PDabble Game® Presents the

INIAGESIRY.

Player’s Rulebook

2" Edition (Draft L — Last Updated May 13, 2017)

This book is undergoing minor editing.

™ . +

A Live-Action Roleplaying Game Set in the

2D ABBLEVERSE

By Paul Dabkowski
Credits

Design: Paul Dabkowski
Development:Paul Dabkowski and Randall Dederick
Editing: Dr. Ed Goodman, Meg Plumb, and Dave Tanguay
Artwork: Angela Dabkowski, Graham Sternberg, Lena M’'SadsgRess Sullivan-Wiley
Photography: Mike Kinnally, Monica BushorBushor Photography Randall Dederick, and Steve Hall
Cartography: Angela Dabkowski
Web Design:Randall Dederick and Mark Dey
Online Character Generator and DatabaseMark Dey
Rules Revision TeamRyan Cahill, Anthony Coppojdaul DabkowskiJarad Demick, Mark Dey, Peter Dey, Sean Dey,
Mike Faulk, Mike Kinnally, Myk Meyer, Jeff MitchellTom Sadler, Zak Smith, Graham Sternberg, Daveyliay

Dan Timbro, Mark Vadney

Table of Contents

Introduction.............ccoeevii i, 2 Chapter 8: Adventuring..................... 40
Chapter 1: Creating a Character.......... 7 Chapter 9: The World of Magesta.......... 48
Chapter 2: Races..........cooeeiiviieenne 10 Chapter 10: MagiC..........cocevevininennne 54
Chapter 3: SKills............coeeiiin. 13 Chapter 11: Alchemy and Toxicology....60
Chapter 4: Effects..........cccoo e 21 Chapter 12: Prestige Classes................ 63
Chapter 5: Equipment.................... 28 Chapter 13: Complete List of Skills........ 67
Chapter 6: Combat.................c...ee. 32 Chapter 14: Rewards.............cceeeneee. 119
Chapter 7: Dying and Playing Dead...37 Glossary......cooovviiiiiii 120

All the information that you need to create and/ gidMagestrycharacter is contained within the pages of thiskb&njoy!

You must be at least fourteen years of age to plagestry.Persons under the age of eighteen must have wptemission from a parent or guardian to play
Magestry A person under the age of 16 must be accompdnyiedplayer of at least 18 years of age. Magesiggsahot discriminate for any reason, but we dorvese
the right to suspend any person’s event parti@p&tr any reason. Play Nice!

Magestry Player's Rulebook Copyright © 2003 and 2014 PDabble Games. Peioniss granted to print this documefor personal use only All Other Rights
Reserved. ‘PDabble Games,’ ‘Dabbleverse,” ‘Maggsdtlagestic,” ‘Magestream,’” ‘Magesdeep,’ and thatbleversdogo are Trademarks owned by PDabble Games.
Artworks, except for maps, are Copyright © 2003tsir respective artists, used with permissiondips are Copyright © 2009 PDabble Games.



Introduction

What is Live Action Role-Playing?
Role-playing is simply acting. Whether you are perfing a
Shakespearian play in your community theater, ¢y osing a
silly voice to impersonate your favorite cartooracicter, you
are assuming a role that is different from yourseld you are
role-playing.

Live Action Role-PlayingLARP) is improvisational acting
in which you assume the role of an imaginary cheradt has
the flavor of tabletop role-playing; except, insteaf
controlling the actions of some fictitious charadteat exists
on paper,you become your fictitious character and are
immersed in an environment that has been created to
accommodate that character along with many othdéntike
tabletop role-playing games that are organized lme o
storyteller, live action role-playing games involeecast of
many players who help to bring a story to life. Y¢ab in a
live action role-playing game is to react to thergtin a way
that is appropriate to the character you have edeat

What is Magestry?

Magestry is a live action role-playing game th&etaplace on
and in the imaginary world of Magesta. Magestaist pne of
many worlds in the Dabbleverse™ Campaign Setting by
PDabble Games™ (PDabbleGames.com). Its lands aye ve
similar to those of planet Earth, but it is a méaetastical
setting. Magesta possesses many of the elememsciessic
fantasy literature (elves, goblins, magic, etcyt there are
also many elements unique to the Dabbleverse.

Magestry has a system of rules that has besiged to
give the player ultimate flexibility in building dnplaying his
or her character; however, we hope that each phajlebe
more focused on having fun and on role-playing whedin on
character advancement. For the enjoyment of alptégers of
Magestry, we are interested in the personalitiaskrounds,
and ambitions of each character on Magesta. You thane
to have the most powerful character to have thet fiaos

Magestry is more than just a game; it is aiffarkveryone
in the family enjoys playing with good role-playes® don't
be shy about putting on your best act. You willrbevarded
for a well developed and well played character.nJtie
Magestry family and play it up!

Who Can Play?
Anybody who is 14 or older can play Magestry. We i

discriminate for any reason, not even physicalldigg. The
only two things that will stop us from acceptinglayer are if
all the space for an event is full or the playes Heeen
suspended from the game for behavioral reasonsay®pthat
is under the age of 18 must have permission frquarant or
guardian to play each event, and a player thahé®uthe age
of 16 must be accompanied by another player that Ieast
18 years old.

Getting Started
There are a few things you must do before you bptsging
Magestry:
1. Read and understand the rules and policies. Mderatand
that there are a lot of rules, and we don’t expgmt to
memorize them all. We do, however, expect you tovkithe

function of the skills thayou will be using. We’ve tried to
make the skill statements as self-explanatory asipte, and
we will go over all safety rules and policies befeach game.
You can download the Magestry Player’'s Rulddfoo free
or find out how to purchase a hard copy of the Mage
Player’'s Rulebook at Magestry.com. You should bancppy
of the rulebook to each event so you can refer ifoyou have
any questions.
2. Once you are comfortable with the rules, you tncusate a
character. The next few chapters of this book gilide you
through the character creation process.
3. After your character has a unique personalitytae proper
skills, you must purchase or construct an apprépiastume
and weapon(s).
4. Register for an event (of course). See “Redigjefor an
Event” later in this section.

What You Need to Play
We have compiled the following checklist for youher
following are things you should bring to each event
-Costume
-Weapon(s) (assuming you use one)
-Spell packets (assuming you use them)
-Hard copy of the Player's Rulebook (purchased frasnor
printed off of the internet)
-Warm sleeping bag
-Extra clothes
-Extra socks and footwear
-Rain gear (something that doesn’t appear modern)
-Food (registration fee does not include a full hptan)
-Personal hygiene items
-Weapon repair kit (duct tape, scissors, extra foam
-Cabin/campsite props
-Bug spray and first aid kit
-Glow sticks or lantern
-Pencil and paper
-Emergency Flashlight (should be small and concgale

Event Schedule

Each event will typically begin with some degreeset up.
Usually, events will require hours of set up, angamne who
helps will be rewarded with Brownie Points (disagsurther
in “Chapter 14: Rewards”). After this set up, plesyawill

begin to line up for check-in. At check-in, eactaydr will

sign a waiver, pay for the event if the payment hatbeen
made in advance (see section below about pre-ratjist),
receive his or her updated character informati@vehhis or
her weapons and armor tested for safety, havertisroarmor
rated, and be assigned a sleeping arrangementdcinieck-
in, the cast (NPCs) will meet in another locationréceive
plot information and finalize the plans for the rzéNhile the
cast is meeting, all new players will gather nder theck-in
area for a final rules instruction where any quesiwill be
clarified.

After check-in and the NPC and new player imnegstare
completed, all players (cast included) will gathezar the
check-in area for a general meeting. At this megtimportant
rules and policies will be repeated, any rules gearwill be



announced, and we will inform you of which peopidind in
case of an emergency. After the general meetingie3an!

The game will run non-stop for the entire avehhis
means that you are in-game all the time; yes, tvestheep. If
you feel that you must go out-of-game for any reagdease
go to plot central and tell the director there.dl# is crucial
that you tell us if you need to leave the premiadde the
game is still on. We may have a plot planned fouryo
character, and sending out cast members to findyempthat
isn't even on the premises is a waste of everyotire's. More
importantly, we need to know where you are in casan
emergency.

After the official “Game Over” has been calledl players
will report to the check-out station (same as ckiegkor a
closing meeting. After the meeting each player t{shgou)
will have to check out by returning all in-game ragrand any
alchemical components you may have acquired. Theses
will be returned the next time that character mypt. Items
that are not turned in will be considered “lost'dayou will
not be able to have them at the next game.

Once your character is done with check-owgl fery free
to help us take down and clean up the event. Rememb
players who help will be rewarded with Brownie Rein

In-Game (IG) and Out-of-Game (OOG)
The term “In-Game” (IG) refers to the imaginary Vabiof
Magesta and things that are considered to be happérere.
“Out-of-Game” (OOG) refers to the real world andnts
happening there. Things that exist in Magesta (terss
magic items, weapons, your character, etc.) arsidered In-
Game. Things that exist in the real world, and arm
conducive to the Magestic setting (cars, cell plone
conversations about video games, etc.), are camslid@ut-of-
Game.

While game is on, you are expected to stagame as
much as possible. You'll lose skill points for ggi®OG or
having unnecessary OOG conversations. If you feal you
must go Out-of-Game for any reason other than aergemcy
(or to comply with some game rule), please dorsrujit the
game for others who want to remain In-Game. If gaist use
a cell phone (only for emergencies please), setitbrate and
go Out-of-Game (and away from other players) when yse
it.

Everyone will remain In-Game from the begimiof the
event right to the end. All areas are In-Game eixtapstaff
areas (such as Plot Central and the Module Buijditige
bathrooms, and the space underneath your bed (DDs\@e
In-Game items underneath your bed.).

If you do need to go OOG, you should hold yatm over
your head. Doing that is a sign to others that gminot In-
Game and they will ignore you.

Emergencies
In case of an emergency, please find a GM or emeyge
medical personnel (but first be sure that the sitnavon't get
worse without you there). If you aren't properlgitred in how
to handle an injury, don’t! Just get help (afterking sure the
injured person is in a secure environment).
-Running at Night- This is the number one cause of injury

at live action role-playing events. If you don’tveaa very
clear and/or well-lit path, please don't run athtigf you are

fleeing from another character (in-game) and yowndbfeel
safe running, simply slow down and tell the othéayer,
“Out-of-game: I'm running.” This signifies that yoare
continuing to run in-game while the situation stagde and
happy out-of-game. If you are the character follayvithe
player that says this, please slow down as wedly &h equal
distance behind. You may still pursue the persom$dong as
you wish. NOTE: You cannot state out-of-game thai gre
running and then remain still; you must at leashticme
walking.

Safety Commands
There are certain out-of-game commands that youusanin
emergency situations. For the safety of everyorese
commands must be followed immediately:

-“Time _Out”- Yell this loudly if you notice an emergency
situation that requires the attention of everyoWéhen a
“Time Out” is called, everyone who hears it musipsivhat he
or she is doing and take notice of (and maybe h#ip)
emergency situation. (At many other games, the canum
“Hold” is used instead of “Time Out.” Because ofsthsome
people may say “Hold” out of habit. However, Magg'st
official safety command is “Time Out,” so pleaserreat
people if they use “Hold” or any other command wprd

-“Caution”- This command functions as a mini “Time
Out.” Use this command if you notice a situatioratthis
potentially dangerous to a small number of peoytau need
only speak this command loud enough for those pergor
person) to hear. Example: You are engaged in comitht
another player and you notice that he is aboutatk into an
area filled with slippery rocks. Say “Caution” toowr
opponent and then move the combat to a safer totati

-“Out-of-Game Helpg’- This command is to be used only
in a real (OOG) emergency. If you hear someonenggthis,
please stop whatever you are doing to get helpeasituation.

Being Considerate — In-Game and OOG

Not all situations that require out-of-game attentiare
emergencies. Sometimes, a situation that is notalkt
dangerous can use a little consideration on yout. o

matter how vicious or diabolical the characterhiattyou are
playing, remember that we are all friends out-afrgaand we
never want to do anything that makes anyone elg@0G)

uncomfortable. Consideration is especially impdrtamen

dealing with new players that might not fully unstand the
rules yet.

On the note of OOG consideration for others,ask that
you please keep your language as clean as posilaliey
people find expletives offensive and filthy langaadetracts
from the friendly atmosphere that we try to cretgou must
insult someone in-game, for the sake of role-plgyitry
expanding your vernacular. Instead of cussing ateature,
say something like, “May you be visited in the ridgly the
fleas of a hundred mongrel dogs!” Remember, we idens
things like this to be good role-playing and we akgays on
the lookout for it. We love rewarding players wtaerplay
well, especially the considerate ones.

Cheating
Magestry is played under the honor system. We dawe our
best to reduce the possibility of cheating withmaking the



rules so rigid that the atmosphere of the game dvsuffer.
As with any LARP game, there are an infinite numtfewvays
to cheat at Magestry and maybe some loopholeseinttes.
You are on your honor to play honestly and as tHesrare
intended. The spirit of the rules is every bit agportant as
their specific phrasing. Anyone caught cheating Wive to
leave the game for one or more events.

Each player is required to memorize the raled his or
her character uses during the game. Claims ofidt'tiknow
how that skill worked” or “I got the rules confusedth the
rules of another LARP game” will not be accepted waiill be
considered cheating. If someone uses a skill agajosr
character that you are unfamiliar with, you must fs it to
be “Clarified.” If there is any confusion or argumieabout
how a rule works, consult the rulebook or ask a GM.

-Metagaming-There are certain things that you may learn
about the world of Magestry that your characterendgarned
in-game. Using this OOG knowledge while in-gameafied
“Metagaming” and is considered cheating. Examplieyolu
are part of the cast one event and play a skeletaler the
command of an evil necromancer, you may learn whieee
necromancer’s secret lair is; however, if you netto the
game as another character who has not learnedeofattis
location and use or share any knowledge of theephgau are
metagaming.

Real (OOG) Laws
In keeping with the Magestic atmosphere, we widlyplvith a

number of in-game laws (like “No poisoning the lsngpup”
and “No brandishing your weapon while in town”),tkall
players are still subject to all national and states. Players
caught breaking any of these will be punished &oftil extent
of the law.

-Theft- In-game items can be stolen during the game;
however, by the end of the game it is required évaty item
returns to its (OOG) owner. Items that are out-arfag,
underneath a bed, or in an out-of-game (OOG) araa mot
be stolen, even if they can be used in-game. Tdfeftut-of-
game items is punishable by the law.

Drugs, Alcohol, and Smoking
The use or possession of alcohol or illegal drugsMagestry
event is strictly forbidden. Anyone caught with ghétems or
under their influence will be permanently expelfedm the
game and may face legal consequences. (Alcohol is
represented in-game by non-alcoholic beveragessiikia or
grape juice.)

Smoking is permitted at Magestry but only isignated
locations. If people are caught smoking outsidettudse
locations, or we find cigarette butts on the grqusmoking
will no longer be allowed at Magestry events. Smgki
locations will be revealed at the general meetiefpte each
event.

Lights and Fires
We try very hard to maintain the fantastical atnfesp of

Magestry, and one of the most important elementshis
atmosphere is the lighting. We do not allow the afselectric
or “white light” (this includes flashlights).

Magestry uses candles, oil lamps, firelight glow sticks
to light up the night, but no flame may be left teaded, and

a GM must approve each campfire before it is litsoA no
combat is allowed within twenty feet of a flame éopor
enclosed). Flashlights and electric lights may didyused in
an emergency. NOTE: Some electric lights (suchliakef-
bulbs or Christmas lights) may be allowed, but@skM first.

Real Weapons
Magestry uses safe “boffer” weapons for its condyatem.

No player is allowed to carry real weapons (liveett, but we
may allow them to be used for decoration in safe@s (ask a
GM). On the other hand, real armd permitted (and
encouraged) as long as it doesn’t contain spikkslels, or
anything sharp.

We Are Not Liable
We've made the Magestry gaming system as safe ssipe,
but, as with any physical activity, there is stifik involved.
Once or twice a year, each player will be requit@dign a
waiver acknowledging that Magestry is not liable ifguries
sustained during an event. By signing the waivey ggree
to:
-Follow all safety regulations
-Inform us if you discover any problem that migimdanger
the safety of others
-Inform another player if one of his/her own weapon props
is or becomes unsafe
-Refrain from any (OOG) illegal activities
-Refrain from consuming, possessing, or being unither
influence of alcohol or illegal drugs while at areat
-Understand all the game’s policies and involve#tsi

Permission From Parents
You must be at least 14 years of age to play Mageany
player under the age of 18 is required to submiittevr
permission from a parent or legal guardian at eaant and
must also have the signature of a parent or legaidjan on
his or her most current waiver.

Game Masters (GMs)

Game Masters (GMs) are the staff members who atkamge
of the game. All other staff members report to tHemtheir
assignments, and all players must obey anything ah@M
tells them regarding the game. Throughout this bgola will
notice that there are instances when you neednsuttoa GM;
these are not suggestions but requirements. All @ilsbe
introduced at the general meeting before each event

Plot Central (NPCHQ)
“Plot Central” (sometimes called NPCHQ) is an ofsgame
area(s) where the cast members (NPCs) receive their
commands and don appropriate costumes. Playersare
allowed in this area without permission from a GMlass
there is an emergency. There will always be attleas GM
in this area unless an emergency brings him oahery. The
location(s) of Plot Central will be revealed at theneral
meeting before each event.

Lost and Found
If you find an out-of-game item that seems to hbeen lost
by its owner, please bring it to the Lost-and-FouwdPlot
Central. In-game items that were lost or stolenlmamsed or



sold in-game, but they must be returned to theinewor
turned in at the Lost-and-Found once the game ends.

If your boffer weapon is stolen in-game, yoaymetrieve
it through in-game means or buy another one in-gaWRC
weapons (with a red stripe around the hilt or potnaemor,
and shields are considered useless (unless otleervaited)
and must be given back to the cast member who iisedo
Plot Central. (See “Taking Weapons and Armor” irater 5:
Equipment.)

Registering for an Event

The most convenient method of registration is thfothe
Magestry Database at Magestry.com. Log in to tlegésdtry
Database and look for the “Register for Future Esearea.
Select the event date, your character, and wheuewauld
like to sleep, and then click the Add To Cart battd~ollow
the directions on the screen that appears to caengieur
registration.

Also, you can click the “See Who Else is Registétmatton

to see who is planning to attend the upcoming every

default, the next event date is shown, but youatsange the
date by altering the selection in the dropdown menu

The best method of registration is to pre-regibtesubmitting
your payment to us no later than one week beforevemt
(Friday). This will lessen the risk of you not bgiable to play
due to event space selling out. Registrations akent on a
first-come first-serve basis. You may not be ablglay if you
try to pay at the door, and even if there is spaggistration
may be more expensive. Visit our website, Magestm, to
see the schedule of events and their rates.

You can submit payment in-person by cash ecklfmade
out to “Magestry”) or by sending a check (not cagh)the
address provided at Magestry.com.

-Cancellations- If you cannot attend an event that you have
registered for, you may be refunded half of youyrpent as
long as you cancel at least one week [Friday] leefor event.
Later than that time, you will not receive a refurthlf of
your registration fee is a non-refundable depdsitwever, if
you announce your cancellation far enough in adeame
may allow you to use your payment toward the pre-
registration of another event. If, for some cragason, an
event is cancelled, all players will have the optif a full
refund or using his or her payment to pre-regifteranother
event.

Though it is free to be a member of the dd&Cs should
notify us before the event of their intention taylSpace and
food for NPCs is limited just as it is for playesasyd requests
to be an NPC will be taken on a first-come firstveebasis.

-Minimal Attendance- A player may register for an event as
Minimal Attendance. This allows someone who caraitend
an event have his character still earn Skill Poialthough at a
reduced rate. The registration cost is the sanferasnormal
event, since for all purposes, your character issiwered as
having attended the event. Players who registeafoevent
and do not attend without telling us ahead of tiwi# be
marked for minimal attendance unless another aermegt is
made out of the kindness of our hearts.

Weather
Magestry events will be played in any weather, sme
prepared for anything. If some kind of dangeroustyere
weather interferes, each registered player wilhogfied of a
cancellation.

Disclaimer About Gender Usage
For the sake of ease while constructing and readliisg
rulebook, the male gender is used from here onryivieg
that is written for “him” also pertains to any othgender.
There are also instances when a creature or cesawill be
referred to. For these purposes, every characternlss
considered a creature (whether the term flattewsoyaot).

Being on Staff for a Game (NPCing)
Everything from here until the beginning of Chaptgrertains
to being an NPC at Magestry. If you are a Playear@tter
(PC), feel free to skip to Chapter 1: Creating ai@hter.

NPCs

Non-Player Characters (NPCs) are technically thgaime
personalities assumed by the cast members, butettme
“NPCs” may also be used to refer to the cast mesmber
themselves. The cast is the driving force behiradtoryline

of a Magestry event. They are the beasties thatptager
characters battle, the strange and new people tthey
encounter, and the workers hidden behind the scé&mg®ne
eligible to play Magestry is eligible to be an NPC.

NPCs should be familiar with the rules, bugytmeed not
have them memorized; just like the PCs, they dmwald to
ask for a clarification when they do not understaadhething.
No NPC is exempt from the rules or policies of gjagne.

Check Magestry.com for details about NPCing &0
particular event.

Notify Us Early
If you plan to NPC, please tell us by at least wreek before
an event. We need time to figure out who we hawkvahat
plots we are going to use them in. Also, spaceNBCs is
limited, and there is some chance that you will m@table to
get in at the door.

Registering as an NPC

Registering as an NPC is free. You may do so byilamga
NPC@Magestry.conor by using the Magestry Database. Log
in to the Magestry Database and look for the “Regi$or
Future Events” area. Select the event date and sleéect
“NPC Lodging” from the dropdown menu under Lodging.
Once you do that, the “Register as an NPC” buttah w
become active. Click it.

What You Need to NPC
-Warm sleeping bag
-Extra clothes
-Extra socks and footwear
-Rain gear (something that doesn’t appear modern)
-Healthy snacks
-Personal hygiene items
-Bug spray and first aid kit



-Flashlight (only for emergencies)
-A watch (keep it hidden OOG)

-Your own costuming pieces are always a bonus. Wk w

supply you with costuming, but you should at leastar
clothes that don’t look mundane (try black pantd arblack
sweatshirt). Also, try to wear something with a ketoor two.

How It Works

You will report to the event site in time for thePR (cast)
meeting that happens just before the event. We geillyou
initiated and bring you up to date on the game&sydine.

During the event, you will be responsible for chiagkthe plot
book and knowing when you are scheduled to be pioa

You should always have a watch hidden on your pessm
you are not late for a plot; everyone is depending/ou. At
certain times, no plot will be scheduled for yole$e times
are when we will send you out as a wandering beasti
something. We might even allow you to execute ohgoar

own ideas.

The Plot Director

At all times, there will be a GM or knowing NPC peat in
plot central called the plot director. The plotetitor’s job is
to see to it that all scheduled plots are perforragdvritten
and that the players are supplied with adequatrtamment.
For a smooth and successful event, all NPCs musy tie
orders of the plot director. If you want to playparticular
character or run a particular plot, you must alwayet
permission from the plot director and follow his ber
instructions exactly.

Cast Leaders

Usually, there will be multiple NPCs scheduled #osingle
plot. One of the NPCs will be assigned the job Gfast
Leader” by the Plot Director. The cast leader i<large of
that particular plot once the NPCs leave plot antif a
problem or something unexpected arises during tog the
other NPCs will listen to the cast leader for thiestructions.
The cast leader is also responsible for givinglaréport of
the plot to the plot director once it is complete.

NPCs who know the rules very well and provat tthey
can be trusted as cast leaders tend to be rewandeg than
average cast members.

Changing the Plot

Please don't ever change the plot that you areasgupto be
playing. We set them the way they are for goodarsslf you
are playing nothing more than a little wanderinglston and
you run into a group of the most powerful charater the
game, don’t suddenly make yourself a big, toughlet&ke
warrior. We want to make Magesta seem as real ssilge,
and high-level characters have worked hard forrigbt to
mow down a sorry, walking pile of bones every omtea
while.

If something goes seriously wrong with thetpland it
cannot go off as planned, the cast leader will digiour
course of action. Unnecessarily changing the ptb& we
write is considered cheating.

Be Who You Are

When you go out to play a character, even if ijust an
average goblin that will probably die quickly, bew® that
character to the best of your acting ability. Eattaracter
should be unique and have its own motives and aonisit
Think up a name and a short background for youracter
before you go out; it will vastly enhance your rplaying.
You should never play two characters that look saene
unless they are supposed to. When changing rotest jist
change your weapon and your shirt. Change your rapke
your accent, your personality, or whatever it takegshat no
two of your characters can be mistaken for eachroth

Also, realize that, even though you are an NR@ all
NPCs are on the same side. For example, being &ngob
doesn'’t protect you from zombies: you've got wheyt want:
living flesh! If you just remember who and what yave,
others will take notice of your role-playing abjlitand you
will be rewarded for good role-playing just likeetlplayers
are.

Keep Plot Central Clean
Always properly store away the masks, weapons,uausig,
and other items that you use. You should nevet atasther
plot until plot central is clean and orderly afyeur last plot is
completed. This will help the game move as smootsy
possible and keep our merchandise is good worlongition.

OOG Considerateness

Being a member of the cast, you serve as an exafopla|
the players at Magestry. You should always be asiderate
as possible and remember that your opponent is fyamd
before he is your opponent. If there is ever a tjoesabout
the result of a battle, the decision should alwag$n favor of
the player. The player characters have to survivéhe same
resources all event, while you can always go baclplot
central and become a new character.

Reporting Players
If you notice that a player is cheating or beingpinsiderate or
unsafe, please let us know. Under the same tokenslyould
also report players that do a good job role-plagaghey can
be properly rewarded.



Chapter 1: Creating a Character

This chapter will guide you through the charactezation
process. The following chapters are where you agtually
create your character, but this section will hedp yse those
chapters most effectively and design a vivid andque
character.

After you have played your new character foe @vent,
you will have the option of changing his charadics
without loosing skill points; however, after twoeaus, that
option is closed to you. You are allowed to haveltipie
characters, but you may only play one characteepent (see
“Having Multiple Characters” later in this chapter)

Begin creating your character once you haveast some
idea of what he will be like.

Choose a Race
Many races live on the World of Magesta, but onlgnaall
fraction of them are available to player characté@nsrn to
“Chapter 2: Races” to read about the different saeilable
to you.

Choose a Name

This can be one of the most difficult parts of tire a

character. Your character’s name should be songethat fits
well in a fantasy setting but that is not copieahira popular
source. Your name should be distinct. Having a thashe is
helpful, especially if your first name is only dlaple or two.
You don’t want to be called simply “Jack” or “Ros&ven if

you don’t think your character is the kind that shibhave a
last name, you can add some other descriptor (llkek the
Bounty Hunter” or “Rose of Thornville”). If the dfanforms

you that your character name is problematic, plbasiexible
and alter the name in some way.

Choose a Class?
Nope.

Magestry is not a class-based system. Thisnméhat
when you create your character, you do not choostass
(like warrior, rogue, or wizard) for him to be. Usrdsuch a
system, if you decided your character to be of, geywarrior
class you would be able to purchase fighting skibsg.
Disarm, Cripple, Fatal Crit at low costs, but it would cost
you much more to purchase stealth skills (é&/gylay, Dodge,
Backstab ? and magic skills Read Magi¢ spells, etc.), and
many stealth and magic skills wouldn’t be availatolg/ou at
all (which, by the way, is like saying you'll nevbe a good
tap-dancer because you're already really good #inge
encyclopedias).

Magestrys a skill-based system. This means that you build
your character by purchasing individual skills, aalt skills
cost the same amount for every character. You lvanwever,
decide that you want your character to focus ortiimgy
techniques and even call yourself a warrior, bat ttoes not
mean that you cannot ever have the ability to caagic
spells.

Since skills are purchased in a tower fornsat(“Chapter
3: Skills”), as you purchase fighting skills, mopewerful
fighting skills will become available to you (tharse goes for
stealth and magic skills). It is also possible aocus on all

varieties of skills, but it will simply take youharacter longer
to be able to purchase the most powerful skilleach chart.

We have designed Magestry as a skill-base@msyso that
you can “mix and match” skills and create exacthe t
character you want. We also realize that playetsnothange
their minds about their characters’ skill advancetaeafter
having played them for a while. Here, charactersgtdft to a
different course of study without disrupting thattivancement
or losing skills or powers that they already have.

Choose Skills
Skills are the basic building blocks of your chaeac Your
character acquires skills by purchasing them witéa Skill
Points (SP) that he earns. When you create yairdiraracter
you will begin with 200 free Skill Points; you calso earn an
additional 20 SP by submitting an acceptable charac
history. See “Chapter 3: Skills” to learn how toesfd your
skill points and then purchase the skills thattargour liking
and available to you.

While choosing skills, you should have a wisiof your
character in mind. Think about what you want hinb&able
to do when he is more experienced, because thks gkil
choose now will affect what skills you can purchdster.
Though Magestry is not based on a class systemg thay be
Prestige Classes available to your character dtehifgvels.
See “Chapter 12: Prestige Classes” if that souiids dn
interesting option to you.

Make or Buy a Costume

In keeping with Magestry’s fantastical atmosphem must
wear a costume that is appropriate to your charaCtstumes
don’t have to be expensive or elaborate. A rectimguiece of
cloth with a hole in its center will function astabard when
tied on using a rope as a belt. Please avoid wghlire jeans,
white sneakers, shirts with modern designs, or @athing

that is easily recognizable as not being appropri@t a
Medieval or Renaissance setting. We work very herd
maintain the fantasy atmosphere, and we will rewand for

your efforts in helping us in this venture. For ttwse ideas,
watch a fantasy movie lik&he Lord of the Ringsr find a

history book with good pictures and drawings.

Arm and Armor Yourself
If your character uses a weapon and/or armor, ydub&
responsible for supplying yourself with those iteasswell.
Details on the construction and use of safe weapondsarmor
come later, in “Chapter 5: Equipment” and “Chapter
Combat.”

Give Your Character History
As you will find once you first play Magestry, Magia is a
very vivid place, and we want your character tdlaone of
the same vividness. Everyone has the same raceskdlsdto
choose from, but only you can decide exactly whgvar
character came from and what his characteristesSat aside
some time during your character creation processitmy him
to life. Begin by answering the following questions
-Where is he from?
-Who is his family and what is their history?



-How did he get where he is now?

-What are his goals and ambitions?

-Who or what are his greatest friends? Enemies?

-What are his greatest fears?

-What were his previous professions?

-When was he born? (The current in-game date cdolbel
at Magestry.com.)

Keep in mind that it is easier for the stafff\agestry to
write plot for your character if your history isygdle and not a
heroic epic. If your are a new player starting ydirst
character, it doesn’'t make any logical sense if History
dictates that he was a great war general or thd bEaome
renowned mages’ guild.

Also, you cannot create your character a 8dndhat gives
him a benefit over any other character. (Example:ddn be
from a wealthy family [not nobility], but that doe®t mean
he will begin play with any more money than another
beginning player because of it.)

Submit a written description to us. Tell us as maslyou can
about your character (make it easy for us to referejuickly),
but try to keep it under one page in length. Youl we
rewarded for your efforts with 20 Skill Points anchore
importantly, a role-playing experience that has rbee
personalized for your character. If your charabistory does
not fit with the atmosphere or seriously clasheshwhe
geography and/or history of Magesta, you will b&easto
revise it. Information about the World of Magestancbe
found at Magestry.com.

