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CHAPTE

The Professionskill on the Miscellaneous skill chart in the
Magestry Player's Ruleboakay not look like much more
than a single skill, but in this chapter you wéhin about
the many options that it opens to your character.

Each profession description is divided intethlevels:
Apprentice, Journeyman, and Master. Purchasing the
Apprentice level of @rofessionrequires teaching and 30
skill points; the Journeyman level costs 60 mordl sk
points; Master costs 90 more skill points. For the
Journeyman and Master levels, teaching is recomatend
and encouraged, but not required.

The following is a complete list of professsothat
currently exist: Animal Handler, Artist, Bookbinder
Bowyer, Brewer, Cartographer, Chandler, Cook, Coope
Engineer, Entertainer, Farmer, Gatherer, Glasshlowe
Guide, Healer, Hunter, Inn-Keeper, Jeweler,
Leatherworker, Locksmith, Lumberjack, Lutemaker,
Mason, Mercenary, Merchant, Messenger, Miner,
Mortician, Porter, Potter, Sailor, Scholar, Sery&nnith,
Spy, Tailor, Teacher, Weaver, Woodworker, and Other
Laborer. Certain professions are similar enouglbtteers
that they are grouped together as shown by thédikstw.

In such cases, you may, if you wish, consider your
character a practitioner of all included professioklore
professions may be added in the future, but théynat be
added by request.

The Professionskill by itself provides your character

with money. An Apprentice earns 3 silver piecesgamt,
a journeyman earns 10 silver pieces (1 gold crope)
event, and a master earns 20 silver pieces (2 golans)
per event. This money represents your charactesmbss
between events and will be received at check-ithefhext
event that character attends. You will only receore
event worth of payment for each game you play.

Your character is allowed hold multiple prafiess, but
he must advance through the ranks in each of them
separately, and no matter how many he holds, Henwil
receive more than 4 gold crowns per event at clreck-

1: PROFESSIONS

Profession-Based Skills

In addition to money, some professions provide
discount to purchase Profession-Based Skills that a
listed later in this document.

All Profession Based Skills are associatech veit
least one Profession. A character that is an Apgjzesn
Journeyman, or Master in a profession will be able
purchase the skills associated with that professiwo
category without explicitly being taught that Prefeon-
Based Skill. It is generally assumed that suchaaatter
can learn the skill as part of his professionalkvor

Profession-Based Skills are also open to bméeh
and purchased by any character, even if that cterac
does not have the associated profession skill. This
always requires teaching, and the skill always<oxire
than it would for a professional character. Howetais
will let you create a character that does something
hobby, or as an amateur, yet does not want or treed
burden of being a professional.

Most Profession-Based Skills have a preretguthiat
must be purchased first. This applies whether a
professional or amateur character is buying thie ski

Teaching and Learning Profession-Based Skills
A professional never needs a teacher for the abkille
that are related to his profession. An amateur ydwa
needs to be taught how to use a Profession-Baskd Sk

The following is a detailed list of Magestry's
Professionsalong with their characteristics and any
corresponding skills that they can receive discodiot.
The professions labeled as provider professions als
include a description of the types of things a abtar of
that profession can provide, but only if he hashased
the skillProvide Materialfor that particular profession.



Animal Handler

Type: Serviceman

Included Professions:Hostler, Trainer
Apprentice Skills: None

Journeyman Skills: None

Master Skills: None

Artist

Type: Craftsman

Included Professions:Painter, Puppeteer, Sculptor

Apprentice Skills: Craft Artist Items

Journeyman Skills: None

Master Skills: Craft Masterwork Artist ltems

Crafts: Paintings, Drawings, Sculptures, Puppets, Mosaics
(no weapons, tools, or food)

Bookbinder

Type: Craftsman

Included Professions:Ink Maker, Parchment Maker
Apprentice Skills: Craft Bookbinder Items
Journeyman Skills: None

Master Skills: Craft Masterwork Bookbinder Items
Crafts: Books, Ink, Parchment

Bowyer

Type: Craftsman

Included Professions:Fletcher

Apprentice Skills: Craft Bowyer Items
Journeyman Skills: None

Master Skills: Craft Masterwork Bowyer Items
Crafts: Arrows, Bows

Brewer

Type: Craftsman

Included Professions:Vintner

Apprentice Skills: Brewing and Winemaking

Journeyman Skills: Improved Brewing and Winemaking
Master Skills: Great Brewing and Winemaking, Purify Body
Crafts: Ale, Wine, Tea

Cartographer
Type: Serviceman

Included Professions:None
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Chandler

Type: Craftsman

Included Professions:None

Apprentice Skills: Craft Chandler Items
Journeyman Skills: None

Master Skills: Craft Masterwork Chandler Items
Crafts: Candles, Specialized Wax

Cook

Type: Craftsman

Included Professions:Baker

Apprentice Skills: Craft Cook Items
Journeyman Skills: None

Master Skills: Craft Masterwork Cook Items
Crafts: Food

Engineer
Type: Craftsman

Included Professions:None

Apprentice Skills: Craft Machines

Journeyman Skills: Craft Improved Machines

Master Skills: Craft Great Machines, Pickless Picking
Crafts: Traps, Machines (not locks)

Entertainer

Type: Serviceman

Included Professions:Actor, Beggar, Fortuneteller, Minstrel,
Storyteller

Apprentice Skills: None

Journeyman Skills: Teaching Expertise

Master Skills: Profound Lesson

Farmer

Type: Provider and Refiner

Included Professions:Butcher, Herder, Miller

Apprentice Skills: Provide Common Farmer Items
Journeyman Skills: Provide Uncommon Farmer Items

Master Skills: Provide Rare Farmer ltems

Can Provide: Grain, Plant Produce, Plant Parts, Meat, Animal
Hide, Animal Parts, Animal Produce

Gatherer

Type: Provider and Refiner

Included Professions:Herbalist

Apprentice Skills: Provide Common Gatherer Items
Journeyman Skills: Provide Uncommon Gatherer Items
Master Skills: Provide Rare Gatherer Items

Can Provide: Plant Produce, Plant Parts, Plant-based
alchemical components (if the character has theompiate
Gather Componerskill)

Glassblower

Type: Provider, Refiner, and Craftsman
Included Professions:None

Apprentice  Skills: Craft Glassblower
Common Glassblower Items
Journeyman Skills: Provide Uncommon Glassblower Items
Master Skills: Craft Masterwork Glassblower Items, Provide
Rare Glassblower Items

Can Provide: Glass

Crafts: Bottles, Glasses, Jars, Windows

Items, Provide

Guide

Type: Serviceman

Included Professions:Forester

Apprentice Skills: Improved Wilderness Survival
Journeyman Skills: Teaching Expertise

Master Skills: Profound Lesson, Wound Dressing



Healer

Type: Serviceman

Included Professions:None

Apprentice Skills: Wound Dressing

Journeyman Skills: Improved Wound Dressing, Purify Body
Master Skills: Autopsy, Great Wound Dressing, Prepare
Body

Hunter

Type: Provider and Refiner

Included Professions:Butcher, Fisher, Tanner, Trapper
Apprentice Skills: Provide Common Hunter Items
Journeyman Skills: Provide Uncommon Hunter Items
Master Skills: Provide Rare Hunter Items

Can Provide: Meat, Animal Hide, Animal Parts, Animal-
based alchemical components (if the character fmes t
appropriateéGather Componerskill)

Inn-Keeper
Type: Serviceman

Included Professions:Bartender

Apprentice Skills: None

Journeyman Skills: Find Buyer

Master Skills: Acquire Uncommon Item, Brewing and
Winemaking

Jeweler

Type: Craftsman

Included Professions:Gem-Cutter

Apprentice Skills: Craft Jeweler Items
Journeyman Skills: Gem-Cutting

Master Skills: Craft Masterwork Jeweler Items
Crafts: Jewelry, Cut Gems

Leatherworker

Type: Craftsman

Included Professions:None

Apprentice Skills: Craft Leather Armor, Craft Leatherworker

Items, Repair Leather Armor

Journeyman Skills: Improved Repair Leather Armor

Master Skills: Craft Masterwork Leather Armor, Craft

Masterwork Leatherworker Items, Great Repair Leathe
Armor

Crafts: Leather Armor, Boots, Gloves

Locksmith

Type: Craftsman

Included Professions:None

Apprentice Skills: Craft Locks

Journeyman Skills: Craft Improved Locks, Pickless Picking
Master Skills: Craft Great Locks

Crafts: Locks, Keys

Lumberjack
Type: Provider and Refiner

Included Professions:None

Apprentice Skills: Provide Common Lumberjack Items
Journeyman Skills: Provide Uncommon Lumberjack Items
Master Skills: Provide Rare Lumberjack Items

Can Provide: Lumber

Lutemaker

Type: Craftsman

Included Professions:Flute / Drum / Instrument-maker
Apprentice Skills: Craft Lutemaker Items

Journeyman Skills: None

Master Skills: Craft Masterwork Lutemaker Iltems
Crafts: Musical Instruments

Mason

Type: Craftsman

Included Professions:Stonecarver

Apprentice Skills: Craft Mason Items, Craft Stone Weapon
Journeyman Skills: Repair Stone Weapon
Master Skills: Craft Masterwork Mason
Masterwork Stone Weapon

Crafts: Buildings, Stone Weapons

Iltems, Craft

Mercenary
Type: Serviceman

Included Professions:Assassin
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Merchant

Type: Serviceman

Included Professions:Apothecary, Grocer, Peddler
Apprentice Skills: Find Buyer

Journeyman Skills: Acquire Uncommon Item
Master Skills: Acquire Rare Item

Messenger
Type: Serviceman

Included Professions:None
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Miner

Type: Provider and Refiner

Included Professions:Smelter, Stonecarver
Apprentice Skills: Provide Common Miner Items
Journeyman Skills: Provide Uncommon Miner Items
Master Skills: Provide Rare Miner Items

Can Provide: Metal, Stone, Raw Gem

Mortician

Type: Serviceman

Included Professions:Gravedigger
Apprentice Skills: Prepare Body
Journeyman Skills: Autopsy
Master Skills: Preserve Body

Other Laborer

Type: Varies

Separate Professions: Architect, Barber,
Fortuneteller, Interpreter, Launderer, Lawyer, etc.
Apprentice Skills: None

Journeyman Skills: None

Master Skills: None

Gardener,



Porter

Type: Serviceman
Included Professions:None
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Potter

Type: Craftsman

Included Professions:Sculptor

Apprentice Skills: Craft Potter Iltems
Journeyman Skills: None

Master Skills: Craft Masterwork Potter Iltems
Crafts: Pots and other clay wear

Sailor

Type: Serviceman
Included Professions:None
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Scholar

Type: Serviceman

Included Professions:Bookkeeper, Librarian, Scribe
Apprentice Skills: Library Access

Journeyman Skills: None

Master Skills: None

Servant

Type: Serviceman

Included Professions:Courtesan
Apprentice Skills: None
Journeyman Skills: None
Master Skills: None

Smith
Type: Craftsman
Included Professions: Armorsmith, Blacksmith,

Weaponsmith

Apprentice Skills: Craft Metal Armor, Craft Smith Items,
Craft Metal Weapon, Repair Metal Armor

Journeyman Skills: Improved Repair Metal Armor, Repair
Metal Weapon

Master Skills: Craft Masterwork Metal Armor, Craft
Masterwork Smith Items, Craft Masterwork Metal Waap
Great Repair Metal Armor

Crafts: Armor, Weapons, Shields, Horseshoes

Spy

Type: Serviceman

Included Professions:None
Apprentice Skills: None
Journeyman Skills: Library Access
Master Skills: Pickless Picking

Tailor

Type: Craftsman

Included Professions:None
Apprentice Skills: Craft Tailor ltems

Journeyman Skills: Craft Leather Armor, Repair Leather
Armor

Master Skills: Craft Masterwork Tailor Items, Improved
Repair Leather Armor

Crafts: Clothing, Leather Armor

Teacher

Type: Serviceman

Included Professions:None

Apprentice Skills: Teaching Expertise

Journeyman Skills: Library Access, Profound Lesson
Master Skills: None

Weaver

Type: Provider and Refiner

Included Professions:Dyer

Apprentice Skills: Provide Common Weaver Iltems
Journeyman Skills: Provide Uncommon Weaver Items
Master Skills: Provide Rare Weaver Items

Can Provide: Fabric

Woodworker

Type: Craftsman

Included Professions: Shipwright, Cartwright, Cooper,
Basket Weaver

Apprentice Skills: Craft Wooden Weapon, Craft Woodworker
ltems

Journeyman Skills: Repair Wooden Weapon

Master Skills: Craft Masterwork Wooden Weapon, Craft
Masterwork Woodworker Items

Crafts: Wooden Weapons, Boats, Carts, Buildings, Chests,
Barrels, Baskets

Profession-Based Skills Table
The next two pages feature the Profession-Basdtb Ski
Table. Here are a few notes to help you understand

Cost

The cost before the slash is the cost for a prinfieak(a
character that has the indicated level in the pifm
that is associated with that skill). The cost after slash
is the cost for an amateur (a character that doebave
the necessary level or profession that is assatiattn

that skill).

