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Chapter 1: Beginnings

In thebeginning there was onlyparkness, a calpervasive
stillness to the universe. In this time before all things there
was nothing. All that exists now did not, a singularity, a unity
of peace and nothing.

Then there was the SparkAll Things, and what was nothing
was pushed back by everything. Life like a fire of abundance
was suddenly shattering everything, in all corners the darkness
retreated, and knew pain. Worlds were created in that moment,
all of existence suddenly burst into ld@d in great agony the
nothing dreaded all that was lost.

The Immortals were the first to arise. Their forms coalescing,
beginning to take shape that all things after would copy and
repeat.

TheEtherealsarose from these beings, did the Ancient

Races of the FeyrheEtherealRaces traveled the pathways
through space and time; through the planes of existence,
where they built their kingdoms. Though being not as fully
formed as the Bg and traveling along the Planar Nexus of
realities, they became manipulated by the elements and magics
around them.

TheDjinn-bornbeing closest to theemental planes hdite
and flame, ice, lightning, and darkness all leave their mark on
these celestial beings.

Warped by Etheregdowers the Sons an®aughters of Kyth
the Arcanum, the Shadowvium, and others arose. War often
followed them both amongst themseleslin many a land
they passed through or conquered.

The Ancient Races were born on the material planes, and these
beings became both caretakers and the reshapers of worlds.

Both Elesand Eldar builtheir cities and kingdoms, and are
still held in awe as amongst thesgethe most powerful
places ever to exist.

The Eldar arose with more variation, more civilized and yet
more feral than the ElveThey were the reshapers, the
builders, and the peace keepers. Their ancient kingdoms a
million strong; they dominated the world. They were the first
people othe worldto watch over her and repel the invaders.

The Elves were more singular in their nature, thotigifized

they were more in tune with theorld, and accepted their

roles as caretakers, teachers, and protectors. They became the
guardians othe worldand all her wonders.

Next to arrivewerethe Younger RacesDwarves appeared
first, spouting from the mountains and tearing into them to
make their homes and gather their wealth.

Shirelings and Gnomeakencame and built their farms,
workshops and homes, all quite content to enjoy the bountiful
harvest, and create wonderful pass times and toys, to enjoy all
that they had, here and now.

Then came thélumans. They too left their mark ¢ime world
forbothgood andilHu mans®é nature was s
that they are never satisfied with what is now, but always
looking to the future, even though they are oftenstioort

lived to see such.

The kingdoms of thélumans begn to try to rival those of the
Fey. Humans were jealous, so they tried to imitate and,copy
some might say poorly, theves and théldar.

For the sake of power alone they built tHeimgdoms,

manipulated the world around them rather than become part of
it, used twisted magics and created the beast races as servants
or slaves and indentured them to fight the older races.

The last to arise during this corruption were Gublinoids.
TheOrcs came from the darkest regions of the wdfldm
the crags, swangpbogs and moors, th®rc horde arose and
made war with all.

Fed by theDarkness they exalted tiefinite nothing, and yet

they learned to conquer and control, to exist, and thus were the
first mistake thenothing madeFor nothing created from
somethingcould truly benothing.

To this daythe Goblinoids wage war, they kill for sport and

for fun. Only death is their gift, thegorrupt the very lands in
filth and harm comes to all who cross their path. They are
beings purely bred for one purpose, to make war on the other
races of thespark.

So,the Darknesscoalescedand its pain grewlt had not yet

truly takenfrom beyond the edges of reality, that thing that
does not exist, but is percei
eternal calm.

This singularitygrew,and it found ways to breach the reality
of the Spark.

Bringing its anger first in an attack of mad wrath against the
Ancient Race®f theFey. Fairies,Eldar, Centaus, andDryads

all were attackedlhey becamaware of an enemy that they
never knew; which never existed. Millions were driven from
their great cities and kingdoms in a single strike, which none
had expected or could prepare agaifibe Nothing had found
anger anchatred; itswrath was on full display.

Hundreds ofhousands ofEldar attempted to protect their
homes andamilies as thevar began to rage oRear came
with dread, and the nothing found a name.

Tens ofthousands found a way to contain the Darkness, and
bring the war back to the Dredd, even on its own plase,
thousands of Eldar fought and corrupted themselves in an
effort to defend all that they loved, they watched as dtbgr
races were wiped out, near completely.

The Elves finally arrived to find thousands of refugees, and to
give support to help seal the breach that had given the Dredd
their opening in the first place. They came into these wars late.
The caretakers along with their Eldar brother and pushed back
the darkness and banished it from this plane




With thebright pain of the terror brought upon thetime Eldar

still harbored wounds from of a million souls crying out for
revenge. Once milliastrong now they are but a few

thousand. The Eks help their brothers and sisters as best they
canand the Eldar allow.

The Elves did not arrive late for lack of wanting to help, but
they too were assaulte@he Nothing itself unleashed
Necromancy into the world in an act of Entrofis form of
unlife was destructive to all thearetakelElves held dear, and
they fought backn a war against the undead, which served as
a distraction that allowed the Dredd the time they needed to
attack the otheFeyraces.

Though pushed back, the Undead still exist in every corner of
the world, as beings of nightmare and servants of Entégpy.
for Entropy, she is said to still reign in the Undying lands,
neither alive nor deh She is all forms of Undead, and none,
being Spectral, Corporeand Skeletal, and yet more. She is
served by her Decaying Seraphim and Undying Dragon. Her
Cultists walking the lands still, they contain members of all
races waiting for thend times, and Entropy to rurercourse.

The Ethereataces returnediriven out of their strongholds by
changes of fortune, wars and the legions of the Dredd.

First to return were thBjinn-born, sent tahe worldby the

other denizens of the Elemental planes as both ambassadors,
and soldiers against the coming dark. Their hatred of the
Arcanum and the Shadowvium knows no bounds and has
existed for so long it seems to have no beginfingst is, as

if it werehardwired into their very essence.

In more recent historgscounted in Human termthere were
seven kingdoms, all of whom traded amongst themselves as
well as made war with each oth&hey all rose to great

power, and their strength began to rival those oftyewho
were now in retreat from the minds of teunger Races

beings proceeded to purify the land and bring balance back.
As wars were fought many died. Necromancy arose among the
Humansagain and the Twelve were betrayadd the

destruction of the Old KingdosiweresealedThe survivors

had to flee their blighted and blasted lantiseyfled to new
shores, the old line &ingswasrebuilt,and theyformedan

alliance with Elves, Dwarves and Eldar.

This would have beeanoughput thebeast races also arose
and fought for their freedom against those kingdoms that had
enslaved them. With the aid of their former enemies they
gathered in strength and conquered the archipelago of

Jal 6 Khandi a

More than 200 years have passed and in that time strife and
war have gone. Border skirmishes have happened, Orcs still
attack, and goblins still abound in the hills. But the Free
Kingdoms haven't known war now for 88 years, the K&ng
age of peace. Its Parliament, full of squabbling ngltesto
weakenits Queen's powerd.heysee hemilitary as a threat to
their power. Kingdonheroes of old are forgottetheir
descendants living on the good names of those long gone.

ThoseAncientRaces which fought in the wars of old are seen
as warmongers, powerful beings of a bygone and better
forgotten eraEvenmagic, with its academies arttedge

wizards is seen as a fading discipline,roerelya useful tool

in the belt of HumangsA new tool has begun to take its place,
technology holds the promise to replawagic and even give

t hose who c acapabilitiessimilardin stremgihi c
and powerSo,no, the Humans do not fear the Daeks after

all, nightmares are only dreanthey do not exist.

The Elves have begun to muster withittiddar allies.They

have warned, the portents show, that the Arcanum will one
day return. The Kingdoms tiie worldarein their sights. The
Arcanumraid, leaving only destructionand then flee before

the Darkness can catch up to them. Those left alive from their
raids only serve to slow down the darkness while the Arcanum

Wars against the Goblinoids seemed to crush tiosen s t e r 0 §jee.

numbers, and beings of old such as Dragons and other
Mythical creatures all but disappeared.

The Humans had evdaelieved they rivaled the Elvesd that
they no longer should take their coun3éieybegan to use

old and forbidden magics tweate beings which they could
turn against the caretaisg such as thedastRaces, and when
thosefailed, Necromancy came easily to the idle hands of the
Humanslt seemed the time of Man was here, inuhe way

of deceivingthings corruption always finds a way into wicked
intentions.

Again, came the plague of théndead. The being Entropy
heard the calls and spells of Man and she answered with her
hordes.

With her powers obviously tied to those of tiething
Undead made war on all the peopleshef world The
specters, skeletons, and the corporeal undead blighted the
entire world andhe worldfinally had enoughShe went to
shake off humanity and start ov@houghtwelve brave souls

went to appease her and to bring a stop to these wars, Ancient

Yet even now th®arkness stilstirs andwatches as

squabblig fools grow weak. It waits, 8ing its time,

collecting its thoughts, hoping to return to silence. A chorus of
the Dredd waits to see when its symphony can strike.

All the while Entropy sits on her throne and her Undead still
haunt the world.




Chapter 2:
What is a Live Action Game?

Have you ever been totheater and thought it would be fun to
be one of those characters on the big scMll, that is what

a Live Action Game is like, at its very ba¥au get to be one

of those people, not with dice around a table or cards over at a
f r i en d dnstead yow getdo develop the role, dress the
part, and respond as thkaracter would.

The Rules arguidelines angrovidethe way to solve

problems or complete a task, but otherwise it is lyaingto

do it, you are swinging the weapon, in this case your trusty
foam sword.You are thanage casting the spell, by saying the
verbal and then throwing the bean bag and hoping you hit your
target, but there is a lot more too it then just that.

Think of it asimprov Theateat its bestThestory team makes
the background narrative and the other players fill in the cast,
and you respond as the role you developed, and as the story
progreses so do youThe best part is of course that you can
develop the story todt is not just the story team but the
players that determine how the game will go, what happens,
and when.

Live Action can be a fun and immersing experience, one that
truly gives you the opportunity to be happy, sad, surprised,
and at its bestthrilled.
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Good Sportsmanship Play ingood faithi As much as you can, follow the

The primary expectation and catch all rule for our game is intentspirit of therules as much as the lett@here should be
Goog Spor%lsma?nship. 9 no perfect combination in Mythic Adventures. Everything has

a counteorweakness | f y ou 6ease askbefores ur e
What this means is that we expect everyone to play by the implementing your foeproof plan for game dominatioor
rulespresentediere and on siteonestly, honorably, arid thgt interestingdge caseule interaction youfound, and you
the best of their abilityto acknowledgeand respeabther think no one else has
layerdconcerns as raisednd keep other playérin in .
pmir?/d when making choiciBasicalI?/, to cribpofynumerous Bad Sportsmandip:
moral systemdreat othes with the respect you would like to Breaking the lawi Nothing in this game or rule set should be
be treated. taken to imply that unlawful actions are permitted or
supported from an out of play perspectiVhese situations
It is impossible to define every possible interactom what can and will be referred to law enforcement as appropriate.

we believe Good Sportsmanship would call for in that ) . .
situationWh at i s or i snoisinkeodlda Sp o eheafingdntestipnally not following the rulesf the game.
judgement call, and that call will be made by the people

running the gamevhen called into questiolew details may Metagaming Using information you haver gainedout of
even change that calfter the factincluding the examples playto theadvartage of your charactenplay. Thi s doesn
presented herdn general, calls made on the field should be includeusing actuaplayerskills like sneakingor downtime
respected and followed until ytave a chance to speak to activities/puzzlesuch as translationthough we do
someneelse recommendppropriateRP skillsif you use them often.
The conflict resolution hierarchyis: Refusingto follow thestandards sebr guidance of the
Marshal responsibjdor a restrcted group you are a member
1. Playersamongst themselves of, including ProfessiorRrestigeGroup, or RaceThis can
lead to you being removed from that group.
2. AppropriateMarshal .
Being a Rectal Haberdasherother playersut of play.
3. Staff Member responsible ftine subjecarea ) _ ) ) )
Mommy/Daddyingi Going to a differenor higherauthority
4. Officer after receiving a call you disagree with, and not informing the
new judgebefore youask hat youbve alread)
5. Game Director guestion and gotten an answarthe hopes of getting a

_ o different answer.
Your common sense and judgment can determine if it is

appropriatego skip one or morénks in thatchainfor the issue Rule Shopping’ Similar to the above, bintentionallygoing

at hand to certainpeoplewho you believe will agree with you initially
instead of the closest or more appropriate authtwitize

Here are sombroadexamples anduidelinesas to what we situation

consider Good and B&portsmanshipand some common

nomenclaturelf you arerepeatedlyon the wrong side of Knowingly spreading falseut of playinformation or rules

sportsmanshipalls, then you may end up indisciplinary calls. This includes following old rules that have been

situation. modified orcorrected, but that you prefer.

Good Sportsmanship Blurring the line of out of play/in play or using character

Taking your Hitsi Do your best to pay attention to what is impetus to justify violating known or reasonably expected out

happening around you in combat. If yioge track ofjour hp of play boundaries like privacy, touching, and trauma.

count orare told something hit you and you are unsure if it did ~ .

or not take the effecgo down. Altos what my c h.ar acter would
especially if you know something will cause out of play harm.

Helping others to their feet and thankihgmafter a battle. If you still feel a need to dsomethingcheck in with the
pl ayer or staff to see if the

Everyone makes mistake§&raciously takingcorrections to resolve the situation.

from Marshalson rules andequests to check your swings

throwsfrom Opponents_ i D e a | ,W ISU b k |, dl’ iim”alapednappropl’iate
responses whesomeone tells you to check your swirtgs

Supporting and encouraging new players. similar.

I f youdr e un sreartime omfslowtSiconptasg, us e

appropriate.
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Chapter 3:
Basics of how to make a Character

Ever want to be person from a book or historiP®pular
fiction is filled with wonderful stories of people suchraagic
users brave knights, andcoundre$ who in the end have a
heart of gold.

But why stop there?frilling and exciting villains also exist,
as dodruids who protect the balancermture, andards who
tell their tales to the masses.

Elves, DwarveskortuneTellers and anynumber of others
existin our mindsand in our hearts

So, with all this in mind how do we get started&mple first
we decide what type of person we want toTdeen we decide
whatraceand we go from there.

Then ask questions, seek out advice, and be prepared to
visualize your concept.

Have a costume ready, or at least an idea ofldaee a

starting place and find a group of friends, everything else will
come in time, and you may be surpriséthere you end up
may be very dferent from where you startex$ thecharacter
evolves.

Skills are there to match the concepid enhancg; to give

the character direction and gaalgithout a basis to go on
though,they are just numbem a page or in a databa3eke
the time to read and see what you want to do, but before
anything take the time to dream and figure out who you want
to be.

A character always starts at level one (1) witle (1)
Character experience poihevel one (1) starts wittwenty
(20) skill points to spend on skill§.hese can be
anything the player would like that are not leve
or prerequisite restrictedhe world is dynamic
and while magic can change based on player
actions, so too can prerequisites. Additional
requirements or restrictions based on these
changes may also be in effect. Check with the
Hero's Library who keep a record from the Staff
and Race/Duchy Marshals of these dynamic
changes.

There are two types if experience point categories
that will be referenced by the Hero's Library.
The first is player experience. Player
experience is experience earned by the
player. This can be gained from
volunteering. These points can be spent
towards the character experience point
pool. This is the pool that indicates when a
character will level. Once experience is in the
character experience category, it can not be
removed.

Sometimes a player can find a way
to start at a higher level, and thus

start with more skill points. This is covered in the chapters on
experience poistand leveling toward the end of the book.

Thesehigherlevel charactersvill almost always start with the
base experience points for that level.

Character Creation Example:

Bethlooks over the Races and Professions and detlidgs
want to play eDwarf Warriornamed Brigid Theyhave along
beard from a previousosplay, enjoyed Gimli et. al. from the
films andliked the brief view of the culturtheygot from the
Race Primer.

With thisbasic concept in hantheyreachout to the Dwarf
RaceMarshal with the contact informatidheygot from the
FB page or Mythic Adventeswebsite. They discussheir
costume, thenakeup requiremery their planned backgrod,
andtheygetmore informatiorand adviceon howtheycan
firmly placetheircharactein the existing story of Mythic
Adventures Theydecideto be part of ClaZanor IbmatThey
havethe beard and sonukvarven lookinggarh Theirbasic
concept make up, andostumeareapproved by the Race
Marsha) soon tothe next step.

Theyde ready to begin spending poirda skills As a Ftlevel
Charactetheystartwith 20 points to spend.heyalso

monsteed for an event to get the lay of the lamtl earned
enough XP tgain a level and start at levelThey notify the
Hero's Library that they wish to spend their XP to level from 1
to 2.This grantgshem10 more skill points for a total of 30.

Theywantto fight, andthey
wantto fight with anaxe and
shield.Looking at the skill chart
in the column labled Warrighey
find Cleaving One Handed Weapons
costs 4 points anfihield Use:
Mediumcosts3 pointswith their
Dwarf advantagelTheynote
these down and kea 23 points
left to spendTheywantto be
literate, saheypick up Read & Writefor
3 points, leavin@0 left to spend.First Aid was
recommended tthemandtheycan see the
apped, sotheygrabthat for 2 points, leaving8L
Theywant to know more about sometbgir
enemies, and sauts Lesser Information Lore:Orcs
on for 2 points. Down to@points,theyc a n 6 t
envision being a Dwarf without knowing something
about rockssotheyspend3 points orMining which can
also get an incomé&heirback story includes huntirgame
in the underground, gbeyspendanother 3 points oRP
Skill: Tracking leaving10left. Theywants a little extra
damagewith theiraxeand so ad&Veapon Affinity I:Dwarf
for 3 bringingthe remaininglown to7 points.

Theydecidetheywantto spendheirlast 6

pointson Nobility butsees that it is

restrictedskill. Theygo back to the
Race Marshal to inquire. There is an

AOee————

12



available spot, butlobility comes with more strict costuming

requirementsindrole play responsibilitiedBeth thinks about

it anddecidegheycan do it.Theygo throughtheir costume

closet, finds some pieces that fit thebleesthetic described

by theRace Marshal, and subnpiictures ottheir new

costume for approval. After a little back and fosthchanges

the Race Marshalpprovesthe Noble costumendpurchase

theskill. Theyspendtheirlast 6 points omMNobility leaving 1

left overfor future purchases once they gain more lesats

arer eady to talk to the Herods Library

Beth sulmitsthec har acter to theRadeerodés Library an
Marshaland t he Race Marshal informs the Hero
about any necessary approvals. Once confirmgd t he Her ods

Library theyére ready to playthe character at a Mythic

Adventures event.

d the
6s Library

Sample Character Sheet

Character: Brigid of ClanZanor Tbmat
Player: BethSmith

Race: Stone Dwarf
Profession:Warrior

Level: 2

HP: 15

Skills: 30 Points

Cleaving One Handed Weapon$
Shield Use: Medium3

Read & Writei 3

First Aid1 2

Lesser Information Lore: Orcs2
Miningi 3

RP Skill: Trackingi 3

Weapon Affinity I: Dwarf 3
Nobility 1 6

Total Spent:; 29

Remaining: 1
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Chapter 4: The Races Costuming and Make Uo:

nthe f T n whichvihic Ad . As aplayer it is understood that many factors affeptaa y er 6 s
vr;:ie% :2?3?(/2’&; rrl;z::é IIi?/ o 3; dlg by \S’wéﬁfggrﬁ?ﬂgpy costuming, with considerations like budget and time often
others in partnership. In thihapteryou will find the being the most limiting. While we hope that you can make the

. ) X costume that you want a reality, we understand that our
information on those races which you the player payray.

. . p : imaginations sometimes reach beyond our mdanss is a
Each has its own set of requirements and unique experiences.  \1adieval Fantasy game, costuming should reflectgtiiod

and not be of a modern day or Science Fiction genre.

Limited Races and Population

Some races are just so rare that the gaxstplace a limit on
hOV.V 't“?‘”Y there can b%Of any g'vlg?l;éﬁms IS totthI?h very inexpensive part of our game, there is no reason a
maintain Immersion and game balanse races other than pl ayer éusp nsahkoeu!l dndt be fl awles
KingdomHumanshave a population limit. have the BEST makep!

On the other hand, mak® is not such a flexible issue. As a

This is expressed per hundred (100) and specifics may vary

for different campaigns or world settinghe number A Race Marshall is glayer who has been assigned a specific
represents how many players may be of a given race for every 5.6 14 represent. The many jobs of this individual include
one hundred individual players there are on the games books. supplying answers and information abtherace

There are other restrictions on a given race as well, such as gﬁjurc%ccatrl;%?tn)éféssusr:derzt?%géngs ael:r:]jl?n;ol?nor{ggball
nefedl.ng a Game Marshal I.OS apPPih ropglyplaélmgara%\fh%tayer ill be w n%% A
which require none of a race can be played for the first lose her/his.riaht to pla that race. Reversmhhtmnansand

hundred (or more) of a Chaptelosggfsknppo W & rsuit!

(Example:Djinn-bornare limited to three (3) characters per
hundredplayers butmay not beopenedas an available race

until the game has at least one hundred players have already
been createdThusy ou may s e e tDfina-bofni r st
bea group of six (6))

Race Marshalt

Each Race Marshall has access to a race lore packet for the
members of that race to be able to play to the fullest. These

ts are fuLl olfore clues on playing ce mythology and
Ieg% S o(ft éce %nd basic information such as politics,
aging and so on.

Restricted Races

Experience is often required to play certain more complex
races; therefore, several of our races are restricted to those
players with greater rolplaying skill. Alsq many of these

races require unigue costuming and / or raa@equirements
which must pass through and be approved by a Race Marshall.

These packets must be attained from a Race Marshall, who
will reviewthechar act er s background,
out thecharacterThe only way to gain access to one of these
packets is to play the race in question, or be trained in the
appropriate Lore skill (i.e. EIf Lore, Dwarf Loretce )

Further due the storyline these races repregaaters may
have to earn a certain amount of experience points through
other means so that they may start at the higher level these
beings need.

On the other hand, it is not unusual for a mutayer to
demonstrate the capability to playesstrictedrace. In that
instance, an exception can be made. rEls¢rictedraces below
are noted by placing [R] next to their name.
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The Kingdoms of Man

Humans come in all shapes, sizes, and colors andhtarse

any professionlt seems thalhumankind is capable of

anything, from profound love to extreme hatred and violence.
Humans have a relatively short life span aadlearn skills

and trades with lightning spe€this ability is both boon and
bane.

There are additiondlumanrealmsbeyondthe borders of the
FreeKingdom, many of which awadtiscovery, and though

not common enough to be a normal payable race they may still
be encountered from time to time.

Kingdom Humans:

TheHumans of thé-reeKingdom are based onfaudal

society with dimited monarchy, ruled by a beloved and just
QueenParliament is composed of those of the nobleegcast
and thecommon man is both dedicated to the lands and to his
or her Lord or Lady.

Notes: A Kingdom biman does not have to belong to a
Duchy, but if they choose to they gain both a specific ability,
at the cost of being answeralitethe militia of theDuchythey
belong to.

The Queensland

TheQueendsnplrhol ding and
capital of Summer 0s afRaesfu |,
pastoral paradisi#lled with rolling fields andorchards

h ome
t he

The Captiahasthe highespopulationdensityin the free
kingdomsand the most diverse inhabitaritss home to the
head chapters and campuses of most huprestige groups,
the military, the court, and parliament.

Make-Up and Costuming:

Inherent Advantages

Humans are the baseline of which all other races are
measured; as such they have no specific advantages.

StartingHumans may buy thKobility skill if they wish.

Inherent Disadvantages:

Humans have no inherited disadvantages.

Humans are not required to wear make

The capital and its surroudinasether fashions of 18 and
17" centuryFrance thoughgivent the meltingoot nature of
the capitalpretty much anyRenaissancer Medievalfair garb
will work.

Population: Unlimited

Profession Information
Preferred ProfessionsAny
Forbidden ProfessionsNone
Preferred Magic:Any
Forbidden Magic:None

Skill Information
Special Skills:None
Special MasteriesNone

Affinities
Weapon:None
Magic: None
Production: None
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Edomere

Edomere is a place of Trading, Art, aBxiploration. The
priority placed on thesattributes depends on the group or
personyou ask.

Access to cheaper food from Berowimdmbined with

Cultural influences from thEarseni traders has led to a more
specialized and metitased society iEdomere. Askilled
individual can riseamong his peers to become a person of
wealth and importance in Edomere.

Houses and Merchants use the&alth tocompete to
patronize great Artists, Magesngineers, and Scientists. A
focus is put orinformation that is more useful in war, suah
Firearms and Siege Engines. Findingoad patron is a goal
for many fromEdomere.

Flowing in the steps of Scoprire, Edoméses a focus on
exploration and sends oships to search for new islands or
land thahas not been discovered yet. With Hupes to
expand without breaking the treatjth the elves. This hded
to severahoble and merchant houses building thestates on
newly found islands as a sign of

Prestige

Duke of Edomere Duke Travin Oberon

Colors: Sea green with a silver seahorse

Make-Up and Costuming:

For commoners, themes of Renaissance Italy should be in
your garb, but can alsoclude garb that is seafaring in nature.
For Nobles, there is a higher standard of costuming that must
include inspiration from Renaissance Italian Fashion.

Edomere is a naval Duchy, and thisaflected in its clothing.
Commoners weaplain loosefitting cottons and linen clothing
that would support a life at sea or on toast.

Those looking at appearing wealthgrd/or noble should look
towardsRenaissance ltalian fashion. Wealtbgomerians see
clothing as a statusymbol, and will normally purchase new
fashion regularly as a way to show off

wealth.

A character who house is inside of eok of Sllver might
show that with a longash of silver cloth or a silver bracelet.

Population: Unlimited at this time.

Profession Information

_Preferred ProfessiondNone for the duchy as a whole
Forbidden ProfessionsNone for the duchy as a whole,
individual houses may have restrictions

Professions Preferred MagidAny

Forbidden Magic:None

Skill Information

Bonus Craft: Shipwright

Required for NoblesNavigation
Strongly Encouraged SkillEvaluate Item
Special MasteriesiNone

Affinities

Weapon:Fencing BladéDR withBuckler)
Magic: None

Production: Jewelcrafting

Inherent Advantages:
None

Inherent DisadvantagesNone

***% You must send your backstory (all players) and a picture
of your ACTUAL costuming (nobles) prior to your first event
as your character for approval ****
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Berowick

Berowick was the third duchy founded after the Free Kingdom
was established. They are a duchy of farmers first, and
everything else second. They are exceedingly loyal to their
Duchess and to their Queen, often taking a dim view of
outsiders.

They have more Shires than any other duchy.

In general, Berowickians are home bodies with a deep love of
hearth and home and consequently very protective of their
loved ones and their land.

It is the breadbasket of the kingdom, growing wheat, barley,
and rye, as well as most of the vegetables and berries
consumed by the kingdom. It is also known for its superior
beers.

Duchess of BerowickDuchess Cynthia Valhelm

Colors: Pale gray with a blue gryphon

Make-Up and Costuming:
Humans are not required to wear make

Nobles are held to laigher standard of costuming than
commoners, frequently appearing in some variation of their
house colors. The fabrics will be of a higher quality and have
more trim. New players coming in as nobles must have their
costuming approved by the Berowick maatsh

Sleeves and skirts/pants that can be hiked or tied are
commonly seen in the peasant classes.

Trumpet sleeves are fashionable for the noblewoman, and
noblemen tend to wear sleeves that do not tie at the wrist and
pants that do not tie at the ankle.

Population: Unlimited at this time

Profession Information

Preferred ProfessionsAny

Forbidden ProfessionsNoneg individual houses may have
restrictions

Preferred Magic:Any

Forbidden Magic:None

Skill Information

Bonus Craft: Farming (1)
Required for NoblesCartography
Special Skills:None

Special MasteriesNone

Affinities

Weapon:Polearms and Spears
Magic: None

Production: Brewing

Inherent Advantages:
None

Starting Humans may buy the Nobility skill (onlyctaracter
creation) if they wish.

Inherent Disadvantages:
None

***% You must send your backstory (all players) and a picture
of your ACTUAL costuming (nobles) prior to your first event
as your character for approval ****
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Sudomir

Nestled between the forests of Valenwood and thestgnds
of Aeldirmann lay the hills, mountains and swamps of
Sudomir. Sudomir is a harsh land still recovering from a
dynastic civil war shortly af
Good farmland is rare throughout most of the duchy, with the
vinyards in the northwest being the primay exception. Stone,
ore, and fighting men and women are the primary trade goods
of the Duchy. This is good, as it borders the Orc stronghold of
Threskmarand even prior the opening of new mountain routs

in the sudderings of 212, Orc raids were not unknown.

Sudomir does not have rich enough farmlands to inspire many
Shirelings or Gnomes flace the risks anthke up residence.

Sudomirians can be a harsh and tradition bound people, but
that reflects their surroundings and history. The current duke
is dragging the populace into the modern age through force of
will, and the people are nothing if not loyal to their duke.

Duke of Sudomir. Duke Ivan Van Neste MV

Colors: Purple (or Black) with a gold fist holding a crown

Make-Up and Costuming:
Humans are not required to wear make

Sudomirian Culture is loosely based on the Eastern European
areas near the Black Sea and southern Russia. Commonfolk
tend to dress in these styles which are largely unchanged from
the 12th century all the way up to the time of Peter the Great.

The noble court, and costal nobles, under the direction lvan VI
tend to follow the fashions prominent in Summer's Rest,
similar to the fashions of 16th century France.

With the Duke's push toward modernization, new ideas, such
as allowing an Academy Sorcerous to break ground and open
its doors, as well as other institutes of higher learning are the
talk all around the lands. Great strides in ore refinement and in
Engineeing are also looked on favorably by the Duke and his
counsel.

Population: Unlimited at this time

Profession Information

Preferred ProfessionsAny

Forbidden ProfessionsNone individual houses may have
nesdrictionst 6s founding.

Preferred Magic:Any

Forbidden Magic:None

Skill Information

Bonus Craft: Stonemason

Required for NoblesRiding LandAnimal:Horses
Special Skills:None

Special MasteriesiNone

Affinities

Weapon:Longswordsaind Maces(DR withTowerShield*)
Magic: None

Production: Weaponsmithing

Inherent Advantages:
None

Starting Humans may buy the Nobility skill (onlycitaracter
creation) if they wish.

Inherent Disadvantages:
None

***% You must send your backstory (all players) and a picture
of your ACTUAL costuming (nobles) prior to your first event
as your character for approval ****
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Valenwood Popul &nilomi ted at this ti me

A land of deep forest and traldiefesansi yal enfvobmatEonhe nort
most duchy of the Free Kingdolfsefermhed pBiypi @essinamed t he
Valish, are hardworking and stpebsdidenobBenésndiyopsuae hous
themsel vasiqoetheal ture and i ndeptemidetnicens rom t he
Kingdom at | arge. Preferr AdhyMagi c:
ForbiddeNMomMagi c:
Civil discontent is on the rise in the duchy. Rampant band
and high taxation have drivenSkihlel r'ﬂ%fm%fnm%)tllkomo the brink
and war is rumored to be all BeafuUsvafgiradgttainYd no one has
managed to escape the fallout Reqlh'er‘h%be%fstm%bv@@nﬁﬁve to quas
or aveiraol Btheemany think it maybheci adNoBkkiéland the
firstofblwhoad promises to be a StPeerdfigayt eNoddeehif | i ct is going t

be split. . . .
Affinities

Dukoef Val dukeod:l ad Ravengai n WeaponStaff Bows, and Daggers

Magic: Druid

Pﬁoduction: None

Col cCrheeist nut with a white rave

Maklép and Costuming:

Humans raerceuinroed tup.wear make :\Igggre”t Advantages

Valish costuming is grounded in the stp_/lles of the Nor mans
Tunics and simple pants are t%teafgtr!era%ml%@Q%SS’F‘@YQ*?U%ITO%‘RSN
jerkins of simple make to war9'®3%i @mhk wWorkhepiwisR chill
can settle in around winter. Nobles emulate this style wit
mor e esnpfhiarsé fabrics, intricatd&herenpd Digsgdvpatages:
incorporation of fur. None

Metal is rare and often used as " a CPEHEAULYOWE  PRFKSHOEY & 8h
folk only having simple wood ®F %@léf% ?Q-Cvlé/“rgc‘?/vshtiqrﬂ' M bR Q
will often wear showy and | arglRapidetes for pproval

Thse who go armed (which is most of the popul ace) are
armed with a number of weapons of well crafted, but simple
designs. Armor is almost exclusively |l eather, with the mos

popul ar style being briganding
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Aeldirmann Population: Unlimited at this time.
Aeldirmann was the first duchy granted after the Free
Kingdom was established. People from here are taught how to  Profession Information

ride at an early age, and almost all have at least some small _Preferred ProfessionsNone for the duchy as a whole
skill with weapons (most hav eFofbidden Rrofessmnshiohesfar theidsiamaak & vhple, T h ey
are loyal to their Digie and their Queen. individual houses may have restrictions
Professions Preferred MagidAny
In general, Aeldirmanians love parties, horses, and pie, and Forbidden Magic:None

hate necromancy with a deep and abiding passion.
Skill Information

It is based on Rohan from LOTR. Bonus Craft: Animal Husbandry (1)
Required for NoblesLand based Riding: Horse
Duke of Aeldirmann:Xavier Rickshire IV Strongly Encouraged Skill:any weapon skill

Special MasteriesiNone
Colors: White with a green horse

Affinities
Make-Up and Costuming: Weapon:1H, 2 Edged Swordsnd Axes (DR witiMed
There is no makeup requirement for Kingdom humans. Shield*)

Magic: Hearth
Bothnobles nd ¢ o mmo n e r Rohdwa vLeO TaR vf eer éoduttion: None
with a slight Viking influence, especially those from the
earldom of Blackwall. Inherent Advantages:
None
Nobles are held to a higher standard of costuming than
commoners, frequently appearing in some variation of their Inherent DisadvantagesNone
house colors. The fabrics will be of a higher quality and have
more trim. New players coming in as nobles must have their
costuming approveby the Aeldirmann marshal.

***% You must send yourbackstory (all players) and a picture
Fur is rarely worn in Ael dir mefyoar ABTéJALacostumingi(nbbdes) prioraa youa finst evants
a fashion statement when it is. as your character for approval ****
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Durenmyr

The southernmost ducltyawstraderdlike flowers entice
bees. The closegkographicallyto the FarseriEmpire they
parallelthe mercantile aimsf their southern neighbor.

A relativelyyoung duchyit seems to be a meritocracy with
most of the nollity having been raised from successful
merchant houses withe Duchess leadirend riding herd on
the pack.

The pursuit ofvealthis considered a primary virtue in these
lands anceven commoners are hustling to do business.
Durenmyrians have trade it throughout the kingdom and
beyond.This has sometimes led them into conflict wather
groups and there is a noticeable lack of Dwarven trade

Duchess ofburenmyr. Duchess Loren Vigardt

Colors: Red with a white Tudor rose

Make-Up and Costuming:
Humans are not required to wear malke

Based upon thButchconservativestyle of thel5h-17"
centuries. Severe blacks, lots of coverag#s, and similar
fashions.

Population: Unlimited at this time

Profession Information

Preferred ProfessionsAny

Forbidden ProfessionsNone individual houses may have
restrictions

Preferred Magic:Any

Forbidden Magic:None

Skill Information

Bonus Craft: Draft Teams
Required for NoblesEvaluate Iltem
Special Skills:None

Special MasteriesiNone

Affinities
Weapon:2H Swords
Magic: None
Production: None

Inherent Advantages:
None

Starting Humans may buy the Nobility skill (only at character
creation) if they wish.

Inherent Disadvantages:
None

***% You must send your backstory (all players) and a picture
of your ACTUAL costuming (nobles) prior to your first event
as your character for approval ****
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The Romanovi[R]
"Family is the rock on this never ending road that stretches
before us."

These are the haunted wanderers that travel the land. Although
only the Matriarchs and Vezeto of their kind can truthfully
speak on their origins, most others suspect some terrible event
led to their nomadic ways and resulted in their ability to level
thedreadful Evil Eye on an attacker or wrongdoer.

Blinked with the

\ Nighto. Whi

definitely a connection
es and the Undead.

The Romanow themselves ar

equ‘ d to wear rapke

‘fea\(fvl A

pspf Roma}han Balkan and
ac4($‘éa arquor}lanow tend to
wear traditional fabric btanf cél ;I'ati
weathered due to thy ‘é toftr, ;Avehng t
ling that has
common. The words fad?ed splendor S
when looking at th _e mfhwduals PR

Romanovn re Hurhan énd
but rather s ecmé costuml

other cultures aroundt

t_.

0 ’,Ivd- vr’f’ne to mind

The Romanovi have adistinct Ianguage "hlch is often only
speak among themselves.

Though Romanovi is the common’name, among themselves
they refer to their clan name, not the generic word: Romanovi.

Population: Six (6) per 100 playersstarting after 100 players

Profession Information

Preferred ProfessionsRogue Magi, & Apothecary
Forbidden ProfessionsMarauder& all Knight Professions
Preferred Magic Any

Forbidden Magic None

Skill Information
Special Skills:Evil Eye (1i 9)
Special MasteriesNone

Affinities

Weapon:Dagger

Magic: None

Production: Elixirs & Poisons

Due to their survivabriented nature, certain skills are
required from all starting Romanovi

RP: SurvivalWoodland or Mountainous)

Craft: Divination (Any) Rank 1

Craft or Gather(Any) Rank 1 of a useful skill to the
Romanovi (Example: Tailoring, Cartwright, Animal
Husbandry, Scavenging...)

Inherent Advantages
Romanovi may purchase the Curse of the Evil Eye skKill.

Romanovi may also purchase the skill Evaluate Item at half
skill point cost, rounded up. In addition, a Romanovi character
may purchase any ReRlaying or Craft skill dealing with
divination for minus one-{) point. Such as thBivination or
Tarot Reading skills.

A Romanovi s connection to th
caused them to become very sensitive to beings that have been
corrupted. Thus, a Romanovi may detect corruption on five (5)
count by stating fADetecting C
Corruption 2, Detectin@or r upti on 3, é0o. | f
onds carrkpted by magic or by natuiea suchraga darknfeeya this t
would be revealed to the Romanovi.

Further the Romanovi dés affini
detect a curse placed on a being on a five (5) count, as well.

This is done by stating fDete
curse 3,...0 This wil!/l reveal

being kamined, what type (i.e. spell, Curse of the Evil Eye,
etc.) and how powerful.

The range of these abilities is 20 feet, and the target must
know they are the focus of the detection.

Break Charm: Powerful Romanovi can purchase Beak
Charmskill at 20" Level.

Inherent Disadvantages:

Because of their nomadic and secretive ways, a Romanovi
cannot become a noble or be a member of any of military
order, knightly order, or angrestige group. Romanovi may
never purchase the Nobility Skill.

Because of their affinity toward dark powers they feel uneasy
around Undead, and any naturally corrupted beings. This is a
role-playing effect that should be displayed and altered around
more powerful beings.

An example would be that the Romanovi may not want to read
the cards of an Eldaran, but might cower (wisely) in the
presence of a powerful Vampire.

Lastly lycanthropes cause terror in Romanovi. This effect will
cause them to flee from these beings once they reveal
themselves. A Romanovi who is attacked can defend
themselves, but they reduce their damage against such
creatures by four (4) points. Learg the Bravery skill will
counteract this disadvantage.

*** You must have a Marshail approval to play a
Romanovi****

Note: All Players wishing to start as a Romanvoi must have
achieved enough experience to be at a minimum of Level 5.
See a Marshal or Staff on the ways this can be achieved.
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Farseni Empire/R] Inherent Disadvantages:

The Humans of thEarsenEmpire are based loosely dlorth Farseni haveulturally accepted the freedoms won by the
African and Pesianmedieval cultures. They are known to be J al 6 Kmsand thaventered manyrading agreements with
well educated andre most]y encountedasnomads and them, but they have still not learned to deal well with the
merchants in th&reeKingdoms. Oncgthey were a great Ancient Races such dise Elves and Eldar. They simply are
empirewith many lands under their rule, but they are now in too foreign to them.

decline. Thel a | 6 Khvereahe the servants of the . .
Farseni Empire and their war for freedom may have been the Farsenicharacters may not learn a@jeavingor Blunt

last nail in the coffin towards the empieinal decline. Werlalporskills other than fff, as these items are seen as
unclean.

The Farseni Empire has long been rumoreoktauled by a ) _ ] . )

dragon and many have heard the proclamations throughoutthe SP€ci al Note: Farseni may joi

land, but none claim to have seen the emperor in the flesh group if they qualify.