Once your history has been accepted, you can reviatvany
time. To do this, log in to the Magestry Databasgect your
character’s name from the dropdown menu, and diak
View Character button. Then, go to the Informati@sthering
area near the bottom of the page. Click the Vievar&tier
History button. Rereading your character hist@yaigood
way to prepare for an upcoming event.

Changing Your Character
We've designed the rules to make it very easy foury
character to change his course of study wheneuemgmt. In
addition, we will allow you to completely change uyo
character (as many times as you wish) until thanmbgg of
the fourth event you play with that character.

The Parts of a Character
No matter what other skills are purchased, all ati@rs have
the following attributes:
-Hit Points
-An Armor Slot
-A Spell Protection Slot
-A Shielding Slot
-A Bestowment Slot
-Enhancement Slots (special rules)
-A Cantrip Pool

Hit Paints
Hit Points (HP) are a representation of your charé health
and stamina in combat. Basically, the number of Pbints
that he has equals the number of points of damageah

endure before falling unconscious. All charactergib with a
base of 5 Hit Points. The skilloughnesgrants an additional
Hit Point to the character’s total, and it may lbgured more
than once. Certain skills add Hit Points that carbehealed
once damaged; these are known as “temporary Hit&oi
because, once they are damaged, they can nevegieed.

The average weapon strike does a single pdidamage,
meaning that if you are hit anywhere on your boeycgpt
head, hands, or crotch, which are illegal targgss] will lose
one Hit Point. If you reach zero (0) Hit Pointsuyaharacter
becomes unconscious and begins bleeding to deaivever,
the attack that brings you to zero (0) Hit Pointgsinstrike
you in the torso; otherwise, you will remain comss with
one Hit Point and an injured limb (see Injured LimRble).
There are 4 types of effects that deal numeric dentlzat can
make you lose consciousness even if they donydtin the
torso: Life Drain damage, poison damage, a gesture-based
effect that deals numeric damage, or an area-bef$ect that
deals numeric damage.

For the purpose of consciousness, temporariPblnts are
the same as natural Hit Points. If someone is usions with
zero (0) Hit Points and hasHgealth spell cast on him (which
grants one temporary Hit Point), he will then besmous
with one Hit Point. However, becausdt¢ealth is magical,
Dispel Magicor a dampening effect (likBampening Fiely
would make him fall unconscious again unless he had
regained at least one natural Hit Point in the rtis@(and he
can even use the skHirst Aid on himself).

Injured Limb Rule: If a weapon strike deals enough damage
to bring you below one Hit Point but does not lauyin the
torso, the limb that was hit becomes "injured" amiisable
(and you remain at one Hit Point). An injured lirabsumes
the “crippled” state for 10 seconds. Healing oneRint will
make one injured (or stunned or crippled) limb Usagain,
but gaining no amount of temporary Hit Points wikal a
limb, no matter what state it is in.

Bleeding Out: Once your character has been brought to zero
(0) Hit Points, he will fall to the ground, uncoimsgs, and
begin “bleeding out.” If you remain at zero (0) Hibints for

15 minutes, you will die.

Final Blow: Once your character has been brought to zero (0)
Hit Points or is otherwise helpless, one well-pthagtack will
instantly kill him. This attack is called a Finald®v. A Final
Blow is performed when someone places a weaponoon y
torso and clearly and slowly states, “Final BloweQfrinal
Blow Two, Final Blow Three.” This count must be tated if

it is interrupted by another character activelyeteling your
character or if your character moves or is moved.

Visiting Death: After your character has been dead for 15
minutes (whether from bleeding out or from beinglte
Final Blow), his body will “meld with the earth” drhis spirit
will go to see the Incarnation of Death. If thigphans to you,
go Out-of-Game, come to Ops, and tell the staff yloa need
to see Death.

See the “Dying” section in “Chapter 6: Comb&it more
information.



Rest Period Rule:If you are between one and 4 Hit Points
and rest for 10 minutes, you will return to 5 Hiifts at the
end of those 10 minutes. ("Resting" means you daangage

in combat, run, or do anything strenuous.) Alsg; anusable
limbs will become usable again at the end of a Restod.
The Rest Period Rule does not apply to you if yeaudead or

if you are unconscious from Hit Point damage.

The Armor Slot
Every character has the ability to benefit from arpboth
physical and magical. Armor grants Armor Pointsjclihare
similar to Hit Points, but they work a little diffently. See
“Chapter 5: Equipment” for details.

The Spell Protection Slot
Every character may benefit from only one type q@klS
Protection at a time (see “Chapter 10: Magic” fetadls).

The Shielding Slot
Every character may benefit from only one type bie&ling
effect at a time (see “Chapter 10: Magic” for disbai

The Bestowment Slot
Every character has one Bestowment Slot into whiwd skill
can be bestowed at a time. Buying the dkiltra Bestowment
gains you an additional Bestowment Slot. A skill yiaur
Bestowment Slot acts as if it is one of your owiliskhat has
not yet been spent for the day, except that, whenuse it,
you have to use it exactly the way it was giveryaa (same
Effect Type, Power Level, Base Mode, and whateVse &
relevant).Dispel Magic of any Power Level, cannot dispel
something that is in your Bestowment Slot. Anything/our
Bestowment Slot remains there Until Used, meantngan
carry over from day to day (but not between events)

Enhancement Slots
Enhancement effects have special rules about homy ro&
each of them you can use at a time. These arenedtin the
descriptions for those individual skills.

The Cantrip Pool
Every character has a Cantrip Pool consisting @a®trip
uses. One spent Cantrip use is restored afterraidOte Rest
Period. See Chapter 3: Skills for more informatiamout
Cantrips.

Stacking Limits: There are various rules on what kinds of
bonuses can and cannot be stacked with each otloer.
character can never, at one time, benefit fromcamybination
of Temporary Hit Points, Armor Points, and Tempyprar
Armor Points totaling more than 8. Armor Points ymt from
physical armor are considered Temporary Armor Roartd
are part of that cap. Natural Armor is not. If dlgkat grants
Temporary Hit Points or Temporary Armor Points wbplsh

a person over the 8 maximum, that person decideshwh
points remain and which points vanish. The samdiegpfor
donning actual armor that would result in exceeding 8
maximum.

There is also a cap on the amount of extra damagean add
to a single attack (as fronkeat of Strength, Weapon

Readiness, Power Attacktc). The cap is +8 damage. This
does not include the base damage done by a skilldeals
numeric damage (lik€rit 2 or Backstab » Similarly, if you
have the ability to stack multiple kinds Bamage Reductign
you can never reduce more than 8 points of damiage &
single attack.



Chapter 2:

Choosing a Race

Magesta is home to a multitude of mythical racese T
most common are humans, elves, orcs, and dwarugs, b
others have risen from the pages of fantasy liteeato join
us. There are also many others unique to the Dabide, and,
due to the nature of the place, still more are toriky
appearing.

Unlike other role-playing games, Magestry dnesassign
benefits or restrictions to any race, because we tfeat the
characters should be as varied as the people glédyam. We
will not discourage dwarven wizards or orcish tlgvby
restricting their skills due to race. If you thinlor example,
that your dwarven warrior (focused on fighting teicfues)
should be more resistant to poison or magic thhalfelven
rogue, then you will have to purchase the appropsaéills to
achieve that.

The following are descriptions of the standafdyable
races found on Magesta. The first character yoy pha
Magestry must be one of them. Remember, you are
obligated to play your character as his race i<nilesd: the
“Description” line describes an average memberhef tace
and “Preferred Height” only states the height tivat prefer
you to be if you are to play the character (you dmobey it if
you think you can play the character convincingkgpite your
height). You are, however, obligated to acquire amdr the
“Special Costuming” described for a particular radée will
try to keep a constant supply of elf ears, imp kpamd make-
up for sale, but try to come prepared for your askaracter.
You will be awarded bonus skill points for a wedtdiled
costume.

not

Humans

Description: Humans are the most common race on Magesta
and, as you might imagine, they are the easiegtldp for
purposes of costuming because they are very sintdar
humans in the real world. The characteristics ohans vary
greatly, so we will give no suggestions as to howdie-play
as one.

Age of Maturity: 17 years

Average Lifespan:70 years

Maximum Lifespan: 110 years

Preferred Height: Any

Special Costuming:None

Elves

Description: Elves are sometimes light-hearted though tend to
be quite stern folk who dwell in the forests of Mata and
gravitate toward the practice of magic. They amailsir to
humans in appearance except that they are a bilesrimasize
and have the distinctly pointy ears of the faeok that they
descended from.
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Around the age of 250, an elf will usually begn a life-
quest to secure himself a resting place in Elfhégtilf-
home”), the mystical realm of their ancestors thatccessible
only to pureblooded elves. If the elf does not hegtfheim by
the end of his lifespan, he will die of old ageMagesta.

Age of Maturity: 50 years

Average Lifespan:500 years
Maximum Lifespan: 700 years
Preferred Height: Any

Special Costuming:Pointed [EIf] Ears

Dwarves

Description: Dwarves are a short but sturdy people who
originated in the mountainous lands of the worlshstdwarf
clans prefer to mine jewels and guzzle strong algheir
ancient kingdoms under the mountains, but thera &g that
have taken to lowland cities and even forests. (T grows
extremely fast and most dwarves take pride in theng
beards — even the females. Most dwarves avoid mtagic
pursue fighting skills but a few legends speak @fryv
powerful dwarven sorcerers.

Age of Maturity: 30 years

Average Lifespan: 250 years

Max Lifespan: 325 years

Preferred Height: Under 5’8"

Special Costuming:Beard

Orcs

Description: Orcs have long had a reputation for being
bloodthirsty savages and are not among the mostoned
sights in human settlements. However, recent yieave seen
the incorporation of many orcs into civilized sdgieand,
though the vast majority of orcs still live on thénges of
civilized life and share no love of other racegréhare many
individuals and even tribes who would rather liveomg the
humans, elves, and more benevolent races of MagEstse
orcs are usually kept under a close eye until ey prove
themselves trustworthy; even so, some, especiallsinees
and elves, never forgive them their brutal heritage

Age of Maturity: 15 years

Average Lifespan:50 years

Maximum Lifespan: 80 years

Preferred Height: Any

Special Costuming:Lower Canine Teeth and Gray, Green, or
Brown Skin



Drakians

Description: Drakians are a scaly lizard-like people that are
said to have descended from an ancient line ofesshjjting
dragons. They tend to have a very stern attitudegare equal
consideration to both combat and magic studieskiBna are
uncommon, but their population is spread evenlgubghout
Magesta.

To play a drakian, you are required to havaysskin of
any color. For this you could wear a mask, makeeupgatex
scales.

Age of Maturity: 40 years

Average Lifespan:600 years

Maximum Lifespan: 800 years

Preferred Height: Any

Special Costuming:Scaly Skin of any Colaofwings Optional)

Faemin

Description: The faemin are a secluded forest people that
descended from a line of faeries. They are notrieally fae,
themselves, but they often find acceptance amorugeth
mystical folk when other races cannot.

Their forest settlements are hidden to all thase who
know exactly where to look (or to those who wanig¢o the
middle of a boisterous faemin festival — alive witbng,
dance, and silly games), and faemin that are raisdtiese
places are generally schooled in the magics of Natiure and
Magestry. However, because they have very shoentidin
spans, it is not uncommon for a faemin mother &mnaon her
attention-starved child on a doorstep in some huaitsn

Some faemin are welcomed to dwell in the FaalR as
an alternative to dying of old age, but those Baviins are
extremely rare.

Age of Maturity: 70 years

Average Lifespan: 700 years

Maximum Lifespan: 900 years

Preferred Height: Any

Special Costuming:EIf Ears and Glittery Skin of Any Color
(and Optional Wings)

Imps

Description: Imps are a race of red-skinned, pointy-eared,
inter-dimensional merchants that did not originate the
world of Magesta. Actually, they have been trawgliand
trading for so long that their population has sgréaalmost
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every dimension in the Dabbleverse and no oneallyrsure
what or where their home world is. Imps have a tagon for
being ruthless salesmen but many choose to makeabelth
through adventuring.

Age of Maturity: 20 years

Average Lifespan: 140 years

Maximum Lifespan: 200 years

Preferred Height: Any

Special Costuming:EIlf Ears, Horns (optional), and Red Skin

Mongrelians

Description: The mongrelians are also a race that did not
originate on Magesta. They were once a race of likan-
creatures living peacefully on some far-off worldhem an
epidemic swept through their population. With threimaining
power, and some help from outside sources, thegedetheir
ragged forms with the healthy bodies of various efand and
aquatic creatures. They became known as mongrelians
because of their mongrel appearance and quickharbhec
shunned by those of their original race who weileshole.
As a result, the mongrelians set out in searchofter world
that would accept their demented forms. They fouhe
World of Magesta and emigrated there about 2,0@0syago
in an event known as the Great Migration.

Mongrelians usually have some human featuigedwith
the features of one type of creature (e.g. rat besr, etc.), but
there are many with the features of multiple cresgtuand
some with no noticeable human traits to speak aindfelians
are as mixed in their professions as humans.

Age of Maturity: 17 years
Average Lifespan:70 years
Maximum Lifespan: 110 years
Preferred Height: Any

Special Costuming:Your Choice

Mixed Races

Description: Though certain combinations have never been

heard of, every race described above is reprodelgtiv

compatible with every other. Feel free to play areleter that

is any combination of two or more of them, but beegto give

us a good written history that describes how itthat way.
Many half-races are common throughout fantasyature

(half-elves, half-dwarves, half-orcs) and you cdructure

your character like one of them, or you can makg ather

combination. You are to decide what your speciatwming

is, but ask us if you want to know your combinatoaverage

lifespan and preferred height. Be warned that hahtzrracial

combinations are welcomed by all people.

Age of Maturity: Average of all Involved Races

Average Lifespan:Average of all Involved Races

Maximum Lifespan: Average of all Involved Races



Preferred Height: Any
Special Costuming:Your Choice

Playing Other Races
Once you're familiar with the Dabbleverse settiggu may
want to play a non-standard race or even create goun.
Both are possibilities, but you will first need poopose your
idea to a GM. In playing a race of your own creatigou
grant PDabble Games full permission to use it h@aveve
deem appropriate.
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Chapter 3: Skills

The use of skills is what makes Magestry more thast a
weekend of acting. Some of the skills that you gyair
character (likeLiteracy) you might have in real life, some (like

the ability to cast &ireball spell) cannot be learned in the real

world, and others (like the skitabiliz§ are nothing more
than a representation of one of your charactegditogs.

Gaining and Using Skills

You purchase skills for your character by spendsigll
Points (SP) on them. Every player receives 200 Bkl
Points when he creates his character. After thdtl Boints
are earned by playing the game. Your characteils site a
representation of his abilities. Some of his aile#lit however,
cannot be purchased. For example, your ability ¢bves
riddles, move silently, or pick another charactgtscket is
based on your out-of-game talent. The skills tlwat gurchase
are to be used in-game and must be used by theathathey
were purchased for; they cannot be bestowed upproter
character during the game unless it is a skill thictly states
otherwise in its description.

To purchase a skill for your character, log tm the
Magestry Database, select your character's nama fitee
dropdown menu, and click the View Character buttdimen,
click the Buy a Skill button located at the bottoifthe page,
On the next page that appears (only skills thatr yharacter
is able to purchase will be shown), choose thd gkil want
to purchase and click the Buy Skill button.

Most skills are expendable, meaning a charamtéy has
access to each one once per day, but some arerpartrskills
that he can use all of the time. They each havterdifit
functions, but many of them are used in similar svaylost
skills have out-of-game (OOG) statements that geplanust
call out when using them. An offensive skill calust come
before or during (not after) the attack that isivdeing it.
Defensive skill calls must be spoken immediatelgrathey
are used. Since these statements are said outya;ghey
cannot be heard in-game and they can be spokenitwen
character does not have the ability to speak foresm-game
reason.

If your target could not understand your OOl s
statement due to excessive noise or because itwghgd or
mumbled, it is considered unused unless he haslgoifly for
him (but if the skill was a weapon skill, the weagsirike still
does a point of damage even if he did not hear YpOG
statement).

All skills are equally available to all chataxs, but many
of them require that a character has already gaswde
prerequisite skill(s). There are several types killss in
Magestry and they are acquired and used as follows:

Flat Skills

Flat skills are skills that can be acquired outsiflany school
or skill routine. Your character can gain them withhaving
to learn many other skills first; however, somet B&ills do
have prerequisite skills. Skills on the MiscellangaSkills
Table and the Weapon Skills Table are all Flat ISkill

weapon skills and some of the miscellaneous skills
permanent (meaning they cannot be spent). Oncerader
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learns them, he can always use them (unless othgame
circumstances  dictate  otherwise).  However,
miscellaneous skills are expendable (meaning theyoaly be
used once per- day-per-time-purchased). The nuwibeses
per day is listed in the skill description.

Tower Skills

Tower skills are those that a character acquiresutth a
specific skill routine. Tower skills are categodzato grades,
and there are ten grades for every routine or dobfoskills.

Unlike Flat Skills, you don’t purchase individudiléss when

you are dealing with Tower Skills — you purchadl slots

Each skill slot has a grade and a type (e.g. a&2alighting
Skill Slot or a Grade 10 Stealth Skill Slot) aneyhcost 10
skill points per grade. When you purchase a skit ;1 a
particular grade and school, you purchase the fight/our

character to use any of the skills listed in thetdg of that
school. The beauty of a skill slot is that a chteragets to
choose which skill to use it for, as long as iniskill of the
appropriate grade. All skill slots are expendaliey can be
used once per day.

These are called Tower Skills because skillssmust be
purchased in a “tower” format. A character musteham equal
or greater number of lower grade skill slots befouechasing
higher-grade skill slots, and he must have a mininui two
skill slots in each grade before moving on. Somb &kvers
might be constructed like this:

44 4 4444
33 33 333
22 or 222 butnot 22
11 1111 1

A character wishing to learn from more than oneostlof
skills must build skill towers in each one sepdyaExample:
After purchasing two skill slots in Grade 1 Figlgtirhe could
not then purchase a Grade 2 Stealth skill slotime&ighting
and Stealth are separate schools; however, he pautthase a
Grade 2 Fighting skill slot.

To use a certain tower skill, a character nmaste access to
at least one skill slot in that skill's school agdhde, and as
long as he has access to a skill slot he can ysskdhin that
particular school and grade. Example: Fayne thebFand has
access to one Grade 4 Fighting skill slot. Shesgend that
slot to use any one of three skills that are int thaade:
Cripple, Crit 4, or StaminaShe decides what skill to spend
the slot on at the time of use, so she can usekii¢hat best
suits her particular situation. Upon using the Iskhe slot
becomes used and will not be regained until sun(Galy
used skills are regained at sunrise; charactersotagain
additional unused skills.)

A skill slot of a higher grade can always Bedito perform
a skill of a lower grade in the same school. Thisften called
“downcasting,” whether referring to magic spells @on-
magic skills.

some



Baggage Skills
Once a character has purchased at least one $killirs a

particular skill school and grade, he acquiresBaggage Skills
that for that school grade. Baggage Skills are lhsparmanent
and not expendable (unless otherwise noted). (Ebeankieran
the Fencing Fancier has just purchased his firad&2 Fighting
skill slot. In addition to being able to use a Ge&dskill once per
day, he also gains an additional Hit Point to hi® tdtal because
the skill Toughnesss the Baggage Skill for Grade 2 Fighting.)
Purchasing multiple skill slots in a certain grad# not result in
multiple acquisitions of corresponding Baggage ISkil

Cantrips
Cantrips are simple, low-powered skills that arailable, for

free, to every character no matter his skill cheic&very
character, when created, has a Cantrip Pool ofrripauses. For
each of those 8 uses, he may choose to use kittdror Essence
Strike (see Chapter 13 for details on those spells). iBgithe

Cantrips Baggage Skill at Grade 1 in any school adds that

school's Cantrips to your list of Cantrip Optionsnlike a
Specialization Pool (see Specialized Skills), gaina Cantrips
Baggage Skill does not increase the size of yourtripaPool.
The skill Extra Cantrips however, will increase your Cantrip
Pool by 2 uses each time you acquire it.

Unlike other skills, one spent Cantrip useestored after a 10-
minute Rest Period. Should you run out of Cantgps,) you may
always spend any tower skill slot you have avadatol perform
any Cantrip you have access to.

Alchemy and Toxicology Skills

Alchemy and Toxicology skills are somewhat like &wskills,
but they have very unique acquisitions and uses."Skapter 11:
Alchemy and Toxicology” for rules on these skills.

Prestige Skills
Prestige Classes are options that are availabj®uo character

once he has gained some experience. Like the sig bahools of
study, Prestige Classes are purchased in towelafaand include
Baggage Skills at each Grade. See “Chapter 12tifzdaSlasses”
for details. Even more Prestige Classes and PecStkgls can be
found in the supplemen®rofessions & Prestigeavailable at
Magestry.com.

Profession-Based Skills

When you acquire the skillProfession there are many
professions to choose from. Profession-Based Skilts skills
designed around the various professions. Any cleramay
acquire any Profession-Based Skill as long as hetsnthe
prerequisites. The skiProfessionis never a prerequisite for any
Profession-Based Skill;, however, having the appaber
Professionwill decrease a Profession-Based Skill's Skill iRoi
cost. For details, including the complete list obfpssions and
Profession-Based Skills, sed’rofessions & Prestige, a
supplement available at Magestry.com.

Specialized Skills
Once a character acquires his figtill Specializationhe gains a

Specialization Pool that contains 8 uses. OnlysHikkthat he has
specialized in is available to be used with thesuse his
Specialization Pool. Upon specialization of a sekcskill, the size
of the character’s Specialization Pool increase? bges and that
second skill becomes another option on which tad@ay of the
uses of his Pool. Every new specialization gairfezt the second
works the same way as the second: the new skilbro@nd 2
more uses are added to the character’s SpecializBtiol.
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A character’s Specialization Pool is compoggdll skill uses
gained from any skill containing the word “Spedation” in its
name. All skills that are specialized, whether tlaeg spells or
techniques, are grouped into the same Pool. Sidlleed from
Favored EnemyOpportunist or any other skill does not have
“Specialization” in its name isnot part of a character’s
Specialization Pool.

Dual skills (likeCure/Inflict Wounds Pmay not be chosen for
Skill Specialization One or the other must be choseuie
Wounds 2r Inflict Wounds 2not both).

SeeSkill Specializatiorin Chapter 13 for details.

Add-On Skills

If your school of study seems somewhat limited, yoight try

looking for some Add-On skills. These skills canlé&rned (for a
fee) and added to your repertoire in a particuladg in your
school of study as long as you have already puechas least 2
skill slots in that grade of the school. Add-On liskicost a
baseline of 5 skill points per grade (some Add-Q@mesy cost
more) and purchasing one does not give you an ekitlaslot;

rather, it only adds that skill to your list of ébes for that grade.
Once added, it is treated in all ways as a skillthdt grade
(meaning it can be chosen f8kill Focus Skill Specialization

etc.).

There are many Add-Ons that are not publisined place
available to public view, and many are very ares rr find in-
game. When one of these does wander into gamee(diththe
mind of a teacher or on the pages of a book), ithathen you
will discover it.

Teaching and Learning

Certain skills, and all skill grades in every schawod routine, can
only be learned under the instruction of an expeed teacher
(i.e. someone with th@each skill). When a character is first
created, and up until his 4th game, he need notdbeicted in the
skills that he purchases. However, after that titme,can only
learn a new skill (that requires teaching) froneacher who has
purchased that particular skill and is eligible teach it. A
character can never learn a skill until he has meduall of its
prerequisites (if any). In the case of tower skdisharacter must
have purchased at least one skill slot in a pdaicgrade (let's
call it Grade X) before he can be taught skillthie grade above
(Grade X+1). Before he can actugiyrchaseskills in the grade
above (X+1), he must have met the full prerequisitdeast two
skill slots in the grade preceding it (Grade X).

PCs can only teach other PCs during in-game,tiand the
teacher must report the lesson at check-out. Betwegents, the
student can purchase the skill(s) he has learnddngsas he is
able to pay the skill point cost(s).

Not all skills require teaching (see skill led), and once a
character has acquired a particular skill he dagsaeed to learn
it again to buy another use of it.

Skills may also be learned between games fiIPCs by
spending in-game money and available between-games. d
Learning a skill costs one silver and one day feere 5 Skill
Points in the value of the skill. However, learnagkill with a
value of 60 or more Skill Points costs 2 silver ghdlays for
every 5 Skill Points in the value of the skill. @mnples: Learning
Appraise between games costs 4 silver and 4 betgaee days
because Appraise has a value of 20 Skill Pointariiag Grade 7
Spiritualism between games costs 28 silver (2.&l)gahd 28
between-game days because Grade 7 Spiritualisma kakie of
70 Skill Points.)



Skill Safety
We require that each player use his characterlks g fairly
and as safely as possible. We will take away aillyfem
any character if we feel that his player is usimgnt unsafely.
We keep an especially close eye on the use of bsivislds,
and armor. Before you can use a bow at Magestry nyost
pass a safety test administered by the staff.

The Six Basic Schools of Study
-Fighting
-Stealth
-Magestry
-Nature
-Psionics
-Spiritualism

Key to Skill Tables
Grade: The power level of the skills listed in that roWtbe
table; grade 1 is the lowest, grade 10 is the lsighe

Tower Skills: The skills that can be chosen for use with

available skill slots. These are expendable slalissthat can|
be used once per day.

Baggage Skills: The skills that freely accompany the
purchasing of at least one skill slot of their parar school
and grade.

Cost: The skill point cost of one skill slot in that gead
Multiple skill slots may be purchased.

Prerequisite: The skills that a character must acquire before
gaining skill slots in that grade.

Fighting Skills
This is the favored school of study for the chaaavho

wishes to make a career as a warrior. However, evagic
users and stealthy rogues often learn a few fighsiills for
those situations when things just don’t go as pdanrMost
fighting skills require the use of a weapon andamesidered
offensive, but some of them are defensive and ewuded

even if the character is not wielding a weapon wittich he

is proficient. Though a character can use any weaygthout
having purchased the skill (exceptorentine, Shield and
Unarmed —see “Weapon Skills”), he can only use weapon-
based fighting skills with a weapon that he is fmieht with.

An offensive Fighting skill does not deal a poifidamage in
addition to its effect. Example: If a character Ha® hit
points and is hit in the left leg by the skdtipple, he then has
a crippled left leg but still has five hit pointdowever, if you
miss your intended target with a skill but stilt tie creature
(Example: you use “Cripple” but hit the torso), aimg of
damage is dealt as normal.

To use a Fighting technique, you must call youll ¢kay the
OOG statement) before you make contact with yowapee.

If a player calls a fighting technique and rthmisses
(OOG) his target with his weapon, that skill hasefif@ct and
is not considered used; however, fighting techrsqtimat are
negated by another skill are considered used. Webpsed
techniques can also be used with thrown weaponsandss,
but they must strike the required target just asaad-held
weapon must. Example: The arrow must strike a plsygm
or leg forCrippleto be effective.

Special: Weapon-Based fighting techniques have a unique
quality: they can be used to counter other fighteghniques
of the same type (as per the skitarry), provided the
countering technique meets or beats the Power Lefvéie
attack (though the Effect Type can be differen®araple: If
one character uses Grit Paralyze against his opponent at
Power Level 3, that opponent can spend one of \is @rit
Paralyzeskills to negate it, but only if hi€rit Paralyzeis at
least Power Level 3. However, this rule does nglafo Crit
skills that increase numerical damage ket 2 or Crit 5. To
parry those skills, the appropriad®arry skill must be used.

Fighcing Skills Tadle

Grade Fighting Tower Skills (Techniques) Baggage Skills Cost Prerequisite
0 Bravery, Lesser Battle Readiness, N/A N/A Cantrips (Fighting)
Cantrips Lesser Stamina

1 Crit 2 (B) W1, Trip (B) W1, Cantrips (Fighting), 10 Light Armor, Any Weapon Skill
Withhold (B) W1 Heavy Armor

2 Damage Reduction, Toughness 20 2 grade 1 slots

Feat of Strength, Stun (B) W1

3 Battle Readiness, Disarm (B) W1, Parr Stabilize 30 2 grade 2 slots

4 Cripple (B) W1, Crit 4 (B) W1, Stamina Toughness 40 2 grade 3 slots

5 Berserker Rage, Combat Instinct, Fortitude  Fastlidg, Favored Enemy 50 2 grade 4 slots

6 Crit 6 (B) W2, Flatten (B) W2, Resist Fear, Toughness 60 2 grade 5 slots

Terrorize(S) Gaze2
7 Crit Storm (B) W1, Weapons Master 70 2 grade 6 slots
Magic Attack, Shatter (B) W2
8 Combat Maneuvers, Crit 8 (B) W2, Toughness 80 2 grade 7 slots
Crit Paralyze (B) W2

9 Fatal Crit (B) W3, Improved Stabilize, | Skill Specialization (Fighting) 90 2 grade 8 slots
Improved Stamina

10 Defensive Stance, Create Technique, 100 2 grade 9 slots
Heroism, Riposte Sturdiness

Skill Translation Key: Skill Name (Effect Type) Base Mode + Power LeBdse ModesWeapon, Gaz&ffect Types: Body, Spirit
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Stealth Skills

Stealth is the school of study for the adventurbowould rather
focus on sneaking, information gathering, and sadvithan on
frontline fighting.

Just like fighting techniques, any stealthhtéque that requires
the use of a weapon (such\&aylayor Backstab Paraly2ecannot be
used unless the character is proficient with theapee that he
attempts to use for it.

Backstab Positioning: All weapon-based Stealth skills require that
you have backstab positioning: you must be postiobehind your
target. If you extend an imaginary line through kieulders, you
should be safely behind that line. If a defendsing his best fair
judgment, thinks that an attacker was too far anfrof him at the
time of aWaylayor Backstab attack, he may declare “No Effect to
Backstab,” causing him to take nothing more thawiat of damage
as if hit by a normal weapon strike, and the atdeskskill is
considered unused. If this happens on a Backstatkathat is
coupled with a weapon-based spell, poison, or desethe spell,
poison, or disease is also considered unused.

Hypnosis: To use Hypnotize skills, the user must be withinf&et,
look the target in the eyes, and state, “Gaze {Hff¢Effect Type]

X.” Hypnosis has the following characteristicsisitnot a magic spell
and bonuses to magic resistance do not apply,nitbearesisted by
Iron Will or Alertness it cannot be used by a character that is blind,

and it requires only a moment of eye-contact; ther meed not hold
eye-contact for the entirety of the OOG statemaithether a
hypnotize attempt succeeds or fails, the victim reagpect, but he
cannot be certain that the hypnotist made an atteomp him.

Hypnosis cannot be used on a creature that isefgtengaged in
combat. See “Chapter 6: Combat” for the definitioh active

engagement in combat.

Like fighting techniques, an offensive stealth t@ghie does not deal
a point of damage in addition to its effect.

If a player calls an offensive stealth teclieicand then misses
(OOG) his target with his weapon, that skill hasefifect and is not
considered used; however, stealth techniques tteatnegated by
another skill are considered used.