Profession Receiving Discount

This column tells you what profession a charactastm
hold and what level he must be in that profesdidw iis
to be able to purchase the skill at the less expemrsst.

Always a Prerequisite

This column indicates each skill's prerequisite.ttiBo
professionals and amateurs are required to hakii'a s
pre-requisite before it can be learned.



PROFES8ION-BASED SKILLS TABLE

Skill Name Cost | Profession Receiving Discount Always a Prerequisite
Acquire Uncommon Item 15/30 Merchant (Journeyman) or None
Inn-Keeper (Master)
Acquire Rare Item 20/4( Merchant (Master) Acquirecbimmon Item
Autopsy 2040]  yrortigan (Jourmeyman) None
Brewing and Winemaking 10/20 Brewer (Apprentice) or None
Inn-Keeper (Master)
Brewing and Winemaking, Improved 15/30 Brewer (deyman) Brewing and Winemaking
Brewing and Winemaking, Great 35/70 Brewer (Master) Improved Brewing and Winemaking
Craft Armor, Leather 5/10 Leatq_zri\l/(\;?r(lf]eoru(gzgrrsgg)c e)or None
Craft Armor, Metal 5/10 Smith (Apprentice) None
Craft Locks 10/20 Locksmith (Apprentice) None
Craft Locks, Improved 20/4( Locksmith (Journeyman) Craft Locks
Craft Locks, Great 35/7( Locksmith (Master) Craftproved Locks
Craft Machines 20/4Q Engineer (Apprentice) None
Craft Machines, Improved 35/7pD Engineer (Journeyman Craft Machines
Craft Machines, Great 50/100 Engineer (Master) Craft Improved Machines
Craft Weapon, Metal 5/10 Smith (Apprentice) None
Craft Weapon, Stone 5/1( Mason (Apprentice) None
Craft Weapon, Wooden 5/1( Woodworker (Apprentice) ond&l
Craft [Profession] Items 5/1(Q [Profession] (Appiee} None
Craft Masterwork [Profession] Items 30/60 [Profesgi(Master) Craft [Profession] Items
Craft Masterwork Armor, Leather 30/60 Leatherworiddaster) Repair Leather Armor
Craft Masterwork Armor, Metal 30/60 Smith (Master) Repair Metal Armor
Craft Masterwork Weapon, Metal 30/60 Smith (Master) Repair Metal Weapon
Craft Masterwork Weapon, Stone 30/60 Mason (Master) Repair Stone Weapon
Craft Masterwork Weapon, Wooden 30/60 Woodworkeagiér) Repair Wooden Weapon
Find Buyer 20nN40n m(ﬁrﬁgaegte(ﬁggﬁﬂgﬁg;;) Appraise
Gem-Cutting 20/40 Jeweler (Journeyman) Appraise
Scholar (Apprentice) or
Library Access 25/50 Spy (Journeyman) or Literacy
Teacher (Journeyman)
Locksmith (Journeyman) or
Pickless Picking 30/6( Engineer (Master) or None
Spy (Master)
Prepare Body 20/4( Mortﬁfgéf{)&;i?élse) or None
Preserve Body 40/80 Mortician (Master) Prepare Body
Teacher (Journeyman) or
Profound Lesson 10MN20n Entertainer (Master) or Teach
Guide (Master)
Provide Common [Profession] Material ~ 10/15 [Proifesk(Apprentice) None
Provide Uncommon [Profession] Material 5/25 [Profession] (Journeyman) Provide Commonf@asion] Material
Provide Rare [Profession] Material 20/30 [Profeskidaster) Provide Uncommon [Profession] Mate
Purify Body 40/80 Heegfévfl\]eoru(mggggn) or None

rial




PROFESSION-BASED SKILL8 TABLE, COMTINUED

Skill Name Cost Profession Receiving Discount Always a Prerequisite
Repair Leather Armor 10/20 Leaﬂ.}zri\l'g?r(ﬁeoru(rﬁgsrrsgg;: e) or Craft Leather Armor
Repair Leather Armor, Improved 20/40 Leatherwquer (Journeyman) or Repair Leather Armor
Tailor (Master)
Repair Leather Armor, Great 30/60 Leatherworker<tdg Improved Repair Leather Armor
Repair Metal Armor 10/20 Smith (Apprentice) Crafetdl Armor
Repair Metal Armor, Improved 20/4Q Smith (Journegina Repair Metal Armor
Repair Metal Armor, Great 30/6( Smith (Master) loyerd Repair Metal Armor
Repair Metal Weapon 10/20 Smith (Journeyman) Qviztial Weapon
Repair Stone Weapon 10/2 Mason (Journeyman) Stafte Weapon
Repair Wooden Weapon 10/2 Woodworker (Journeyman) Craft Wooden Weapon
Teaching Expertise 15/30 Teacher (Journeymgn) or Entertainer Teach
(Journeyman) or Guide (Journeyman
Wilderness Survival, Improved 107200 Guide (Appres) Wilderness Survival
Wound Dressing 10/20 Healer (Apprentice) or Guidegter) First Aid
Wound Dressing, Improved 20/4( Healer (Journeyman) Wound Dressing
Wound Dressing, Great 30/6( Healer (Master) Impdoound Dressing

A Note on Buying Items Between Games Through thalbsse
All items available for purchase in the databaseliated at 120% of their base market price. Salesnakes up 10% of
the markup. The remaining 10% markup accountsh®mprofit being made by the NPC merchant that esattharacters
to buy items between events.

In addition, characters with th&cquire Uncommon Iterskill reduce that NPC merchant markup to 5%, and
characters with thécquire Rare Itenskill eliminate that NPC merchant markup entirdiis represents a character’'s
ability to find suppliers directly instead of hagito work through someone else.




List of Profession Based Skills

The Profession Based Skills, which are named onathies in
the beginning of this document, are listed and tilesd
alphabetically from here until the Item Creatiorbles at the
end of this chapter. It is worth nothing that skilmes that
contain the words “Improved” or “Great” are listed
alphabetically as if that word did not exist. Fgample: Great
Brewing and Winemaking is listed as Brewing and
Winemaking, Great and can be found in the “b” setti

Acqguire Rare Item

Cost: 20 (professional) or 40 (amateur)

Prerequisite: Acquire Uncommon Item

Professions:Merchant (Master)

Description: Between games, a player with this skill is able to
purchase rare items if they are available. Itenteled as
“Very Rare” can’t be acquired with this skill; theyay only
be acquired through in-game means.

Acquire Uncommon ltem

Cost: 15 (professional) or 30 (amateur)

Prerequisite: None

Professions:Merchant (Journeyman), Inn-Keeper (Master)
Description: Between events, almost anyone can purchase
common items (clothing, weapons, etc.), but onlplayer
with this skill is able to purchase uncommon iteloetween
games. Sometimes, certain uncommon or even COM@IS i
might not be available.

Autopsy
Cost: 20 (professional) or 40 (amateur)

Prerequisite: None

Professions:Mortician (Journeyman), Healer (Master)
Description: Up to 4 times each day, you can examine a
corpse and (most likely) determine many of the itket# the
creature’s death. These details include: time atldecause of
death (e.g. weapon, spell, disease, poison, oralatauses),
and whether effects on the body occurred befoter death
(including animation.)

An autopsy can be performed at any time, ag las the
body is available. An autopsy takes 3 minutes tdoper. As
the autopsy begins, the creature being examinsdbgect to
the Detain Spiriteffect, exactly as if it was cast by the spell
except that the duration is always 10 minutes. Thetps
ensure that the body will not fade, even if thaispiants to
leave sooner. The player of the corpse must trilyhdive the
information that the autopsy is able to revealthé player
honestly doesn’t know the answer to one of the tipres, the
autopsy simply can't reveal idutopsyonly reveals the details
listed above unless a GM is present and permitenmibe
learned.

Brewing and Winemaking

Cost: 10 (professional) or 20 (amateur)

Prerequisite: None

Professions:Brewer (Apprentice), Inn-Keeper (Master)
Description: You can brew simple drinks (including dark ale,
light ale, gingered ale, mead, and regular wines)nd the
time between events for sale in-game.

Brewing and Winemaking, Improved

Cost: 15 (professional) or 30 (amateur)

Prerequisite: Brewing and Winemaking

Professions:Brewer (Journeyman)

Description: You can brew more specialized drinks
(including cultural drinks such as Dwarven Ale, Fée Dew,
Drakian Firebrew, Impish Wine, and Elven Wine) dgrithe
time between events for sale in-game.

Brewing and Winemaking, Great

Cost: 35 (professional) or 70 (amateur)

Prerequisite: Improved Brewing and Winemaking
Professions:Brewer (Master)

Description: You can brew specialized drinks of great quality
(perhaps magical) during the time between eventsséde
and/or social upheaval in-game. Recipes for thesg&simust
be acquired through in-game means.

Craft Armor, Leather

Cost: 5 (professional) or 10 (amateur)

Prerequisite: None

Professions:Leatherworker (Apprentice), Tailor (Journeyman)
Description: You can create Leather Armor as shown on the
Item Creation Tables at the end of this chapteis Thn be
made or bought out-of-game and sold in-game fogame
money (you may also be able to charge out-of-gamesy).

Craft Armor, Metal

Cost: 5 (professional) or 10 (amateur)

Prerequisite: None

Professions:Smith (Apprentice)

Description: You can create Metal Armor as shown on the
Item Creation Tables at the end of this chapters Thn be
made or bought out-of-game and sold in-game fogame
money (you may also be able to charge out-of-gameey).

Craft Locks

Cost: 10 (professional) or 20 (amateur)

Prerequisite: None

Professions:Locksmith (Apprentice)

Description: With the proper materials, you can create a
Simple (one tumbler) or Common (2 tumblers) quality
mechanical lock. You can make any number of keya ltuck
that you made. You can also repair Simple or Comtaoks.

Craft Locks, Improved

Cost: 20 (professional) or 40 (amateur)

Prerequisite: Craft Locks

Professions:Locksmith (Journeyman)

Description: With the proper materials, you can create a
Complex quality (3 tumblers) mechanical lock. Yananake
any number of keys to a lock that you made.

Also, you can make a key to a mechanical tbek you did
not make, assuming you have the skill to createck bf its
level. In addition, you can create manacles an#dddoxes
or chests with the proper materials, and can regyritem
you can create.




Craft Locks, Great

Cost: 35 (professional) or 70 (amateur)

Prerequisite: Improved Craft Locks

Professions:Locksmith (Master)

Description: With the proper materials, you can create a
Great quality (4 tumblers) mechanical lock; certaiaterials
may even allow you to create a lock of a highediguémore
than 4 tumblers).

You can also make or repair everything noted tioe
“Locksmith’s Creation Table,” even lock picks. lddition,
you can make magic quality items if the proper male are
found and the correct enchantments are cast.

Craft Machines

Cost: 20 (professional) or 40 (amateur)

Prerequisite: None

Professions:Engineer (Apprentice)

Description:: You can create Simple and Common traps and
machines using a few basic engineering featuref s
buttons, pulleys, gears, and levers. Commonly edaftems
can be found on the Engineer’s Item Creation Talblgou
wish to craft a machine that is not on that list ynust submit
the idea to the staff of Magestry for approval amdation
costs. This skill also allows you to repair Simated Common
Machines and dissect them to determine how theynaie.

Craft Machines, Improved

Cost: 35 (professional) or 70 (amateur)

Prerequisite: Craft Machines

Professions:Engineer (Journeyman)

Description: You can create Simple, Common, and Complex
traps and machines up to using more advanced ergige
features such as clockworks. Commonly crafted itears be
found on the Engineer’s Item Creation Table. If yoigsh to
craft a machine that is not on that list, you msigbhmit the
idea to the staff of Magestry for approval and tioczacosts.
This skill also allows you to repair Complex Maaoksnand
dissect them to determine how they are made.

Craft Machines, Great

Cost: 50 (professional) or 100 (amateur)

Prerequisite: Improved Craft Machines
Professions:Engineer (Master)

Description: You can create all traps and machines using any
engineering features allowed by the technology @gbkta,
the pinnacle of which would be represented by hylkitra
pistons, magnets, and clockwork engines. Commorgftex
items can be found on the Engineer’s Item Creafiable. If
you wish to craft a machine that is not on that y®u must
submit the idea to the staff of Magestry for apptoand
creation costs. This skill also allows you to rep@ireat
Machines and dissect them to determine how theynade.

Craft Weapon, Metal

Cost: 5 (professional) or 10 (amateur)

Prerequisite: None

Professions:Smith (Apprentice)

Description: You can create metal weaponry as shown on the
Item Creation Tables at the end of this chapters Thn be
made or bought out-of-game and sold in-game fogame
money (you may also be able to charge out-of-gameey).

