect to a number of spells equal to their Willforce. 
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Earth 

     Casting time: Cantrip 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Allows the user to create earth. 

 
 

    Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user a single Strength Feat. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to sense movement in the area through the ground. Grants Investigation 3 against 

corporeal targets. If cast multiple times, increases the level of Investigation by 1 to a maximum of 

5. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 paces 

Allows the user to call a Mass Strikedown. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Increases user’s Armour Value by one, and allows them to resist one strength feat. 
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      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference in Minutes 

Range: Line of Sight 

Encase one target’s feet in stone for difference in minutes. The target cannot move at all from their 

location, though they make fight, defend, and cast spells as normal. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Renders the user immune to Strength effects. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal  

Increases the user’s Resistance to 5. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal  

Allows the user to create an obsidian-formed weapon with a base damage of Enchanted doubles 

and allows the user to call 3 Physical Shatters with it. 

 

 

          Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounters 

Range: Personal  

User gains Armour Value 5 including bonus hits, user is immune to strength feats (Hard as Rock), 

and they can call a strength feat by blow. 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x 10 minutes 

Range: Line of Sight  

Allows the user to encase a single target in a layer of stone, rendering them immobile and incapable 

of acting. A Strength feat from an outside source or an uber Strength feat used from within will 

shatter the stone. Damage cannot be done to the petrified target whilst encased in stone. Target is 

fully aware of time passing. 
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Exaltation 

 

    Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to determine if someone is bolstered by magical, ritual, divine or alchemical means. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Allows the user to grant one target a single strength feat. The caster cannot empower themselves. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Restore either all lost Willforce or Resistance to a single target. To restore both, cast twice. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Allows the user to grant a single target an additional level of Armour and an immunity Flaming 

and Frost effects, though not damage associated to the calls. The caster cannot empower 

themselves. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 pace radius 

Restore 1 hit prioritised to all in the radius. 
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       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Encounter 

Allows the user to grant everyone in an encounter an increase of Willforce or Resistance by 1 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to reset the ‘3 encounter’ timer of an individual, refreshing all their special abilities, 

including a mana refresh. This also includes abilities on a 6 encounter refresh. The user cannot 

use this ability on themselves. 

 
 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Encounter  

Allows the user to grant everyone in an encounter a temporary bonus 1 hit per location. At the end 

of the encounter, everyone loses 1 hit to all locations, reducing them to a minimum of one hit per. 

Locations already reduced to 0 remain unchanged. 

 

       Casting time: Standard Ability. 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Encounter   

  

Allows the user to grant everyone in an encounter a single True Dodge. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to remove all non-damage detrimental effects from a target. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Encounter 

Allows the user to grant everyone in an encounter an additional Resistance, an additional Willforce 

and an additional damage grade 
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Fire 

      Casting time: Cantrip 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Personal 

Allows the user to create fire. 

 
 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Melee 

Allows the user to call Enchanted along with their usual damage grade. Can only be cast on 

themselves. 

 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to Disintegrate an item by touching it. This will destroy any weapon, shield, or 

object that is not Hardened. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Grants a weapon plus one damage grade and the Flaming call, but destroys the weapon after one 

encounter. Does not stack. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Gives the user plus 1 Armour Value, and makes them immune to Flaming damage. 
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       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Deals a Flaming Quad to a target’s torso. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to Disintegrate a single weapon, shield, or object at range unless it is 

Hardened. 

 

       Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: 10 pace radius 

Allows the user to summon a wave of fire, which strikes everyone in a 10 pace radius with a Global 

Flaming Triple. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Summons a lava-formed weapon of the user’s choice which does Flaming damage, plus one damage 

grade, and allows the user to call three Disintegrates by blow. Burning Weapon can be cast once on 

this weapon. This weapon can only be wielded by the user. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: 10 pace radius 

The user calls Mass Global Flaming Single every five seconds, affecting everyone in a 10 pace 

radius. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

User gains Armour Value 5, including the +2 bonus hits per, though these do not stack if the user 

already has them. Any weapon that strikes the user is subject to a Disintegrate after the damage 

is dealt. 
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Fringe 

   Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to detect if an area is affected by the Fringe. 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference in 10 seconds 

Range: Line of Sight 

Roots shoot up from the ground to entangle the target’s feet. Allows the user to Hold a single target. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Grants the user additional ranks equal to their Willforce in Investigation and Tracking for one 

encounter provided that they are in a forest.  

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Grants the user additional ranks equal to their Willforce in Stealth for three encounters provided 

that they are in a forest. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounters 

Range: Area 

Causes all in a 20 foot area to move half-speed. 

  



 Players Guide 
 

   50 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Should anyone strike the user, they can call a single to the location their assailant struck with. 

This only applies to melee attacks. 