To use a Stealth technique, you must call will (say the OOG
statement) before you make contact with your weaBpecial:
Unlike fighting techniques, stealth techniques dnhe used to
counter other stealth techniques of the same type.

Thieves’ Tools: Locks cannot be picked and traps cannot be
disarmed without the use of thieves’ tools. If amltter begins his
first game with at least one grade one stealth sldt, he will be
allowed to start with a free set of thieves’ toofsdditional or
replacement tools must be purchased in-game.

Scealch Skills Taodle

Grade Stealth Tower Skills (Techniques) | Baggage Skills Cost Prerequisite
0 Avoid Simple Trap, Backstab 1 (B) W2, Foclis N/A N/A Cantrips (Stealth)
Cantrips
1 Backstab 2 (B) W2, Evade, Sense Poison Cantsifalth), Spot 10 Appraise
Backstab Positioning
2 Escape, Hypnotize Confufe) Gazel, Acquisitions 20 2 grade 1 slots
Simple Mechanics
3 Backstab Snare (B) W2, Dodge, Waylay (B) Resist Poison, 30 2 grade 2 slots
W2 Spot
4 Common Mechanics, Backstab 4 (B) W2, Trap-Setting 40 2 grade 3 slots
Improved Escape
5 Alertness, Hamstring (B) W2, Opportunist, Spot 50 2 grade 4 slots
Hypnotize CharniS) Gazel
6 Backstab 6 (B) W3, Great Escape, Slow Poison sReésize Effect 60 2 grade 5 slots
7 Complex Mechanics, Escape Atrtist, 70 2 grade 6 slots
Hypnotize SleegP) Gaze2, Survival Flight Spot
8 Backstab 8 (B) W3, Backstab Paralyze (B) W3, Evasion, Investigator 80 2 grade 7 slots
Feign Death
9 Fatal Backstab (B) W3, Great Mechanics,| Skill Specialization (Stealth), 90 2 grade 8 slots
Hypnotize Paralyz€P) Gaze3 Spot
10 Battle Finesse, Free Action, Create Technique, 100 2 grade 9 slots
Hypnotize Contro[P) Gaze3 Stealth Focus

Translation Key: Skill Name (Effect Type) Base Mode + Power LeBase ModesWeapon, GazE&ffect Types: Body, Psychic,Spirit

Magic Skills
Magesta is a world that is literally alive with niagnergy and

all of its inhabitants have the potential to usé they wish.
Magic skills (aside from baggage skills) are alsmwn as
spells. There are four basic schools of magic orgédta:
Magestry, Nature, Psionics, and Spiritualism. Eachool
draws its casting ability from a different type efiergy and
has different spells at each grade. See “Chaptevia@ic” for
a full description of the acquisition of magic, thees and
implications of spell-casting, and a chart detgijlthe spells
by grade for each school. Each school of magiaurshmsed
in tower format in a tower separate from all otlsehools,
which means that each school has unique baggalie aki
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each grade; they can be found on the “Magic Bag@igiés
Table” below.

School’s Prerequisite:Before learning any spells in a school
of magic, a character must have gained the slgjlired to
learn from that school. The prerequisites are hevis:
Magestry:Read Magic

Nature:Commune with Nature

PsionicsMental Focus

Spiritualism:Spiritual Sympathy



(Dagic Spells Taobles
Magestry Tower Skills (Spells) | Nature Tower Skills (Spells) | Psionics Tower Skills (Spells | Spiritualism Tower Skills (Spells;
(Essence) (Body / Elements) (Psychic) (Spirit)
Grade 0 (Cantrips) Grade 0 (Cantrips) Grade 0 (Cantrips) Grade 0 (Cantrips)
Detect MagiqE) GO, TO Detect Poisof) GO, TO Awakern(P) T4, M2 Detect Diseasé&) GO, TO
Fire Strike(F) T1 Elemental StrikéElem) T1 DarknesgE) T1 Identify Spirit(S) GO
Lesser Magic Shiel(E) T1 Toughskin (B) T1 Detect Mag(&) GO, TO Lesser Healtfs) T1
Grade 1 Grade 1 Grade 1 Grade 1
Awaken(P) T3, M2 Awaken(P) T3, M2 ConfusdéP) G1 Awaken(P) T3, M2
Essence Missil€E) M2 Barkskin (B) T1 LaughtefS) G1, M2 Cure/Infl Wnds 1S)M2, T1
Magic Shield(E) T1 Elemental MissiléElem) M2 Psychic MissilgP) M2 Detect PoisofE) GO, TO
Refresh CantripéE) T1 Poison Shield (B) T1 Psychic Shi¢kl) T1 Health(S) T1
Grade 2 Grade 2 Grade 2 Grade 2
Confuse(P) G1 Diagnose (B) TO Despdit) G1 Despai(S) G1
DiagnosgE) TO Entangl€A) G1, M2 DiagnoséP) TO Diagnos€S) TO
Entangle(A) G1, M2 Sunbearnt) GO FumblgE) G1 SunbeaniF) GO
SunbeaniF) GO TranslatéE) GO Pain(P) G1, M2 Turn UndeadS) AO
Grade 3 Grade 3 Grade 3 Grade 3
Acid Arrow (A) M2 Elemental ArrowElem) M2 Iron Will (P) T1 Calm EmotiongS) G1, M2
Magic Armor(E) T1 Freeze Limhjl) G1, W1 Psychic ArroviP) M2 Cure/Infl Wnds 2S) M2, T1
Pain(P) G1, M2 Elemental Weapdiklem) T1 TelepathyP) GO FearS) G1, M2
Spell Resistancge) T1 Strength (B) T1 Weakness (B) G1, M2 Stren§hT1
Grade 4 Grade 4 Grade 4 Grade 4
Dispel Magic(E) GO, T1 Calm Emotion&s) G1, M2 Fea(S) G1, M2 Detain SpiritS) G1, M2, T1
Essence Weapdix) T1 Gust of WindL) GO Psychic Armo(P) T1 Iron Will (S) T1
Magic Lock(E) T1 Regenerate Limb (B) T1 Reledsy T1 Remove Diseagé) T1
Strength(E) T1 Spell Resistangé) T1 SilencgE) G1, M2 Speak w/Dea(5) GO
Grade 5 Grade 5 Grade 5 Grade 5
Bestow MagiqE) T- Elemental Bol{Elem) M2 Charm(S) G1 Cure/Infl Wnds 4S) M2, T1
Cripple Limb (B) G1 Neutralize Poison (B) T1 CommddR) G1 Dispel MagidE) GO, T1
Lightning Bolt(L) M2 Remove Disease (B) T1 Psychic Bt M2 Silence(E) G1, M2
Silence(E) G1, M2 Stoneskin (B) T1 Psychic Weap@?) T1 Spiritual Weapoi(S) T1
Grade 6 Grade 6 Grade 6 Grade 6
Identify (E) TO Aspect of the Opossum (B) T2 Delusiét) G2 Charms) G2
Magic BondgE) G2, M2 Charm(S) G2 False AurdE) T2 CommandP) G2
Mending(E) T2 Control ElementéE) G2 Forge(P) G2 Morale(S) GO, T2
Refresh Essendg&) T2 Elemental Bal(Elem) M2 Sleep(P) G2, M2 Neutralize PoisofB) T2
Grade 7 Grade 7 Grade 7 Grade 7
Blind/ Deafen(E) G2, M2 Aspect of the Bear (B) T2 Blind/Deaf@n G2, M2 Destroy Undea(s) G2
Counterspel(E) T2 Elemental StornfElem) T2 FeeblemindP) G2, M2 Great HealthS) T2
Fireball (F) M2 Protection fr. Elements (B) T2 Mind Over Bo@) T3 Remove Cursgs) T2
Glyph (E) Gazel Whirlwind L) A4 Morale(P) GO, T2 SleefgP) G2, M2
Grade 8 Grade 8 Grade 8 Grade 8
Ice Storm(l) T2 Elemental ExplosiofElem) A0 Armor of Agony(P) T2 Heal/HarmS) T2/M2
Magic CaggE) T2 Elemental Flare (B) T2 Mind Contr@b) G2 Healing Hand§S) T2
Paralyzg E) G2, M2 Frz. Paralyzg) G2, M2, W1 ParalyzéE) G2, M2 Protection from VolitiofS) T2
Protection from Magi¢E) T2 Heal (B) T2 Protection from Volitio(P) T2 Restoration{S) T2
Grade 9 Grade 9 Grade 9 Grade 9
Circle of Protectior(E) T3 Elemental BlastElem)M3 Destroy Mind(P) G3 Circle of ProtectiofiS) T3
Essence Explosiofi) A0 Flesh to StonéA) G3 Mass Awakel(P) A4 Death Word S) G3
Finger of Deat{E) M3 Regeneration (B) T3 Mass Confusg A0 Mass Cure/Infl Wnd§S) A0
RestorationE) T3 Remove Cursgs) T3 Restore MindP) G3, T3 ResurrectiofS) M3, T3
Grade 10 Grade 10 Grade 10 Grade 10
Astral ProjectionE) T5 Elemental ForniElem) T5 Protection from ConsecratioriS) A4
Normal Weapon$E) T3
Essence FloofE) A4 Mass EntangléA) AO Psychic EmulatioiiP) T3 Mass DespaifS) A0
Mass ConfuséP) A0 Nature’s Refuge (B) T3 Psychic Projectiéh T5 RegeneratiofS) T3
Protection from Sunbursi{F) A4 Replicate SkillP) T3 Spirit Walk(S) T5
Normal Weapon$E) T3
Skill Translation Key: Skill Name (Effect Type) Base Mode + Power LeveBase ModesGesture, Buch, Mssile, Weapon, Aea
Effect Types: EssenceBody, Elenents, ke, Ice, Acid, Lightning Psychig Spirit
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(Magic Baggage Skills Tavle

Grade Magestry Nature Psionics Spiritualism
1 Cantrips (Magestry), Cantrips (Nature), Cantrips (Psionics), Cantrips (Spiritualism),
Magic Missiles (Essence) Magic Missiles (Elemental) | Magic Missiles (Psychic) Magic Missiles (Spirit)
2 Essence Conversion Untangling Resist Gaze Enéhatidn, See Spirit
3 Essence Empowerment Combined Empowerment Mentpb&erment Combined Empowerment
4 Deflecting, Scribe Spell Deflecting, Resist Poison Deflecting, Mental Heglih Deflecting, Resist Diseasge
Scroll
5 Essence Link Wild Empathy Psychic Link Spirit&hpathy
6 Resist Magic Natural Armor Resist Psychic Effect Resist Spirit Effect
7 Stack Spells Stack Spells Stack Spells StacksSpel
8 Enchant Item, Enchant Item, Enchant Item, Enchant Item,
Spell Turning Improved Combining Spell Turning Improved Combining
9 Skill Specialization Skill Specialization Skill Specialization Skill Specialization
(Magestry) (Nature) (Psionics) (Spiritualism)
10 Create Spell, Create Spell, Create Spell, Composed Will,
Essence Attunement Natural Attunement Hardened Mind Create Spell
Weapon Skills cannot fight with two weapons unless at least dnéa@m is

A character that gains one of these skills becopneficient
with the chosen weapon. Being proficient with a paa
means that a character can use that type of wetapoerform
skills that require the use of a weapon (Perry, Cripple,
Waylay, Backstab 2, etc.A character is free to use any
weapon that he does not have the weapon skill fot,he
cannot use any special skills with it. The only eptions to
this areFlorentine, UnarmedandanyShield;a character must
be proficient in these to be able to use any ofmth&ee
“Chapter 5: Equipment” to learn how to construstée boffer
weapon that is within the required size specifasi NOTE:
All possible weapons obviously could not be namedtte
chart. To become proficient with an unlisted wegpmply
choose the closest match (e.g. a one-handed pigkis@s a
one-handed Warhammer; a sickle counts as a oneetanc;
a scythe counts as a two-handed axe.)

Unarmed: Unarmed (natural) weapons are represented in-
game by short boffer clubs that are covered wigegrduct
tape and do not have pommels. Tmarmedskill allows the
user to fight with both hands as the slklbrenting but he

an unarmed weapon. Unarmed weapons function just as
normal weapons, except they cannot be disarmedetoes

an unarmed weapon will actually look like the lowam
and/or hand (or paw or claws) of the creatureithasing it. If

an unarmed boffer weapon &hattered it will Cripple the

limb holding it.

Note on Bows:Magestry allows the use of real recurve bows
as long as they have no more than a 25-pound dreightv
and the arrows fired from them have very thick fagms (see
“Chapter 5: Equipment” for construction instructs)nDoNot
use the bows themselves as weapons or shieldspthstybe
stored away during hand-to-hand combat. If a characho is
proficient with the bow skill happens to be struakile
holding his bow, the bow may not be used as a payry
weapon for purposes of tiRarry skills. If the bow happens to
be struck by a weapon, the attack is consideredkbbb as
long as it is determined that it was not the playtention to
use the bow as a shield. Though you need not psectie
Bow skill before you can use a bow in-game, younded to
pass an Out-of-Game safety test administered bgttfe

(Ueapon Skills Table

Weapon Skill (Flat) Cost Teach Prerequisite
Bow/Crossbow 20 Yes None
One-Handed Axe 20 Yes None
One-Handed Club/Mace 20 Yes None
One-Handed Sword 20 Yes None
One-Handed Warhammer 20 Yes None
Small Weapon 20 Yes None
Staff/Spear/Polearm 25 Yes None
Thrown Weapon 20 Yes None
Two-Handed Axe 10 No One-Handed Axe
Two-Handed Club/Mace 10 No One-Handed Club/Mace
Two-Handed Sword 10 No One-Handed Sword
Two Handed Warhammer 10 No One-Handed Warhammer
Unarmed 40 Yes None
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(Miscellaneous Skills Table

Miscellaneous Skills (Flat Skills) Cost Teach Prerequisite
Alchemy 40 Yes Gather Components or Knowledge (Matu
Appraise 20 Yes None
Astrology 40" Yes Knowledge (Any Subject)
Backstab Positioning 20 Yes None
Commune with Nature 40 Yes None
Enchant Potion 10 Yes None
Extra Bestowment 60" No None
Extra Empowerment 300 No Combined Empowerment, ritsse
Empowerment, or Mental Empowerment
Extra Cantrips 15 No None
Fast Healing 200 No None
First Aid 25 Yes None
Florentine 40 Yes None
Gather Information 300 No Knowledge (Any Subject)
Gather Components 20 Yes None
Heavy Armor 5n Yes Light Armor
Identify Potion 5 Yes None
Improved Bow 50 Yes Bow/Crossbow
Knowledge 20 No None
Learn 25 No None
Light Armor 20 Yes None
Literacy 20 Yes None
Mental Focus 40" Yes None
Natural Armor 40" No None
Profession 30" Yes None
Read Magic 20 Yes Literacy
Resist Disease 157 No None
Resist Essence Effect 157 No None
Resist Fear 157 No None
Resist Gaze 157 No None
Resist Magic 200 No None
Resist Poison 157 No None
Resist Psychic Effect 157 No None
Resist Spirit Effect 157 No None
School Mastery 120 No 200 skill grades in the stlyoa are
mastering (160 for a prestige class)
Scribe Spell Scroll 10 Yes Read Magic
Scribe Technique Scroll 10 Yes Read Magic
Skill Focus 75 No 4 skill slots in the school
and grade of the focused skill
Skill Specialization 507 No 9 skill grades in tteheol you are choosing
your specialized skill from
Shield 25 No Shield, Buckler
Shield, Buckler 15 Yes None
Spiritual Sympathy 40" Yes None
Spot 1o No None
Stabilize 25" No None
Stack Potions 50 No None
Stalking 30 No Gather Information or Wilderness\sual
Teach 20 No None
Thickness 30" No None
Toughness 1o0n No None
Toxicology 40 Yes Gather Components or Knowledgat(ike)
Transform Spell 300 Yes Grade 5 Spell-Casting
Weapon Readiness 35 No Fighting 3
Wilderness Survival 40 No None
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Notes on the Miscellaneous Skills Table

-Miscellaneous Skills are those that belong to adigular
school. They are all considered “flat skills” (witthe
exception ofAlchemyandToxicology which are described in
Chapter 11) and have a wide variety of functionaniskill
schools include certain bonus miscellaneous siglbaggage
skills.

-N A skill that has its cost marked with a cardtiffcreases in
cost by its base cost each time it is purchasedr(lple: The
first time you buyFast Healing it costs 20 SP; the second
time, 40 SP; the third time, 60 SP; etc.) Acquiramge of these
skills as a Baggage Skill in a school of study do@tscount as
a purchase for this purpose.

Florentine: Allows a character to fight with two weapons
(one in each hand) at once. Neither weapon caorgef than
the maximum length allowed for a one-handed weapon.
Shields: Without a shield skill, you cannot even attemptse
a shield. Shields must only be used for defensenanst be
held close to your body during combat. You cannetmwa
shield or a buckler on the same arm that you aregue wield
a weapon.

Skill Descriptions
Descriptions of all of the skills named on the aboharts can
be found in “Chapter 13: Complete List of Skills.”
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Chapter 4:

Skill Calls

There are four parts to every skill that gets udéd:Base
Mode or delivery method, thBower Level theEffect Type,
and the Effect itself. An attack's OOG statement or
incantation tells yowverythingoffensive that is happening to
you. For instance, weapon-badegeze Limldoes not do any
points of damage from the weapon swing — it justlyaes
your limb.

As an example of how the four parts of a skill pet together,
Trip is called as, “Trip, Body 1.” ThBase Modeis Weapon-
Based, “Trip” is theEffect that the skill has on you, Body is
the Effect Type, and 1 is théower Level This tells you that,
to negate it, you would need an appropriate defienability
that is at least Power Level 1 and able to stopWedased
effects. Some spells have Effect Types that fatside the
normal area of influence for a school of magic. Example,
emotions are usually Spirit Effects, so a Psiohicasting
Despair would be delivering a Spirit Effect instead of a
Psychic Effect, which is the most common Effect &yp
available to the school of Psionics.

For Missile-Based damaging spells, the caster lshals a
choice to either include the spell name or notLightning
Bolt could be cast either as, “Lightning Bolt, Damage 5
Lightning 2,” or, simply, “Damage 5, Lightning 2However,

a Cure Woundsspell, in its Missile-Based form, requires the
full incantation. Becausiénflict Woundsand Life Drain are
kinds of Spirit Effects and there are no sub-tyfmsSpirit
Effects, it is required that you say “Inflict” oLife Drain” in
your incantation.

Power Levels
Every skill that is used has a Power Level. A &ilPower
Level tells you what level of defensive skill yowed to
defend against it; or, if it affects you, the Povigwel tells
you how difficult it is for another skill to remouke effect. If
you do not use the appropriate defensive skill bé t
appropriate level, any offensive skill will affegbu.

Each skill has a natural Power Level. In genefel|ssfrom
grades zero (0) to 5 are Power Level 1 (if it helfsnk
“regular”), skills from grades 6 to 8 are Power &k (think
“Improved”), and skills from grades 9 and 10 arevEBoLevel
3 (think “Great”). There are some exceptions te thie, and a
skill's Power Level will be listed in its descripti and its
OO0G call.

Exceptions include Weapon-Bassuklls most Missile-Based
spells, andBackstab skills. All Weapon-Based spells are
considered Power Level 1 no matter what grade dheyMost
Missile-Based spells in grades zero (0) to 8 amedPdevel 2.
For Backstabskills, grades 0 to 5 are Power Level 2, and
grades 6 to 10 are Power Level 3.

Effect Types
Along with Power Level, a skill's Effect Type witle stated at
the time of use; it will be part of the suffix ofig OOG
statement. There are 4 basic Effect Types: Psydrit,
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Effects

Essence, and Body. The Body Effect category hasyman
different subtypes. These include things like Floe, Acid,
Lightning, Astral, Shadow, Magestic, Poison, Dissastc.
Basically, if the effect you are being hit withrist a Psychic,
Spirit, or Essence Effect, then it is a type of Béidfect.

When your weapon is enchanted with a type of enelyyf
your attacks may take on that Effect Type. SCrigple used
with a weapon enchanted with psychic energy coudd b
“Cripple, Psychic 1” instead of the normal “Crippkody 1.”
However, you may (when wielding an enchanted weppon
choose which attacks will carry that Energy Typé arhich
attacks will be simply regular “Body” attacks.

Base Modes
There are 8 ways that skills are used at Magestrgkill's
Base Mode is not stated in the incantation or O@&ment;
it is identified by the way it is delivered:
1. Weapon-Based
2. Missile-Based (including arrows, thrown weaparsj
spells that use packets)
3. Gesture-Based
4. Area-Based (sometimes also called “mass-effect”)
5. Gaze-Based (including Hypnotize, Terrorize, GE)p
6. Contact-Based (including Traps and contact pniso
7. Ingestion-Based (including poison and food amldy with
magical effects)
8. Touch-Based (either via touch or being withife&t, and
can only be delivered offensively if your targehipless)

*Each skill’s normal Effect Type, Base Modes, arwiver
Levels for those Base Modes are listed on the dtilles in
Chapter 3: Skills.

Undefined Effects
While the Base Mode and the name of the effectithbeing
used will always be obvious, it will sometimes happhat the
Effect Type and/or Power Level is omitted. This nizy a
mistake, or it may be done purposely. Either wap, n
clarification need be asked for because here isutee If no
Power Level is called with a skill, the target @msume it was
either Power Level 1 or Power Level Zero. If nodetf Type
is called with a skill, the target can assume iswéatever
Effect Type he wants it to be.

“No Effect”
“No Effect” means that, for all OOG purposes, tixel@nge
never happened. If the attacker used a techniquspet on
the attack, its skill slot remains unused. If tiaeker used a
poison, scroll, or other expendable item or iterarge on the
attack, it remains unused.

“No Effect” is the appropriate response toegif/you are
an invalid target for a skill. (e.g. trying to ca®esurrection
someone who had been animated as a zombie.) liged a
skill to modify an offensive skill, such as casti@@mbine
before attempting Destroy Undead, and the resptmsbat
offensive skill was “No Effect,” you may make aneth
attempt with the same or a different skill, but yocannot
choose for your preparation skill to remain unspg&vibhether



you end up having an effect or not, your preparatill
remains spent. (The intention of the “No Effectlerus to
allow your skills to be as useful as possible. Trtention is
not that to gain you more skills each day than goumally
have, so don't use it like that.)

You may also hear “No Effect to X.” This means tlla¢
effect is not considered spent, but some other dama
happened. You would say this if someone, say, diir yeg
with a Fatal Crit, or hit your torso with aCripple. The
attacker’s skill would remain unused, and you wdake one
point of damage.

Essentially, all response calls mean one of twogsi
“Resist” or “No Effect.” Any other response call ares, as far
as the attacker is concerned, the same thing asisfRethe
attacker’s skill is considered used. (e.g. “Absamans your
skill was soaked up by the target, “Dodge” meansr \akill

was avoided, “Altered Effect” means that your skihd a
different effect than normal but is still used efxs.)

“No Effect” to a Contact or Ingestive Effect meahge same
thing as “Resist”: the effect is used up.

Costume Leeway
We don’t want to punish people for wearing goodtaoes,
so a weapon or missile that strikes a piece ofucosty (like a
faemin’'s wing or a billowing cloak) does not courit,
however, that piece of costuming was directly betwé¢he
attack and the target’s body (as in, it would hakehe target
if the costuming was not there), the attack willicb

Empowering Skills

Almost any skill can be empowered. To do so, yostspend
a skill slot of a higher grade than the skill nolyes, and that
skill slot must be in the same school. To raiskithaf Power
Level 1 to Power Level 2, you must spend a Grad®o6 To
raise a skill to Power Level 3, you must spend ader9 slot,
or a Grade 6 slot in the case dackstabskill. Power Level 4
and higher may not be attained in this way.

Resistance Levels
Most defensive skills grant a number of Resistabheeels
against certain types of effects. One Resistanoe|Lwill
negate one Power Level of an appropriate effegtolir skill
does not have enough Resistance Levels to coultef an
offensive skill's Power Levels, then the offensaléll affects
you and your Resistance Levels remain unused.

Some defensive skills grant Active Resistance lsvel
meaning you use them immediately in response to an
offending ability, likeParry. Others grant Passive Resistance
Levels, meaning you carry them on you and they weed
when they are hit by the first appropriate offeesibility, like

Iron Will. These are both Grade 3 (or 4) abilities now, and
they provide one (1) Resistance Level. They can be
empowered by spending a Grade 6 skill slot to get 2
Resistance Levels, or by spending a Grade 9 déillts get 3
Resistance levels. Most defensive tower skillsjvaceand
passive, can be empowered this way.
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Passive Resistance Levels from different sourcesdd up to
stop an effect (provided all Resistance Levels @wsedable to
stop that type of effect), but you can’'t add anytive
Resistance Levels. Active defense is all or nothangd you
can also never use 2 Active defenses in responeteame
attack (such as using 2 grade 3 Parries at ongletk “Crit 8,

Body 2" or usingEvadeand Damage Reductiomgainst the
same Missile attack). Unless you are using a vamy ability,

you cannot stop an effect of Power Level 4 or higiematter
how many Resistance Levels you have.

Immunity Levels
An Immunity Level is a type of Resistance Leveld @nworks
in all ways like a Resistance Level except thatemvliou use
it, you call “No Effect” rather than “Resist.” Thimeans that
the attacker does not have his skill used. Whike dttacker
can just perform the same attack again, the defegdms
some time to respond and becomes aware of thetthrea

Power Level Zero

Effects that are Power Level 0 bypass all PassesidRance
Levels; however, some Active defenses are abléoj them,
depending on their type. Power Level O effects thet
Weapon or Missile-Based will affect you even if you
physically block it with your weapon or shield. Fsuch
effects, your shield or weapon is considered tthieearm that
is holding it.

Removing Effects

If you use a skill in an attempt to remove an dffeat it fails
because the Power Level of your skill did not nwdbeat the
Power Level of the effect, your skill is unused.urskill also
remains unused if it has no effect because it do¢gind an
appropriate effect to remove. If your skill removesme
effects but not all (as in the caseli$pel Magicbeing cast on
someone under multiple effects of varying Powerdlg) it is
considered used.

Weapon-Based Spells, Enchanted Weapons, and Poison
Weapon-Based spells and Blade Poisons have a Rawvel
of 1 no matter what grade they are from. Contadtlagestive
Poisons have Power Levels based on their gradeléGa<B is
Power Level 2; Grade 9-10 is Power Level 3).

If you use poison or a Weapon-Based spell witheapon
that is enchanted, the Effect Type of the Poisonspell
supercedes the energy type of the weapon; howgeermay
still choose which attacks to use which calls Far example,
if you are using a weapon enchanted with Spiritrgynend
you spread a Sleep poison on it, you may alteryata
attacks between “Spirit” and “Body” at will, but wh you
choose to use that poison, you must call simplyeéf,
Poison 1.” Except in rare plot circumstances, ottack can
only have one Effect Type. Even if a poison’s dfféx
something that is usually a type other than Bodiclisas
Sleep usually being a Psychic Effect), it is coastd a Body
Effect if “Poison” is called.

A Crit or Backstab attack does not add ite@ffto an
attack made with a poison or Weapon-Based speitead, it
determines the Power Level. For example, while a4&th
Poison” used by itself would be “Death, Poisonitflit'is used
with a Crit 6 attack, it becomes “Crit Death, P@istj because



Crit 6 is a Power Level 2 attack. Notice that th&ack only
carried the Death effect and did not also carryd@itéonal
points of damage.

The one exception to the above rule are psidbat do
nothing other than deal numeric damage. If usel wiCrit or
Backstab that deals numeric damage, such a poidbadd
its damage to the damage caused by the skill. ihbigase in
damage will not, by itself, increase the Power Lesfethe
attack. A “Backstab 1” skill plus a vial of “Poisd®” results
in a “Backstab 11, Poison 2" call. A regular weaxirike
plus a vial of “Poison 8” results in a “Crit 9, Bon 1” call.

Most spells that can be used Weapon-Based hawapthan of
being cast as Touch-Based (Weapon) spells at Ploswed 1.
Essentially, you are storing the effect on somemneeapon
for later use, and they can choose which attacks®it with.
Its Power Level can be empowered in the same watyah
attacker would empower a Weapon-Based Poison. dheus
“Strike” Cantrips are also considered Touch-Bas&@dpon)
spells.

If you are attacking with an enchanted weapehether
temporary or permanent, you can choose, with eaahgs for
the attack to carry either the Effect Type of thelfeantment or
the Effect Type “Body” (which is a normal, non-meaji
attack). A weapon can only hold one enchantmeattane. If
a temporary enchantment is cast on a permanentlyagbed
weapon, the wielder of that weapon has three diffeEffect
Types to choose from with each swing: the Effeqpd pf the
temp enchantment,
enchantment, and the “Body” Effect Type.

Every individual attack can only have one effeau¥nay not
use two technigues on the same weapon swing oispgts
on the same packet. Using a technique in conjumactiith a
poison or weapon-based spell does not add the itpatin
effect to your attack, only its Power Level. Howevi¢ you

use a Baskstab skill to raise the Power Level of ymwison or
spell, you must state the “Backstab” portion tcomfi your
target that your attack needs to follow the rutlesHBackstab.

the Effect Type of the permanent

Power Level Awareness

While the calling of a Power Level is an OOG thing,
characters can talk about the Power Level of a&efs an in-
game thing. How they know the Power Level is ughem.
They can also opt not to know what the level ithdt is the
way they want to role-play. “Did you see that necamcer
curse Simon? That was more powerful than any dpedin
cast. It must have been the fourth power level!”

Dealing with Multiple Effects
If you are affected by multiple effects, role-pldaem all if it
is possible. If it is not possible because effectstradict each
other, role-play the effect with the highest Powewel. If
conflicting effects are the same Power Level, by the last
one you were hit with. (As an examp(euyst of Windwill not
blow you out ofEntangle becauseGust of Windis Power
Level Zero andEntangleis higher than that.)

If a target is affected by the same effect thatishalready
under the effect of, the duration of the effectl wéstart, but
he will then technically only be under one effeatt two,
meaning only one countering ability is needed tgate all of
a given effect. Overcasting and then dismissing gpell can
only be done if you meet or beat the Power Levelthaf
original effect while the duration of the origineffect lasts.
(One Command spell will replace another, even if the
command is different, Blightmarewill replace another, etc.)
Even if the original effect came from a non-magisalirce
(such as a technique) or an Area-Effect spell, yaun
Overcast and dismiss the effect so long as yout bpe the
same effect as the original Effect. It does notteraif the
Effect Type is different (e.g. casting Raralyze spell on
person who is paralyzed fro@rit Paralyzeand then releasing
your spell will free him from paralysis providedwdParalyze
spell’s Power Level was equal to or greater than Rlower
Level of theCrit Paralyze.