Craft Weapon, Stone

Cost: 5 (professional) or 10 (amateur)

Prerequisite: None

Professions:Mason (Apprentice)

Description: You can create stone weaponry as shown on the

Item Creation Tables at the end of this chapters Thn be

made or bought out-of-game and sold in-game fogame

money (you may also be able to charge out-of-gamesy).
Stone weapons usually look like granite. Téfétct can be

achieved by drawing specks of black and gray macker

white duct tape.

Craft Weapon, Wooden

Cost: 5 (professional) or 10 (amateur)

Prerequisite: None

Professions:Woodworker (Apprentice)

Description: You can create wooden weaponry as shown on
the Item Creation Tables at the end of this chafiteis can be
made or bought out-of-game and sold in-game fogame
money (you may also be able to charge out-of-gameey).

Craft [Profession] Items
Cost: 5 (professional) or 10 (amateur)
Prerequisite: None
Professions:Apprentice level in appropriate Profession
Description: You can create or repair items that are
appropriate to your profession. Each craftsman gagibn
contains a list of the types of things that cannbede or
repaired with this skill. Note that this generidllsdoes not
allow you to make or repair any items that are cedeby
skills specifically designed for those items (suzh Craft
Machinesor Repair Metal Weapgn

Crafts are represented by items that you noakeuy out-
of-game. To be able to sell them for in-game mogey, have
to have paid an in-game creation cost. (To makeirg your
character must have bought the fabric for it.) 8ee Item
Creation Charts below. Any item that you make OO&m
also be sold to another player for OOG (real) money

You must purchase this skill separately farheprofession
that you would like to be able to craft or repaens for.
(Being able to craft both books and cakes requiesr
character to have botbraft Bookbinder IltemandCraft Cook
Items) We know that Craft Artist ltems can be largepea
for interpretation, so we are defining a work oft @&s
something that serves no practical use. This méaals an
artist can make a clay sculpture but not a clay(platy pots
are made by potters).

There is no version of this skill for Engingeor
Locksmiths. Those two professions have entirelyfedént
Craft skills.

Craft Masterwork (Group)

Cost: Varies

Prerequisite: Appropriate Craft Items skill
Professions:Master level in appropriate Profession

Each skill in this group is similar to the basia@skill that is
a prerequisite for the Craft Masterwork skill. Hoxge this
skill allows you to create items that are of mabipaality if
the proper materials are found and the correct amtahents
are cast.




Find Buyer
Cost: 20" (professional) or 40" (amateur)

Prerequisite: Appraise

Professions:Merchant (Apprentice), Inn-Keeper (Journeyman)
Description: You can travel in the time between events to
find buyers for items that you have. The sellingcgris the
current market price of the items you wish to sé&ach
purchase of this skill allows you to dedicate ounk Week (7
days) of travel to sell up to 1 gold worth of itenighe
character must pay his normal foot travel costdach day
dedicated to finding buyers.

Multiple purchases of this skill allow for ntiple weeks to
be dedicated to finding buyers, which increasesvtidae of
items that can be sold by 1 gold per week. If aattar has
one or two purchases of this skill, he can selmgeof
Common availability. If a character has three owurfo
purchases of this skill, he can sell items of Comnur
Uncommon availability. If a character has five éx fthe
maximum) purchases of this skill, he can sell iteofs
Common, Uncommon, or Rare availability.

To use theFind Buyer skill, you need to email
FindBuyer@Magestry.com with your request at leasé o
week before the next event you attend.

Gem-Cutting
Cost: 20 (professional) or 40 (amateur)

Prerequisite: Appraise
Professions:Jeweler (Journeyman)
Description: You can prepare uncut gems with perfect
precision so that they are worth their maximum galihe
materials and time required to cut a raw gemstce lwe
determined by the Jeweler's Creation Table.

Uncut gems are represented by green-painteks rand
their internal colors are usually noted somewharetteem.
Only a character witlppraisecan identify the type of gem.

Library Access
Cost: 25 (professional) or 50 (amateur)

Prerequisite: Literacy
Professions: Scholar
Teacher (Journeyman)
Description: Even if a character doesn’'t possess any of the
information gathering skills, he can still acquirdormation
between events by traveling. Libraries can be ussful tools

to those who know how to use them. Most of Magssta’
libraries require a character to havbrary Accesgo even get
inside the door. Many times, he can purchase atioree-
access pass for a fee, and some libraries, thoegh dpen
their doors to the general public. Even with lilyraccess, a
character will have to pay a research fee. Betvesents, if he
spends one day and three silver pieces, he can @ain
Knowledge(the type of knowledge is of his choosing). If he
spends one week and one gold piece, he can gaiather
Information about a specific subject. If he spends two weeks
and two gold pieces, he can gain a legend as peskhil
Legend Lore.

(Apprentice), Spy (Journeyman),

Pickless Picking

Cost: 30 (professional) or 60 (amateur)

Prerequisite: None

Professions:Engineer (Master), Locksmith (Journeyman)
Description: A character with this skill no longer needs
Thieves’ Tools to open a lock or disarm a trap. $idi,
however, must use an appropriktechanicsskill.

Prepare Body
Cost: 20 (professional) or 40 (amateur)

Prerequisite: None

Professions:Mortician (Apprentice), Healer (Master)
Description: Up to 4 times each day, you can prepare a corpse
so that it is respectfully presentable for burks. a smack to
necromancers, properly prepared bodies cannotibeated as
undead creatures by the spelimate Deador Vile
ResurrectionHA! A body that has already been animated can
still be properly prepared, but this will not petnii to be
resurrectedPrepareBodyrequires three minutes to perform.

Preserve Body
Cost: 40 (professional) or 80 (amateur)

Prerequisite: Prepare Body

Professions:Mortician (Master)

Description: Up to 4 times each day, you can prepare a corpse
so that it is perfectly preserved forever. Thisspreation
requires 10 minutes to perform.

If the corpse also has a spirit (most corpdesas they
usually fade when the spirit departs), then oneettbdy has
been preserved, it is also considered consecratéith
prevents animation and permits a character to bgesuto
Resurrectioneven after animatior while in a desecrated
area. As the body preservation begins, the creabeing
preserved is subject to tixetain Spiriteffect, exactly as if it
was cast by a spell.

Profound Lesson

Cost: 10" (professional) or 20 (amateur)

Prerequisite: Teach

Professions: Teacher (Journeyman), Entertainer (Master),
Guide (Master)

Description: You can teach a lesson so well that your student
will actually receive one use of the skill that wearned. To
receive a Profound Lesson, the student must hdvef &he
prerequisites necessary to purchase the skill eunght. The
student has until the end of the event to usekitie and if the
skill is a flat skill (like Florentine or Appraisg and not an
expendable tower skill, he is able to use thisl dkit the
remainder of the event.

If a grade in a certain school of study wass fibhcus of the
lesson, the student will only get one use of ontg @f the
skills in that grade.

A student may not benefit froRrofound Lessomnless he
has the appropriate prerequisites to learn thg skileceiving
a Teach Card for the lesson, and has never beforee a
Teach Card for the same skill.




Provide Common [Profession] Material

Cost: 10 (professional) or 15 (amateur)

Prerequisite: None

Professions:Apprentice in appropriate Profession
Description: For each time he has purchased this skill, a
character may spend one in-game day between etgegtEn
10 copper worth of Common [Profession] MaterialisTban
be saved up between events, and can also be tfaded
Common material items that this provider professianm
provide. Each event, up to 40 copper worth of Commo
material items can be obtained for each purchaski®skill.
This skill can be purchased multiple times withincrease in
cost. Below is the full list of materials that egmofession can
provide:

Provide Material (Farmer)
Grain, Plant Produce, Plant Parts, Meat, Animale-ihimal
Parts, Animal Produce

Provide Material (Gatherer)

Plant Produce, Plant Parts, Plant-based alchemical
components if the character has the appropriateheBat
Component skill

Provide Material (Glassblower)
Glass

Provide Material (Hunter)

Meat, Animal Hide, Animal Parts, Animal-based alctieal
components if the character has the appropriateheBat
Component skill

Provide Material (Lumberjack)
Lumber

Provide Material (Miner)
Metal, Stone, Raw Gem

Provide Material (Weaver)
Fabric

Provide Uncommon [Profession] Material

Cost: 15 (professional) or 25 (amateur)

Prerequisite: Appropriate Provide Common Material skill
Professions:Journeyman in appropriate Profession
Description: For each time he has purchased this skill, a
character may spend one in-game day between etents
convert 15 copper worth of Common [Profession] Mate
into 30 copper worth of Uncommon [Profession] Matler
You can consider this as refining the materialstifping
them, or spending more time gathering higher quaiiterial.
This can be saved up between events, and can alsaded
for Uncommon material items that this provider pasion
can provide. Up to 120 copper worth of Uncommonariat
items can be obtained for each profession’s pueclwdighis
skill per event. This skill can be purchased midtifimes with
no increase in cost.

As an example, Evad the Dwarf has purchasedidRr
Common Miner Material and he can spend 1 in-game da
between events to gain 10 copper worth of CommoneMi
Material. Since this can be saved up between eventssince
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Evad has used his Provide Common Miner Materidl i
two events, say he has 20 copper worth of CommomeMi
Material. Evad then purchases Provide Uncommon Mine
Material. During the next time between events, ensls 1 in-
game day using his Provide Uncommon Miner Matesiail.
This reduces his value of Common Miner Materialrir@0
copper down to 5, but gives him 30 copper worth of
Uncommon Miner Material. He then decides to trate 30
copper worth of Uncommon Miner Material, and exdesit

for 3x Material: Uncommon Raw Gem. In addition, then
spends one in-game day using his Provide CommoreiMin
Material skill, raising his value of Common Minerakérial
from 5 copper to 15 copper.

Provide Rare [Profession] Material

Cost: 20 (professional) or 30 (amateur)

Prerequisite: Appropriate Provide Uncommon Material skill
Professions:Master in appropriate Profession

Description: For each time he has purchased this skill, a
character may spend two in-game days between events
convert 60 copper worth of Uncommon [Professionjdvial
into 100 copper worth of Rare [Profession] Materi&u can
consider this as refining the materials, purifyittgeem, or
spending more time gathering higher quality materidis
can be saved up between events, and can also del tfar
Rare material items that this provider professian provide.
Up to 400 copper worth of Rare material items can b
obtained for each profession’s purchase of thi gki event.
This skill can be purchased multiple times withimcrease in
cost.

As an example, Farmer Shryber is a Master Egrand
has the skills 3x Provide Common Farmer Materiat, 2
Provide Uncommon Farmer Material, and 1x ProvideeRa
Farmer Material. In the time between events, hedpea in-
game days using his Provide Common Farmer Matekilt.
This gives him 30 copper worth of Common Farmeréviat.
He then uses 2 more in-game days using his Provide
Uncommon Farmer Material skills. This uses all d§ h
Common Farmer Material, but gives him 60 coppertivof
Uncommon Farmer Material. He then uses 2 more mega
days for his Provide Rare Farmer skill, which uabof his
Uncommon Farmer Material, but gives him 100 copperth
of Rare Farmer Material. He then trades all of tfoat 1x
Material: Rare Meat, and now has something wondedu
serve the Duke when he visits.

Purify Bod

Cost: 40 (professional) or 80 (amateur)

Prerequisite: None

Professions:Brewer (Master), Healer (Journeyman)
Description: You have 8 uses (per day) of an ability to create
a tonic that will have the effect of bolRemove Diseasand
Neutralize Poisonon its drinker.The Power Level of your
tonic is equal to the number of usedrufrify Bodyyou spend
preparing it (minimum of one, maximum of 3). Prapgryour
tonic requires one minute for each Power Level.urvtonic
must be represented by a real OOG beverage andsit be
administered by you or it will not be effectiveteaf preparing
it, it will become useless if not consumed withthrhinutes.



Repair Leather Armor

Cost: 10 (professional) or 20 (amateur)

Prerequisite: Craft Leather Armor

Professions:Leatherworker (Apprentice), Tailor (Journeyman)
Description: You can repair damaged Leather Armor at 15
armor points per day, and each armor point takas 3o
minutes to repair. This skill allows the repairasmors listed
as both “Light” and “Heavy” in th@layer’s Ruleboolas long

as they are mostly made of leather.

Repair Leather Armor, Improved

Cost: 20 (professional) or 40 (amateur)

Prerequisite: Repair Leather Armor
Professions:Leatherworker (Journeyman), Tailor (Master)
Description: You can repair damaged Leather Armor at 30
armor points per day, and each armor point takeslyminute

to repair.

Repair Leather Armor, Great

Cost: 30 (professional) or 60 (amateur)

Prerequisite: Improved Repair Leather Armor
Professions:Leatherworker (Master)

Description: You can repair damaged Leather Armor at 60
armor points per day, and each armor point takas 3@
seconds to repair.

Repair Metal Armor

Cost: 10 (professional) or 20 (amateur)

Prerequisite: Craft Metal Armor

Professions:Smith (Apprentice)

Description: You can repair damaged Metal Armor at 15
Armor Points per day, and each armor point takes o
minutes to repair. This skill allows the repairasfmors listed
as both “Light” and “Heavy” in th@layer’s Ruleboolas long
as they are mostly made of metal.