Make-Up and Costuming: **** You must have payaMar shall

A Persian or Moroccan feel to aieclothing in a musw/eils, Farseni***

scarfs andcaftanare common items of clothingarseni have
no makeup requirements

Population: Twelve(12) per 100 players

Profession Information

Preferred ProfessionsScholars, Crafters and Cavaliers
Forbidden ProfessionsMarauder

Preferred Magic Any

Forbidden Magic None

Skill Information
Special Skills:None
Special MasteriesNone

Affinities

Weapon:Scimitar, Jambya, and Samshir
Magic: None

Production: None

Inherent Advantages:
Farseni are all known for their intelligence and education, thus
they have a fewenefits in the Scholarly and Production fields

Farsengain a level oDivination for freeand ardrainedin
the style of Astronomy.

Farseni may purchase allagic Art(i.e. Wrath Arts,
Celestial Art& ) f or -lyonepoirg (

Farseni may also purchaary Apprentice<Production> skill
of for minus 1) one point

Starting Farseni characters may buy Nability skill if they
wish.

Lastly, their nomadic natures and mercantile expertise mean
any Farseni may purchase thealuate Itenskill for half cost
rounded up.
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The Stout Folk

The Dwarves

The DwarvenRaces Thefirst of theStout Folkare the
Dwarves. From the mysterio@adowDwarf, to the noble
StoneDwarf, and the nearly brokeBunderedDwarf these
ancient people all share the same stubbornness and-single
mindedness of their forefathers.

Additionally, Dwarves are extremely loFliyed, aging only
one year for every sevétuman yearsThese attributes enable
these beings to be such an enduring paw#rerealm.

The Stone Dwarf[R]:

These stocky and sturdiglk, also known as the Khazduna,

are believed to have arisen from the very rock of¢gha | méd s
mountains. Thesaggressive craftetsave left an indelible

mark on history.

The Dwarve$legeacyof song, history, and drink certainly
belies their amazing fierceness in the arts of war.

Make-Up Requirements:
StoneDwarves have only one mak requirement. Male and
female characters alike must wear (or have) a full beard.

Note: Thisbeardmust be approved by arshall.

Costuming of a Nordic or Slavic type is encouraged as is
costumingwith coloringbased on clan (se¢bke Stone Warf
Primer).

Also, costuming which would safehdd to the look or feel of
a Dwarf such as shoulder padstwoadwaistbelts.

Population: Fifteen (15) per 100 players.

Profession Information

Preferred Professionswarrior, Cavalier or Smith
Forbidden ProfessionsMarauder, Knight of Darkness Magi
and Sorcerer

Preferred Magic Hearth or Healer

Forbidden Magic None

Affinities

Weapon:Hammes and Axes (DR with Shield*)
Magic: Runes & Hearth

Production: Armorsmith & Weaponsmith

Skill Information
Special Skills:Resist Toxin & Resist Disease (up to 5 times
each)
Special MasteriesDwarven WeapoMaster(All Axes
(Cleaving) & Blunt Weapons)

*may couple with Shield for Special Affinity DR

Inherent Advantages:

Because of a natural toughness, Dwarves start witthit10
points, and thus may attain +h@& points over their

pr o f e shit pomtrcdps

Dwarven tradition has led to breakthroughs in stone and
metalworking and study of Rumeagic.

This allows Dwarves to purchase fRane Loreskill at half
cost.

The following skills are also purchased at ts#tlfi point cost,
rounded upStonemaso& Blacksmithing

Stone Dwarvesnay also prchase thépprentice,
Journeyman, Master and Grandmaster Armorsmith &
Weaponsmitiskills for -1 skill pointsif their profession
allows, and for 1@kill pointseach even if thejprofession is
restricted from learning these skills.

Dwarfs may purchas&rmorsmithingandWeaponsmithing
levels for 6skill pointseach even if their profession does not
normally allow these skills, or even beyond their profession
normal limits.

Natural resilience permits3tone Dwarto purchase the
Resist Diseas& Resist Toxirskills up to 5 times each.

Stone Dwarvesnay purchase levels of th@proved Armor
Skill andWear Extra Armosskill for -1 skill points as well.

Stone Dwarvesnay purchase all skills relating shields at-1
skill points as well. (i.eShield Use, Shield Block and Shield
Bash

StartingStone Dwarvesnay buy theNobility skill if they
wish.

Inherent Disadvantages:

Because of their stout stature, Dwarves are unable to purchase

theBow, or Weapon Master Missile Weaponskills. Though
Dwarves may learn and excel at thessbowandThrown
Weaporskills.

Stubbornness preverafficient learning of Ethereal agic;
therefore, anyethereal Artsskill coststriple (x3)the normal
skill pointscost.
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The Shadow Dwairf [R]:

Born deep undethere a | mé s this

ominous and secretive past.

crust,

Shadow Dwarvesor Zharrgunaare a brooding lot and rumor
holds that these stout fellows are haunted by some terror or
evil of the past that causes them much sorrow. Prone to deep
mel ancholy, the
wonébét tell the cause of this
Make-Up Requirements:

The player must wear metallic base with jewel tone accents on
all exposed skin. Both male and female players are required to

wear(or have)a full beard.

Note: Thisheard must be approved by a Marshall.

Costuming of tribal nature is encouraged (i.e bones that have
been gilded in gold or silver, leather, scales). Coloring should
be that of somber colors based on cksethe Shadow Warf
Primer).

Also, costuming which would safgladd to the look or feel of
a Dwarf such as shoulder padstwoadwaistbelts.

Population: Three (3) per 100 players; withrainimum of
100 players before becoming available to play.

Profession Information

Preferred ProfessionswWarrior, Avenger or Smith
Forbidden ProfessionsMarauder, Knight of \alor, Ranger,
Magi and Sorcerer

Preferred Magic Hearth or Wraths

Forbidden Magic None

Affinities

Weapon:Hammes & Axes (DR with Shield)
Magic: Runes & Wrath

Production: Jewel Crafting& Weaponsmith

Skill Information
Special Skills:Resist Toxin & Resist Disease (up to 5 times
each)
SpecialMasteries:Dwarven WeapoMaster(All Axes
(Cleaving) & Blunt Weapons)

*may couple with Shield for Special Affinity DR

Inherent Advantages:

Because of a natural toughness, Shadow Dwarves start with
+10hit points, and may attain +1t points over their

Pr o f e shst pomttdps

Dwarven tradition has led to breakthroughs in stone and
metalworking and study of Rumeagic. This allowsShadow
Dwarves to purchase the following skills at hedill point
cost, rounded upstonemason, Mining, Blacksmithjrand
Rune Lore

Shadow Dwarves may also PurchaseApprentice,
Journeyman, Mster and Grandmaster Jewel Crafter
Weaponsmitiskills for -1 skill pointsif their Profession

breed

allows, and for 1@kill pointseach even if their Profession is
restricted from learning these skills.

of Dwarf has an
ShadowDwarves may purchasé&ewel Craftingand

Weaponsmithingevels for 6skill pointseach even if their
profession does not normally allow these skills, or even
beyond their professions normal limits.

Shadpw Rwarf te pyrchasterbalismfor -2 skill points

Natural resilience permits a Shadow Dwarf to purchase the
Resist Disease & Resist Toxikills up to 5 times each.

Shadow Dwarves may purchase levels oflthproved Armor
Skill for -1 skill points as well.

Shadow Dwarves may purchase all skills relatinghields at
-1 skill points as well. (i.eShield Use, Shield Block and Shield
Bash)

They may purchase thidobility Skill if they wish

Inherent Disadvantages:

Because of thetout stature and the confines of the
Underworld Shadow Dwarves are unableporchasehe Bow
Skill or Weapon Master Missile Weapon$kill. Though they
may learn and excel @rossbow and Thrown Weapons

Stubbornness prevents efficient learning of Etherealic;
therefore, anfthereal Artsskill is purchased atiple (x3)
skill point cost.

Shadow Dwarves lose any borhispoints during the day, and
in fact Shadow Dwarves sufferd &0 hit pointdisadvantage
while adventuring in the daylight hours.

Casting of d_ight spell (1stlevel) momentarily blinds Shadow
Dwarves. TheRune of Brightnes@ stlevel), or an Alchemical
Light Elixir will also have the same effect if activated within

5606. This effect |l asts for at

Note:**** Y o u
Shadow Dwarf****

mu s t have a Maras hal

Note: All Players wishing to start a Shadow Dwarf must have
achieved enough experience to be at minirharel 10 before
creating one of these beings. See a Marshall or Staff on the
ways this can be achieved.
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The Underhill (Wee) Folk Skill Information

Likely the youngest of all the racestbe worldare thosavee Special Skills:Resist Disease (up to 5 times)

folks fromunder thehills. SpecialMasteries:None

These are a peaceful and prosperous feftiethertGnome or Inherent Advantages: o _

Shireling, and happy to tinker, be toy makensd generally Dgaxterous hands give tl&hirelingan advantage when dealing

lead happy and unassuming lives imrbws andvillages. with locks and traps; as such, they can purchasBigam
TrapsandPick Locksskills at halfskill point cost rounded up

Oftenfriendly and inviting to the bigger races, one would be They also gain +2 Weapon Damage withrownweapons.

mistaken to think they are easy prey, and more importantly to o ] .

think they are without friends throughout all the kingdoms of Shirelings have a love of food that goes beyond just the dinner

the world table.Thus,they may purchase tlraft skills of Cookingand

Farmingat half costrounded up.
The Shirelings

Shirelings great love afrink makes them excellentine

Shirelings are well accepted amongst most races and make makers andrewers and thus they may leadkpprentice,
loyal friends and competent adventurdis.most people Journeyman, Master and Grand Maswinting and Brewing
Shirelings prefer to live a simple farm lif€heydrink a lot, at-1 skill points

smoke a lot, and relax even moféis is an image which

Shirelingscultivate and take great pride in Inherent Disadvantages:

Because of their small siz8hirelingssuffer a penalty of5
These diminutive fellows resi §t@oinsfomghgiprefessiogsmaxmurahy points. 5 By r r o w

Always fond of food and drink, these chaps are warm and They may not purchase thertify or Master Fortifyskills
inviting. However, an evildoer should not be surprised when
his Shirelingvictim slips a dagger between hibs orrenders
him to dust with d&iery Devastatiorspell!

They furthermore are prevented from purchasing any of the
following skills: Two-Handed Blunt, Twdianded Bladed, &
Two-Handed Cleaving

One of theyoungest raceshey are a moderately lofiyed
race It is not uncommon for §hirelingto live up to 130
years.

They also may not purchase tRebility Skill

This lack ofa martial background also prevergShireling

Make-Up Requirements: character from ever learning any of WeaporiMaster skilk.

Shirelings have fuon thetops of their feet(Shoes that look
like feet are acceptable)

Lastly, Shirelingsmay not learrShield Use:dweror Shield
Use:Master.

Men often havenuttonchopbeards, andhandlebamustaches
(Though these are not required)

Costuming for &hirelingtends to be simplpeasantfarmer
andcommoner styles which shotleir rustic naturesTwill
andhomespun cloth items tend to be the most common fabrics
for Shirelings Platearmor is rare to say the least.

Population: Eighteen (18) per 100 players.

Profession Information

Preferred ProfessionsRogue

ForbiddenProfessions All Champions, Knights & Duelists
Preferred Magic Hearth

Forbidden Magic None

Affinities

Weapon:None

Magic: Hearth

Production: Brewing & Winemaking
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Gnomes [R]:

Thesdlittle people of the hillarebelieved to be related to the
Dwarvesin the same way th8hirelingsare toHumans They
are a fair and furace andive quite content to tinker time
away making things, and

Among otheracesthegnomesare known for their love of
technology, creation artdys.

This is not to say that@nomedoes not like nature, he/she
just simplyenjoys making life more efficient so that one can
enjoy the bountiful harvest that nature provides

Make-Up Requirements

Gnomesghave onlya fewmakeup requirementsMale
characters must wearlarge noserosthetic this may be
pointy or round apreferred andmustalsowear a pointy chin
goatee which may be of any coléemale Gnomealways
have large freckles on their cheeks and naselsnust have
rounded prosthetic eaddair forbothandf e mal e 6 s
may even change color with the seasons.

In fact,a Gnomés hair may also be of any color and often
colors not seen normally in nature suclyaeers, blues or
pinks are common amongst these carefree tinkerers.

Costuming of a practical nature and Aprons and heavy gloves
are common. A Gnome always has some sort of headwear
usuallya very soft pointy hagoggles or both.

Note: Theracial makeup and costumimgust be approved by
the Gnome racenarshal.

Population: Three (3) per 100 plays.

Profession Information

Preferred ProfessionsSmith & Tinkerer

Forbidden ProfessionsWarrior, Knights,Ranger Avenger,
Marauder, & Cavalier

Preferred Magic None

Forbidden Magic None

Affinities

Weapon:Hammes & Firearms
Magic: None

Production: Engineemg

Skill Information
Special Skills:ResistToxin(up to 5 times)
Special MasteriesNone

Inherent Advantages:
Gnomishtraditionhas led to breakthroughséngineeringand
metalworking.

Gnomedgnay purchase thépprentice, Journeyman, Master
and Grandmaster Engineeg skills for -1 skill pointsif their
profession allows, and for HKkill pointseach even if their
profession is restricted from learning these skills.

toys,

Gnomesamay purchasé&ngineeringevels for 6skill points
each even if thejprofession does not normally allow these
skills, or even beyond thgir r o f e :i@niablimits.s

Their love of technology also allovgaomesto purchase

CrfthSiegegngipegandyanyeraftykdll @volving machines
ortoysat-1 skill pointas well.

Gnomedove explosions and thdgearms. Because of this
once they have the prerequisjtésey may purchase any
Firearmsskill at-1 (minus one) point, includinDamage
skills.

Natural resilience permits@nometo purchase thResist
Toxinskill up to 5times

Inherent Disadvantages:

Because of thefiondness for mechanical devicgsomes
preferfirearms anatrossbows andre thereforare unable to
purchase thBowandWeapon Master Missile Weapons

frewilsl es

Gnomesamay not purchase théobility Skill andmay never
become nobles.

Gnomes cannot uset@vershield and therefore cannot learn
the Shield UseTower or Shield Usevlaster skilk either.

Note:***** Y o0 u
Gnome *kkkk

mu s t have a Maras hal

Note: All Players wishing to start@nomemust have
achieved enough experience to be at minirhaemel 5before
creating one of these beings. See a Marshall or Stafien
ways this can be achieved.
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The Ancient Races

Long ago at the very beginning of all thingthe darkness was
split by aSpark. From this time arose the first ones.

Onthe world those closest to theiginal Spark are known as
the AncientRaces Some have gonextinct;others simply
vanished to the planes or from our memories all together.

Theoriginsof these beings are shrouded in the mists of time.
Their civilization dats from times before the firddwarf
swung a s mit hds Hudmansemerged fromr t
their primal nomadic ways

The most common of théncient Racesre those commonly
considered to biey in nature. The assumption is that they all
aredescendefrom a commorancestry This may or may not
be true, depending on how one viewsdhiginal Spark ofall
things.

The Ancient Race®f theElvesand theEldarare those which
players can most commonly interact with and play as
characters.

Other races do exist such as Hagries Dr u &lh @nd even
more wild beings likeCentaurs an@dryads.

The Ancient Racesend to be the caretakerstbé worldand
often have fought wars to protect tlealm frombeings
unseen by th&ounger Races

They are known to have built the first great civilizations
thougharenow universally thought to be ofeclineand close
to extinction after generations of strife agai@sts Goblins,
andotherbeings of nightmare and legeritheir great cities
areoften abandoned to the ravages of tilkaces whereelics
of power and magic often await the brave to discdedrby
these beings of power aadcientatures.

The Ancient Racesften act as guardians and guides to the
Younger Raceften referred to as the lesser races by some
of these beings. They also jealously guardséeretshe past
andmay act to intercede rather than allow ¥minger Races
to tamper with ruins better left forgotten.

The Elves

The Elven RacesRegal and often beautiful, tlivenraces

are commonly considered to be the last ofAneientor

greater races. Even the eldest of these fair races cannot recall
the origins of their people, and folklore holds that some great
event led to the destruction of the first grEbtennation at

the hand of th©rcs The survivors of this catastrophe were
scattered and had to form new nations.

Elves are often seen as tta@etaker race, both of théounger
Racesand the knowledge and ways of teient ones.

e first

All the Elvenraces are extremely long lived, livieften seea
millenniumor more before passing beyond the mortal. coil

Those of this race are considered mature at 100 and starting
around their second century of life, they age at about a rate 12
times slower than that oftdumans

Thus,if an Elf is the equivalendf a 30-yearold Human then
heor she would be 360 years old.

Elves are thguardians of the wadland the places and beings
within it.

They are often harsh or restrictirgsa parent might be to a
child, when dealing with th&¥ounger RacesThough the
HumansandDwarvesof theworld may see this as a sign of
the arrogance that Efdom, it isjusta sign of the
protectiveness thElvesfeel for theYounger Raceand the
world around them.

This protectiveness does not extend to@nesor the
Goblinoidraces as a whol@hough they seem to tre@gres
with some deference, not always killing them aghsiOrcs
gain no such luxunfull bloodedOrcsare the enemy of all
that is good and right in the world and are treated as such.
Their unfortunate offspring such ac-bloods my not be
treated quite as harshly, but neither are they trusted without
proving themselvesThat is a long road aridlveshave all the
time in the world.

Lastly theElvesare acast-basedsociety.Though they are

fair and just tall their kind, and these beings are regal by any
Humatbs standard, they have a r
structure of which those whom the right to rule was granted,
and these are thlelveswhose lineage ipurestand closest to

the originalSpark.

Thecastesre theHigh Elvesknown asthéNo | 6 QuThel di r .
DawnEfor t he Qthedbsk Evasttriown,as the

I Tithari or Nexts, anidhe ByivanlElaes i n
often simply referred to as ti8ylvan Even though these

beings of grace areaastebasedsociety it is important to

note allElvesare just thatElves
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The Dawn EIf[R]:

These Elves are known as ¢t he

and they are the most common of the Elves.

While typically Frailer and weaker than humans, the Elves
excel at all they do.

Ethereal by nature, they live tranquil lives with all the time in
the world for seHreflection and to perfect their chosen set of
skills. The Elves are the Guardians of both the remaining
Ancients and their places and of the Younger Races.

Do not be fooled by this inner quiet and peace, if called to
action The Elves can be the deadliest and effective opponents
on a battlefield anyone would ever have to face. Their
Bladesingers are legendary, as is their mastery of Magic.

The Elves have broken their society into three distinct types of
people, each with their own background and unique role
playing experience.

The QuedlLyndir are the most
longevity causes most Elves to be patient and tranquil, but
they are every bit as prone to the eccentricities as other races.

Proud and noble beings, pride is also their greatest fault, and
causes them the most problems. Even these commoners are
regal by most other races standards. In the ranks of the
Ancients/Fey; Elves are the Guardian Race.

Make-Up Requirements:

The only makeup requirements fdbawn Elesare all
characters must wear pointed ears, asate Dawn Elvesdo
not have facial hair.

Population: Nine (9) per 100 players

Profession Information

Preferred ProfessionsSentinel & Magi
ForbiddenProfessions Marauder, Knight of Darkness
Cavalier

Preferred Magic Ethereal &Healing
ForbiddenMagic: Necromancy

Affinities

Weapon:Single Edged Short &ongsword, Bow
(*DR with Bladesong)

Magic: Celestialand Healer

Production: None

Skill Information

Special Skills:Weapon Damage (Botfgalled Bladesong by

the Elveg, Resist Metabolic, Resist Mind Effecting and Evade
(up to 5 each)

Removdllness- A Dawn EIf may remove a disease or disease
like tagline/effect from a victim on a 5 count. Purchased up to
5 times, (cost 5points each)

Special MasteriesElven WeapoMaster(Bladed Weapons &
Bow)

*may use two Elven swords for Special Affinity DR

Inherent Advantages:

An Elven character may purchase Resist MetapRksist
RindeEfettivignadidbeing $o ynimlilelttey nfmy alse learnphe o p |
Evade skill (up to 5 timer eacl) <<Note Elven Knights

may learn Evade, but are still Restricted on Dodge skill, may
still only use Intercept with magic items contrasting the Dodge
skill>>

The Blade and the Bow are staples of Elven childhood
education, Thus Elves may purchase the following Weapon
Masteries at a discount €# Skill Points from its normal cost:
Missile, Blades, Elvish or All. When using a Bow or a Bladed
Weapon, Elves gain-a2 damage bonus above any Damage
and/or magic bonus they normally have.

Elves have their own Weapon Mastery skill which includes
the Bow and all Bladed weapons including thrown ones. They
can also apply their Weapon Damage to both hands if the EIf
has the Dual Wieldkill.

Inherent Disadvantages:
Frail physique prevents thdf from purchasing th&wo-

C QaRYBPBluntCTR:¢Idnde® Eleadny, bitve HandedWaste T a |

skills. A second side effect of their lithe build is a penalty to
their normal totahit points of-5 applied to their professions
maximum hit point total. They also may not purchase the
Nobility skill

* *x k* %

Dawn Ef

Note: AllPlayers wishing to start Bawn Ef must have
achieved enough experience to be at minirhemel!5, in
addition to Marshal approvabefore creating one of these
beings.

Not e: You must have a Ma
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The High EIf [R]:

These are the descendants of the first Elven Nation. Known as
the Nol 6Queldir by all of EIf
and they have an aura of command over other Elves and even
Ancients.

Proud and noble beings, pride even arrogance is also their
greatest fault, and causes them the most problems. Even these
regal beings. In the ranks of the Ancients/Fey; Elves are the
Guardian Race; High Elves are the officers.

It is not that they are rude; quite the opposite they are often
overly polite or full ofetiquette, ifis in their minds and
upbringing they feel superior, and that they must teach and
guide all the other races. This especially goes for the Bestial
and Goblinoid Races, but even Humans and Dwarves can be
amazed at just how noble, direct, aloof, and yesietiHigh
Elves can be.

Make-Up Requirements:

The only makeup requirements for High Elves are all
charactes must wear pointed ears, andlenHighElves do not
have facial hair.

Population: Three (3) per 100 players

Profession Information

Preferred Professionsknight of Valor Duelist & Artificer
ForbiddenProfessions Marauder, Knights ofDarkness
Vagabondand Tinkerers

Preferred Magic Healer or any Ethereal
ForbiddenMagic: Necromancy

Affinities

Weapon:Single Edged Short & Longsword, Bow
(*DR with Bladesong)

Magic: Celestial& Healer

Production: None

Skill Information

Special Skills:Weapon Damage (Botlgalled Bladesong by
the Elves Resist Metabolic, Resist Mind Effecting and Evade
(up to 5 each)

Special MasteriesElven WeapoMaster(Bladed Weapons &
Bow)

*may use two Elven swords for Special Affinity DR

Inherent Advantages:

An Elven character may purchase the Resist Metabolic skill up
to 5 (five) times. Elves may also purchase the Resist Mind
Effecting skill up to 5 (five) times as well. Being so nimble
they may also learn the Evade skill (up to 5 times)

<<Note Elven Knights may learn Evade, but are still
Restricted on the Dodge skill, and may only use magic items
as Intercept>>

The Blade and the Bow are staples of Elven childhood
educationthus Elves may purchase the following Weapon
Masteries at a discount &t Skill Points from its normal cost:
Missin, Bladeb, Elvish &r All. Whet Usigg aBowgohd Bladled 1
Weapon, Elves gain a + 2 damage bonus above any Damage
and/or magic bonus they normahave.

Elves have their own Weapon Mastery skill which includes
the Bow and all Bladed weapons including thrown ones. They
can also apply their Weapon Damage to both hands if the EIf
has the Dual Wield skill.

High Elves are noble and contain a sort of glamour when
dealing with other Elves and Ancients. As such they gain a +1
to any ranks of Leadership skill they have for the various
Ancient races. (This means they can give a maximum bonus to
other Ancients at €adership 1l of +4 damage and +40 Hit
points)

Starting High Elves must buy the Nobili8kill but do so for-
2 skill points. .

Inherent Disadvantages:

Frail physique prevents th¢igh Elf from purchasing the
Two-Handed Blunt, Twdianded Cleaving, or Two Handed
Master skilk.

A second side effect of their lithe build is a penalty to their
normal total of5 to their professiais maximum hit point
total

All High Elvesmust purchase thRead & Writeskill, the
Nobility skill as well as know at least ti@neHandedBlades
skill andBowskill before they may purchase any other skills.

* % * *

Not e: have a Ma

High EIf. **

You mu st

Note: All Players wishing to start a High EIf must have
achieved enough experience to be at minirhamel 15 before
creating one of these beings. See a Marshall or Staff on the
ways this can be achieved.
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The SylvanElf [R]:

Often referred to as the
the trappings of civilization in favor of a simpler existence
more in touch and tune with Nature. Often they are seen and
More Brash and less wise then their Dawn EIf cousins, though
every bit & capable in War and Magic.

They have an understanding of the natural world envied by
most norElven or Fey Druids. While still seen as the
Guardian Race of the Ancients, they have directed this to the
natural places and deep forests of the world.

Make-Up Requirements:
All characters must wear pointed ears.

SylvanElvesmust dress in a more woodland manner; they
tend to wear fetishes such as feathers and claws in their
clothing. Though they do not always have to whenever a
Sylvan Elfis knowingly going tdoattle,they tend to weawar
paint style face paint.

Male Sylvan Elvesdo not have facial hair.
Populatiort Three(3) per 100 playes

Profession Information

Preferred ProfessionsRanger

ForbiddenProfessions Cavalier, All Knights, Tinkerer, Smith
& Artificer

Preferred Magic Druid (Sylvan Elves may always learn
Druid Magic as their secondary Magic regardless of
Profession or Prestige Group)

ForbiddenMagic: Necromancy

Affinities

Weapon:Single Edged Short & Longsword, Bow
(*DR with Bladesong)

Magic: Druid

Production: None

Skill Information

Special Skills:Weapon Damage (Botlgalled Bladesong by
the Elveg, Resist Metabolic, Resist Mind Effecting and Evade
(up to 5 each)

Special MasteriesElven WeapoMaster(Bladed Weapons &

Bow)

*may use two Elven swords for Special Affinity DR

Inherent Advantages:
Sylvan characters may purchase Resist Metabolic, Resist
Mind Effecting and Evadskills up to five (5) times each

Due to their closeness with the natusalrld, Sylvan Elves
start withGreaterLore: Naturefor free andmay purchase
Druid Artsfor half cost

All Sylvan Elves regardless of Profession also gain the benefit
of Animal Friendship for free, which always works as the
Druid spell of the same name, and is the greater form of a
Drui dds Ani mal Empathy skild]l

fi Wo o MastEriesvaeasdiscount ghSkils Foint&Effom s horrabcese

The Blade and the Bow are staples of Elven childhood
education, Thus Elves may purchase the following Weapon

Missile, Blades, Elvish or All. When using a Bow or a Bladed
Weapon, Elves gain-a2 damage bonus above any Damage
and/or magic bonus they normally have.

Elves have their own Weapon Mastery skill which includes
the Bow and all Bladed weapons including thrown ones. They
can also apply their Weapon Damage to both hands if the EIf
has the Dual Wield skill.

Inherent Disadvantages:

Frail physique prevents tt&ylvan Elffrom purchasing the
Two-Handed Blunt, TwdHanded Cleaving, ofwo-Handed
Master skilk.

A second side effect of their lithe build is a penalty to their
normal total of5 to their professiais maximum hit point
total

They also may not purchase thebility skill

SylvanElvesregardless oprofessiormust purchase thgow
skill or aMasterywith Bowat charactercreation.

* % * *

Sylhan EIf

Not e: You must have a

Note: Al Players wishing to start a Sylvaif must have
achieved enough experience to be at minirhawel 10 in
addition to Marshal approvabefore creating one of these
beings. See a Marshall or Staff on the ways this can be
achieved.
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The Dusk Elf [R}: following Weapon Masteries at a discount®fSkill Points
from its normal cost: Missile, Blades, Dusk Elvish or All.

This enigmatic race is frequently presumed to be harsh and When using a Crossbow or a Bladed Weapon, Dusk Elves
menacing. Though more accurate descriptions may be fierce  gain a + 2 damage bonus above any Damage and/or magic
and calculating. bonus they normally have.

The unforgiving Darkness of the Deep Forests and Upper Dusk Elves have their own Weapon Mastery skill which
Cave systems is their natural home. They will only venture includes the Crossbow and all Bladed weapons including
into the light of day when they have great need. thrown ones. They can also apply their Weapon Damage to

) ] both hands if the Dusk EIf has the Dual Wield skill.
Though still Elves and therefore seen as a Guardian Race,

Dusk Elves often use methods of teaching seen as harsh and  Starting Dusk Elves may buy the Nobility Skill if they wish.
more survival of the fittest rather then gentle caretaking, they This is only for their race and does not follow the normal
would rather a harsh lesson on survival then to coddle the Elven traditions.
Younger Races.
Inherent Disadvantages:
The Dusk EIfoOos sensitive eyesSizan phygsiquepevint heDusk Elbfiom suehading thé t ,
they tend to avoid Daytime or cover their faces with hoods. Two-Handed Blunt, TweHanded cleaving, or Twblanded
Mastery skills.

An open mind is a weakness and thus Dusk Elves go to great

lengths to shroud their thoughts as well. While not as frail as the Surface Elf, a Dusk Elf suffers from

) physical weakness in bright light or daylight the Dusk EIf
Make-Up Requirements: suffers & 10 Hit Points penalty at these times. This may
The Player must wear gradients of gray megeon all cause weaker Dusk Elves to go comatose during these times,
exposed skin. Dusk Elves have gray, silver, or white hairand  though they willnot die, and will recover once in Darkness.
must wear pointed ears. Dusk Elf Males dofmte facial Similarly, the Light Spell (Terrestrial, 1st Level) causes a
hair. Dusk ElIf to be blinded for 10 seconds. Rune of Brightness

) (Rune, 1st Level) and an Alchemical Light Elixir will have the
Dusk Elves tend to wear lots of Dark hooded clothing, or even  g5me effect if activated Witi 1~ 5 6 .

Blacks. Spiders, Skulls, and other macabre images are
common on their clothing. * Note: You must have aa Mar sh

Dusk Ef.
Population: Three (3) per 100 players; withreinimum of

100 players befre becoming available to play. Note: All Players wishing to start@usk Ef must have
) ) achieved enough experience to be at minirhamel20in
Profession Information addition to Marshal approvabefore creating one of these

Preferred ProfessionsKnight ofStrife, Duelist. beings. See a Marshall or Staff on the ways this can be
ForbiddenProfessions Marauder achieved.

Preferred Magic Wrath & Ethereal
ForbiddenMagic: None

Affinities

Weapon:Single Edged Short & Longsword, and Crossbows
(*DR with DeathDancerg

Magic: Celestial & Wrath

Production: Poisons

Skill Information
Special Skills:Weapon Damad8oth), which is known as
DeathDance. Residtletabolic ResisPoison ResisMind
Effecting& Evade(up to 5 each)
Special MasteriesDusk Even WeapoMaster(Bladed
Weapons & Crossbow)

*may use twdusk Ef swords forspecialaffinity DR

Inherent Advantages:

A Dusk EIf character may purchase the Resist Metabolic,
Resist Poison and Resist Mind Effecting up to 5 (five) times
each. Being so nimble they may also purchase the Evade skill
(up to 5 times)

The Blade and the Crossbow are staples of Dusk Elven
childhood educatiorthus Dusk Elves may purchase the

33



The PerdoMithel dBaved)[Rhe
Through strong magic, long ago, there was a way for the
YoungerRaces and the Ancient Racesnarry and conceive
a child. Thesehildren became known as Gray Elves or Half
Elves.

Though accepted by both worlds they belonged to neither, and
as timepassedthey begun to intermingle amongst themselves,
and reproduced more of their own kind.

They have an average Life span of 350 years.

Being connected to both the Ancient and Younger Race these
beings can have offspring with Other HElves, Humans or
Elves. Unlike The true Ancients he mot her
the race of the child, but instead if a Gray has a child with an
EIf or another Gray that child is also a HElf. If they have a
child with a human that child is human in all respects.

Thus this race is exceedingly rare. More so because there were
once four clans, but all four were nearly wiped off the face of
Tyrra by a Cabal of Vampires more than 150 years ago, who
saw the Grays as a force of prophecy

Make-Up Requirements:
All characters must wear small, pointed ears.

They may favor clothing of either elven or human design and
as they tend to travel often will have garb which reflects tastes
of all the cultures they have visited.

Unlike Elves Male Half Elves may have facielir and
commonly do.

Population: One (1) per 250 players

Profession Information

Preferred ProfessionsVagabonds and Rangers
ForbiddenProfessions Marauders and Cavaliers
Preferred Magic Hearth and Druid
ForbiddenMagic: None

Affinities

Weapon:Bow

Magic: Hearth and Druid
Production: None

Skill Information

Special Skills:WeaporDamage(Both) (under special
circumstancels Resist Metabolic & Resist Mind Effecting (up
to 3 each)

Special MasteriesNone

Inherent Advantages:
Half Elven characters may purchase the Rédetabolic &
Resist Mind Effecting Skills. Limited to Three (3) times each

Due to their belonging to both the Ancient and Mortal World,
and to neither this race may purchase Informational Lores at
minus one<1) cost. They may purchase Elude (Avoidance),
Combat, and Magical Lores for a minus ofiB §kill cost as
well due to their nomadic lifestyles.

Gr ay / Ha Hadlf Elves retain some of their Elven Heritage in that they

may purchase thé&/eapon Damge(Bottgkill which they also

call Bladesong butnust learn this skill from an EIf in play

who is willing to teach them. They must already have dual
wielding, and then effectively buy that skill a second time to
upgrade it to Bladesong. Of course Rouges and Duelists do not
need to go through this proseas their professions already

grant themWeapon Damage(Both)

Inherent Disadvantages:

This race does not suffer from the inherent negative to Hit
Points moskFull-bloodedElves @, but instead gain Hit Points
and Reach Max Cap just as a Human would

d o e s NMTAe biggest tisadvantages for a Half Elf is in Rakeying a

being caught between two realms, they will outietheir
human friends and family, but age rapidly to any Elves they
befriend.

A Half EIf must have something in their history, an ancestor
that is special which allowed for the Half EIf to exist. This is a
Role-playing background and can often include something off
about their history.

Half Elves may not learn the Nobility Skill, though they often
earn noble ranks through service to others.

* *x k* %

Not e:
Gray/Half EIf.

You must have a Ma
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The Eldar

TheEldarwereformed by the original |gark. Some say they
are the most civilized of all the peoplestio¢ world others
the most feral, like a captive but still wild animal.

A dying race with perhaps only a thousand or less survivors

left, they are often seen as dark, tragic in nature and a haunting
race of people. A race that has survived a war of genocide and

knows that their days are numbered regardiessoneday,
there will be no mor&ldarin the world.

All Eldarare extremely long livedheyhave been known to
live for thousands of years.

TheEldarare nowcommonlybroken into theEldarineand
Eldaran butnotto the survivors of this rac&hey only refer
to others as thEldar, never by the distinction &ldarineand
Eldaran

Note: Al Players wishing to start akldar must have
achieved enough experience to be at minirhaxel 15before
creating one of these beings. See a Marshall or Staff on the
ways this can be achievedou must have a
approval to playanyEldar.

The Eldarine (Seelie Court Fey) [R

History has always suggested tlthe Eldarineare close
relatives to thé&lves theyare one othe Ancient Races
cal | eddatd htee fior e t he
ago.

Many academics suspect that EBldarare closer to the
original Spark that all life shares.

TheEldarinewere oncecreatures ofight. Lovers of artquick
with a quip, and light of heanthesechampionpoets arenow
often as skilled with an ink quill as with a rapier.

No longer now they bear a great burdehheart Thoughthey
are stillfond of adventuret now has a reason.ot will
always find a Eldarinein search for a cure for their blighted

brothers and sisters, though they secretly fear there is none to

be found.

Make-Up and Costuming Requirements
AnEldarined oes ndt have any
requirements, but they do tend toward loose flowing clothing.

Eldarine are required to wear pointed ears. These must be
longer than those of dalf being at least 3 inches lonbhey
may be curved or leaf like as well.

An Eldarinealso must have somethindf about their look.
Someimes they have strange colored eyesatiobs around
their eyes. They often also have hgmiseven thornsThese
may ke of latex, sculpting clay, ooam.

Population: Three (3 per 100 playes.

senturidse r i n g

speci fi

Profession Information

Preferred ProfessionsSentinels& Cavaliers

Forbidden ProfessionsMarauders, Knights ofDarknessand
Tinkerers

Preferred Magic:Healing

Forbidden Magic:Necromancy &harmMagics

Affinities

Weapon:Rapier &Main GaucheHand Crossbow
(*DR with Main Gauche off hand)

Magic: Healing& Druid

Production: Scribe

Skill Information
Special Skills:Resist Mind Effecting & Resist Metabolic,
Break Charm & Dominion
Special MasteriesWeaporMasterEldar (One handed
Blades,CrossBows &Spear)

*must use Rapier & Main Gauche combo for DR

Inherent Advantages:
This race has some command over mind controlling magics.

M a FThashthey nag purchase tigreak Charm & Domination

skill.

Seelie courtdy may purchase theesist Mind Effectingkill
andResist Metaboliskill five (5) times eaclas well.

Because of thwvars they foughttheEldarineareall skilled
warr®m é hus they may purchase aigaponskill for -1
skill point. Because of theivarrior natures, they may
purchaseOffensiveCombatskills fori 1 skill point. (i.e.
Weapon Damage®arry, Critical Strike, Riposte & ethal
Strike

Creatures ofijht from birth, theymay also purchas8reater
Lore: Nature,Druid Arts,and Healing Artsskills fori 1 (one)
skill pointseach.

Starting ®elieCourt fey may buy thélobility skill if they
wish.

Inherent Disadvantages

TheEldarinedo have some limits to the choice of combat
arms.Two-Handed Cleaving, Twblanded Blunt, and Two
HandedMaster skils are unavailable to this race.

c costuming

It is unknown whyall Eldaiine despise Necromancy and
charmingmagic or effects so muchut they will NEVER use
either.
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The Eldaran (Unseelie Court Fey) [R]:

This malignant breed dldaris the result of an ancient
conflict of thefey warriors against somgarknesdgrom the
outer planes themselves.

Fully a third of theEldarchoose to corruphemselves to
combat this enemyl.heseEldarwere twisted into dark
reflections of the ght and renamed themselves Hidaran

There is ablacknesspulsingthrough their venpodies, and
visible are the scars artle dark heart that besainside, giving
life to thesewisted beings.

Sagesagree théEldaranare dark, but are they truly inherently
evil? Can a creature infused with this type of corruption be
good?lt is agree that they became these monsterdeatend
their light brethren willingly and with the knowledge there
would be no cure for their actions. Notis as if they a the
mirror antithesis of th&ldarinefrom which they were
spawned.

Make-Up and Costuming Requirements:
AnEldarand oes ndt have any
but they do tend towatldose flowing clothing, often tattered
and angled.

Eldaran are required to wear pointed ears. These must be
longer tharthoseof anElf being at least 3 inches lorithey
may be curved or leaf like as well.

An Eldaranalso must have somethindf about their look.

Sometimes they have strange cologges, ortattoos around

their eyes. They often also have blackened horns. These may
be of latex, sculpting clay, or foam. They may look likelers

orr a nhédres or whatever natural horns the player wishes.
Consult a Race Marshall for tips on making your horns.

Unseeliecourtfey are requid to use make up and haymay

to black markings around their eyes to represenddinieness

that flows through their veinshey sometimes continue these
marks over the whole body as dark veins to show the darkness
thatcorrupts their very beings

Population: Three(3) per 100 players; with aninimum of
100 players before becoming available to play.

Profession Information

Preferred ProfessionsWarrior, Cavalier,Knight of Strife&
Duelist

Forbidden ProfessionsMarauder, Knight of Valor Knight of
DarknessRanger, All Crafters, Magi and Artificer.
Preferred Magic Wrath Magic

Forbidden Magic Healer andCharmSpells

speci fi

Affinities

Weapon:Raper & Main Gauche, Hand Crossbow
(*DR with Main Gauche off hand)

Magic: Wrath

Production: Alchemy

Skill Information
Special Skills:Resist Mind Effecting & Resist Metabolic,
Break Charm & Dominion
Special MasterieswWeaporMasterEldar (one handedlades
andCrossbows, Spears and BQws

*must use Rapier & Main Gauche combo for DR

Inherent Advantages:
Because th&ldaranare essentiallgorruptedEldarthey may
purchase th&reak Charm and Dominatiokill.

Eldaran may purchase tResist Mind Effectingkill & the
Resist Metaboliskill up to five (5) times each.