 

       Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Melee 

As well as standard damage, the next landed blow deals a Poison the level of which is equal to the 

users Willforce. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Grants the user immunity to all natural and alchemical venoms. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Grants the user an additional damage grade and renders them immune to Fear and Terror. During 

this spell the user has no capacity to communicate, is incapable of understanding anyone and must 

act aggressively, although not mindlessly so. If used in an area affected by the Fringe user must 

attack anyone in sight. 

 

 
    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user to regenerate 1 hit point to all locations every 10 seconds provided they are in a 

wooded area. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: 10 pace radius 

The user calls a mass global single every five seconds, affecting everyone in a 10 pace radius.  
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Hexing 

A Hexer can only target others with their curses and charms, not themselves. Hexes can be dispelled. 

 

    Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to identify any curses on the target. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 secs 

Range: Line of Sight 

Allows the user to select a single target they can see, which will lose all ranks of strength. 

 

  Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Target gains +1 Resistance. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 secs 

Range: Line of Sight 

Allows the user to select a single target they can see, which has no choice but to move half-speed. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to remove any curses that are on the target. 
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              Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 secs 

Range: Line of Sight 

Allows the user select a single target they can see whose Resistance is reduced to one.  

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

The chosen target is immune to Strength Feats. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 secs 

Range: Line of Sight 

Allows the user to select a single target they can see whose Willforce is reduced to one. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Allows the target to call an additional number of True Dodges equal to the caster’s Willforce 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 secs 

Range: Line of Sight 

Allows the user to identify a single target, who suffers Curse of the Dullard, Curse of the Zombie, 

Curse of the Flesh and Curse of the Weak. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

The target gain plus one damage grade, and their Resistance and Willforce levels are raised to 5 

(unless they are above 5, in which case they remain unaffected). 
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Illusion 

     Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Encounter 

Allows the user to discern what is and isn’t an illusion. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to create a small illusion. (Coin purse, key, arrowhead, etc). 

 

     Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x10 seconds 

Range: Line of Sight 

Allows the user to call Fear on a single target.  

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to create a medium illusion (sword, lantern, saddle). 

 

     Casting time: Standard Ability 

Effect: Special 

Duration: Special 

Range: Special 

For an additional two mana, the user can make their illusions feel as they should to those 

interacting with them. Illusionary weapons only call subdual damage, but still feel like they’re 

dealing singles. 
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       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Line of Sight 

Allows the user to create a person-sized illusion. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to look like another person, even changing their clothing and their equipment. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Line of Sight 

Allows the user to create a large illusion (A tree, a carriage, a door) 

 

     Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Special 

Range: Line of Sight 

Allows the user to either call a Mass Fear, a single Terror, or a single Enthrall equal to their 

Willforce. Fear and Terror last for Difference x 10 seconds; Enthrall lasts so long as the user is 

Incanting. 

 

     Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight 

With no prior knowledge, the caster can form an illusion of something they do not know the appearance of, 

such as a superior officer they have never met, someone’s wife they don’t know the name of, or a replica of 

their family sword without having had seen it before. 

 

      Casting time: Standard Ability 

Effect: Time Freeze 

Duration: 1 Encounters 

Range: Encounter 

Allows the user to turn themselves invisible and send an illusionary duplicate of themselves in their place. 

They can perceive what the illusion perceives and speak through it. The illusion can be brushed against 

without breaking its effect but, when stricken, it dissipates. If Tangible is applied, the illusion can deal caster’s 

normal damage with a weapon and survive hits equal to the casters, but cannot itself cast any magic. If the 

caster is located and interrupted whilst focusing on her illusion, the illusion vanishes. Caster must remain 

within the same encounter as the illusion. 
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Judgement 

    Casting time: Cantrip 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to detect those that have broken the law in the last twenty four hours. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Melee 

Allows the user’s weapon to call Holy damage. 

 

 

     Casting time: Instant Cast 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Line of Sight 

The user asks a target “Are you lying to me?” in response to a statement they have made. The 

target is compelled to answer “yes” or “no” truthfully. This occurs out loud, and the target is aware 

they have been compelled to do this. 

 

      Casting time: Standard Ability 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Line of Sight 

The user may ask a target up to three questions, which the target is compelled to answer truthfully. 

This occurs out loud, and the target is aware they have been compelled to do this. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Line of Sight 

Grants the user an additional 2 damage grades against law-breakers. Does not stack. 
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    Casting time: Standard Ability 

Effect: Ref/Target Consultation 

Duration: 3 Encounters 

Range: Encounter 

Allows the user to know when a spell has been cast or an ability has been used, what it was, if a 

spell or ability are active, and what or who the source is. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter, Incantation 

Range: 10 paces radius 

Grants the user a continuous Aura of Fear. Anyone within range is under a Fear effect. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Melee 

Allows the user to call Paralysis equal to their Willforce by blow provided that target is a law-

breaker. If the target is not a law-breaker, only the next landed blow is a Paralysis. 