Repair Metal Armor, Improved

Cost: 20 (professional) or 40 (amateur)

Prerequisite: Repair Metal Armor

Professions:Smith (Journeyman)

Description: You can repair damaged Metal Armor at 30
armor points per day, and each armor point takeslyminute

to repair.

Repair Metal Armor, Great

Cost: 30 (professional) or 60 (amateur)

Prerequisite: Improved Repair Metal Armor
Professions:Smith (Master)

Description: You can repair damaged Metal Armor at 60
armor points per day, and each armor point takes 3@
seconds to repair.

Repair Weapon, Metal

Cost: 10 (professional) or 20 (amateur)

Prerequisite: Craft Metal Weapon

Professions:Smith (Journeyman)

Description: You can repair a broken metal weapon. This
restoration requires the appropriate facilitiei(iding a real
[OOG] fire) and at least 3 minutes. Repairing a paratakes

3 minutes, or it can be repaired instantly byiendingspell.
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Repair Weapon, Stone

Cost: 10 (professional) or 20 (amateur)

Prerequisite: Craft Stone Weapon

Professions:Mason (Journeyman)

Description: You can repair a broken stone weapon. This
restoration requires the appropriate facilities atdeast 3
minutes. Repairing a weapon takes 3 minutes, @ait be
repaired instantly by Mendingspell.

Repair Weapon, Wooden

Cost: 10 (professional) or 20 (amateur)

Prerequisite: Craft Wooden Weapon
Professions:Woodworker (Journeyman)

Description: You can repair a broken wooden weapon. This
restoration requires the appropriate facilities atdeast 3
minutes. Repairing a weapon takes 3 minutes, @ait be
repaired instantly by Blendingspell.

Teaching Expertise

Cost: 15 (professional) or 30 (amateur)

Prerequisite: Teach

Professions:Teacher (Apprentice), Entertainer (Journeyman),
Guide (Journeyman)

Description: The character has an unlimited use of the skill
Teach. The player must still fill out Teach Cards when
teaching lessons, but he can get as many carde agdus.
While one purchase ofeachis the prerequisite, if he had
purchasedleachmore than once before acquirifigaching
Expertise he may get a refund for any acquisitions after th
first.

Wilderness Survival, Improved

Cost: 10" (professional) or 20" (amateur)

Prerequisite: Wilderness Survival

Professions:Guide (Apprentice)

Description: With each purchase of this skill, your character
can help up to 2 additional friends survive in Wi&erness,
effectively granting them the skWilderness Survivas long

as you travel with them. Using this skill does stiw your
group’s traveling speed.

Wound Dressing

Cost: 10 (professional) or 20 (amateur)

Prerequisite: First Aid

Professions:Healer (Apprentice), Guide (Master)

Description: You are able to dress a person’s wound so as to
effectively heal life point damage without usinggita Doing

S0 requires 2 uninterrupted minutes, and at theoétitat time

2 Hit Points are restored to the target. This Imgatan also
restore to use one crippled limb.

If a medical bandage item is used to dressvitund, then
the time required may be cut in half. However, thedical
bandage must be worn by the patient for thirty rreéswor the
healing will be undone. After that time, the banelagn be
removed with no ill effect. Medical bandages arenown
reusable items, and are available for purchasedtwevents
via the Magestry Database. TWéound Dressingkill may be
used up to 10 times each day (potentially healipgou20 Hit
Points of wounds.)




OOG Statement: “l have dressed your wounds, X Hit Points
are restored.”

Wound Dressing, Improved

Cost: 20 (professional) or 40 (amateur)

Prerequisite: Wound Dressing

Professions:Healer (Journeyman)

Description: This skill is just likeWound Dressingexcept
that it takes you 1 minute to heal up to 2 Hit Peiof wounds
for one person, and you may use the skill up t¢ird@s each
day.

Wound Dressing, Great

Cost: 30 (professional) or 60 (amateur)

Prerequisite: Improved Wound Dressing
Professions:Healer (Master)

Description: This skill is just likeWound Dressingexcept
that it takes you 30 seconds to heal up to 2 Hint8oof
wounds for one person, and you may use the skiltoug0
times each day.
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Item Creation Tables

The following tables indicate how a certain professcreates certain items. Materials must be foumilought in-game or bought
out-of-game during the time between events [udieg'Buy an Item” button at the bottom of your claea sheet in the Magestry

Database]. Some rows give methods that create thareone item at a time — that is the smallesthbafcitems that can be
created. This is not an exhaustive list, only adfstems that are currently defined. Additiont@ms will be added in the future.

Bookbinder's Creacion Tadle

ltem Materials Required Time Required Value
Vial of Ink 1 Charcoal % Day 2 CP
4 Pieces of Parchment 4 Material: Common AnimaleHid 1 Day 2 CP each
Leather Bound Book (24 Pages) 6 Pieces of Parchinent 2 Days 3SP
8 Material: Common Animal Hide
Bowyers Creacion Tadle
Iltem Materials Required Time Required Value
5 Arrows or 5 Crosshow Bolts 2 Material: Common Metal + 1 Day 2 CP each
3 Material: Common Lumber
Bow or Crossbow 30 Material: Common Lumber + 7 Days 8 SP
15 Material: Common Plant Parts
Chandlers Creacion Tadle
Item Materials Required Time Required Value
4 Candles 2 Material: Common Animal Parts 1 Day 1 CP each
Molding Wax 2 Material: Common Animal Parts + 1 Day 1SP
3 Material: Common Plant Parts
Sealing Wax 1 Material: Common Animal Parts + % Day 6 CP
3 Material: Common Plant Parts
Cngineers Creacion Taodle
Item Materials Required Time Required Value
Simple Trap Kit 2 Material: Common Metal % Day 4 CP
Common Trap Kit 5 Material: Common Metal 1 Day 1SP
Complex Trap Kit 1 Material: Uncommon Metal 1 Day 2 SP
Great Trap Kit 6 Material: Uncommon Metal 3 Day 1GP,2SP

Trap Kits are one-use only (the trap card is rerd@féer being disarmed or triggered) and can beséelow. If a trap remains
set at the end of an event, it remains set in @ingesconfiguration for the next event, until it fees its expiration date of one year

from the month of purchase.

Needle Trap: 0 damage, bypass armor (needs todteccwith a toxin to do anything significant)

Alarm Trap: Say in a normal voice ‘O0G: Alarm Trapice
Blade Trap: 1 damage, does not bypass armor buteaoated with poison
(A common trap does 2 damage, a complex trap Baesnage, and a great trap does 8 damage.)

Jeweler's Creacion Tabdle

ltem Materials Required Time Required Value
Common Cut Gem(s) 2 to 10 Material: Common Raw Gem % Day to 4CPto
2 Days 2 SP each
Uncommon Cut Gem(s) 2 to 8 Material: Uncommon Raw Gem 1 Day to 3 SPto
5 Days 10 SP each
1 to 4 Material: Rare Raw Gem 4 Days to 1.5GPto
Rare Cut Gem(s) 5 Days 5 GP each
Small Common Metal Jewelry 1 Material: Common Metal Y4, Day 2 CP
Small Uncommon Metal Jewelry 1 Material: Uncommoatil 1 Day 2 SP
Small Rare Metal Jewelry 1 Material: Rare Metal & 2 GP
Large Common Metal Jewelry 4 Material: Common Metal 1 Day 8 CP
Large Uncommon Metal Jewelry 3 Material: Uncommoetl 3 Days 6 SP
Large Rare Metal Jewelry 3 Material: Rare Metal Dfy's 6 GP

Every normal kind of gem can be created via the Gemting skill. Exact details on how much is reguirin terms of time and

materials, and how many gems are produced, willaéable in the Magestry Database.
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Leacherworker's Creacion Table

ltem Materials Required Time Required Value
Boots 15 Material: Common Animal Hide 3 Days 3 SP
Hat, Gloves, or Pouch 5 Material: Common Animal élid 1 Day 1SP
1 Leather Armor Point 15 Material: Common AnimabHi 2 Days 2 SP,5CPR
Locksmich's Creacion Tabdle
Item Materials Required Time Required Value
Simple Lock and 1 Key 5 Material: Common Metal 1 Day 1SP
Common Lock and 1 Key 20 Material: Common Metal 4 Day 4 SP
Complex Lock and 1 Key 40 Material: Common Metal + 6 Day 2GP
10 Material: Uncommon Metal
Great Lock and 1 Key 50 Material: Uncommon Metal + 15 Day 13 GP
5 Material: Rare Metal
Extra Key 1 Material: Common Metal + Y, Day 2CP
Key to Copy
Key to Lock 1 Material: Common Metal + 1 Day 2 SP
1 Molding Wax + Lock
Manacles 20 Material: Common Metal 3 Days 3 SPP5 C
Thief Tools 10 Material: Common Metal 1 Days 2 SP
(Dason’s Creacion Taovle
ltem Materials Required Time Required Value
Small Stone Box 20 Material: Common Stone 4 Days 4 SP
Smich's Creacion Taole
Item Materials Required Time Required Value
20 inches of Metal Weapon 7 Material: Common Metal 1 Day 6 CP each
150 Square Inches of Metal Shield 7 Material: Common Metal 1 Day 4 CP each
One-Handed Weapon Head 8 Material: Common Metal 1 Day 1SP,3CP
Two-Handed Weapon Head 9 Material: Common Metal 2 Day 1SP,8CP
1 Metal Armor Point 15 Material: Common Metal 3 Bay 3 SP
Small Metal Box 20 Material: Common Metal 3 Days SB, 5 CP

*In your database inventory and crafting sectiochies of metal weapon will be broken into 10-inotréments, and square
inches of metal shield will be broken into 50-se4arch increments.

Tailors Creacion Tadle

Iltem Materials Required Time Required Value
Shirt or Pants 4 Material: Common Fabric 1 Day 8 CP
Cloak or Robe 10 Material: Common Fabric 2 Days P2S
Medical Bandage 2 Material: Common Fabric + 1 Aleaf 1 Day 1SP
(Uoodworkers Creacion Table
ltem Materials Required Time Required Value
20 inches of Wooden Weapon 5 Material: Common Lumber 1 Day 5 CP each
150 Square Inches of Wooden Shield 7 Material: Common Lumber 1 Day 4 CP each
One-Handed Weapon Shaft 7 Material: Common Lumber 1 Day 1SP,2CP
Two-Handed Weapon Shaft 8 Material: Common Lumber 2 Day 1SP,7CP
Two-Handed Polearm Shaft 13 Material: Common Lumber 3 Day 2SP,7CP
Small Wooden Box 15 Material: Common Lumber 3 Days 3 SP

*In your database inventory and crafting sectiochies of wooden weapon will be broken into 10-imsfiements, and square
inches of wooden shield will be broken into 50-sgdiach increments.
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CHAPTE

This chapter includes full descriptions for allM&gestry’s
prestige classes, even the ones that are alresdg in the
Magestry Player’'s Rulebooldditional prestige classes will
be added to this chapter as they become available.

Tke Absorber

As a character becomes more powerful and adds skdlgto
his repertoire, perhaps his only fear is that caettose skills
will be turned against him. The Absorber has thditalto
give life to that fear and much more. He is likevandering
vacuum bubble in the very fabric of magic that sak the
strength, magic, and even whole skills and spéjtst out of a
creature and use them for his own purposes.

A player who is absorbing a spell, technicquresome other
effect, must state, “Absorb” so that other playkemsw what
happened. He must do this because absorbing amy df/p
energy is (in-game) a very visible effect. Absaoptispells
that a caster wears for defense are affected irbabiefore
any type of Armor Points or Hit Points.

An Absorber casts his spells by the power afjbktry.

Spell Prefix: “By the power of Magestry,”

Prerequisite Skills: Fighting 2, Magestry ,3Nature 2,
Psionics 2, Spiritualism 2, Stealth 2

Absorber Skills Tabdle

Grd Tower Skills Baggage Skills
6 Absorb Damage, Absorb Magic, Draw from Nature
Life Drain 4
7 Drain Resistance, Feeblemind} Absorb Excess,

Armor of Absorption Stack Spells

8 Absorb Skill, Dampen Magic,
Vampiric Hands

Skill Specialization
(Life Drain 2)

9 Absorb Effect, Drain Skill, Bottle Absorbed
Protection of Absorption Ability

10 Absorb Life Force, Absorb Improved Absorb
Weapon Enchantment, Excess

Circle of Absorption

Order of Absorption: Armor of Absorptions always on the
outside of everything, followed bAbsorb Skill and then
Absorb DamagandAbsorb Magicare underneath that.

Absorb Damage
School: Abs6

Base:Touch (Life)

Target: Self-Only

Duration: Until Used

Description: Absorb Damagegrants the caster 4 temporary
Hit Points that, when damaged, each convert to usee of
Feat of Strengthihat the absorber stores for later use (no more
than 8 Feats of Strength may be stored at oncelrV\Hit
Points granted bj\bsorb Damageare struck by an attack that
deals numeric damage, the caster must state, “Absor
Incantation: “[Spell Prefix] | weave myself a cloak of
damage absorption.”