The Eldaranareall skilled warrios. Thus, they may purchase
anyWeaponskill for -1 (minus oneykill point. Because of
theirwarrior natures, they may purchasaffensiveCombat
skillscfar isL skill pointd(ige. We&parDamagesnrRarmyt, Gritical
Strike, Riposte & ethal Striké

Starting Eldaran may buy tidobility skill if they wish.

Inherent Disadvantages:

TheEldarando have limits to the choice of combat arms.
Two-Handed Cleaving, Twblanded Blunt, and Twblanded
Master skilk are unavailable.

Eldaran are permanenttprrupted and thé corruption cannot
be cleansedr removed by any known means. There is
rumored to be atual magic that can restore these creatures to
their former state, but no one claims to have witnessed it.

As aeatures touched by therydorces of corruption any
curative magic or effect or agic with he Light agline effect.
cast on &ldaranwill harm them Any Darknessspell such as
aninflict type spell will do nothing to themThe magics that
can heal a Eldaranareonly Heal, Cause& Corruption spells
and dfects.

Life, Death,andRevivespelk and the like all work oRldaran
as they would any other creature

Unlike their Selie brothers ansistersthe Eldaranhave no
problem with usingCorruptionmagic or effects; in fact, they
seemto have been indoctrinated and bred for them.

It is unknown why all Eldandespisecharming magic or
effects so muchbut they will NEVER use them

#*** Not e:
Eldar. ****

You must have
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Troll Brood [R ]:

Trolls have a strange history that is somehow connected with
thefey. They are often servants of both thlelaran and
surprisingly theEldarineas well. They seem strangely to be
accepted by all thAncient Racesthoughfairies fear them
greatly.They are based on thmlls of Nordic and Germanic
myths.

Trolls are not known for their sensetafmor;theyespecially
dislike practical jokes.

Often these brutes@aseen as cannibals akidngppers.
Beings of scary reputation and dispositiomomsvould just as
soonmurder a victim and eat them as anything else.

Trolls are said to practice dark rituals unlike anything that the
other races and cultures haitds rumored that they can
divine the future from the bones of their victims

The troll rood is the smallegthd most common of the
various tolls. Some might ange they are also the most
cunning if not the most intelligent.

Make-Up and Costuming Requirements:

Troll Broodshavevariousblotchy green tasickly bluish skin
andblack, red,orange blue or everpurple hair. Remember, a
player must cover all exposed skin with make

Trolls also must wear a prosthetiose that ist least 5 inches
long. Troll krood also havd inch or longer pointed ears,
which may be smooth, serrated or jagged.

Troll brood can wear any type of costuming, but usually prefer
a mor e Ifok. Brighgly oelored ritualdttoos are very
common

Population: Two (2) per 100 players; withminimum of 100
players befee becoming available to play.

Profession Information
Preferred ProfessionsMarauder
Forbidden ProfessionsCavalier,

All Knights, Tinkeer, Apothecay,
Preferred Magic:HearthMagics
Forbidden Magic:Healing

Affinities

Weapon:Bone or Bone Handled Weapons
Magic: None

Production: None

Skill Information

Special Skills:Divinationi Roll the Bones

Special MasteriesNone (Weapon MasterAll is their
favorite)

Inherent Advantages:
Weapon Masteriesan be purchased for minus twa)(Skill
points.

Troll Broods are vergtrong andyet a 2 Enhancedstrength
bonus.

Furthermoreall troll brood may purchase thdinhanced
Strengthscore up to +5 regdless of professiofVarriors,
Smiths,andMaraudes may purchase five additialstrength
points as petheir profession, for a total +#Znhanced
Srength.

Quick RecoveryTrollsare often thought to naturally
regenerate, and thoughghs true of some of the largend
stranger troll types, troll tmod do not regenerate.

They dogain a special bonus from any formhefaling they
receive in that the spell, elixir or whatever does an additional 5
points ofhealing.This even applies toedecrated arorrupted
trolls who are healed b@auses(i.e. a toll would gain 7

points of healing from &€ure Light Wbundsspell, or a
desecratedoll would get 7 points of healing from@ause

Light Woundsspell) The toll& corstitution also gives them a

+5 hit point bonus to their totallhus,they may attain +5it

poi nts over

Trolls who buy thed-ortify skill do gain double the
regenerative powers of that skillg Fortify IV rather than
regenerate 2 HP / 10 mintall broodregenerated HP / 10
min)

Inherent Disadvantages:

Many considerrbll broods to be a stupid race. While there are
no doubt less intelligent members of any racetrtiebroods

are anything but.

Trolls panache for dark rituals and towaahanibalism
coupled with their ability to gain extra from any form of
healing have led to their inability to ever learn &fealer
magic pells.They simply seenoreasdant doesndt
culture.

Troll Broods,like all trolls, are verysusceptible toife. Thus,
when attacked by arfyire or Flameattack therbll brood
takes aradditional five (5) points of damage from the attack.
(i.e. TheFiery Dartspell would do 10 points ofaginage to a
troll brood)

It is unknown how long aall brood can live, or even how
they are bornThey even have a legend thiagy are all the
regenerated ptr of an immortagianttroll being.

They also may not purchase thebility skill

** Note: Alltroll broods must have fey Eldaranor
Eldarine) astheir sponsor in play. They are attached to this
character and their house

*** Note: You must have tiddarRace Mar shal |
permission to play tkirace, and be connected to Bllar
player character.

*xx - All Players wishing to start a trolllood must have
achieved enough experience to be at minirhawel 10before
creating one of these beings
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The Goblinoids

The Goblinoid Races:Often considered the enemy of
humankind, th&oblinoidraces are, fierce, aggressive, and
cunning; these creatures are found in all parts of our world.

Goblinoids come in a wide variety of races and sub species.
The only thing that tend to hold them all in common is that the
revel in bloodshed and destruction wherever theywygar. is
theirguiding force, strife their purpose, and a passion for
violence is almost universal amongst their entire ilk.

The gayer must decide how best to handle the savagea

of these beingS hough payers may not start asfall -blooded
member of these racdkeir ilk often have the same
tendencies, even if they are just below the surfébey are
regarded with suspicion anglen hatred most place they go.
They often turrto a life of adventure and travel as a means to
never place roots down and always stay away from the
bigotries that haunt their lives.

Will you be an outcast from anr@sh tribe, or a rampaging
memberof a pack ofOgre® These races provide a great +ole
playing opportunity and are a lot of fun.

Orc-Blood [R]:

Orcish history is drenched with blood especi&lyen It
seems that their nature is to destroy; because of that, most
people view these beings as evil destroyers with little
redeeming qualities.

Thefull-bloodedOrc is the adversary, but they do often leave
a softer hearted progeny in their wake, hamelyQhe

Bloods. OreBloods make fiercehampions and can become
loyal companions.

OrcBloodsar e a relatively short

live past sixty years of age.

Make-Up and Costuming Requirements:
Orc-Bloodshavebrownishdark greensplotchyblack or
graying skin andlack, brown ordarkred hair. Remember, a
player must cover all exposed skin with make

They are required to wear tusks at all timésless eating, of
course!

Orc-Bloods also tend to have pointed ears, but unlike the
gently sloping ears dElves anorc-bloods ears tend to be
serrated or jagged.

Orc-Bloods can wear any type of costuming, but usually
prefer a more Abar barvéenc o
common trait amongst thembloods

Population: Six (6) per 100 players.

Profession Information

Preferred ProfessionsMarauder

Forbidden ProfessionsKnights of Valor, and alScholars
Preferred Magic:Wrath Magics

Forbidden Magic:None

Affinities

Weapon:Wide Bladedsword andHeavyAxe
(*DR with Shield)

Magic: Wrath

Production: None

Skill Information
Special Skills:None
Special MasteriesOrcish Weapomaster(All Bladed and
Cleaving Weapons)
*may couple with Shield for Special Affinity DR

Inherent Advantages
Orcs are very strong, and their kin share that attriliite.
Bloods get a + EnhancedStrengthbonus.

Furthermoreall orc-bloods may purchase th&nhanced
Strengthscoreup to +5 regardless of clasdhampionsand
Smiths may purchase fiv&@rength points as per their
profession, for a total +Enhanced Bength

Orcish heritage is one full of war and strifes suchOrcs
quickly learn that the more armor theteetThis carries over
to the orebloods as well. As suchr@bloods may purchase
theWear Extra Armoskill at-1 skill pointsper level.

The Orcishconditution also gives them a +10 hibipt bonus
to their total Thus,they may attain +10 hit points over their
professoimgsrcdps hit p

Orcs like to see things bleed, and they have developed a great

fondness for edged weapons of all tyg@sc-Blood s may
purchase thercish Weapomaster skil| which includes all
bladed weapons from a dagger to a #aanded sword and all
forms of cleaving weapons both one and taaded.

Inh Disad t : R
Ry B P o 5 fe albipttifabd. Whichifof &b

no doubt less intbjent members of angace, the ordloods
are anything but.

Regardless, orbloods have a difficult time learning to read
and write. Because of that, arcdolood player must pay
double(x2) skill point cost forany Ethereal Artor Read &
Write skills.

They also may not purchase thebility skill

Orc-Bloodsalso pay doubléx2) for anyInformational Lore
skill. Orc-Blood martialupbringing limits them in the ways of
magic furtherThey may never purchase any of Ritual
Master skils orMagical Loreskills

00 Kux NG ! 08 % 42 'y s8N Hia%" aanmar s h
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The Ogrekin [R]:

Ogrekin are less common than their fbllooded kin and
often prefer to remain in solitude, even tgbuhey are well
accepted intogre society.

This does not preclude these behemoths from adventuring,
however, and they can hold most any occupation. They have a
hidden aggressive nature and can be more vicious than any
orc.

Ogrekin also have a hard time understanding the concept of a
weaker racéeing in chargeMight makes ight and somene
must generally prove to ang@ekin why they should lead.

This often gets them into brawls, but if defeated, and then
shown kindness or offered friendship one could never ask for
a more loyal companion.

Ogrekin are relativelJong-lived races some are known to
have lived to be over 150 years of age.

Make-Up and Costuming Requirements:

Ogrekin have dark yellowish skin if they areateld to the hill
Ogres and e&ep brown ski if they are more akin to thegres

of thehigh mountainspothtypes can be highghted with

related colors likeifihter browns or deep oranges. Remember,
aplayer must cover all exposed skin with make

Ogrekin can have hair of any natural color, but it is usually
dark. Theyalso are required to wear tusks at all timésless
eating, of course!

Ogrekin can wear any type of costuming, but usually prefer
animal skins ofeather armor to any fancy dress or heplaye
armor.

Population: Three (3) per 100 players.

Profession Information

Preferred Professionswarrior & Marauder
Forbidden ProfessionsAll Scholars & Crafters
Preferred Magic No Preferred Magic
ForbiddenMagic: None

Affinities

Weapon:Clubs, Hammer & Maces
Magic: None

Production: None

Skill Information
Special Skills:None
Special MasteriesNone

Inherent Advantages:

Ogres are very strong and pass that attribute onto their kin
through a +1Enhancedstrengthbonus. This bonus allows the
character to deal an additional point of damage in combat.

Furthermoreall Ogrekin may purchase thé&nhanced
Strengthscore up to +5 regardless of claS8sampions and
Maraudes may purchase five additiahstrength points as per
their profession for a total +6nhanced Bength

Theaqgreds constitut i dinpoidbenas gi v
to their total Thus,they may attain +15ihpoints over their
pr of e $ispoird cap. s

Ogre society praises strength andghnessbove all elseAs
such ogrekin can purchase ttk@rtify andMaster Fortify
skills for -1 skill point

Inherent Disadvantages:
Many considepgrekin to be slower and less intelligent then
the more rdtesi vilizedo

Ogres anagrekin do not to seem to mind this impression as it
tends to give them an advantage over the other races when it
comes to getting away with things.

None the less,grekin, likeorc-bloods, have a difficult time
learning to read and write and must pay dok® skill point
cost forany Ethereal Artandthe Read & Writeskill.

They also may not purchase thebility skill

AnOg r e k i nnieans thay taknoffectively use a
buckler shield, a rshieldtUsetBsickler a n 6
or ShieldMaster skilk.

Not e: You must have a Mar shal
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The Oni or Ogre Magi [R]:

Oni or ggremagi as they are commonly called are arsge
race of gre.

Warped by powerfuEtherealmagics they share a similar
history to normaDgres and sometimes the offspring of two
normalOgrescan turn out to be blue skinnedogre magi.

Oni are less common than their fblboded kin, and it is
rumored that there is@lony of theg creature on a large
volcanic sland wherghey practice might§{etherealmagics in
solitude away from prying eyes.

This does not preclude thelStherealchampions from
adventunng, however, and these cunnirgsters have a quick
and devious mind.

Make-Up and Costuming Requirements:
Ogre nmagi have dark bluish skin that can be highlighted with
colors like red and purples.

Oni can have hair of any color, but it is usually dark, and even
can be of strange colors suchliue, orgreen.Very rarely
femaleOni are said to havslver, and thearemale metallic

gold.

They are required to wear tusks at all timdsless eating, of
course!

SomeOni also grow horngike the Djinn-bornor fey.

Ogre nagi can wear any type of costuming, but usually prefer
a more Oriental or Persian look.

Remember that player must cover all exposed skin with
makeup.

Population: Three (3) per 100 players; with a Minimum of
100 players before becoming available to play.

Profession Information

Preferred ProfessionsSentinel

Forbidden ProfessionsMarauder, Ranger, All Knights & Al
ScoundrelsCavalier

Preferred Magic Ethereal

Forbidden Magic:All Terrestrial

Affinities

Weapon:None

Magic: Celestial & Arcanist
Production: None

Skill Information
Special Skills:None
Special MasteriesNone

Inherent Advantages:

Ogres are very strong and pass that attribute onto@mékin
through a +EnhancedstrengthBonus. This bonus allows the
character to deal an additional point of damage in combat.

Please Note¢heir Enhancedbtrengthbonusis in addition to
any Enhanced Strength their profession may allow themyo
butdoes not allow them to exceed that limit.

The ogre magi constittion also gives them a +10 hit point
bonus, and thus +10toth@ir of essi ondés maxi

Inherent Disadvantages:

Unlike Ogres which many consideo be an unintelligent
race,Oni are knavn to be very intelligent anare quite
capable casters. While there are no dotigid members of
any race, th@©niare anything but.

Unlike theirogre brethrenQni caneasily learn an¥thereal
Magics.Butduetothegr e soci etyds | ack
language they must still pay doulfie?) to learn thdRead &

Write skill.

They are inherentlitherealcreatures though and can thus
never learrTerrestrialmagics of any sort. This means that
they are also unable to become any offtbeestrialmagic
basedrofessionswhich includeRanger, or any Knight
profession.

FurthermoreQni lack the benefit that others aje descent
gain in that they cannot learn additgiEnhanced Bength
beyond what their chosen profession would allow.

They also may not purchase tiebility skill
An On i theanslihey cannot effectivalge a buckler

shield, and
ShieldMaster skilk.
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The EtherealRaces

The Ethereal RacesThe list of other races and species that
have visited us is long and varidgjinn-born the

Brotherhood Acanum, and th&ons & Daughters of Kythas

well as, others more mysterious have all left their mark. War is
usually the gift they bring, and death is left as a reminder.

Note: Allplayers wishing to staran Etherealrace must have
achieved enough experience to be at minirhawel 15before
creating one of these beings. See a Marshall or Staff on the
ways this can be achieved.
approval to play angthereal

The Daughters of Kyth [R]:

Long ago there as a great war on the Etherbalders
Slaves of the Darkness rebelled. Their leader was the Great
Kyth.

These sons and daughters fought for their freedom, and won,
but at a great cosKyth was utterly destroyed in the battle,
consumed as if she never existed.

The former slaves had always been kept separate from one
another as far as male and female, and when the final backlash
of titanic magical energy ripped the fabric of existence they
were again cast far from one another.

Over millennia thédaughters of Kytldeveloped great skill at
the Celestialarts, and traveled th@anes in searchf what

had happened to their belovedtmer Kyth.As they travelled
they beame one with thelpnes arond them, and their
appearanceshanged to reflect their new power.

Finally, they were reunited with thdirothers, but too late, for
the male of the species had made a horrible and unforgivable
mistakeThe arrogant mal esd
male. Furthetheybent their lives toward the ways Afcanist
magic.

So,the debate began, and though the two are of one race they
no longer have the same beliefs, and neither side is willing to
give in as to the true identity of Kyth.

Daughters of Kytlare very long lived; they caandure for
thousands of years

Make-Up and Costume Requirements:

Daughters of Kyth have yellow to brightld sin with darker
highlights and gots.TheDaughters of Kyth s hai r i s
dark color, but may be any natural colorddughter of Kyth

often has only #op knot ofhair and this can be achiele

through a prosthetic capaughters of Kytthave serrated ears

as well.Nose prosthetics to make the players nostrils appear as
slits are also encouraged.

Daughters of Kythend to wear costuming of a flamg nature,
often adorned with magical symbols dyghs. They also
often cover their bodies with a cloak or hood to cover their
obviously alien nature.

Yo

legen qnﬁereht%ilsa%vaﬁta@é%:t

Population:; One(1) per 100 players; with eninimum of 100
players befoe becoming available to play.

Profession Information

Preferred ProfessionsArtificer

Forbidden ProfessionsAll Champions, All Knights, Rayer,
& Duelist

Preferred Magic Celestial

Forbidden Magic:All Terrestrialand Arcanist

Affinities i
Weapon:Nohe have a Marshallds

Magic: Celestial
Production: Scribe & Surgeon

Skill Information
Special Skills:Resist Arcanist (up to 5 times)
Special MasteriesiNone

Inherent Advantages:

Because of theiotherworldly origins, th&aughters of Kyth
have been exposed to the powerful ethereal forcdseof t
hidden homeThus Daughters of Kythmay purchase the skill
Resist ArcanisMagic up to 5 times regardless of their
profession.

Daughters of Kytlwho learnCelestialmagic as their primary
magic gain a special bonus of an additional spell at each level
of magic they have leaed.For example, if a @ughterof

Kyth has a 4,3,2,1 prima@elestialcolumn they may cast
5,4,3,2 spells. These bonus spells MUST kekestialonly

spell.

Their special knowledge &therealmagic allowsDaughters
of Kyth to purchase th€elestialArts skill for halfskill point
cost, rounded up.

Kyt h

Daughters of Kytlare completely unable to learn any
Terrestrial Arts. Sopowerful is theDaughters of Kyth s
towardCelestialMagic that they cannot leathe Arcanist
Arts skill.

wa s a

pull

Sons andaughters of Kytltan be great fun to rolelay.

Though they are technically the same race they have traveled
in two completely different directions, and as such can no
longer agree on their shared p&d, strong is this that though
violence is typically forbidden against one another, long, and
sometimes very loud heated arguments are comAlbthis

gtiife is,over v)\éhetger Kyth was male or female.

They also may not purchase thebility skill

Note:All players wishing to start asdighter of Kth must

have achieved enough experience to be at minitbrawal 10
before creating one of these beings. See a Marshall or Staff on
the ways this can be achieved.

Not e: have a Mar shal

You must
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The Djinn -born [R]:

Relatedto the Djinn suctas the genies ofraand theefreeti of
fire, these elemental beings arasters oElementaimagics.

Their keeps seem to float aroumany of the most extreme
environments of thevorld. Deserts, volcanoes, artiams all
are hone, and in fact relished by ttiginn-born

Djinn-bornare very long lived, it is speculated they can
endure for thousands of years powelngdhe magic they
manipulate.

Population: Three(3) per 100 players; with a Minimum of
100 players before becoming available to play.

Profession Information

Preferred ProfessionsSorcerer & Sentinel

Forbidden ProfessionsMarauder, Ranger Knight of Valor,
Knight of Darkness

Preferred Magic Elemental

Forbidden Magic:Hearth and Necromaryc

Affinities

Weapon:Short Blade& Spear
Magic: Elemental
Production: Scribe

Skill Information

Special Skills:Resist Elemental (up to 5 times, plus any class
Resists)

Special MasteriesNone

Make-Up and Costume Requirements:

Djinn-bornmust weawarious prosthetics likhorns orears or
both andshould be made to look like théeenent they are
closest to, or multiple eheents if approved by a Marshall

Djinn-bornhavefull body makeup that must reflect the nature
of theelemert they are closest to, or evenultiple elements.
So,afire Djinn-bornmight havered skin with brightorange
andyellow veins brown or gay like dirt or evermarble

would mark &Djinn-bornclose toearth. Prosthetics are
encouraged anchay be used for a mostementaface. A
Djinn-bornd Bair is usually a dark color, but may be any
color, ornone

As elementalbeings the Djinn-borncan userostheticdo add
to their look.A player may want to have crystalsrocks
coming out of theiDjinn-bornd arms or head. Several looks
can be achieved to give tfeeling of being one with the
elements.

Djinn-borntend to wear costuming of a flimg nature, often
adorned with magical symbols dyghs.They also often
cover theitbodiesin bright magical runes.

Inherent Advantages:

Djinn-bornhave been exposed to the powerful elemental
forces of their planar exild@.hus Djinn-bornmay purchase
the skillResist Elementalp to 5 times regardless of their
profession or any skill iElementalmagic, these are in
addition to any their profession or spell column allows.

Djinn-bornwho learnElementaklas their primary magic gain a
special bonus of an additional spell at each level of magic they
have learned-or examplejf a Djinn-bornhas a 4,3,2,1

primary elementatolumnthey may cast 5,4,3,2 spells. These
bonus spells MUST be d&lementakpell (l.e. Fire, Ice,
Lightning)

Their special knowledge d&therealmagicallowsDjinn-born
to purchase thElementalArts skill for half skill point cost,
rounded up.

Djinn-bornare said to be so hearty they are immune to
elemental damage. Though this is not quite the case they do
become more in tune with the elements as gregressThis
translates into aainage reduction verdelementakttacks and
spells of minusone (1) perlevel of theDjinn-born, regardless
of his or hemprofession. This does not apply to the base
damage of a weapon such that a sword calling 10 magical fire
would still do its base 10 magic against Bjan-born But
thefiery breath of a hell hound would be reduced by this
defense(Example a 7 Level Djinn-bornrogue who is hit by

a 10 fre packet from a helldund or arice Blastspell from an
elementalist would only take three (3) points of damage from
the attack.

StartingDjinn-born may buy theNobility skill if they wish.
Inherent Disadvantages:

Djinn-bornarecompletelyunable tdearnthe Hearth Arts or
Necromancy Artskills.

In addition,a Djinn-bornmust pay an additiad 1 skill point
cost fa eachSpell Levelpurchased for anyerrestrialArt they
can learn(i.e. Knights of Strifenow pay 3 for astor 2" level
spell slot, 4 for a8and so on.)

So powerful is thd®jinn-bornpull towardElementaimagic
thatit must always be their primaBthereal Arf learned
before Acanist or Celestial

Note: All Players wishing to start@jinn-born must have
achieved enough experience to be at minirhaxel 15 before
creating one of these beings. See a Marshall or Staff on the
ways this can be achieved.

Not e: have a Mar shal

You must

42



The Sons of Kyth[R]: Skill Information
Special Skills:Resist Celestial (up to 5 times, plus any class

Longago there was a great war on Etaerealborders Resists)
Slaves rebelled against theiasters and their leader was the Special MasteriesiNone
Great Kyth.

Inherent Advantages:
These sons and daughters fought for their freedom, and won,  Because of theirtberworldly origins,Sons of Kythhave been
but at a great cosKyth was utterly destroyed in the battle, exposed to the powerful ethereal forces of thielden
consumed as if he never existed. homelandThus Sons of Kythmay purchase th&kill Resist
Celestial Magicup to 5 times regardless of their profession.

The formemale andemaleslaves had always been kept in

separate housing far from anoth®o,when the final backlash Sons of Kythwho learnArcanistmagic as their primary magic
of titanic magical energy ripped the fabric of existence they gain a special bonus of an additional spell at each level of
were once again cast far from one another. magic they have learneBor examplejf a son of Kyth has a
4,3,2,1 primanArcanistcolumn they may cast 5,4,3,2 spells.
Over millennium e Sons of Kythdeveloped great skill at the These bonus spells MUST be Arcanistonly sell.
Arcanistarts andraveled the fanes in searchbf what had
happened to their greatther Kyth. Their special knowledge &therealmagic allowsSons of
Kyth to purchase thércanistArts skill for half skill point
As theytravelled,they became one with thptanes arond cost, rounded up.
them, and their appearancdésmnged to reflect their new
power. Inherent Disadvantages:
Sons of Kythare completely unable to learn ahgrrestrial
Finally, they were reunited with thesisters, butoo late, for Arts skills.
the female of the spies had made a horrible and unforgivable
mistake They believed Kyth had bedemaleandhad bent Further so powerful is thBons of Kytld s p u | Arcamisd wa r
their lives toward the ways @elestialMagic. magic that they can never learn t8elestialArts skill.

So,the debate began, and though the two are one race they no  Sons andaughters of Kytitan be great fun to rofelay.
longer have the same history. Neither side is willing to give in ~ Though they are technically the same race they have traveled

as to the true identity of Kyth. in two completely different directions, and as such can no
longer agree on their shared p&&i.drong is this that though

Sons of Kythare very long lived, it is speculated they can violence is typically forbidden against one another, long, and

endure for thousands of years powered by the magic they sometimes very loud heated debates are comkibthis

manipulate. strife over whether Kyth was male female.

Make-Up and Costume Requirements: They also may not purchase tiebility skill

Sons of Kyth have drab green/olive to coppery brown skin o
with dark highlightsTheSons of Kyt s hai r i s us Neta: AllPlaysrs wishingto start a Son oftK must have

color butmay be any natural coladBons of Kythhave serrated achieved enough experience to be at minirhewrel 10before
ears as wellNose prosthetics to make the players nostrils creating one of thesel beings. See a Marshall or Staff on the
appear as slits are also encouraged. ways this can be achieved.

Sons of Kythtend to wear costuming of a flamg nature, Note: You must have aMarshabs appr oval to

often adorned with agicalsymbols orglyphs. They also
often cover their bodies with a cloak or hood to cover their
obviously alien nature.

Population: One (1) per 100 players; with a minimum of 100
players before becoming available to play.

Profession Information

Preferred ProfessionsMagi

Forbidden ProfessionsAll Champions, All Knighd, Ranger
& Duelist

Preferred Magic Arcanist

ForbiddenMagic: All Terrestrialand Celestial

Affinities
Weapon:None
Magic: Arcanist
Production: Jeweler
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Chapter 5: Professions

Professios are first based on@lass orgrouping such as
Champions oBcoundrels which determine the basics of the
group, such that bBprofessions in a group gaiit Ipoints at the
samerate and have the same maximum bings.

Every gayermustchoose what profession his/her persona will
be.Professions do more than just determine what type of skills
a person will be able to purchase, but dew much those

skills will costand even how much of certain skills one may
buy.

Read through the list of professions, both for what they can
and cannot do, what the cost of their skills are, and how many
of any given skill they can buy.

Also note that not all professions are open to all of the
playable races, such as Orcs cannot become Scholars, nor can
a Shireling become a Warrior btarauder

Always keep in mind the rolplaying aspect you wish to
portray. By combining your race arydur professiotyou will
find that no matter which profession you choose, your
opportunities abound.

Here is a brief synopsis of the Classes and Professions of
Mythic Adventures

Champions
1 Warrior
0 Soldiers, bawlers and theoremier
combatants
1 Cavalier
0 Heavy amored,nobles bound bjonor and
title.
1 Marauder
o Tribal warriors who are superstitious
againstmagic.
Knights
1 Kbnight of Valor
0 Those who would live bynor andprotect
the weak.
1 Knight of Strife
0 Honor bound Knights to will call on dark
powers in\ar.
1 Knight of Darkness
0 A Knight who believes a nobleath leads
to anobleundeath

Defenders

Crafters

masters of theaad.

1 Apothecary

1 Ranger
o Defenders of theatural andelemental
worlds.
i Avenger
0 Atragic dark defender wheeeks vengeance
on a hated enemy
1 Sentinel
0 Those who would perfect thes of sword
andspell.
Scoundrels
1 Duelist
0 Combatprofessional, ranging from
Musketeer to Assassin
1 Rogue
0 Thief, spies, scouts anlugs
1 Vagabond
0 Travelers and nomads. jacksaif trades,

0 Specializing irElixirs, Alchemy, and
Poisons, madaentist
1 Tinkerer
0 Specializing in engineering, constructs, and
flintlocks.
1 Smith
0 Specializing in all things related to a forge,
armor, weapons angwel cafting.
Scholars
1 Magi
0 Baseline scholar good at spell casting and
rituals.
1 Sorcerer
o0 Battle pell castes who prefer the field to
the ritual drcle.
1 Artificer
0 ThoseSchol ar s

then casting in a dttle.

whood

45

rat h



The Champions

Champion pofessions excel at martial skills, and they can
easily dominate a melee combat.

Champions are also the toughest of the professions, adding to
their survivability in almost any situatiohey rely on
strength of arnand armor to win the day.

Warriors

TheseChampionsre the most basic form of combatartis
does not mean that they are all cookie cutters of one another
quite the opposite.

Warriorsform the back bone of any military force, and they
canlearn at least the basics of amgrtialskill in the game.

Classic examples of Watrriors in history would be the
Spartans, most of the Crusaders, even the Musketeers.

Hit Points: 5 per level up to 100 (adjusted by race)
Maximum Weapon Damager30 (Thirty)

Maximum Armor: 200

Weapon RestrictionsNone

Max Backstab Damage+9 (nine)

Maximum Spells:Four (4) columrPrimary

Magic Type Any

Maximum Strength:+5 (five) adjusted by race

Racial RestrictionsNo ShirelingsGnomesSons ofKyth,
Daughters of Kyth

Warriors may learn to call more damage through skills at +30
(thirty) than any other professionhis also means they may
learn as man¥arries, Critical Strikes Riposts, andLethal
Strikes as theinWeaporDamagewill allow them, as well as
Shield Block and Shield Bashes

Warriors have no weapon restrictions and can learn any form
of weapon combat including anyeaporMastertheir race
allows.

When it cometo stealth, Warriors are naiverseo these
tactics, and though not as well suited for these tasks as a
Rogue they can stiixcel and gain enoudgbackstab Damage
at +9 (nine) to be able to also bAgsassinates,
Dodge/Intercepts, Feints and Evisceratiacks up to what
their skill in Backstab Damagwill allow.

Warriors can learn magi@hey will never be as well suited

for this as other profssions, or even other types ofreored
combatants such as Knights of Valor or Rangers, but they can
with time and great effort succeed in magic and are even able

to learn from anyliscipline ofmagic, gaining up to a four (4)
column in that magic type.

Runes as with all professionsre available to Warriors and
many a Warrior has learned these valuable skills to augment
their combat prowess.

Crafts, Lores and everProductionskills can all be learned by
the Warriorprofession, and many can even be mastered.

Warriors form theébackbone of any military group, the can
wear as much armor as they can carry, gaining the benefit of
every piece, up to 20@mor points.

As a member of the Warrior professjaeek out those who

can further youmartial skill. Join a Garrison aiown guard,
become part of enercenary group, or strike it out with your
trusty sword andshield,decked out in your best armdie

whole of the world beckons, and riches wait at the end of your
blade.
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Special Abilities:

5th Level: Weapon Specialization | (3 points)- A warrior

may choose a fighting style to specialize in. They may choose
a Basic Weapon Skill (One Handed Blunti2nded Cleaving,
Medium Shield, etc.) for each hand. A 2 Handed Weapon Skill
takes both hand selections. The effect of the Affinity is +1
Weapon Damage and Physical DR per level of the Affinity
when using those weaporihe damage may stack with other
applicable affinities, but only the highest individual affinity

DR will apply.

15" Level: Weapon Specialization II1(3 Points) The
warrior may purchase the second level of their chosen affinity.

20" Level; Resolute Defensé5 points) purchased every 20

Levels (20, 40, 60, 80 & 100)his skill allows the user to take

only 1 hit point of damage from any damaging spell, attack or

effect. This includes special attacks or spells which normally

would drop the character to critically wounded or worse

status, such as Critical Strike, Letl&itike, Assassinate, the

Death or Condemn spells, and similao. activatethis ability,

the user must loudly declafieR e s o | u toe oDnecfee nasfef ect e d
by an attack.

25" Level:_Ferocious Strike (5 points) purchased every 25

lewvels (25 50, 75, 100)This is a melee attack which if

successful will cause the victim to tak® (triple) damage

from the attack (up to the weaponds maxi mum potenti al
damage)Usermuststatdi Fer oci ous Stri ke <Damage/type>0

25" Level: Weapon Specialization 11l (3 Points) The
warrior may purchase the third level of their chosen affinity.

30" Level: Weak Points (Free)The Warrior nay call the
Magic Tagline when usinteir Specialization style to
represent overcomingtaa r dgnberedtsesistances. Requires
Weapon Specialization 3.

40" Level:_The Heat of Battle (5 points)purchased every 40
Levels (40,80) Gain +3 Dam;3 DR for 10 minutes. Activate
by saying AThe Heat of Battl e

50" Level: Warcry (5 Points) purchased every 50 levels
(50,1001 06 Ao0oE Fear vs Enemies. Activate by saying
AWar cr §0footF@aai us o
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Cavaliers

These Champions are often mistaken for those of the Knight
professions.

Cavaliers are thosgghampions ofrivileged birth, and heavy
arms who rideout to take on the enemies of family, land and
pride. They dten feel they are entitled to a life of valor and
privilege long after their family fortunes have run dry.

Though many are arrogant ahalughty, others still are noble
andselfsacrificingfor their land and people, feeling they
must take on every burden, every slight, and carry out every
judgment themselves, to show the people why the nobles
justly rule the common class of people.

Classic examples of Cavaliers in history would be the
Dragoons, Robber Barons, Knighted Nobles and even the
Conquistadors

Hit Points: 5 per level up to 100 (adjusted by race)
Maximum Weapon Damagetr24 (Twentyfour)
Maximum Armor: 200

Weapon RestrictionsMissile and Primitive

Max Backstab Damage+0 (nhone)

Maximum Spells:Five (5) column Primary of any type, and a
Four @) columnSecondanpf any type of magic

Magic Type:Any
Maximum Strength +5 (five) adjusted by race

Racial RestrictionsNo RomanoviDawn Elves Sylvan
Elves Gnome Shireling, Ogrekin, Or8lood, Oni, Troll-
Brood Sonof Kyth, Daughter of kth, Wolven, Ursoni,
Mi not aur , Il madGhandi ,
become a Cavalier

Cavaliersmay learn to call up to +24 (twenfgur) points
damage through skills, as the weapon type will allbkis

also means they may learn as m@nitical, Riposte, and
Lethal Strike as their damage skill will allow them, as well as
Shield Block and Shield Bashes

Cavaliers have few weapon restrictions, othanuse ofpole
arms, staves, clubs and otheommoner weapons. Otherwise
theycan learn any form of weapon combat including any
WeaporMastertheirrace allows.

When it comes tatealth, Cavaliers will not dirty their hands
with it. They have subordinates for such things afterTddey
arenotaverse o t hese tactics, they
themselvesThus,they can never leasimbushor any

Backstab Damagat all, and therefore may not learn any of

the more advanced attacks either sucBwascerate

Cavaliers can learanymagictype In fact, because a Cavalier
is well educated they can learn more than one type of magic if

they are so inclinedlheycangain up to dive (5 column in
their Primaryspell column and must learn this in a five (5)
column format.

The Cavaliemay alsdearna Secondary agic and with time
and great effort succeed, gaining up to a four (4)roal

Runes as with all professionsre available to Cavalier and
many a Cavalier has learned these valuable skills to augment
their combat prowess.

Crafts, Loresand everProductionskills can all be learned by
the Cavalier, and some can even be mastered.

Cavaliers must always wear the best armor, or clothing as
befitting their station in life. This means that a player who
does not meet the standards of costuming set forth by the
Marshalls, will be stripped of his / her special abilities until
they return @ their costuming requirements, and a Marshall
approves their reactivation.

A Cavalieb s d i scdnamomthirfg®is such that even if
the Cavalier had thskill to use aritem such as elub, and
found a magicallab +5, double (x2) damage versus
everything, they would not use it in favor of their own well
made nommagicalmace.

Cavalies form the elitecavalry of many a military group, the
can wear as much armor as they can carry, gaining the benefit
of every pieceup to 200 armor points

As a member of the Cavalier professisaek out other nobles
and those who can further yomartial skill. Earn arofficer
rank or buy aommission in amilitary unit.

Cavaliers alsthave several special abilities they can learn
throughout their careers. As with all professions which have
special abilities, a Cavalier must purchase the abilities of a
lower level before he/she may purchase the higher level ones.

Ki |'i 0 S aowdierstustst&tbil @it thaldbiity Skil. #hey nfust &0

purchase th&ead &Write skill at creation. They must know a
Melee Weaposkill and aShield Useskill by 5" level.

just dondt employee them
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Special Abilities:

Stipend: Cavaliers are the epitomewhat the nobility thinks
of itself. They gain &0%bonus to theinoblestipend for an
event

1st Level: RolePlaying Skill: Riding<chose appropriate land
mount> (Free)

1stLevel: Role-Playing Skill: Heraldry(Free)

5th Level: Resist Diseas€ points)A Cavalier may purchase
this skill up to 5 times, in addition to any Racial or Magical
Resists

10th Level: ResistMind Effects(5 points) A Cavalier may
purchase this skill up to 5 times, in addition to any Racial or
Magical Resists

15th Level: Resist Toxing5 points)A Cavalier may purchase
this skill up to 5 times, in addition to any Racial or Magical
Resists

20th Level: Bravery(Free)Complete immuity to Fear,
Terror and Horrorgells and effects.

20th Level _Resolute Defens€5 points) purchased every 20

Levels (20, 40, 60, 80 & 10Q)his skill allows the user to take

only 1 hit point of damage from any damaging spell, attack or

effect. This includes special attacks or spells which normally

would drop the character to critically wounded or worse

status, such as Critical Strike, Letlsdtike, Assassinate, the

Death or Condemn spells, and similao. dctivate thisbility,

the user must loudly declafieR e s o | u toe oDnecfee nasfef ect e d
by an attack.

30th Level: RolePlaying Skill: Riding Airborne Mount
<chose appropriate flying mount> (Free)

50th Level: Cloak of Bravery: (Free)Once per day a

Cavalierbés mere pr esoandhinghercan i nspire all those
on a battlefieldThis ability removes all Fear, Horror and
Terror effects us eradiunofithaseryone with in a 1006

and grants those within that radius a tempoBrgreryeffect
(as the skill) for 10 minutes as well.
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Marauders

More than just rugged and backwavdsrriors, Marauders
come fromcultures that may be quite sophisticated, but at its
core have a strong distrust
its wealth and trappings as theirs for the taking.

Historical example®f what the more civilized people of the
world considered Marauders exist. The cut thbpgicaneers

of thehigh seas, tribal people such as the nomadic horse riders
of the Mongols, the stafart conquers of the Huns, tkealot
Conquistadors, and the seafaring conquerors of the Norse,
known as the Vikings, are all examples of what the world has
considered Marauders.

Hit Points: 5 per level up to 100 (adjusted by race)
Maximum Weapon Damage+27(twentyseven)
Maximum Armor: 50

Weapon RestrictionsNone

Max Backstab Damage+15 (fifteen)

Maximum Spells:None (they may learn Runes)
Magic Type: None

Maximum Strength:+5 (five) adjusted by race

Racial RestrictionsOnly Kingdom Humans, Romanqwwrc
Blood, Ogrekin, Troll Brood, Wolven, Minotaudrsoni, and
I ma 6 G mayrbetome Marauders.

Marauders are not trained to bamiors as much as they are
born to be. They come from tribes of people who have always
had to fight to survive, for whom raiding others is not just
about gaining wealth, but often just absutvival.

They grind out their living witltheir own two hands. Not
some ethereal magical forces, which civilized people often use
to protect their welding selves from the strongeaiders.

As bornwarriors Maraudes excel at combajust like their
Warrior cousins. They can purchaseenty-seven(27) levels

of Weapon Damagd his also means they may learn as many
Critical, Riposte, and Lethal Strikes theinWeapon [Amage
skill will allow them, as well ashield Blocks and Shield
Bashes

They may also learn any weapon kttiat their race will
allow.

Marauders are natural hunters and stalkers, and as such the
concept of stalth is a normal part of lifélhey prefer to face
their opponents head on, but when a blade in the back is
needed or a stealthy attack upon an unsuspecting enemy is
called for a Marauder is quite capable of such. As such they
canlearnBackstab Damagep to +15 (fifeen) and thus able

to also buyAssassinates, Dodge/Intercepts, Feints and
Evisceratesup to what their skill irBackstab Damagwill

allow.