 

   Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Special 

Range: Line of Sight 

The user can issue a sentence to one target which the target will follow through. Lasts until that 

task is complete or five minutes after the user has departed. The command cannot be an unlawful 

act. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Reduces all damage from law-breakers to 1, and grants the user Resistance and Willforce five 

against law-breakers. 

 

      Casting time: Special 

Effect: Special 

Duration: Special 

Range: Special 

 The user is now able to conduct a ritual of exorcism. 
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Knowledge 

      Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user knows if any spell or ability is affecting them. 

 

      Casting time: Standard Ability 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Touch 

The user knows if any spell or ability is affecting a single target. 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

After engaging someone in conversation, you may ask out of character if anything they’ve told you 

has been a lie. Yes/No for entire conversation. 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: 3 Encounters 

Range: Personal 

The user may comprehend, write, and speak any language they are exposed to. This includes 

languages they are exposed to after the moment of casting. 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user can remember one useful fact that might have otherwise slipped their mind, such as a 

name or fact learned earlier in the day. If there is no answer, mana is not spent. 
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     Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: 3 Encounters 

Range: Personal 

The user can spot anything hidden or disguised by mundane means. 

 

      Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user is granted the knowledge to resolve one non-combat encounter. For example they are 

given the answer to a riddle, or know how to fix a problem. This does not physically alter a scenario. 

If there is no answer, the mana is not spent. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Renders the user immune to mental effects. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

The user gains maximum standard ranks in any non-combat skill or lore. 

 

      Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: 3 Encounters 

Range: Encounter 

Reveals to select beholders anything hidden or disguised by magical or mundane means. 

 

     Casting time: Standard Ability 

Effect: Ref/Target Consultation 

 Duration: 3 Encounters 

Range: Touch 

The user has all skills, lores and weapon masteries of the touched target. This does not affect the 

skills of the touched target. 

 



Far Shores 

59 

Necromancy 

      Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to detect if there are any Undead in the encounter. 

 
 

     Casting time: Instant Cast 

Effect: Ref Consultation 

Duration: Special 

Range: Touch 

Drain one soul, regaining 3 mana. Target must be on their grace period. Must be in physical contact 

with the target at the time of the end of their grace period. 

 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Ask one yes/no question from a drained soul. 

 

     Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Will vs Will, 1 Encounter 

Range: Personal 

Allow yourself to become a mouthpiece for the dead. 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x 10 

Range: Line of Sight 

Allows the user to cast one Fear on one target. 
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    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Creates an ethereal weapon, stackable with appropriate masteries. An ethereal weapon causes 

Enchanted Through damage. 

 

    Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Special 

Range: Touch 

Stop the grace period of a touched individual until concentration is broken. 

 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Will vs Res, 3 Encounters 

Range: Line of Sight 

User can control an undead fully for three encounters. 

 

     Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 3 Encounters, Will vs Res 

Range: Melee    

The target struck takes a through global single. Requires contact either by self or through a 

weapon.  

 

    Casting time: Special 

Effect: Ref Consultation 

Duration: Special 

Range: Special  

User can perform a ritual to animate a corpse into a zombie, which will do their bidding until 

destroyed. If ritual is interrupted, there might be consequences. 

 

      Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 3 Encounters, Will vs Res 

Range: Melee  

One through blow equal to the caster’s Willforce that cannot be protected against by any standard 

damage mitigating/immunising abilities. This spell draws the attention of the Reaper to the caster. 
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Opportunity 

     Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Encounter 

The user may affect the outcome of something left to random chance, such as the roll of a dice. How 

much this minor cantrip can influence is down to the ref’s discretion and should be assessed on a 

case-by-case basis. 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call a True Dodge against a single missile attack. 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user spends their casting time searching the area and finds one useful item. This may be a 

key to open a door, or something of that ilk. What is found is down to the ref’s discretion. 

 

    Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may ignore the effects of one trap. 

 

 

   Casting time: Instant Cast 

Effect: Time Freeze 

Duration: Instant Effect 

Range: 10 paces 

The caster can call a time freeze and move 10 paces in any direction that is without obstacle. They 

are subject to attacks of opportunity. 
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      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: 10 seconds 

Range: Line of Sight 

Any target attacking the user stops their attack. The target may continue to otherwise act with their full 

tactical capacity, such as attacking someone else. If the user attacks the target, the effect ends. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

The user is immune to all effects which specifically impede movement, such as Hold. Effects with a different 

purpose that nevertheless incapacitate, such as Stun or Suffocate, are not protected against. 

 

     Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Will x 10 seconds 

Range: Encounter 

The user must do something to draw attention to themselves, such as singing or even just shouting. If they 

cease being the centre of attention, the effect drops. For the duration, all affected are under the effects of an 

Enthrall. If the caster attacks those enthralled, the effect breaks. Other damage will not break it. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user gains a full heal. This cannot be cast on others. 