EssenceEffects Body Effects PsychicEffects Spirit Effects
Blind All Weapon-Based Techniques Awaken Calm Eomdi
Control Elements Bleed (New Effect) Command Charm
Deafen Cripple Limb Confuse Cure Wounds
Detect Disease Elemental Numeric Damag Delusion atiD@/ord
Detect Magic Entangle (Acid) Destroy Mind Despair
Detect Poison Flesh to Stone (Acid) Feeblemind ogdindead
Dispel Magic Freeze Limb (Ice) Forget Detain Spirit
Essence Numeric Damage Freeze Paralyze (Ice) Hypnotize Confuse Fear
Finger of Death Gust of Wind (Lightning) HypnotiParalyze Harm
Fumble Heat/Chill Weapon (Fire/lce) Hypnotize Sleep Hypnotize Charm
Magic Bonds Sunbeam / Sunburst (Fire) Mind Control Inflict Wounds
Paralyze Weakness Pain Laughter
Silence Whirlwind (Lightning) Psychic Numeric Daneag| Spirit Numeric Damage
Sleep Terrorize
Turn Undead

*The Effect Types of most skills are noted on thekill tables. If an Effect Type is not noted foskill, it matches the Effect Type of the
school it is in. (Magestry is Essence, Nature idyBdsionics is Psychic, Spiritualism is Spiriglfiing is Body, and Stealth is Body.)
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Complete List of Offensive Effects

We have put all of Magestry’s offensive effectsehen one
list, to make it easier for you to learn and refieeslater. More
details can be found in the descriptions of indinabiskills, but
the information included here is all that you nded fact,
probably a lot more than you need) to know to edugh a
Magestry event with almost never needing to us€@harify”
command.

Animate Dead

Duration: 10 Minutes

Function: If your dead body is subject to this, you will
become an undead version of yourself under the t&mp
control of the caster (see the Control effect). Ked of
undead creature you are will be determined by thetec.
Unless you are told otherwise, you cannot speakhawe
access to any of your character’s skills or ale#ifibut you can
attack and defend normally. If given no other comdhayour
default behavior is to seek out living creatured kil them.
Skills: Animate Dead, Vile Resurrection

Banish

Duration: Instantaneous

Function: You are sent to another place in the cosmos. (Go
Out-of-Game immediately and find a Game Masteirtd dut
where your character went.)

Skills: Banishment, Dismissal

Bind

Duration: 5 Minutes

Function: Your arms are bound together at the wrists, your
legs are bound together, or both. You are not singidace
and may hop around. You may even try to defendess &s
you can.

Skills: Magic Bonds, being bound with rope or manacles
(Bind from a physical source will last until you eusan
appropriate skill to escape or until someone fyees)

Bleed(New Effect)

Duration: Instantaneous

Function: You are wounded and will continue to lose one Hit
Point every 3 minutes. Upon reaching zero Hit PRirybu
will be unconscious and, 3 minutes after that, yllidie. If
you have at least one Hit Point repaired by Cureilds, First
Aid, or Heal, the Bleed effect will end. Gainingrtgorary Hit
Points (as from Health or Stamina) will not end Bieed
effect, nor will the skill Stabilize.

Skills: Zombie Rot from the spell Disease has a simifface
(See Zombie Rot below)

Blind

Duration: 5 Minutes

Function: You cannot see. Thus, you cannot cast any spells
other than Touch-Based or Area-Based. You also atann
attack or defend. You may place your weapon orldhie
front of your body, but you may not move it oncésiplaced.
Skills: Blind, Sunburst (10 Seconds)
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Charm

Duration: 5 Minutes

Function: You feel like the caster is your close friend.u¥o
will follow his suggestions unless you feel likeethare
endangering or degrading you in some way. Your mwid
not be different toward anyone other than the cagtharm
will end if the caster takes any aggressive aciigainst you.
Skills: Charm, Hypnotize Charm

Command

Duration: One Minute

Function: You must perform the command you are given to
the best of your ability and to the best of youaratter's
understanding of the command. If you are attacked, may
defend yourself, but you may not attack or cast spglls
unless you determine that the command allows for it

Skills: Command

Confuse

Duration: One Minute

Function: This is just like the Pacify effect except thhet
duration is shorter and, after it is over, you ad remember
anything that happened.

Skills: Confuse, Hypnotize Confuse

Control

Duration: 10 Minutes

Function: You are under the complete control of the caster
and must do whatever he tells you to (follow thieimion of
his commands, not “your character’'s interpretatiaf”his
commands). You cannot attack, defend, or cast spelless
the controller allows it. The caster cannot foraai Yo use
your skills, but you may if you wish. He can forgeu to
speak, but he cannot force you to tell the truth.atso cannot
force you to reveal the truth through your actions.

Skills: Control Elemental (elemental creatures only), t@mn
Undead (undead creatures only), Mind Control,
Uncontrollable Dance (“dance” is the only commahdttcan
be given; you can choose to give yourself the Etatffect if
you get tired of dancing)

Counter

Duration: Instantaneous

Function: The skill you are in the process of using is
countered, meaning it has no effect on its targettae skill
slot is considered spent (as are all preparatidis gshat you
put into it). If the countering effect's Power Léwines not
meet or beat the Power Level of the skill you asmg, finish
your skill call and then say “No Effect” to the auar effect.
Skills: Countersong, Counterspell

Curse

Duration: Until Sunrise

Function: You are under the effect of a curse. The natdire o
the curse is told to you at the time of casting.

Skills: Curse




Dampen
Duration: 5 Minutes

Function: You cannot cast any spells. Also, all magic ifieef
on you that is of a Power Level 2 or lower is mutidwill
return after the Dampen effect ends if its own tarahas not
yet expired.

Skills: Dampen Magic, Dampening Field

Deafen

Duration: 5 Minutes

Function: You cannot hear in-game noises. Thus, you are
immune to Sonic effects (say “No Effect”). You alsannot
cast any spells that have verbal incantations.

Skills: Deafen

Death / Destroy
Duration: Instantaneous

Function: You are reduced to zero Hit Points and dealtnalFi
Blow all at once. Armor is bypassed.

Skills: Absorb Life Force, Backstab Death, Death Word,
Destroy Undead, Destroy Elemental, Finger of Death

Destroy Mind
Duration: Instantaneous

Function: You become a mindless vegetable and are immune
to all Psychic and Spirit Effects (say “No Effec&cept for
Restore Mind (and, no matter what affects you, walli not
role-play anything other than "mindless vegetabl¥gu will
remain that way permanently unless someone resiares
mind. Even though your body is not dead, you mayosk to

die and go to see the Incarnation of Death, butyay not
choose to do this before at least 3 minutes hasseguha

Skills: Destroy Mind, Phantasmal Killer

Detect

Duration: Instantaneous

Function: The user of the Detect ability learns if you are
possession of whatever it is he is trying to det¥ou must
[Out-of-Game] truthfully answer either Yes or NExémples:
You should say Yes to Detect Magic if you or argnityou
are holding is under any magical effect [Poison bugstion-
Based effects don’t count]. You should say Yes tetet
Poison if you or any item you are holding is undey Poison
Effect or Ingestion-Based Effect.)

Skills: Detect Disease, Detect Magic, Detect Poison

Disarm

Duration: Instantaneous

Function: You must drop the affected item. When it landls, i
must land at least 3 feet from any part of yourybaifter it
lands, you may retrieve it. (To a shield that isysped to the
arm, the Disarm effect will cause you to hangrtply at your
side for 10 seconds.)

Skills: Disarm, Fumble, Heat or Chill Weapon (this effect
deals a Hit Point of damage to the hand that islihgl the
affected weapon, which is what causes the Disafatef if
you resist or reduce that point of damage, you mescirop
your weapon)
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Dispel

Duration: Instantaneous

Function: The stated effect(s) is (are) immediately negated
Dispel Magic removes all magic effects up to thev@oLevel
that is specifies (effects from Poison, Diseaseit, Gir
Backstab attacks are not considered magic). How®ispel
Magic will not dispel any Hit Points, Armor Points, Passive
Resistance Levels, even if they came from magizatces.
Skills: Dispel Magic

Fatal

Duration: Instantaneous

Function: You are reduced to zero Hit Points, drop to the
ground unconscious, and begin bleeding to death.

Skills: Fatal Backstab, Fatal Crit, being reduced to zdito
Points from regular attacks or other skills thaaldeumeric
damage (the last Hit Point of damage must be deajour
torso unless it is from Poison or Life Drain — nuinelamage
from effects other than Weapon and Missile-Baseddis is
considered dealt to your torso)

Feeblemind

Duration: 5 Minutes

Function: You become devoid of all intelligence. You cannot
speak coherent words, understand any languageerform
any task other than move, eat, drink, and contimeathing.
You cannot cast any kind of spell, attack, or edsfend
yourself. You may, however, run away from threétiter the
effect is over, you do not remember anything ttadgened.
Skills: Feeblemind, Hypnotize Feeblemind

Flare

Duration: Instantaneous

Function: Upon striking someone or something with a hand-
held weapon, you might release a Flare. For puspade
resistance, a Flare is considered to be a MissikeB Body
Effect of Power Level Zero that is presumed to haiteyou
(though no actual missile is projected). A Flar@ds exactly
an effect; it is a special delivery mode. The stdateng that it
delivers is the effect. “Fire Flare” deals a singli¢ Point of
fire damage. “Pain Flare” deals you a Pain effect.

Skills: Armor of Agony, Elemental Flare

Flatten

Duration: 10 Seconds

Function: You must lie flat on the ground with your arms
stretched away from your body. You cannot move astc
spells of any kind, but you may speak.

Skills: Flatten

Flesh to Stone

Duration: Instantaneous

Function: You become a stone statue and cannot be affected
by any effect (say “No Effect”). You will remain dah way
permanently unless someone reverses the Flesh dioe St
effect. Even though your body is not dead, you etayose to

die and go to see the Incarnation of Death, butyay not
choose to do this before at least 3 minutes hasseguha

Skills: Flesh to Stone



Forget
Duration: Instantaneous

Function: You instantly lose memory of the last 10 minutés
your life.
Skills: Forget

Injured Limb
Duration: Varies

Function: The affected limb is unusable. If it is an arrouy
can maintain hold on an item in that hand, but gaaunot
attack or defend with that item. The arm hangs knap your
side. If it is a leg, you cannot stand on that Mgu must drop
to your knee. You cannot walk or hop on the gooat,fbut
you may slowly crawl (though while you are crawliggu
suffer the Pain effect).

Skills: Cripple (permanent until fixed), Cripple Limb
(permanent until fixed), Stun (one minute), or yborb being
injured from being struck when you are at one HitnP (10
seconds)

Numeric Damage

Duration: Instantaneous

Function: Damages a stated number of your Hit Points.
Skills: Backstab [Number], Crit [Number], Harm, Life Dmnai
[Number], explosions (such as Fire Explosion), lspiblat deal
numeric damage (such as Acid Arrow)

Pacify
Duration: 5 Minutes

Function: You cannot take any aggressive actions. You may
defend yourself, but as soon as you are subjectarto
aggressive action, the pacifying effect ends. Whadaified,
you may still defend yourself against any aggressistion.

Skills: Calm Emotions, Despair

Pain

Duration: 10 Seconds

Function: You must fall to the ground, but you may crawl.
You can speak haltingly, but you cannot cast sp¥i& may
defend but not attack.

Skills: Pain

Paralyze
Duration: 5 minutes

Function: You cannot move the affected body part. Unless a
specific body part is indicated, Paralyze affeatsiryentire
body, meaning you cannot move any part of your body
make any noises.

Skills: Backstab Paralyze, Crit Paralyze, DetainmenteZee
Limb, Freeze Paralyze, Hypnotize Paralyze, Paralyze

Rage
Duration: 5 Minutes

Function: You must attack the person that is closest to you
until you believe that the person is unconsciolfssqmeone
else becomes the closest person to you while yau ar
attacking, you will instead begin attacking thatsos.) If
some effect keeps you from attacking for more tH#n
seconds, you will go unconscious as per the Slffepteand
remain that way for the duration of the Rage effect

Skills: Rage
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Repel
Duration: One Minute

Function: You must immediately get at least 30 feet away
from the caster and stay at least 30 feet awathfoduration.
Skills: Fear, Gust of Wind, Terrorize, Turn Undead,
Whirlwind

Roleplay
Duration: 5 Minutes

Function: Nothing is inhibited. The only effect is that you
must role-play the stated condition.
Skills: Delusion, Hiccup, Intoxication, Nausea, Nightmare

Shatter

Duration: Instantaneous

Function: The affected item is broken and cannot be used
until it is repaired.

Skills: Fumble, Shatter

Silence

Duration: 5 Minutes

Function: You cannot speak or make any sound with your
vocal chords. Thus, you cannot cast spells that hearbal
incantations.

Skills: Silence

Sleep
Duration: 5 Minutes

Function: You are unconscious and are unaware of things
happening around you. Healing will not restore your
consciousness, though Awaken will, as will a Pdfeat or
suffering at least one Hit Point of damage. “FiBkw 1,” the

first step of a Final Blow bypasses armor and daaét Point

of damage, which is sufficient to wake you up, am@aking up
interrupts the rest of the Final Blow.

Skills: Hypnotize Sleep, Sleep, Waylay

Sleeping Sickness

Duration: Permanent

Function: You fall asleep uncontrollably at various intdeva
until you fall asleep permanently. You sleep for ftonds
during the first 3 minutes. During the second 3 utes, you
sleep for one minute. During the third 3 minutes) gleep for
90 seconds; during the fourth 3 minutes, slee@farinutes;
during the fifth 3 minutes, sleep for 2 and a halhutes.
Until, after 15 minutes with Sleeping Sickness, yuill fall
asleep permanently and cannot be awakened by AwRieém,
or suffering Hit Point damage. You can only be asvedd if
an appropriate effect is used that can remove Bigep
Sickness, and it must meet or beat the Power Level.

Skills: Sleeping Disease, the Sleeping Sickness disease

Snare

Duration: 5 Minutes

Function: Your feet are planted in one spot and you cannot
move them.

Skills: Backstab Snare, Detain Spirit, Entangle

Sonic
Duration: Varies




Function: Sonic is technically an Effect Type (a sub-tyge o
Body), and many different things might be delivesedically
(including an alchemical toy called Boomstick, whidoes
nothing other than create a loud noise). When threcEffect
Type is used, the accompanying effect and PoweelLeil

be named. If your character is deaf, he is immun&adnic
effects (say “No Effect”).

Skills: Boomstick, some Maestro abilities

Spell Turn / Skill Turn

Duration: Instantaneous

Function: The skill that you just used affects yourselftaazl
of the target. That target is considered to hawesl uke skill
against you.

Skills: Spell Turn

Sunbeam

Duration: Instantaneous

Function: This has no effect on you unless you are a specia
type of creature that is affected by sunlight.

Skills: Sunbeam

Trip

Duration: Instantaneous

Function: Both of your hands and knees touch the ground at
the same time. You may get up immediately.

Skills: Trip

Weakness

Duration: 5 Minutes

Function: You are sluggish. You cannot run, make a regular
(unskilled) attack with a weapon, use any Missibs&d skills,

or do any task requiring moderate strength (suchege an
unconscious person). You may still defend normaddlyt, you
can only attack if you are using a Weapon-Basell ski

Skills: Weakness

Withhold

Duration: 10 Seconds

Function: You can move and defend freely, but you cannot
attack or cast spells. If used on a weapon, you celg
restricted from attacking with that weapon for #@@nds (you
can still defend with it) — you can still cast dpebr attack
with a weapon in your other hand (though you caismétch a
withheld weapon to your other hand and keep attachiith

it).

Skills: Coughing Powder, Fumble, Itching Powder, Laughing
Powder, Laughter, Sneezing Powder, Withhold

Zombie Rot

Duration: Until Removed

Function: Like the Bleed effect, this disease causes you to
lose one Hit Point every 3 minutes. Upon reachiag Hit
Points, you will be unconscious and, 3 minutesrdfiat, you
will die and instantly rise as a zombie with 5 Riints. You
may receive healing or temporary Hit Points whitaiyhave
Zombie Rot, but only Heal or Remove Disease withoge
the disease. If you touch another person (or hehiesi you)
while you have Zombie Rot, that person will be efféel by
Zombie Rot at the same Power Level that you wefiected.
If you become a zombie from this disease, you still carry
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the disease and can still spread it (unless someasts
Remove Diseaser Heal on you - this will stop you from
being contagious, but you will remain an undead lziejn As

a zombie, instead of harming you, the diseaseredifore one
of your damaged Hit Points every 3 minutes.

Skills: Disease (spell), the Zombie Rot disease



Chapter 5: Equipment

Medieval-style combat is one of the key elements tiring
Magestry to life. Our combat system uses safe befapons
so all players can participate without having to thoough
hours of training and choreography with live stegllicas.

Every player is responsible for supplying hisn boffer
weapons. A character is allowed to get his initiebpons for
free, but once he starts playing Magestry he musthase
new weapons with in-game money or make them bygutsia
appropriate weapon crafting skills. S&@fessions & Prestige
supplementavailable at Magestry.com) for details.

Every weapon (and piece of armor and shieit)have to
pass a safety test at check-in before each eviayel® caught
using weapons that did not pass the current evergfgection
will be suspended from the game.

Using Boffer Weapons

Combat with boffer weapons is a bit different theombat
with the weapons that they represent. Whatever &frubffer

weapon is being used, the object is to simply taiehother
player. Each touch (with any weapon) deals one tpofn
damage unless a character uses a skill that desits siamage.
Blows from a boffer weapon should land softly buatnfy (no

full swings) and they should not be less than @woisd apart
from each other; continuously striking very fast dalled

“Machine-Gunning” and is illegal (players that amachine-
gunned ignore the damage from each of the hitg)lager’s

head, neck, hands, and groin are all illegal tardet boffer
weapons; if he is hit in any of those places (holbefby

accident) he does not receive any damage unlesisdoses to
role-play the effects. Players found aiming foegjal targets
will be subject to disciplinary action.

Constructing a Safe Boffer Weapon
Boffer weapons are constructed from PVC or CPV&Piwo
types of foam, and duct tape.

Even if you think you know how to construcsafe boffer
weapon, please read these instructions to makeysuréo it
the way we require. We are not obligated to sugply with a
weapon if yours fails inspection.

Materials You Need
-PVC or CPVC Pipe with a 34" total diameter (not énn
diameter)
-Pipe Insulation Foam with a 34" inner diameter ahdeast a
5" thick wall (134" or greater total diameter). Bareful not to
use the wrong sized pipe insulation foam. Typicathe stuff
that we use is beige in color: the black stuffds tense and
has too thin a wall.
-Open Celled Foam, like the stuff inside sofa cashi(please
don’t tear up the living room).
-Duct Tape. The color of the tape denotes the nzdtef the
weapon: gray (not chrome) or black is metal, brasvivood,
and green represents an unarmed weapon. You mayatec
your weapon with other colors, but since other lo
represent special metals, please be sure thatagtemajority
of your weapon is the color of the material it eg@nts.
-Leather, cloth, sports tape, etc. to function gead hilt grip
-A Hacksaw to cut pipe with
-Scissors or a Utility Knife for cutting foam
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Making a Boffer Longsword
If you decide to construct another medieval-styleapon,
follow these directions but adjust them to your chevery
weapon must have two inches of open celled foamnyrpart
of it that will be used to thrust or jab, and noapen may
contain more than one pipe.

Step 1

Measure and cut the PVC pipe. Remember: your weapcst
meet our size specifications and the extra foaits &nds will
extend about four inches farther than the pipe'sLsdy you
want to make a longsword (that can be no longen #a
inches- see chart), so to be safe you cut yourtpig® inches.
Cut it as straight as possible, smooth out anyqgedgedges,
and then tape both ends closed to prevent foam getting
pushed inside the pipe.

Step 2

Cut a piece of pipe insulation foam to functionths cross
guard (cross hilt); about 10 inches is good for & idch
longsword (Anything longer than 12" tends to inéeef with
your swings during combat.). Cut a %" diameter hmtactly
in the middle of the cross guard and slide it dii® pipe so
that there are 28 inches of exposed pipe abovalitl@ inches
of exposed pipe below it (the cross guard covemutl2
inches of pipe). Your sword will have an 8-inch dkmn
because the pommel will cover another 2 inchebt@fpipe.

Step 3

Cut a 29-inch piece of pipe insulation foam to fiimt as the
blade and slide it over the exposed 28 inchespd.pihe pipe
insulation foam must extend one inch past the drideopipe.

Use duct tape to tightly fasten the blade to tls€iguard and
the cross guard to the pipe. Then stuff the onb-imicspace
between the end of the pipe and the end of thesbAdith open
celled foam; tape the end of the blade to tragfdhen inside.

Step 4

Cut a cylindrical piece of open celled foam thabé&ween 2
and 3 inches tall (it will be pressed down to abduhches)
and tape it to the end of the blade for a nice thwitsting tip.

Step 5

Create a pommel in much the same way that youndidbkade.
When you fasten the pipe insulation foam, it shocdder
about 1%2" of the pipe and extend about %" pasteti of it.
Once again, stuff that empty 342" with open cellednband
tape over the end of the pipe insulation foam & it inside.
For the pommel, cut a 2-inch cylindrical piece pko celled
foam and tape it to the end (it will compress towttone inch
long). The pommel should never be used in combat,only
time it is used to strike someone is softly in theck when
using the skilWaylay.

Step 6

Lengthwise up the weapon, neatly cover the bladd an
thrusting tip with long strips of duct tape (do nstap it
around the circumference of the blade). Also nezdlyer the
pommel and the cross guard. Do not use more tagpe \tbu



need to simply cover the exposed foam; tape getnhe
quickly. Then, cover the entire hilt (handle) witthatever
material you chose for your sword’s grip. Once tisatlone,
take a pin and poke a few hundred little holeshimduct tape
at the ends of the sword so air can get into thenagelled
foam of the thrusting tip and the pommel to sotteem.

3/4" PVC Pipe

Pipe Insulation
Foam

Open Celled
Foam

Donel!

Now you should have a longsword with a 2-inch thingstip,

a 29-inch blade, a 2-inch (wide) cross guard (Ihés long),
an 8-inch hilt, and a 3-inch pommel. The swordltéength
is about 44” (safely under the 45” limit). Make suhat none
of the foam on the sword is visible and that adl tluct tape is
smooth and flat. When you hold it by the handle shake it,
you should not hear or feel the pipe rattling asbumside the
blade. Practice a gentle “touch” combat with arfdebefore
playing Magestry; learn to aim well and control #teength of
your swings.

Constructing Other Weapons
You are welcome to try your hand at making othgresy of
weapons; just remember that no weapon can have thane
one pipe, and every part of the pipe that mightubed for
striking must be totally encased in pipe insulatioam with
open celled foam at the ends. As long as theses rate
followed, you can use either of the two types océnfoto
construct the other parts. Example: The head foeyen or
hammer is best made with open celled foam encasegay
duct tape and taped to the weapon’s shaft; pipddvoot be
allowed.
Arrows: You must make sure that arrow tips are cushioned
securely and generously. An arrow cannot be lotiggn 28
inches, including its 4-inch long by 2-inch diametgpen
celled foam tip. Make an arrow by cutting its shadtrfectly
flat and smooth no more than 24 inches from itscknfbe
sure to get rid of the metal tip). Tip its end bping a flat 1"x
1” square of pipe insulation foam against thedlatface of the
arrow. Once that initial tip is on, tape on anothglindrical
open celled foam tip that is no less than 4 indbag and 2
inches in diameter. The tip will look huge and caymbut the
arrow will fly surprisingly far and accurately.
Thrown Weapons: No thrown weapon can be constructed
with any pipe. Pipe insulation foam rolled tighthkgll make
the weapon dense enough to be thrown well withwautisk of
injuring anybody. All sides of every thrown weapanst be
larger than an eye socket.
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Shields: Shields are normally constructed by bolting leathe
straps to a board of plywood that is painted ondtter side.
All shields must have their edges covered by pitseilation
foam that is attached well by duct tape and/or gNeu
cannot attach spikes or any sharp objects to yhieids or
create sword/shield combinations. Foam spikes leaig. See
additional safety information below.)

Unarmed Weapons: Unarmed weapons are most basically
constructed like short green boffer clubs with rammels;
however, you may try to make your unarmed weapdnadly
look like the lower arm and hand of the race thatl yare
playing. You may be given a skill point bonus fostuming if

it looks good and passes inspection.

Weapons Including Chains or Ropes?They're not allowed.
Each boffer weapon must be one solid unit. You oanmake
weapons with moving parts such as flails or nunahatou
also cannot design or use a weapon or shield to grain
another player or an item he is holding.

Repairing Weapons In-Game

If your character’'s weapon is broken (as fr@hnattej, you
can spend 10 resting minutes to repair it. A charaegith the
appropriateRepair Weaporskill can repair it faster, even if
not resting (Sed’rofessions & Prestigdor details.), and a
Mendingspell can repair it instantly. If your characteed not
get his weapon repaired before the event ends, assumed
that the weapon is repaired in the time betweentsve

Weapon Safety

Bows: Bows are potentially the most dangerous weapons at
Magestry because of the danger of a player getitarked
while using one and snapping the string on hinisedf rush to
get away. However, if used properly, bows will bstjas safe
as other weapons. Never fire an arrow at an oppdhen is
less than 15 feet away (aim low so as not to Hdthtead) and
try to move the bow out of the way if you are ergghgn
hand-to-hand combat (dropping it in a safe place is
encouraged). DO NOT use the bow as a shield orapere
Bows must have a draw weight no greater than 2hgauVe
will not hesitate to take bows away from playerat thse them
improperly.

Shields: Though they are described here, SHIELDS ARE
NOT WEAPONS. We know that you see them being used a
such in movies and in literature, but don’t eveimkhabout it

at Magestry. You must hold your shield close torybady
while using it and be sure that it never toucheas ypponent.
“Shield-bashing” will get you thrown out of Magegtiaster
than you can say, “but they let us do it at anot#erP.”
Ultra-Light Weapons?: They are allowed if they meet all of
our weapon specs and are not deemed to be too whipp
Latex Weapons?:Sure, they can look great, but they can also
be dangerous. Magestry might allow a latex (or @&afElex™)
weapon, but only if it can pass all of our inspactstandards
(including soft thrusting tips, no points smallélah an eye
socket, and not too whippy).



Weapon Maximum Length
Arrow 28"
One-Handed Axe 45"
One-Handed Club/Mace 45"
One-Handed Sword 45"
One-Handed Warhammer 45"

Shield

See Below Chart

Shield, Buckler

12" Diameter

Small Weapon 24"
Spear/Polearm 72"
Staff 66"
Thrown Weapon 12" or 40”(Javelin)
Two-Handed Axe 60"
Two-Handed Club/Mace 60"
Two-Handed Sword 60"
Two Handed Warhammer 60"
Unarmed 24"

Weapon Specifications

- No weapon that is used as a melee (hand-heldpameaan
have any striking surface that is less than 12eésdong. A
striking edge between 12 and 18 inches is onlymegended
for weapons that you intend to conceal and usesfiogle
surprise attacks. Any weapon intended for handatogh
fighting should have no striking edge shorter th8rinches.
-The length of the striking edge (not including theusting tip
or cross guard) of any weapon must be, indisputatiljeast
50% of the weapon’s total length. If the measurenisra
close call, the weapon will fail inspection. Forapens that
have two striking edges and a handle in the mi¢glleh as a
staff), each striking edge must be at least oned thie
weapon'’s total length (not including its thrustitgs).

-The maximum cross guard length is 14 inches (hatreever
be longer than 50% the length of the striking edge)

Shields You cannot use a shield that has a width or kengt
that is longer than the distance from your wristht® middle
of your neck when your arm is held straight out] ao shield
can ever be larger than 24" x 36". If, while in-gamyou pick
up a shield to use, you should give it a quick meagom
your wrist to your neck, and if it is obviously lger, you
should not use it.

Two-Handed Weapons Any weapon that is longer than 45
inches requires the use of both hands to wields teans that
if one hand becomes unusable, so does the weapon.

Armor
Besides being a nice addition to the Magestic apinece,
armor allows a character to withstand more damag®imbat
than his Hit Points would normally allow. Every caeter can
wear armor as long as he has gained the appropgiater
skill (Light or Heavy).

Armor grants a character additional pointswwnas Armor
Points (AP). Armor points are somewhat like Hit msj
except the character isn't hurt (much) when theydamaged.
Armor points will always be damaged before Hit Rsifsince
the body is inside of it) even if an attack doe$ actually
strike a character on his armor. However, there smme
effects that bypass armor points and directly dambdit
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Points; namely, Psychic Effects, Spirit EffectstrAkEffects,
and any Backstab attack.

Different types of armor offer different amdsinof
protection (Armor Points). The chart below tellsshouch
protection each type of armor provides.

Light Armor Type Armor Points
Padded Armor; Fur; Soft Leather 1
Hard or Studded Leather or Hide; Light >
Chainmail, Scale Mail, or Splint Mail
Heavy Armor Type
Medium Chainmail, Scale Mail, or

Armor Points

Splint Mail: Banded Mail 3
Heavy Chainmail, Scale Mail, or Splint
Mail; Breast Plate 4

The values on the above chart refer to authentimarthat
covers the torso and the tops of the shouldersufad® much
as a tank top would cover). Homemade armor or armatr
covers less area might yield less Armor Points ti@nchart
offers. All armor will be checked for safety andveim an
armor point rating at check-in.

Covering More Than the Torso
A character will receive bonus armor points for edng
additional parts of his body with armor. He wilcetve half a
point for each extra area covered with any kinémwhor (the
total is rounded down). A character cannot gain libaefit
from any more than one piece of armor on each ipadty

Extra Areas:

-Head -Hands

-Face -Forearms

-Thighs -Upper Arms and/or Elbows
-Groin -Entire Shoulders

-Feet -Knees and/or Shins

*While the number of any combination of Armor Pairand
temporary Hit Points you are wearing cannot noryneXceed
8, an exception will be made if you want to be thate
LARPer in full plate armor; you can have up to 9 (ictated
by the math in this chapter).

If you are wearing more than one piece of armothensame
armor location, you choose one piece to get arroortg from
and, once they are all damaged, both pieces of raar®
completely damaged.

Your character can never, at one time, benefit frany
combination of Temporary Hit Points, Armor Pointmd
Temporary Armor Points totaling more than 8. ArnRmints
you get from physical armor are considered Temyokamor
Points and are part of that cap. Natural Armoras if a skill
that grants Temporary Hit Points or Temporary ArrRoints
would push a person over the 8 maximum, that pedecides
which points remain and which points vanish. Thenesa
applies for donning actual armor that would resint
exceeding the 8 maximum.



Casting Spells in Armor
Spells in Magestry require very subtle somatic congmts
(movements), if any, so wearing armor will not rendpell
casting.

Repairing Armor

Once an Armor Point has been damaged it will niotrreuntil
the armor is repaired. To repair metal armor, aattar must
have the profession-based skiepair Metal Armorand to
repair non-metal armor, a character must have tbfegsion-
based skilRepair Leather Armo(seeProfessions & Prestige
for details).

However, any character may spend time durinRest
Period to temporarily repair a portion of their owarmor.
Doing so takes 3 resting minutes to repair 1 Arfomt as

per the skillBattle ReadinessTo be able to repair armor in

this way, the armor must be damaged below halftgtal
Armor Point value, and it cannot be restored toertban half
of its total AP value (rounded up).

If you end an event with your armor damagédyill be
automatically fully repaired between events. (ltassumed
that your character found a way to get it repajred.

Armor Safety
Armor (especially metal) is potentially dangerousriadg
boffer combat. Magestry reserves the right to takay any
piece of armor from any player for the duratioraofevent if
we find it being used carelessly. In no case vpikss or sharp
protrusions be allowed on any piece of armor at édty. If
you want spikes, make them out of foam.