Marauders have a strong distrust for E¢amagic and
Necromancy andill never learn spells.

Marauders can and often do learn Runes though. In fact, they

o eftenywrag clofheswighicomplicated geomesiG PateNSOh d

even tattoos with such.

Many CraftsandLore skills are opero the Marauder as well
asProductionskills. Though they often have a problem
learning those skills which seem to be the backbone of many
mor e
PoisonsandAlchemies

As Marauders cannot leagpells they also do not have the
means to learn to make scrolls and bec&erbes It should
go without saying no ldrauder can ever leaamy Ritual
Masteror Magical Lores

Marauders can be fun to play, and have a lot ofptdging
potential. Often taking the role of the outsider, vgkems
both superstitious and even naive to those around them.

They furthermore excel ontattlefield. Their high hit point
potential combined with their ability to call great amounts of
damage with their chosen weaparslthe numerous special
attacks they can learn make them a force to be reckoned with.

Marauders may bed@ominating force on the battield, and
they often take what they want from a point of strength, rather
than negotiation, but they are natlvout their limitations

Due to their nature asiders they tend to travieght, as such
they will only take those items with them that they can carry
regularly on their person or mount.

Marauderdhave several special abilities they can learn
throughout their careers. As with all professions which have
special abilities, a Marauder must purchase the abilities of a
lower level before he/she may purchase the higher level ones.

50

fici vi | i z eEhgineecingdnd higheeend s u ¢



Special Abilities:
1st Level Role-playing Skill: Survivakoutdoor type> (Free)

1st Level Craft: <Any trade skill or gathering skill§Free)

10th Level:Resist Corruption/Darkneg$ points) this may be
learned up to 5 times

20th Level Resist Arcanist Magi5 points) this may be
learned up to 5 times

25th Level:Ferocious Strike (5 points) purchased once

every 25evels (25, 50, 75.00). This is a melee attack which

if successful will cause the victim to taka (triple) damage

from the attack (up to the weaponébdés maxi mum potenti al
damage)Usermuststatéi Fer oci ous Stri ke <Damage/type>0

30th Level:Resist Elemental Magi® points) this may be
learned up to 5 times

40th Level:Resist Celestial Magi(5 points) this may be
learned up to 5 times

50th Level:Resist Magid5 points) tlis may be learned up to
5 times
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The Knights Thus,no Knight will ever refuse an order that does not
directly break a Knightoés cod
Knight; the word brings upmiages of the flower of chivalry, Valor to use an item to create undead)

heavily armored defenders of the realm. Those whose very
deeds and actions have proven themselves to be a cut above
the rest of the world.

No Knight will ever lie.In fact, all Knights will be
forthrightly, some mighevensay brutally honestA Knight
may refuse to answer a question thquegpecially if it would

Loyalty, valor andhonor are the traits allidghts share endanger or dishonor their master or liege.
regardless of their disposition toward light or darkness, toward

love or hatred. Knights will always accept an honor challenge, and will

always fight such challenges with honor, staying to any rules
Not all Knights are heavily armored, indeed many a would be ~ @nd conditions agreed upon in the challenge.

swashbuckler could be called a Knight Knights will not attack fromtealth themselveS.hey will

What all Knightsdo share is a certain state ofige that places always facen opponent directlyThis does not mean once a
them above the normal populace, inner nobility. battle is joined a Knightnustcall out to each individual they

attack as a mass battle is just tlaatd everyone in the battle is
This special state is what grants the Knights their special skills keenly avare they are in a fight
and abilities, that which causes them to be able to complete

feats hat others simply could ndp stand irthe face of A Knight of any type is proud of his or her Knighthodthey
insurmountable oddsnd never flinch, in fact to even attain a will never omit the fact they are a knight, nor forget to tell
state of total and complete immunity to fear itself. someoneln fact, once they reacKnight Errant status all

knights will always addir or Dame to their title as is
Who can be a Knight is a limited option, not everyone or even  appropriateA knight will never let someone guess as to

every race is cut out for such duty, but those that are a special Whether or not they are aknighti . e. i f they do
and rare breed indeed. dondt find outonswaytriptoaélifroma kn
grace)
Knights have very strict guidelines in their profession when it ) o
comes to titles as well as lineage. A Knight does not c eagesinddeto ut
to even ask a Knight what type I€hight they are because of
A Knight who has yet to learn his or hgath of gaceis called the magic they cast is a gve offense and grounds for an
aSquireregardless of his noble standii8gjuires may not honor diel.

purchase angpell levels before learning their path of grace. _ o
Each type oKnight, though they have differing play styles

Once a Knight has learned his / Ipath of gace they are will always adhere to theiles aboveTo not do so can cause

known as &night Errant until they have learned all their the Knightto lose their special abilities and even fall from

special abilities and the requirements for them up to 25 grace, becoming unable to ever learn any spells or special

Level, at which time they are considereBdl Knight, and abilities othethancombatskills, still staying within the limits

often just use the title Knight. of the class.

A Knight Masteris one who has gained +Y@eapon All Knights can sense a falldtnight andwill shun such

Damagethree (3 Parries, three (3)Critical Strikes two (2) individuals. If a payer ever falls frongrace,they must inform

Ripostes andtwo (2) Lethal Strike, as well as & levelspell all other Knights that they encounter of their fall.

in their Primarymagic type, and all special abilities through _ _ _ _ o

level50. Special Note on Knight®hile aprofessimal Knight is still a
Squire it is possible to change from one type to anothsra

A Knight Marshall is one who has learned even more of the professionaKnight treats all other Kightsthe same,

martial andmagical skillsandhasallé a Kni ght 6s tegaless af their magical preferences, it is possible for a

abilities. It equires +15 (fifteenjveaporDamage a 9" Level Squire of aKnight of Strifeto choose upon attaining Hitand

Spellin their Primaryschool three(3) Parries, three(3) of GraceandKnight Errant position to be #&night of Valor

Critical Strikes three(3) Riposteand threg3) Lethal Strike. or evenDarkness

Once a Knight reaches the rankkafight Errant they may As a result. Knights my not purchasany spell levels until

begin to train those of lesser skil.Knight will always be after they have chestheir knightly path at level 10.

able to recite his or héineage of Knight Masters, and whom . _ _ _ o

they have served, back to the beginning. As an additional note, Knights with a Magic Affinityay
always select that magic as their secondary column in addition

Knights are proud of where they cafmem andwould rather to the ones listed in each type.

face death then disgrace their lineage orthee ge 6 s honor .
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Knights of Valor

The Knights of Valor give themselves to a higher idéaey
are the defenders of the weak, the champions of the realm, and
those rare individuals whose higher calling benefits us all.

The Knight of Valor is often compared to a Paladin, or one of
the Knights of the Round table.

They are the ones the masses go to for protection and the ones
the masses willingly serve, because they have proven
themselves time and again, and have earned the respect of the
populace.

Hit Points: 4 per level up to 80 (adjusted by race)
Maximum Weapon Damagetr21 (twentyone)
Maximum Armor: 150

Weapon RestrictionsLimited Missile Weapons
Max Backstab DamageNone

Maximum Spells:9 Column in Healer, 4 Column Secondary,
may also learn Runes

Magic Type:Healer Primaryolumn, Secondarlimited to
Wrathor Magic Affinity (also see Prestige groups for
exceptiony

Maximum Strength:+4 (four) adjusted by race

Racial RestrictionsNo Romanovi, Sylvan Elf, Eldaran,
Shadow Dwarf, Shirelingznome Orc-Blood, Oni, Troll
Brood, Djinn-born Sons of Kyth Daughters of KythWolven,
Minotaur or Ursoni may become Knights of Valor.

Special Note: Many Kghts start off purchasing thedWility
skill, but it is not necessary

Knights of Valor may learn to call up to +21 (twertye)
Weapon @magewith any weapon they can wield, and the
weapon type will allowThis also means they may learn as
manyCritical, Riposte, and.ethal Strikes as theinWeapon
Damagewill allow them, as well asShield Block and Shield
Bashes

Knights of Valor haveno weapon restrictions, beyond some
missileweapons and can learn any form of weapon combat
including anyWeaporMastertheir race allows.

Knights of Valor may learBowor Crossbowdepending on
their race High Elven Knights and Eldarine Knights may
learn theBowskill; Dwarves can learthe Crossbowskill, all
Knights whoare member of a Younger Rasbo chose to
learnEngineeringmay learn to us€irearmsas well.Any
Knight may learnThrown Weaponbut not théNeapon
Master- Missile Weaponskill.

Stealth is & o0 w a toal, aral one no Knight would ever
resort to themselves. Knights of Valor know the value of
intelligence and o$couts but they themselves could never

resort to such tactic¥hey can never learn the ways téalth
such a’AmbushandBackstab DamageThey are therefore
unable to ever learAssasiate, Dodgelntercept,Feintor
Eviscerate To be plainthese skills are simply unacceptable
and beneath them.

Knights of Valor must learhlealingmagic. Because of their
state ofgrace their costs are far lower than that of a Watrrior.
Knights of Valorcangain up to a nine (9) column in their
Healerspells andmust learn this in a five (5) column format.

Knights of Valor may also leaWrathmagic as a Secondary
magicand with time and great effort succeed, gaining up to a
four (4) column in that magic type as wébee Prestige
Groups for exceptions)

Runes as with all professionsre available to Knights of
Valor and many a Knight has learned these valuable skills to
augment their combat prowess.

Crafts, Lores and everProductionskills can all be learned by
the Knight pofessiors, but under great restriction, and some
of these skills are simply barred from the Knight forever, such
asPoisons

Knights of Valor gain special abilities as their service deepens.
Because of their special devotions and requirements Knights
of Valor must have certain required skills by [3vel. These
basicskills are Read & Write First Aid, and aWeapon Skill

Knights of Valor gain the following special abiliti€Bhese
abilities may each only be purchased one timiess

otherwise specifiedand they must be purchased in order
though in the case of multiple purchase skills, only one must
be purchased before the next skill may be
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Special Abilities

1stLevel: RolePlaying Skill: Riding<chose appropriate land
mount> (Free)

1st Level RolePlaying Skill: Heraldry(Free)

The Path of Valor

10th Level Hand of Valor (Free)This skill isusableonae
every hourDue to theself-sacrificing nature of the Knight of

Valor he/she can access a healing power that no other can.

This is thestart of their unique path oface This skill will
allow a Knight to sacrifice from their own hit points to heal
another, limited by their levelor every It point a Knight
sacrifices in thignanner the target is healed i foints up to
their regular maximum but not beyorihis skill can be used
to heal someone in tiéeeding Outhealth status to bring
them back to healthy, but has no effen people in the
Critically Wounded, Lethally Wounden Deadhealth
statuses.

As a further bonus for their Valoa Knight may instead use
this ability to heal themselves fone (1)hit point per level up
to their maximurrhit points but not exceeding them.

Regardless this healing may only be utilized once per hour.

This skill is on a counter siHealing 2hit points, healing 4hit
points, ...and so on.

Example advel 12 Knight of Valor could heal a comrade 24
hit points by sacrificing 12 of his/her ovhit points, or
his/herself 1 it points because of their state of Grace.

This skill has no effect on creatuneghouta life-force or the
Undead

Note: A Knight must complete a quest to gain this skill.

12th Level Repel Undead/day (1 point) (Requireldealer
Arts)

14th Level Remove DiseasH day (1 point(RequiresHealer
Arts)

15th Level:Bravery(Free) Completemmunity to Fear,
Terror and Horror Spells and effects.

Note: A Knight must complete a quest to gain this skill.

16th Level Turn Undeadl/day (2 pointsfRequiredHealer
SpellsLevel 1)

17th Level Remove Toxid/day (3 pointsfRequiresHealer
Spells Level 2

18th Level Zone of Lifel/day (3 pointsfRequiresHealer
Spells Level 3

19th Level Shield ofValor 1/day (4 PointsjRequiresHealer
Spells Level ¥

20th Level Heal Lethal Wound&/day (4 pointsRequires
HealerSpells Level

20th Level:Additional Hand of Valof hour (5 points), This

skill is available to purchase again at levels 40, 60, 80 and 100

21st Level:Annihilate Undead/day (5 pointsfRequires
HealerSpells Level

22nd Level Heal 1/day (5 pointsjRequires Healer Spells
Level 6

24th Level Revivel/ day (5 points) (Requires Healer Spells
Level 7)

25th Level Mace of Valor (5 points) May purchase up to 5
times.: This skill allows a Knight dfalor to add 2 points of
Light damageper character levéb a $ngle attack against the
Undeadgcreatures from the planes of Dediatred, Strife or
Corruption, andhe Dredd.

This attack counts as a Magic attack even if the Knight of
Valor uses a nemagical weapon. It may not be used on
creatures dter than those of the Undeadeatures from the
planes of Deattlatred, StrifeCorruption or the Dredd

The attack would besgulardamage + twiceelvel in Light
damage. The tagline would be Mace of Valor (Damage)
Magical Light.

Exampk: A 25thlevel Knight of Valor who niomally calls 10
Magic with their longsword would be abfer a single swing
to call "Mace of Valor- 60 Magical Light". If the attack hits it
will affectthe target. If missedilocked, evadedyr parried it
would still be used up, though it will naffectthe target in
those cases.

30th Level:Role-Playing Skill: Riding Airborne Mount
<chose appropriate flying mount> (Free)

Note: A Knight must complete a quest to gain this skill

50th Level:Valor (Free)Complete imnmunity to all Undead
Tagline effectsThe Knight still takes damage, and is affected
by spells, but does not suffer from the tagé of Undead such
as, Nausea Venom Broominate Gaze-or exampleA melee
attack of 7 Paralyze bgn Undead would do 7 points of
damage, but the Knight would be immunetiie Rralyze

effect.

Note: A Knight must complete a quest to gain this skill

50th Level:Additional Knight Abilities (Free) At 50, and
every 10 levelsfter up to 80, the knight may purchase an
additional column of their knight spell like abilities, in the
original order and at the original cost, up to 5 columns
maximum.
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Knights of Strife

Sometimes thingmustbe done in the name of loyalty.
Sometimes the weak must be shamhmo their betters are.

Society needs leaders, and if those leaders must be harsh then
so be it.

Knights of Strife have often seen the face of war, and know
that sometimes thingaust be done to save the world.
Horrible things, but when your lord or master orders such,
then his orders are to be followed to the letter.

SomeKnights of Strifesee themselves as the dominate force
in a land.They are the lard protectors who lead troops in
battle. Then win, even if they must sacrifice the whole of their
forces to do so.

Many Knights of Strifeare loyal servants of the people. They
wish to build a perfect socigtputto build that perfect society
they must do terrible things, they must become monstaey
know they may never live in the society they helped build and
protect,but smeonemustshow all the monsters of the world
that this society is protected by monsters as véaky will

protect their perfect world at any cost.

The grong surviveandthe weak shall perish; it is the way of
the world.This is the creed of the€nights of Strife

Do not misunderstanithese men and womenhdy are still
extremelyhonorableThey live by a cod¢éhesame as any
knight. They follow this code to the letteFhere is no room

for misstepThey know the people fear them and that is good,
becausedar will keep the people strongwill keep them

alert and fear is a sign of respect.

Hit Points: 4 per level up to 80 (adjusted by race)
Maximum Weapon Damaget21 (twentyone)
Maximum Armor: 150

Weapon RestrictionsLimited Missile Weapons
Max Backstab DamageNone

Maximum Spells:9 columnWrath 4 clumn Secondary, may
also learn Runes

Magic Type:WrathPrimary column, Secondarirlited to
Healer, NecromancyWrathor Magic Affinity (also see
Prestige groups for exceptions)

Maximum Strength +4 (four) adjusted by race

Racial RestrictionsOnly KingdomHumans Farsini,
EasterlingsHigh EIf, Commoner ElvesDusk Elves,Eldar,
Stone DwarvesShadow Dwarves;nomesOrc-Bloods,
Ogrekin,andDjinn-bornmay becomé&nights of Strife

Special Note: Many Knights start off purchasing Kobility
skill, but it is not necessary

Knights of Strifemaypurchaseup to +21 (twentyone)
Weapon @mageThis also means they may learn as many
Critical, Riposte andLethal Strike as theinWeaporDamage
will allow them, as well aShield BlockeindShield Bashes

Knights of Strifehave no weapon restrictions, bey@uine
missileweapons and can learn any form of weapon combat
including anyWeaporMastertheirrace allows.

Knights of Strifemay learrBowor Crossbowdepending on
their race. High Elven Knights and Eldarine Knights may
learn theBowskill; Dusk EvesandDwarves can learn the
Crossbowskill, all Knights who are member of a Younger
Race who chose to leaBngineeringmay learn to use
Firearmsas well. Any Knight may learfihrown Weapopnbut
not theWeapon Master Missile Weaponskill.

Stealth is & 0 w a toal, aral one no Knight would ever
resort to themselve&nights of Strifeknow the value of
intelligence and ofeuts but such information should be
gathered by their subordinates not themsehattey are the
leaders not the gathefBhievery is dealt with harshly by these
knights, and the hand of a thief may well be cut off as
judgment for such acts.

Knights of Strifetherefore can never learn the waystehlth

such a’AmbushandBackstab Damagél hey are therefore

unable to eveAssassinateDodgelntercept Feint, or

Eviscerate as these skills are simply unacceptable and beneath
them.

Knights of Strifemust learnVrathmagic. Because of their
state ofgrace their costs are far lower than that of a Watrrior.
Knights of Strifecangain up to a nine (9) column in their
Wrath spell and must learn this in a five (5) column format.

Knights of Strifemay also learn &m a limited pool of
Secondary ragics learning only eitheNecromancyor
Healingmagics;gaining up to a four (4) column in thasagic
type as well(See prestige groups for exceptions)

Runes, as with all professions, are availablénmhts of

Strife. They serve the purpose of augmenting their combat
prowess, making them better combatants, and thus are quite
common amongst the most powerful of these knights.

Crafts, Loresand everProductionskills can all be learned by
the Knight pofessiors, but under great restriction, and some
of these skills are simply barred from the Knight forever, such
asPoisons

Knights of Strifegain special abilities as anger takes form and
maturesBecause of their special natures and requirements
Knights of Strifemust have certain required skills by 3

Level. These hsicskills are Read & Writg First Aid, and a
Weapon Skill

Once these minimums have been met a Knight is free to learn
any other allowable skiBuch as, Runes and Production.
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Knights of Strifegain the following special abilitieThese
abilities may each only be purchased one time, and they must
be purchased in order.

Special Abilities

1st Levé RolePlaying Skill: Riding<chose appropriate land
mount> (Free)

1st Level Role-Playing Skill: Heraldry(Free)

The Path of Strife

10th Level: Hand of Strife (Free)Path of Strife This skill is
usableonce every hourDue to the ar like nature of the
Knight of Strife he/she can accesdraining power that no
other canThis is the starof ther unique path of grac&he
Path of Strife

This skill will allow a Knight todrain from atarget or their
own hit points to heal another, limited by their le\r every
hit point a Knight drains inhis manner the target is heatked
hit point up to their regular maximum but not beyomtis
skill can be used to heal someone inBiteeding Outhealth
status to bring them back bealthy buhas no effect on
people in theCritically Wounded, Lethally Wounded Dead
health statuses.

As a further bonus for thegirace, &night of Strife may
instead use this ability to heal themselvesofoe (1)hit point
per level up to their maximunittpoints, but not exceeding
them, by draining a victim.

The victim must be willing or unable to resist the Knight of
Strife. A victim can only be drained to O hit points at which
time they will beginBleeding Outind can provide no more
heath to the Knight or his target.

This skill is on a counter sb Baininglhit point, draining2
hitp oi n andso.on. 0

Example A level 12 Knight of Strife could heal a comrade 12
hit points by sacrificing 12 of his/her ovhit points,heala
comrade 12it points bydraining a victim and channeling the
victimés hit points to thetarget, oheal themselves 12 hit
points by draining a victimAll because of their War like
natures andPath of Strife

This skill has no effect on creatureghouta life-force or the
UndeadNote: A Knight must complete a quest to gain this
skill.

12th Level:Blessing of Wratlfl point) (Require§Vrath Arts)

14th Level:Blades of Wratli/ day (1 poit) (RequiresWrath
Arts)

15th Level:Bravery(Free) Complete immunity to Fear,
Terror and Horror Spells and effecidnte: A Knight must
complete a quest to gain this skill.

16th Level:Blessing of Wal/day (2 points(RequiresNrath
spelllevel 1)

17th Level:Shield of War/day (3 points) (Requiré&/rath
spelllevel2)

18th Level:Wrath of Warl/day (3 points(RequiresNrath
spelllevel 3

19th Level Shield ofRagel/day (4 Points(RequiresNrath
spell evel 4

20th Level:Blades of Blood/day (4 points (RequiresNrath
spelllevel §

20th Level Additional Hand of Strifé hour (5 points), This
skill is available to purchase again at levels 40, 60, 80 and 100

21st Level: Armor of Heroedl/day (5 points(RequiresWrath
Spells Level §

22nd Level Emaciatel/day (5 points(RequiresNrath spell
level §

24th Level Death1/day (5 points) (Reques Wrath Spell
Level 7)

25th Level:Sword of Strife (5 points)May purchase up to 5
times.: This skill allows a Knight of Strife to add 1 point of
Massive Damagper character levebd a single attack against
any enemy.

This attack counts as a Magic attack even if the Knight of
Strife uses a nemagical weapon.

The attack would beegulardamage H#evel in Massive
damage. The tagline would be "Sword of Strife: (Damage)
Massive.

Example: A 25tH_evel Knight of Strife who normally calls 10
magic with theirmacewould be abléo, for a single swing

call "Sword of Strife- 35 Massive". If the attack hits it will
affectthe target. It may bmissed Evadedor Dodged but

may not beParried or Blockedby normal means, either way it
would still be used up.

30th Level:RolePlaying Skill: Riding Airborne Mount
<chose appropate flying mount> (FreelNote: A Knight must
complete a quest to gain this skill

50th Level:Strife (Free)Completeemmunity to allmovement
impairingtagline effectsThe Knight will still take damage,

and is affected by spells, but does not suffer from the taglines
such asSlow Petrification andParalyze Example A Melee
attack of 7 Entanglby an Ent would do 7 points oathage,

but the Knight would be immune to the entangling effect
Note: A Knight must complete a quest to gain this skill

50th Level:Additional Knight Abilities (Free) See Knight of
Valor.
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Knights of Darkness

Power can slip through n egtasp.Old age can weakemn e 6 s
sword armWealth can all be spent. Honor agidry arethe
only things oe can take to their grave, or are they?

Undeath has long been a power frightening and terrible, but
with a promise as wellVhat if a Knight never had to sleep or
eat?What if she could forever keep her vigil, and always
remain strong, ngye stronger for the service they have given
their master.

Knights ofDarknessserve the powers of Undeath, and they
are rewarded for that servicEhese knights know that a
neverendingsupply of troops is just a graveyard awdakat a
battlefield's dead are just reinforcements waiting to be called
upon.

That to serve Undeath is to cheatath andnowthat therole
of an eternal Death Kniglatwaits them, if they strive hard
enough, become powerful enough in,ld@d serve their
master unendingly.

These are thi#ue Anti-Paladins, servants of darkywers who
promise eternal life in deatfihese Knights are the perverted
reflecions of the Knights of Valor.

Make no mistake these men and women are Kniglhisy are

the ones who embrace thays of lonor and the Code of
Knighthood to show they are superior to all others, and that in
the end they do not fear death, they instead conquer it.

Hit Points: 4 per level up to 80 (adjusted by race)
Maximum Weapon Damagetr21 (twentyone)
Maximum Armor: 150

Weapon RestrictionsLimited Missile Weapons
Max Backstab DamageNone

Maximum Spells:9 ColumnNecromancy4 Column
Secondary, may also learn Runes

Magic Type:NecromancyPrimarycolumn, Secondarlimited
to Wrathor Wrathor Magic Affinity, (also see Prestige
groups for exceptions)

Maximum Strength:+4 (four) adjusted by race

Racial RestrictionsOnly KingdomHumans Farsini.
EasterlingsDusk Elves,Shadow DwarveQrc-Bloods,
Ogrekin, and the SmightsdfKhandi
Darkness

Special Note: Many Knights start off purchasing tability
skill, but it is not necessary

Knights ofDarknessnaypurchasaip to +21 (twentyone)
Weapon Damagehis also means they may learn as many
Critical, Riposte andLethal Strikesas theinwWeapon Damage
will allow them, as well aShield BlockandShield Bashes

Knights ofDarknesshave no weapon restrictions, beyond
some nissileweapons and can learn any form of weapon
combat including anWeaporMastertheirrace allows.

Knights ofDarknesanay learnCrossbowdepending on their
race.Dusk EvesandDwarves can learn therossbowskill,

all Knights who are member of a Younger Race who chose to
learnEngineeringmay learn to us€irearmsas well. Any

Knight may learriTrhrown Weaporbut not théNeapon

Master- Missile Weaponskill.

Stealth is a foolsé tool,
themselvesKnights of Darknesknow the value of
intelligence and ofcouts but also how easily the living can be
thwarted by the undead, and the ability they have to sense
onebs l|life essence.

Knights ofDarknesgherefore can never learn the ways of
stealth such admbushandBackstab Damagélhey are
therefore unable to evéissassinate, Dodge/Intercept, Feint,
or Eviscerate as these skills are simply unacceptable and
beneath them.

Knights ofDarknessnust learrNecromantianagic. Because

of their state of drkness their costs are far lower than that of a
Warrior. Knights of Darknessangain up to a nine (9) camn

in theirNecromancypells and must learn this in a five (5)
column format.

Knights ofDarknessnay also learWrathmagic as a
Secondary ragicand with time and great effort succeed,
gaining up to a four (4) column in that magic type as Wedle
Prestige groups for exceptions

Runes as with all professionsre available t&nights of
Darknessand many a Knight has learned these valuable skills
to augment their combat prowess.

Crafts, Lores and everProductionskills can all be learned by
the Knight pofession, but under great restriction, and some of
these skills are simply barred from the Knight forever, such as
Poisons

Knights ofDarknesgyain special abilities as their bond with
Undeath mature®ecause of their special natures and
requirementKnights ofDarknessmust have certain required
skills by 39 Level. Thesebasicskills are Read & Write, First
Aid, and a Weapon Skill

Knights ofDarknesgyain the following special abilitiehese
abilities may each only be purchased one timiess
otherwise specifiedand they must be purchased in order
though in the case ofiultiple purchase skills, only one must

6@% rchaps@d bHtoreGhe next skill may be
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Special Abilities

1st Level Role-Playing Skill: Riding<chose appropriate land
mount> (Free)

1stLevel: RolePlaying Skill: Heraldry(Free)

The Path ofDarkness

10th Level: Hand of Darkness(Free)This skill isusableonce
every hourDue to the Necromantitature of the Knighof

Darknesde/she can access aithing power that no other can.

This is thestart of their unique path oface,The Path of
Darkness

This skill will allow a Knight to drain from their targets hit

points to heal themselves, limited by their leWer every Hit
point a Knight drais in this manner they as healkdit point

up to their regular maximum but not beyond.

As a further bonus for thegracea Knight of Darknessnay
instead use thiability to heal an Undead fowb (2) hit points
per level up to their maximuimit points but not exceéilgy

them, by draining a victim. This skill cannot bring an Undead

back up fromDead

The victim must be willing or unablto resist the Knight of
DarknessA victim can only be drained to 0 hit points at
which time they will begirBleeding Ouand can provide no
more heath to the Knight or his target.

This skill is on a countesofi Eaininglhit point, draining2
hit points..0 and so on.

Example devel 12 Knight oDarknesscould heal an Undead
24 hit points by draining 12 of his/her victimg points or

heal themselves 12 hibints by draining a victimAll because
of their Necromantic likeatures and Path &farkness

This skill has no effect on creatuneghouta life-force other
than the Undead.

Note: A Knight must completegaiest to gain this skKill.

12th Level Elude Undeadl point) (Require®Necromancy
Arts)

14th Level:Plaguel/ day (1 point) (RguiresNecromang
Arts)

15th Level Bravery(Free) Complete immunity to Fear,
Terror and Horror Spells and effecidnte: A Knight must
complete a quest to gain this skill.

16th Level ControlUndeadl/day (2 points) (Requires
Necromang spelllevell)

17th Level Inflict Poisonl1/day (3 points) (Ragres
Necromang spell level 2

18th Level Create Skeletofi/day (3 points) (Regres
Necromancyspell level 3

19th Level:Siphon Life Forcd/day (4 Points) (Radres
Necromang spell level 4

20th Level:Inflict Lethal Woundd4/day (4 points) (Ragres
Necromancyspell level §

20th Level:Additional Hand oDarkness hour (5 points),
This skill is available to purchase again at levels 40, 60, 80
and 100

21st LevelVampiric Embrace/day (5 points) (Regjres
Necromancyspell level §

22nd Level:.Create Wraithl/day (5 points) (Ragres
Necromang spellslevel §

24th Level:Condemri/day (5 points) (Requirddecromang
spelllevel 7)

25th Level:Scythe ofDarkness (5 pointg may purchase up
to 5 times.: This skill allows a Knight &farknesgo add 1
point of Life Drainingdamageper character leveb a single
attack against an enemy with a {fferce.

A successful attack will furthreheal the Knight oDarknessl
hit point per level of the Knight dbarknessThis skill will
not heal the Knight beyond their norntnétl points maximum.

This attack counts as a Magic attack.

The attack would besgulardamage #evel in Draining
damage. The tagline would be "ScythéDairkness(Damage)
Magical Life Draining".

Example: A 25tHevel Knight ofDarknessvho normally calls
10 magic with theibattle axe would be abléo, for a single
swing, call "Scythe oDarkness 35 Magical Life Draining ".
If the attack hits it willaffectthetarget andvould heal the
Knight of Darkness25 hit points (up taheir hit point
maximun). If the swing missed or walocked, Evadedyr
Parried it would still be used up, though it will naffectthe
target in those cases.

30th Level:Level RolePlaying Skill: Riding Airborne Mount
<chose appropriate flying mount> (Free)
Note: A Knight must complete a quest to gain this skill

50th Level Darkness(Free)Complete mmunity to alltagline
effectsby creatures of Order and Lif@he Knight will still
take damage, and is affected by spells, but does not suffer
from the taglines such dsife Drain andParalyze For
example: Amelee attack of Blowby a Life Elemental would
do 7 points oflamage, but the Knight would berinune to the
slowing effect.

Note: A Knight must complete a quest to gain this skill

50th Level:Additional Knight Abilities (Free) See Knight of
Valor
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The Defenders those who would over harvest or sport hunters, sometimes
very violent lessons.

There are many people whiroughout the History of the
Realm have tried to combine the skills of a Warrior and those
of the Magi into the ultimate hybrid combatant.

Abominations such as the Undead are never associated with,
and are actively destroyed when they can be, and avoided if
theymustbe.

Rangers Rangers often belong to the |

Rangers are the wardens, protectors, caretakers, and defenders wardens, but they are not required to join a Grove.

of nature and the natural balance of the wabfien seen as
woodlandchampionsthey are in fact frorall natural
climates, and regions.

Rangers do not avoidesmentally touched creatures such as
theDjinn-born and in fact have often become fast friends with
various Elemental beings.

Classic examples throughout history of Rangers would be men
and women like Diana the Huntress, Robin Hood or
Chingochgook & Hawkeye.

Rangers can and do servéeats and often can be found as
scouts for theirace or members of the Kingdé@military
andmilitias. They are still guided by conscious and will never
willing do anything which would break their sense of justice

Hit Points: 3 per level up to 75 (adjusted by race) such as burn a forest

Maximum Weapon Damaget18 (eighteen) Rangers may learn to call up to +18 (Eighté&t@apon

Damagewith any weapon they can wield, and the weapon
type will allow. This also means they may learn as many
WeaponRestrictions:None Critical, Riposte, and.ethal Strikes as theitnWeaporDamage
will allow them, as well aShield BlockandShield Bashes

Maximum Armor: 75

Max Backstab Damage+12 (twelve
ger12 ( ) Rangers have no weapon restrictions and can learn any form

Maximum Spells:7 columnDruid, 5 wlumnElemental o;‘lweapon combat including avyeaporMastertheirrace
allows.
Magic Type:Druid Primary ®lumn, Secondarkimited to )
Elementalbnly. When it comes totsalth, Rangers tend to embrace these
skills. Many are skilledcouts andhunters who excel at
Maximum Strength +3 (three) adjusted by race stealthy maneuvering through the woodlands, and though not
as well suited for these tasks as a Rogue they can still gain
Racial RestrictionsNo Shadow DwarfiGnome Oni, Eldaran, enoughBackstab Damagat +12 {welve) to be able to also
Djinn-born, Sons of Kyth or Daughters of Kythmay ever buy Assassinates, @lgelnterceps, Feints and Eviscerate
become Rangers. attacks up to what their skill iBackstab Damageill allow.
Rangers tend to live a simple life, and though they may Rangers must leaiDruidic magic. Rangersangain up to a
become or even start as nobles they tend to shed those seven(7) column in theiDruid magic andmust learn this in a
trappings.They will only keep what monethey can carry, five (5) column format.

and though they can own property such as a cabin in a forest,

or even a family estate (though they may not be very attentive ~ Rangers may aldearnElementaimagics and with time and

to it.) they tend to travel lightly, and never collect items just effort succeed, gaining up to &¢ (5) column irtheir

for personal weal th or gr eeddElemenakaumn as well, learning these spells in a four (4)
column format(also,see Prestige groups for exceptions)

Therefore, a Ranger will donate to a higher cause such as

his/her kingdonméal er 6eps pr ae bRBunasasaithialeprofgssionsre available to Rangers and

mai ntain a small villageds cr bansaRangerhasleaynedithese yajuable skilsyte augment o v

hunt an area whenever possifilis is a ole-playing trait their combat prowess.

which will be carefully monitored by Staff. ] .
Crafts, Lores and everProductionskills can all be learned by

Greed is not a trait these defenders like or will indulge in the Ranger pfession, and many can even be mastered.
themselves, they will only search for what they need, and _ ) . _ _

often will leave abattlefieldwith only gathering the basics of Rangers gain special abilities as their bond with the natural
life or information, leaving the gold to others who would be world maturesBecause of their special natures and
scavengers. requirements Rangers must have certain required skill& by 3

Level. Thesebasicskills are Read & Write, First Aid, Druid
Rangers will act as guides often to others. They do this so that  Arts, and a Weapon Skil

they can monitor those around them, and make sure they do

not harm the natural environment. They often teach lessons to  Rangers gain the following special abiliti#hese abilities
may each only be purchased one timéess otherwise

specified and they must be purchased in ordleough in the
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case of multiple purchase skills, only one must be purchased 20th Level:Combat Elementals (Free): +2 (two) damag
before the next skill may belhough similar to a Kniglis with any weapon used againgtmentals (Requires\Weapon
special abilities a Ranger s his/hers based on levegsic Skill & ElementalArts)

skills, and perequisites

Note: this skill can stack with other damage enhancing skills

Special Abilities such as Elemental Combat Lores.
1st Levé RolePlaying Skill Surviva(Freg A Ranger must 25" Level: Vanish in Nature: (5 Points)up to 5 timesThe
choose a natural environment such as Woodlands or Desert. Rangemay Vanish from creatureshile in ratural (non
urban) sirroundingsand the effect lasts 30 seconds. The
1stLevel: RolePlaying Skill TrackingFred Rogue must inNatye® ivani B&d creatu
) avoiding during the duration of this skill. The Rogue cannot
1stLevel: Greaterinformational Lore:Nature(Free) enter combat, attack or cast during the Vanish otherwise the
) , i ) effect is broken, and the creatures will act accordingly. The

5th Level:Elude in Nature (3 points) up to 5 timesThis rangemay also enter Elude directly from Vanish.
skill allows the Ranger t&Bludedetection by creatures while
in natural (norurban) sirroundings. This effect lasten (10) 25th Level:Ereedom of Nature Immunity to all forms of
minutesandite Ranger must say 0AEIl udgualcénfning, Mcudifyalentabgles(Re§uiresst level
he/she is avoiding during the duration of this skill. They Druid spell and3 level Elementalspell)
cannotleave combatttack or cast during the Elude
otherwise the effect is broken, and the creatures will act 30th Level Voices of the Grove Immunity to natural ksarm
accordingly(Requires Informational Lore: Nature) effects (RquiresDruid spellslevel 9)
Note: A Ranger doe%ot have to learn this skill five times to 50th Level:Gift of the Ents: Immunity tomosttoxins,
buy their next skills of a higher level. including but not limited tdNauseaandPoisontaglines, as

) ) well as allingested and gaseoBsoductionskill poisons, but
5th Level:Marksmanship (Free): +2 damage with any notVenom @atings, Grand MastePoisons, oPoisonspells
missile weapon (bow, crossbow, thrown) the Ranger can use.  (Requires &Resist Toxip
10th Level:Improved Marksmanship (3 pointy: Up to 5 Note: A Ranger may still learn the Resist Toxin skill up to
times. This skill allows the Ranger to call x3 damage when what their Druid Spell Column will allow

using a missile weapon (bow, crossbow, thrown) with their
next attack, up to the maximum potential of the weapon.

10th Level Speak with Animal%/day (1 point) (Requires
Druid Arts) up to 5 times.

15" Level: Animal Friendship 1/day (3 points) (Requires
Druid Arts) up to 5 timesAnimal Friendshipcauses avild
animal (Natural or Giant) to want to aid or assist Renger if
they can, and to look at him/her in the most positive Way.
does not grant thRanger the ability to speak to the animal
like the spell of the same name does

15th Level: GreaterInformationalLore: Elementa(Free)

20th Level: Elude Elemental (3 points) up to 5 timesThis

skill allows the Ranger to Elude detectiondiymental

creatures and beingsienected to the elemental planes. This

effect lastsen (10) minutesanth e Ranger must say AEl udeo
to the creatures he/she is avoiding during the duration of this

skill. They cannoteave combaiattack or cast during the

Elude otherwise the effect is broken, and the creatures will act

accordingly (RequiresElementalArts)

Note: A Ranger doesot have to learn this skill five times to
buy their next skills of a higher level.

20th Level:Speak with Elementalday (5 points) (Requires
Elemental Artsup to 5 times.
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Avengers

Sometimegdragedy befalls those who catandup and fight
back.These people come forth, and bring terror back to those
who would terrorizeAvengers are those people. Some tragic
occurrence in their past drives them to defend others from that
same tragedy, and bring judgment to the power that caused it,
often delving into the same dark powers which were used
against them to gather their revengther times learning the
counter abilities to thwart their enemy.

Classic examples throughout history of Avengers would be
men and women like VaHelsing Hercules, Joan of Arc and
even Samson.

Hit Points: 3 per level up to 75 (adjusted by race)
Maximum Weapon Damaget15 (fifteen)

Maximum Armor: 75

Weapon RestrictionsNone

Max Backstab Damage+15 (fifteen)

Maximum Spells:7 column Primary, &olumn Secondary,
Magic Type:Any

Maximum Strength:+3 (threg adjusted by race

Racial RestrictionsNo High Elvesor Gnhomesmay become
Avengers.

Avengers may lea to call up to +15 (fifteereapon
Damagewith any weapon they can wield, and the weapon
type will allow. This also means they may learn as many
Critical, Riposte, and.ethal Strike as theilWeaporDamage
will allow them, as well aShield Block&nd Shield Bashes

When it comes totealth, Avengers tend to embrabese

skills. Many are skilled inters andtalkers who excel at
stealthy maneuvering through the woodlands, and though not
as well suited for these tasks as a Rogue they can still gain
enoughBackstab Damagat +15 (ffteen) to be able to also

buy Assassinates, @igelnterceps, Feints and Eviscerate
attacks up to what their skill iBackstab Damageill allow.

Avengers may learn any form wfagic, and may achieve up
to a seven (7¢olumn in their Primary form of magitearning
this in a five (5) column format

Avengers may also learn from a Secondatyool of magic
and with time and effort succeeds, gaining up $x &6)
column in their Secondayriearning this in a four (4olumn
formatas well.

Runes as with all professionsre available to Avengers and
many an Avenger has learned these valuable skills to augment
their combat prowess.

Crafts, Loresand everProductionskills canall be learned by
the Avenger pfession, and many can even be mastered.

Often,they learn skills or a magic which could counteract the
power of those beings whiehere a part of their personal
tragedy, but just as weley may learn the same skills and
magics so they can bett@nderstand their enemy and ukeir
own power against them. Often this may lead an Avenger
down a dark or otherwise forbidden path. (Example: An
Avenger who was the sole survivor of an undead attack on
his/her village might learhNlecromancyo use against the
Undead.)