 

     Casting time: Instant Cast 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user may ignore an effect that would otherwise have killed them so long as they have an appropriate, 

imaginative excuse, such as a mortal blow struck the holy book in their breast pocket. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Will x 10 seconds 

Range: Encounter 

The user must draw attention to themselves by some form of performance - storytelling, speech, etc. All 

affected must stop what they are doing to watch the performance, though any damage may break this. 

Throughout, any command weaved into the performance by the caster must be obeyed by the affected. 
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Protection 

      Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to know if they are in immediate danger. Yes/no answer. ‘Immediate danger’ is 

defined as the presence of a trap or other harmful object or spell, or the presence of someone who 

actively intends the user harm. Another person who is belligerent but not outright violent without 

provocation does not count. Someone who is speaking only as a prelude to an attack they have 

already decided will happen does count. 

 
 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Grants the user an additional Resistance. This ability can stack. 

 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Touch 

Allows the user to Harden a shield for three encounters.  

 
 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Grants the user plus 1 Armour Value to all locations and one free Dodge. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

The user is immune to the disarm effect on their weapon or shield. 
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    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

The user is immune to Strength Feats. 

 

   Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user is immune to through damage. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user takes a fully defensive stance, rendering them incapable of dealing damage or casting. During this 

time the user can call ‘Parry’ to all melee blows that contact them. Must have a weapon at least in one hand. 

Being Disarmed ends the spell. Taking damage does not end the spell, but being rendered Unconscious counts 

as being Disarmed and the spell will not continue even if the user is healed. 

 

       Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Until Dismissed 

Range: 10 pace radius 

The user creates an impenetrable barrier of a 10 pace radius, centering on the caster. This barrier cannot be 

physically crossed, nor can spells be targeted on those on the other side. Teleportation spells can bypass it, a 

Dispel can remove it. Lasts until caster dismisses it or falls Unconscious, or dies. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Grants the user an Armour Value of 5, including the additional 2 hits per location. This armour 

does not count against the user’s dodge limit. The user cannot be Disarmed (Iron Grip) and their 

shield is Hardened (Bulwark). 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user’s torso cannot go below one Hit Point for the duration of the spell. The end of the user’s 

Bleeding Period does not cause Unconsciousness nor start the Grace Period. 
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Psyker 

 

    Casting time: Standard Ability 

        Effect: Ref Consultation 

        Duration: Instant Effect 

        Range: Personal 

 Can tell whether a touched object/person has a consciousness.  

 
 

      Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: Instant Effect 

        Range:  Line of Sight 

Allows the user to call a ranged disarm. 

 

       Casting time: Standard Ability 

        Effect: Instant Effect, Will vs. Res 

        Duration: Instant Effect 

        Range: Line of Sight 

Allows the caster to discern what skills a target has though not what level they are at.  

 
 

      Casting time: Standard Ability 

        Effect: Instant Effect  

        Duration: 3 Encounters 

        Range: Touch 
Any mental effects (Fear, Terror, etc.) which are aimed at a linked individual are instead taken by 

the user. This spell lasts three encounters or until cancelled by the user. Only one Mental Link can 

be active at any given time. 

 

 

      Casting time: Standard Ability 

        Effect: Time Freeze  

        Duration: Instant Effect 

        Range: Special 

 May send a single sentence message  to a person. They must have met or have a sufficient 

description of the target. This spell circumvents any language barriers in that the delivered 

message is always comprehensible.  
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       Casting time: Standard Ability 

        Effect: Instant Effect, Will vs. Res 

        Duration: Difference x 10 seconds 

        Range: Line of Sight 

The target must obey a single sentence command given by the caster. They cannot be directed to 

end their own life however can be placed into situations where that would be a possibility (for 

instance, attacking a superior foe). Whilst there are no overt signs, the affected party is aware that 

they are being controlled. 

 

       Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: Instant Effect 

        Range: Line of Sight 

 Allows the caster to discern all minds within line of sight. This is not affected by stealth or forms 

of mystical obfuscation except immunity to mental effects.  

 

      Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: 1 encounter 

        Range: Personal 

For the next encounter you may use your Willforce instead of your Resistance. This effect includes 

poisons, mental effects and other calls which would otherwise be against your Resistance. 

 

      Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: Difference x 10 seconds 

        Range: Line of Sight 

Target forgets how to use any magic or divine casting lists for the duration of the spell. Any innate 

or spell-like abilities are unaffected.  

 

     Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: 3 Encounters 

        Range: Touch 

After the successful casting of this spell you donate a number of your Willforce to the targeted 

person. You lose those points for the duration of the spell and a bonus of equal value is applied to 

the target. This spell lasts for three encounters or until dispelled at which point the Willpower is 

immediately returned. 