How Armor Points Work

Armor provides protection from a number of Powewréls
worth of attacks. Because of this, Armor Points algo
Passive Immunity Levels. Each Armor Point gives yme
Passive Immunity Level that can be used to stopfittsé
Weapon-Based attack you are hit with. “Cripple, Ba&d will

have No Effect if it hits an Armor Point, but thatmor Point
will be damaged. Armor cannot stop Power Leveltackss, or
attacks of Power Level 4 or higher. If you have r2fewer
Armor Points and you are hit with a “Fatal Crit,d803,” the
Fatal Crit will affect you and your Armor Points liMiemain
undamaged.

Some things bypass armor: a Final Blow; Spirit,dhgy, and
Astral Effect Types; Backstab attacks; and anyctffeom a

Base Mode other than Weapon-Based. This means that

arrows, thrown weapons, and missile-based spelfzadsy
armor. Normal weapon strikes are Power Level lcgsfof

whatever Effect Type they happen to be enchanteéd (oir

Body if they are un-enchanted). This means that Ameor

Point can stop a “Crit 4, Essence 1" as easilyt aan stop a
single point of damage from a regular weapon attack

Shields and Weapons
Shields and weapons can be used to block any WeBased
Effect that is Power Level 1, 2 or 3. Physicallpdking a
weapon will make any skill carried by that weap@vér No
Effect unless it is a skill that specifically tatgea weapon.
Unlike with Armor, there is no Energy Type thatMilypass”
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a weapon or shield. You can still use your shielthlbck the
swing of an Astral, Psychic, or Spirit weapon.

Weapon-based effects of Power Level 0 or Power ILéva
higher will still affect you even if you physicalllock it with
your weapon or shield. For such effects, your shiet
weapon is considered to be the arm that is holdini you
block a “Crit Flatten, Body 0" attack with your sid, you
will not be paralyzed becausdatten will not work if it hits
you in the arm. Instead, you would say, “No EffexFlatten”
and take a single point of damage to your arm.oli yere
already at one Hit Point, your arm would becomesafle for
10 seconds as per the Injured Limb Rule. If, howeyeu got
hit with a “Cripple, Essence 0” on your shield arcsd, that
arm would be crippled unless you used some othfiende to
stop it.

Shields and weapons can also be used to block IBHssi
Effects, but only if they are Power Level 1. Anyhet power
level will still affect you even if you actually &tk it. For the
purpose of missiles that can bypass shields, ashild is
considered to be both your torso and the arm ghabiding
the shield. Blocking a “Fatal Crit, Body 3" with fall-size
shield which is delivered via missile would redaltyou being
affected by thd-atal Crit. A buckler or a weapon is still only
considered to be the arm holding it.

Missile-Based spells will normally have at leaftaver Level
of 2, regardless of their grade. That means théystili affect
you even if you block them with your shield or weap

In-Game Money
That's right: Magesta has its own currency. We cofirse,
don’t spend real money in-game; we use colored Inceias
that have been custom stamped for the Magestry.game
There are copper pieces (bits), silver pigoeble), gold

pieces (crown), and magestite pieces (magesticéle T

exchange rate works like this:

10 Copper = 1 Silver
10 Silver =1 Gold
10 Gold = 1 Magestic

1 Gold = 100 Copper
1 Magestic = 100 Silver

In-game money is just that: in-ggmeeaning it can be lost
or stolen. You are welcome to hide your coins isafe in-
game place, but you may not leave them in an O@@ @ike
under your bed). All coins must be turned in atokheut, you
will get them back the next time you play that cltaer.

Starting Money and Equipment

Every new character begins play with 2.5 silver lao{25
copper bits) and whatever weapons, armor, clothargyl
equipment he brings with him. Once he begins ptyime
must earn money himself and purchase or make aiti@uhl
items. Making most in-game items requires that aratter
have the appropriate profession-based craftingl. skdee
Professions & Prestigeavailable at Magestry.com.)

1000 Copper = 1 Magestic



Chapter 6: Combat

Thus far, we've briefly discussed the two basicetypof
combat (physical and magical), and now we will dibsc
exactly how they work and how they work into theargt
scheme. In this chapter, we will look at the subjectwo
distinct categories: “Out-of-Game” and “In-GamelierOut-
of-Game” section will discuss the kind of mind tlyatu, the
player, must have while engaging in boffer or magtombat.
The “In-Game” section will then speak to exactlyshcombat
skills (attacking and defending) should work.

Out-of-Game Combat

This section is listed before the “In-Game” sectlmecause
before you learn how to use Magestry's combat argjim
skills you must learn to effectively use your moséllls for
playing nicely with other people. As we said beforeu can
play the meanest, rowdiest character in-game, btiohgame
you must be fair, sympathetic, and considerate oary
opponent. Magestry is an honor system, and comnhéahe
easiest and most tempting way to cheat, the egsiasé to
lose friends, and the easiest way to get kickedbtlie game;
trust us. Keep the following in mind and you willarimize
your role-playing enjoyment as well as everyonee’sls
Remember, we like good role-playing, and that ideki not
cheating in combat. Acting out your character'stphysical
condition will always get you a bigger reward thareating,
especially when we catch you.

OOG Considerateness and Safety
Safety and consideration for others must be evieryep's top
priority at Magestry; we are all friends before tniyg else. If
combat ever becomes unsafe for any reason,
Immediately.
Safe Locations: The ground around a combat area must be
free of all dangerous obstacles. If you are toselm a fallen
tree, some type of flame, uneven or rocky groum@nything
potentially unsafe, please stop combat and mowe $ecure
location with your opponent before resuming play.

Combat is not allowed inside buildings unlésdicated
otherwise by a GM. If you want to engage someormimbat
and they happen to be inside at the time, you rioadt them
out.” “Call-Out” is an OOG command word represegtin
combat that happens inside a building. Once youscaheone
out, you have officially attacked them in-game atidof the
characters around the attacked character shouldsaiftthat
actually happened (once the situation is movedide)s A
character that has been called out has no choiteobgo
outside and face his opponent unless that opparritn’t
have actually gotten inside the building (becaufsa blagic
Cagespell, for instance).

A character that wishes to actually (in-garfiighit another
character outside without attacking him while irsidust find
a way to do it without using the term “call-out.”all-out (or
any derivation of the phrase) is always an outafig
command that represents an attack (dealing no dgmag

Attacks meant to incapacitate a character e etrike
(Waylay, Fatal Crit, Backstab Deathjay be made while
inside a building, but if the subject is not inceipated by that
strike, the situation must then be moved outside.
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Stop

Night-time Combat and Running: Combat and running at
night can be dangerous unless an area is welhtifaa wide
open and free of obstacles. Be very careful in cticlg
nighttime combat and running locations. If you dreing
pursued by someone and you don't feel safe runiusgslow
down to a walk and state “I'm running away.” Yowrpuer is
then obligated to trail you at an even speed asthdce, but
he may do so for as long as he wishes (you mightdiking
for a long time). If you stop running, your oppohés then
allowed to catch up to you and engage you. Statiimg
running” does not protect you from spells.

Masks: Many cast members will be wearing masks during
combat. It is very possible that a mask might shdftthat its
wearer can no longer see out of the eyeholesatflibppens,
stop combat long enough for the cast member tojustd
Remember: the people behind the masks are resperisib
awarding your good role-playing bonus points.

Blindness: There are effects in-game, like the sfdihd, that
may cause your character to become blind or t@belihat he
is blind. When this happens to you, you are natvedid to
engage in combat. This is both for the purposeafdty and
in-game realism — becoming suddenly blind is very
disorienting would make you defenseless againskilded
warrior. Swinging wildly in the hope that you withake
contact with your enemy is too dangerous and isatiotved.
To defend yourself if blinded, you may attempt tosipion
your weapons in a way that might block attacks madgour
torso, but once you have positioned your weapomsj y
CANNOT move them. You cannot even use skills Raary
or Dodgewhile blinded because those skills require thatryo
character is not disoriented.

This restriction on attacking while blinded péips to
thrown weapons and packets as well; that is nahjtrd.

The one exception to this rule is the skiimbat Instinct,
which allows you to attack while “blinded.” Whileoyr
character is blind in-game, out-of-gammmu are allowed to
keep your eyes open and see your opponents. Bgsi€gbu,
the player, are ever made to close your eyes flerpiaying
purposes, combat of any kind is not permitted.

Combat Distance: Whenever two players get too close to
each other during combat, accidents (such as @ittin
opponent with a wrist or an elbow instead of thanfioof the
weapon) become much more likely. As a general m&ask
you to keep a five-foot distance from your opponehtle in
combat. We understand that you will naturally maleser
than five feet when you step toward him to takeveng, but if
you start off five feet away before that step, catmill be
safer and cleaner. Remember that your opponenttraigh be
taking a step towargou at the same time that you are moving
in for a strike. After your swing has been madeapk return
to a five-foot distance.

For combat with a bow, we ask that you make sour
target is at least 15 feet away when you release goow.
That distance will ensure that there are no infueieen if your
target decides to charge you!



Combat Speed:Combat should be neat and organized for

purposes of safety, realism, and mathematics. VWsvkyou

will get the urge to let loose and quickly pound wwour

opponent, and many players will do just that (feetiéd by the
fact that boffer weapons are much lighter than wleapons
they represent). All players should space out thgack blows
by at least one second each (not including blogkamgl each
swing should be between a 45 and 90-degree armshiloat
land quicker or are swung in a smaller arc thart trae

probably not good solid hits, and a swing far cw®0-degree
arc tends to be too hard for most players likings.

Rapidly landing little, dinky blows on an opmnt is called
“Machine-Gunning” and is not allowed. A player i®tn
obligated to count any of the blows from a mactgonened
attack. It should take about one second for a playdully
reset himself for his next blow; attacking agaistéa than that
usually results in weak blows, sloppy combat that'tcbe
calculated, and angry players. We will be lookingr f
considerate and neat-looking combat; we considegoiid
role-playing.

Now, just because you are fighting neatly witkasured
swings doesn’t mean you have to go easier on yppoment;
just don’t charge in with arms flailing or rapidiyound
someone with your weapon and expect that he isggton
enjoy dueling with you.

Power of Swings and Ignored Attacks

If you think that your opponent is hitting you toaoickly or
softly for you to take damage from the hits, lehtinow, and
also let him know how many points of damage yoweptexd
(with in game statements if possible). Example: layer
strikes you three times within one second: wayfasi. You
decide to accept one of the points of damage butheoother
two; say something like, “One good shot there” cake a
noticeable tap with your hand on the spot where goe
accepting the damage. You should always let a playaw if
you are not accepting his damage; otherwise, yeclaeating.
If you say nothing, your opponent will assume yoe being
damaged.

This does not mean that you should make afbaf blows
really powerful. Boffer attacks should be gentl¢ fitm. Let
your opponent know he is being hit without hurthign. You
should also tell a player if his blows are too havdt that
doesn’'t mean to make him soften them and then aohtc
them because they're too soft. If you are duelinitp & player
that is not counting blows that you think are valiteasured,
and neat, don’t argue with him. Walk away from tloenbat if
you need to and tell a GM about it. Disciplinaryiags will
be taken on players that are reported multiplegime

Actively Engaged in Combat

Some abilities cannot be used on a charadtet is
“actively engaged in combat.” Being actively enghge
combat is defined as actively fighting an opponesith a
melee weapon or moving to fight an opponent (oe viersa)
that is within swinging distance (at least 10 fe8fell-casting
or using missile weapons does not count as beiggged in
combat. If it is a close call, the decision is madéavor of the
character targeted by the effect in question amdettfiect is
considered unused.
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Weapon Etiquette
Boffer weapons are the tools most necessary foringatke
World of Magesta feel like a dangerous place, ahdeayou
might treat the weapons of your enemies differeiftlyou

were in anactually dangerous place and your enemies were
actually enemies, there are a few rules of weapon etiquette

that we use at Magestry to allow all players arst ocaembers
to play the game safely and fairly:

-Always be on the lookout for unsafe weapons. \fieapon
breaks during combat or you otherwise notice tloainf or
pipe is exposed, inform the wielder immediately; rhest
acquire a safe weapon before combat can resume.

-If you see an unattended weapon or shield on thengl in a
combat area, assume that it is shattered unlese tise
someone there who can verify otherwise. If you iigiit as

an NPC weapon, please return it to NPCHQ at yodiesa
convenience.

-If you see a weapon being used that, last you kneas
shattered, you can assume it was repaired.

-If an NPC weapon is attended by an unconscioudead
NPC and you want to take it to fight with for thentbat that
is still in progress, you must ask, “O0G, can |etalhis
weapon to fight with.” If the answer is yes, youshreturn it
to the NPC or to NPCHQ at your earliest convenieficthe
answer is no, don't take it. Consider it shattevedtherwise
unusable.

-If an enemy is subdued, that does not mean yoaracker
can remove his weapon from him. If he manages touge
again, he might have other ways to attack, bubif take his
OOG weapon, then he has no option. If you are chnai will

revive and you want to try to prevent him from ggihis

weapon, you can try using a skill that is desigieedo that.

-If a PC weapon is in the hand of any unconsciowead PC,
you may take it unless an in-game ability is prewvenit.

Remember that it must be returned to the PC atetitk of
game or you are OOG stealing.

lllegal Targets

A player’s head, neck, hands, and groin are aljetarthat you
are not allowed to aim for with anything (weapon spell

packet). Be aware that there is always the charateybu will

be struck in one of those places by accident; plelasn’'t get
mad about it, just sit out for a bit if you need ¥ou don't

have to accept the damage or effect of an attaatksthikes an
illegal target. Please report any player that ieegedly hitting
people in illegal targets.

Also, you may not intentionally deflect a patkr weapon
with your hand and then claim the spell or attaickrbt count
because it hit an illegal target. In fact, we'd fprethat you
accept the effect of a packet that strikes yourdhamovided
the caster did not hit you there intentionally, gthis almost
certainly the case.



OOG Command Words
Certain words and phrases are always consideredf@ame
no matter what. They are commands for either enmesger
role-playing situations. For the safety of everyottee first
three commands listed must be followed immediatélye
second three should be followed because they Keegdme
running smoothly and sensibly.

-“Time_Out”- Yell this loudly if you notice an emergency
situation that requires the attention of everyowéhen a
“Time Out” is called, everyone who hears it musipsivhat he
or she is doing and take notice of (and maybe htip)
emergency situation.

-“Caution”- This command functions as a mini “Time
Out.” Use this command if you notice a situatioratths
potentially dangerous to a small number of peoytau need
only speak this command loud enough for those pergor
person) to hear. Example: You are engaged in comithat
another player and you notice that he is aboutattk into an
area filled with slippery rocks. Say “Caution” toowr
opponent and then move the combat to a safer totati

-“Out-of-Game Help’- The very of nature of role-playing
an adventure story dictates that the word “Helpll & often
shouted at Magestry for in-game reasons. This iy tie
command word “Out-of-Game Help” specifies that tredp
you need is “out-of-game.” This phrase is to beduzely in a
real (OOG) emergency. If you hear someone yellihig,t
please stop whatever you are doing to get helpeasituation.

However, in some emergency situations, thglsiayllable
“Help” is often the only word that a panicked viatican
muster. For this reason, we ask that, if you hba tord
being shouted and don’t know why, please investigaid
learn if the reason is in or out-of-game. It isslesnfusing if,
for role-playing purposes, you use another wordgk your
fellow heroes for help in defeating that last skabe
“assistance” works nicely (unless the other skelethave
already killed all of your friends).

“Clarify "- Use this command when you don’t understan
how a skill works, the person who used it will explit to you
out-of-game so you can role-play accordingly.

-“1,2,3, Time-In/Play-Ori- This is the count-off that
brings everyone back into the game after a “Timé¢" ©@u a
“Caution.” Before you say it, you must make surattthe
situation is safe and under control. Usually, tleespn who
calls “play on” is the person for whom the Time Quéas
called (if he is still there).

-“Call-Out”™- This command is effectively an in-game
attack on another character that is in a situatibare combat
is not safe (inside a building, next to a fire,aatony mound,
etc.). A player that is “called-out” must go to @&eslocation
with the person who called him out and proceed fthare.
(See the section on “Safe Locations” earlier is tthapter for
details about a call-out.)

Injuries and Emergencies

Injuries and emergencies must be considered andimpagr
control before any game-play in the area is abledtatinue.
Find a GM and/or medical personnel as soon as y@sare
that the situation won’t get worse without you thePlayers
should travel around the property in groups no Endhan
three people for safety. Remember that the wordpgHis an
out-of-game command that will attract immediaterttion.

d
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Yellow Arm Bands

Players wearing yellow armbands are exempt frombadrfor
health reasons. They cannot attack you and youotaaitack
them. You can throw a spell packet at them, butiyaust do
so very, very lightly. If you want to attack theachcter of a
player wearing a yellow armband, you must tell ghayer,
“I'm attacking you” and he must take whatever damagu
tell him he takes (unless he runs away from you).

Physical Fitness

We mentioned earlier that live-action role-playiisgmuch
different from tabletop role-playing. One of theimaspects
that set the two apart is the fact that you arealst the one
making the physical actions (combat, running, dagcetc.).
It is very important that you are aware of your gibgl
limitations and play within them. Do not play a hida
armored dwarven warrior if you can’'t physically wahnd
fight all day in 30 pounds of armor. Don’t use $théethat are
too big for you, don't use a bow if you can’t drand fire it
properly, and don’t intentionally involve yoursatfa plot that
you know will force you to do a lot of running iby know
that you can’t run for an extended period of titdeu know
your physical limitations better than anyone, sedsponsible
for yourself.

Resolving Problems Before They’re Problems

You may run into a problem or two while role-playimith
other players. Most arguments stem from disagre&srarout
the rules or anger at someone’s conduct during ebnvidhen
these things happen, please be civil to each othkrjt out,
and resolve the situation peacefully. Don’'t bothee GMs
with problems you can work out yourselves; we hameugh
to do already. Everyone is playing to have fun, #dn@u are
determined to do that, then disagreements withrgtteyers
will never turn into bigger problems.

Reporting Foul Play
There are certain situations when you just carif bet to tell
a GM about misbehavior, especially if it endangbessafety
of others. We are also concerned with the enjoyroéatl of
our players, so if you notice that someone is ¢hgah a way
that detracts from the fun of others, please leknaw.

In-Game Combat

At Magestry, all combat can be reduced to two bagies:
boffer and magic. Boffer combat involves boffer weas and
skills while magic involves spells.

The offensive part of boffer combat is usingbaffer
weapon to deal damage to an opponent, and thegiedepart
of boffer combat is a character’'s Hit Points (HRymor
Points (AP), and skills that grant defensive aieiit The
offensive part of magic combat is casting gestuased,
missile-based, or weapon-based spells; and thesigéepart
of magic combat is a character’s resistance adslitability to
Dodgeor Deflect and sometimes other spells of his own.

Order of Physical Damage
Magestry’'s combat system is largely measured byraemical
point system. Boffer combat, many missile-basedspend a



slight few other spells deal damage points, andnmhese
things are used on a character, they damage hisugatypes
of defensive points; however, some types of defenpbints
are always expired before others. Defensive pargslost in
the following order:

First: Temporary Armor Points

Second:Armor Points

Third: Natural Armor Points

Fourth: Temporary Hit Points

Last: Hit Points

Armor Points will only protect you from Weapon-Bdse
effects; however, Backstab attacks and PsychicitSpnd
Astral effects bypass all Armor Points without dging them
and directly damage Hit Points.

Once a creature’s Hit Points have all beenatged, it will
fall to the ground unconscious and proceed to bteedeath
unless it receives help. For a creature to fallomscious, the
last point of damage it was dealt must have bedghedorso.
If it was dealt to one of your limbs, you will remaat one Hit
Point, but that limb will have the Injured effectrf10 seconds
and be unable to be used. Poison effectd #edrain attacks
are special in that they will take your last Hitiftcand make
you fall unconscious even if they hit you in a limb
Injured Limb Effect: If an arm is Injured, you can maintain
hold on an item in that hand, but you cannot attarcéefend
with that item. The arm hangs limply at your sitfea leg is
Injured, you cannot stand on that leg. You muspdmyour
knee. You cannot walk or hop on your good foot. Yoay
slowly crawl, but while you are crawling you suffgre Pain
effect.

Boffer Combat

The following sections detail the in-game rules fwffer
combat; they may refer you to other sections ofthek.

Skills that Require Weapons
Some attacks with boffer weapons have other effeetides
simply dealing a greater number of damage. Spetidlis
disable opponents in other ways. Examglgpple renders the
struck limb unusable even though it does no HihPdamage.

There are many other fighting and stealth iéeplres that
disable characters in unique ways. To use one @ftha
player must say its OOG statement prior to attagkiis
opponent. The next attack he makes will carry teahnique.
If he misses that attack, the next attack he makiésot carry
the same technique unless he says the OOG statemeat
more.

A technique used with an attack that missetaitget is not
considered used. Also, if an attacker misses hénded target
with a skill but still hits his opponent (exampliee states
“Backstab Cripple” but hits the person’s back), @np of
damage is dealt as normal.

Parrying: Blocking an opponent’s weapon with your weapon
will stop any special skill that happens to be iwed in his
attack unless that special skill affects weapoike Disarmor
Shatte) or is Power Level Zero or Power Level 4 or above.
The Parry skills are used for blocking attacks that are dttua
successful. They make a character’s fighting abildtter than
his player’'s actually is. Also, any fighting techoe can be
used to parry any other of its kinBatal Crit negates &atal
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Crit). When used in this way, the player says either th
technique’s OOG statement or “[technique name] donp
immediately after his opponent’s attack. When &négue is
used to parry another, both techniques are coreidesed.

Disarmed or Dropped Weapons If a player is disarmed of
his weapon or it is otherwise dropped, he mustlloevad to
safely retrieve his weapon before anyone else taestrieve
it (you may attack him while he is unarmed, but eember
that machine-gunning is not allowed and a persanigaore
all such hits if he wishes). If, at any time, yae &ending to
pick up someone else’s weapon at the same timeés gou
must back off and allow him to safely retrieve hisn
weapon.

Also, just because you disarm an NPC of hiapee, the
character he is playing may not be defenselesgeldre, you
should not try to take an NPC’s weapon from himlahie is
still actively fighting.

Unarmed Combat

A weaponless character may not block or use thé Bhiry
against any attack unless he has the skilarmed Combat.
An unarmed weapon (fist or claw) is representedatshort
green boffer club, usually without a pommel. Iflaartacter is
of a race that may have claws (Drakian or Mongngliais
player can construct an appropriate-looking clawge as an
unarmed weapon. Unarmed weapons cannot be disasmed
stolen, nor willCripple or Stunwork if the unarmed boffer is
struck (even though it represents the characteirish)!
however, if the skillShatter hits the unarmed weapon, the
limb of that hand will be crippled as per the skilipple.

Unarmed combat never means that a player icgut 6r
block with his feet or body - a boffer must be us&l$o, if a
player drops an unarmed boffer while fighting, lemot stop
play to retrieve it; he must pick it up just as ang else would
have to retrieve a disarmed weapon. Sorry. Congjiderself
having just made a mistake, temporarily renderiagryhand
disabled, as in hitting your funny bone or someghin

Rage!!! Being Forced Into Combat

Even if your character does not intend to engageoimbat,
there is an in-game effect that does not give hichaice: the
Rageeffect. If you do not have a weapon when undeRhge
effect, you have 10 seconds to retrieve one than&tended
(using the proper method for taking a weapon from a
unconscious person if applicable [see Combat Chpté
you cannot acquire a weapon within 10 seconds (amnued
boffer counts as a weapon fora character that fogimt
unarmed), you will pass out unconscious, under Skeep
effect, as if affected by the skiWaylay You may opt, in
place of attacking with a weapon, to attack withpell, but
that spell must be an offensive spell that doedawe a prefix
(e.g.Lightning Bolt, Death Word, Ice Stormtc.). Once you
have gone 10 seconds without casting a spell ouidaong a
weapon, you will go unconscious. This unconscioasneill
last until the rage effect has expired. If you amgakened
before the spell has expired, you will continuebeoenraged
and will pass out again in 10 seconds if you carattdack.
This rule also applies to a character that is Kegh combat
(Entangle, Paralyzeetc.), and it applies to a player who
cannot participate in combat as denoted by a yedilonband.



Countering Attacks

Remember that fighting techniques that areGritt# have the
ability to be used to block identical techniquest btealth
techniques do not have that ability. Examgt&atten can be
used to parry & latten (thus, nothing happens to either
combatant and both skills are spent for the day) VWaylay
cannot be used to parry or dodge anoWeaylay

Magic Combat
Magic Awareness

For logistical simplicity, you will always know ifou are
targeted by a spell, even if it was cast silentfygugh your
character may not know what spell it was or whd ita¥f you
resist a spell, both your character and the cagtebe aware
of that. In fact, a caster will always know if hépell fails
[unless it was an Area spell].

Magic Damage Types
There are many types of magic on the World of Mtgeand
those that can damage creatures do so in differays. The
following are the types of magical damage that yoght
encounter (listed from most to least common):
Essence:This is the energy of the school of Magestry. It is
tangible, so it cannot bypass armor.
Elemental Energy. This is the energy of the school of Nature
and is drawn from the power of the elements. Edement
lends itself to a different form of damaging enerfgiye yields
Fire Damage, Water yields Ice Damage, Earth yidd&l
Damage, and Air yields Lightning Damage. All of ske
energies are tangible and cannot bypass armor.
Psychic: This is the energy of the school of Psionics. It
bypasses armor points and directly damages Hit t®oin
because it assaults the creature’s mind. As suatillilikely
have “No Effect” on creatures that do not have rsind
Spiritual: This is the energy of the school of Spiritualism. |
bypasses armor points and directly damages Hit t®oin
because it assaults the creature’s spirit.
Astral: This is the energy of The Dimensions. It bypasses
armor points and directly damages Hit Points beeaiis
assaults the creature’s Form [its very existencénre and
space].
Magestic: Magestic energy (damage from a Magestite
weapon) contains the Essence Effect Type as wallldsur
Elemental Effect Types. The wielder of such a weapwy
choose any of 7 Effect Types on each swing: EssefFice,
Ice, Lightning, Acid, Body, or Magestic (a sub-typeBody).
Shadow: Shadow energy deals damage that cannot be
regenerated by most creatures with regenerativitiesi such
as trolls, shadow creatures in darkness, or ctersaander the
effect ofRegeneration

Magic Weapons
When a weapon is enchanted with a magical enetgsh(as
Essence, Fire, Psychic, Shadow, etc.), any attaekie with it
are able to take on that Effect Type.

If a weapon under the effect of a temporaryapon
enchantment is shattered or otherwise broken,
enchantment is immediately dispelled. One weapomatabe
subject to two temporary enchantments at once sirdas of

the
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them is from a touch-based spell and the othenois fa area-
based spell.

Weapon Types
A boffer weapon'’s color is often a representatibthe type
of material the in-game weapon is made of/coatedhe
color of duct tape that indicates the weapon maltéype is as
follows:
Brown: Wood
Chrome: Silver
Red: Magestite
Green: Unarmed Weapon

OOG Reaction Statements
What you say in reaction to another character'macskill, or
spell is important because it lets the other pl&y&w how or
if it affected your character. The following statemts are out-
of-game communications:
“Parry”. Say this when your opponent’s weapon actually
strikes its intended target and you use a skitidionter it.
“Dodge”: Say this when your opponent’s weapon or packet
actually strikes its intended target and you uspegial skill to
move out of its way. Even though it hits you, yamaracter
totally dodges the effect.
“Resist”: Say this when you use Resistance Levels to negate
the attack.
“No Effect”: Say this when your opponent is striking you
with a weapon that you are immune to or use Imnyuréiels
against. Saying “No Effect” means the attackerii sgmains
unused for the day.
“No Effect to [name effect]”: Say this when some spell or
attack did not have the full effect, but some dffeas seen. In
the case of most weapon attacks, this means thekattd one
point of damage and nothing more. (Example: Luttier
Golden Boy is immune to a ghouParalyzeattack when one
of the undead creeps slices him with the clawsfatting
hand. Luther suffers the point of damage but netgaralysis
that accompanied it and [his player] says “No Eff¢a
Paralyze” to show that he took the damage but is no
paralyzed.
“Evade”: Say this when you use the slvasionto take only
half damage (rounded up) from a spell that dealsearical
damage.
“Absorb” : Say this whenever you use an “Absorption” effect
and soak up the energy from a spell or attack. Adigm is a
visible phenomenon to anyone who witnesses itosocannot
continue to absorb a player’s attacks withouttettiim know
that you are doing it.

Cluster Attack Rule

If multiple people are attacking you at once withirgys or
missiles that are dealing nothing but single poaftdamage,
you will not suffer more than 4 points of damageaisingle
second. Consider it a “Crit 4.” If a skill is used you while
you are clustered (even a beneficial one), thak iskihe only
thing that happens to you for that second of time;other
damage matters (if more than one skill is usedhat second
and you honestly cannot tell them all apart, yoousth say
“No Effect to Skills” and instead take a “Crit 4Qne second
worth of Cluster Attack can be reduced or negatgedaty
ability that can reduce or negate a “Crit 4, Body 1




Chapter 7: Dying and Playing Dead

Dying

Once a character has been brought to zero (0) ¢iitt® he
will fall to the ground, unconscious, and begingtbdiing out.”
(Remember that the last damage point must be tedte
torso unless it is from a life drain attack or stgee-based or
area-based spell that deals numeric damage.) Aonsoous
person is not aware of anything happening around Hihe
does not stabilize on his own (through use of tkaél s
Stabiliz§ and no other character helps him stabilize (with
skill such asFirst Aid, Awaken, Healpr someCure Wounds
ability), he will die after remaining at zero (O)jtHPoints for
15 minutes. The only way (in this rulebook) to ogstlife to a
dead character is with the spBiksurrection.

The Final Blow

If a creature is actively trying to “finish off’stvictim, it can
get the job done in less than 15 minutes. Onceagacter has
been brought to zero (0) Hit Points or is otherwhsdpless,
one well-placed attack will instantly kill him. Thiattack is
called the Final Blow. A Final Blow is performed & a
player places his weapon on his victim’s torso eledrly and
slowly states, “Final Blow One, Final Blow Two, RinBlow

Three.” This count must be restarted if it is int@ted by
another character actively defending the falleniwior if the

victim moves or is moved.

A Final Blow cannot be dealt to a target thmtves in any
way, whether it is from the target squiggling (aghe case of
it being bound but conscious) or being dragged fgtlzer
character. If he feels the situation is best rdésrd as such, a
player is welcomed to allow a Final Blow to killshtharacter
even if he is conscious and not paralyzed (aseretlent that
he is bound and has a sword to his throat or liedsdown to
the chopping block), but he does not have to.

“Final Blow One” represents dealing one HitirRoof
damage; “Final Blow 2" is another Hit Point of dageaand
“Final Blow 3" damages all remaining Hit Points akitls the
target. This means that any effect that can be cehgethe
target suffering a Hit Point of damag&léep, Waylay,
Confuse, Despaijretc.) is ended upon “Final Blow One” and
the target may interrupt the rest of the Final Blowless that
single point of damage was enough to drop him to &t
Points). Despite this, anything that causes at leaéngle Hit
Point of damage (such dagic Missilg can be used to deal a
Final Blow, but a Final Blow must be intentionak(ia stray
throwing knife orMagic Missilewill not accidentally Final
Blow a creature, nor will damage from aBlemental
Explosion.