Avengers gain special abilities tgeybecome more adept at
hunting their monster&ecause of their special natures and
requirements Avengers must have certain required skills?by 3
Level. Theseskills are Read & Write, and a Weapon SkKill
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Avengers gain the following special abilitiéhese abilities
may each only be purchased one timdess otherwise
specified and they must be purchased in ordeough in the
case of multiple purchase skills, only one must be purchased
before the nexskill may be Though similar to a Knights
special abilities an Avenger learns his/hers based on level.

Special Abilities

1stLevel: Hated Enemy. <insert enemy>(Free)Avengers

inflict an additional five (+5) damage witheapors andspells
vs.their choserenemy.This is theirfirst enemy the onehat
caused their tragic tale, but not necessarily the last foe to earn
an Avengefs hatred.

Note: This may be coupled with Combat Lores as well

Note: An Avenger may only ever have one type of Hated
Enemy, and it must correspond to a Lore Type (Greater or
Lesser) These creatures, and their creators, have harmed an
Avenger in such a manner they will never sutfiem to live in
their presence.

1stLevel: Information Lore: <insert enemy>(Free)
Avengers gain an information lore in their chosen enemy for
free.

5% Level: Combat Lore Effectiveness Avengersgain half
again as much damage for edehel of Combat Lore
purchasedThis translates into three (+3) damage v@ttmbat
Lore I, six (+6) damage witiCombat Lore Il and nine (+9)
damage withiCombat Lore 1]

Thus an Avenger withCombat Lore Ilvs. Undead would call
an additioml six (6)points of damage when fighting these
creatures.

5th Level: Magical Lore Effectivenessi Avengersgain half
again as much damage for each leveMafgical Lore
purchasedThis translates into three (+3) damag#lagical
Lore |, seven (+7) damage Blagical Lore Il and ffteen
(+15) damage atlagical Lore lll.

Thus,an Avenger wittMagical Lorell vs. Undead would call
an additioml seven(7) points of damage when fighting these
creaturesvith spells

10th Level:Resist Metaboli¢5 points) An Avenger may
purchase up to five (33esist Metabolin addition to any
racial ormagicalresists.

15th Level:Resist Mind Effectin¢p points) An Avenger may
purchase up to five (Resist Mind Effectingn addition to any
racial ormagicalresists.

20th Level BreakCharm(5 points):An Avenger may learn
theBreakCharms ki | | regardl egages of t

20th Level: Evade vs. Lore Creatureq5 points): The
Avengermay Evade an attack made by a Creature in which
he/she has amformational Lore This skill actdlike the
Dodge skilL,.Thegd ayer must state
all to hearWhen using thiskill, any attack aimed at the

he

NfEvadeo

character misses, he/she simply gets out of the Wag.skKill
is not effective on area of e
Radius cannot be evaded).

This skil may be learned once every 20¢ls by the Avenger
(i.e.20n, 40h, 60", 80" and 10® level, each time costing 5
points)

25th Level:Non Romanovi Avengers cdregin to learn the
skill i Curse of the Evil Eye

30th Level:Vindictive Requite: (5 points) Thke Avenger may

use his skill toeflect back any one spell or spell like attack,

any damagingattack (i.e. number calling attack), packet
delivered tagline effct back aits source, if cast by any enemy
which the Avenger haSombat Loreagainst. The Avenger

mustst at e ARequite, <the attack
special ability.

This skil may be learned once every #¥éls by the Avenger
(i.e. 30N, 60", and9d" level, each time costirgpoints)

100" Level: An Avenger may use his/h®iindictive Requite

to reflect any form of attack made by an enemy in which they
have aCombat LoreagainstThis includes specialty attacks
and itual magics (i.e. An Avenger trapped in a circle could
reflecta Soul Wrackitual)

Avenger ds

l oud enough for
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Sentinels

Sentiné s are those who woul d
amsandaMa gi 6 s spklls intb ongurofessionBhey
excel at mgic and war, buare slower to advance then either
of their counterparts.

Many Orders of Mystics, Knights and Cavaliers come to mind.
Historically there have been many who would try to combine
the forces of the unknown into the martial skillbie Knights
Templar with their unknown rituals and symbols for many
represent the epitome of this type of figure.

In fiction and literature these players abound in heroes such a
Gilthanis ofDragonlance and Tomas the Valheru.

Hit Points: 3 per level up to 75 (adjusted by race)
Maximum Weapon Damaget15 (fifteen)
Maximum Armor: 75

Weapon RestrictionsNone

Max Backstab Damage+9 (nine)

Maximum Spells:10 wlumn Primary, €olumn Secondary, 5
column Tertiary Magic

Magic Type:Any
Maximum Strength:+3 (Thred adjusted by race
Racial Restrictions/Any race may be a Sentinel

Sentinels may learn to call up to +Itéen) Weapon
Damagewith any weaporthey can wield, and up to what the
weapon type will allowThis also means they may learn as
manyCritical, Riposte, and.ethal Strikes as theilWeapon
Damagewill allow them, as well aShield Block&nd Shield
Bashes

Sentinels have no weapon restrictions and can learn any form
of weapon combat including anyeaporMastertheirrace
allows.

When t comes to &alth, Sentinels find themselves on uneven
ground with Rogues and Warriors, but as skilled martial
characters they dgrasp and can learn these skigntinels

can still gain enougBackstab Damagat +9 (nine) to be able
to also buyAssassinates, Dodgeterceps, Feints and
Eviscerategttacks up to what their skill iBackstab Damage
will allow.

Sentinels excel asasters and can learn from ampesol of

magic they choose and may become powerful casters with up
to a ten (10) column in their Primary Mapgighich they must
learn in a six (6) column format

Sentinelslike Magi, may even learn Secondawagic out to a
seven (7) column; which they learn in a five (5) column
format,and even a Tertiarschool ofmagic if they so desire

combi

up to a five (5) wide column; leaned in a four (4) column
format

ne a Championés skill at
They also may learn to cast powerRitual magics and gain

Ritual Masteries

Runes as with all professionsre available to Sentinels.
Many a Sentinel has learned these valuable skills to augment
their combat prowess.

Crafts, Loresand everProductionskills can all be learned by
the Sentineprofession, and many can even be mastered.

Sentinels have no specific code they must follow for good or
evil. Desired by evernilitary andmercenary group for their
diverse and power skd] Sentinels find work easy.

At higher levels a Sentinel gains thaléwing special abilities

Level 10 Spellstrike: (5 points)Purchasedvery10 levels

(10, 20, 30.) this skill allows the Sentinel tohannel aspell

from his / her memory offensively through their weapon. The
spell is activated upon contact ané tiser must simply state

fi S pstikel<Spell name# t hhee spell effectTheskill

must be usedffensively,and any spell shield will still be in
effect, but this cannot be bloett by aParry or Shield Bock.

Level 20Sentinelt (5 points)Purchased everg0 levels (20
40, 60,80 and100) this skill allows the Sentinéb act as a
guardian and peer through anyone using:ludeor
Avoidanceskill to pass unnoticed and unaffected by the
Sentinel.To use thisthe Sentinel must point to the
Eluding/Avoidingtarget and state loudly enough for them to
h e aAs a $entinel | disrupt your stealttd

Level30 Enhance Spell (5 points)Purchased ever$0 levels

(30, 60,and90) this skill allows the Sentinéb add20

damage to a single effect spell from their primary column

This is announced by addingtheo r d A Enhancedo
effect amount from the spell.

Level40Bulwark: (5 points)Purchased ever§O levels (9,

80) this skill allows the Sentingb reduce the effect of an
incoming damage effect buy an amount equal to their level.
Thisisamouned by saying AReduced
effect.

Level50 Vigilance: (Freg Upon reaching level 58

Sentinefs enhancd perceptiorallows them to perceive

pha®d creatures. This is not full veil sighhd does not allow
them to identify such creaturdsyt they have a general sense

of the direction and quantity (one, several, many, very many,
etc) of the creatures around them. The closer the proximity,
the more discerning a Sentinel's Vigilance becomes. There is a
component of Role Play in the use ofthbility.
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The Scoundrels

Scoundrelsthe veryword brings up the image of those who
are on the edges of sociefjhose people who would break all
the rules, and yet still find a place in our hearts, of course
sometimes that placeaw be filled withtheir dagger.

Vagabonds

Wanderer, omad traveler;themaster of nothingind

beholden to none. These are the trademarks of the Vagabond
profession. They move constantly, gathering what skills they
need to do whatever it is they feel like at that moment.

Heralds, Skalds, swashbucklers, spiesatiers, and evelore
masters are al/l i mages that ¢

It is often said, and correctly so, that a Vagabond is a Jack of
all trades, a dabbler extraordinaire, bumaster of nothing

Theloveablerakeand the charming and dashing hero, ready t
sweep people off their feet

Never specialized, aitually trained, most Vagabonds spend
their time gathering the skills they like, until they havieat

they want then moving on to the next bit of fun, or new idea of
interest.

Hit Points: 3 per level up to 60 (adjusted by race)

Maximum Weapon Damaget9 (nine)

Maximum Armor: 30

Weapon RestrictionsNo two-handedweaponsother than
Staff and/or Spear.

Max Backstab Damage+18 (Eighteen)

Maximum Spells:7 column Primary, ®olumn Secondary
Magic Type:Any

Maximum Strength:+2 (two) adjusted by race

Oni ,
not

El ves,
may

Racial RestrictionsHi g h
and I maéGhandi

Vagabonds may learn to call up to +9 (DiWéeapon Damage
with any weapon they can wield, and up to what the weapon
type will allow. This also means they may learn as many
Critical, Riposte, and.ethal Strikes as theinWeaporDamage
will allow them, as well ashield Blocksaand Shield Bashes

Vagabonds have few weapon restrictions and can learn any
form of onehandedveapon combat, as well as aeapon
Mastertheirrace allows.

When it comes tatealth, Vagabonds find themselves often
resorting to its use without ever becoming the true masters that
Rogues are. Vagabondan still gain enougBackstab

Damageat +18 (eighteen) to be considered a master atrthe
andcanalso buyAssassinates, @lgelnterceps, Feints and

Eviscerateattacks up to what their skill iBackstab Damage
will allow.

Vagabonds are good if haphazard casters and can learn from
anyschool ofmagic they choose and may become powerful
casters with up to a 7 (seven) column in their Prinmaagic,
which they learn in &ive (5) column format

Vagabonds may even leaarSecondarynagicup to a 5 (five)
column learning this in a four (4) column format

Runesas with all professiongare available to Vagabonds.
Many a Vagabond has learned these valuable skills to augment
their chances at survival on the open road.

2rfts, 3 drés fhd /&PrdditfonsiMiR &R A Beﬂé&r@\eﬁy rol
the Vagabond qfession, and many can even be mastered.

Vagabonds have no specific code they must follow for good or
evil. Though giventheir diverse and skill set Vagabonds find
work easy, in most places, even if only tempibyar

Unlike a Sentinela Vagabond should embrace the temptation
to learn as many skills at once as they werttugh this means
theymaybe a long time waiting before they excel in any skill.
Vagalonds are slow at start, but aiddle andhigherlevels

they are one of the most powerfuigbessions available.

Because of their nomadiaturesVagabonds mustdve
certain required skills by"Hevel. Thesebasicskills are Read
& Write, First Aid, a level 1 spell, an ApprentiEeoduction
skill, Ambushand aWeapon Skill

Vagabonds gain the following special abilitiedl. a

Vagabonds special abiisare based on his or her knowledge,
and therefore are tied directly to whichre Skillsthe

vagabond ha§ hese abilities must be purchased in order
though in the case of multiple purchase skills, only one must
be purchased before the next skill may be

1st Level:Lessernformational Lore Skil(Free), The
vagabond may choose aage(1) Lessernformational Lore
skill for free. This skill should be worked into the Vagabonds

Ur s dbackgroung asiwelld Kh an d i
become

Vagabonds ] ]
1st Level:Combat Lore Effectiveness Vagabondgain half

again as much damage for edevel of Combat Lore
purchasedThis translates into three (+3) damage v@ttmbat
Lore |, six (+6) damage witombat Lore Il and nine (+9)
damage witiCombat Lore 1l]

1st Level:Magical Lore Effectivenessi Vagabondgain half
again as much damage for each leveMafgical Lore
purchasedThis translates into three (+3) damagé&/lagical
Lore |, seven (+7) damage Mliagical Lore Il and ffteen
(+15) damage avlagical Lore Il

5th Level:Elude vs. Lore Creatures (3 points), may

purchase up to 3 times: The Vagabomay Elude detection by
creatures he/she has laformational Loreskill in. Onelore

group is chosen at activatiamd theeffect lasts 10 minutes
Thevagabond must say AEludeo t
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avoiding during the duration of this skilthey cannoenter
combatattack or cast during the Elude otherwise the effect is
broken, and the creatures will act accordinglyis skill may

be stackedvith other eludes, or with itself against an
additional lore group with an additional expenditure of the
skill.

10th Level:Evade vs. Lore Creatures(5 points) may
purchase up to 3 times. A vagabond may Evade an attack
made by a Creature in which he/she ham&rmational

Lore. This skill actdike the Dodge skillThe gayer must state
AEvadeod | oud e nWhegusingfthiskill, any | t
attack aimed at the character misses, he/she simply gets out of
the way.This skill is not effective on area of effect attacks
(Example Fire 106 Radius

15th Level:Resist vs. Lore Creatures(5 points) may be
purchasedip to 3 times. A vagabond may resist an attack
made by aeature in which he/she has laformational Lore
skill in.

15th Level:Production Affinity I<Select base production
skill> (2 points)The Vagabondjains an affinity in a
production base skill (Herbalism, Blacksmithing, or
Fermenting). This allows the Vagabondteate an extra
recipeper evenfrom anyProductionskill that requires that
base skill.Thisitem must be from d&roductionskill that the
Vagabond kowsand has a reciger andmay only be of up
to the skill that he or she has in that production (i.e.
Apprentice, Journeymanr Master)This skill only removes
theneed for the production points to create the recipe, not the
required components or crown coSihis skill cannot be used
to make additional Grand Masteecipes

20th Level:Magical Affinity | vs. Lore Creatures (2

points). The Vagabond gains the ability to use one spell from
any school he/she can cast, up to the maximum level of spell
he/she may cast as a bonus spell against any creature they
have arinformational Loreskill in. (i.e. if the Vagabond has a
4,3,2,1 Heartltolumn and a 3,2,1 Element@dlumn they may
throw one bonus spell of up t& fevel inHearth or 3! level

in Elemental per day) The spell used must be one in the
Vagabonds spell book. This ski may not be used with Ritual
magics.

25th Level:Unparriable Critical Strike vs. Lore Creatures

(5 points) Rirchased once every 2&vels (25,50,75%100).

This melee attack allows the useiQatically Strikean

opponent which the Vagabond haslaformational LoreSkill

in, like the skill of that name. This attack cannot be parried by
aParry, Shield Blockor Shield Bashlt can beDodged,
Evadedpr protectedagainsty spells. To activate thiskill,
theuserstatesUnparriable Critical

25th Level:Pierce Spell vs. Lore Creature(5 points)

purchased once every 25 Levels (25,50,75 &100¢

Vagabond may empower any one spell he or she can cast from
memory (not item) to bypass all magical protections and spell
barriers of a target which the Vagabond hagmérmational

Lore Skill in. The verbal is cast normally and then the

fi Pi etagtne must be added to the sp&he pierce does

C a n n Recipeb e

notapplyif it strikes a creature other than one the Vagabond
has arinformational Loreskill in.

30th Level:Production Affinity 1l_<samebaseskill> (2

points) TheVagabond gains a second affinity in the previously
selectedProductionbase skill. This allows théagabondo
create up to two (Xxtrarecipesper evenfrom any
Productionskill that requires that base skillhisitem must be
from aProductionskill that the Vagabondriowsand has a
recipe for and may only be of up to the skill that he or she has
in that production (i.e. Apprentice, JourneymanMaster)

Dhis Bk#él anty removes the need for the production points to
create the recipes, not the reqdimmponents or crown costs.
This skill cannot be used to make additional Grand Master
evaded) .

35th Level:Lore of the Road (Free):The Vagabond has, in

his travelsheard many rumors and innuendos from all over.
This tends to keep them well informedpeciallyon matters

of creatures they havaformational Loreskills in. The

Vagabond may at the beginning of each event session request
a special rumor or bit of information regarding their selected
enemy such asoop movements, staging areas, or even a new
dungeon locationThis is arole-playingskill.

40th Level:Magical Affinity Il vs. Lore Creatures (2

points). The Vagabond gains the ability to use two (2) spells
from any school he/she can cast, up to the maximuet &v
spell he/she may cast lbbenus spefl against any creature they
have arinformational Loreskill in. (i.e. if the Vagabond has a
4,3,2,1 Heartltolumn and a 3,2,1 Element@lumn they may
throw one bonus spell of up t8 #evel in Hearth or3level

in Elemental per day) The spell used must be one in the
Vagabonds spell book. This skill may not be used with Rétiu
magics.

50th Level:Double Magical Lore Effectivenessi

Vagabonds gain twice as much damage for each level of
Magical Lorepurchased. This translates into four (+4) damage
atMagical Lore | ten (+10) damage &tagical Lore I, and
twenty (+20) aMagical Lore lll

50th Level:Double Combat Lore Effectiveness

Vagabonds gain twice as much damage for each level of
Combat Lorgourchased. This translates into four (+4) damage
atCombat Lore | eight (+8) damage &ombat Lore I} and
twelve (+12) damage &ombat Lore Il

60th Level:Phasing(5 points)May be purchased up tbree
(3) times. The Vagabond gains the abilitypttase out of

reality on a five count. The playermustat e A Phasi
phasingtwo, phasingthree, fhasingfour,p h a s i ntg

n ¢
five

S entei thisestate ang pjakcei batle asngs crossed over his / her head.

This effect can last up to 10 minutes. The player may not cross
barriers such as wards noscribes buimay otherwise move
undetected freely. To exit thayer must use a five couof

AiPhasing in 1, phasing in 2¢
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Duelists

Musketeer, washbucklerkiller for hire, Assassin, and
mercenanyare all forms of Duelist, and there are more terms
can be used when one describes the Duelist and his/her
profession.

Duelists are masters obmbat, andtealth.They strive to
become the perfect weapon. Not relyingaomor ormagic as
acrutch, butas just another weapon in their arsenal. In the
end,though nothing surpasses their drive foartial
perfection, to make themselves onerimd, weapon and
body.

Duelists do excel at stealtimd misdirection. After all, what is
the point in getting the Kill; if you cannot get away with it?

Hit Points: 3 per level up to 6Qadjusted by race)
Maximum Weapon Damaget18 (eighteen)
Maximum Armor: 45

Weapon RestrictionsNone

Max Backstab Damage+21 (twentyone)
Maximum Spells:5 column Primary

Magic Type:Any

Maximum Strength:+2(two) adjusted by race

Racial RestrictiondNo Shirelings Sons of Kyth Daughters of
Kyth, Pixies, Sprites or Gryll may become Duelists.

Duelists may learn to call up to +18 (eighte#fgapon
Damagewith any weapon they can wield, and up to what the
weapon type will allowThis also means they may learn as
manyCritical, Riposte, and.ethal Strikes as theinWeapon
Damagewill allow them, as well aShield Blockand Shield
Bashes

Duelists have few weapon restrictions and can learn any form
of weapon combat, as well as aMgaporMastertheir Race
allows.Furthermoreall Duelists may purchase théeapon
Damage (Both}kill regardless oface, provided they learn

the proper prerequisite skills.

When it comes tatealth, Duelists find themselves almost
without equal. Their drive fgperfection incombat extends to
stealth as wellDuelists can gainto +21 (twentyone)
Backstab Damagend canalso buyAssassinates,
Dodgelnterceps, Feints and Evisceragttacks up to what
their skill in Backstab Damagwill allow.

Duelists are driven tphysical and martial perféion and are
thus weak caster§hough they can learn from any asehool

of magic they choose and may become powerful casters with
up to a 5 (five) column in their Primargagic, which they

learn in a four (4) column format

Duelists drive fomartialperfection means they will never
bother to learn a Secondary or Tertiaghool ofmagic.

Runes as with all professionsre available to Duelists. Many
a Duelist has learned these valuable skills to augment their
chances at survival on the open road.

Crafts, Loresand everProductionskills can all be leaed by
the Duelist pofession, and many can even be mastered. In
fact, many awould-bekiller for hire finds that their
knowledge of poisons is invaluable in plying their craft.

Duelists have no specific code they must follow for good or
evil. Duelists are@ntimidating even if thg are gpodguys.
Duelists arahe perfectkillers, whether to protect theeak or

to profit from death is their choice, and they would not have it
any other wayAs a Duelist, you will often be approached to
fight, and work should be easy to find. After, gthur

reputation will precedgou.

Before kvel 5 all Duelists must know at least\@apon Skill
Weapon Damage +AmbushandBackstab Damagel.
These are the only requitskills a Duelist has.

Duelistsdo have some abilities which they gain as their
Martial prowess increases. These are based on level rather
than any particular skill set. Though two of the three skills
enhanceheir ability with dherskills, they are all available for
free once a Dueligjainsthe appropriatéevel.
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Special Abilities

10" Level_Deadly Knowledge (Free):Though not Avengers
or Vagabonds, Duelist are still aware how powerful a little
knowledge can be. A Duelist who purchas€oabat Lore
gains half again as much damage for each time the Lore is
Purchased. This translates into three (+3) damaGembat
Lore |, six (+6) damage &ombat Lore I} and nine (+9) at
Combat Lore IlI

20" Level;Protection (Free)A Duel i st 6s drive for perfection

also means they rely on speed and dexterity rather than heavy
and cumbersome armor. They are in fact so good at wearing
light armor that a Duelist gains additional benefit from the

Improved Armos ki I | , gaining the ability to use the

damage reduction against armor piercing taglines such as
Body and retaining the DR effect even after their armor has
been reduced to @he Duelist alsaetains theDR effectsof

GM Armor and similar items that would normally imactive
when their armor points reach 0.

30" Level; Hardiness (Free)Duelists areextremely tough to

kill. He or she gains one (1) additionkit point perlevel.

(Note: They may also buy Fortify normally to gain even more
hit points)

40th Level:Evade vs. Lore Creatures(5 points)purchased

every 40 levels (40,8 Duelistmay Evade an attack made

by a Creature in which he/she hadm@fiormational Lore.This

skill acts like the Dodge skilTlhed ayer must state AEvadeo

loud enough for all to heawhen using this skill, any attack

aimed at the character misses, he/she simply gets out of the

way. This skill is not effective on area of effect attacks

(Example Fire 1006 Radius cannot be evaded).

50th Level:Unparriable Critical Strike vs. Lore Creatures

(5 points) Rirchased once evebplevels (50,100). This

melee attack allows the userQaitically Strikean opponent

which theDuelisthas aninformational LoreSkill in, like the

skill of that name. This attack cannot be parried Baay,

Shield Block, or Shield Bash can beDodged, Evadedyr

protectedagainstby spells. To activate this skill, the user

statesiUnparriable Critical Stri ke <tagline>0o0

67



Rogues

Scout, asassinbandit, andhief are all forms of Rogue, but
why stop thereVillain, hero, highwayman)awyer,poisoner,
infiltrator, and oh so many more terms can be used when one
describes the Rogue and his/prafession.

Rogues are masters of stealthd redirectionln fact, the real

sign of a good Rogue is that people often do not even know he
or she is oneThey may think they arelaw-level Warrior, or
Sentinel.That they are some sort@agabond, or a member

of the military scouts like some Rang&here have even been
Rogues whom have been mistaken as squires for Knights of
Valor.

No matter whatRogues excel at steakimd misdirectionBe
they acon-artist out to bilk others o& few gold or ahug out
to take everyitver from someone by force.

Hit Points: 3 per level up to 60 (adjusted by race)
Maximum Weapon Damaget12 (twelve)
Maximum Armor: 40

Weapon RestrictionsNo two-handedweapons
Max Backstab Damage+36 (thirty-six)

Maximum Spells Five (6) column Primary

Magic Type:Any

Maximum Strength:+2(two) adjusted by race

Racial RestrictionsOn i , and

become Rogues.

Ursoni ,

Rogues may learn to call up to +12 (twelVé¢apon Damage
with any weapon they can wield, and up to what the weapon
type will allow. This also means they may learn as many
Critical, Riposte, and.ethal Strikes as theinWeaporDamage
will allow them, as well aShield Block&nd Shield Bashes

Rogues have few weapon restrictions and can learn any form
of onehandedveapon combat, as well as ajeaporMaster
their race allowsFurthermoreall Rogues may purchase the
Weapon Damage (BotBkill regardless oface, provided they
learn the proper prerequisite skills.

When it comes tatealth, Rogues find themselves without
equal. No other ever becoming the true mastesRogues
are. Rogues can gain +36 (thidix) Backstab Damagend
canalso buyAssassinated)odgelnterceps Feints and
Eviscerateattacks up to what their skill iBackstab Damage
will allow.

Rogues are good if haphaza@asters and can learn from any
school ofmagic theychooseandmay become powerful
casters with up to a 5 (five) column in their Primaiggic
which they learn in a four (4) column format.

|l madGhandi

Roguesare not acaders by any means, they live life more as
it comes and rarely have time for the more scholarly pursuits.
Thus,they can only ever learn one schoohwgic.

Runes as with all professionsre available to Rogues. Many
a Rogue has learned these valuable skills to augment their
chances at survival on the open road.

Crafts, Loresand everProductionskills can all be learned by
the Rogue pfession, and many can even be masterefécln
many awould-be assassin finds that their knowledge of
poisons is invaluable in plying their craft.

Rogues have no specific code they must follow for good or
evil. Though given their diversskill set Rogues find work
easy, in most places, even if only tempibyar

Unlike any other class& Rogue should never be known as
such.In fact,the best rogues are often mistaken for another
profession.

may not
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Special Abilities

1stLevel: Elude vs. Lore Creatures (3 points), may

purchase up to 3 times: TRoguemay Elude detection by
creatures he/she has laformational Loreskill in. One lore
group is chosen at activation and #ffect lasts 10 minutes

Theroguemu st say fAEluded to the creatures he/ she

during the duration of this skill. They canretter combat,
attack or cast during the Elude otherwise the effect is broken,
and the creatures will act accordingfis skill may be

stacked with other eludes, or with itself against an additional
lore group with an additional expenditure of the skill.

10th Level Deadly Insight: (Free)The Roge mayadd+1

damage to his drerBackstab Damagagainst any creature

he/she hamformationalLorein per 10 character levels. (+1

at level 10, +2 atevel 20, +3 atlevel 30, +4E v el 40¢é) .
This skill stacks wittCombatl.oresbutdoes not count toward

the purchase of special skills suchf@sassinatesl his bonus

may also be added to the strength modifier for the purposes of
the Ambush skill.

20th Level Vanish vs. Lore Creatures (5 points)May
purchase onceevery2vd s (20, 40, m@Baye) : The Rogue
Vanishfrom creatures he/she has an Informational Lore skill
in. One lore group is chosen at activation and the effect lasts
30secondsTheRoglemu s t Vanalyvs fiLore Groups»

to the creatures he/she is avoiding during the duration of this
skill. The Roguecannotentercombat, attack or cast during the
Vanishotherwise the effect is broken, and the creatures will
act accordingly. This skill may be stacked with itself against
an additional lore group with an additionapexditure of the
skill. The rogue may also enter Eludieectly from Vanish

30th Level:Evade vs. Lore Creatures(5 points)purchased

every 30 levels (30,60, 98) Roguemay Evade an attack

made by a Creature in which he/she ham&rmational

Lore. This skill acts like the Dodge skill.he gayer must state

AEvadeodo | oud e nWhegusingfthisiskilaahyl t o hear .
attack aimed at the character misses, he/she simply gets out of

the way.This skill is not effective on area of effect attacks

(Example Fire 1006 Radius cannot be evaded).

40th Level:Resist vs. Lore Creatures(5 points) may be
purchaseavery 40 levels (40, 80A Roguemay resist an
attack made by areature in which he/she has an
Informational Loreskill in.

50th Level:_Piercing Sneak Attack (5 points)purchased
every 50 levelg50, 100) A Rogue may purchagke abilityto
call the Piercing taglinevith a sneak attack like Ambush or
Assassinateallowing it to bypass a Spell Shield such as
Armor of the Spirit.

S
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The Crafters

Some people just like to buittlings,to create objects into
morethanjust their componergarts.These builders and
scientist form thegroup we calkthe CraftersThey believe that
thoughmagic is a potent part of the world, and that warriors
may rule the battlefield, that neither would be able to even
begin to function without the items and resources that the
Crafters make.

Apothecaries

Apothecaries believe thatrimulas not magic will be the rule
of the future Magic ispowerful,and it hasts place, but one
day; soon if they have their way, research wilka even
more powerful tools thramagic.

The choice of playing an Apothecary is one which can truly be
a roleplaying decisionTo play a researcher in a magical

world obviously can spawn endless debate and countless
opportunities to engage the world around the player. Not only
for the player, but for those around him.

Hit Points: 2 per level up to 50 (adjusted by race)
Maximum Weapon Damaget6 (six)

Maximum Armor: 30

Weapon RestrictionsNone

Max Backstab Damage+6 (six)

Maximum Spells:5 column Primay, 4 mlumn Secondary
Magic Type:Any

Maximum Strength:+1 (oné adjusted by race

Racial RestrictionsOgrekin, Troll BroodHigh Elf, Eldaran,
Wolven,Mi not aur ,
Apothecaies.

Apothecaiesmay learn to call up to +6 (i¥Veapon Damage
with any weapon they can wield, and up to what the weapon
type will allow. This also means they may learn as many
Critical, Riposte, and.ethal Strike as theilWeaporDamage
will allow them, as well aShield Block&nd Shield Bashes

Apothecariehave no weapon restrictions and can learn any
form of weapon combat including allyeaporMastertheir
race allows.

When it comes to stealth, Apothecalrfiesl themselves on
uneven ground with Rogues and Warriors, but as skilled
martial characters they do grasp and can learn these tasks.
Skilled Apothecaescan still gain enougBackstab Damage
at 46 (six) to be able to buissassinates, @lgelnterceps,
Feints and Evisceratattacks

Apothecaiescan be competerasters and can learn from any
school ofmagic they choose up to a five) Golumn in their
Primarymagic; which they learn in five (5) column format

Apothecalesmay even leara Secondary magic ujp a four
(4) column.

Runesas with all professiongsre available tanApothecary.
Many an Apothecary has learned these valuable skills to
augment their research into multiple fields.

Crafts and Loreskills can dlbe learned by the Apothecary
profession. Irfact, all skills which requirdHerbalismarethe
bread and butter of this class, to the point #mApothecary
may master all of them.

Apothecaies haveno specific code they must follow for good
or evil. Desired even # little feared, by governmenasd
scholars alikea skilled Apothecary can find work easily.

Due toanA p o t h eocorstany Usef research and their

ability to deconstruct items, they do gain certain special skills
at higher levels. An Apothecary must therefore have the
following skills by 8" level.Read & Write Herbalism

Apprentice Poisoner, Apprentice Alchemésid Apprentice

Elixir Crafter. Regardless of which of the three he/she decides
to improve from there.

Ur s o may,notaecame | ma 6 Ghandi
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Special Abilities

5th Level:(Free) An Apothecargairs a+5 (five) effectwhen
usingahealing or harmingffect herbalism productioifror
example, a weak acid would call 15 acid, or a lesser healing
potion would heal 25 when administered by the apothecary.

10th Level Examine Being: (Free)his skill allows the
Apothecary to examine a body fb®@ minutesafter which they
can determine several key things aboutdi@ature in
guestion, such asce,plane oforigin, and lealth at time of
demise just to name a fedr.body will not dissipatavhile this
skill is being used oit but will if the Apothecary stops the
examination.

15th Level Production Affinityl: Herbalism(2 points) The
Apothecary may create an extexipe peeventfrom any
production skill they have which requires Herbalidrhis

item must be from a production skill that tApothecary
knowsand has a recipler andmay only be of up to the skill
that he or she has in that production (i.e. Apprentice,
Journeyman or Mastethis skill only removes the need for
the production points to create the recipe, not the required
components or crown cosiihis skill canmt be used to make
additional Grand Master Forras.

15th Level:(Free) An Apothecargairs a+10 (ten) effect
whenusinga healing or harmingffect herbalism production
For example, a weak acid would call 20 acid, or a lesser
healing potion would heal 30 when administered by the
apothecary.

20th Level:Determine Weakness(Free)Thisis an extension
of theExamine Beingbility. It allows the Apothecary to
determine any special weakness a living or undead creature
examined may have, such aswnerabilityto fire, or that a
certain herb is poisonous to the creature.

30th Level:ProductionAffinity II: Herbalism(2 points) The
Apothecary may create up to two (2) exeaipes peeventto
use fromany production skill they hawehich requires
Herbalism. These itenmaust be from a prodtion skill that
the Apothecary kowsand has a recigier andmay only be of
up to the skill that he or she has in that production (i.e.
Apprentice, Journeyman or Mast@his skill only removes
the need for the production points to create the recips the
required components or crown codihis skill cannot be used
to make additional Grand Master Formulas.

30th Level (Free) An Apothecargairs a +15 (fifteen) effect
whenusinga healing or harmingffect herbalism production
For example, a weak acid would call 25 acid, or a lesser
healing potion would heal 35 when administered by the
apothecary.

40th Level:Exploit the WeaknesgFree) Thisis an extension

of theExamine Bein@bility. It allows the Apothecary to
determine if there are any flaws in a living or undead creature,
and if so how to create a potion to exploit them. (This potion
must be made from parts of the creature, takes 1 hour to
create, and imbues the consumer with +10 dges. said
creature with ralee ommagical attacks)

Obviously,theseskills are ple-play enhancing skills, and do
require some involvement with the Story tedihey may or

may not lead the Apothecary to finding out some special way
to defeat an enemy or to neutralize a creature.

50th Level:Production Affinitylll: Herbalism 2 points) The
Apothecary may create up to three €3jrarecipes peevent

to use fromany production skill they hawehich requires
Herbalism. These itenmaust be from a prodtion skill that

the Apothecary kowsand has a recipe foand may only be

of up to the skill that he or she has in that production (i.e.
Apprentice, Journeyman or Mastdis skill only removes

the need for the production points to create the recipes, not the
required components orawn costsThis skill cannot be used

to make additional Grand Master Formulas.

50th Level:(Free)An Apothecarygairns a +20 (twenty) effect
whenusinga healing or harmingffect herbalism production
For example, a weak acid would cafl acid, or a lesser
healing potion would hed&0when administered by the
apothecary.

75th Level:(Free)An Apothecarygains a+25 (twenty-five)
effectwhenusinga healing or harmingffect herbalism
production For example, a weak acid would c38l acid, or a
lesser healing potion would hetd when administered by the
apothecary.

100th Level (Free)An Apothecarygairs a +30 (thirty) effect
whenusinga healing or harmingffect herbalism production
For example, a weak acid would c&fl acid, or a lesser
healing potion would he&0when administered by the
apothecary.
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Tinkerer s

Tinkerer believe thaEngineering not magic will be the savior
of the dayMagic is the past, but one day; soon if they have
their way,Engineeringesearch will makeven more

powerful tools then iagic.

The choice of playing a Tinkerer is one which can truly be a
role-playing decisionTo playanengineer who tinkers with
machines and gadgets will create opportunities to engage the
world around the player. Not only for the player, but for those
around him.

Hit Points: 2 per level up to 50 (adjusted by race)
Maximum Weapon Damaget9 (nine)

Maximum Armor: 30

Weapon RestrictionsNone

Max Backstab Damage+6 (six)

Maximum Spells:5 column Primary

Magic Type:Celestial Only

Maximum Strength:+1 (oné adjusted by race

Racial RestrictionsHigh Elves Sylvan ElvesEldaran,
Eldarineg Ogrekin, Troll Brood, Wolven, Minotaur, Ursoni,
|l maéGhandi & DumadHands may

Tinkeres may learn to call up to +%ihe) Weapon Damage
with any weapon they can wield, and up to what the weapon
type will allow. This also means they may learn as many
Critical, Riposte, and.ethal Strike as theilnWeaporDamage
will allow them, as well aShield Block&nd Shield Bashes

Tinkeres have no weapon restrictions and can learn any form
of weapon combat including anyeaporMastertheirrace
allows.

When it comes totsalth, Tinkeres find themselves on uneven
ground with Rogues and Watrriors, but as skilled martial
characters they do grasp and can learn these tasks. Skilled
Tinkeress can still gain enougBackstab Damagat +6 (six)

to be able to also buAssassinated)odgelnterceps, Feints
and Evisceate attacks

Tinkeress can be competérasters and can learn from the
Celestialschool ofmagicup to a five (5) column; which they
learn in a four (4) column format

Tinkeres are focused on howdhnology can, andh their
mind, will out preformmagic. Thus,they do not have the will
or desire to learn more than jilké Celestiatype of nagic
because ois ability to augment their engineering.

Runes, as with all professiorage available taTinkerer.
Many a Tinkerer has learned these valuable skills to augment
their research into multiple fields.

Crafts, Lore andProductionskills canall be learned by the
Tinkerer pofession Engineerings theirmost beloved
production and though most people are put off or even a little
scared of it, Tikeres revel in any new desigrplans or ideas
they come across.

Tinkerershave no specific code they must follow for good or
evil. Desired even ifalittle feared, by governmengnd
scholars alike a skilled Tinkerer can find work easily.

Due to a Ti nk effresga@hsandctteinabititya n t
to deconstruct items, they do gain certain special skills at
higher levels. For thieasona Tinkerer muskearn the

following skills by kevel 3.Read & Write, Blacksmithing,
Apprentice Engineer, and Flintlock Weapskill (any type)

not become Tinkerer
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Special Abilities

5th Level:(Free) Tinkerergiain +1(one) damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseghey may have.

10th Level Examine Item/Construct: (Free)This skill
allows the Tinkerer to examine an item i@ minutesafter
which they can determine several key things abimuitem in
guestion, such adgme oforigin, whatspecies created it, and
its basic functionality.

15th Level:(Free) Tinkerergain +2 (two) damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseshey may have.

20th Levet Determine Structural Integrity : (Free) This is

an enhancement to tl&xamine Iltem/Construetbility. This

allows the Tinkerer to determine any special weakness an item
or construct examined may have, such aslaerabilityto
lightning, or that a certain metal is more destructive to a
construct.

25th LevelRanged Shattering Strike(5 points):When using
his/herfirearmto attack a construct the Tinke&andeliver a

blow which causes 50 points of damage todbrestruct itself.
The Tinker may learn this skonce every 25dvels (so again
at 50" level, 7% level and 100 level)

The verbal fdrtttkirs ngt tsack kie®.AS

This attack will do 50 points of damage to a golem or
constructand in addition to the damage it rendany golem
or construct under 250P, includingif creature is reduced
below 250HP by the strike, immobile for 1 minute

30th Level (Free) Tinkerergain +3 (threg damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseghey may have.

40th Level:Find the Design Flaw (Free) This is an
enhancement to tHexamine Item/Construetbility. This

allows the Tinkerer to determine if there are any flaws in an
item, and if so how to exploit them.

Obviously,some of these skills arele-play enhancing skills,
and do require some involvement with the Story t€Emey

may or may not lead the Tinkerer to finding out some special
way to defeat an enemy or to neutralizetamibeing used
against him/her.

50th Level:(Free)Tinkerersgain +4 (four) damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseghey may have.

75th Level:(Free)Tinkerersgain 45 (five) damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseghey may have.

100th Level (Free)Tinkerersgain +6 (six) damage when
wielding afirearm This is in addition to anWeapon Damage
or otherbonuseghey may have.
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Smiths Runes, as with all professiorae available to Smiths. Many a
Smith has learned these valuable skills to augment their

Smiths are the backbone of almost every sochdtyays combat prowess.
needed for their skills toraft items, from the mundane, _ _
everyday essentials to the truly spectacular. Crafts, LoresandProductionskills can all be learned by the

Smith gofession. Thalacksmithingskills of Armorsmith,
The choice of playing a smith is one which can truly enhance ~ WeaponsmithandJewel CGafting are all the meat and drink of

role-playing not only for the player, but for those around him. ~ those who followthe path of the Smith. A Smith may master
all three of them.
Also,| et 6s face it, people need items, and if youdre the onl\
one who can make themvell you stand to be able to Smiths have no specific code they must follow for good or
accumulate a large pile of wealth and presfigeugh this evil. Desired by everilitary andtownship; Smiths find
may seem to be an attraction to those who would rob the work easy.
smith, the threat of the loss of service counter balances this ) ) ) )
and makes for great rofgaying. Due to a Smitfs constant use of hammers in their chosen field
they gain certain special bonuses when wielding a hammer in
Hit Points: 2 per level up to 50 (adjusted by race) combat as wellThereforethey must learn a weapon skill
which includes the use of hammers, suchOage Handed
Maximum Weapon Damaget18 (eighteen) Blunt Weapons
Maximum Armor: 150 A Smith must also have the followirsgills by level 5.Read
& Write, Blacksmithing, Apprentice Armorsmithing,
Weapon RestrictionsNone Apprentice WeaponsmithingndApprentice Jewel CrafteA
Smith is required to know all three regardless of which they
Max Backstab Damage+3 (Three) decide to pursue further.