 

       Casting time: Standard Ability 

        Effect: Instant Effect 

        Duration: Instant Effect 

        Range: Line of Sight 

A ranged through effect with damage equal to the user's Willforce that cannot be protected against 

by any standard mitigation or immunising abilities. The target must be vulnerable to mental 

effects for this spell to function. 
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Restoration 

      Casting time: Cantrip 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Touch 

Allows the user to determine all damaging and detrimental effects being suffered by the target. 

(Hit points, poisons, etc) 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal 1 target for 1 hit point to all locations. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to cure 1 Minor Effect. 

 
 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal all hit points to a single target’s limb. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to put 1 target into a state where healing potions are more beneficial. A Minor 

Healing Potion then applied or drunk by the target acts as a Major Healing Potion, and a Major 

Healing Potion acts as a Superior Healing Potion. 
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     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 paces 

Allows the user to heal 1 hit to all locations on a target within 10 paces that they can see. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to cure 1 Major Effect on a single target. 

 
 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 pace radius 

Grants the user the ability to heal an unlimited number of selected targets within 10 paces for 1 

hit point per location. 

 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

User selects a target to become the beacon. For the rest of the encounter, any Restoration spells 

the user casts on any other target are also applied to the beacon for no additional mana regardless 

of range. For Full Heals, the beacon is only healed the target’s maximum hit points. Mass Heal is 

not included. 

 
 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal all hit points to all locations on a single target. 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Removes all detrimental effects on a single target.  
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Retribution 

     Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to discern if a target has any Banes.  

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user to call Holy damage for the next encounter. 

 

     Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: 5-10 paces. 

Time Freeze: User can sprint between 5 and 10 paces. If this brings you into contact with an enemy, 

the effect ends and you may deal 1 free blow and either a strikedown or a knockback. This blow can 

only be True Dodged. This move can incur Attacks of Opportunity. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Melee 

Gives the user +1 damage against a single target provided the user is wielding their god's favoured 

weapon. This does not stack. 

 

       Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: 1 Encounter 

Range: Line of Sight 

Forces a target to attack only that individual unless attacked or affected by spells by other 

combatants. 
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     Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Cone Effect, 5 paces 

All within the effect take their Willforce in damage to the torso, provided the user is wielding their god's 

favoured weapon. 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x 10 secs 

Range: Encounter 

Will vs Res. All affected are to engage the caster in combat for difference in 10 seconds until they are struck 

by another foe. This affects all who currently view the user as hostile. 

 

      Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 3 Encounters 

Range: Melee 

The user’s next blow deals double their base damage and is Undodgable. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

For the next encounter, any attack which strikes the user also does a Through Single to the limb the attacker 

either struck with or held the striking weapon with. This applies only to melee damage. 

 

 

    Casting time: Standard Ability 

Effect: Will vs Res 

Duration: 10 Seconds 

Range: Line of Sight 

If successful, the user must maintain concentration on their target for 10 seconds. The user will only be able 

to walk, can only parry in combat, cast no other spells, and must not be struck. During this time the target is 

being burned up by the holy power of the user’s God. They cannot move, speak, cast, or attack, but may defend 

themselves. After 10 seconds the target falls unconscious and their Grace Period begins. Although the target 

suffers no damage, the restoring of one hit to their torso will revive them. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Will x 10 seconds 

Range: Personal 

The user can still use locations taken down to 0 hits as if they were fully functioning and they will not fall 

Unconscious, but their Bleeding Period and Grace Periods still activate. Lasts Will x 10 seconds, after which 

all damage is felt. Death will break the effects. 
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Runecasting 

 

Some Runecasting spells that create runes work differently to normal spells. After the casting time 

a rune is inscribed. Unless specified otherwise, this is on a runestone. This rune can be instantly 

activated at any time by the person holding the rune. The caster cannot regenerate the mana spent 

on inscribing a rune until the rune is activated. They can deactivate one of their own runes at any 

time instantaneously - though they cannot remotely set them off unless the runic spell specifies 

otherwise. They can also automatically sense if one of their runes has been set off. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

The user can identify runic magic and magic runes. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Personal, 20 paces 

Creates a Rune of Warding, which will alert the artificer if any unselected target comes within 20 

paces of the ward. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Creates a rune that grants the wielder a single strength feat. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

The caster can safely disarm a rune not of their making. 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Creates a rune that allows the wielder to repair a crushed, shattered or otherwise broken item. 
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    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal, 20 paces 

Creates a rune that allows the wielder to restore 1 hit to anyone within a 20 pace radius. 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Touch 

Allows the user to apply a temporary rune to a weapon so it calls Enchanted damage, apply a 

temporary rune to armour to resist the next Through blow, or apply a temporary rune to an item 

so it is Hardened. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal, 2 paces 

Creates 3 explosive runes that will explode when an unselected target comes within 2 paces OR 

when the wielder activates it. 