15

2: PRESTIGE

Absorb Effect

School:Abs9

Base:Touch (Instant)

Target: Other Only

Duration: Instantaneous

Description: Absorb Effectdispels (Dispel effect) one effect
that a willing or helpless target is under the effef [with a
duration longer than Instantaneous and shorter
permanent] and puts the absorber under the efieotjided
the Power Level ofAbsorb Effectmeets or beats the Power
Level of the effect. If the absorber knows thakata@in effect

is present, whether by witnessing it, being toldbg using
Diagnoseor Identify, he may specifically choose to absorb it.
If not, he gets the last effect used on the taagiéte specified
Power Level. If there is no effect at that Powewnéle he
absorbs the last effect used on the target at ¢ixé lIowest
Power Level. If there is no effect at all, the fdesa “No
Effect.” The effect taken by the absorber is coestd to be
the same Base Mode, Effect Type, and Power Leetlithvas

for the original target; and the duration of théeef restarts.
Absorb Effectmay not be used on any Heroic Effect or any
effect that is only useable once per day. It algbnet absorb

a creature trait (such as a troll's ability to negeate).Also,
Absorb Effectwill skip over effects that the absorber is an
invalid target for (such a€ontrol Undeadif he is not an
undead creature), including area of effect spéke Circle of
Protection and Dampening Fielyl and spells with targets of
“Other Only.”

Incantation: “[Spell Prefix] | dispel your [name effect] and
absorb it.”

than

Absorb Excess

School: Abs7(b)

Description: Absorb Excesallows an absorber to gain energy
from any releasable Missile or Gesture-Based sieit he
affects another creature with that has a duratetwéen one
and 10 minutes. If he releases the effect of hadl st any
time before it expires, he will gain an additionee of any
Grade 1 skill (with a duration of 10 minutes ordgdut that
skill must be used within 10 minutes or it will vah. Absorb
Excessmay not be used with any Cantrip or any skill gdin
from Skill Specializatioror from Absorb Excess

Absorb Excess, Improved
School: Abs10(b)

Description: Improved Absorb Excesis just like Absorb
Excessxcept the excess skill that you get out of it hayof
any grade, as long as that grade is lower thagrage of the
spell you took the excess from, and it must beil&tblat you
have in your repertoire.

Absorb Life Force
School: Abs10
Base:Gesture

Target: One Creature
Duration: Instantaneous




Description: Absorb Life Forcewill absorb a creature’s
entire life force, thereby killing it as per the &k/Destroy
effect. All of the creature’s Hit Points are drainand it is
considered to have been dealt a Final Blow. Inniingi away
the creature’s life force, the caster is subjed Itteal spell at
Power Level 2 and he immediately begins benefifiragn
Healing Handsat Power Level 3.

Absorb Life Forcewill have the same effect on undead
creatures as it has on living ones, and the lifeédrom an
undead creature will grant the absorber the samaso
Incantation: “[Spell Prefix] | absorb your life force and
destroy you, Essence 3.”

Graham Sternbérg

Absorb Magic
School: Abs6

Base:Touch (Spell Protection)
Target: Self-Only
Duration: Until Used

Description: Absorb Magic grants 2 Passive Resistance
Levels (3 if empowered to Power Level 3) against kind of
magical effect (Gesture-Based effects of Power Zeay not
be stopped). For each of these Resistance Levaisite used
(say “Absorb”), the absorber gains the ability tWl@ damage
to a future numeric damage spell or +1 damageliteeDrain
attack. No more than 4 damage may be added to gesin
attack in this way, and increasing the damagematlincrease
the Power Level. These bonuses are considered Toaskd
Enhancements and will vanish at sunrise if unused.
Incantation: “[Spell Prefix] | weave myself a cloak of magic
absorption.”
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Absorb Skill

School:Abs8

Base:Touch (Shielding)

Target: Self-Only

Duration: Until Used

Description: Absorb Skillwill absorb the first skill of Power
Level 2 that reaches you and is not stopped by eafivé\
Resistance ability (so long as it's Weapon, Mis<Besture, or
Gaze Based). You do not suffer the effect of thiél ¢kay
“Absorb”) and you gain the skill as a Bestowmengaming it
occupies your Bestowment Slot and will last untled (it
does not vanish at sunrise). If you empowésorb Skillto
Power Level 3, it will have the same effect, but floe first
Power 3 skill instead of the first Power 2 skill.

Incantation: “[Spell Prefix] | absorb the next effect that
targets me.”

Absorb Weapon Enchantment

School:Abs10

Base:Gesture

Target: One Weapon, Self-Only

Duration: Until Sunrise

Description: Absorb Weapon Enchantmerdispels one
Energy Type from one enchanted weapon and givesbitidy
to the caster as a Touch-Based Enhancement untiseuThe
caster can call back that magic at any time to dgive
absorbed Energy Type to any attack made with a arede
wields. Dispel Magic dampens his ability to use the
enchantment for 5 minutes, as does any dampenfagt éér
as long as it lasts.

Absorb Weapon Enchantmentll dispel the enchantment
from a permanently enchanted weapon until sunridess
that weapon is Magestic or its effect card say=mwilse.
Special abilities cannot be absorbed from weapamdy
Energy Types.

Absorb Weapon Enchantmeastonly usable once per day.
Incantation: “[Spell Prefix] | absorb the enchantment from
this/your [name weapon], Essence 4.”

Armor of Absorption

School: Abs7

Base:Touch (Armor)

Target: Self-Only

Duration: Until Used

Description: Armor of Absorption grants the caster 4
temporary Armor Points. As each point is damagdum: t
absorber calls “No Effect” and gains the use of ski# grade
worth of skills. He may use these skill grades didferent
skill uses, or use up to 4 grades for the samé kd, but he
may only use skills that he has in his repertoifieese skill
grades are gained as Touch-Based Enhancementswar Po
Level 1, meaning they can be dispelled by Dispebiand
will vanish at sunrise if unused.
Incantation: “[Spell Prefix] |
absorption.”

forge myself armor of

Bottle Absorbed Ability

School: Abs9(b)

Description: A skilled Absorber can place any one of his
absorbed skills or magical effects insidBatle of Storingf

he chooses to put absorbed Hit Points or Armor t8dim a
Bottle of Storinghe may put in as many as he has.




Circle of Absorption

School:Abs10

Base:Touch (Enhancement)

Target: One Area

Duration: 10 Minutes

Description: Circle of Absorptiorworks exactly likeCircle of
Protectionexcept that the caster can absorb one of theteffec
that is stopped by the circle. (The caster says Bffect” to
everything that the circle normally stops excepttfe effect

he wants to absorb; to that, he says “Absorb.”) @tfiect that

is absorbed must be Weapon, Missile, Gesture, ae Based.

A Gaze Effect will pass througRircle of Absorptionand
affect its target unless it is the thing the casteooses to
absorb. The absorbed skill goes into the absorber’s
Bestowment Slot. If he absorbs no other effect teefoe
leaves theCircle of Absorption(or it ends), he may choose to
put Heal, Healing Handsor Restorationinto his Bestowment
Slot at Power Level 3.

Incantation: “[Spell Prefix] | create a circle of absorption.”

Dampen Magic
School: Abs8

Base:Gesture

Target: One Creature

Duration: 5 minutes

Description: Dampen Magiaovers one target with a web of

Anti-Magestry, dampening its ability to cast anygita(other

than by the power of Anti-Magestry) and muting anggic

that it and its held weapons are already undeetteet of that

is Power Level 2 or lower. Any magic that was ifeef on the

target will remain in effect after the Dampen effiscgone (as

long as its duration did not expire in the meanjime
Dampen Magican be ended Hyispel Magicif cast at the

appropriate Power Level.

Incantation: “[Spell Prefix] | dampen your magic.”

Drain Resistance

School:Abs7

Base:Gesture

Target: One Creature

Duration: Instantaneous, Until Used

Description: By spending your skill slot fdDrain Resistance
you may cast any Power Level 1 Gesture-Based spell
have in your repertoire at Power Level 2. If theelbps

ineffective against the target in any way (otheanthbeing
countered by a Counter effect), even from “No Biffegou

will gain your choice of the following: 2 Passiveegtstance
Levels (as perimproved Spell Resistange 4 Temporary
Armor Points, or one level ddpell Resistancand 2 Armor
Points. If, instead, your spell affects the tangetmally, you
will not absorb any Armor Points or levels@pell Resistance
however, you may still benefit fromAbsorb Excesshy

releasing the spell. IDrain Resistanceis empowered to
Power Level 3, it will allow you to cast any GesttBased
spell you have access to that is normally Power 2 @t
Power 3. If the spell is ineffective (except fromCaunter
effect), you gain your choice of: 6 Armor Points|e®els of
Spell Resistance4 Armor Points and 1 level oSpell

Resistance or 2 Armor Points and 2 Levels d$pell

Resistance

Incantation: [Incantation of chosen Gesture-Based spell]
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Drain Skill

School:Abs9

Base:Touch (Instant)

Target: One Creature

Duration: Instantaneous, Until Used

Description: Drain Skill allows the caster to enter the mind of
a willing or helpless target to search for a stallsteal (not a
skill grade slot). If the creature has accessdertain skill, the
caster may drain it (only one use of it) and pubi6 his own
Bestowment Slot. Once the initial incantation igds®rain
Skill is spent, even if the caster leaves the creatuneimory
without finding what he was looking for. (If oneilkks not
available, the caster may choose another.) Ifdhget creature
is no longer able to use a certain skill that diagt skill is not
available to be drained. A paralyzed or unconsciesiture
may be the target dbrain Skill, but dead creatures, stone
creatures, and creatures with destroyed minds ¢abeo
subject to it.

Drain Skill cannot drain any Heroic Effect, any skill of
Power Level 4 or higher, or any skill that is onlyable once
per day. Also, it can only be used to drain an expéle
(tower) skill; it will not drain baggage, weapom,ftat skills.
Incantation: “[Spell Prefix] | enter your memory and drain
one of your skills, Psychic 3. [Name an availalid.$’

Draw from Nature

School: Abs6(b)

Description: Draw from Natureallows you to draw upon the
life force of the land to heal your wounds. It takiD seconds
of concentrated, uninterrupted meditation to restone Hit
Point. You may heal up to 8 Hit Points a day u€dngw from
Nature If you gain it as a baggage skill in an additiociass,
you gain the ability to heal 8 additional Hit Pairgach day.

Life Drain 2

School: Abs8 Specializatioh

Base:Missile or Weapon

Target: One Creature

Duration: Instantaneous

Description: The caster drains 2 Hit Points from one victim
and absorbs it as healingife Drain can be cast multiple
times, and each time it will deal 2 damage toatgét. If the
caster has full Hit Points, absorbed Hit Pointd fuihction as
temporary Hit Points. Up to 8 temporary Hit Poimgy be
gained from multiple castings of this spell. (Renbemthat no
more than a total of 8 temporary Hit Points and érrRoints,
in any combination, may be held by a charactenattone.)

To avoid confusiori,ife Drain will always give the user its
full stated amount, even if the target did not htha&t many
Hit Points left. As long as the target did not sy Effect” or
some variation of “Resist” to yourife Drain attack, you
know you got the full number of Hit Points out affiowever,
theLife Drain attack will have no effect on either person if the
target is unconscious with zero Hit Points (mearsameone
usingBerserker Ragean still be drained of HP because, even
though he technically has zero HP, he is not urgions).

Life Drainhas no effect on undead creatures; however, the
caster may choose to spentlife Drain attack to take X Hit
Points away from himself and give them to an undgedture
in the form ofinflict WoundsX.

Incantation: “Life Drain 2, Spirit Zero.” (missile-based)
OOG Statement:“Life Drain 2, Spirit 1.” (weapon-based)



Life Drain 4

School:Abs6

Base:Missile or Weapon

Target: One Creature

Duration: Instantaneous

Description: Life Drain 4 functions exactly likd.ife Drain 1

except that it drains 4 Hit Points from the target gives 4
Hit Points to the caster rather than draining aiwihg only

one Hit Point; also, it's missile-based versioR@ver Level 2
instead of 1.