Maximum Spells:5 column Primary
Magic Type:Any
Maximum Strength:+5(five) adjusted by race

Racial RestrictionsHigh Elves, Sylvan Elves, Eldaran,
Ogrekin, Ursoni, KilidédSamdi & DumadHandi may not become
Smiths.

Smiths may learn to call up to +18 (eightedfgapon
Damagewith any weapon they can wield, and up to what the
weapon type will allowThis also means they may learn as
manyCritical, Riposte, and Lethal Strikes theinWeapon
Damagewill allow them, as well ashield Blocks and Shield
Bashes.

Smiths have no weapon restrictions and can learn any form of
weapon combat including aWeaporMastertheir Race
allows.

Whenitcomestotse al t h, Smi t hskledar e no Rogue. A
Smith can still gain enougBackstab Damagat +3 (threejo

be able to buy aAssassinatand Dodge/Intercepbut

because of their limited skill can never Hesintsor

Eviscerateattacks

Smiths can be competerdsters and can learn from any
school ofmagic they choose up to a five (5) column in their
Primarymagic, whichthey learn in a fou¢4) column format

Smithds see magic as a way to enhance thedpction, but
not so much as a life pafhhus,they @n only ever learn one
type of nagic.
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Special Abilities

5th Level:(Free)Smiths gain +1(one) damage when wielding
a hammer. This is in addition to ayeapon Damage
Enhancedstrength or magical bonusethey may have.

10th Level:WeaporKnowledge<chosen Weapon¥3

points) May bepurchased up to three (3) timesice evey 10
levels. (10, 20 & 30) Whepurchaseddr the first timethe
Weapon Knowledgmay be assigned &ny singlebase
Weapon Skilthe Smithknows.(i.e. 1 Handed BladeBows, 2
Handed Crushingetc. but ndNVeapon MasterigsWeapon
Knowledgeprovides adamage bonuger level when using the
chosen weaporthis is also consideredtobap t of a
specialization for theiWweaponsmithingroduction skill.
There are certain Grand lg@r recipes that require this
knowledge or an affinitand only a Smithwith the correct
specialization can creatéhem

15th Level:(Free)Smiths gain an additiahpoint of damage
for a total of +2 (two) when wielding a hammehisis in
addition to anyWeapon Damagé&nhanced Strengtior
magical bonusethey may have.

20th Level Shield Breaker (5 points): When using his/her
hammertheSmithcand el i ver a stri ke t
which will destroy any nomnagical shield and will render a
magical shield inert, and unable to call up its magical
propertiesfor 10 minutes after the strike.

The taglinei S h i edkebisBddedtother8i t h 6 s
damage for this strike to take effect, and the strike must hit the
opponent or its shield.

A Smith may learn thiskill once every 20dvels, so they may
learn a second at #0evel, another at 80evel, 8% level and
again at 100 level if they so desire, for a maximum a¥é (5)
per day.

25th LevelShattering Hammer Strike (5 points):When
using his/her hammer tt&nith candeliver a blow directly to
an opponentods armor, which
armor itself, but not the opponent.

The verbal

This attack will do 50 points of damage to a golem or
constructand in addition to the damage it rendany golem
or construct under 250P, including if creature ileduced
below 250HP by the strike, immobile for 1 minute

A Smith may learn thiskill once every 28evels, so they may
learn a second at 50kbvel, another at #Hevel, and again at
100" level if they so desire, fa maximum of dur (4) per

day.

25th Level Hardiness (Free)Smiths areextremely tough to

kill. He or she gains one (1) additionkit point perlevel.

(Note: They may also buy Fortify normally to gain even more
hit points)

o

causes

fdiatttleirs ngt sdack kieD .

30th Level (Free)Smiths gain an additi@hpoint of damage
for a total of +3 (three) when wielding a hammehis is in
addition to anyWeapon Damagdénhanced Strengtor
magical bonusethey may have.

50th Level:(Free)Smiths gain an additi@hpoint of damage
for a total of +4 (four) when wielding a hammehis is in
addition to anyWeapon Damagdé=nhanced Strengttor
magical bonusethey may have.

75th Level:(Free)Smiths gain an additi@hpoint of damage
for a total of +5 (five) when wielding a hamm@his is in
addition to anyWeapon Damagd=nhanced Strengthor
magicdi Hbisusethey may have.

100th Level (Free)Smiths gain an additi@hpoint of damage
for a total of +6 (six) when wielding a hammehis is in
addition to anyWeapon DamagédEnhanced Strengttor
magical bonusethey may have.

Not e: Aext@mpdints bf@lamageith a hammedo not
count toward the purchase of any special abilities such as
Critical Strikes.

an opponentdés shield
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The Scholars

Wizards, nagicusers,members of eademia all are
descriptive of the ScholarlyrofessionsThough many might
saymagic is thebread and butter of these professions, it is in
fact knowledge that makes the Schokorbidden knowledge,
that rare bit of powerful information that can turn the entire
world uponits ear.

Scholars are more likely to find their noses in a book, while
sitting behind a protective barrier referencing some bit of lore
they just gained from a greater power, then swinging a sword
at a target dummy trying to learn the basics of combat, any
day.

Magi

The Magi are those who would control the forces of the
universe, through channeling outside powertheforce of
their own will.

They excel at ragic and some would say they live and breathe
their craft. Given to long bouts of research; to find that one
clue that will unlock even more mysteries and power.

Historically there have been many who would have been seen
as Magi.Merlin, Archimedes even Nostradamus.

In fiction and literature these players abound and are in fact a
cornerstone of such literature.

Hit Points: 2 per level up to 40 (adjusted by race)
Maximum Weapon Damaget3 (Three)
Maximum Armor: 20

Weapon RestrictionsNo two-handedveapons othethan
Staff

Max Backstab Damage+3 (Three)

Maximum Spells:12 column of Primary Magic, 12 column of
Secondary Magic, 9atumn of Tertiary Magic

Magic Type:Any
Maximum Strength:+1 (oné adjusted by race

Racial RestrictionsNo Dwarves Eldaran,Orc-Blood or
Ogrekin may become Magi.

The Magi is not a great watrrior by any stretch, preferring
studious work, experimentand research to the sword and
shield.Thus,they may learn to call only up to +3 (three)
WeaporDamagewith any weapon they can wield, and up to
what the weapon type will allowhis also means they may
learn only ondParry and Critical Strikebut nevethave access
to Riposteor Lethal Strike. Also, only one Shield Blocknd
Shield Bash

Magi's have many weapon restrictions and can learn only a
select fewmartialweapons, of course theaff anddagger are
chief among these items.

When it comes totse a |l t h, Magi 6s find
footing compared to Rogues and Warriors. They do grasp and
can lean these skillsbut only limitedly at bestMagi can still

gain enougiBackstab Damagat +3 (three)d be able to also
buy a singleAssassinatandDodgelntercept They can never
learnFeints orEviscerateattacks.

Magi are first and foremostasters and can learn from any
school ofmagic they choose and may become powerful
casters with up to a 12xelve) column in their Primary
magic which they learn in a six (6) column format

Magi maylearna Secondary aygic if they so desire. Learning
their Seconda out to a twelve (12) as well efive (5)
column format.

Magi may even have a Tertiaryagicin which they can learn
up to a nine (9) column in a four (4) column format.

They are extremely powerf&®itual magic practitioners if they
wish and can gaiMasteriesof thoseRitual magics.

Runes, as with all professiorese available to Magi. Many a
Magi has learned these valuable skills to augment their
curiosity and skill in research as well as their personal
survival.

Crafts, Lores and everProductionskills can all be learned by
the Magi pofession, and many caven be mastereth fact,

a Magi 6s keen mind can grasp
technology They excel irEngineeringandhave foundt a

great augmentation to their magics in the form of firearms,
rustic as they may be.

Magi have no specific code they must follow for good or evil.
Desired as counsel tobles yefeared as dealing with powers
beyond the common peopl ebs
natures.

Master your primary art of magic, @mhen decide how to
proceedMagic isa dominatingorce upon a battle field,
wielding immense power, but once his/her spells ruraout
magushas little martial experiencételligence andvisdom
serve better than swoadt axe.

76

t

SC



Special Ability:

10th Level: Reduce Magic (2 points)Purchased ever$0
levels(10,20,3 0 ¥ This skillreduceghe effectof any
damaying spellor magical effectvhich hits the caster bgn
amount equal to th€asters Levelin points.. The usestates

i R e d u cieditaie the effect of the spell they were hit with
was reduced.

15th Level: Empower Spell (3 points)Purchased ever$5

levels (53045,60,75,& 90): This skill increases the
effectiveness of any damiag orhealing spell which is
Empowered by an amount equal to tBasters Levelin

points. Thus, a Damaging spell would deal more points and a
healing spell would heal for additional hit points. The user
casts the spell normally and just as standard if the spell hits
would declare the damage or healing but must statdy

i kevd + spell damage/healingEmpowered

20th Level: Augment Magic (5 points)Purchased everg20
levels(20,40,6@ ): This skillgrans the Magi +5 Damage in
one of the followdamagingspell effecttaglines (Heal, Cure,
Cause, Inflict, Fire, Ice, Stone, Lightening, Magic, or Body

30th Level: Resist Magic (5 points)A Magi may purchase
this skill up to 5 times

40th Level: Extend SpellArea (5 points)Purchased eved0
levels(40,80) The Magi maya d d 1HXxfiect fo@ne
casting of one spethat targes One Creatuihe user casts
the spell normally and declare teectandmust statedudly
i effect- 10 foot Ao

50th Level:Broad Augmentation (5 points)Purchased every
50 levels 60,100: This skill grans the Magi +5 Damage in
theremainingdamaging spell effect taglinest chosen for
theirtheir Augment Magiskill. (Heal, Cure, Cause, Inflict,
Fire, Ice, Stone, Lightening, Magic, or Body).
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Sorcerers

There are those who wish to study in books, test in
laboratories, and see the fruits of long studious hours of labor
come to fruition.Then there are those who want to see the raw
power they have leaedlput to the test, to push their power

and personal limits to the edge and even beyond.

When a caster would rather hurl magic then sit and study a
book, when they would like to see just how much energy their
incantations can release, how many enemies they can fell, or
how many allies they can pick up from the jaws of death itself,
and even hiter yet both, we have a name for théite can

them Sorcerers.

Let others learn toontrol Ritual magics, let them spend their
time learning how to summon this, augment that, and create a
delicate piece of magi@hose types of Scholars are missing
out on the real reason you wield magic in the first pl&ce.

wield magic itself theirneeds be no greater reasoning then
that.

Historically the basics of a sorcerer are the same as the Magi,
though often more reckless images such as Morgan le Fey
come to mind.

Hit Points: 2 per level up to 40 (adjusted by race)
Maximum Weapon Damaget3 (Three)
Maximum Armor: 20

Weapon RestrictionsNo two-handedveapons othethan
Staff

Max Backstab Damage+3 (Three)

Maximum Spells:15 @mlumn of Primarymagic, 13column of
Secondarynagic, 12column of Tertiarymagic

Magic Type:Any
Maximum Strength:+1 (oné adjusted by race

Racial RestrictionsNo Dwarves,Orc-Blood or Ogrekin may
become Sorcerers.

The Sorcerer is not a great warrior by any stretch, but who
needs sword and shield when the very fabric of magic itself is
at your fingertipsThus, they may learn to call only up to +3
(three)Weapon Damageith any weapon they can wield, and
up to what the weapon type will allowhis also means they
may learn only on€arry andCiritical strike, but never have
access t®iposta orLethal StrikesAlso, onlyone Shield

Block and Shield Bash

Sorcererdiave manyveapornrestrictions, just as aBcholas
and can learn only a select fewartial weapons, of course the
staff anddagger are chief among these items.

When it comes to Stealth
bother?06 They find themsel
it takestoo much time away from hurling magic. They do

many
ves

grasp and can learn these skibisit only limitedly at best
S o r ¢ eansstill §agn enougBackstab Damagat +3
(three) b be able to also buy a singlssassinatand
Dodge/InterceptThey can never leaiffeints orEviscerate
attacks.

Sorcerer 8s ar easters and dan leam fomf o r
any school of ragic they choose, in fact therein lays their

most powerful strengttSorcerers hurl spells, they learn how

to do this at an amazing rate, and can grasp many types of
magic all at once. They may become powerful casters with up
to a 15 (fifteen) column in their Primanyagic. They must

learn their Primarynagic in asix (6) column format.

Sorceres oftenlearna Secondarynagic andmay do so up to
a 13 (Thirteenxolumn. When learning a Secondamggic,
they learn in dive (5) column format.

A Sorcerer so excels at casting spells that they can, and more
often than not do, learn a Tertissghool ofmagic. A Sorcerer
must learn his or her Tertiasghool ofmagic in afour (4)

column format and may learn up to a twelve (12) column in
this school ofmagic.

They are extremely powerful, and can gr&ual magic, but
as Ritual magicpractitionersthey are nbas dedicated as
other Scholarsthus they can only learn Ritualagic in their
primary form of nagic.If they wish, theycan gain Masteries
of theRitual magicthey learn.

Runes, as with all professiorsse available to Sorcerer. Many
a Sorcerer has learned these valuable skills to augment their
curiosity and skill in research as well as their personal
survival.

Crafts, Loresand everProductionskills canall be learned by
the Sorcererqfession, and many can even be mastdred.
factta Sorcerer6s keen mimd c
i ma g ieahrwldgy.tThey excel iBngineeringandhave
foundit a great augmentation to their magics in the form of
firearms, rustic as they may be.

an

Sorcererds have no specific
evil. Desired as counsel tmbles yefeared as dealing with
powers beyond the common
superstitious natures.

Master your Bmary type ofmagic, and then continue on.
Your basic column format in three types of magic (i.e. 6 in
primary, 5 in secondary and 4 in tertiary) will only cost you
little more thara welve (12) column might cost a Magi.
Magic is the dominate force upon a battle field, wielding
immense power, but remember once your spells run out a
Sorcerer has little martial experiendest like a Magi
intelligence and wisdomiWserve you better than swoat
axe.

a Sorce
unwi | | earn t
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Special Ability:

10th Levet Magical Affinity, <Primary Column>{3 points)
purchased everyOllevels (0, 20, and ) up to a maximum
of three (3) timesThecharacter gains the ability to use one
(1) spell per day frorhis or her Primangchool ofmagic, up
to the maximum level of spell he/she may cast as a bonus
spell.(i.e. if aSorceremhas a 4,3,2,1 HearfPrimarycolumn
and a 3,2,1 Element8econdarygolumn they may throw one
(1) bonus spell of up to™_evel in Hearth but gainso bonus

in Elemental Spells.)

Thespell used must be one in theacacteds spell book.

skill may not be used with Rituatagics.

20th Level Magical Affinity, <Secondary Columnx3

This

points) purchased every P8vels @0, 40, and ®) up to a
maximum of three (3) times. Thaaracter gains the ability to
use one (1) spell per day from his or her Seconcangmn,

up to the maximum gell level he or she may caa a bonus

spell

Thespell used must be one in theacacteds spell book.

skill may not be used with Ritual magics.

This

30th Level Magical Affinity, <Tertiary Column>1(3 points)
purchased every 3@vels 80, 60, and M) up to a maximum
of three (3) timesThecharacter gains the ability to use one
(1) spell per day frorhis or her Tertiary columrup to the
maximum level of spell helie may cast as a bonus spell.

Thespell used must be one in theacacteds spell book.

skill may not be used with Ritual magics.

This

40th Level: Quick Cast Spell (5 Points) purchasegvery 40
levels (40, 80) The caster may quick cast one spell per day by
stating AQui ck Gast <Spell Name

50th Level: Piercing Spell (5 Points)purchased every 50
levels(50, 100)The Sorcerer ay add the pierce tagline to

one casting of one spel
the effect description when caBx.i é Fi er vy
150 Fire Pierceo

| per day.

Add

Devastation.

AiPi erceo
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Artificers

Academia sometimes means leaving the outside world to its
own devices while the scholar quietly experiments and gathers
unto him/herself as much information and knowledge as
possible.

Let others rush to fight with sword and shield, yours is the
ability they need to enchant those items. Allow the Magi and
the Sorcerer to think they have mastaregyic; neither can
compete with the Artificeros
Ritual magic.

You create, you can destroy, you summon and conjurer things
from the thin air to do your biddinghis is the true nature of
magic;this is what an Artificer does.

Historically similar to the other Scholars, but with a bent
toward finding hidden knowledge, many liken them to monks
or freemasons for examples.

Hit Points: 2 per level up to 40 (adjusted by race)
Maximum Weapon Damaget+3 (Three)
Maximum Armor: 20

Weapon RestrictionsiNo two-handedveapons othethan
Staff

Max Backstab Damage+3 (Three)

Maximum Spells:12 wlumn of Primarymagic, 10columnof
Secondarynagic, 7column of Tertiarymagic

Magic Type:Any
Maximum Strength:+1 (oné adjusted by race

Racial RestrictionsNo SylvanElf, Eldaran,Orc-Blood or
Ogrekin may become Atrtificers.

The Artificer is not a great warrior by any stretch, preferring
theRitual circle and items to the world of combat any day
Thus, they may learn to call only up to +3 (thrééapon
Damagewith any weapon they can wield, and up to what the
weapon type will allowThis also means they may learn only
oneParry andCiritical strike, but never have access to
Riposte or Lethal StrikesAlso, onlyone Shield Block and
Shield Bash

Artificers have many weapon restrictionsdecan learn only a
select few martial weapons, of course the staff agddr are
chief among these items.

Artificers are members of academimt common street thugs,
and so find themselves on poor footing for any form of stealth
combat. They can learn these tasks, but only limitedly at best
Artificers can still gairBackstab Damagat +3 (three)d be

able to also buy a singkssassinatandDodge/Intercept

They can never leaffeints orEviscerateattacks.

Artificers are 8holarly casters and can learn from aokool

of magic they choose and may become powerful casters with
up to a 12 (twelve) column in their Primamagic. They learn
their Primarycolumn as a Magi does in a six (6) column
format.

Artificers may learn Secondary magic up to a 10 (ten) column
if they so desire. Thischool ofmagic is learned in a five (5)
column format.

Als9.hegy mayilepen Aestipry sehpobofmagiciféheys@ t e n t
desire.This last column of magic may be as higtvdseven
spellswide andis learned in a four (4) column format

No other profession is as powertuRitualmagics practitioner
as an ArtificerThey can grasRitualmagics as easily as most
Scholars grasp their primary magic. Masteries of tfiseal
Magics are common amongst this ilk.

Runes, as with all professiorsge available to Artificer. Many
an Artificer has learned these valuable skills to augment their
curiosity and skill in research as well as their personal
survival.

Crafts, Loresand everProductionskills can all be learned by
the Artificer profession, and many can even be mastdred.
factan Artificerds keen mind c¢
fi ma g ieahrldgy.tThey excel iBngineeringandhave

foundit a great augmentation to their magics in the form of
firearms, rustic as they may be.

Artificerds have no specific
evil. Desired as counsel tmbles yefeared as dealing with
powers beyond the common
superstitious natures.

As anArtificer, your Ritualmagic skills will be in demand
almost constantly, so master your basics and then as soon as
you can begin to learn your Rituahgics.

Be wise and learn thod@mresandRitual Magic Masteries
which help augment your profession and improve your role

playing.
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Special Ability:

20th Level Ritual Expertise <Primary Ritual Magic>: (2
points)Purchased everyQllevels 20, 30,40¢é )up to a
maximum of Five (5) timesThecharacter gains the abilitp
augment rituals performed in such a way that they add a 10%
bonus to that rituals success.

After five (5) times his practically guarantees that a ritual
performed by an Artificer in its entirety, and with the basic
components neededill be successful every time.

This ability also acts as a bonus to any push or augmentation
that an Artificer may be tryig to achieve during a ritual.

20th Level:Ritual Expertise <Secondary Ritual Magic>(4
points) purchased every 2vels g0, 40,60é )up to a
maximum offive (5) times The character gains the abilitp
augment rituals performed in such a way that they add a 10%
bonus to that rituals success.

After five (5) times this practically guarantees that a ritual
performed by an Artificer in its entirety, and with the basic
components needed, will be successful every time.

This ability also acts as a bonus to any push or augmentation
that an Artificer may be trying to achieve during a ritual.

30th Level Ritual Resistance<Primary Ritual Magic>:
(Free)Artificers may purchase twice as many resists based on
their primary ritual type as normal.

For example, an Artificer witkthereal Ritual 6 as their
primary ritual may purchase four (BResist Ethereainstead of
the normal two.

40th Level Ritual Resistance<SecondanRitual Magic>:
(Free)Artificers may purchase twice as many resists based on
their secondary ritual type as normal.

For example, an Artificer with Ethereal Ritual 6 as their
secondary ritual may purchase four R&sist Ethereainstead
of the normal two.

50th Level:Ritual Speed(Free)(50,100) this ability allows
an Artificer to reduce the casting timetbhé&ir Primary
Specialtyrituals by 5 minutes, minimum 1 minutét 100 this
applies to their Secondary specialty rituals.
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Chapter 6: Prestige Groups

One of the more unique aspeofdMythic Adventures is the
inclusion ofPrestige GroupsThese groups can add extra
depth to character as well as a sense of group cohesion and
belonging.

Prestige Groupsill have certain common properties in an
effort to keep them balanced and fair.

First all thesegroups are all optional, you may choose to
attempt to join one or not as you wish.

These groups all have abilities which maydesirableput

they all also cost a lot akill points. In fact to achieve dully
realizedPrestige Grougharacter you would be spending at
least 85 to 110 points just on gaining the groups abilities, over
the course of @ h a r aprogressidnBlainly put that means

an average of 10 levels will be dedicated just to the
progressiomf oneds prestige
onebs other skills.

group,

Secondall Prestige Group$iave certain gg-requisites to join

the groupmany of which are not something you might
purchase otherwise, suchMsitary Lore, or Farming Some

may even be counter intuitive for your chosen profession, such
aRead & Writeor Healer Artsfor a Warrior, orOneHanded
BladesandShield Usdor a Magi.

Third, all Prestige Groups are just thagroup. To join you
must impress the gop enough for them to let your character
in and have all the prequisites to join, before you can
become an initiate.

Fourth no PrestigeGroup allows anyone to join regardless of
their abilities before that character has reached a minimum of
level 15, and maybe even higher for some professidres.

fact is that some of these groups do not even allow members
of certainprofessions oraces to joirat all

Further and maybe most importantly, joining one of these
groups is a commitment to not only the group, but a certain
style of roleplaying. One must meet the expectations of the
image and standards the group has. It is a commiti®eice a
membeyalways a membeEven should thehlaracter say
retire from active duty, they would still be respomsito act

as a member of their&stigeGroup would.

The punishments for acting againsh egfosp ardike a
professional Knight breaking their code. Loss of any special
abilities associated with the groapdbeing shunned by any
members of the grougYou would have to inform any member
of your former group that you are a fallen member out of play
so that they can react accordingly, even if they had never met
you).Further theskill pointsy ou s pent on the
would be unusablandnotrefundable andould notbe used

to purchase somethirgse

The daracter would also lose any spell use that is not
normally a part of their professions make (Example A

Knight of Valor, Fallen Member of the Sisterhood of the
Phoenix who chose to learn an Elemental Secondary Column
wouldloseaccess to those spells.)

A being wholosestheir Prestige Group may try to redeem
themselves though questdeedTheymay even join a new
group andvhile theywould not gain back the points spent on
his or her original grougheywould be able to learn the new
groups skills. This is an expensive option, but if a player
decides it is the right rolplaying opportunityit can be worth
the experience.

In any case a player character may only ever belong to one
(1) Prestige Group at a time, and never combine powers.

All that being saidthese groups are a fun way to further
ext end y o uprogreski@andcanaddradeal sense
of accomplishment to anyone who joitiscan also provide a
sense of community and belonging to something bigger
than just the quest for ggldower, riches or glory.

Prestige Groups are demandibgt the rewards in role
n be great and makF for an exciting time at any
ocusing on

tes
Mt A& fured gl

Lastly, though it may vary bgampaign, the standard rule is
that a groupo6s misaliittes mtithgpe c an
are at least 10 different members in play.

These members must aksemblat one time to be granted
the start of theiprogressioras a Prestige Group.

There will often be a leader charzr that is in place and is a
player dharacter who can teactihe new group members their
skills, and most likely will be the exception in that they will
already have these skills to display to new members before the
10" member joins.

abiliti

groupods es
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Military Service andAllaince Military Captain: (Lt. Commander for NavyJhis rank earns 30
Crownsperevent An Officer who is of thigankor above are

M treated as an Earl for purposesstaition.

The Kingdomdés military has s epighiCaplain: @oinhafiderdof NavyThis radk @dirs 4ol o n t
Alliance Military Orders. The men and women of these groups  Crownsperevent

protect the Kingdom and Alliance with their lives and are
often the front lines of the defense which has allowed the Major (Captain for Navy)This rank earns 5€Crownsper
Kingdom to prospethrough this last age. event

Basic nilitary troops aredivided into separate divisiorssd
their duties are even further divided into duty types of which
any member can be rotated.

Lt. Colonel (Senior Captain for NavyJ his rank earn$0
Crownsperevent At this rank and above officeare treated
as having thetation of a Baron

Garrisonduty is most common and involves being stati
a fort or town in which a ftitary fortification has bee
Garrisons defend the towmésurrounding countrysi
can even be asked to help any local law enforce
helping keep the peace or apprehend fugitives if:
sheriff needs the helgsarrisons do not answer to
sheriff; butthey may simply be requested for aidh
primary job is defense.

el (Commodore for the Navylhisrank earns 75
perevent

shal (Rear Admiral for the NavyThis rank earns
sperevent A Field Marshallor higher is
d to have the same statisa Count

Admiral for Navy)This rank earns 12&rownsper

Field operations would be next. These are anyw
small border patrols going from border fort to borc
major troop movements of whole divisions. This i
sol dier may see the mos
more dangerous signmen

eral (Lord Admiral for Navy)rhis Rank earns5D
perevent This highest of ranks isspecialnoble
of which tthe Kingdem anly everhasone.nsi der e d

haracter may receive, even
The Kingdom &the { athe end of Full
soldiers.The com
division are Hea

Light Infantry, Sie ded weapons, bows

Urchases aRac eapon Mastery

h Division are the
icially part of the K
oyGarrisons, Field Of

Often referred to a g
Orders which, whileinot
Military, can be assig
even their own installatio

rtisel-111 Military se ows altaractera
Military Expertisew pitothree (3) ranks.
equires a teacladapplies to angnehanded

5 andcrossbowsTheseranks do not count

al skills such &xitical Strikes A DR equal to
lilitary Expertiseapplies if the Soldier is using a
inediumshield. This bonus damage
reapon affinities, but the DR does not.

Enlisted Ranks:

Private: Privates receiv@ Crowns pef e
Corporal: This rank earns €rownsperev
Sergeant:Thisrank earns &rownsperevent
NCO: Specialists

Master SergeantThis rank earns 1&€rownsperevent
Sergeant Major Thisrank earns 3Zrownsperevent
Officer:

Jr. Lieutenant: This rank earns 1@rownsperevent Special
Note: By tradition all members of the Knightofession are
always considered an officer, and this is the minimum rank

they can start withOfficers from this stage on are treated
with the respect of a noble Lord/Lady

Full Lieutenant: Thisrank earn20 Crownsperevent
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The Golden Lions

The Order of the Golden Lions was founded over a century
ago.Originally founded lp a Knight of Valor to protect
healers who could not otherwise protect themselves, they
caught the eye of thald king and were elevated to a proper
Military Order.

They are specially trained to combat thhedead andre a
mixed unit of Heavy & Light Infantry of exceptionahlor and
bravery.

The Golden Lions are known to inspbeavery in the

common people. Be it the old heavily armotetiitional
guard or the newer members who Hashier a
called svashbucklers.

position of Lord Genera
certainty the next Lord G
well.

Preferred RacesNone

Forbidden RacesRomanovi, Sons
Shirelings

Preferred ProfessionsCavalier, K
and Sentinel

Forbidden ProfessionsMaraudey Kn
Vagabond, Apothecary, Tinkerer, &

Preferred Magic Healer

Forbidden Magic:Necromancy

+3, Parry, Critical Strike, First Aid, Healer Arts,
Write, Heraldry: Alliance Military & Heraldry:Fre
Kingdoms and Shires

Bonus Skills:GreaterInformational Lore: Undeadfr

Bonus Ability: Hated Enemy: Undead Members of this
Orderinflict an additional ive (+5) damage wittweapots or
spell vs.Undead(Note: This may be coupled with Combat
Lores as well

BonusPerk Golden Liongnay learn &Healingcolumn even
shouldtheir profession normally not allow ithus even a
Ranger may replace his / her secondary Elemeatamn for
a Healercolumn if they become a Golden Lion.

Costuming and Appearance:

A Gol den Li on 6 sde¢phue fielddvithar f
gold lionés head. Anofficerés tabard is bordered igold as
well.

ayv

Golden Lions often incorporatené heads into their
everyday clothing as well, but this is not needed, they just tend
to be very proud of their Order.

Special Skills:

ecoming a Golden Lion, at a minimum of Level 15, a
urchase certain special abilities and skills,
ing up as the Lion increases in Level.

ints) purchased once everylg0els

€). This is a melee
(triple) damage from the attack (up
aponds maxUsenuouststpt® t e n
s Strike <Damage/typ

covery (5 points) purchased once everylg@els
d90). When activatedhstant Recoverwill cause

y healing spell, which would heal hit points, to bring the
user back to his/her fulfiit points. Usertatesii | nst an't
R e ¢ o viremegliaiely after a successful Healsgll to use
this skKill.

40th Level:

Cloak of Bravery :(5 points) purchased once everyld0els
(40,80). This ability removes all Fear, Horror and Terror
effects used onradiusoftharserandi t h i
grants those within that radius a temporargveryeffect(as

the skill)for 10 minutes as well.

50th Level:

Cheat Death (5 points) purchased once everylBOels

(50,100). This skill allows the user to avoid any one effect
(Spel |l , Ritual, Attacké) that
matter what the source. They must declare loud enough to be
heard by tCheatDeatlattt @ ckeeae thhi s
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The Blood Eagles (The High Guard) Special Skills:

Heroes or iflains, the Blood Eagles have been called both. Upon becoming a Blood Eagle, at a minimuntesfel 15, a
They are the Qepee andlsyalldrotectors Gu a $olgier can learn to purchase certain special abilities and skills,
and act as her eyes and ears throughout the Kingdom and with further skills opening up as the Eagle increasésvel.
beyond.

15th Level:

Thesemen andvomen are of exceptional skill and service. ) ) ] )

Most of the nobility fears them, though some are tHEme. Resist Toxir{S points) up to 5 times
Blood Eagles can be one of the most powerful forces on the . . . g
battlefield, even changing the tides of war and nations before a R€SISt Death Magi(5 points) up to 5 times

battle can even begihy® 20th Level: 7
, Dwarves

Preferred RacesHuma Evade (5 points) purchased

(20,40, 606) .

every 20¢ls

le Daxlge skil.iPlayer naust t s
state nEvad | o uWhee usiogittgsh  f or
Preferred ProfesSienah skill, any attack aimed r Isses, he/she simply
gets out of the wayT his Ski ctive on area of effect

Forbidden Profession night of Darkness attacks ( Fire 1006 Rad

Forbidden RacesEthereallRaces, Oni

Preferred Magic:None 30th Level:

Forbidden Magic:Ne Instant Recover ( once everylagels
: and 90). When a tant Recoverwill cause
Pre-Requisite Ski ’ , ea g spell, which"Would-heal hit points, to bring the

rback'to his/her sil nstant

0 vmanne;i;aiﬂ after.a successful Healspell to use
— - ‘A

S) purchused once evefyldvels

(40,80). This skillallows the user to avoid any one effect

Bonus Ability: Immunity to Ambush, The Blood Bgle i Spell, Ritual, Attacké) that
immune toAmbustregardless of thEnhanced Stren d atter what the source. They must declare loud enough to be

in the attack. ' eard by tCQheatDeattatt acksee thhi s

+2, Parry, Read
Playing SkKill: ngdom Lawsklera
Craft Skill: Cartograp
Aid

about a Klngdom eemy (FréeMust b app ed by M r

BonusPerk All Blood Eaglesmay learrthe Evaluate Item 50th Level:

andPick Locksskills regadless of class for &ill pointsor

less if their professional cost is less. Resolute Defensé€5 points) purchased everp evels
(50,100) This skill allows the user to take only 1 hit point of
Costuming and Appearance: damage from any damaging spell, attack or effect. This
includes special attacks or spells which normally would drop
Blood Eagles are as often outwifiform as in one, but they the character to critically wounded or worse status, such as
are considered as always on duty and never on break. Critical Strike, LethaBtrike, Assassinate, the Death or
Condemn spells, and similaroBctivate thisbility, the user
Their tabard or favor is Black field with areddoubleheaded must loudly declaréd Re s ol u toe olnecfee nasfef e c t «
eagle, andedtrim. An officerGs tabard is bordered igold. attack
Dressuniforms forofficers are awhite field with thedouble
headeceagle inred. The Royal Scouts
Blood Eagles are rumored to eeerywhere buare not always Operating in thevilderness all alone or in small groups, these
obviously a pecialorder of themilitary and are rumored to are dedicated men and women who are willing to head out into
wear just a generigilitary uniform during these times, with a the wildsto protect the kingdom, her peoplnd allies.
small favor or medallion to show they are a Blood Eagle if
needed. Royal Scouts are their owpecial Military Order butare

often assigned to a division or command and will report
directly to the officers in charge of that command.

They tend to operate alone or in smaften 3 mangroups,
and are never seen in large numbers on a battlefield, if they are
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even seen at all, but their effects are definitely felt by the
enemy.

Preferred RacesElves Fey, Human
Forbidden RacesEthereal Races
Preferred ProfessionsRanger

Forbidden ProfessionsCavalier,Marauder All Knights and
All Crafters

Preferred Magic:Druid & Elemental
Forbidden Magic:Necromancy

Pre-Requisite Skills:Any Melee Weapon Skill, any Missile
Weapon Ski/lWeapon Damage +2, Parry, Ambush, First Aid,
Read &Write, RP Skill: Survival, RP Skill: Trackin@zreater
Informational Lore: NatureHerbalism Craft: Cartography,
Heraldry: Free Kingdoms Forestry, andHeraldry: Alliance
Military .

Bonus Skills:Disarm TrapgFree)

Bonus Ability; Elude (Once per hoyrThe Scoutmay Elude
detection by creatures he/she hasndormational Loreskill

in. One lore group is chosen at activation and the effect lasts
10 minutes. Thecoutmu st say fAEl udeod to
he/she is avoiding during the duration of this skill. They

cannot enter combat, attack or cast during the Elude otherwise
the effect is broken, and the creatures will act accordingly.
This skill may be stacked with otheludes, or with itself

against an additional lore group with an additional expenditure
of theskill. AnElude may only affect a creature for 10

minutes of every houthus,a Sout may not continually
reactivate his Elude.

Bonus Perk:Soouts gain +2 damage with ranged weapons,
both missileveaponsand firearms.

Costuming and Appearance

The RoyalScoutétabard is foidress occasions only and is a
black tabard with awlive chevron over awlive colored Oak
leaf. Officesdtabards are trimmed in gold.

At all other times the Scout will be dressed in appropriate
colors for their job. Those which will help them blend into
their surroundings and remain unnoticed.

Scouts carry a far on them which is identical their
company tabard design. This is how they identify themselves
to their command.

Special Skills:

Upon becoming a Royal Scout, at a minimunheskel 15, a
soldier can learn to purchase certain special abilities and skills,
with further skills opening up as the Scout increasésual.

15th Level:

Resist Confiningb points) up to 5 times
Resist Metaboli€5 points) up to 5 times
20th Level:

Crippling Strike (5 points) purchased every Bévels

(20, 40, 6skillecaused roimal hit points damage (for

the weapon used) to the victemdin addition causes the

victim be unable to run or move any faster than a very slow
walk. The effect lasts for 1®inutes or until a déaling spell of

6™ level or greater is cast on the victim. The user must loudly
stateA Cr i ppl i ng St ritoesethisalfectma ge/

30th Level:

Evade (5 points) purchased once everylg@els (3,60,90)

This skill actdiket he Dodge skill . Pl ayeée
loud enough for all to heawhen using thiskill, any attack
aimed at the character misses, he/she simply gets out of the
way. This skill is not effective on area of effect attacks

(Example Fire 106 Radius cann

40th Level:

Ferocious Strike (5 points) purchased once evefyldvels

(40, 80) This is a melee attack which if successful will cause

the victim to take<3 (triple) damage from the attack (up to the
weha€p otnroesa tmlal x€ Smu m Ugeonusestatei al d a
iFerocious Strike <Damage/typ

Note:Scouts may useissile attacks with thiskill.
50th Level:

Grove Walking (5 points) purchased once everylBels

(50, 100). This skill duplicates the effects of the [@trel

Druid spell of the same name. The user must cast the spell just
as if he or she had the spell in memory. The verbal for this

s ki | WithiheE:n tailss my gqui de | will
pathways 0
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Ethereal Guard

The Ethereal Guard wereunded over a century ago, by a
master of Ethereahagics who had traveled the Planescape
and witnessed firsthand the dangers to the Kingdom and
mortal realms.

Founded to act gwotectors fronplanar invasions, they were
accepted by theld king as a Military Order and assigned the
duty of protectingkingdom facilities and interests.

Often seen as removed and perfectionists they are one of the
most respected Military Orders.

Proud and capable, these defenders oKihgdom are ever
vigilant and aware of the dangers that exist beyond those of
the mortal realm.

o

©
Preferred RacesHumars,J a | 6 KisaOnicandéves
Forbidden RacesOgrekin,Orc blood |

Preferred ProfessionsSentinel, Cavalier, Avenger, and
Duelist

Forbidden ProfessionsAll Knights;"Ranger, and Crafters
Preferred Magic Any Etherearnagicas Primary

Forbidden Magic:None

Pre-Requisite Skills:Any Weapon MasteyyWeapon Damage
+2, Parry, First Aid, Read & Write, HeraldnyFree

Kingdoms Ethereal Art as Primary Magie, Primary Column
of 4,4,3,2,1 per dayeraldry: AllianceMilitary

Bonus Skills:GreaterIinformational Lore: Planai(Free)
Bonus Ability: Damage Reductiorb when defending any.
Kingdom facility. This damage reduction is good agalnst all
forms of attack.

BonusPerk Ethereal Guards are completely |mmun«RepeI
BeingandRepulse Bein®pells

Costuming and Appearance

The Et her eolarsarelueandslvérsTheir official
tabard design is akin to an open sleeveless robe in blue with a
seven (7) pointed star over the heart. Offir 6 s
trimmed in dver.

The Guard tends to wear clothing whidiflects their love of =
Ethereal mgic andcombat training.

Special Skills

Upon becoming an Ethereal Guard, at a minimutewél 15,

a soldier can learn to purchase certain special abilities and
skills, with further skills opening up as the Guard increases in
level.

15th Level:
Resist Ethereal Magi5 points) up to 5 times
Resist Mind Effectin¢b points) up to 5 times
20th Level:

Repulse Beingc Tar get or (2pbdné).pRehdsedu s >
every 20 |l evels (20,40,60¢&):
of the 34 Level Ethereal Spell of the same name, but may be
usedond@ar g et oradius attheas ddfdice. The

user must cast the spell just as if he or she had the spell in
memory. The verbal for this skill iscommand the Ethereal

to Repulse this<these for 10ft radius> being<s®

30th Level:

Crippling Strike (5 points) purchased ever Bvels

(30,60,90) This'skill.causes normal hit points damage (for the
weapon used) to thewvictiandin addition causes the victim

be unable to runsor move any faster than a very slow walk.