 

     Casting time: Standard Ability 

Effect: Standard Ability 

Duration: 24 hours 

Range: Touch 

Applies a temporary rune to an item so that it will retain the next spell cast upon it for the following 

24 hours. The retained spell may be cast by whoever possesses the item at any point afterwards. 

 

   Casting time: Standard Ability 

Effect: Standard Ability 

Duration: Will x Minutes 

Range: Special 

Creates an impenetrable barrier for Willforce in minutes, provided they map out a circle of runes. 

 

    Casting time: Standard Ability 

Effect: Standard Ability 

Duration: 1 Encounter 

Range: Touch 

Animates an item to do the caster’s bidding (A sword, a statue, furniture). 
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Seer 

     Casting time: Cantrip 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Allows the user to determine where they are and what time it is. 

 

       Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to glean all information about a single item. 

 

    Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to sense the direction and distance to a specific object or location. The more familiar the user 

is with the object or location, the more precise their response will be. 

 

       Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to see what features imminently in their future. With the aid of a reflective surface through 

which to espy the future, they will be granted the brief of the next encounter ahead of time. 

 

      Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to teleport to one location within line of sight. For the same casting time and mana 

expenditure of a Level 3 spell, the user may teleport themselves with a single willing target they can touch. 

 

      Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to ask a single yes/no question. A higher Willforce increases the likelihood of accuracy. Since 

the Fall, this form of divination has been increasingly unreliable, providing no answers when answers ought 

be given, or even erroneous ones. 
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       Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Touch 

Allows the user to create a door or passage to pass through any wall or physical obstacle. The passage cannot 

be any more than two metres in length. 

 

    Casting time: Instant Cast 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight, Personal 

Allows the user to teleport when hit. User calls a Time Freeze, then is free to look around to determine where 

they wish to teleport to, provided with it is within line of sight. This does not negate having been struck, and 

the spell is considered to have been cast after taking damage. This can be cast if the blow is one that would 

incapacitate the user. 

 

    Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight, Touch 

Upon physical contact with a target, the user may teleport them to any location within line of sight. If the 

target was in physical contact with the ground at the beginning of the teleport, so must they be at the end of 

the teleport. 

 

     Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

The user may conduct a ritual to try to divine the answer to a question. Since the Fall, this form of divination 

has been increasingly unreliable, providing no answers when answers ought be given, or even erroneous. 

 

    Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Will x 10 secs 

Range: Personal/Special 

The user moves at supernatural speeds as they anticipate everything a fraction before it happens. The rest of 

the encounter must move, fight, and use abilities at half-speed, while the user may act normally. This lasts 

for a duration of the user’s Will times 10 seconds. For each additional point of mana invested in the spell, the 

user may designate an ally who can also act free of restraint. 
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Shadow 

      Casting time: Cantrip 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Personal 

Allows the user to see in all forms of mundane darkness, even with no available source of 

illumination. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user to create a weapon that calls Through, stackable with appropriate masteries. 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Encounter 

The user can grant their allies Darksight. 

 
 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Special 

Range: Personal 

Grants the user Invisibility provided they do not move from their spot. They may drink a potion, 

ready a weapon and other such actions, but may not cast, move from their spot, or make physical 

contact with anything not on their person. Actions that break Invisibility are the same as those 

which would break Stealth, detailed in the skills.  

 

 

       Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x10 secs 

Range: Line of Sight 

 

The target is Blinded for the standard duration. They can move, but cannot attack, defend, or cast 

any spells which require them to see their target. This counts as a Minor Effect. 
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      Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: 10 pace radius 

Allows the user to step into one shadow and out of another in a 10 pace radius. 

 

 

   Casting time: Standard Ability 

Effect: Will vs Res 

Duration: 1 Encounter, Incantation 

Range: 10 pace radius 

Grants the user a continuous Aura of Fear in a 10 pace radius for that encounter. Anyone who 

comes inside the area is subject to a Fear effect. 

 
 

      Casting time: Standard Ability 

Effect: Time Freeze 

Duration: 3 Encounters 

Range: Encounter 

Grants the user and selected targets +3 ranks to the Stealth skill. This caps at Rank 5. Breaking 

cover to attack or making physical contact ends their cover. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

User is now considered Invisible. They can only move at walking speed. They may cast spells upon 

themselves, but the moment they affect anyone else, through spells or combat, the effect drops. 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

Grants the user Damage Reduction All to One from all non-magical damage. 

 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Personal 

Renders the user immune to detection. 
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Staff 

A Staff Mage must be holding their staff to cast Staff Magic. All abilities are Instant Cast. 