A Final Blow bypasses any armor or natural dgen
reduction without damaging it.

The Spirit
Every character on Magesta has a spirit. A characéeirit is
the defining force that makes him who he is muchiertban
does his body or his mind. While he is alive, pgisis tied
to his body, but when he dies his spirit breake faed goes
about other business. Characters that die ard,thati are on
their way to Death, able to be subject to the sppkak with
Dead Spirits on their way to Death cannot be affedigdny
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magic or weapon — nothing can stop them from gtingeath
unless a GM says otherwise.

Minimum “Bleed Out” and Death Time

You may choose for your character to “bleed outfémer

than 15 minutes if you wish, but you can do so infewer

than three minutes. The same is the case with geanly to

see Death: you are able to wait up to 15 minutéthéut your

spirit being detained), but you may not leave te Beath

during the first three minutes that you are dealjehyour

mind destroyed, have your body turned to stonengrother
type of effect that removes you from game playsTrie may
only be broken in the case of safety being jeopadi{such as
lying exposed in extreme weather).

Deathly Visitation

A character’s spirit can remain inside his body figrto 15
minutes after his death; after 15 minutes the spiais no
choice but to leave the body and immediately seglD®ath,
who is the Incarnation of Death itself (MAKE NO DBURS
- ask for Death at Plot Central if you're not suwfeexactly
where he is.). Death is the authority on categogzipirits and
he, or one of his Agents, with the help of cardglioe, will
decide the fate of a character’s spirit. If therispvishes to
return to life, Death will determine the cost amhsequences
of its return.

Most of the time, when a character is senkliadife, he
returns without memory of the 10 minutes beforaltesel, and
unless you are told otherwise by a GM, you shoudsume
that that is the case for you as well.

Death to NPCs

Certain NPCs may bleed out and vanish in less tivap a PC
is allowed to. Generally, they will take at leasmiutes to
bleed out and 3 more minutes for their bodies $sigate, but
they are not required to. When an NPC creature doeto
visit Death, it may find that the system does notkithe same
way as it does for PCs. Many creatures only getiéoonce;
the Incarnation of Death does not grant second agwamo
everything on Magesta.

Spiritual Detainment
There are a few ways in which a spirit might beeablremain
in its body for more than 15 minutes. The most cammway
is if another character casts the sjtain Spiriton its dead
body; however, the spefinimate Deadvill also function as a
spirit preserver for its duration. Once a spiribis its way to
Death, nothing can impede it unless a GM says wiker

Spirit Travel
A player assumes the form of a spirit when he paltsece of

cheesecloth over his head (we will supply each grlayith

one cheesecloth). A spirit appears as a faintlynsféring

form to living creatures, and the character undatma piece
of cheesecloth is unidentifiable without the spadintify Spirit
or the skillSee SpiritSpirits are intangible.



Spiritless Bodies
In a normal death, a body without a spirit is meldeith

nature and the creature’s clothing, weapons, ahdrdtems
on his person will meld with his spirit as his $pgoes to visit
Death. When the spirit enters his body again, eaill cease
to meld with the body and return it to the placattihfell. The
only other times this happens are when a creatses the
spells Astral Projection, Psychic Projectiormgr Spirit Walk
unless a GM dictates otherwise.

Mindless Bodies

If a character's mind is destroyed or removed fiusibody,
he remains alive but cannot move and is unawaempbdf his
surroundings. Basically, he will stare off into himigness
while drooling all over his motionless body. Asigpas his
spirit is still in his body, he will be recognizatto others. Any
time after 3 minutes of being a mindless body, aygl may
decide to proceed to Death.

Flesh to Stone
If a character is turned to stone, he remains divecannot
move and is unaware of any of his surroundings. cde
remain in this state indefinitely if not revertea his normal
self. Any time after 3 minutes of being a statuglayer may
decide, if he wants, to proceed to Death.

Banishment
Go OOG and come to Ops to find out where your atiara
went.

No matter what the state of a creature or corpse,cannot
mutilate or detach any of its body parts unlessethe a
specific plot purpose for it and you have permissimm a
GM.

Playing Undead
At some point during your travels on Magesta, your
character’s dead body is bound to be found by aoneancer
and turned into an undead slave via the Jpmiinate Deadso
you should be prepared to role-play that. Since ymdy will
likely be fresh, you will not have to move slugdislike a TV
zombie; you should move at your normal speed. Yan c
groan but cannot talk or understand any languagessin
someone casts the sp8peak with Deaan you. That spell
does not force you to speak or to be nice to thregmewho
cast it. You will have the statistics told to yow the person
who castAnimate Deadand you will be under his complete
control. If, for some reason, he stops giving yommands,
your default behavior is to feast on the fleshhd tiving! If
you have questions about your animation, you cah ge
clarification with your animator.

Rules for Being a Corpse or an Undead Creature:
-Everything that was affecting you (beneficial aherwise)
while you were alive continues to affect you, uslgsu are
no longer a valid target because you are deadouf are a
corpse, you will lie silent and unmoving on the \gnd no
matter what is affecting you.

-You are immune to all Psychic Effects. (“No Effgct

-You are immune to Life Drain. (“No Effect”)
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-If you are a corpse, you do not know what is hajmg
around you. If you are undead, you can hear anénstehd
what is happening around you. Either way, you camspeak
(if you are undead, you can groan) unless someastsSpeak
with Dead

-If you are undeadCure Woundsand Heal damage your Hit
Points (andSunbeandeals 2 damage) whileflict Wounds
and Harm restore your Hit Points. Alsd)eath Wordand
Finger of Deathwill function like Resurrectioron an undead
creature, while Resurrection and Destroy Undead will
function like a Death effect. If you are a dead yyogbu are
immune to allCure Wounds, Inflict Wounds, Heal, Harm
Death effects, anBestroy Undeadq“No Effect”).

-If you are an undead creature at zero Hit Poipts; are
effectively a dead body, but you cannot be resteteanless
you are in a Consecrated area.

-You are affected by all other effects (includirtgpge that
specifically target dead or undead creatures) exbayp, if you
are dead, you remain unmoving and unaware. No tefi@c
make you stop acting like an unmoving corpse unieissan
effect that is specifically designed to make deadiés act
differently.

-Diagnosewill have its regular effect and also reveal tha
are dead.

-If you are a dead body and are subjecR&surrectionyou
will be alive again with one Hit Point. Everythittmat affected
you while dead remains in effect until the duratiexpires,
except for things that are not able to target fvireings.
-Animate Deadand Vile Resurrectionare spells, but they
cannot be dispelled by any effect because they have
Instantaneous durations (if nothing else stops fyom your
undead rampage, the Incarnation of Death will foyoer
spirit to come see him after an hour).

Effects vs. The Incarnation of Death

Most things affecting you (beneficial or otherwisaye
removed upon going to see the Incarnation of Deatéss the
staff tells you otherwise.

Player Versus Player
When a PC (or group of PCs) kills another PC, tieeways
the chance that out-of-game feelings will be hitagestry
does not prohibit PCs from killing other PCs, bhe tstaff
doesexpect that any such situations will arise frorasans
that arecompletelyin-game. Out-of-game retaliation of any
kind will not be tolerated.

On Magesta, death is considered a very sertbirg.
Killing a person once is widely considered an exiegevenge
for virtually any offense. The Incarnation of Deatbes not
look favorably on the repeated Killing of the saimmeéividual
and will take actions to amend such activity.

However, be warned that, if you play an ehihiacter and
are not good at being secret about your evil a@ii you are
setting yourself up for conflicts with other PC§.they Kkill
your character multiple times because they contislyo
witness you doing evil things, then the IncarnatarDeath
will not show you such mercy. It can be fun to phay evil
character (the staff also has fun providing thirigs evil
characters to do), but if you wish to do so, youstralso be
aware of the dangers and be able to handle theariteg
conflicts. In a game full of heroes, you may nat kzery long.



Surrendering Your Character

If you decide that you want to permanently stopyipig your
character, you may surrender him to the will of taff.
When you do this, you will free the Player ExpederPoints
(PXP) that you had invested in that character spocgm invest
them in another (see “Player Experience Points'Ghapter
14: Rewards”). We will then decide the fate of your
surrendered character. You may never again play dsna
player character but, if we are nice, we may allow to
make an occasional cameo as a non-player character.

Final Adventure
Should you choose for your character to not refiuom a
death, we may offer you a final adventure for ttaracter (if
we feel that the character was played long enougtbet
deserving of such individual attention). This firedventure
won’t happen until at least the event after thenetkat the
character died at, and we will welcome slight pletuests
from the departing character’s player.
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Chapter 8: Adventuring

Up until now, we have discussed the details of tatwaaand
use of characters in Magestry, but there are mérgr @spects
of the game that bring the World of Magesta to. [ifeu must
know how these things affect your character ané viersa.
This chapter will explain some of the featureshaf jame that
have, thus far, largely been untouched.

The most important thing you will learn in thalowing
pages is how to know the difference between ththgs are
in-game (IG) and things that are out-of-game (OOW@)e
basic rule is that in-game objects and effectsaamethat fit
into the setting of the World of Magesta, and ofug@ame
objects are the things that exist in the real weanhdl don’t
belong in Magesta. Example: A piece of paper whihwords
“Lock, Simple” written on it is just that out-of-g&: nothing
but a piece of paper; however, in-game it is a wagrk
mechanical lock of poor quality. Out-of-game, yoe doe
Smith from New York City. In-game, you are Romar of
Fegoria. Some objects, like trees and rocks, atie inegame
and out-of-game. Certain out-of-game objects may
occasionally be in the way of game-play; try totenel that
they aren’t there. If you can’t, incorporate thgeal as if it
were an in-game object as best you can.

Locks

Locks and Lock-Picking

Normally, we keep all in-game buildings, chests] &oxes
unlocked out-of-game; however, some of these objatdy
have in-game locks on them.

Mechanical Lock,
Quality; Power Level

Serial Code:

GM'’s Signature:

Mechanical Locks
An in-game lock is represented simply by a piecevbfte
paper. Written on the piece of paper are the words
“Mechanical Lock, X Quality,” a unique 1 to 4-digserial
number, and an official GM'’s signature. (X will babstituted
for a word that represents the quality of the lo8kmple,
Common, Complex, or Great.) The number of digitsha
serial number is representative of the number ofblers in
the lock, which dictate the quality of the lock.

Most locks (at least when they are made) have
corresponding keys. Keys are represented by a piepaper,
a Popsicle stick, or a real key labeled as an megdem.
Every key will also be marked with a serial numkeerd, as
you've probably guessed, keys can open locks with
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corresponding serial numbers. You can tell how many
tumblers a lock has, but you cannot tell the exzmie,
therefore, you cannot tell if a key fits a locktjlxy looking at

it; you have to try it.

Mechanical Locks look something like the imagmve.
Locks that have not been signed by a GM have nen be
authorized and are not really there. Only one lotky be
placed on a door or a box unless the object isialhec
designed to hold more. Also, if a lock locks a dfrom both
of its sides, a lock card is required to be on eside of that
door. For magic locks, this requires that Magic Lockspell
is cast twice: once on each side of the door (sagidlLocks
below). Any lock, mechanical or magical, will lock
automatically if the door, chest lid, or other atijé is on is
shut.

Picking Locks
A character with the skiMechanicsknows how to open locks

without using keys; this is called lock picking.character can
successfully pick a lock of a quality equal to tilechanics
skill that he is using. See the description of Mechanics
skills for details on lock picking.

Breaking Locks
A mechanical lock can be broken by a significardt fef

strength. One or more characters can use a nurnfilbses of
Feat of Strengthio break a lock, but it can be hard to do and
always makes a loud noise: one (Egat of Strengthis
required to break a Simple quality lock, four (Bgats of
Strengthare required to break a Common quality lock, ten
(10) Feats of Strengthre required to break a Complex quality
lock, twenty (20)Feats of Strengttare required to break a
Great quality lock, and the OOG statement for bireak lock
requires everyone involved to shout “Feat of Sttie¥igVhen
breaking a lock on a chest, no more than two peoalebe
involved, but when breaking the lock on a doortaup people
can be involved. Magical locks cannot be brokethia way.
Breaking the lock on a chest in this way will résul the
destruction of all of the breakable objects witthie chest.

Lock Cards Without Numbers

A lock card does not always mean a manmade loatoutd
represent a stuck door or an area enclosed by fedleks. If a
lock card has a Power Level but its code has nobeusin it,
it means it is no key can open it because it isa@roper
“lock.” Mechanics and Feats of Strength may stdl used to
open such things provided the Power Level is met.

Magqic Locks
Magic locks are the result of the sp#&lagic Lock.Unlike

mechanical locks, magic locks cannot be broken wéats of
Strength nor can they be picked normally. Picking a magic
lock requires the skillAnti-Magic Mechanicqdescribed in
Chapter 13).

Upon castingMagic Lock the caster must post a white
OOG card on the object being locked. The card mead,
“Magic Lock.” It must also reveal the caster’s narttee date
it was created, and the Power Level of the locke(Taster’s



name is OOG information, but all other information the
card can be determined in-game.)

The caster of Blagic Lockis able to grant permission to a
specific person to bypass that lock (and only thek) for a
stated amount of time. To do so, all he needs ts dpecify
the lock and the window of time that the persorntdsbe
allowed to open it. The caster may also revoke igist after
it has been given. If Magic Lockis cast upon the door to
your sleeping area, you have automatic permissiopdss
through that lock, and the caster is unable to kevthat
permission.

There cannot be more than one magic lock enstime
side of any object. If a magic lock is created arobject that
already has a magic lock, the lock with the higPewer
Level will prevail.

Magic locks can be dispelled ispel Magic and the
spell Magic Keymay be bestowed on a person or an object,
granting them the ability to unlock one magic latlat is
equal to or less than the Power Level of the keylotking
the lock does not dispel it, and immediately aftelocking it,
the Magic Keyvanishes.

Making Locks
Only characters with the skilCraft Locks can construct

mechanical locks. Making a mechanical lock requities
proper time and materials. For a full descriptioh the
materials, costs, and creation of mechanical lock® the
Locksmith profession ifProfessions & Prestigéavailable at
Magestry.com).

Tying Someone Up

There may come a time when your character thinks it
necessary to restrict someone’s ability to moveihging him
with rope or tethers. When you do so, you must hsome
kind of phys rep, and you must spend at least tOraks (for
arms and another 10 seconds for legs) pretendinig thim
with it while you explain, out-of-game, what youeagloing.
You must make sure you wrap the bonds in a wayteatan,
out-of-game, easily and immediately get out of thEhe uses
a skill that allows him to escape. The player stodalize
that, though he is natctuallytied tightly, his charactes tied
tightly. No matter how many bonds you tie aroundeason,
he can effectively have only two locations tiednarand legs.

Freedom from Bondage: Once a person has been tied,
another person can untie him or cut his bonds r{takiO
seconds per tied location), but a character thaddscan never
free himself unless he uses an appropriate skilb astaff
member indicates otherwise.

It requires one use &fscapeor 2 uses ofFeat of Strength
to break a rope around your hands, and it reqainesher use
of Escapeor more 2 uses dfeat of Strengtho break a rope
around your feet, but you never need more than e wud
Escapeor 4 uses ofFeat of Strengthto break out of any
amount of rope, even if your body is tied up. Alsog use of
Improved Escaper Releasewill free you from any amount of
tied bonds.

Metal Bonds: Unless otherwise indicated, metal bonds, such
as manacles, are assumed to be locked with a Corquadity
lock, meaning Common Mechanics(or a higher-grade
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Mechanicsskill) is required to pick them, and at least four
Feats of Strengthare required to break them. Unlike tied
bonds, a person is not able to help another pevgbaf metal
bonds unless an appropriate skill or key is udethroved
Escapeor Releasewill also free a person from metal bonds.

Traps
Beware! There are many dangers waiting for younenforests
and dungeons, and some of them never sleep. Mgagdstr
has a system for setting, triggering, and disarniags. Traps
sometimes consist of realistic props, but they gireclude a
white card describing what they do. The outsida tofap card
reads, “Trap, Contact Effect, Power Level X.” Tmside of
the card tells the type, grade, and function of tfap. A
person who comes within 3 feet of a trap card nopsn the
card, read it, and act out its effect. Characteith the skill
Mechanicsdo not immediately set off traps when they see
them, they will be given a chance to disarm them.

Almost all traps you will encounter will be Contdsffects.

Contact Effects and Glyphs

Contact effects (such as traps and contact poad)Glyphs
now remain all event unless they are removed by the
appropriate skill. Until they are removed, they edfect any
number of people. The exception to this is an ddtap that is
not accompanied by a trap card (like a popper.hStaps are
always considered Simple Traps and never do arythiner
than a single point of non-magical damage unlessa#f
member dictates otherwise. Once they are sprung,QEy
are used up. If an actual OOG trap is accompanyeal tvap
card, the card will dictate the trap’s effect. Ttrap card
remains in place unless it dictates that it shaw@demoved. A
PC can normally only set traps that have trap cards

Anyone who sees a Trap or Glyph card and is wighfaet of

it will instantly trigger it and be affected by iinyone who
touches an object that has a Contact Poison cantl will
instantly be affected by the poison (for large otgeyou must
touch within 3 feet of the card to be affected)ldds the card
dictates otherwise, no single person will be affdcby the
same Contact Effect or Glyph more than once per @ag
appropriateAlertnessskill will allow a person to avoid one
Glyph; however, if it is set off, the approprideflector spell
protection skill can protect the target from Atlertnessor
Dodge will allow a person to avoid touching one Contact
Effect. Dispel Magicwill permanently remove a Glyph. The
appropriate Mechanics skill will permanently disaartrap,
but Mechanics cannot remove Contact PoisNeutralize
Poisonwill remove Contact Poison.

If a trap or glyph is set/cast into a portable ohjé& will be
spent after the first time it goes off. Howeveruymannot use
a trap or glyph in combat. In fact, while combah&ppening,
traps and glyphs can be ignored.

Trap Qualities

Simple Traps are Power Level Zero, Common Traps are
Power 1, Complex Traps are Power 2, and Great Taaps
Power 3. Power Level will be noted on trap card.



Disarming Traps
To disarm a trap means to stop it from working amake it

harmless. Only characters with thieves’ tools ireith
possession and access to the skdchanicamay even attempt
to disarm a trap. Any character with even one atédél stealth
skill slot is granted a 10 second delay upon seeaitrgp card.
In these 10 seconds, he must decide whether tpttteo
disarm the thing or just let it affect him normalhe has only
these two choices, and the trap is triggered auioaily if he
does not decide within those 10 seconds. If hedéscio
attempt to disarm it, he must open the trap cardd rwhat
quality it is, and spend the appropridechanicsskill. If he
does not have access to a high enough graiedfianicsthe
trap is immediately sprung and no skill slot is rdpe
Disarming a trap takes 10 seconds. If those 10mskcare
interrupted, the trap is sprung.
The inside of a trap card looks something this:

Trap Card

Type / Power Level:
Quality:
Effect:
Special Instructions:

GM:

*Trap Cards that have not been signed by a GM havéeen
authorized and are not really there. A lock oragptcannot be
taken unless it has been disarmed with the app@pri
Mechanics skilland is accompanied by a full item card
complete with Appraisal Code (NOT just the lockrmap card).

There are a few types of traps at Magestry that terbe the
most common. They are listed below:

Needle Traps: These are usually found inside a lock or a
treasure chest. The needle itself doesn’t dealasacker any
countable damage, but it is usually coated withesdype of
poison. Needle traps are so unpredictable bechegeeffects
range from harmless to deadly. Neither armor poimis
gloves will prevent a needle trap from affectingiyo

Bombs: Bombs are usually triggered to a door or chest as
well, but they usually affect an area rather thast jone
person. They usually have special instructionstfar trap-
springer to follow in order to make sure that ishhe effect
that it's supposed to. Usually he will have to dptee effect
aloud and the trap affects everyone in the sourtdsofoice.
Pressure Plates and LeversThese types of traps can cause
anything from the release of a poison gas cloud toassive
cave-in. Pressure plates and levers are represbypt@dquare
of duct tape (any color) with the sticky side fagout; its trap
card will be attached to the non-visible side. Thane
designed like that so they stick to a player’s foohand. If a
player touches the tape (even if it doesn't stixkim), then
his character has triggered the trap and it takesteas soon
as he notices it, even if he doesn’t notice itldater. He must
then read the trap card on the non-visible side ant
accordingly.

Trip Wires: Trip wires never include a Trap Card because
they are simple. They are easy and safe-snappirgs what
are strung between two objects. If a character sraprip
wire, he takes one point of damage from an imagirart
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that shoots from an imaginary hidden location. tilp wires
are Simple quality traps.
Pits: Pits also do not contain Trap Cards because theyate
so simple. A pit is represented by black plastietshed
across the floor. If a player steps on the pldsti@any reason,
he falls into the pit and must go to Plot Centraldiscover
where his character went. Pits cannot be disarmed.

If a character sees a pressure plate, leiprwire, or pit,
he can avoid it to the best of his ability evehefdoesn’'t have
the Mechanicsskill; he just cannot attempt to disarm it.

Setting Traps
Any character can useMechanicsskill to set a trap. To do

so, he must purchase the materials for makingrime (these
may be hard to find). Upon the purchase of theseriads, his
player will be given a Trap Card that has alreadgrbfilled
out and authorized. When he sets it, its qualitylvé equal to
the Mechanicsskill that he uses.

Glyphs
A glyph is a magical trap that is represented byiexe of

paper. The paper has a visible side and a hidakn €in the
visible side is written “Glyph, Gaze Effect X.” # player sees
a glyph, he must read the hidden side of the p@pédrimself)
and his character is subject to its effect fordheation stated
if he couldn’t resist it. For all intents and puses, an
activated glyph is treated as a gesture-based spell

A player may ignore glyphs while actively eggd in
combat; they will only work if you have enough tireread
them while not under the threat of imminent attg@8parring
with a friend doesn’t count as combat, wise guy.)

Diseases

During your adventures, you may occasionally befrooed
with some form of in-game disease. You will be fieti
verbally or by some written note if your charackver
contracts a disease.

Some diseases are contagious, meaning thelyecpassed
from one character to another through touch. Oocatly, the
Magestic staff just might release a particularlgtyadisease
that can be contracted through easier or stranggs.w

The two disease listed below are the most comnbut
you might confront others (and when you do, theyusth be
accompanied by descriptive effect cards).

Sleeping SicknessThis disease causes your character to fall
asleep suddenly and uncontrollably at various yatisr(much
like a narcoleptic). You sleep for 30 seconds dythre first 3
minutes that you are affected by Sleeping Sickre2gsng the
second 3 minutes, you sleep for one minute. Dutieghird 3
minutes, you sleep for 90 seconds; during the FouBt
minutes, sleep for 2 minutes; during the fifth Sates, sleep
for 2 and a half minutes. After 15 minutes with efing
Sickness, you will fall asleep permanently and cdnbe
awakened by Awaken, Pain, or suffering Hit Poinidage.
You can only be awakened if an appropriate effecisied that
can remove Sleeping Sickness, and it must meetat the
Power Level.

Sleeping Sickness is contagious by touch.

Zombie Rot: A character infected with Zombie Rot slowly
loses Hit Points until he dies and then rises asumthead
zombie. He will lose one Hit Point every three ntgsiunless



cured, but he may still be healed during this tifiree
minutes after reaching zero (0) Hit Points (whetiem this
disease or from other damage) the character wilddsal (not
just unconscious) and will rise as a 5-Hit-Pointnbde with a
hunger for living flesh three minutes later as & lwere
animated by thé&nimate Deadpell.

Zombie Rot is contagious by touch.

Removing Disease

The spellsRemove Disease, Restoratiamd Heal will cure a
character of all diseases they meet or beat theePbewel of.
If any disease cannot be removed by any of thoslssphat
fact will be stated in the disease’s descriptioart@in diseases
might have other ways in which they can be removed,if
that is the case, these methods will also be stamtetheir
descriptions.

A disease is not removed from a body whenrdected
creature dies and contagious diseases can stiplead by
corpses.

Potions

Potions are created by characters with Aheghemyskill. In-
game, they are little flasks of energized liquidattthave
special, magic-like effects; out-of-game, they hitée flasks
with cards stuffed into them that have descriptiohsxactly
what those effects are. We say they aragic-like because
potions are not actually magic and do not behawbensame
way. See “Chapter 11: Alchemy and Toxicology” teativer
how potions are different from magic spells and hbey are
similar.

If you pull the card out of a potion flask apdu do not
have the ability to identify potions, it is considd that your
character drinks that potion and becomes subjeitt teffect
unless he was opening the potion to spread it antobject;
either way, the potion is considered used. The @arllided
with the potion tells you everything you need tamwnabout
what it does and how to role-play its effect.

Poison

Poison is an aspect of Magestry that makes the garbi¢
more dangerous, but it also gives players moreooptiand
something to occupy their characters with betwéenaiction.
Poison is represented in-game by an effect cadetkaains
the poison’s effect.

Such an effect card will be taped or clippedny item that
contains poison. This effect card is not an in-gatem, so
your character cannot actually see it. Its purpsge let you,
the player, know that an item contains poison andxplain
the effect of that poison. If, for example, you se@oison
effect card affixed to a cup that your charactat imended to
drink from, your character didot actually see the tag, so it
will not have any bearing on his intention; he wbstill drink
from the cup and then suffer the effects of thespioi

The only way that poison can be detected oim @n item
is with a skill that is designed for that (suchDetect Poison
or Sense Poisgn However, your character's decision to use
such a skill cannot arise from you having seenQfés effect
card.

Poison effect cards that do not have an e@ffiGiM mark or
signature can be ignored.
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Poison Types

There are four basic types of poison at Magesbntact,
ingestive, blade, and powder. These types explain the
poison gets into the victim; they do not explainathhe
poison does. Poison at Magestry can have any number
effects and each poison’s effect is described effect card.
Contact: Contact poison is a type of poison that might be
spread on an item. It must touch bare skin to Bextfe, and
the victim must be in direct contact with the seuaf the
poison; it would not be effective to take contaotspn from
one object and wipe it onto someone else. If yarelskin
touches an object with a contact poison effect estrached to
it, consider yourself the target of that poisonthié object is
very large, consider yourself affected if you touwhywhere
within 3 feet of the effect card. Contact poisomaéns on an
object even after you touch it; it can affect nqlkipeople, so
you must leave the effect card alone unless yoaisial that
specifically removes it.

Ingestive: Ingestive poison is the kind that must be taken
orally to be effective. It can be sprinkled ontfoad or mixed
into a drink. Always check the bottom of your cigowl, or
plate after you have finished eating or drinkingydu see a
poison effect card, it means that your food or kirimas
poisoned and your character is subject to the potkat it
indicates. After ingesting the poison, you must uip the
effect card (please do not litter).

Blade: Blade poison is spread onto a weapon [of any type]
that is then used to break the skin of its victBlade poison
will affect a character if the weapon that it isesal on makes
contact with at least one of his Hit Points (tengpgrHit
Points also count, but armor points do not). If tHade a
poison is spread on can bypass armor (like a weapon
enchanted with psychic energy), that poison alspabges
armor. For blade poison, no effect card need lzela¢d to the
weapon.

Powder: Powder poison is inhaled by the target creature or
sprinkled about his body and usually has minora$felt is
represented by a spell packet that is thrown atatget, but it

is not considered a spell.

Like a missile-based spell, powder is effeetivit strikes
the target creature or anything it is holding, inithg weapons
and shields. Unlike spellSpell Resistancand other spell
protections will not protect against powder. Powdey be
negated by anyodge or Parry skill (but not evaded with
Evasion. Like blade poisons, powder poisons are not
accompanied by effect cards.

Here are the most common lesser poisons aidetfiects:

10-Second Effects
Coughing: Withhold Effect
Sneezing Withhold Effect
Laughing: Withhold Effect
Itching : Withhold Effect

5-Minute Effects

Hiccup: Roleplay Effect
Nausea Roleplay Effect
Intoxication: Roleplay Effect

Resisting Poison
SeeResist Poisoin Chapter 13.

Blade poison is a bit different. You can restsby not
allowing the attack that carries it to touch one yafur
character’s Hit Points, temporary or otherwisethié attack
that carries blade poison is parried or dodged,pifison is
ineffective and is considered used.



If you are struck with a blade poison andaimdges one of
your armor points, you must state “No Effect” td l@ur
attacker know that his poison was unsuccessfuthdfattack
that carries poison touches nothing but armor pgoithe
poison is not spent on the attack. The attack néedsuch
one of your character’'s Hit Points. Even if the dge that
carries poison is reduced by the skihmage Reductigrthe
poison will still have its normal effect.

Also, if your final point of damage is dealt poison, the
strike need not hit your torso to bring you to z€@) Hit
Points and unconsciousness.

Neutralizing Poison
While poisons often have effects that are magie;lpoison is
not considered magic. This means that the <pislbel Magic
has no effect against poison effects. To removeoiaop
effect, the spellNeutralize Poisonis needed.Neutralize
Poisonremoves poison that it meets or beats the PowezlLe
of.

A poison can only be neutralized if its duvatiis longer
than “Instantaneous.” This means that Hit Point @gen
death, etc. that has been caused by poison caenavbrsed
by Neutralize Poison

See “Chapter 11: Alchemy and Toxicology” forom
information about poison.

Making Sense of it All

You will see many strange and curious things whikeying
Magestry, but not all of them have to confuse yéau will
see many things that would be out of place in ga world,
but they are all things, or represent things, #iatcommon in
the World of Magesta. Example: While walking thraute
forest, you'll see green cards attached to trebss@ cards are
called “Tree-Speak” and represent the trees’ ghitittalk to
characters who know their language. We'd love teehg but
our budget just doesn't allow for a grove of medbah
talking trees.

Remember, this is a fantasy game, so if ypdhinking in
those terms (and you know the rules) very few thimgll
confuse you. Our special effects are limited (wa caly
stretch your registration money so far), so use ryou
imagination. Here are a few things that you shokidw
before jumping into the World of Magesta.

Searching a Body

After felling a large school of woodland beastias;haracter
will most likely want to search their stinking cegs for
valuables. There is a method that you, the playest follow

whenever you want to search a body. First, kneeindeext to
the other player and state, “I search you” withalating

anything else. The fallen player might simply haod what
he has, or he might ask you to describe your se#rble asks
you to do that, try naming all of the places on ttisracter
that your character would think to search. In sarases, a
player may give you permission to “Go ahead andcbealf

he says this, you may search through any of hikeiec
pouches, or even shoes (be sure to avoid any tefiepots).
If you are not comfortable actually searching anCNRou

may repeat, “l search you” and he will likely haoder the
concealed items (though he is not required to).

44

A complete hands-off search using the ‘I seayou’
method takes 30 seconds unless the NPC is kindlémals it
to move faster.

If the NPC doe not wish for you to actuallyasgh him (or
vice versa), you may also state yoBpot level if your
character has that skill. Depending on the level state, your
search may be faster or more thorough (allowing tgofind
something you otherwise might have missed). Howef/éne
NPC asks for you to actually search him, pleasthdbbefore
stating yourSpot level. Remember that, even if you state
“Spot 10,” the NPC is not required to hand over tidden
treasure, so if he says, “go ahead and seardis,irityour best
interest to actually make an effort.