The effect lasts for 1Minutes or until a @aling spell of

level or greater is cast on the victim. The user must loudly
state Cr i ppl i ng St r i thesethisaffectna g e/

40th Level:

Ethereal Strike (5 points) purchased every 40 Levels (40,
80): This Skill,has the effect allowing any weapon used to
call Magic against the target, and to enhance the damage done

- to the target by +1Q.astly any Construct or creature purely of
¢ Magic struck will be stunned and unable to function for 1
- minute after a successful Ethereal Strike. To activate the user

mu st st aBthereal Striked<iveapoi damage +10>
magi co

50th Level:

Empower Spell (5 points) purchased every &yels (50,
100): This skill increases the effectiveness of any damaging or
healing spell which is empowered by an amount equal to the

v e st me rgdsterdedel i pointsThus,a damaging spell would deal

more points and a healing spell would heal for additional hit
points. The user casts the spell normally and just as standard if
the spell hits would declare the damage or healing but must
state b u d | lgvel fi spelldamage/healirrgEmpowered
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Knightly Orders
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The Sisters of the Phoenix Costuming and Appearance:

AFrom the Fire and Ashes we s a$ issabadis@uallywhifesrggdsorgold, with aPhoenix
emblazoned upon,ibr worked into their gé, like on

This is the Creed of the Sisters of the Phoenix. Thongst pauldrons

of its members arprofessional Knightdike all knighthood ] . ]

they also accept those whom have been knighted and are A Sister of the Phoenix always hamarking on her person,
recognized as knights. or a favor to denote her allegiance even when not on the field.

This may be represented in make or as a favor.

This all female knighthood shares a special bond with B90th the

The Sisters of the Phoenix arg i )e able to come i ith furt K ingp as the Sister increases in
back from thedead when thei} st to continue to :

bring the battle to the ene 1 on the field or
in leading by example.

Preferred RacesHumans, s, Fey | [ > poi up to 5 times,

Forbidden RacesGoblifioid$y Ether Resist Death Mag
20th Level:

purchased once every
Vlicatds éng effectd bfithe s |

Preferred ProfessionsKnights 6fValor {€avaliers, Avengers Fiery Blade of the
EOON 20lvel s (

Forbidden ProfessionsKnight:of ‘ T ; a5 7' e name. The user must cast
Vagabond, Rogue, Crafters'& Seh % O r shehadithe spell in memory. The )
5 . Y ; : f ' & khe Eldmentsiery fi

Pre-Requisite Skills:Any Weapor e 5t ield" ol ' ; nis) purchased once everyl80els
Melee Weapon Damage +2, PayShielgsB! 7 60, . pifactivatedstant Recoveryill cause
Elemental Arts, HealerArtRead &erte Hers i iFwhich would heal hit points, to bring the
Ki ngdoms lit points. User itesn | nstant

fifieryo t agl i ne t o aslye. ; ;‘_:' kee njo.RiENE Rheenix (bpoints) Rirchased once every 40
Lethal Strike ) R el ), 80)When activated Inferno of the Phoenix will

BonusPerk Sisters of the Phoenix may learn an , ftof th casterengulflng them irnLOOfire damage The user
column even should their profession normally notq ¢ 51im ne to these flameBheuserstatesi | nf er no o f
Thus,a Knight of Valoror Wrath could learn a seco / Nix:100Fire 10-footr a d itauusedhis skill.

column of Elemental if they wished.

the Ashes (5points)Purchased once every Hvels

00). When activatdetomthe Ashes will act as a
essfuRevive & Heabpell upon the user. The user must

be at Deadtatus to use this skibnd will be returned to
Healthystatus at fulhit points. Theuser stands up and states

| o u drlom théiAsheswe arereb@n t o0 use t hi s

using a shield and an Elven Sword if they have Elven
Master, not just when using Bladesong. (iwo swords)
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Order of the Azure Rose Special Skills:

Upon becoming a member of the Azure Rose, at a minimum
: level 15, a knight can learn to purchase certain special
Their Mottostates their highest held belief. If oné member is bilitigs-and skills, with further skills opening as the Knight
threatenedthey are allinsulted the whole Order § gkes issue, incre indvel.

and so on. There is no thought that the life of o] %ay be more
I .._ gs with 15th Level:

AfiFor One, Al | o

40 6 0 &kjll calisks nermal hit points damage (for the

Disarming Strike (5 points)\g%rchased every Ryels (20,
eapon used) to the wctu‘md

addition it causes the victim

‘minute or ealing spell of 6 IeveI or greater is
on the vic m. user must loudly statBi s ar mi ng
i tom B eéffecy. pe >0

Or %_gm ance everyld0els (3,60,90)
= Dodge skill. Pl ay:¢
\,; SI §thiskill, any attack
‘ ,?'%S}@ misses, sses, helst e mply gets out of the
\\ -&.‘ fhectiy e on area’of effect attacks

i © 105 Radius cann

(

hé;sed every RBévels (4080)
mts damage (for the weapon
iti 'vzuses the victim be unable
1 a very slow walk. The effect
ell of B level or
r must loudly state
ese thiseffectma ge / t y

fst Aid, |

Kingdoms

Bonus Skills:Fermente
BonusAbility: R€gardless oface'"'mg of-tHevAzure ROSB] -
with theDu
Weapon Damage (Botfgr theirWeapg

Knights of the Azure Rose fav hJe and

T that
costuming.Theirtabards an@avors ate ﬁ either d“enough to be
or black Field with arezureblue rose, t& Ynedinsl thhi s

ghiséflect
add fami
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The Order of the Ebon Hand Special Skills:

AWe are the Hand of our Mast eYpgnbecominga Knightdhe Ebon Hand, at a minimum of
level 15, a knight can learn to purchase certain special abilities

Servants of theriée Duchy ofSudomir they are thavilling and skills, with further skills openg up as the Hand increases

servants of Duke Iva¥, a direct relative of the Queen of the in level.

Kingdom.
15th Level:

They have a brooding reputation and are whispered to make

dark pacts with even darker powers. Unshakable on a ResistMind Affecting(5 points) up to 5 times,

battlefield, they are men and womenhohor and deep ) . _ 3

brooding natures. Resist Toxing5 points) up to 5 times

Preferred RacesHuman,Orc blood 20th Level:

Forbidden RacesHigh Elves Eldar, Ethereal Cleave Attack (5poin,ts) purchased once everylé@els
(20,40, 60é). When activated,

Preferred ProfessionsKnight of Strife all targets in a 1006 radius w
weapon damage modifying strike skill suchF&socious

Forbidden ProfessionsMarauder Ranger, All Scoundrels, Strike. They must call out @nAC

Crafters & Scholars or Strike Skill and Weapon Damage> 10 foot radius

Preferred Magic:Wrath 30th Level:

ForbiddenMagic: Druid Ferocious Strike (5 points) purchased once everylad0els
(30,60,90. This is a melee attack which if successful will

Pre-Requisite Skills:One Handed Weapdvaster, Melee cause the victim to take3 (triple) damage from the attack (up

Weapon Damage +HRarry, Critical Strike, Ripostel ethal to the weaponds maxi muouststpt®t en

Strike First Aid, Read & Write, HeraldryFree Kingdoms iFerocious Strike <Damage/typ

Bonus Skills:Heraldry. Alliance Military (Free 40th Level:

Bonus Ability: Immuneto Torture : All of the Ebon Hand Resolute Defensé€5 points) purchased everQ fevels ¢0,80)

have lived through strife, upheaval, famine and Wae scars This skill allows the user to take only 1 hit point of damage

they often bear are a testament to their resolve. As soch from any damaging spell, attack or effect. This includes

matter how skilled theotturer, a member of this Order will special attacks or spells which normally would drop the

never succumb to it. character taritically wounded or worse status, such as
Critical Strike, Lethal Strike, Assassinate, the Death or

BonusPerk These Knights payl skill pointsfor the Master Condemn spells, and similaroRctivate thisability, the user

Fortify skill (Levek 1-5) must loudly declar@ Re s o | u toe oDnecfee nasfef e ct «
attack

Costuming and Appearance:

50th Level:
Blacks, gays andeds. These are tloelors of the Ebon Hand.

Cheat Death (5 points) purchased once everylBels

Thetunic is thesymbol in black on argy field for most (50,100). This skill allows the user to avoid any one effect

members, witlthe symbol in gold for upper leadership. (Spell, Ritual, Attacké) that
— _ i . matter what the source. They must declare loud enough to be

Their shields if they use ongwill be similaty emblazoned heard by tQheatDeattatt @ ckkee tihi s
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Knights of the Order of the Dragon Special Skills:

iNobility serves the Peopl eo Upon becoming a Knight of the Order of the Dragon, at a
minimum oflevel 15, a knight can learn to purchase certain

Not all those who are of theohility are willing to just set on special abilities and skills, with further skills openung as the

their family fortunesand simply argue in Parliament, or play Dragon increases ievel.

games and grow faBome stand up in the face of all that

might harm the week/lahat might disrupt the Kingdom, her 15th Level:

adlies, and the people whom they believe they serve. _ _ _ .
Resist Death Magit5 points) up to 5 times,

As the Creed for this Order shote Knights of the Dragon 4 . ) ) )
believe they must defend and serve the common man in order  Resist Mind Effectings points) up to 5 times
to not only gain their respect, butliaild a more perfect ]

society in which the people can prosgéthat means they 20th Level:
must bleedor even dieto protect those under them than se be

it! It is a sacrifice they are willing to make for the betterof all. N ~lpcinis) purchased ever§ Rvels 0,

40,  6)0rhiseskill allows the user to take only 1 hit point of
damage from any-damaging spell, attack or effect. This
includes special attacks or spells which normally would drop

Forbidden RacesRomanovi, Goblinoids, Fey, Béstial and the character to critically wounded or worse status, such as
Critical Strike, LethaBtrike, Assassinate, the Death or

Preferred RacesKingdom Human

Ethereals. = : T

Condemn.spells, and similaroBctivate thisbility, the user
Preferred Professionsknight of Valor, CavalieriKnight of must loudly declar@ Re s o | u toe oDnecfee nasfef e ct
Strife, Warrior, Avenger & Sentinel attack
Forbidden ProfessionsAll Others 30th Level:
Preferred Magic:Healer Ferocious Strike (5 points) purchased once evefyl8vels

(30, 60, 90. This is a melee attack which if successful will
Forbidden Magic:Necromancy cause.the victim to take3 (triple).-damage from the attack (up

t'o the weaponos ma xUsemauststat® t e n
Pre-Requisite Skills:Nobility, Any WeaponMaster, Shied AFerocious Strike <Damage/typ
Use, Melee Weapon Damage/fParry, Shield Block, First
Aid, Role Playing SkillKingdom Laws, Read & Writ®iding, 40th Level:

Land BasedandHeraldry:Free Kingdoms \
Cloak of Bravery (5 points) purchased once everyld0els

Bonus Skills Leadership(Free) (40,80). This ahility removes all Fear, Horror and Terror
ef fects used onradusoftbenserandi t h i

Bonus Ability:'‘Aura of the. Dragond Elame (once per day) grants those within that'radius ‘a temporargveryeffect(as

This ability allows the Knight ofhe Dragon tpwhen using a the skill)for-10 minutes as well.

Parry or Shield Block/Baslto also call damage against their

opponentThis damage isne () fire per level of the Dragon 50th Level:

Knight. (i.e. Alevel 23 Knight who parries @ritical Strike .

wo ul d CstitahRamy: Aura of Flame 23 Firé ) Instant Recovery (5points) purchased once everyl80els
(30,60, .and 90)./When activatetstant Recoverwill cause

BonusPerk These knights are immune Basarm effects in any healing spell, which would heal hit points, to bring the

combat user back tohis/her fullit points. Usersmitesi | nst ant
R e c o viramegliaiely after a successful Healigzell to use

Costuming and Appearance: this skill.

There tabard anfhvor is‘adark color field with agold or
silver rising dragon.They tend to add this to askields they
bear as wellMaybe adding damily crest as well, by halving
or quarterig their shields betweender andramily crests.

In normal dailydressthey will always dress the part of a well
armed noble, and will always carry the favor of their order as
well.
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Scholarly Orders
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The Circle of War Wizards Special Skills:

Upon becoming a War Wizard, at a minimumefel 15, a

Though not a official part of the military of the Kingdom, the Wizard can learn to purchase certain special abilities and
Circle of War Wizards is a vital part of the Kingdém skills, with further skills opening up as the Wizard increases in
defensesThey act as a group witheverydivision and level.

brigade, as well as in the field, and at most Kingdom facilities.
15th Level:

They protect her people and challenge those beings which
mere sword and armor cannot defend against.

Resist Ethereal Magi5 points) up to 5 times,
Often aloof and prideful of their skills, none alMagic (Spoints) up to 5 times
doubt their loyalty to the Queen, the
on or off the field.

er Allies

- — 5 point ased everg0levels

ill increa he effectiveness of any
mpowered by an amount
camaging spell

spell would heal for

Preferred RacesKingdo

Forbidden RacesRon vi.Dusk EF, All Fe
Goblinoids, All Ethe s & All B

Preferred Profe sMagi - - I ] asts the spell normally and just
A . i ! decla e damage or
Forbidden ProfessionsChampionsKnigk ark 4 ust € . < t al ewklamage

Ranger, Avenger, Due

)

Preferred Magic Na

Forbidden Magic:| ma ints) Rirchased every 30 Levels (30, 60,
\ ; R B 2 Thi llo Wizard to tbw abolt of raw
Pre-Requisite SK ) ~ magi ing200.Magicdamageio a ta he | for
Art, Primary Spell : b h i : KT hsa E olt of
Riding se) : : ico

Bonus s:G

Bonus : ~ Magi e 40ft Radi points) Rifchased o vedD
Wizard ntw € lagfical ~ 3 activatddagic Strike allo War

Lorepu sed. Tt tr 3 , AUSE of rawymagicto come fro sky
Magical | (+10 ; ‘ 2 of theasterengulfing t n 50
twenty ( damage 4 I Lore II - Magi nd pushing the is

4 ) : y L this User.$ te er of

Bonus Perk Wizards maykern any weapon skill ev : ockback

those not normally allowed to their profession. : :
| b

ay

z 50th Le
The War Wizard dresses the part dfztle hafdenednage. dé

Costuming a ! pearance: :

I 50els (9,100)
There colors ardeep e, ofterrobes, trimme T /. skill. Pl ay:¢
These ar@adorned qui n with magical lo oug g thiskill, any attack
imed at the ct i she simply gets out of the
On dessoccasions the Wa d will wea nbe C area of effect attacks

which are again of dark purple dgold, and lined
sigils which to those in the know de Niz&rgersonal
standing within the Circle of War Wizard

106 Radius cann

A gold wandis also a symbol of this ordéviore often tha

not it is also a magical wand ready to hurl deadly magics at
anyone who would threaten the Wizard or those under their
care.
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Faculty of the Academy Sorcerous

The Academy Sorcerous has campuses throughout the
Kingdom. It has placed many students on their way to
becoming masters ofiagic.

The faculty of these collegesaspecially dedicated to the
craft and art that is magi€hus,the Pofessors, Teachers,
Deans, andwen Head Mastsrof the College have formed
their own society. Those whose illustrious works serve to
enlighten others, and to protect grdctice the most powerful
of magic.

Preferred RacesNone
Forbidden RacesNone
Preferred ProfessionsScholarly

Forbidden ProfessionsAll Champions Knights, Ranger, &
Scoundrels

Preferred Magic:None

Forbidden Magic:None (Necromancy is restricted)
Pre-Requisite Skills:Read & Write Divination, Any Magical
Art, Ability to cast from memory afdevel spell Craft: Ink
Making,Herbalism Apprentice Scribe, Teachimgd Ritual
Magic IlI

Bonus Skills:Greaterinformational Lore: PlanaiFree)

Bonus Ability: May cast a lower level spell at the expense of a
higher one, if out. (Example may. usetal8vel slot to cast a
3 levelspell if needed)

Bonus Perk:The Faculty gainiee bonusTeachingehit
towardteachingmagic or scholarly pursuits

Costuming and Appearance

The Faculty tend to dress apenrobes of éscholaty nature,
with stripes on the sleevegr sashes othe coloswhich

denotes whiclmagics they can cast and the number of stripes
the rank they are.

Such that nestripe is a Teachetwo stripes a Professothree
Stripes for a Deargnd Four Stripes for the Headaster.

Note Stripes do not have to be displayed while traveling, and a
player should be careful that
sleeve, so as not to be mistaken for game marker such as out
of play bands.

Special Skills:

Upon becoming anember of thd-aculty of the Academy
Sarcerous, at a minimum oévVel 15, a wizard can learn to
purchase certain special abilities and skills, with further skills
openingup as the wizard increases @veél.

15th Level:

Resist Ethereal Magi5 points) up to 5 times,
ResisfTerrestrialMagic (5 points) up to 5 times
20th Level:

Sense Magic(2 points) Rirchased every 2@vels (20, 40,

60é) This ability "Yavel Retestialde nt
spell of the same name. The user must cast the spell just as if
he or he had the spell in memory. The verbal for this ability is

fil channel the Celestial that my Eydsy Sense magio.

30th Level:

Teleport to the Academy (5points) Purchased every 30

Levels (30, 60and 90 This skill allows the user to teleport to

any Academyacility which he/she has anchored themselves

too. Anchoringtakes ten minies and the player must state
Aftart anchoro at the beginnin
minutes at the end of whichthey st e @ Acoanip b eit e g
To lateruse this skill thglayer musslowly state out loud a

t en c oluenite poofr tii ng 1 andifel epor ti
uninterrupted upoid Te | e p oor thiengorl Os he g o e
play andmay immediately proceed to thechor location.

40th Level:

Empower Spell (5 points)Purchased ever§O levels @0,80):

This skill increases the effectiveness of any damaging or

healing spell which is empowered by an amount equal to the
casterdevel in'points. Thusa camaging spell would deal

more points and a healing spell would heal for additional hit
points. The user casts the spell normally and just as standard if
the spell'hits would declare the damage or healing but must
statebudl'y fA<tot al evele Brapgnereth e al i r

50th Level:

Duplicate Magic (5 points) Rirchased every 50 Levels (50,
100) This skill'allows the user to recast the last magical effect
that they personally felt. The caster must have survived if the
magic was amttackbutcan have used a spell shield or other
fortn Bfprivtecloh © supvite. tthe end of a

The user simply states ADupli
use this abilityThis ability can duplicate any form afagic

effect, even those normally beyond the graspaiftals or

used through Ritual. The only caveat is that the user may only
duplicate the last magic he or shaspersonally the target of.

rob

96



Fellows of the Herbal College of Botanical In formal setting, scholarly robes with chevrons boththeir

R rcher upper arms denoting their specialty. Green (Alchemy), Blue
REsearchers (Elixirs), Violet (Poisons), Ivory (Scribe), or Crimson
AExplore the World, discover ®@¥gHVaMapthhelst and kill them!

; =
Sciencelo In the field or in the lab, they are usually garbed in durable

TheFellows of theHerbal College of Botanical Researchers is clothing that can withstand the elements, or occasional drop of

a refined association of scholars and natural philosophers whatever concoction they are mixin§ patch of small
seeking knowledgthrough discussion and discretpirical chevrons on a sleeve or bands on a hat will identify their
researchOr so they would have the wotlétlieve. Theyare specialty and rank.

oftenactuallyfoundeither within a maze of glass tubes and
beakers caining strange looking liquidsr in dangeous
lands far from their homakigh de@ in the local flora and
fauna, in both casestempting to wrest another secrect from
the bosom of the natural worlyy main force While their Special Skills:
campuses allow them to collaborate more easily, and they do =pecial SKIs:
take their teaching responsibilities seriously, they are almost 5th Level:
as often AOn Sabbatical o furtJheri Nng their own pet projects

Resist M&bolic (5 Points) up to 5 times

Mostshare a demeanor of affabéetiessnesandadesire to
talk about their most recefigld trip or discovery long after
their audience has lost interest.

This has, on occasion, brought them into conflict with the
local keepers of those landsowever, he benefit of their ResisfToxin (5 Points) up to 5 times
discoveriedo all has enjoinedeveralSylvan Elvesand others

to join their ranks, both to seek knowledge, and to better guide  20th Level:

their younger colleguesd boisterous exploration.

o Rovyalties (5 Points)May be purchased every 20 levels.
Preferred RacesHuman,Gnome, ShlrellngSylvan Elf Provides an income of 10 Crowns per purchase
Forbidden RacesNone 30th Level:
Preferred ProfessionsApothecary Ranger Vagabond, and Sources and Methods(5 points) purchased every 30 Levels
Schobrs (30, 60, and 90): This ability allows the crafter to substitute

i , , i , crowns equivalent to the rarity grade or a different component
Forbidden ProfessionsKnights Warrior,Maraudey Smith, of the same rarity for 20% of the components of a recipe or
Tinkerer 10% of a ritual, minimum 1. Thimay not replace Blythic
gradecomponent.

Preferred Magic:Druid, Hearth

Forbidden Magic:Necromancy 40th Level:

Efficient use of Materials (5 points) purchased every 40
Levels (D, and ®): This skill allows the user to recover 10%

Pre-Requisite Skills:Masterof an Herbalism bsed
production skill, Teaching 3, Greater Information Lore:

Nature Divinations:Divination, a RP Skill:Survival baed on (Based on total value) of the components from a completed

a natural environmenand a Weapon Skill recipe or ritual, minimum 1. This may not recoee¥ythic
gradecomponent.

Bonus Skills:1 Level ofl Gathering Skill Forestry,Farming,

Fishing,or Scavenging 50th Level:

Bonus Ability: Production Affinity:'Herquisni The Fellows Masters of their Craft (5 points) purchased every 50 Levels

can purchase 3 levels of the affinity which may be applied to (50, 100)Thisskili ncreases the charact

any Herbalism based production skill they have as needed, multiplier by 1, and the batch size of amyltiple itemGM

though not simultaneously. If a character with 3 Isweélthe Herbalism recipe by 1.

affinity applies 2 levels to Alchemy during production, only 1
would be availald to be applied to Elixirs. Thayay change
during each production period.

Bonus Perk:Good Eye (Living) i TheFellowshave learned
to recognize potentially useful floend faunaAs such they
gain both Crowns and pulls from thé&iorestry, Farming,
Fishing and Scavenging crafts levels

Costuming and Appearance
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Masters of the Fee Guilds of Meallurgy Society Special Skills:

il 6ve told you, that ratio of 1aRlewi s wonoét work, all you g:

i chol d ah theré? wh a t . . . .
'sehno on avenwenge wha Resist Toxin (5 Points) up to 5 times

This goup of elite craftsmeguard and refine the Kingdom's
knowledge of ores, alloys, and metallic produ€tsey split

their focus between finding more efficient ways to make their
wares, and new wares to make and bring to market. This focus
on the novel can make some of dwarves who have joined the
Guilders uncomfortable, but they generally feel the benefits

are worth it.

Resist Elemental (5 Points) up to 5 times
20th Level:

Residuals (5 points)May be purchased every 20 levels.
Provides an income of 10 Crowns per purchase

While they have a collegial relationship with thellows of 30th Level:
theHcTrbaI qulrtaEge land ofteu:r»locatehthglr vk\;iorkshopt: g Efficient use of Materials (5 points) purchased every 30
complexes witrexplorercampuses, their teaing methods Levels (30,60, and 90T:his skill allows the user to recover

fall along more traditional master and apprentice lines. o
Though they can regulartye found guest léaring and using 10% (Based on total value) of the components from a

Tier 6 component.

Preferred RacesHuman, Dwarf, Ghome

40th Levd:
Forbidden RacesNone

Sources and Methods(5 points) purchased ever 4evels

Preferred ProfessionsSmithand Tinkerer (40, 80: This abilityallows the crafter to substitute crowns
] . . equivalent to the rarity grade or a different component of the
Forbidden ProfessionsKnight of Darkness same rarity for 20% of the components of a recipe or 10% of a

. . ritual, minimum 1. This may noeplace a Tier 6 component.
Preferred Magic:Hearth, Celestial y P P

th Level:
Forbidden Magic:None S0th Leve

Masters of their Craft (5 points) purchased every 50 Levels

Pre-Requisite Skills:Master of a Blacksmithing based (50, 100) Thisskili ncreases the charact
production skill, Teaching 3, Mining, Merchant,Toy multiplier by 1and the batch size of any multiple item GM
Making.and a Weapon Skill Blacksmith recipe by 1.

Bonus Skills:1 Level ofl Gathering SkillMining, Merchant
or Scavenging

Bonus Ability: Production Affinity: Blacksmithing The
Guilderscan purchase 3 levels of the affinity which may be
applied to any Blacksmith based production skill they have as
needed, though not simultaneously. If a character with 3 levels
of the affinity applies 2 levels to Engineering during
production, only 1 woul be available to be applied to Jewel
Crafting. They may change during each production period.

Bonus Perk:Good Eye (Material) 7 The Guilders have
learned to recognize potentially useful ores hade a sense
for a good dealAs such theygain both Crows and pulls for
their Mining, Merchantand Scavengin@rafts levels

Costuming and Appearance

Generally practical, most masters will wear clothing
appropriate to their work, buaeh will prominently display
theirgui | der, the guildsbés seal, to identify their alliegence
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The Despised

fiThis isknowledgeahat will getsomeondilled. If onehas a
contract with theDespisedne has aontract with Deatho i
Death

There is a reason thekilers are allowed to exist throughout

all of the Kingdoms in theealm. They serve Death, and in her

embracethey find comforin thedarkness.

Assassinsthat would be all anyone needs t
secretive groupknow that if you are the t
assassins yowill die. If they cannot killy
will, and if he fails his sister, and so on
The Despisedwill neverstop;they will alwa
contract is fulfilled. &

til you'are dead.

?ys tryuntil'a

8!

R 4

Preferred RacesHumars
Forbidden RacesNone
Preferred ProfessionsDuelist, Rogue

Forbidden ProfessionsKnights

Preferred Magic:Necromancy, (Dé'ath S

Forbidden Magic:Healing

-

Pre-Requisite Skills:Weaporskill,"First Aid, Rea
Backstab Damage5, Assassinate, Feint, Evi
Heraldry:Free KingdomsDivination, Craft Skill:

of this skKill.
Bonus Ability: Revenant; If a Despisedailsin assassinatin
his target and is killed in the proceke or she may rlse‘&ga‘r

is
e of the:
, their brother

as an Undead Revenafter they have been at Dea,d status for

3 minutes They will have thdollowing stats:

200HP, DR -5, Full speedmnovement, +5 Strength, Base
Damage +10, €ritical Strikes,and 2Lethal Strikes.

Upon the creatures demise thespisedvill lose an additional
Life, on top of the one already lo§iespisednay continue to
rise until their bodies have been destroyed by fire, Undead
Destruction spell such as DestrayAnnihilate Undead, a Life
or Revive Spell, or thBespisedxpels all of his or hdrives
never to resurrect again.

Bonus Perk:WeaporAffinity: Bladed WeaponsAll Despised
regardless gprofessioror racemay purchase all three ranks
of this skill. Cost is based on their profession.

| —

Costuming and Appearance:

Despisedilways tend to blend in with their surroundings, be
that a city or the frontieThey may posesa baker, militia,
sheriff, or any other thing. Téy never advertise they are an
AssassinThey will always have alue sash somewhere in
their costuming, and maybenacklace or ring with acorpion
skull or both.

Special Skills:

Upon becoming ®espised at a minimum ofevel 15,an
Assassin can learn to purchase certain special abilities and
skills, with further skills opening up as tBespisedncreases

in level.

=

Level:

t Toxir{5 points) up to 5 times

Resg Confining5 points) up to 5 times

2(0'th Level:

@a (5 points) purchased once every 20éls

(20, 40, 60 ¢é) .likeThe Dasige skidl.iPlayer nust t s

state AEvadeo | ouWheeusioguhish f or
skill, any attack aimed at the character misses, he/she simply

ﬁ?%the wayl his skill is not effective on area of effect
\ \

\ 3
- g : h, ‘
Bonus Skills:Production Affinity: PoisonsAll Desbi§éd N
regardless oprofessioror racemay purchase all three ranks:

'\

gu;N‘\Example Fire 106 Rad

Crippling Strike (5 p0|n\§) purchased everg Bvels

30th Level:

" (30,60,90) Thisskill causes hqrmal hit points damage (for the

weapon used) to the victiandin addition causes the victim

be unable to run or move any faster than a very slow walk.

The effect lasts for 1Minutes or'until a éaling spell of &

level or greater is cast on the victim. The user must loudly
statei Cr i ppl i ng St ritoesethisaffectma ge/

40th Level:

Condemn: (5points) Purchased once every d0dls (40, 80).

,_Thisdability functions as the"develspell ofthe same name.

The user must cast the spell just as if he or she had it in
me mory. The ver lcastmyjudgmentapon t hi
you and Condemn you to Death.

50th Level:

Cheat Death (5 points) purchased once everylBOels

(50,100). This skill allows the user to avoid any one effect
(Spel I, Ritual, Attacké) that
matter what the source. They must declare loud enough to be
heard by tCheatDeatlattt @ ckee thhi s

100


http://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&docid=9SIYa0p7TGXqVM&tbnid=snRvtqCxMuJOkM:&ved=0CAcQjRw&url=http://www.pinterest.com/eternallyindigo/my-stingy-stinger-babies/&ei=VxsyVPzfIcPJgwT1_4LoBA&psig=AFQjCNEbAOZVQD1ZtFP-ePjPNZ-ikftZzw&ust=1412655694550927

Corsairs of Nevermore Special Skills:

iPirates, yep t hegurfrieendiosyour a n dUpembecpming a gorsgieNevermore, at a minimum of

enemy. 0 level 15, a sailor can learn to purchase certain special abilities
and skills, with further skills opening up as the Corsair
iwhat am | a pirate, well it iocteasesdnlbvel. | have served the | a
my dayo
15th Level:

fiWhat lady you askyell should you ever set sail | can bet ) ) . )
youdll find out there my go o dResigHoifd points)upto5times

fioh, you want me to say something pirate like, something like ~ Resist Firg(5 points) up to 5 times

RRR matey or walk the plank or avast me hardiesébo
20th Level:

A Wel | here it oeavp and | isten real «cl os
g P Crippling Strike (5 points? purchased every Révels
iGocrsew yourself! ! ! o (20, 40, 6skliecaused hoimal hit points damage (for

the weapon used) to the victemdin addition causes the

victim be unable to run or move any faster than a very slow
walk. The effect lasts for Lfninutes or until a daling spell of

6t level or greater is cast on the victim. The user must loudly
stateA Cr i ppl i ng St ritoesethisaffectma ge /

Preferred RacesAny
Forbidden RacesNone

Preferred ProfessionsRogue, \
30th Level:
Forbidden ProfessionsKnights
Evade (5 points) purchased once everyl8@els ($,60,90)

This skill actdiket he Dodge skill . Pl ayeée
loud enough for all to heawhen using thiskill, any attack

aimed at the character misses, he/she simply gets out of the

way. This skill is_ne ive on area of effect attacks

( Ex a.mg 06 Radius cann

Preferred Magic:Any

Forbidden Magic:None

Pre-Requisite Skills:Weaporskill, First A
skill: SwimmingCartography, Role Rlying
Divination

616 ased onceevep 2IS
—_ attack which if successful will cause
Bonus Ability: Bravery (Freg iple) damage from the attack (up to the
immune to all Fear, Horror and Terror effé aponb ma x i mu mUseonuststatei al da

erocious Strike <Damage/typ

Bonus Skills:Evaluate Iten{Free

Bonus Perk:Corsairs may not be able to swi
cannot drown, they effectively are buoyant to ovel:
always float to the surface.

te Defens€5 points) purchased ever( evels
is skill allows the user to take only 1 piint of
any damaging spell, attack or effect. This
attacks or spells which normally would drop
ally wounded or worse status, such as
Critical y 3 e, Assassinate, the Death or
Condemn sp#d, and similar. © activate thisbility, the user
must loudly declar@ Re s ol u toe olnecfee nasfef e ct
attack

Costuming and Appearance: ’

Corsairs tend to wear loose fitting clothip d rarelywill be
found in any form of heavy armor. 3

They look like sailors and first and &nost they‘areHeavily
armed mercenary sailors taatilors none the less.

Corsairs may have a Letter of Mark ahéir ships and favors
have araven on thendisplayed irsome form. They sail under
a flag which flies the colors green andyold.
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The Forgotten Special Skills:

fiwWhat vyou hav Eongdtten weletiratisdno o f t h dpon becoming &orgotten at a minimum ofevel 15, a thief

surprise | am sure they are just a rumor getchildren to eat can learn to purchase certain special abilities and skills, with
their vegetableand caravan guards awake and alert at night. further skills opening up as ti@rgottenincreases ifevel.
After all a band of thieves and highwaymen that operates over )
all of the free kingdoms; thatven has local nobles and law 15th Level:
enforcementasmemb@&®h at is just too i]d o_bel.ie . 0
! I wi desmt 'Iloxn(S points) Iup t(‘)/ 5e times

fiOh, no, let me pay for this round, after all, your purse seems . . . . .
to have disappeared wh o Rpsist Mind Effectipép ppigts) yp to 5 times

Dth Level:

Preferred RacesHumars, Romanovi -

urchased once every 20¢ls

g ) . likeThie Daxlge skidliPlayer maust t s
deo | ou\Wheeusiogahash f or
d at the character misses, he/she simply

Forbidden ProfessionsAny Kni = » is skill is not effective on area of effect
| —— Exampl e

Forbidden RacesAncient Races anHth
PreferredProfessions:Scoundrels @
Fire 106 Rad
Preferred Magic:None

Forbidden Magic: - ~. o
Forgottenmay purchasthis skill once

Pre-Requisite S il e\ bu : , 90) The Foergottenmay elude
Herbalism, App ONBP'S urvivalany), detectic atures he/she hasndormational Loreskill
Cartography, R isarm rap and Pick Lacks in. Thi =t lastsen (L0 tes andhe Forgottermust

the creatures
gave combaiattack or cast
offect is broken, and the

vy ~ AEl ude
duration of this ski

during the Elude
Bonus Ability. Pro atures will

.
ility. POISONS orgotten creatures
ree rank s skill.
Cost is based upon | th Leve

i

Bonus Skills: E

regardless of ra

Seath
10,80). Thi

Bonus Perk:Glib The F ed to tell
the truth and are therefo ﬁ endships
charmsspelk or spell like e emto Spel
answer questions truthfullifh er wha
Forgottenmust always tell a | answer hear
any question however they s

rchased once evefyldvels

e user to avoid any one effect

al, Attacké) that
e. They must declare loud enough to be

t GheatDeatta t t @ clkkee thhi s

()1
Costuming and Appearance: “

—0rm (5 points) Rirchased once every Hvels (50,

The Forgotteralways tend to blend in'\ - Pl Skl|| in every way duplicates the spell of the same
be that a city or the frontiefhey may pose urthermorea Forgottenin Shadow Fornean still use
sheriff or any other thing.fley never advertise his'/ herEvadeandCheat Deatrskills. If askedthey can

thief. ‘descri be t he manarcavobtdeepahadowmsi mp | y
The verbal f eiof Datknhess, descéntl upony i
The Forgottenwill always try to hide their identities during a me and cloak me in Shadow. 0

heist so they are fond afasks andoods during these times.

The Forgottercan identify each other by hand signs, and even
those who are friends are given a simple hand sign to identify
themselves to others, both criminal and ally.
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The Bloody Jackals Mercenary Order Special Skills:

This Mercenary Company is rumored to be all that is left of Upon becoming a Bloody Jackal, at a minimunheskl 15, a

theelite guard of one of théost Baronies of the Old Kingdom. mercenary can learn to purchase certain special abilities and
skills, with further skills opening up as the Jackal increases in

Hardened warriors one and glthey keep to themselves when level.

on and off the fieldknown to have their own village and

lands, the local retirethlord allows them to farm, traimd 15" Level:

Resist Toxir{5 points) up to 5 times

Given the
surpnsmgly

reputation for wathey are ) . . )
Qf their contract. These Resist Diseasg3 points) up to 5 times

d 'v ry member of their group as

0,wrong them all. 20th Level:

Crippling Strike (5 points) purchased every Rfvels

Brgsréiiggcéﬂ;?an,c bIo s TN il Brood (20, 40, oeskliecauses roimal hit points damage (for
S B the weapon used) to the victemdin addition causes the

Forbidden RacesRomanovi,Ez = victim be unable to run or move any faster than a very slow

Eldarine, Daughters &ons¢ = walk. The effect lasts for Lfinutes or until a daling spell of

6" level or greater is cast on the victim. The user must loudly
_'. staten Cr i ppl i ng St r i thesethisaffectna ge/

'}'; Vel

lute D fenséB points) purchased ever9 Bvels

Preferred Professmns\Nam [, \,

Forbidden ProfessionsCe .11‘6 ;/.‘
DarknessVagabond, 0 fiefs a /- 1
.

Preferred Magic: Wrath 'L v | D,9 ,‘; is skill allows the user to take only 1 hit point of
B4 AL Fany damaging spell, attack or effect. This
Forbidden Maglc No ' . - ) Spe t.tacks or spells which normally would drop
Y . ;N \‘, [0 tically wounded or worse status, such as
Pre-Requisite SkKills y Weaporskill, Weap 0 I Strike, Asssinate, the Death or
+5, Parry, Critic J'» 2, Ripostel et (S S d similaroBctivate thigbility, the user

First Aid, Read& Write '\, e s ol utoe oDnecfee nasfef e ct ¢

Ll
-)..

Bonus Skills:Craft: Farming(Free) . o ‘

Bonus Ability: Shield Blockfree) O [/ " ‘\

Jackal may se aShield Blockust S ‘ Ferocio 1 in ) purchased once evefylévels
bonus on top of anghield Bloc (40, 80). IS lee ck which if successful will cause

normally. the victim X3 (tripl age from the attack (up to the
weapo Sy ma Xt u mUseonuseéstatei al da

AfFerocid@us Stri ke <Damage/typ

lear
ts, but
S ghice

Bonus Perk:Bloody Jackals
Extra Armorskill for -1 skill
skill pointsper level regar

50th Level:

Costuming and Appeare L Infectious Critical Strike : (5 points)Purchased once every

50 levels (9,100). This melee attack allows the user to
In the field as well as inflifeJackals tend dress in a very Critically Strikean opponent like the skill of that name. In
practical manner. addition, the user addke Dsease tagline to the attack. This
means that even should the victim be healed Bylaw&! or
They never wear the colors of those who have hired them. better spell, they would still be diseased as per the tagline until
Their traditional colors arblack withred andsilver trims. removed or 10 minutes has passed_ This attack can be parried

by normal means though a spell desfenill still leave the
victim Diseased. To activate this skill, the user states
filnfectious Critical Strike <
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Racial Special Orders Clan Trilliumb6greagstArmbrandmay be
Weapon Smiths in the world. Producing items of great beauty,
The @mces othe worldalso have their owrpgcial Prestige and considerable power.

Groups that are not available to all the races of the Kingdom
and her allies, but are specific to just their aace.

The warriors ofthe Goldhammer Brigade never back down
from a fight or from starting one withraage if no one is

A sense of pride can be held by those who represebetite looking.

of their race that thesgétigeGroups offer. What secrets do the Shadow DwarvethefNightfell Reavers

Each is an lige group, which protects the way of life and hide deep under threountain?

individuality of therace they belong to. This does not mean . ] . .
they donét get al on groups,ihfacts o m-E)he 9”(’ Shqrent@'r ?d%"g/é‘”gqmel fEasgerl:cngsxvho
ggoups |like the Elvesd6 Grove (gq]n(,g.r,astpth%qp\gertaﬁt ng{efds'an il d ¢ s
often work in concert, and have a great affection for one contains. /

another. The Crimon Pfaetorian of th®jinn-bornact as the elite guard

The Dwarves of th&oldhammer Brigade on the other ha‘ﬁd.y of House Camson and the front guardidt strange and

’ ' :
have little to no use for any of the Scholarly Prestige Groups, gpvy_e_:rfd e. Do they seek tg F’;Og*.“* V‘floﬂd furtr:erth(?;r
and even less for the Oni who belong to the Academy =~ ¢ ri g e oreverglastey the fabric of theery planes:
Celestial of Wu lae. They simply like to bash things with

. TheJ/aI 0 Krhave da farm of spgetwork. Well at least
hammers, and they are vemgrygood at it.

thaf.gis'what they willalwaystellyou The Jal &Parr
,On?@ey are simply a house guard. Which house you ask? |
am sorry what was the questiod®, spies amongst the
41 0 Kisontiey sanply do not existAfter all, why
would théy*need spies now that the wars are over and they
have thein?ard-wpnfreedoms?
4 ;e

Part of the design of these groups is to give players an option
to really shine as an EIf, Dwarf or even an Oni. To help make
the player feel more connected with their choicesioé and
profession that thesaces prefer to be.