 

       Casting time: Cantrip 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 20 pace radius 

Causes the user’s staff to emanate a ball of light at its end, illuminating a 20 pace radius. 

 

      Casting time: Instant Cast 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Personal 

Allows the user to call a single Strength Feat. 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call Parry to ignore the effects of a blow that they could see coming, for the cost of 

one mana per parry. One Parry per encounter.  The staff must be held in two hands.  

     

 
        

    Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Knockback to a single target. 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call Parry to ignore the effects of a blow that they could see coming, for the cost of 

one mana per parry. Two Parries per encounter. The staff must be held in two hands. 
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    Casting time: Instant Cast 

Effect: Area Effect 

Duration: Instant Effect 

Range: 10 pace radius 

Allows the user to call a Mass Knockback, affecting anyone within a 10 pace radius. 

 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call Parry to ignore the effects of a blow that they could see coming, for the cost of 

one mana per parry. Three Parries per encounter. The staff must be held in two hands. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Deals the user’s Willforce in damage to a target’s torso. 

 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call Parry to ignore the effects of a blow that they could see coming, for the cost of 

one mana per parry. Four Parries per encounter. The staff must be held in two hands. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight, 10 pace radius 

Allows the user to call a ranged Mass Strikedown centred on one target and affecting anyone within 

a 10 pace radius of them. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

The user may call Parry to ignore the effects of a blow that they could see coming, for the cost of 

one mana per parry. Five Parries per encounter. The staff must be held in two hands. 
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Stalker 

    Casting time: Cantrip 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user insight in a target’s magical lists. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Melee 

Allows the user to call Enchanted damage.  

 

                             Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user insight in a target’s immunities and masteries. 

 

      Casting time: Standard Ability 

Effect: Time Freeze 

Duration: Instant Effect 

Range: 20 paces 

The user calls a Time Freeze and may instantaneously move up to 20 paces in any direction - so 

long as the final location places them directly behind an enemy. This invokes no Attack of 

Opportunity. 

 

      Casting time: Standard Ability 

Effect: Time Freeze, Will vs Res 

Duration: Difference x 10 seconds 

Range: Line of Sight, 5 pace radius 

The user picks a 5-pace-radius area within the encounter. All enemies within that area whose Res 

is lower than the user’s Will are under a Stun effect for the difference in tens of seconds. 
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       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Melee 

So long as you are behind an enemy, you gain +1 damage. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Difference x 10 Seconds 

Range: Melee 

Grants the user’s next blow a Paralysis equal to their Willforce. 

 

           Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 3 Encounters 

Range: Personal 

Allows the user to bypass the target’s magical defences (True dodge, Spell Dodge, etc.) for one 

attack. The target expends any abilities they might have used, but they do not work.  

 

       Casting time: Standard Ability 

Effect: Hanging Effect, Will vs Res 

Duration: 3 Encounters 

Range: Melee 

The user’s next blow does normal damage. If their Will beats the target’s Res, the target takes a 

Through Single to the struck location every 5 seconds until they have taken through damage equal 

to the user’s Will. For example, if a user has 3 Will, 5 seconds after the initial blow the target will 

take 1 Through Single, then 5 seconds later a second Through Single, and 5 seconds after that a 

third Through Single. This counts as a Minor Effect for the purposes of healing. 

 

      Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Melee 

Allows the user to call double their damage grade on the next blow they land. Should that blow put 

the target on their Grace Period, it lasts only 10 seconds regardless of the target’s Will or Res. 

 

    Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Personal 

The user gains their Will in True Dodges for the rest of the encounter and gains the effects of the 

Backstab ability. 
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Vitality 

    Casting time: Cantrip 

Effect: Ref/Target Consultation 

Duration: Instant Effect 

Range: Touch 

Allows the user to determine all damaging and detrimental effects being suffered by the target. 

(Damage, poisons, etc) 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal 1 target for 1 hit point to all locations. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Touch 

Allows the user to develop a telepathic, empathic bond with a willing target. This also counts as 

the effects of the Know the Body cantrip being permanently active on the target for the user, 

regardless of the distance between them. The user can only maintain one bond at a time. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal all hit points to a single target’s limb. 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: Personal 

Allows the user to expend personal hits instead of mana to cast their spells, at a rate of 1 global 

hit per equivalent point of mana. This applies to all their magic lists. They may not cast healing 

spells on themselves while this ability is active. This ability requires no mana to activate or 

deactivate. 
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     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: 10 paces 

Allows the user to heal 1 hit to all locations on a target within 10 paces that they can see. 

 

      Casting time: Standard Ability 

Effect: Hanging Effect, Will vs Res 

Duration: 3 Encounters 

Range: Melee 

Grants the user’s next blow a Paralysis equal to their Willforce. 