A player character is not allowed to “hide&riis on his
person in such a way that it requir8potto find. If the
searcher states, “| search you,” a PC is allowedstoto be
actually searched, but if the searcher repeatseérch you,”
the PC (unlike an NPC) is required to hand overitrigame
possessions.

Taking Weapons and Armor
If your character is the kind of guy who likes toot
battlefields, he is welcome to take items he fiodsreatures'
corpses. However, since the Magestry staff neeldefalur
weapons, costumes, and armor to come back to Rlotrat
with the NPCs who took them out, you, as a plawyf,have
to supply your own physical representations oftttiegs your
character takes. That's right; that means if hetsvientake the
swords of 20 orcsyou have to have brought 20 of your own
boffer swords to the game and, once your chardetiezs
them, they will be in-game and can be stolen or jlost like
any other in-game item. Note that most of the itemestures
carry will be worthless, so looting bodies for dng but
money, potions, and scrolls will almost always beren
trouble than it's worth. Also, if your own sword svehattered,
teleported, or otherwise rendered unusable (in-gaitmeEannot
be used as the physical representation of any atleapon
unless a GM allows it.

Stealing from Players
If your character is willing to risk wearing outshivelcome in
town, he may find himself looking to steal from ethPCs. In-
game money, potions, and scrolls are able to berstbut any
other items, including weapons or magic items, ocartre
stolen unless the staff has placed an Appraisak@uwdthem
or otherwise clarified that they are able to béesto

Protecting OOG Items
Destruction of property belonging to Magestry orotrer
player is strictly prohibited. As such, there maytbmes that
you need to fabricate an in-game reason why somgikinot
possible. As an example, though many thieves waud to
slice open tents to get at the valuables hiddenitinin, there
is no in-game mechanic for it, and you are obvipusbt
allowed to actually cut a person’s tent. Sornyt igpoils your
fictive reality, but we don't cut tents; we don’estroy OOG

property.
Locking and Holding Doors Shut
You are not allowed to physically hold a door sty are

you allowed to lock it with an OOG lock. There @negame
ways to keep the bad guys on the other side ofos, dut if



they have the means to get through the door despitee
methods, then you will have to find other ways ®&fethd
yourself. Despite what you might hogesat of Strengtlis not
an acceptable in-game method of keeping a door shut

Writing In-Game
There may come a time during the game that a téera
character will want or need to write something downhe
wants to write in ink (necessary for some docunjeis will
need to purchase in-game ink. One dose of inkwille one
average page. He can write with a “charcoal” (p¢rmei with
his own blood for free. If he writes with his blqdde loses
one Hit Point per page.

To send a letter between events, log in to Ntagestry
Database, select your character's name from theddren
menu, and click the View Character button. Themtathe
Information Gathering area near the bottom of thgep Click
the Write Letter button and fill in the text fieldsSending a
letter will cost one silver noble for postage, ptusopper bits
per written page. Obviously, you can only writketter if you
have the skilLiteracy.

OO0G Cards
During your adventures, you will surely see manydsa
attached to things here and there. These cardtharaselves,
out of game, but they represent something thabeacier sees
or hears in-game. The following is a listing of ttiéferent
types of cards, their colors, what they mean, arub s
allowed to read them.
White Card = Lock, Trap, Glyph, or other OOG instruction.
A white card can be read by anyone; in fact, nobeolyg sees
a white card and is within 3 feet of it is allowdignore it: it
represents a very real in-game object that mighteha
consequences just for seeing it.
Yellow Card = Spot Card. A vyellow card represents
something that is well hidden from average eyes. tm
card’'s cover, it will read, “Spot X,” and inside lwibe
inscribed what can be spotted. “X” is a level numbwat
represents how well the thing is hidden. Only cbtas with
the skill Spot can read a Spot Card. What's more, only
characters with &potLevel equal to or greater than the level
on the card can read a Spot Card. Example: Fo@iBlippery
has acquired th&potskill 3 times, so hisSpotLevel is 3;
therefore, he cannot open or read a Spot Cardehds “Spot
4” on its cover.

A character without &potLevel high enough to read a
Spot Card must ignore the thing altogether; to Hins not
there. See description 8potfor more information.

Red Card = Magestry-Speak. A red card represents the
speech of the living energy that powers the magichbol of
Magestry. A character can only read one of thesésci he
casts the spelbetect MagicEveryone else must ignore them.

Green Card = Tree Speak. Green cards represent the speech

of the trees and plants of Magesta. These planiisonly
speak to characters with the skilbmmune witiNature. Other
players that see green cards can have their ckesactalize
the trees have something to say, but they cartttieacards.

Blue Card = Stone Speak. Blue cards represent the speech of

the rocks and stone of Magesta. These minerals amily

speak to characters with the skilbmmune with Natur®ther

players that see blue cards can have their chasaetalize the
rocks have something to say, but they cannot teadards.
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Gems
Along your Magestic travels, you may chance up@negious
gem or two. Gems are represented by little plasttoes that
look a bit like real gems. The color of the plastidicates the
gem'’s type and, usually, its value. The value gjem can
only be determined by a character with &ppraiseskill. You
might also find uncut gems in-game. They are represl by
green-painted rocks, and their internal colorsuestgally noted
somewhere on them or on an accompanying item ddmeir
types can only be identified by a character with Alppraise
skill, and they can only be cut by a character witd skill
Gem-Cutting ¢eeProfessions & Prestigat Magestry.com).

Playing In and Going Out-of-Game

You're probably sick of hearing it by now, but want stress
enough how important it is that you stay in-gamemagh as
possible during a Magestry event. However, for ¢htmes
that you must leave the action, there is a signifiet you
must be familiar with: the arm over the head sigfdlat’s
right, any player with his arm (or weapon) restmtgp his
head is out-of-game and cannot be seen by playayame; in
fact, he does not exist to them in any way. Theeevary few
times during game-play that this gesture is actdptarhe
most frequent use of it will be by cast membergtamir way
to one plot or another, and players can use itja&ire going
to bed or just after waking up when going to ornfrohe
bathroom if they feel that they absolutely mustsdlsome
high-level spells grant a character the advantdgming out-
of-game for in-game purposes, but this situatiomie. Going
out-of-game illegally to protect your character nfrothe
dangers of Magesta will result in a deduction alf gloints.

Close Calls and Settling Disputes

Sometimes it will be unclear if all necessary coindis were
met for a certain skill to affect your characteheTfollowing
section describes some questionable situationsnight find
yourself in and explains how official decisions amade on
them. These rules may only be enacted if the taigatskill is
honestly unsure if the proper conditions were rigtacting
them when such things are obvious (which is alnabstys
the case) is cheating.

It is possible that, at some point in yourdion Magesta,
you will find yourself in a questionable situatinat described
here. If that happens, remember that the numberuads to
be courteous and play nicely; if you do that thea best
decision will be reached.

Q: Did the weapon hit me?
A: A close call is made in favor of the target b&tweapon
strike.

Q: Did the spell packet hit me, my clothing, or shing |
was holding?

A: The decision is made by the consensus of a thértly (or
parties) who witnessed it. If the third party(s)cides the
packet missed the target, the spell is considerisded and
spent. If there is no witnessing third party, thexidion is
made by the target and the spell is consideredashifshe
decides that it missed.

Q: Did the weapon hit me in the appropriate loagafior the
accompanying skill to be affective?



A: The decision is made by the consensus of a hartly (or
parties) who witnessed it. If the third party(s)cidie the
weapon did not strike an effective target, the Iskd
considered missed and unused. If there is no vatngghird
party, the decision is made by the target and tik is
considered unused if he decides that it missed.

Q: Was | within line-of-sight for the entire in-ganportion of
the incantation of that gesture-based spell?

A: The caster decides in the event of a close [fdie decides
he did not have line-of-sight the whole time, theelk is

unused.

Q: Did the duration of the spell affecting me erdt?y

A: The person affected by the spell is the one wihnes it
with a watch or estimates if no clock is availalne the
duration is less than one minute.

Q: Was | in range of that area-based spell?

A: If the spell was cast loudly enough for you ®ahit, your
character was in range of it, even if the spell wast on the
other side of a wall, portal, or Magic Cage. If yoeard the
spell but honestly did not understand what it wiasonly

affects you if there is someone near you who canediately
clarify it for you.

Q: Was | actively engaged in combat?

A: If it is a close call, the decision is made awvér of the
character targeted by the skill, spell, or glyphyirestion and
the skill, spell, or glyph is considered unused.

Q: Did | make eye contact with you at the momeat tfou
were using aypnotizeskill on me? Was | close enough for
you to affect me?

A: The OOG Statement fortdypnotizeskill need not be
completed while eye contact is held. Only a monoértye
contact is required and the statement may begitiraeyp to
a full second after eye contact is made as lorthebypnotist
was close enough to see the whites of the targature’s
eyes. The hypnotist decides in the event of a aaieon
either timing or distance. If the decision is ttted eye contact
was not right or from too far away, the skill isused.

Reacting to Skills
If you have not responded with a counter to a paldr effect
within 5 seconds of it being used against you (Wwbet
because you forgot that you could stop it or arsuoa if an
ability you have can stop it), your character Wi subject to
the effect. Additionally, even if 5 full secondsvieanot yet
passed, if your character clearly begins role-pigyhe effect,
we recommend that you continue to take the effeeh éf you
then remember that you could have stopped it. Doing
otherwise has the potential to confuse the encoumated,
while it is technically allowed as long as it foNe the 5-
second rule, we consider it poor role-playing. ombat, if
you do counter an effect after your character hiasirly
started reacting to it, you must disengage front twanbat
long enough for your opponent(s) to realize that yeere
actually not affected, because in many cases hk haile
continued on as if you were affected, and he likelg several
other opponents occupying his attention.
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Forgetting Skills

If you forget that your character is benefiting rfrasome
ability (like a spell protection or temporary Hibiats), and
you allow something to affect you when that abildyuld

have prevented it, you must stick with your roleyphg

decision to let the effect affect you. Later, ifuyaish to have
your unused ability returned to your character, gaist come
to NPCHQ to ask a GM if you can have it back. Ydll enly

get the unused ability back, you cannot undo angttthat
happened as a result of your forgetting.

Being Awakened OOG

If someone wakes you up OOG for an OOG reasonsitda

a replicated skill, inform you that you are beingwen a
dream, etc.), you must continue to role-play that yare
asleep for at least three minutes afterward. Aftexze minutes
have passed, your character may wake up (IG) ifdybke.

However, your character may wake up at some paining

these three minutes if something happens in-gamtevtbuld

legitimately wake him up.

Additionally, if you are affected by some effethat
requires you to get out of bed and dressed to plalg- the
time it takes you to get out of bed or get dresdeds not
count against the duration of that effect unlessuber of that
effect wishes it to. Also, you should be as quiok guiet as
possible in doing these “O0G” things so as not &kevother
players. Taking too long or making excessive nagsdad
role-playing.

Hiding Under Beds

While the area underneath a bed is OOG, your ctaratay
still hide himself there if he needs a place teehidowever, if
the bed you are trying to hide under is not younpyou may
not touch any of the items under the bed. If yoimkhyou
might not be able to fit under the bed without tuing the
items (taking into consideration that you might toeind,
attacked, and have to defend yourself), then dogootinder
that bed.

Remembering Numbers

The staff of Magestry understands that the rulethefgame
are extensive and can often be difficult to rememb¢hile
you are responsible for knowing the effects, doraj and
other characteristics of the skills and spells ttoat use, we do
not expect you to remember them all. However, todawn
on the amount of times the OOG command word “Glarif
needs to be used, we have tried to make thingdlikations,
distances, and stacking rules easy to remembee. isl¢row:

Skill and Spell Durations: These are based on the
numbers one and five. If a skill has a numericahtlan, that
duration is usually one, five, or 10 time unitg(el.0 Seconds,
One Minute, 5 Minutes [offensive skills only], 10iMdites
[defensive, role-playing, and Control effects], Gtheur, One
Day, or One Event).

Dirtnap Durations: While skill durations are based on the
numbers one and five, durations dealing with unciosness
and death are based on the number 3. Bleedingakas t15
minutes and spirit departing and going to Deathesats
minutes (for a total of 30); First Aid takes 3 mies;
Searching takes 30 secon8sabilizetakes 3 minutes.



Distances Distances are also based on the number 3.
Disarmed weapons must go at least 3 feet awaygigtance
between you and your opponent must be 3 feet daongpat;

30 feet forGust of Wind, Turn UndeadndWhirlwind.

Stacking Effects: Cumulative enhancements max out at 8.
You can never carry more than any combination of 8
Temporary Hit Points and Armor Points. Area-baspdlls
that grant Temporary Hit Points or Armor Points mag
stacked over touch-based ones, but the maximumoaey
character can have is 8 (total of both Hit Pointd &rmor
Points). There is also a cap of 8 points of examage that
you can add to a single attack (as frémat of Strength,
Weapon Readiness, Power Attaoktc). This does not,
however, include the base damage done by a skitl dbals
numeric damage (lik€rit 2 or Backstab » Similarly, in the
event that you have the ability to stack multiplieds of
Damage Reduction, you can never reduce more thaoirts
of damage from a single attack.

Using Feat of Strength
Up to 8 uses of Feats of Strength may be used bypenson
for a single action or attack.

Numeric Damage Attacks and Empowering
Feat of Strengttcan be used to increase the damage of any
weapon-based attack that deals numeric damagedarhage
is increased by one for every Feat of Strength te€gump-
up" the attack.

Alternatively, Feat of Strength can be usedhtoease the
Power Level of any weapon-based attack (not dejedse
Power Level will increase from 1 to 2 if 2 FeatsSifength
are used before the attack, and the Power Levélingitease
from 1 or 2 to 3 if 6 Feats of Strength are usé&kamples:
"Cripple, Body 1" could become "Cripple, Body 3'tlife user
first pumps himself up with 6 Feats of Strength, @rit 2,
Body 1" could become "Crit 4, Body 2" if the usisf pumps
himself up with 4 Feats of Strength [2 to add dagnplgis 2 to
increase Power Level].) However, a single persoy usg no
more than 8 Feats of Strength per day for the mepof
increasing the Power Levels of attacks.

To use Feat of Strength for either of thesesust is
necessary to roleplay that you are "pumping up" your
attack. For each Feat of Strength that you usemjpogver or
increase damage of a weapon-based attack, youtoesdng
your weapon once without hitting anything so as"gain
momentum" (be careful') while counting out your teaf
Strength. ("Feat of Strength One, Feat of Strefigtb," etc.)
The empowered attack need not be the first attackngake
after pumping up, but you have one minute to use th
empowered attack or the Feats of Strength are Riste it
need not be the first attack, if you are interrdpighile
pumping up, you can stop and then continue yourgignup
later, as long as one minute has not passed.

Other Uses for Feat of Strength (Actions)

Carrying a Person: Without Feat of Strengthyou cannot
move quickly while carrying a person, if you careewarry
him at all. One use of Feat of Strength will allgau to carry
him at your normal rate for up to 10 minutes.
Forcing Locks Open: To use Feats of Strength to force
through a lock, the number of Feats required daubléh
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each successive step of lock quality. A Simple lkuires 2
Feats, a Common lock requires 4, a Complex lockireg 8,
and a Great lock requires 16 (and, obviously, ntbesm one
person adding Feats of Strength to the task).

When you use Feat of Strength to get throudck, you
are not considered to be breaking the lock, you arky
forcing your way through it. Breakable objects itesia locked
box will be broken ifFeat of Strengtlis used to open it. Glass
flasksalwaysbreak when this happens.

Breaking Bonds: Two Feats of Strength are required to break
someone out of a Power Level 1 Snare effect or bapels (a
person only need use strength to bréakselfout of rope
bonds — another person may untie the bonds witszending
any skills provided both hands are free), 4 featsnaeded for

a Power Level 2 Snare effect or metal bonds (urttessnetal
bonds have a lock card on them, in which case,|dbk
quality reveals the number of Feats needed), afeh® are
needed for a Power Level 3 Sndfeat of Strengtltannot be
used to break out of magical Bind effects.

Withstanding Wind Effects: Feat of Strengthwill allow you

to hold your ground during one wind effe@uyst of Windor
Whirlwind) that you are affected by. For the duration of the
wind effect, you cannot move toward the source l{pbdy a
caster), but you may move away from the source taed
replant your feet to remain in position.

Negating Skills: Feat of Strengthcan be used to negate a
Disarm or Withhold that is dealt to his weapon or shield
(though not the disarm effect froReat/Chill Weapoh

Feat of Strengthcannot negate &Veaknesseffect, but
Weaknessvill bring an end to the strength-requiring takktt
a character usingreat of Strengthis trying to accomplish.
During Weaknessa character can udeeat of Strengthto
make one regular attack. He may also useFaat of Strength
to perform a 10-minute task théteaknessnakes impossible
(such as walking or running at a normal speed).

When usingFeat of Strengthto perform a task other than
empowering an attack, you must state what you anegdin
your OOG statement so others may role-play accghin
(Example: Observers will know that “Feat of Stréndtpush
through this locked door” makes a loud in-game @pis
whereas “Feat of Strength, | pick you up” will notake a
significantly loud noise.)

More than one character may add useBezt of Strengtho a
task, and even characters with ®teengthspell can join the
fun. Characters must count off “Feat of Strength-éat of
Strength 2, Feat of Strength 3, etc.” until the rappate
number of Feats is reached, before completingabie t



Chapter 9: The World of Magesta

The game of Magestry is set in the imaginary, fstital
World of Magesta. As you can tell from the map, Esig's
lands and features are close (but not exact) gésdb Earth’s.

This chapter is designed to get you accustoteedhe
World of Magesta. Here, we will discuss many pheana
that have importance in-game, as well as to thatione of
your character. As you read about the place, rerserttiat
your character is a product of Magesta.

The Dabbleverse
Magesta is only a small dimension within the coesdl
dimensions and planes that compose the Dabblev@rse
campaign setting that you can learn more about at
PDabbleGames.com). Most dimensions in the Dabbdever
have unique flavors, and many of them are quitéewtifit
from Magesta. There are places where technologgnsei
supreme, places ravaged by a post-apocalyptic fyrplaces
designed specifically as trade centers betweenrdioes, and
the list goes on almost infinitely.

There is a largely open system of travel betwmany of
the dimensions in the Dabbleverse, and Magesta cis n
exception. Dimension travelers (also called Hoppers
frequently jump in and out of Magesta, bringing twthem
unigue customs and items for trade. This makes btage
vastly diversified world, though it retains thetdist flavor of
high fantasy literature.

People of Magesta
Because of the openness of trade between dimensiahe
Dabbleverse, Magesta is home to a multitude of sraaed
creatures, and this diversity gives way to colocimmunities
and a strong feeling of open-mindedness. If youaratter
holds any prejudices, they are probably due twhiser being
raised in an exclusive or insular community.

Incarnations

Magestry uses no standard religious system, thaugist
characters do have some type of faith. Of coultseret will
always be people or individuals that believe in sagod(s),
and churches and sanctuaries are common in many
settlements. Characters may believe in one or rgods if
they so choose, but these characters are quiteN&EE: For
the sake of out-of-game religious sensitivities, wid not
allow any character to worship any real world godt even
those that may be from mythology (Zeus, Osiris,rQdic.).

What Magesta does have are Incarnations ofowsr
phenomena. Incarnations are personifications oftairer
aspects of life on Magesta. Some of the most comaren
Nature, Magic, Death, Music, Evil, and Dream; thare can
be almost any number of them. It is actually mucbrem
common for characters to worship one or more cghweings
as gods. During your travels you will almost cerhai
encounter an Incarnation or two; the trick is irong one
when you see one.

Sunrise on Magesta (The Magestream)
When the sun peeks its head over the eastern horizo
radiates its energy through the living field of ritaiipat cloaks
the world. In this instant, the magic field is stilmted and
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releases a wave that penetrates all living thifigss wave is
called “The Magestream.”

When “The Magestream” passes through a chemeatt of
his used skill slots are returned, he heals all atped Hit
Points and Natural Armor Points, any unusable linalos
healed, and spells in effect on him are dispelledheir
duration is “Until Sunrise.” Characters will notigadditional
Hit Points or Natural Armor Points if they are ady at their
[natural] maximum and they will not accumulate aubdfial
unused skill slots. Damaged or broken items (siclranor
and weapons), however, are not repaired by The degm.

The Magestream only passes once per day. 8bsidf
you can see the sun at all (not just light fromoit)at least
know that is has broken the horizon, then The Magas has
already passed.

Modules

At certain times during your journeys you may tiaeeother
places (IG) without leaving the property (OOG). Saelaces
may be dungeons, castles, noble houses, distads,lamnd
even other dimensions. No matter what they arey e
referred to, out-of-game, as “Modules.” Many modutaay
have strict or slightly different rules so that yhean work
more effectively and be more believable; we wifiorm you
of any variations as you enter the module.

We will inform all players of the locations tife module
areas at the general meeting before each evestintiportant
that you know these locations because they arenieslly
out-of-game areas to anyone who is not running auieo
inside them. This means that a character outsiderabdule
cannot hear, see, or be otherwise witness to ghappening
inside a module area.

Between Games on Magesta

Even when there is no Magestry event happening
continues on the World of Magesta, and your charabts
many options available to him. In general, the wmy
explore those options are with information requestsich is
kind of a blanket term for all of the things avaik to your
character between games. Information requestsdeclising
skills such asGather Information, Knowledge, Stalking,
Astrology,and skills that allow you to craft and/or sell item
(seeProfessions & Prestige but it can also include things
such as writing letters and traveling the world.weéwer,
because the staff's time is limited, each charastémited in
the number of information requests he can submitéotain
types of requests. For each event, a charactesutamit up to
8 of the following (total): Travel, Stalking, Gathe
Information, Library: Gather Information (using théorary
Accessskill from Professions & Prestigeand Astrology. All
other types of information requests have no limit.

=



[Aszuron Map Available Here in Full Version]
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Between-Game Days
Time on Magesta is parallel to time in the real oA day
that passes during the time that your characterotsat an
event is called a Between-Game Day. Even thoughayeunot
at Magestry during this time, your character isll sti
somewhere, doing something, on the World of Magesta

The Magestry Database keeps track of the Batv@ame
Days available to your character. The use of aedhills and
abilities require that you spend Between-Game Dé&ys.
example, submitting on@ather Informationrequest will use
one of your character's available between-game .days
Submitting oneAstrology request will also use one day.
Stalkingallows you to spend as many days as you want,on it
as do many of the profession-based skills (found in
Professions & Prestige The skillKnowledgedoes not require
the use of any Between-Game Days.

Traveling in Magesta

Life is happening all over the World of Magestayubh your
character may only witness it at the location @& farticular
Magestry event you are playing. As it is an ongatory, life
continues between events in that location andermréist of the
world. Your character can travel to other placesinduthe
time between events if he has the (in-game) moogay for
it. Certain modes of travel will take your characte a
destination faster than others, but speedier mosles to be
more costly. Sometimes, more than one mode wilidet on
a particular voyage.

To travel between events, log in to the MageBatabase,
select your character’'s name from the dropdown mend
click the View Character button. Then, go to théoimation
Gathering area near the bottom of the page. GhiekTravel
Magesta button and fill in the appropriate fieldsu can only
submit one travel plan between events, so makeysuréave
everything ready before you enter your travel plan.
Submissions must be made by the established infmma
request deadline. At the beginning of the next eyen play
with the traveling character, you will learn thesu#t of your
travel and maybe also receive additional infornratibout the
place you traveled to.

Remember: All of the real action happens am@a
Sometimes, the game's story will send your charaaeeling
for a purpose, and your trip will yield informaticand/or a
continuation to that story. Traveling might alsorezessary if
your character wishes to purchase something spedsl a
library, have better luck gathering information;.gtiowever,
if you submit just a travel request without an anpanying
Gather Informationrequest, then you should expect to get no
answer other than the staff acknowledging thattyaveled.

Plan and calculate your character's journeyubing the
chart below. All journeys have a minimum cost ofd&pper
bits, even if it is shorter than one day or you aséng a free
mode of travel such a¥ilderness Survival
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Travel Mode Max. Travel
Distance/Day Cost/Day
Foot 25 miles 3 copper bits
Horseback 100 miles 15 copper bits
River Boat 100 miles 15 copper bits
(40 if upstream)
Ship 200 miles 30 copper bits
Airship/Air-Mount 1000 miles 200 copper bits
Magical (Rare) Variable Variable

*Return travel from anywhere back to the locationene the
game is being held is free and instant, so rettips do not
need to be calculated into your cost in money dwbéen-
game days.

Magesta’s Calendar
7 days of the week represent the 7 Ages of Magesistory:

Day | Magestic Day Incarnation | Age

Mon. | Shapingday The Creator Creation

Tue. Dreamingday Dream Repose/Dreams
Wed. | Battleday War War

Thu. | Weepingday Fear Tears

Fri. Gatheringday Community Gathering

Sat. Wakingday Faith Arrival/Waking
Sun. Fortuneday Fortune Fortune

The 12 months are given to the remaining 12 Great
Incarnations:

Month Incarnation Magestic Month
April Nature Newgreen

May Music Petalsong
June Knowledge Enlightening
July Magic Suncast
August Peace Stillbreeze
September Labor Harvestwane
October Death Reapingdusk
November Evil Boneharvest
December Law Greysky
January Chaos Ravingfrost
February Memory Reminiscence
March Life Bloodthaw




[Irvanshire Map Available Here in Full Version]
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Places in Magesta
The remainder of this chapter will be spent reveathe lands
and cultures of Magesta. The places described ennixt
section are all possible homelands and travel migstins for
your character. Due to political situations, certareas may
be more difficult to visit than others.

The Continent of Aszuron
This vast continent corresponds, very obviouslyEtrth's
North America. The other continents are not mapipethis
book, but they can be found at Magestry.com. Eachtion’s
climate and land features are very similar to thofis real
world counterpart, so keep that in mind when degjdjour
character background.

With the exception of the Kingdom of Irvanghirthe
Continent of Aszuron is (OOG) undeveloped. Becaighis,
we welcome any [reasonable] geographic creatiorkb thie
submission of your character background. If we [ijaur
creation, it will officially become part of Magestand we will
describe it on our website for all to read about.

The Kingdom of Ivanshire

The place where your Magestry event is played plyba
corresponds with its “Magestic” position on the m&went
locations will be posted at (Magestry.com).

The Archipelacoast: Hundreds of islands line this coastline
that is dotted by active fishing villages and péalcessorts.
Here can be found people of any race, though mélages
and resorts are racially exclusive.

Battlekeep: This heavily fortified city lies between The
Battlemoores and The Great Frostwood and is homa to
temple dedicated to Armego, the Incarnation of War.
Diplomats from Ken Ryndil and Raldo’s Refuge oftieine
agents from Battlekeep in an attempt to open conication
with the savage northeastern lands. The armiesattfdkeep
are not enemies to King Adamar, but neither arg tbgal to
him.

The Battlemoores:These long rolling hills are home to tribes
of barbarians. Among them are mostly orc, humand an
mongrelian tribes, but almost every race is represkhere in
some community.

Bay of Murmurs: When the night wind blows across this bay,
it seems to carry with it the sound of intelligenices.

Bloomingport: Originally established as an impish trading
port (appropriately called “Impishport”), Bloomingg was
taken over by humans and half-elves in 1785, when t
“Concession of Concessions” was passed and mosheof
imps, then being permitted to sell their waresiadegate, left
the area for the prosperity that the larger citgnsed to
promise. Bloomingport is now a center of learnimgl dine
dining. There can be found the famed Bloomingport
Academy, the Seven Fellows’ Tavern, and The Blogmin
Rose Inn.
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Cape of Mongrels: This small peninsula is home to a large
population of mongrelians. The lower swampy partto a
poverty-stricken area, while the tip of the capedes a very
wealthy population.

Craftshire: Hidden deep within the fiddlehead hills is the
largest gnomish settlement in Irvanshire. The pldoesn’t
appear to be very large above ground, but the degaand
gnomes have dug great halls and workshops intaghter of
the hills there. Anyone is welcome in Craftshifepugh not
everyone can find it.

East Farthings: The land within the elbow of Irvanshire’s
largest peninsula is known as the East FarthinggeQthe
coast here was lined with small fishing villageswever,
many of them are now mysterious ghost towns.

Eddinburg: Though it is conveniently located on the coast,
Eddinburg is not considered a seaport town. Acguaibt
much activity has happened outside of its wallgeirumors
began of ghosts stealing away with all of the sityade ships.
Eddinberg is considered to be one of the most leauplaces

in Aszuron, and nobody lives or visits there b bravest or
most foolish; however, even the bravest of peopleetbeen
driven mad by what they've heard and seen.

Fiddlehead Hills: These small but mystical mountains are
home to many elf tribes and hidden faemin settldmen
Though it seems a welcoming place during the dhg, t
Fiddlehead Hills are spooky and strange at night.

Frozen Marshes: Though these marshes are usually covered
with frost, they are always very swampy. They aoené to
settlements of orcs, imps, and mongrelians.

The Great Frostwood: The largest forest in Irvanshire is
home to a vast multitude of elven tribes and faemin
settlements. However, all races are representegl legen a
few forest-dwelling dwarf clans.

The Go-Betweens:This stretch of land between Tradegate,
Riverton, and Bloomingport contains a large systémoads
used mostly for transporting trade goods that dwoaitel well

by ship. There are many small trading villages glomese
roads; a great number of which specialize in haysind
entertaining wayward travelers.

Hatchport: This small seaport town was founded by a few
orcish settlers who were, long ago, excommunicéiad the
South Farthings. Though peoples of many races nahere,
orcs have managed to retain much political power.

Howan Island: This island used to be a checkpoint for traders
and immigrants wishing to enter Tradegate. Nows ibnly
used for that purpose during times of war or ecdoom
depression. The descendents of the founders of Ridsiand
still dwell there in more or less quiet villages.

Icewind Mountains: The largest and coldest mountains on
the eastern coast of Aszuron are home to clansvafws,



drakians, and orcs. Despite the efforts of dwaifis| the place
is also infested with goblins.

Isle of Watchers: There are things hidden in the sea
surrounding this island that allow no ship to lammdits shore.
Those who do find a way to set foot on the islaaden return

to the mainland.

Ken Ryndil: This massive forest dwelling is the only
exclusively elven city in Irvanshire. None but avere
welcome here except by invitation.

Lakedale: A home to peoples of all races, Lakedale was first
settled by farmers and explorers who were intrigbgcthe
story of a great monster that dwells in the deepewaf
Northshire Lake. The legend of the beast stilldiem, though
Lakedale now mainly serves as the center of trade€faming

in the northern lands of Irvanshire.

The Lakeshires: The lands surrounding Lake Melvin are
home to many small, but interrelated villages. Utfoately,
these villages are targets of frequent goblin acda@ds from
the savage tribes of the Icewind Mountains.

Loft Cratvia: This northern city is home to a large and
exclusive population of drakians. The structureshef place
have been built into the crowns of six of the sunding
mountains. Generally, the people of Loft Cratvian'tdo
welcome non-drakians unless they bring good waresatle
or have valuable knowledge to offer.

North Farthings: This hilly area is also known as the
wandering lands. Because it lies between the uromdlg
lands of the Frozen Marshes and The Great Frostwihede
are very few settlements in the North FarthingssiMueople
who do live here are members of nomadic barbaribeg.