Incantation: “Life Drain 4, Spirit 2.” (missile-based)

OOG Statement:“Life Drain 4, Spirit 1.” (weapon-based)

Protection of Absorption
School: Abs9
Base:Touch (Shielding)
Target: Self-Only
Duration: 10 Minutes or Until Used
Description: Protection of AbsorptiorProvides 12 Active
Immunity Levels (say “No Effect”) that may be usagainst
any type of effect other than Ingestion-Based; haregit is
ineffective against any effect higher than Powevdle3, and
any unused Immunity Levels will vanish after 10 otas.
(Stopping a Power Level Zero effect requires onenimity
Level.) Even though the absorber calls “No Effeftt’ these
Active Immunity Levels, he is actually absorbingeesgy. For
each Immunity Level spent, he gains +1 damage fistiae
Weapon-Based or Missile-Based attack. If combindith &
skill, it must be a skill that deals numeric damégereasing a
Life Drain attack by one requires +2 damage). No more than 4
damage may be added to a single attack in this aag,
increasing the damage will not increase the Powsel
While Protection of Absorptiodasts, the user also says
“No Effect” to all Flare effects that deal numedamage.
Doing so does not spend any Immunity Levels, balsib does
not gain him any bonuses.
Incantation: “[Spell Prefix] | weave myself a cloak of
protection, Essence 3.”
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The Elemenrtal Arcker
(Update Coming Soon)

If you think that archers are not scary, especiépu are
holding a shield, the Elemental Archer would hawa think
again.

An Elemental Archer casts his spells by the/groof
Nature.
Spell Prefix: “By the power of Nature, . . ."
Prerequisite Skills: Bow, Fighting 4, Mental Focus, Nature 5

Clemencal Archer Skills Tadle

Grd Tower Skills Baggage Skills
6 Bow of the Elements, Arrow Casting
Elemental Ball, Shatter
7 Fatal Crit, Dismissal, Extra Casting
Freeze Paralyze (Elemental Bolt)
8 Blind, Elemental Blast, Improved Bow of

Elemental Flare the Elements

9 Finger of Death, Magical
Riposte, Protection from
Elements

Skill Specialization
(Crit 5)

Great Bow of the
Elements

10 Bow of Elemental Smiting
Circle of Protection,
Destroy Elemental

Every attack that an Elemental Archer makes usiskjlaor
spell from this chart must be made with a bow. &wy spell
that is Missile-based, the archer’s arrow is cosr®d, for all
purposes of the rules, a spell packet. Once tloavanas been
fired and the spell spent, that arrow becomes alaegrrow
once again and is treated as such.

Arrow Casting

Type: EIAr6 (Baggage)

Duration: Unlimited

Description: The Elemental Archer can cast any Missile-
Based spell he has access to by substituting awdor a
spell packet. An arrow that takes the place of ell ggacket
does not deal a point of damage in addition tostedl effect.
Arrows fired in this way may be collected and relise

Bow of the Elements

School/Grade:EIAr6

Base:Touch (Weapon)

Detects as MagicYes

Can be Dispelled:Yes

Potable: Yes

Duration: One Hour

Description: The Elemental Archer enchants his bow with
elemental magic that allows him to choose whicthef four
elemental energies each of his arrows will be entgtawith.
With each arrow, only one elemental Energy Type ban
chosen, but this type can be changed with eachanew.
Incantation: “[Spell Prefix] | enchant this bow with elemental
energy, Essence 2.”

Bow of the Elements, Improved
Type: EIAr8 (Baggage)
Duration: Unlimited




Description: ImprovedBow of the Elementsas two effects.
Firstly, it allows any bow the archer wields to aj® be under
the effect of the speBow of the Elementdhis is a magical
ability that can be dropped and raised at will. 8Asnagical
ability, it cannot be used within a dampening fieldif the

archer is subject to the sp&ampen Magic(Dispel Magic

will result in "No Effect" unless some other matjie archer
is under the effect of is affected by it).

Secondly, if the elemental archer ca@sw of the
Elementshe can fire unlimitedlemental Missilegat Power
Level 2) for the spell's duration. With each arroanly one
elemental energy type can be chosen, but this tgre be
changed with each new arroimproved Bow of the Elements
does not force every shot made within the hoursation to
be anElemental Missilg the archer may choose to fire a
normal arrow or elementally enchanted arrow if lighes.

Bow of the Elements, Great

Type: EIAr10 (Baggage)

Duration: Unlimited

Description: This is just likelmproved Bow of the Elements
except that it allows any arrow fired from the anch bow to
be a regular arrow, enchanted arrowfEtgmental Missilelf
Bow of the Elementss cast, it gives the archer unlimited
Elemental Arrowg at Power Level 2) for the hour.

Bow of Elemental Smiting
School/Grade:EIAr10

Base:Touch (Weapon)

Detects as MagicYes

Can be Dispelled:Yes

Potable: Yes

Duration: 10 Minutes

Description: Each arrow fired from a bow under the effect of
this spell can take the form of either Blemental Ballor a
Crit 7. If Crit 7 is chosen, the archer may choose for the arrow
to be enchanted with one of the four elemental giasr fire,
ice, acid, or lightning. With each arrow, only ocelemental
energy type can be chosen, but this type can begeldawith
each new arrow.

WhileBow of Smitings in effect, the archer may opt not to
fire Elemental Ballor Crit 7 if he wishes to fire something
else that he has available. Firing any other skillspell,
however, requires the spending of a skill slot @smal.
Incantation: “[Spell Prefix] | enchant this bow with elemental
smiting.”

Elemental Blast

School/Grade:EIAr8

Base:Packet

Detects as MagicNo

Can be Dispelled:No

Potable: No

Duration: Instantaneous

Description: A blast of elemental energy bursts forth, causing
9 points of damage to its targ&lemental Blastan deal any
one (but only one) of the following types of elerta@renergy
damage: fire, ice, acid, or lightning.

Incantation: “Fire/lce/Acid/Lightning Blast, Damage 9.”

19

Magical Riposte
Type: EIAr9

Duration: Instantaneous

Description: This skill allows an Elemental Archer to absorb
one missile-based spell that is thrown at him aredif back at
the caster or another creature. To absorb the, gphellarcher
must have use of both of his hands and have aw&mocked
and ready to fire. Once the spell is absorbed aticher may
fire it at any creature he wishes (provided thaature is at
least 15 feet away). The spell that is being retdrmust be
cast by firing an arrow and it must be cast usirgctly the
same incantation.

Since the arrow is technically the thing doirige
absorbing, this skill may be used even if the aréhainder
the effects of a spell protection. Howevitagical Riposte
cannot be used unless the missile-based spell naact
with the archer or something he is holding.

OO0G Statement:“Absorb, [Exact Same Incantation]”

Tke bycartkrope Harter
(Update Coming Soon)

There are few influences hanging in the Magestenawg air
more terrifying than lycanthropy. At any momentaging
form of rigid fur, powerful claws, and tearing teetould
ambush you from the shadows, or a were-creaturiel cou
manifest right behind you in your own cabin, thgufie of a
friend you never expected to harm you. The Lycaghr
Hunter is one who has vowed to remove this feanftioe
minds of his fellows, or a former lycanthrope whallss the
night with a vengeance. He trains in magics anliisstkiat
make him most equipped to handle lycanthrope aitaokl
purge the disease from the land. He is strong,, lamid can
take one hell of a beating.

A Lycanthrope Hunter casts his spells by tbegr of
Nature.
Spell Prefix: “By the power of Nature, . . .”
Prerequisite Skills: Fighting 5,Natural Armor, Nature 3,
Spiritualism 2

Lycanchrope Huncer Skills Taole

D

Grd Tower Skills Baggage Skills
6 Crit 5, Magic Silver Weapon Sworn Enemy
Stamina (Lycanthropes),
Toughness
7 Improved Parry, Lycanthrope Resistanc]
Protection from Lycanthropes,
Remove Curse
8 Halt Transformation, Skill Specialization
Silver Flare, (Feat of Strength),
Silver Storm Toughness
9 Fatal Crit, Heal, Lycanthropy Immunity
Purge Lycanthropy
10 Defensive Stance, Kaybin’s Fury,
Lycanthropic Form, Toughness
Mass Halt Transformation

Halt Transformation
School/Grade:LycH8
Base:Level




Detects as MagicYes

Can be Dispelled:No

Potable: Yes

Duration: 10 minutes

Description: This spell will force a shape-changer back into

its natural form and keep it from changing its fofor 10

minutes. If the creature was in its natural formewlthe spell

was cast, it will still not be able to transfornt fen minutes.
This spell will also affect anyone using tlemental Form

spell.

Incantation: “[Spell Prefix] I halt your transformation for 10

minutes, Level X.”

Halt Transformation, Mass
School/Grade:LycH10
Base:Mass-Effect (Level)
Detects as MagicYes
Can be Dispelled:No
Potable: No
Duration: 10 minutes
Description: This spell will force all shape-changers in the
area back into their natural forms and keep theomfr
changing forms for 10 minutes. If any of the creasuwvere in
their natural form when the spell was cast, thdystiil not be
able to transform for ten minutes.

This spell will also affect anyone usifiemental Form
spell.
Incantation: “[Spell Prefix] | halt all transformations within
the sound of my voice for 10 minutes, Level X.”

Kaybin’'s Fury: This ability makes all of the lycanthrope
hunter's attacks deal silver damage. In additiar, dvery
Terrorizethat a lycanthrope uses against the hunter, thieehu
gets one free use 8erserker Ragagainst that creature upon
reaching OLP. Multipléerrorizeswill result in a chain use of
Berserker Rageuntil either the lycanthrope is dead or the
hunter runs out of rages. During these rages, timeh must
ignore all other attackers and focus on the lycamé that
terrorized him (glaring at it with smoldering insaty). Once
that lycanthrope falls to the ground and stops mgyvithe
hunter must also fall unconscious within 10 secofet®ugh
time to Final Blow up to 3 creatures).

Lycanthropic Form: This spell transforms a lycanthrope
hunter into a lycanthrope for one hour. He gaingemip LP
and +4 natural AP, he gains +1 damage to all attalc& is
subject toRegeneration(considered non-magical), he gains
Damage Reduction 4 against normal weapons, heriauime
to Fear, and he gains a number of uses of Terrorize efgual
the Casting Level. While in this form, he cannogeneerate
damage dealt by silver weapons (or spells that déeér
damage). He cannot speak to or understand a perdess
that person cast$ranslateor Telepathyon him. He cannot
cast spells or use any Hypnotize skills. This spafi only be
used once per day.

Lycanthrope Resistance

Type: LycH7 (Baggage)

Description: This skill gives a character Damage Reduction 1
against all unarmed attacks of lycanthropes. Examphe is

hit with a Crit 3 from the unarmed attack of a weo# he will
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reduce one of those damage points and only reteiv@oints
of damage.

In addition, this skill allows a lycanthropeurtter to
continue fighting lycanthropes even if he is aféetby one of
their Terrorizeabilities.

OOG Statement:“Reduction 1” or “No Effect”

Lycanthropy Immunity

Type: LycH9 (Baggage)

Description: Upon achieving the ninth grade of ability, a
Lycanthrope Hunter cannot contract lycanthropy by a
means unless otherwise noted.

Magic Silver Weapon

School/Grade:LycH6

Base:Touch (Weapon)

Detects as MagicYes

Can be Dispelled:Yes

Potable: Yes

Duration: 10 Minutes

Description: This spell enchants one normal weapon as
“magic silver” and turns it into a magically silvereapon so
that it can affect creatures only affected by magicsilver.
This spell does not grant any extra damage for ediztk.
When swinging a magic silver weapon you must stisit@gic
Silver” with each swing, and when using a skill wi& magic
weapon you must state “Magic Silver (skill)” (Exalep
“Magic Silver Cripple”).

Incantation: “[Spell Prefix] | enchant this weapon with magic
silver.”

Protection From Lycanthropes
School/Grade:LycH7
Base:Touch (Shielding)
Detects as MagicYes
Can be Dispelled:Yes
Potable: Yes
Duration: 10 Minutes
Description: The recipient of this spell is surrounded with
energy grants him Damage Reduction 4 against adpoe
attacks made by all lycanthropes and immunity teirth
Terrorizeabilities.

This spell does not grant protection from waagskills
such asStun, Crit Paralyzeor Shatter

When struck by a lycanthrope, the targe®mitection from
Lycanthropesshould use the OOG statement, “Lycanthrope
Reduction 4” to inform his opponent that he haslaitity that
protects him from the lycanthrope creature typecéall of
the target's opponents are aware of the ability,whiié no
longer need to repeat the OOG statement. If tadgbtea
lycanthrope’sTerrorize the target should say “No Effect.”
Incantation: “[Spell Prefix] | protect you (myself) from
lycanthropes.”

Purge Lycanthropy
School/Grade:LycH9
Base:Packet or Touch (Instant)
Detects as MagicNo

Can be Dispelled:No

Potable: Yes

Duration: Instantaneous




Description: With this spell, a lycanthrope hunter can
instantly and permanently remove lycanthropy frome o
creature at any time.

Incantation: “[Spell Prefix] | purge you of lycanthropy.”

Silver Flare

School/Grade:LycH8

Base:Touch (Shielding)

Detects as MagicYes

Can be Dispelled:Yes

Potable: Yes

Duration: 10 Minutes

Description: A magical and invisible silver shield surrounds
the caster. The shield damages any creature tiaessfully
strikes the caster with its melee weapon. The amaiin
damage the shield does is double the amount of gttt
the creature deals.

When struck, the caster must state “Silverdsl®amage
X.” Example: A player casts this spell and is tlstuck by a
werewolf who happens to be swinging his viciouswldor a
Crit 5, the caster states “Silver Flare, Damage 10.”