 

       Casting time: Standard Ability 

Effect: Hanging Effect 

Duration: 1 Encounter 

Range: Touch 

Grants the user the capacity to deal their Willforce in Through damage. The target must have 

flesh. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Allows the user, upon dropping into their Grace Period, to instantaneously heal 1 hit to all 

locations. 

 

       Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Touch 

Allows the user to heal all hit points to all locations on a single target. 

 

      Casting time: Standard Ability 

Effect: Time Freeze, Will vs Res 

Duration: Difference x Minutes 

Range: Line of Sight 

Allows the user to assume physical control of a target. The user and the target swap places Out of 

Character. The target assuming the user’s place must remain motionless. The user has the 

difference in minutes to control the target’s body, with access to all their abilities, physical and 

magical. The user does not have access to the target’s knowledge, skills, or lores. For all watching, 

no physical change or swap of the target or user has taken place. If the user’s body is struck, the 

effect ends.  
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Wand 

A Wand mage must be holding their wand to cast. 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Until Dismissed 

Range: 10 paces 

The user creates a small ball of light from the end of their wand, which illuminates an immediate 

10 pace radius perfectly, and will offer limited visibility beyond this. 

 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Enchanted Single every 20 seconds to the torso of a target. This 

does not cost any mana. 

 

       Casting time: Instant Cast 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to summon something in sight to their hand. This cannot apply to something being 

held or which is otherwise tied down. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Enchanted Single every 15 seconds to the torso of a target. This 

does not cost any mana. 

 

 

       Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Disarm against a target. 
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     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to make a Called Shot with any of their ranged wand attacks. 

 

 

      Casting time: Instant Cast 

Effect: Will vs Res 

Duration: Difference x10 seconds 

Range: Line of Sight 

The user may call a ranged Stun. 

 

      Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Enchanted Double every 15 seconds to the torso of a target. This 

does not cost any mana. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Encounter 

Allows the user to call a Disrupt against a spell the moment it is cast, so long as the user is aware 

In Character that it has been cast. They must be able to see the effect go off, have spotted the other 

caster incanting, or so forth. If the user is only aware a spell has been cast because of the Out of 

Character call to inform the affected parties, they may not Disrupt it. 

 

     Casting time: Instant Cast 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a ranged Enchanted Double every 10 seconds to the torso of a target. This 

does not cost any mana. 

 

    Casting time: Instant Cast 

Effect: Time Freeze 

Duration: Instant Effect 

Range: Line of Sight, 5 paces 

Allows the user to cause a small explosion at range which has a radius of 5 paces. 
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Water 

      Casting time: Cantrip 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Allows the user to create water 

 

     Casting time: Standard Ability 

Effect: Ref Consultation 

Duration: Instant Effect 

Range: Personal 

Allows the user to identify a single liquid. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 3 Encounters 

Range: Encounter 

Allows the user to grant the capacity to breathe underwater to themselves and their allies. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Melee 

Grants the user 1 Mass Strikedown. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: 1 Encounter 

Range: Melee 

Allows the user to call Frost damage with their weapon. Requires a body of water. Cannot be cast 

on others. 

 

      Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: Difference x 10 secs 

Range: Line of Sight 

The target is forced to move half-speed for the standard duration. This applies to all physical 

movement, but not using abilities or casting. 
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      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Line of Sight 

Allows the user to call a Through Frost Double at range. 

 

      Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Instant Effect 

Range: Personal 

Allows the user to turn their mass into liquid, allowing them to slip between cracks and under 

doors. Additionally, they obtain half of their Willforce rounded up in True Dodges while they 

remain in water form. 

 

     Casting time: Standard Ability 

Effect: Instant Effect 

Duration: Will x 10 seconds 

Range: Personal 

Allows the user to encase themselves in ice. They cannot be struck or targeted by spells, but they 

cannot move, attack, or cast any abilities themselves. They may see their surroundings, but 

hearing is muted and words will not be understood unless they are shouted directly to the user 

from close proximity. An Uber Strength Feat, a Dispel, or 5 hits of Flaming damage will destroy 

the armour. 

 

        Casting time: Standard Ability 

Effect: Time Freeze Effect 

Duration: Instant Effect 

Range: 20 paces 

Everyone within a 20 pace radius of the user takes a Quad Strikedown to the torso. 

 

       Casting time: Standard Ability 

Effect: Instant Effect, Will vs Res 

Duration: 10 Seconds 

Range: Line of Sight 

If successful, the user must maintain concentration on their target for 10 seconds. They can only 

walk, they may only parry in combat, they cannot cast other abilities and they must not take 

damage or be afflicted with an effect. During this time the target’s lungs are filling with water. 

They cannot move, speak, cast, or attack, but may defend themselves. After 10 seconds the target 

falls Unconscious and their Grace Period begins. Although the target suffers no damage, the 

restoring of 1 hit to their torso or the curing of a Minor Effect will revive them. 

 

 