The Prestige Groups hopefully will. add depth of character,

; h h ; w e h h Take note and a-deep Ioplg at these groups bdémielingto
gggg&'{gﬁ ?htatr(\jvuoguldt %rtlﬁ:aor\r/‘\;isg not’éﬂfﬁﬂ;t;l?: = start on the path toward joining one of theésach of these

Adventures. . v . / | ! V?Btions require anextra commitment from the player.
néf 10 playe i

Like all Prestige Groups thouga minimu 4 if you decide you wish to pursue one of these groups, start
required before members of any group.can rbagieam'l;héir-?" learning the pasic skills needc_ad, make absolutely sure that
your makeupis spot on at all times, and you must go the extra

special skillsand abilities. Yy » : \

" 7y mile for all your costuming as well.
You may also find that the Racial Prestige Gronjp§{1ave even

more prerequisites than the norga-l Prestige

they take even mokill pointsa

Remember your group helps define how others see these
fantasyraces in Mythic Adventures.

. ’ ‘,
Again, joining a Prestige Group is a choice’to Qelong to
something bigger than oneself, but aﬂso\, dema{uﬂ ore 0 s
resources (in the form ekill points) and tine. J\

Once a member of a grougdways ‘a merﬁbeand t#ﬁ

r
. 5 o L} 4 A
must act accordingly or be penahz‘égl_ig*the Mars allﬂ_ f;\nd

s

even by members of their groups 4
f W

Elves have t'h{ﬁ'i distinct grou

Amano6Myt hal ;/ adesingers whos

their craft is unparalleled by any save biesk EFf 6 s Bar zum

Ishean DeatlbancersWhat:strange a@ct exists that binds

these two together?

ps The
e il

s Ki

o T
- <
o o
v 0
—~+ >
o =

ave the
n t

o«
o
a —

The Elves also shageprestige group with their Fejlies the
Eldarine. The Grove Guatdavelsthe lands and deep forests
on the backs ofreatstags andvild horses. They keep
trespassers at bay, frorntls they should not enter.

Not to be outdone the Dwarves also have their Prestige
Groups. Like all things Dwarven theye based around Clan
and the arts admithing andwar.
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AmanoMyt hal Costuming and Appearance

The tragic history of the Bladiegjers is well known to most The AmandoMythal tends to wear
Elves. Almost wiped out, only onmeaster Bladesinger when fighting as a group they will ddéanggray coats of

remained after the massacre over a century ago. Even this Elven design over their armor.

master was exiled by the NigbCouncil in an effort to quiet .

him for speaking out against the court and its manipulations There is no symbol for the Am
which led to the destruction of all the lodges. another and angarzumisheanas well.

By tradition all who practice Bladesong must answer to a Special Skills:

master, over any noble, save their princess of course--This/h
been taken further with//
Not all Bl adesinger
AmandMythal are /(%ig
answer to the now Blade Master of all t e~EIv :

C [ 3 \ I,
T
fu

rther skills opening up as the Bladesinger

Vel

Forbidden RacesAll Ot

i 15th Level:
Preferred RacesHigh Elves,D s, Sylvan Elves, ) . . @ .
Eldaring and Trolls Resist Magic ($oints %

@E de ints) May be purchased up to fivg (Bnes This
O sé% he Dodg kill. Player

enoug awWhen using, thiskill, any attack aimed
at the character m , helshe si ets out of theTlimy.
skill is not effecti rea of effect attacks (Example Fire
106 Radiws canno b\e evaded)

(5 points) -- d once every
/)

20le ve/dl s (205 0, 60¢é) . Thi s me
Criti€ally Strikean oppomen\HTlilg%ghe skill of that name. This

3 ﬁ’( nnot be parried | Parry, LethalParry or

Fighting Style, Weapon Damage3;+Critical St ' kit can beDo adedr protectedagainst
Backstab Damage8, Assassinate, Dodg@ $ o0 activate thskill, the user st
Write, Prima | Column 3,2,1 perd
Astrologer RacialWeapon Affinity Il Herald
Courts

navoidable Critical St points)
Bonus Skills:lr%{@%&(onal Lore:Dusk Ef (Free) ~ 30levels 80, 6090) Thismelee attack allo

Preferred Professio elist, Ranger, Sentine|

) ritically Strikean opponent like the skill o
Bonus Ability: Veil of Mists: (Free)Similar tothe Mist Form

attack cannot bavgided bya Dodge, Int t, or Evad#ét
spell except it requires no verbal and carelbévated once can beParried, Blockedr protecte insty spells. To
every hour. Once agt d the user may pass in and out of the activate this i&t er stata$u idableCritical Strike
e> /

form for up to 10 mi s\This skill is on a five €o

nt and can
&/
s

be activated by a player ginning the cof

Form 1, Mist Form 2, orm,3 6.

VE '- rial

fant'‘Recovery (5points) purchased once everyl80els

Bonus Perk:Elude Living (Once per Hour) When @,60, and 90). When atbtstant Recoverwill cause

in Mist Formor Veil of MiststheA-ma n 6 Mmay duad any healing spell; Id heal hit points, to bring the
detection byany living creature of the material plane (i.e. not user back tarhis/her fulli nts. Usermtesii | nst ant
constructs, planar beings or undedd)is effect lastsen (L0) R.e.c o viemegia r a successful Healiggell to use
minutes andheAman 6 Mmu 88l say n-E e/ Kill t hq/

creatures he/she is avoiding during the duration skill. -

They cannoteave combatattack or cast during the Elude Level:

otherwise the effect is broken, and the creatures will act Spinning Lethal Strike 1 0 6 R &gdintssRirchased
accordingly An Elude may only affect a creature for 10 once every 50evels (50, 100)This skill allows the user to
minutes of every hour. Thumy A ma n 6 Mmaty hoa | call forth aLethal Strikeagainst all beings within ten (10) feet
continually reactivate his Elude. of the user. Thiskill otherwise acts in all ways just like the

Lethal Strikeskill, and can be defended against in the same
ways includingDodges Parry, andCheat Death
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Barzum-Ishean

fThe dar kneladed i nsi de the b

This phrase is known tall who practice Deatibancing. All
Barzumishean are Deatbancers, but not all Deatbancers
are able to compete with or even come close to the Death
Dance of the Barzustshean.

They rose from nowhere, strike from nowhere, and go into t
gloom as fast as they came. It is said they have a pagt with
Matrons and one wiigshid thetbest) A
amongst them where trained by the Blade Master of the Elv

Preferred Racesbusk Elves Eldaman, and Trolls
Forbidden RacesAll Others

Preferred ProfessionsAvenger, Sentinel, Duelist,
Warrior

ggue &

Forbidden ProfessionsAll Others
Preferred Magic:None

Forbidden Magic:None

Pre-Requisite SkillsWeapons MasteRacial Dual Wie \‘

Fighting Style, Weapon Damage3;+Critical Strike
Backstab Damage8, Assassinate, Dodge/Ii€
Write, Primary Spelcolumn 3,2,1 per da ahsm
Astrologer,RacialWeapon Affinity llIHeraldry. An c
Courts

)

N/
/g

Bonus Skills:Informational Lore Elves(Free)

Bonus Ability: Veil of Shadows: (Free)Similar tothe
Shadow Fornspell except it requires no verbal andfcanbe
activated onceveryhour. Once activated the userfmay pass i
and out of the form for up to 10 minuteid skill is on affive

count and can be activated by a player by begifining the count.
é) .

(i.e. ShadowForm 1,Shadow~orm 2,ShadowF @/r m 73,

Bonus Perk:Bonus Perk:Elude Living Material | (Once per
Hour) When inShadowForm or Veil of ShadowtheBarzum
Isheanmay elude detection byny living creature of the

material plane (i.e. not constructs, planar beings or undead).

This effect last$en (L0) minutes andhe Barzumlisheanmust
say fAEludedo to the
duration of this skill. They cannt#ave combatattack or cast
during the Elude otherwise the effect is broken, and the
creatures will act accordinghaAn Elude may only affect a
creature for 10 minuteof every hour. Thugn Barzum
Isheanmay not continually reactivate his Elude.

Costuming and Appearance:

creatures

Special Skills:

Upon becoming a Barzuishean, at a minimum éével 15, a
DeathDancer can learn to purchase certain special abilities
and skills, with further skills opening up as the Dedgincer
increases ihevel.

15th Level:
Resist Magig5 points) up to 5 times
he
ther=Evade (5 points) May be purchased up to five (Bnes This

han%([ma}pt{sllhegme Dodge skill Pl ayer
es~ enough forall-to heakVhen using thiskill, any attack aimed
at the character/misses, he/she simply gets out of theTluay.
skill is not effective ‘on area of effect attacks (Example Fire
06 Radius) cannot be evaded)
20th Level:
havoidable Critical Strike “(5(points)Purchased once every
Dlevels2 0, 4 0, 6mele€aitackiafiowsthe user to
Critically Strikean opponent like(thesskill of that name. This
attack cannot bavoided bya Dodgesintercept, or Evadé
an beParried, Blockedr protectechgainstoy spells. To
activate this skill, the user stat@nayoidableCritical Strike
; tagline>0

80th Level:
nparriable Critical Strike (5 points) Rirchased once every
i S 0 60,90). This melee attack allows the user to
cally'Strikean opponent like the skill-of that name. This
ack ca be parried byCaitical ParryLethal Parry or
Rield Bloek It can beDodged, Evadedr protectedagainst
Spells To activate this skill, the user statdd n par r i ab
rltlcal Stri ke <t@gline>0
Oth Level:
InStant Recovery (5points) purchased once everyld0els
| (30560, and 90). When activatbastant Recoverwill cause
any healing spell, which would heal hit points, to bring the
user Back to his/her futlit points. Usersitesivl nst ant
R e cllo viramegliaiely after a successful\Healgzell to use
this sKill.

n

Oth Level:

Spinning Lethal (59a¢ints)kobhasdd0 6

once every 50evels (50, 100)This’skill allows the user to

call forth aLethal Strikeagainst aftbeings within ten (10) feet

?b 2 e‘kTms skill otherwise-agts in all waySJusI like the h
fal Stik&kill! and cBn'b@deddl gaifistif thes@met N €

ways includingdDodges Pary-andCheat Death

R a

The Barzumishean tend to wear their house colors daily, but

when fighting as a group they will dbmngblack andpurple
coats ofDusk Elven design over their armor.

There is no symbol for the Barzuishean as they all know
one another and a®yma n 6 Mas wdila |
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The Grove Guardians Special Skills:

Deep in the forest the Elves and their Begthren protect the Upon becoming a Grove Guaad, at a minimum ofevel 15,
deep places people should not treEtie Groves obld, the a Guardiarcan learn to purchase certain special abilities and
lands of the Ent and Dryadndthe ways ofeaf andbranch skills, with further skills opening up as tiardianincreases
are the purview of the Guardians. [ '*"” IeveI

/ 7

Yet ponder this; the Groves have been srlent now for over. two : 15th Level ,
centuries, the Mythals all laid to waste by the Darkness and
then finished off by Necromancy and the Great Betrayal. Resist MetabthS points) up.{ t0 5 times

So,what do these Guardians do, what do tesrd? Do they Elude (5 Pointslupto 5 times. Thé&uardian maylude
protect the old places, hoping for their return, or do they detection by creatures he/she hagrdiormational Loreskill
activelyseek out and try to restore thwtich once was’>r 0/ vin. This effect lastéen (0) minutes andhe Guardianmust

J:“frsay 'AEl uded to the creatures
The world ha&hangedThe Ancient Rces;, deumated iﬁ the

—_ duration of this skyiil‘.‘ hey ganné#ave combatattack or cast
wars have not been able to recover, The Groves oféie during thé Ellide offierwisé the effect is breken and the
were long Ilved\and powerful beﬁmd measlike asequoia eatures act aceore eg \
Humans.are like  thfastgrowing pine. What will happen to ) >N
the WOI‘h;J% Jor even whenthey take over the ways of natde
from theancrents?r hese are thquestlons theiGrove
Guardians mst answer morethan any othefore than even
the tWéL\/e & N

\
Preferred RacesAll AncientRaces

\ N
AN J
N ;

Oth Level:

Spil e Ent (3 pornts)\purchased once eve@lévels
20,60é ) This skill duplicates the Druigpellof the same

0 he verbal @Nature guide me angrant unto® ‘me the
ﬁ eEnt 0 (=

(‘\tﬁ‘

Forbidden RacesAll Othefs u n t | - & 9130th Level:
'@,

\
1ave ;4 dle Critical Strike (5F points)Purchased once every
_-30llevels'80,160,90) Thisnelee attack allows the user to
ritieallysStrike an opponent like.the skill of that name. This
bavoided b)aDod Intercept, or ‘Evad#t

Preferred ProfessionsRéhger}/:

Forbidden ProfessionsCavalier, Knlghlof Darkness d
Crafters

Preferred Magic:Druid &Elemental _aglivatedhis ski - Snavoi iti rike

ForblddenMaglc Necromancy
g #0th Level:

Pre-Requi }rte Sk|IIs WeaporMaster Racial Weapg N\

Damage #2, Parry, First Aid, Druid . ArtaVeapo inity I, Evade (5 points) purchased o\ce every WMS\GCBO)

RP Skill: Survrveﬂ RP Skill: Tracklng RP _Skill: Riding This skill actsiket h e\, Dodge ski Ll . Pl ay
Stag/HorseGreaterInformatlonalLore,fNath/e Hetbalism loud enough for all\to heawhen using th|$k|II any attack

Craft: Cartography, &Greaterinform algore: aimed at the cléaracrer misses, he/she srmply/gets out of the
Goblinoids" 7 7 G way . This'skill is not effective on area of effect attacks

(N ¥ J) D (Example Fire 106\\Rad|us cann

Bonus Skills: Drsarm Trzhs(Free) \ —~ 4 N & \> <

\ r - » Sth LeVEl' ‘ \\\ / 4
Bonus Ability: GreaterlnformatronaILore Ancient Races i
(Free) Entangling Thorns 1 OR“adlus (5 pornts) Purchased once

= W every 50 évels (50, 100) Thls skill duplicates the effects of

BonusPerk Speak with Anlmal(sAIways active) as the X the 6th LevelPrwdspell of the same name, save that it covers
level Druidspell. Also, aGrove Guardians may learn a Druid, an area 10 foot in radidsom the where the packet strikes.
column even if their profession would not normally allow it. The user must cast the spell just as if he or she had the spell in
Thus, a Knight of Valor or Strife could learn a/éecondary memory. The ver ballforththerpowteds ofs s
column of Druid, if they wished. — nature to entangle you in ThadO-footr adi us o

Costuming and Appearance

A Grove Guardnhas noabard. Instead theuardan will be
dressed in appropriate colors for their job. Those which will
help them blend into their forest terrain and remain unnoticed.
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The Khaliss Sahad

At the beginningthere was nothing, only a darkness so
prevailing, so all encompassing, that existence itself was in
guestion.

Then came all that we know, the spark of all things ignited
existence, and the nothingness recoiled and screamed at the
start of all things.

The darknesghevoid, would not be quelled long though and
from its eternal dark arogbe DreddThese are éings of
nightmare whose sole purpadsdo destroy everythingnd
return all to drkness. To urwlall that exists so that
everything caragain be nothing.

A thousand realities may have fallen to thes
they encountered and started thvearr with th r. .
Countless wre lost and the Dredd almost ted these
beings closest to the original spaivilizations fell, and

when everything looked bleakest the Khaliss Sahad arose and
the Dredd knew a nightmare of their own.

ings

Preferred RacesFey Only (
Trolls).

r(EIdanne and Eldarargnd

Forbidden RacesAll others including Elves

Preferred ProfessionsWartior, Knight of Strife Avenger
and Duelist.

Forbidden ProfessionsAll Crafters,Marauder Artificer, and
Vagabond.

Preferred Magic:Wrath
Forbidden Magic:Necromancy

Pre-Requisite Skills:WeaporMaster. Racial Dual Wield
Fighting Style Weapon Damage3; Critical Strike First Aid,
Read & Write Divination, Cartographyand/orNavigation,
GreaterInformationalLore: Veil, Racial Weapon Affinity IlI

Bonus Skills: RP Skill: Survival: Shadowlandbree)

Bonus Ability: Hated Enemy: Dredd+5 damage with
Weapon or Spell vs. Dredtllote: This may be coupled with
Combat Lores as well)

Bonus Perk:Elude Veil Creature (Once per Hour) The
KhalissSahad maglude detection byny creature from the

Veil. This effect last¢en @0) minutes andhe Khaliss Sahad
must say fAEludedo to the creat
duration of this skill. They canntgave combatattack or cast
during the Elude otherwise the effect is broken, and the
creatures will act accordinghaAn Elude may only affect a

creature for 10 minutes of every hour. Thaighaliss Sahad

may not continually reactivate his Elude.

Costuming and Appearance:

The Khaliss Sahad have no uniform or colors, they could be
any Eldar. They could ball the survivors of the Eldar or even
none of them. They are but a shadow of a rumor within a
nightmare

Special Skills:

Upon becoming a KhalissaBad, at a minimum dével 15, an
Eldar can learn to purchase certain special abilities and skills,
with further skills opening up as the Khaliss Sahad increases
in level.

15th Level:Resist Magig5 points) up to 5 times,

Evade (5 points) May be purchased up to five) (Bnes This
actsliket he Dodge skil/l Pl ayer
all to heakVhen using thiskill, any attack aimed

at the character misses, he/she simply gets out of theTiluesy.
skill'is not effective on area of effect attacks (Example Fire
106 Radiu cannot be evaded)

20th Level:

Unavoidable Critical Strike
20levels 20, 40,6 0 , é)
Critically Strikean opponen
attack cannot bavoided bya
can beParried, Blockedr pr;
activate this skill, the user Statf
<tagline>0

points)Purchased once every
ek attack allows the user to
the skill of that name. This
e, Intercept, or Evadé
chgainsty spells. To
avoidableCritical Strike

30th Level:

Ferocious Strike (5 points) purchased once eveyl8vels

(30,60, MW). This is a melee attack which if successful will

cause the victim to take3 (triple) damage from the attack (up

to the weapono6s maxUsenmuststpt®t e n
AfFerocious Strike <Damage/typ

40th Level:

Cheat Death (5 points) purchased once evefyldvels

(40,80). This skill allows the user to avoid any one effect
(Spel |l , Ri t ual ,rendertheandkad,)no t h a't
matter what the source. They must declare loud enough to be

heard by tCheaiDeattattt @ackee ftHhi s
50th Level:
Spinning Lethal (5%dints)kkohasdd0 6 Ra

enceeeeery hlevels (h0e10Q)This skiladowsitherugertal u r i n
call forth aLethal Strikeagainst all beings within ten (10) feet

of the user. This skill otherwise acts in all ways just like the
Lethal Strikeskill, and can be defended against in the same

ways includingDodges Parry andCheat Death
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The Vindlér Skald Special Skills:

The old ways of the Fey areing lost, much that once was is Upon becoming &indlér Skald at a minimum ofevel 15, a
nowjustfaded memory andoon if the Fey disappear from Skaldcan learn to purchase certain speC|aI abilities and skills,
this world, shall be nothing more at all. with further skills opening up as thek&ld increases imevel.

These treasures need to be protected, not just the places but ~ 15th Level:

also the lat of the Eldar and their ilk. ) . . .
Resist Metaboli¢5 points) up to 5 times

TheVindlér Skaldhave chosen a life of service. &hwill ) . . )
rememberthey will learn and they will protect all that Resist Corruption / Darkneg$ points) up to 5 times
remairs of the Fey and their world.

20th Level:

Humans now over run parts of the Feylands, and e
their treatywith the Ancient Raceshey areneither read
worthy to inherit the world the Fey had builhoseplaces

Resolute Defensé€5 points) purchased everg Revels 2040,

6 0 ,) Ehis skill allows the user to take only 1 hit point of

damage from any damaging spell, attack or effect. This

includes special attacks or spellg which normally would drop

the character to critically wounided or worse status, such as
Critical gtrike, Lethabtrikes’Assassinate, the Death or

,~—4 T Condendn spells, and similaroBctivate thisbility, the user

must loudly declar e s od/ujtoe oDnecfee nasfef ect

TheVindlér Skaldwill protect those things an the last of
their charges unto their dying day.

Preferred RacesAll Ancients
Forbidden RacesAll Others

Preferred ProfessionsSentineI / )
ch:)f_(;5 mts)mrchase verg0levels (3060,and

‘II s the/mdler Skaldto act as a Guardian and
one,using de or Avoidasidi This
%klll a o exte s into/th V nd allows them to see Phased
eing F10 mlnutes o use thiskill, theVindlér
Skald{ﬁu:;%nt (o\the target and state loudly enough for
t hem ~tTam ﬂneﬁ iarfi | will protect mine with

Forbidden ProfessionsA

Preferred Magic:Hearth a

Forbidden Magic:Necroman

N\
Pre-Requisite Skills: Weapori\/laster\;(
Damage 8, Parry, Critical Strike, Firsts
Arts, Weapon Affinity 1ll, RP Skill: Survival
Tracking, RP Skill: Riding Stag/Horse, Gr
Lore: Nature, Herbalism, Craft: Cartogr mLs;chhased once every 40¢ls (4080).
InformationalLore: Goblinoids AThi actdiketihe Dodge skill. Pl ay:

eawhen using thiskill, any attack
T (‘;\.\\/ aimed at the chaya
D 7 way. This skill |§y

misses, he/she simply gets out of the
ective on area of effect attacks

Bonus Ability: GreaterlnformatlonaIL\) Anc_gg,Racqs e EX aAnﬁ_L.-e' Fire 106 Radius cann

(Free) —— / ~

Bonus Skills:Rune LorgFree)

50th Levelx
Bonus Perk:Shield Blockmay be used as anterceptwhen \(J = /0't ,///

protecting a Fey. ““““Unparriable Critical Strike (5 points) Purchased once every
. 50 levels 60,100). This melee attack allows the user to
Costuming and Appearance: Critically Strikean opponent like the skill of that name. This
o ) . attack cannot be parried byCaitical Parry, Lethal Parry or
dressed in appropriate colors for their job. Those which will by Spells. To activate this skill, the user stéitedn p ar r i ab
help them blend into their forest terrain and remain unnoticed. Cy j t i cal Stri ke <tagline>0d
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Trillium Smiths

Tough as mountaistone, forging endlessly, toiling to make
the best even better, hammering out a constant stream of
armor andweapons. This is thenduring image of the
Dwarves, anadnethe Trillium Smiths are atoo happy to not
only embody but to excel at.

No greaer smiths existamongst Dwarf, Man, Fey or even EIf.
These Dwarves are said to know the secrets of creating the
most powerful items, even today making weapons and armor
like theartifacts ofold.

Preferred RacesStone Dwarf
Forbidden RacesAll Others
Preferred ProfessionsSmiths, Tinkerers

Forbidden ProfessionsMarauder Knights ofDarkness
Ranger Scoundrels, Apothecary, Magi & Sorcerer.

Preferred Magic Runes, Hearth
Forbidden Magic:Necromancy

Pre-Requisite Skills:WeaporMaster. Dwarven,
Blacksmithing, Read & WritQwarven Production Affinity
lll, Master Armorsmith or Weaponsmith, Craft: Mining I,
Craft: Siege Engines, Rune La&Enhanced Strength +1
Evaluate Item

Bonus Skills:Lessernnformational Lore:Golens (Free)

Bonus Ability: Minor Enhancement’i (1/Hour) This ability
allows the Smith to temporarily enhance an item, with the
effectdependenon the item. For Example: A.weapon would
gain +2 Damage, Armor-& Physical DR, a common item
immunity to shattering. This effect takes 1 minute to apply and
lasts for 1 hour, or until the item is destroyed.

Bonus Perk:Hardiness: Trillium Smiths areextremely tough

to kill. He orshe gains one (1) additionhit point perlevel.
(Note: They may also buy Fortify normally to gain even more
hit points)

Costuming and Appearance

Commonly found at a forge insmi t dpr@rsand heavy work
gloves. Otherwise tlyeappear as anpwarf would with
costuming of a Nordic or Slavic type @arthtones.

A Smithd s f a adgerofraakris abenvil badge;the
colortype of metal used shows trenk of thesmith, with
copper being théeginner, and Mithril being the leader.

Special Skills:

Upon joining theTrillium Smiths, at a minimum dével 15,a
Smith can learn to purchase certain special abilities and skills,
with further skills openig up as the Smith increases éwel.

15th Level:

ResistDestruction(5 points) up to 5 times.
ResistMetabolic(5 point9 up to 5 times
20th Level:

Shattering Strike (5 points) purchased every Révels (20,

40, 6 0 &l calisks nermal hit points damage (for the
weapon used) to the victiandin additiondestroys the item
named, excluding armorhe user must loudly state

fi"Sh at Btekeditemg, . <.d.a ma gte usethip e >0
effect. Magical or other shattering resistant items are not
destroyed, but they are unable to use their magical abilities for
10 minutes.

30th Level:

Resolute Defensg5 points) purchased everQ Rvels
(30,8,90) This skill allows the user to take only 1 hit point of
damage from-any-damaging spell, attack or effect. This
includes special attacks or spells which normally would drop
the character to critically wounded or worse status, such as
Critical Strike, Lethabtrike, Assassinate, the Death or
Condemn spells, and similaroBctivate thisbility, the user

must loudly declar@ Re s0 |, u toe olnecfee nasfef e ct

attack
40th Level:

Enhanced Creation (5 points) purchased every 40 levels (40,
80) This skill allows the 8ith touse additional materials to
slightly enhance a Grandsier recipe, or double the effect or
duration of a consumable Armorsmith or Weaponsmith
production item they apply.

50th Level:

Create Golem (5 points) Rirchased every Sevek (50, 100)
this ability allows the smith toramate any suit ofrmor into a
golemfor an eventThecreature created has tfalowing
stats:

hit points: 100, Strength +5, Damage 10 Magic (or Weapon
+10) Special: Critical Strike x2noveat full speed, Immune
to Mind Effecting, and angnagics whichonly effect living
creatures.
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Goldhammer Brigade

Founded by théast memberof Clan Goldhammer,
generationsigo during th&Var Against the Dark Depthto
fight the encroaching darkness fremder the mountairfsom
overrunninghe Karaclks and Khazduna as a whole

This Brigade has grown in size and power throughout the
interveningeons The GoldhammemBrigadestands proud as
one of the most dedicated afeduisomegroup of Dwarven
warriors ever seen. They stop at nothing to get to their goal.
Magic, what a wasteScienceonly good for making things go
boom.

hit

ANever haad D omly pidses usmif t h e

Words spoken by their founder and recited by every Dwarf of
this Brigade, as theshrug off wounds that would kill lesser
beings

Preferred RacesStone Dwarf
Forbidden RacesAll Others
Preferred ProfessionsWarrior, CavalierKnight of Strife

Forbidden ProfessionsKnight of Darkness Scholars,
Apothecary, Tinker, & Vagabond

Preferred Magic:Runes

Forbidden Magic:Necromancy

Pre-Requisite SkillsWeaporMaster. Dwarven, Shield Use,
Melee Weapon Damage +bethal Strike Shield Block, First

Aid, Rune Lore, Heraldrpwarven and Gnomish Kingdoms
Dwarven Weapon Affinity [i& Mining

Bonus Skills: GreaterInformational Lore: Goblinoids

BonusAbility: Specialized irwarhammes: +2 damage with
hammers irmelee andhrown.

Bonus Perk:Hardiness: The Brigadier is extremely tough to
kill. He or she gains one (1) additionkit point perlevel.

(Note: They may also buy Fortify normally to gain even more
hit points)

Costuming and Appearance

Armor, amor and wellevenmorearmor.

As the name implies the members of the Brigade likes to use
hammers, both imelee and sthrownweapors. Though they
may still use any weapon they have skill in; they will always
have ahammer, or at least a favor ohammer on their

person.

Special Skills

Upon becoming a Brigadier, at a minimumefel 15, a

Dwarf can learn to purchase certain special abilities and skills,
with further skills opening up as the Brigadier increases in
level.

15th Level:

Resist Charn{2 points) up to 5 times

Resist Magig5 points) up to 5 times

20th Level:

Ferocious Strike (5 points)Purchased once every Pévels
(20,40, 60é). This is a
cause the victim to take3 (triple) damage from the attack (up

to the weaponds
AFerocious Stri

k e
30th Level:

Shield Breaker (5 points):Purchased every 30 levels
(30,60,90yVhen using his/her hammehe Brigadieris able to
deliver a
non-magical shield and will render a magical shield inert, and
unable to call up its magical propertiés 10 minutes after

the strikeThe taglinei Shi edkedb B s added t
B r i g ambimal dainage for this strike to take effect, and
the strike must hit the opponent or its shield.

40th Level:

Resolute Defensé5 points) purchased ever® tevels ¢0,8)
This skill allows the user to take only 1 hit point of damage
from any damaging spell, attack or effect. This includes
special attacks or spells which normally would drop the
character to critically wounded or worse status, such as
Critical Strike, LethaBtrike, Assassinate, the Death or
Condemn spells, and similaroRctivate thisbility, the user

must loudly declar@ Re s o | u toe oDnecfee nasfef e c t «

attack

50th Level:

Cloak of Bravery :(5 points) purchaseohce every 8levels
(50,100). This ability removes all Fear, Horror and Terror
effects used o0 nradiusofthaiseramdi t h
grants those within that radius a tempoargveryeffect(as

the skill)for 10 minutes as well.
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Nightfell Reavers Special Skills:

What goes bump in thearkness of the deep places where Upon becoming a Reaver at a minimumenfdl 15, eDwarf
mortals should not tread? The Shadow Dwarves know and can learn to purchase certain special abilities and skills, with
have been the victim of thoslark beings the Mind Flayers further skills opening up as the Reaver increasésviel.

for centuries.
15th Level:

That was until the Reavers decided to bump back. They have . . ) )

the means and the skills to strike back at these abominations  Resist Mind Effects points) up to Sitimes,
and make them suffer, and suffer they shadk. countless
centuries of torment and pain inflicted on their race, the
Reavers will destroy all things the Mind Flayers have ever 20 )
created, until they are but a Wli'eﬁehtmare for childrenbés f ai

and nothing more. Resolute Defensé5 points) purchased ever{) Bevels 2040,

6 0 ,) Ehis skill allows the user to take only 1 hit point of
damage from any damaging spell, attack or effect. This
includes special attacks or spells which normally would drop
the character to critically wounded or worse status, such as
Critical Strike, LethaBtrike, Assassinate, the Death or.
Condemn spells, and similaroBctivate thisbility, the user

Resist Arcanist Magi¢5 points) up to 5 times

Preferred RacesShadow Dwarf
Forbidden RacesAll Others

Preferred ProfessionsWarrior, Knight of Strife Avenger

Forbidden ProfessionsScholars, Apothecary, Tinker, & must loudly declaré Re s o | u toe oDnecfee nasfef e ct

Vagabond attack

Preferred Magic:Runes 30th Level:

Forbidden Magic:None Destroy Mind (5 points) Purchased once every 30 levels
(30,60,90) This duplicates the Arcanist Spell of the same

Pre-Requisite Skills:WeaporMaster Dwarven, Shield Use, name, effectively using the Mind Flayémvn abilities

Melee Weapon Damage +2, Parry, Shield Block, First Aid, against them. To activate ttgkill, the user must say the

Read & Write Dwarven Weapon Affinity 1ll, Rune Affinity Il verbal just as if they had the spell in memory. The verbal for

Heraldry.Dwarven and Gnomish Kingdoriglining, RP Skill: thisskillisil , by Force of Will Des:H

Survival Underground, Rune Lor@" level Rune&

Stonemason This skill strikes the target wh a bolt of energy which does
50 points of damage to the targ€his ability bypasses armor

Bonus Skills:RP Skill: TrackingFree) and goes dectly to the targets hgioints, and so usehe Body
tagline.

Bonus Ability: Hated Enemy: Mind Flayer +5 damage with .

Weapon or:Spell vs. Mind Flay@Xote: This may be coupled Targets which'have no life force or mental capacity are

with Combat Lores as well) unaffected by this spellherefore, Golems, constructs, and

mindless undeadre all unharmed by this spell.
Bonus Perk:Hardiness: The Reaveis extremely tough to

kill. He or she gains one (1) additionkit point perlevel. 40th Level:

(Note: They may also buy Fortify normally to gain even mare

hit points) Ferocious Strike (5 points) purchased once eve@ylédvels
(40,80). This is a melee attack which if successful will cause

Costuming and Appearance: the victim to take<3 (triple) damage from the attack (up to the
weaponds maxi mumUgeonusestatei al da

Otherthartheir Rune covered items, Most Reavers match the iFerocious Strike <Damage/typ
usual Shadow Dwardostuming ofdark sombercolors.Nordic
or Cossack typeostumings encourged, though normally of 50th Level:

a dark gray orllack color.
Rune of the Reflective Barrier (5 points) Rirchased every

Reavers often also paint/tattdark runic symbols across their 50levels (50, 100) All Reavers may use this skill regardless of
bodies and faces. These can be easily donemakeup, and what other typesf Shield Runes they have oneffectively
are encouraged but not required acts as dloating 9" level Rune, but in all other ways is the

same as thedevel Rune of the same name. Note: They may
place a 2 Rune of the Reflective Barrien their shield as

welL To activate this RRuneofthehe b
Reflective Barried t o | et the attacker
reflectedat the attacker by the Rune.
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Academy Celestial of Wu Jen

There is an island shrouded in mist hidden off the coast of
Nippon. This island is said to call to all Oni, to travel there and
realize the full potential of what it means to be an Ogre Magi.

The race itself has some deep secret, and only these casters of

the Acalemy of Wu Jhae know the secvétich binds them
together.

Rarely, an exceptionaHumansof Easterlingdecent is'allowed
to join the ranks of the Academy as well. Though only the
bravestor foolish to even try, for to fail is to risk obliteration.

Preferred RacesOni & EasterlingOnly
Forbidden RacesAll Others
Preferred ProfessionsScholarsand Sentinel

Forbidden ProfessionsWarrior, Marauder Knights, Ranger,
Rogue, DuelistTinkerer, and Smith.

Preferred Magic:Celestial
Forbidden Magic:All Terrestrial

Pre-Requisite SkillsRead & Write Divination, AnyEthereal
Art, ability to cast an Ethereal Spell df vel frommemory,
RP Skill: Riding (Horse), Craft: Ink Making &lerbalism
Apprentice Scribe, Scribe Level 5

Bonus Skills:GreaterInformatioral Lore: Ethereal Races
(Free)

Bonus Ability: Detect Planar Origin: (Free)The member of
the Academy canoncentrate on an item or being and
determine a a 5countif it is of an extra planar origin. The
player must state while pointing attitem or being examined
i De t eptabar In detecting planar 2, detecting plaréar. 3)
loudly enough for the effected item or being to know. The
range of this skill is twenty (20) feet.

Bonus Perk:May use a Secondaspell slot to cast a Primary
spell of equal level which thAcademymember already
knows.

Costuming and Appearance:

The members of this order tend to dress in long flowing robes
with lots of small fetises on themThese include itemsuch

as feathers, bones, and strips of cloth with strange arcane
writings all dangling freely from thelvelts and sleeves.

They tend to weablue, orange anded, but all colors are
possible. They always have a symbol in Kanji on the back of
their robes in a circle of white.

Special Skills:

Upon becoming an Academy Member, at a minimurieoé!

15, a Wu Jen can learn to purchase certain special abilities and
skills, with further skills opening up as the Wu Jen increases

in level.

15th Level:

Resist Magig5 points) up to five (5) times

Resist Mind Affectin¢b points) up to five (5) times
20th Level:

Sense Magic(2 points) Rirchased every 2@vels (20, 40,
60€) This aéntchllytb the IVevel Retestial
spell'of the same name. The user must cast the spell just as if
he or he had the spell in memory. The verbal for this ability is
fil channel the Celestial that my Eyes May Sense niagic.

30th Level:

Empower Spell (5 points)Purchased ever$0 levels

(30,60,90): This'skill increases the effectiveness of any
damagingrorhealing spell which is empowered by an amount
equal to the castelsvel in points. Thusa damaging spell

would deal more points and a healing spell would heal for
additional hit/points. The user casts the spell normally and just
as standard if the spell hits would declare the damage or
healing but'must state lu d | Igvel fi spell damage/healing
Empowered

40th Level:

Magic Strike 10ft Radius (5points) Rirchased once evedd
levels (40, 80)..When activatddagic Strike allowghe
CelestialAcademicto cause albstof raw magico come

from the sky ad blast.all within 10ft of theaster engulfing
them in 50Magic damage. The user is immune to this blast.
User satesfil call forth the Power of Magic itself to Blast my
enemies. <50 Magic 10ft Radiug*o use this skill.

50th Level:

Evade (5 points) Rurchased once every 5vkls £0,100).
This skill actdiket he Dodge skill
loud enough for all to heawhen using thiskill, any attack
aimed at the character misses, he/she simply gets out of the
way. This skill is not effective on area of effect attacks
(Example Fire 106 Radius
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The Crimon Praetorian

Volatile mageswhomwield death and destructicat every
turn with but a wave of their han@he very elementseem to
be attheir sinister command. They hurl Lightning and Fire,
Ice and Maelstroms with reckless abandon, heedless of all
within their path.This is the imageright or wrong most
people have of thBjinn-born

The Crimon Praetorian are not thé&jen-born It is not that

they dondét hurl the el ements

more dangeroudgar more deceptivdar more organizedand
far moreDjinn-bornthan that of the image above.

fi N oesseD i kihis is their Creed though only their members

know why.They arehonorable stealthy,and deadlywith
spell, sword, vial, andrell-placeddagger from the shadows.
They belong to and ser¥ouse Crinson. One of the four
great houses of tHgjinn-born, and arets guardiansits
weapos, and its keepers

Preferred RacesDjinn-bornonly
Forbidden RacesAll Others
Preferred ProfessionsRogue, Duelist

Forbidden ProfessionsMarauder Knights Ranger,
Vagabond, Crafters, and Artificer

Preferred Magic:Elemental

Forbidden Magic:Arcanist, Healer, Hearth, Druid, &
Necromancer

Pre-Requisite Skills:Any Weaporskill, Weapon Damage +2,
Parry, AmbushBackstab Damage3, Assassinate,
Dodge/Intecept, Read & Write, First Aidglemental Arts,
Elemental Column 4,4,3,2,1 per d&jinn-born Magical
Affinity 1ll, Herbalism & GreaterInformational Lore: Planar

Bonus Skills:Lessernformational Lore: Brotherhood
Arcanum(Free)

Bonus Ability: Hated Enemy: BrotherhoodArcanum +5
damage with relee andpells against the Brotherhood
Arcanum and their constructs

Bonus Perk:Elude Ethereal (Once per Hour) The Crimon
may elude detection byny Ethereal rac&his effect lastsen

(10) minutes andheCrimonmu st say AEl udeod

he/she is avoiding during the duration of this skill. They
cannotleave combatattack or cast during the Elude
otherwise the effect is broken, and the creatures will act
accordingly. An Elude may only affect a creature for 10
minutes of every hour. ThusCrimonmay not continually
reactivate his Elude.

Costuming and Appearance

Dark clothing andarmor are the staple of this group even more
so than most of their race. They almost always hdvera
pointedEthereal Star as a favor somewhere on their body.

The color of the Star denotes their rank and prominence within
the Praetogns,gold being the highest.

Special Skills:

t their_whim, but t are f
8p0n becoming a Praetorian, at a m|n|munheu7EI ?[5y a
Djinn-borncan learn to purchase certain special abilities and
skills, with further skills opening up as the Praetorian

increases ihevel.

15th Level:

Resist Magig5 points) up to 5 times
Resist Toxing5 points) up to 5 times
20th Level:

Ferocious Strike (5 points) purchased once everyl@0els
(20,40, 60é). This is a mel ee
cause the victim to take3 (triple) damage from the attack (up

to the weaponds maxUsenmauststpt®t e n
iFerocious Strike <Damage/typ

30th Level:

Elemental Fury <choice>(5 points)Purchased once every) 3
levels (30, 60, 90) This is an area of effetackcentered on
the castewhich will causeeveryonewithin a ten (10) foot
radiusbut the caster to takédty (50) points of Elemental
damage €ire, Ice, Lightning or Storse User must statBBy
my very conmand, | bring forth the full fy of the Plane of
<earth, air, fire or water> upon you alkkDamageElemental
type>10-footradiusd

40th Level:

Evade (5 points) purchased once every 49¢ls (4080).

This skill actdiket he Dodge skill. Pl aycé
loud enough for all to heawhen using thiskill, any attack

aimed at the character misses, he/she simply gets out of the

way. This skill is not effective on area of effect attacks
(Example Fire 1086 Radius cann

POthLevelle creatures

Cheat Death (5 points) purchased once everylBels

(50,100). This skill allows the user to avoid any one effect
(Spel I, Ritual, Attacké) that
matter what the source. They must declare loud enough to be
heard by tCheaiDeattattt @ ckee ftHhi s
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