The user of any special effect melee attaekides dealing
a greater amount of damage, (likeitical Paralyzeor Fatal
Backstab receives 2 points of damage fromSdver Flare.
This spell may not be stacked with any other of shene
function (e.g.Elemental Flarg NOTE: The caster is still
damaged and affected normally by all attacks whildin a
Silver Flare

Only the caster may be the recipient of tpislls
Incantation: “[Spell Prefix] | shield myself with flaring
silver.”

Silver Storm

School/Grade:LycH8

Base:Packet

Detects as MagicNo

Can be Dispelled:No

Potable: No

Duration: Instantaneous

Description: The caster throws a furious barrage of magical
silver bolts. The number of bolts he may throwdsia to his
casting level. They can be thrown one at a timalidg 3
points of damage each, or they can be thrown abrete,
inflicting 3 points of damage to anyone hit by mremore of
the packets (When they are thrown all at once, dakes no
difference how many packets (above one) hit thgetarthe
target still receives 3 points of damage.). Thisllsgannot be
interrupted once the first packet has been throvire caster
must keep one foot in place while throwing packetsthe
spell will end.

Incantation: “Silver Storm, Damage 3, Damage 3, Damage 3,
etc.” or (all at once) “Silver Storm, Damage 3.”
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Tkhe Magestic Switk

If a blacksmith practices his craft enough and begpin tune
with his own Essence and the Essence of Magestarhe
become a Magestic smith. Magestic smiths bend ¢ing v
Essence of Magestry and shape it as if it werenetal. He
uses this ability to aid in his smithing, but itshaany other
practical uses in other fields, namely ass-kicking.

A Magestic Smith casts his spells by the posifer
Magestry.
Spell Prefix: “By the power of Magestry, . . .”
Prerequisite Skills: Great Metal Armor Repair, Craft
Masterwork Metal Weapomagestry 4, One or Two-Handed
Warhammer

(MDagescic Smich Skills Tadle

Grd Tower Skills Baggage Skills
6 Identify, Magestic Animate Tools,
Weapon, Mending Enchant Item
7 Improved Spell Skill Specialization
Resistance, Shatter, (Fire Weapon /
Shining Armor Heat Weapon)
8 Fire Flare, Essence | Damage Reduction (Fire),
Hammer, Mass Magic | Improved Animate Tools
Armor
9 Crit 9, Magic Cage, Smashing Hammer
Protection from Magic
10 Magestic Enchanting, Great Animate Tools,
Mass Mending, Magestic Hammering
Normal Weapon
Immunity

Animate Tools: This is a spell-like ability that can be used
once per day. If the smith spends at least 3 méngpairing
something, he can then cast the Animate Tools spellhis
tools will continue to work on their own (at Apptae level)
for up to 10 armor points of repairs. If the toal® moved or
dispelled before they have repaired 6 points, théhscan
restart them using the same method as beforedl$ fare left
unattended, the smith must leave an OOG note om tioe
explain they are repairing things and explain tifatpmeone
wants to move or dispel them, he or she should mdsmve
the OOG note. If a smith returns to find his na@moved, he
must assume that the tools stopped working as asdre left
them.) Also, once an item is completely repairbd,animated
tools will automatically move to repair the nexrt as long as
that item is in contact with the first. Once theolt have
repaired the maximum amount of things they are &bler
they run out of things to repair, the spell endd eannot be
cast again that day.

Animate Tools, Improved: The magestic smith can now
animate his tools after only 2 minutes of work aodgce
started, they can repair up to 25 armor points gseyr (at
Journeyman level). In addition, the tools can repaie
weapon each day.

Animate Tools, Great: The magestic smith can now animate
his tools after only one minute of work and, ontzeted, they
can repair as many armor points as are laid befom (at
Master level). In addition, the tools can repaiy anmber of



broken weapons. Also, if the smith casts Mendingpisrtools,
they will go to work all at once to repair a numloéritems
equal to his Character Level, provided those iters all
within a 10-foot diameter.

Essence Hammer

School/Grade:MSmt8

Base:Packet

Duration: Instantaneous

Description: The caster wields the essence of Magestry as if it
were a hammer and strikes it down on his enemyljrdea
mighty 8 points of damage.

Incantation: “(Essence Hammer,) Damage 8, Essence 2.”

Magestic Enchanting:For one hour the user may cast an
unlimited number of weapon enchantments of eittier, fice,
Lightning, Acid, or Essence. These enchantments lmeagast
as Touch-Based spells, or they may be quickly loastriking
the weapon with the smith's warhammer. If deliveiredhis
way the incantation becomes “[Energy] Weapon, Esséen’

Magestic Hammering

Type: MSmt10 (Baggage)

Description: A Magestic Smith who has reached the tenth
grade of ability has gained the skill to forge weap out of
the rare metal known as Magestite. A Magestic weagem
carry the Essence (Magestry) Effect Type, as wsllitlee
Effect Types of any of the four elemental enerdfee, ice,
acid, and lightning). A magestic weapon also canbet
shattered or disarmed except by another true magesapon.

In addition to making the magestic smith thé/gerson in
the world who can even attempt to work with Magestihis
skill also allows the smith to make any [metal] wer, shield,
or piece of armor self-repairable. To do so, hetrspend one
Pure Magestry per pound of metal used (minimumnaf)on
the forging of the item, and the creation time @iloled. A
self-repairable item has no special function ext¢list it will
be completely and instantly repaired by the Magestr. A
self-repairable item (which will be accompanied dy item
card) will not detect as magical, nor will it bepagised as any
more valuable than a regular item of its kind, aotdentify
spell will reveal its self-repairable nature. A §mimay use
this skill to make a permanently magical metal itegif-
repairable, but instead of Pure Magestry, Powdbtagestone
components (Very Rare) must be used. To forgevarssiword
that is self repairable, Pure Water must be useatidition to
Pure Magestry; one Pure Water component per poudnd o
metal.

In addition to all this, the Magestic Smitlwarhammer is
permanently enchanted with the spell Magestic Weapo
(Essence Power Level 2), but only while he is hajdi.

Magestic Weapon

School/Grade MSmt6

Base Touch (Weapon)

Duration: 10 Minutes

Description: Magestic Weapomnchants one normal weapon
with Magestic energy and turns it into a Magest&apon so
that any attack made with it may have any one dfféct
Types: Body, Essence, Fire, Ice, Acid, LightningMagestic.
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The weapon also becomes immune (“No Effect”) to any
Shatteror Disarm of Power Level 2 or lower.

Incantation: “[Spell Prefix] | enchant this weapon with
Magestic energy.”

Mass Magic Armor

School/Grade MSmt8

Base Mass-Effect (Automatic)

Duration: Until Used

Description: The caster grants everyone within the sound of
his voice 2 magical (Magestry) armor points. Thesmor
points are damaged in combat before any other apoints

or life points.

Since this is not a touch-based armor spedl,temporary
armor points can be stacked atop others. Any obttaggeting
areas may be used for this spell.

Incantation: To all within [targeting area], “By the power of
Magestry, | grant you magic armor, 2 Armor Poiissence
Zero.”

Mass Mending: “To all within the sound of my voice: By the
power of Magestry, | repair all mundane weapons amador
up to 6 armor points!” (The word “mundane” is déised to
mean any item that is not magical, not made of ecisp
metal, and does not have special properties. Thans Mass
Mending won't work on silver weapons or weaponshvitie
self-repairing ability.)

Smashing Hammer Provides 8 uses of “Smash 2, Body
Zero.” It also allows Essence Hammer to insteaddst as a
weapon-based spell as, “Smash 8, Essence Zero.& gbn
these smashes can be stacked, empowerEddiyof Strength
nor can multiple castings &ssence Hammédre used to make
a Smash attack greater than 8.



The Portaljacker

In the earlier years of the Dabbleverse (if suthimag can be
measured in time), Hoppers realized that they had t
monopoly on inter planar travel; however, so dichgnathers.
Before long, sneaky persons would slip, unknowaug
open portals, mainly for the purpose of making sopumiek
coin in interdimensional black markets. Later, Weige from all
over the multiverse would perfect these methodd,the
(more or less) legitimate discipline of portaljauiiwas born.
Today, portaljackers are still at large, thoughytaee difficult
to find (which is good for them because portaljagkis illegal
in most dimensions).

A Portaljacker casts his spells by the povierte
Dimensions.
Spell Prefix: “By the power of The Dimensions, . . .”
Prerequisite Skills: Knowledge (The Dimensions), Magestry
2, Stealth 6, Wilderness Survival

Porcaljacker Skills Tadle

Grd Tower Skills Baggage Skills

6 Astral Blade, Blink, Anti-Magic Mechanics,
Complex Mechanics Evasion

7 Backstab Blind, Counterspell, Blinking,
Survival Flight Dimension Survival,
Glyph Awareness

8 Detainment, Dismissal,
Open or Close Portal

Anti-Magic Escape,
Astral Empowerment,
Astral Mechanics

Dimension
Specialization,
Redirect Portal

9 Dimensional Blinking,
Hypnotize Feeblemind,
Mass Confuse

10 Backstab Banish,
Battle Finesse,
Contingency Banishment

Curiosity,
Improved Evasion

Astral Blade

School:PJ6

Description: Astral Blade can be used as either the spell
Astral Weaponor as the techniquéstral Attack (just like
Magic Attackexcept it grants the Astral Effect Type instead of
Essence), whichever the user desires, but he rhoskse only
one at the time of use.

Astral Mechanics

School:PJ8 (Baggage)

Description: Astral Mechanicsllows you to turn any use of

Complex Mechanicsinto Great Mechanics by instead

spending a Grade 8 skill slot in the same school.
Additionally, Astral Mechanicsallows you to turn any

Mechanics skill, except Simple Mechanigsinto a Dispel

Magic of the same Power Level. (Exampl€ommon

Mechanicscould instead be used as a Power LevBlispel

Magic.)

Backstab Banish:Call “Backstab Banish, Astral 3.”

Backstab Blindness:Call “Backstab Blind, Body 3.”
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Blinking : Allows you to useBlink as a technique instead of a
spell, but doing so requires spending a skill sgloe grade
higher than normal.

Curiosity: Allows you one free casting dflentify (Power
Level 2) on any item you discover or steal. Thé&ritcannot
have been given to you willingly, and you must hdad
every intention of keeping it for yourself at thiené you
acquired it.

Dimensional Blinking: Provides 12 Active Immunity Levels
(say “No Effect”) to all of the thing®odge(1 of the levels),
Improved Dodg€?2 of the levels), anreat Dodge(3 of the
levels) can protect against. Also, this still alkothe caster to
Blink past barriers for 10 minutes, but he may Bbik into
any type of Circle of Protection.

Dimensional Survival: In addition to its normal function,
Dimensional Survivagives a Portaljacker selective immunity
(“No Effect”) to any Banish Effect lower than Powlesvel 3
that makes it past his defenses. That is, he mawat to
affect him if he wishes (unless he has PassivesRagie that
stops it).

Improved Evasion: Allows the user to treat missile-based
effects that deal numeric damage as one power lewelr, to

a minimum of power level of one. Also, upon gainitigs
skill, Evade becomes a Cantrip option.

Redirect Portal

School/Grade:PJ9 (Baggage)

Uses:Between Events or with GM Permission

Duration: Instantaneous

Description: The caster can redirect an already existing portal
so that its destination is changed, though itstistampoint
remains the same. This spell can only redirectporéal one
time each time it is cast. NOTE: This spell willespa portal
that is closed, but it will not close open portaiscreate new
ones. In the OOG time before an event that a plaigends as
a character with this spell, he is allowed to redlira single
portal for the purpose of traveling one round tiipis portal
will remain open no longer than a day, and evergratter
using it must submit a travel request in the Magd3atabase.
Incantation: “[Spell Prefix] | redirect this portal to (name
location).”



Tke Sword Speaker

Long ago, in the lands across the Great Nevershegendary
wars raged across the cities and the lowlands. Skape the
brutality, thousands of people took to the mourgaidany of
these people were soldiers and were forced toihidelitude; if

they were discovered as deserters, they would inbrtde

executed. One great warrior lived alone in her n@ancave for
hundreds of years. Though she thought she wouldrreme battle
again, she continued to train and mastered the dswernone
other before her had done.

Naturally, living alone for so long broughtrheear the brink
of madness, and she began to speak to her swafdt agere its
own soul. Indeed, that was precisely what she veasgdwhen
she was discovered by a group of explorers who ghoter
insanity comically pathetic. However, upon witnegsher skill
with her weapon, that opinion was quickly reversgtle could
move the blade with such skill and precision thaher who
witnessed her could find any doubt that the swozad as alive as
they themselves.

She went on to found an order that still extsday. They are
known as the “Sword Speakers,” and it is said thafr very
swords, in fact, seek out their next pupils.

The Sword Speaker casts his spells by the pofudagestry.
Spell Prefix: “By the power of Magestry, . . ."

Prerequisite Skills: Fighting 5, Magestry 4, Two-Handed
Sword, Weapon Readiness

Sword Speaker Skills Tavle

Grd Tower Skills Baggage Skills
6 Combat Instinct, Crit Speak with Sword
Weakness, Magic Attack
7 Piercing Storm, Shatter, Skill Specialization
Technigue Storm (Parry)
8 Combat Maneuvers, Crit Improved Speak
Paralyze, Honorable Duel with Sword
9 Blade Barrier, Fatal Crit, Skill Specialization
Vampiric Blade (Enchant Weapon)
10 Meld with Sword, Parry Great Speak with
Finesse, Riposte Sword, Sword Singing

Blade Barrier

School: SwS9

Duration: 10 Minutes

Description: Blade Barrier works exactly like Circle of

Protectionexcept for the following differences:

1. It is a technique instead of a spell, so it rbayinitiated
even when dampened, howeRispel Magicof Power Level
3 or higher will still disrupt it and end it.

2. The circle must be marked by at least 3 peoatel (One
must be the skill user) standing with their baakshte center
of the circle and each holding at least one weapgrin front

of them. Though they still may not attack withoutirg

expelled from the circle.

3. No one, not even the creator of the circle, weast spells
out of it or send missile-based attacks out of it.

4. Gaze Effects cannot bypass the circle ("No Effec

5. The circle takes at least 10 seconds to prelpefae it is
activated. During this time, you may roleplay pnepin of

the circle in any way you see fit.

OOG Statement "Blade Barrier Activated"
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Enchant Weapon
School: SwS9 (Baggage)
Base:Touch (Weapon)
Target: One Weapon
Duration: 10 Minutes
Description: Enchant Weapoenchants one weapon with one
type of energy, allowing any attack made with itctory that
Effect Type. ForEnchant Weapgna sword speaker may
choose any Energy Type that he is able to produceigh his
Magic Attackability.

If a weapon under the effect &nchant Weaponis
shattered it will be immediately dispelled.
Incantation: “[Spell Prefix] | enchant this weapon with
[Energy Type] energy.”

Honorable Duel
School: SwS8
Duration: 10 Minutes or One Duel
Description: Honorable Duelis a technique that allows you
focus on a single enemy while limiting the intetiop of
others. Once you have chosen the focus of your, gaelgain
4 Active Immunity Levels ("No Effect") that may hesed
against any type of attack from anyone who is mafryocus.
Additionally, any person who is not your focus who
successfully attacks you with a melee weapon vélshbject
to a "Withhold Flare."

Increasinddonorable Duelto Power Level 3 will result in
8 Active Immunity Levels rather than 4.

Meld with Sword

School/Grade:SwS10

Base:Touch (Weapon)

Target: Other-Only

Detects as MagicYes

Can be Dispelled:No

Potable: No

Duration: One Hour

Description: A Sword Speaker has become so attuned with
his sword that he can choose to meld his own phly$trm
with it. When this happens, the sword becomes @thrgth
magical energy and imbues its wielder with certagmuses,
but only if the sword speaker allows it.

A permitted wielder becomes subject to thediteEffect:
The Heroic Effect grants the following four things:

1. Fast Healing One Hit Point every 10 seconds. (This will
not stop a Final Blow, but it will heal Shadow dayag

2. Immunity to all Fear effects, no matter the Polevel (say
“No Effect”).

3. 8 uses oFeat of Strengtho be used within the hour.

4. One free use dimproved Stabiliz¢o be used within the
hour (using it does not end the Heroic Effect).

For the duration ofMeld with Sword the sword is
considered a magestic weapon that cannot be didarme
banished, or shattered by anything other than e nragestic
weapon unless the Power Level of the effect is greater.

If the sword is passed to a wielder that tivers speaker
does not approve of, it will still remain “Magestifor that
wielder, but all other bonuses are gone. The Sv@peaker
cannot meld any person with his sword other thamshkif, and
he can only meld withis sword.




Once the Sword Speaker merges with the swoedalls
under the effect ofAstral Projection with the following
differences:

1. He may not cast Astral Weapon and theredoes not
get the unlimited castings of it.

2. He must stay within 30 feet of the persdalding his
sword, and that person must stay in his out-of-gaiew. If
either of these conditions cease to be rivet|d with Sword
will end.

While melded with his sword, the sword speakay allow
the wielder to use any of his weapon-based skillg,if the
wielder uses a skill, it is considered spent foe gword
speaker.

If the sword speaker's projection is killétgld with Sword
will end. At the end of the spell, the sword speall reform
wherever his sword is, and the sword will be intrasd.

If the sword is shatteretleld with Swordwill immediately
end and the sword speaker will reform at his bradward and
will be dead, having 15 minutes until he will predeto Death
unless he is resurrected.

Meld with Sworccan only be used once per day and cannot
be scribed into a scroll or bestowed upon another.

The Heroic benefits from this spell cannotskecked with
any other Heroic Effect and no person can benediinfthe
Heroic Effect more than once per day.

Incantation: “[Spell Prefix] | meld with my sword.” (Feel
free to replace “my sword” with the actual nameha sword
if it has one, which it should if you are a ‘regword

Speaker.)

Piercing Storm
School: SwS7

Duration: Until Used or One Minute

Description: Piercing Stormworks just likeCrit Stormexcept
that, instead ofCrit 3s of Power Level 1, it deal€rit 2s of
Power Level Zero.

OOG Statement:“Crit 2, Body 0; Crit 2, Body 0; etc.”

Speak with Sword

Type: SwS6(Baggage)

Description: When a Sword Speaker begins his training, he
will begin to be able to hear the “voice” of his ad (for
roleplaying purposes) and is able to mend his sysirduld it
become shattered, by meditating over it for at tlease
minute.

Additionally, Speak with Swordllows the Sword Speaker
to trade the attacks of Essence Energy Type froynuae of
Magic Attack to instead deal attacks of any of the four
elemental Energy Types (Fire, Ice, Acid, or Lightyi.

Speak with Sword, Improved

Type: SwS8 (Baggage)

Description: ImprovedSpeak with Swora@llows the Sword
Speaker to trade the attacks of Essence Energy ffgmeany
use ofMagic Attackto instead deal attacks of the Psychic or
Spirit Energy Type.

Speak with Sword, Great
Type: SwS10 (Baggage)
Description: Great Speak with Swordallows the Sword
Speaker to trade the attacks of Essence Energyffgpeany
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use ofMagic Attackto instead deal attacks of the Astral or
Shadow Energy Type. Alternatively, Magic Attack kbipe
used as Magestic Attack.

Sword Singing
Type: SwS10 (Baggage)
Description: If the sword speaker spends 3 minutes in a
meditative state while listening to the sounds$isfsword and
humming or singing in harmony with them, he gaihe t
ability to use the skilMagic Attack(with his sword) at will,
without having to spend a skill slot, for the rermdgr of the
day. However, Essence is the only energy type e be
chosen for this. Choosing any other energy tyderstjuires
spending the appropriate skill slot, and if theldée does that,
the Essence energy vanishes for the duration cSkitie

Additionally, while the sword speaker is adnto his
sword throughSword Singing he may choose to turn any
Fatal Crit he has access to intoCGrit Death of the same
Power Level; however, if that death attack is sesfid, the
Sword Singingattunement will instantly end and another 3-
minute meditation will be required to restore it.

Every hour, the sword speaker must spend dnetere-
attuning himself with his sword in a similar meddat or he
will lose this ability.

Technigue Storm

School: SwS7

Duration: Until Used or One Minute

Description: Technique Stornworks just like Crit Storm

except that, instead of a number ©fit 3s, the user may
choose the same number of one of the followingP@iver

Level 1):Trip, Withhold, Stungr Parry.

If Technique Stornis raised to Power Level 3, the
user may, instead of gaining 12 uses of one of dkibds
mentioned in the last paragraph, cho@ssarm, Cripple or
any weapon-based technique in the school of Fightiat he
has focused witlskill Focus

Numerical Crits cannot be used witbchnique Storm.

Vampiric Blade
School: SwS9

Duration: Until Used or 10 Minutes

Description: Vampiric Bladeis a technique that allows a
sword speaker to drain life from his opponents.tdJj24 Hit
Points may be drained with one use of Vampiric Blduut no
more than 8 Hit Points may be drained with a sirgjtack.
Each attack is made at Power Level 1 unless imigavered
in some way.

OOG Statement:“Life Drain X, Body 1."



The Wo0d Warder

Long ago, deep in the mountain forests west of dodow, the elf
lad Emril Celeste made a vow to protect the fordsthe Jilmers,
great trees of intelligence and power, and he wasenthe first
“Warden of the Wood.” The protection of the Jilmersved to be a
more difficult task than anticipated, so Emril faliathers to aid him
in the task. They all became Wardens and savedilthers from the
danger that threatened them. With this actiony tbeined the
attention of the Incarnation of Nature. They ave/mis Agents.
Once that task was complete, the Wardens atghrbringing
their knowledge with them across Magesta. Theireorid now
known as the Wood Wardens, and, in addition to stre@d
woodlands, they protect all wildlife on Magesta atite spirits
therein.
The Wood Warden casts his spells by the poiviiature.
Spell Prefix: “By the power of Nature,”
Prerequisite Skills: Fighting 3, Nature 5, Spiritualism 2, Wild. Surv.

(Wood (Warden Skills Table

Grd Tower Skills Baggage Skills

6 Combat Instinct, Cure/Inflict | Draw from Nature
Wounds 5, Terrorize

7 Aspect of the Bear, Crit Storm| Skill Specialization

Elemental Flare (Entangle)

8 Freeze Paralyze, Heal/Harm,| Animal Empathy,
Shatter Toughness

9 Fatal Crit, Improved Stabilize,| Skill Specialization
Mass Entangle (Stoneskin)

10 Aegis of Nature,
Nature’s Refuge, Regeneratiof

Entangle Mastery

Aegis of Nature
School: WdwW10

Base:Touch (Armor and Shielding)

Target: Self-Only

Duration: 10 Minutes

Description: Aegis of Naturegrants its casteProtection from

Elementsagainst the chosen elemeiiilemental Flareof the

chosen element, and 8 temporary Armor Points ggénerate at
a rate of one every 10 seconds. Any temporary ldint® or

Armor Points that are gained by the caster whigis of Nature
is in effect become incorporated into the regefmmsgaarmor

effect.

Armor Points fromAegis of Natureare special because, while
they can be bypassed by psychic, spiritual, ombstiergy, they
cannot be bypassed by weapon-based attacks of Plosvedt
Zero, weapon-based Backstab attacks, or Waylay,Adsen a
weapon-based attack of PL 2 or 3 will only damage AP.
Incantation: “[Spell Prefix] | shield myself with an aegis of
Fire/lce/Acid/Lightning.”

OOG statement:“No Effect, [Fire/Ice/Acid/Lightning] Flare.”

Animal Empathy
School: WdW10(b)

Target: One Creature of Animal Intelligence

Description: A character with this ability has become so attline
with nature that natural woodland animals do net fhreatened
by him or wish to harm him.

To let the animal know that he is no threlag, iser must cast,
“By the power of Nature, we share an empathic Hoitis is
considered to have no base and cannot be resigtedniatural
woodland creature of animal intelligence; it wil\e no effect on
any other type of creature, including lycanthropesl creatures
of the like. An affected animal will act calm andmaggressive,
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and even become somewhat empathetic of the casmdsions,
but this effect will end if the animal is attacked.

There is no limit as to how many times thigigbcan be used
per day, but it cannot be used on the same creatore than
once per day.

A wood warden is also able to remain calmhba face of
animalistic terror, and in addition to its otherfeet, Animal
Empathymakes him immune to immune Werrorize from any
source (but not other types Béar).

Incantation: “By the power of Nature, we share an empathic bond

Graham Sternberg
Draw from Nature
School: WdW6(b)
Description: Draw from Natureallows you to draw upon the life
force of the land to heal your wounds. It takess&@onds of
concentrated, uninterrupted meditation to restare Hit Point.
You can heal a non-functioning limb if the appragpei amount of
consecutive healing is done at once: one limb fbs@conds, 2
limbs for 30 seconds, 3 limbs for 40 seconds, atichéds for 50
seconds. You may heal up to 8 Hit Points a dayguBiraw from
Nature If you gain it as a baggage skill in an additiceiass, you
gain the ability to heal 8 additional Hit Pointskalay.

Entangle Mastery
School: WdW9(b)

Description: Entangle Masterynakes a character immune to all
Entangle effects (“No Effect”) of Power Level 2 or lowem |
addition, he is able to allow any flare from difgmental Flare
spell he is wearing (of any element) to insteadabeEntangle
Flare. Also, in place of its normal function, henasse the spell
Mass Entangléo swing unlimited weapon-basé&titanglefor 10
minutes. ThisEntangleeffect may be used in conjunction with a
weapon enchantment, but not with any other weaas®d skill.

If the caster wishes to use a different weapon<bapell, he must
forfeit theEntangleeffect for that attack.