Northshire Forest: Dwarven and orcish lumberjacks from the
Icewind Mountains gather the majority of their reszes from
here, and, because of their exploitation, the foieslowly
disappearing. Naturally, there is tension betwéemtountain
clans and the elves of the forest.

Northwatch: This large northern outpost is controlled by the
king of Irvanshire and is mostly populated by husamd
dwarves. Northwatch was established to protectnshiae
from the raiders of Sapshire and Kire Dero, butliats has
been more active in keeping the Northshire safim fteeatures
that try to creep in from the Frozen Marshes anc Th
Battlemoores.

Pine Hollow Mountains: This range of mountains is almost
entirely forested, and hundreds of villages aral@idwithin
its deep valleys.

Pith Sinkum: Once simply called “Pith,” this ancient city was
renamed when it was discovered that it is slowfkisig into
the frozen marshes. Pith Sinkum is largely congobbby imps
that are not as trade-oriented as is typical ofrthéend.
Though there are no formal laws restricting vistoonly
imps, orcs, and mongrelians are truly welcome here.
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Point Edgar: This seaport city (named after King Edgar 1) is
the second largest in Irvanshire and serves agitigglom’s
capital. King Adamar | rules from his seat hereGastle
Edgar and controls an army of peoples of every.rRoint
Edgar is home to many schools, including the woeldewned
Irvanshire Academy.

Port Hensworth: Hundreds of years ago, there lived a very
wealthy man named Wadston Hensworth. Loving the
Archipelacoast, he built his own resort on a srbail nearby.
Today, Port Hensworth is a wealthy city populatgdobople

of all races. It is still a frequented summer résor

Raldo’'s Refuge: Nestled in the corner of The Great
Frostwood and the Icewind Mountains is a high-whlbity
named Raldo’s Refuge. It was founded by a shapageha
named Raldo as a safe haven for outcast mongreliamaszy,

it remains a refuge for mongrelians, but it alsdcemes other
outcasts, especially mixed races.

Riverton: The Irvanshire River runs directly through the
center of this city. Riverton serves as a centetrade and
business and a meeting place for diplomats betWeasegate
and Point Edgar.

South Farthings: The lands stretching from just south of the
Lakeshires to the Irvanshire River to just northHztchport
are almost entirely covered by farmlands. Mosthef tarms
are owned by the king, and enough food is growe befeed
all of Irvanshire twice over.

Tradegate: This, the most populated city in Aszuron, is a
swarming center of trade. It sees a constant stadansitors
from all over Magesta, as well as from other diniens of the
Dabbleverse.



Chapter 10: Magic

Magic is the aspect of the game that requires thlostm
imagination. When magic is present in enchantedopst
weapons, artifacts, etc., it is represented by samitten or
spoken notation. The potential for magic withiniadividual
character becomes manifest through spells.

Spells are the tower skills of the Magic Skillable, but
they involve a bit more than typical skills do. Tégells that a
character can cast depend on what schools of ntegicas
studied.

Schools of Magic
There are four basic schools (types) of magic eWorld of
Magesta: Magestry, Nature, Psionics, and SpirgoaliEach
school derives its power from a different source.

The four basic schools of magic are descriteldvio. Each
school contains 3 Cantrip options plus 10 speltdgsa each
with 4 spell options to choose from when using aimakill
slot of that grade.

Magestry
Magestry is the living magical essence of the Woold

Magesta (and also the namesake of this game)chisos is

the most common because its living energy willintgpds

itself to anyone with the patience to study its svay
Characters casting from the school of Magedtayv their

power directly from Magestry.

Prerequisite Skill: Read Magic

Nature

The plants, air, waters, and the very earth of Mtgeare

bustling with their own living energy. Their enezgican be

drawn upon by learned creatures and convertedmaigic.
Characters casting from the school of Natwawdtheir

power directly from the living energies of Nature.

Prerequisite Skill: Commune with Nature

Psionics

Psionics is a school of magic that draws upon thveep of the

caster's mind. The caster can use his mind to nodatie his

surroundings, especially the minds of other crestuPsionics
has the unique ability of being able to cast itslispsilently

and without moving. Unless he is casting a missdsed

spell, a psionicist’s silent spell is undetectable cast a silent
spell, he must begin his incantation with, “Througk silent

power of my mind...”

Characters casting from the school of Psiodiesv their
power directly from their own minds and/or the nsndf
others.

Prerequisite Skill: Mental Focus
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Spiritualism

Every living thing on Magesta, and even some thimgsso-
living, is defined most distinctly by an intangiblenergy
known as its spirit. A spiritualist can manipuléte energy of
his own spirit and the spirits of others to creatagical
effects. Healing is one of his specialties.

Characters casting from the school of Spilisna draw
their power directly from their own spirits andfbe spirits of
others.

Prerequisite Skill: Spiritual Sympathy

Acquiring Magic

A player does not purchase individual spells far ¢tiaracter.
Instead, he purchases skill slots in each gradiefMagic

Skill Table for his school of choice just as he Vabpurchase
any other skill slot. With each magic skill slotglaaracter may
cast one spell per day, but that spell must behen dame
school as the skill slot and of a grade equal ttomer than

the slot.

A character may learn to cast spells from nthen one
school, but each school requires that he learprigsequisite
skill(s) and purchase skill slots to build a skiwer that is
separate from any other skill tower.

Learning Magic
All spells must be taught by an eligible teachel. & the
spells in one grade of one school are taught ingleslesson.

Casting Magic

Incantations

Every spell in Magestry can only be used if itsteasitters a
descriptive and unique verbal statement. This stame is

called an “incantation” and, in addition to actingtthe spell,
it functions as a short description of what thellspees.

Incantations are partially in-game statements, sharacter
that has been silencednnot cast spells. The one exception
this is the school of Psionics, which has the gbild cast
spells silently.

Any Power Level, amount of damage, or Effeghd stated
at the conclusion of an incantation is an out-afigatatement
no matter what school the spell was cast from: eéhos
statements are made so the caster’s target knowscheact.

If your target honestly cannot understand ycpell
incantation due to excessive noise (whether in-gam@0G)
or because it was rushed or mumbled, the spelhbasffect
on him and is considered miscast and unused (dvémvas
missile-based) unless your target is kind enoughatee you
clarify for him.

Each incantation uses a similar prefix phifasehe sake
of ease; this is called a “spell prefix.” All spgltefixes are
structured like this: “By the power of ;" Therd or
phrase that replaces the blank space depends sohhel that
the spell is being cast from. If the incantatiomibe with the
word "Through" instead of "By," you know that it g®ing to
be a special incantation, such as a psionicistrgasts spell
“Throughthe silent power of my mind."



Somatic Components

Casting a spell also requires some kind of sontaticponents
(movements) even though we will not ask you to make
outlandish gestures while you cast (though you iifiagou
wish). This means that a caster cannot cast utledsas at
least one usable hand. Holding something in a hafichot
hinder spell casting, bu¥lagic Bonds, Paralyze, Crippler
anything that takes away the use of the hand Wik school

of Psionics does not require somatic componentspxfor
missile-based spells.

School:Magestry
Spell Prefix: “By the power of Magestry,”

School:Nature
Spell Prefix: “By the power of Nature,”

School:Psionics
Spell Prefix: “By the power of my mind,” or, to cast silently,
“Through the silent power of my mind,”

School: Spiritualism
Spell Prefix: “By the power of my spirit,”

Other Schools

The four schools listed above are only the mosicbasd
common ones. There are others, and each one u#srant
incantation. You may hear a spell cast by the pavietvil,
War, Anti-Magestry, or something that you have mdweard
of. Remember, as long as a player correctly stdis the
power of,” at the beginning of an incantation, becasting a
valid spell and should be taken seriously, eveneifcasts by
the power of something silly-sounding, like roaspéckles.

If a spell’'s incantation does not include therev“l,” then
the spell may not have been cast by the person isho
speaking it. (Example: If a magic crystal explodes! deals
damage to everyone in the area; an NPC might Say,all
within the sound of my voice: You are pelted by lexing
glass, Damage 2, Body Zero.” Even though the NP@kesp
this incantation, it was not his character who tastspell, but
the crystal itself.)

Own Power Casting
If a spell incantation includes the words “own poyvet
cannot be resisted or negated (or turned) by aitlyiskhis
book. In other words, it will automatically be effave unless
a GM says otherwise. Examples of such spell casting
“Through my own power, | share your feet in placey’
“Through Lucidius’s own power, you are put to sléep
“Own Power” spells usually have prefixes ofhfough
[Name]'s Own Power”). Hearing “Through” as the fimgord
of an incantation tells you that the spell is goitg be
something out of the ordinary - like a silent spalh “own
power” spell, or possibly a special type of spesigned for a
current plotline and is clarified at the openingetireg(s) of
the game(s) for which it is pertinent.

Spell Bases (Types)
There are number of different methods that a casight use
when casting a spell. The method used is an inhepgsatity
of the spell itself, and it depends on its “spgfid.” A spell’'s
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type indicates how it should be cast and how iecf its
subject. Some spells are of more than one typ¢heaaster
must choose which of them to use at the time dirogs

Magestry’'s spell types are described below. cAlthem
require that the caster have use of at least angraot bound,
crippled, paralyzed, etc.), unless it is a psiagell that is not
missile-based.

Gesture-Based Spells
Gesture-Based spells require no props or compoffremisthe

caster, just the imaginations of the players ingdIlvTo cast a
spell of this type, the caster need only stateiticantation
while his feet remain planted and one arm pointgatd the
target. The player might need to indicate whichatuee he is
targeting with his gesture-based spell if there ather
creatures near the target creature. If you dondvkrthe
creature’s name, try starting your incantation watih OOG
targeting statement; something like: “You, with thig axe...”

Missile-Based Spells

This type of spell involves some kind of magicatrgy being
shot, thrown, or slung by the caster. This eneakes$ the
form of some kind of missile, bolt, or ray and &presented
by an out-of-game object called a “spell packet.”

To cast a missile-based spell, the casterwthra spell
packet at his opponent at the conclusion of hisritetion.
The spell is even effective if it strikes an objdwt the target
creature is holding (like a weapon or a treasuresth This
makes hiding from spell packets behind a shieldlyaidea.

Spell packets are called “spell componentsgjame and
are very much in-game items that you can see imagacter’s
hand.

Spell casters should role-play that they gatheir spell
components from different natural components swisal,
dried grass, leaves, water, or whatever they fded Is
appropriate to add flavor to the experience of peinmagic
user. Rather than just picking up a spell packat flou see
lying on the ground, it is good roleplaying to khbeside it
and spend about 10 seconds pretending you are dsimge
energy from the earth.

Spell Packet Construction: You are responsible for
supplying your own spell packets, and we requira tyou
construct them of cloth, birdseed, and string omyéNo
Elastic Bands!). This is for safety reasons andtlfier sake of
minimizing litter. Spell packets are the only itethat we use
at Magestry that can justifiably be left on the \grd. Once
they are thrown they can be hard to find in woodedhigh-
grass areas, but please try to pick them up. Ehighiere the
birds come in. Packets constructed of birdseedheiltleaned
up by the birdies that will then use the soft clatid string to
make their nests; trust us — they really do.

Here’s how to make a spell packet:
Step 1:Cut a square of fabric that measures about 6” ard’
lay it out flat.
Step 2: Pour about a handful of birdseed (without sunflowe
seed) onto the center of the fabric.
Step 3: Pull the edges of the fabric up until they are all
touching and tie a string around the middle of fhbric,
trapping the seed inside without much room to smftund.



Completed spell packets should look like dittheanbag
balls with a tail of cloth, and the beanbag balbld be
slightly larger than an eye socket (for safety oea3.

Anatomy of a Spell Packet

L Dabric ail
= Stri ny, Sywine, or Yarn
—] (No “Rubberbands!)

——— Seed- filled bag

Touch-Based Spells
This type of spell is never used as an offensitecktunless

the target is helpless. A touch-based spell affaateeature if
the caster completes the entire incantation whileching it
(or, at least, being within 3 feet and able to toutc— the
caster must also have a free hand to cast witrssirite spell
requires no somatic component, as from Psionidsg. gpell
fails if the caster moves his feet before the imaton is
complete.

Touch-based spells are further broken dowm éategories
to explain which beneficial effects can be stackétth which
others. For more, see the “Stacking Spells” furtrethis
chapter.

Weapon-Based Spells

Weapon-based spells are like offensive touch-basgedls.
They work similarly to touch-based spells but wito
differences: 1. The caster does not touch his tasil any
part of his body: he must successfully strike treature with
a weapon and touch a Hit Point (not an armor pofftthe
OOG statement for the spell includes the word “Byait will
be effective even if it the attack touches an arpaint.) 2.
Weapon-based spells will still work even if the teasis
silenced or moves his feet during the incantati@tabse
weapon-based spells actually have no incantatitwey, have
out-of-game statements like skills do.

While a weapon-based spell will bypass spedtgztions
(such asSpell Resistancend Spell Turr), it will not be
effective if the weapon strikes an armor point, theo
weapon, a shield, is parried, or is dodged. Howeseme
weapon-based spells are designed to work againspons
and shields (likeHeat or Chill Meta). If the attack carrying a
weapon-based spell strikes a Hit Point, that HiinPis not
damaged, but the spell takes effect. If the attzenkying a
weapon-based spell strikes an armor point, thabampoint

becomes damaged, but the spell has no effect and is

considered unused (and not necessarily still “@wvtbapon” —
the next attack need not be the spell again). df attack
carrying the weapon-based spell is parried, dodged,
absorbed, the spell ineffective and is considesstiyust like
a spell packet that misses its target.
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Area-Based Spells

Many Area-Based spells, such &8ass Entangle Mass
Despair, andEssence Explosioare Power Level 0, meaning
they will naturally go underneath all Passive Resise
Levels. However, for the purpose of a Power LeveirBa-
Based Effect, you can choose to use an appropfassive
Resistance Level as an Active Resistance Levebuf wish.
You may also use a single appropriate Active Rastst
Level to stop a Power Level O Area-Based Effectmfro
affecting you. Some high grade skills (lik&/hirlwind,
Sunburst, Consecratigetc.) are Power Level 4, meaning they
go over the top of all Resistance Levels and tiereormally
no way to negate them.

Most Area-Based Effects can be cast in one ofviags:

1. “To all within the sound of my voice...”

2. “To all within 30 feet of me...”

3. “To all within 30 feet of [name person or objebat is
clearly visible and identifiable]...”

4. “To all before me within 30 feet...” (30-foot radi half-
circle based on your outstretched arms)

5. “To all within this building/room/Magic Cage...(Note:
This cannot target unexplored areas of modules.)

Some Area-Based Effects have limited casting optid¥or
example Whirlwind may only be cast using option 2, Sunburst
may only be cast using option 1, ahdrn Undeadmay only

be cast using option 4. The five prefixes above @reof-
game statements, meaning the caster can say thdéha wh
moving his feet or being attacked.

Once Per Day Spells

Some spells are only able to be cast once pereday if the
caster has multiple skill slots of the approprigtade. Any
spell that can only be cast once per day canngtbked into
a scroll, cast into a potion, or bestowed upon lzwtThey
also cannot be the subject of the spBé&plicate Skill, Drain
Skill, or Absorb Effect The only spells in listed in this book
that are only usable once per day &stral Projection,
Elemental Form Psychic Projection, Spirit Walk, Vile
Resurrectionandany spell that grants the Heroic Effect.

Spell Durations

The duration of a spell is simply the amount ofdithat the
spell lasts. For the sake of memory, if a spell damimerical
duration it is always one, 5, or 10 units (10 SespnOne
Minute, 5 Minutes, 10 Minutes, One Hour, One DayQme
Event). If the duration is “Instantaneous,” it meahat the
spell does its job instantly, but its effect rensaimtil undone
by another skill. Example: The spelripple Limb has a
duration of “Instantaneous;” this means that, wbast, it will
break one of the subject’s limbs instantly and lihd will
remain broken until it is healed.

If the stated duration is “Until Used,” thatans that the
spell’s effect will remain until it is either usexdt the event is
over. These effects do not remain longer than eeate Only
very rare and powerful effects last between ev@artdbetween
trips to Death), and if your character falls untter effect of
any of them, that will be explained by a GM or §fiee card.



A spell lasts for its entire duration everihié target loses
consciousness or dies in the middle of it. While ike
unconscious or dead, he need not role-play thecteffethe
spell, but when he regains consciousness he wilbstunder
the effect of any spell that’s duration did not ggpire, and he
must continue to role-play it. Most effects are oeed if the
target goes to see the Incarnation of Death. Aay &ne not
will be specified.

Dismissing Magic Effects

The effect of any spell with a duration longer than
“Instantaneous” can be dismissed by its casterrbefavould
normally expire unless the spell was area-basest, foam a
scroll, cast by the power of Anti-Magestry, or thards
“Absorb” or “Drain” appear in the spell’'s name. Akmical
and poison effects are also unable to be dismieadg, even
by their creators.

Unlike many fantasy stories, at Magestry, ell&peffect is
not dismissed if its caster dies.

Disrupting Spell-Casting

For a character to successfully cast a spell wiphefix on its
incantation, he must complete his entire incantafimperly,
without moving his feet (except for a pitching stip a
missile-based spell), being attacked, or defendmogn an
attack (unless he has the skilbmbat Casting If he moves
his feet or is attacked during his incantation @es not
pronounce the incantation properly (we give aditgéeway),
the spell is disrupted and therefore not cast, imeathme skill
slot was not spent.

However, spells without prefixes on their intations may
be cast even if the caster is moving or being kdiéhc(A spell
prefix is something that begins with either, “Bgthower of,”
or, “Through the [silent] power of.”) Spells withrgdixes on
their incantations are also the only spells thathmacountered
(such as by ounterspell.

Almost all incantations have in-game and duffame
portions. Any part of an incantation that statee Hffect
Type, Power Level, or number of points of damage is
considered an out-of-game portion of the incantasind need
not be completed before attacked for the spell ® b
successfully cast. Example: “By the power of Maggst
paralyze your entire body, Essence 2.” If the gasté this
spell were attacked while saying, “Essence 2,"spisll would
still be successfully cast because the in-gamequonf the
incantation would have already been completed.

Attacking a caster will not disrupt his speihless the
attack damages one of his Hit Points or Armor Pojmhether
temporary or otherwise). However, if the caster esovo
defend against the attack or uses a skill to akdilg. Dodge,
Parry, Damage Reductidnthe spell is disrupted. This means
if the caster is immune to an attack being madénagim,
the attack cannot disrupt his spell unless he mak@s
movement to avoid the attack.

For casting gesture-based spells, if the tasgeot visible
or the caster loses sight of his target duringicgsthe spell
fails and is considered unused. Targets do not neebe
visible for any other types of spells to be ablaffect them.

Whenever there is a close call about if aramation was
correct or if the spell was cast before the casts attacked
or before the target moved completely out of sigh, give
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the caster the benefit of the doubt. If the casésss his spell
was successful in a close situation, that is thalfdecision
unless overruled by a GM.

Dispelling Magic
The effects of a spell can usually be negated Ilnyesother
skill. If this happens, the spell is consideredstmilled.” One
spell specializes in dispelling all kinds of magiit; is
appropriately calle®ispel Magic

Meet or Beat: If a spell is being used to dispel or counter
another effect, the spell must be cast at a PoweellLthat is
equal to or greater than the level of the effedt{sjjuestion.
This rule is universal at Magestry and is knowrf'raget or
beat.”

Stacking Spells

Spell-stacking is simply the state of being under effect of
more than one spell at a time. Most spells cartdeked with

most others. (Example: A creature may benefit frime

effects ofStoneskinwhile suffering the effects dVeaknes$

Certain spells clearly state in their descriptidribere are any
other spells or skills that they cannot be stackiéd. If a spell

description states no such thing, then it can beksdd with

anything else. An exception to this is the restitton touch-
based spells.

Touch-based spells are broken into eight miisti
categories: Armor, Bestowment, Enhancement, Instafd,
Shielding, Spell Protection, and Weapon. No twdlsp the
same category can be stacked upon one creatureeror i
(Example: A creature cannot benefit from bdagic Shield
andPsychic Armoibecause both of those spells fall under the
category of Armor. A creature could, however, bénebm
Magic Shield and Health becauseHealth falls under the
category of Life.) The only exceptions to the stagkrule are
the Touch-Based (Enhancement) category and thevaioe
made for theStack Spellskill. Each type of Enhancement
spell states its stacking rules in its spell dggimn. In general,
Enhancement spells will be dispelled if the targeaffected
by Dispel Magic and they will vanish at sunrise even if
unused.

Once the duration of one touch-based spel eambther of
the same category can be cast again immediatelichwh
why all spells in the Instant category can be oast after the
other. If a touch-based spell of a certain categ®y
successfully cast while another is still in effette more
recently cast spell will then be in effect, at teginning of its
stated duration, and the older spell will be dikgzel

Touch-Based (Shielding) spells always lie a#dipother
touch-based spells of other categories. (Brgtection from
Elementswill stop aFireball before it reaches the target's
spell protection). However, if the shielding spsllable to be
dispelled by [regularDispel Magic Dispel Magicwill not
affect it if the target is also wearing a spell teation that
protects againdDispel Magic (e.g. A caster usinglemental
Flare will not lose his flare spell tDispel Magicif he is also
wearingSpell Turn in that case, thBispel Magicspell would
be turned back at its caster and tBlemental Flarespell
would remain.)



Remembering Stacking Rules:For the sake of ease, the
stacking of cumulative Enhancements is based gistars of
8. Remember that, unless specifically told otheeviig a GM,
you can never carry more than 8 temporary Hit Roand
Armor Points in any combination (4HP and 4AP, 6HRl a
2AP, etc.). (This also means that area-based siheltsgrant
temporary life or armor points may be stacked awerch-
based ones, but the most that any one charactehaan at
one time is 8.)

Magical Area Spells

For any spell that requires a boundary be repredentou
must clearly mark that boundary (a GM will tell ydfuyour
boundary is not good enough). Scratching on theirgtos
never good enough; you must use something like pa,ro

powder, packets, or sticks. The boundary need mdt b

completely unbroken (six light spells, for instanowill

suffice), but if there is a person blocking the bdary at the
time of casting, the boundary cannot go up. If someeattacks
you with spell or weapon while you are behind arilear
(Circle of Protectionor Magic Cageor whatever), the OOG
response you must use is “Barrier, No Effect.”algpell is
cast at you that is able to remove the barrieramtf of you

(such adispel Magig, you are not touched by the spell, but

the barrier will vanish (remember that one casthdispel
Magic will remove a Magic Cage in addition to all Magic
Cages within it). If a Magic Cage is empty and && no
OOG note with it and nobody around to clarify, ttege is
effectively not there.

Scrolls

Scrolls are magic spells that have been inscrilmgobochment
with magical ink. They are written in the languagfemagic,
and any character with the sklead Magicmay identify it
and know its effect by reading it silently. Readithg scroll
aloud will activate it and cast the spell that dntains. The
spell on a scroll works just like the spell normalould,
except for two differences: a scroll is always c&y the
power of These Words,” and casting from a scroksloot
require that the reader use one of his skill sltts; scroll
provides the power needed.

A scroll must be cast exactly as it is writtéts Power
Level cannot be empowered when casting. A missiketd or
touch-based scroll requires that its reader hold @gne hand
while using the other to throw the packet or tohchtarget;
however, other types of scrolls do no require & fhend
because the words of the scroll are providing tlgim not
the reader himself. The spell from a scroll canta
dismissed, not even by the person who penned it.

Scrolls detect as magical. Once a scroleady the very
parchment it was penned on is destroyed (OOG: @lepsup
the scroll, but do not litter).

Some scrolls may have unique qualities suclheiag cast
by something other than “The power of These Wordst
being destroyed when cast, or requiring the retmde able
to read some strange language. Whenever one af tueslls
appears in-game, it will fully describe any specjaélities. If
a scroll bears no such descriptions, please treet & normal
scroll as described above.
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Creating Scrolls: A scroll can be made by any character with
the skill Scribe Spell Scrolland the ability to cast the
appropriate spelEach spell he pens into a scroll requires half
of a full piece of parchment (one parchment carveset
scrolls) and the appropriate gradeMdigic Ink which comes
in Grades 1-10. As he writes, he must cast theretbsipell
into it. No matter what school the spell is scrilfeaim, the
scroll’s incantation will begin with “By the powef These
Words.” This means that Psionic spells that aréedrinto
scrolls become just as audible as spells from éingraschool
upon the casting of the scroll.

Scrolls of reversible spells (such@sre/Inflict Wound,
or Flesh to Stonemust be written as a scroll of one side or the
other (e.g. the scroll must be eith@are Wounds 2r Inflict
Wounds 2and a scroll oFlesh to Stoneannot be used to cast
Stone to Flesh However, elemental spells that require an
elemental energy type be chosen (sucEklamental Weapon,
or Elemental Explosignare scribed with the ability for the
reader of the scroll to choose the needed typeleshental
energy at the time of casting.

Scrolls must be scribed during events. Theynoarbe
created between games.

Technique Scrolls Technique scrolls are similar to spell
scrolls except that they contain techniques rathan spells.
They are also similar to spell scrolls in the whgttthey are
created, except the skiBcribe Technique Scrolé required
rather tharScribe Spell Scrall

Using a technique scroll is slightly differethian using a
spell scroll. To do so, the reader must also haegeskill Read
Magic and read the scroll aloud, but instead of thecétieing
cast and happening at that moment, the techniqueshes
from the scroll and is bestowed upon the readetaf@r use.
The technique occupies the reader’s bestowmentistdtit is
used.

Identifying Scrolls: Any character with the skilRead Magic
can identify a scroll by reading it silently. Idéying it will
reveal its type, effect, and expiration date, butiil not reveal
its value; that requires the sklppraise

Any character can tell the Power Level of eoBgust by
looking at it (even if he can’t read). On an in-gatavel, your
character can tell how powerful it is by how “rictiife color of
the ink is (or something like that).

Potions
A potion is a small flask of energized liquid thidiiconsumed,
thrown, or spread on a weapon, will have a madie-&ffect.
The actual potion is represented out-of-game byeaepof
paper that is rolled up and stuck in a glass astjgaial. Each
potion will have an identification code inscribed ibso that a
player can identify it if his character has thepmoskill.

Once a character pulls the piece of paperesgnting the
potion out of the vial, he has used the potion iarglibject to
the effect written on the paper.

While unconscious characters may benefit frootions
that are fed to them, a dead creature cannot cansupotion.

Creating Potions: Only a character with the skilllchemyor
Toxicologycan brew potions, but any spell caster with th# ski



Enchant Potiorcan turn a vial oEssence of Magestigto an
alchemical potion.

To do so, he must cast the desired spellantioll vial of
Essence of Magestry, Xvhere X is a number equal to or
greater than the grade of the spell being castifr(ie. If the
spell isMagic Armor, an Essence of Magestry @& higher is
required becaus&lagic Armoris a grade 3 spell). Upon
casting, the slot is, of course, used for the ddpough the
spell is magic when it is castt actually creates a true
alchemical potion once it touches thgsence of Magestand
assumes the characteristics of an alchemical sutrstsSee
Chapter 11 for more information.

Essence of Magestrgannot be enchanted with a spell
during the time between events; it must done ingam

See “Chapter 11: Alchemy and Toxicology” fatalls on
potions.

Stacking Potions: Just like spells, a character may be under
the effect of more than one at a time, but mosiopstmimic
touch-based spell effects, and the effect of agpofivith a
duration longer than Instantaneous) cannot be sthalkth an
effect from another potion or spell of a similampey or
category unless the drinker has the sl8flack Potions
(Example: Yari the Mixologist hatton Will cast on her by a
friend earlier that day, but night has now fallerd ahe finds
herself confronted by the inter-dimensional firensier that
has been hunting her family for months. She hastemp of
Spell Resistancand can’t think of a better time to drink it, so
she does, but sindeon Will and Spell Resistancare both
considered Spell Protection, h#on Will is dispelled and
replaced by th&pell Resistance

Magic Items
Magic items are rare and powerful, but you may &tienupon
them in your travels. Each item should be accongzhbi an
OOG item card that describes it.

Creating Magic Items: Though items with magical power are
rare in-game, characters that have achieved kngeladthe
workings of powerful energies are able to createnth
Creating magic items requires appropriate knowledge
materials, a master craftsman, and some degreepefience
investment. Each magic item has a unique creatiethoa
(recipe). First, a character must learn this methddch can
be done through instruction, finding the “recipa*game, or
searching OOG using the skiflather InformationAfter this,
the character must acquire (in-game) the apprapnitterials.
All material must be enchanted with a certain numbg
magical charges, which can only be bestowed atisieach
day by a character with the skiinchant Item Materials for
more powerful items will require more charges. layrbe
possible, but even more expensive, to purchaselmeged
material. Once the material is charged, the pragsructions
must be followed to complete the creation of themit
Instructions will be different for each item, butety will
almost always require that a master craftsman \atwkgside
the character whom has done the research to Ibarretipe
and a number of spell casters (all with the dkilthant Iterh
to complete the creation. Upon creating the itéra,dharacter
who did the research must invest a certain numbhisoown
skill points into the completed item. Every magien
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requires that skill points are invested in it at éteation, but
that skill point cost varies according to the iterpower and
will be decided upon by a GM. It is possible foregrerson to
create an item alone if he has all the necessdlty, dkut once
the item is created, it can be lost, stolen, otrdged, at which
point the skill points spent on its creation are mefunded. It
can be a rather thankless profession.

New Spells

Occasionally, you may witness or be the target spell that
you have never heard of before; indeed, it mayewen be in
the rulebook. We've tried to make the incantatiohall spells
as descriptive as possible without making themldog to be
reasonable. If a spell is ever cast that is nahénrulebook, it
will have an unmistakably detailed incantationi jlisten to it
and react accordingly. You can always ask to haeespell
“Clarified.”

It is also possible for experienced charadigionstruct
new spells of their own. See the skilleate Spelfor details.



Chapter 11: Alchemy and Toxicology

Alchemy

Alchemy is a study of the energies of substances. A
alchemist knows how to extract these natural foritem
harvested components and convert them into potions,
poultices, and other items that produce magicaiotst

Learning and Acquiring Alchemy

Alchemyis not technically a school of magic and is notheal
in the same way. Rather than learning how to malaye
potion in an entire grade dflchemyat once, an alchemist
learns recipes for potions one at a time. Recipesbe taught
by a teacher or possibly found elsewhere, such &®oks or
on scrolls. The alchemist officially knows the giand can
make the potion once he pays skill points for thiditg. The
cost to purchase each potion recipe is 5 skill {gsoper grade
of the potion (This means that learning how to make
Grade 7 potion would cost 35 skill points.), andledst 4
recipes must be known in one grade before the alhecan
learn any in the next. However, unlike tower skilirchases,
he does not need to know as many or more recipadawer
grade before purchasing additional recipes in adrigrade;
he can know as many recipes as he wants in ang grad

The skillAlchemycan be purchased for 40 skill points by
any character that also has the skdlither Componentsr
Knowledge (Nature)Upon purchasindlchemyhe learns the
recipes of 4 grade zero (0) alchemical substandethe
teacher's (or a GM’s) choosing. Additional gradeoz¢0)
recipes may be learned and acquired at a costrof(@ skill
points any time thereafter. Once he has purchAsgtwmy he
may begin to learn Grade 1 recipes and proceed fhene to
higher grades.

Creating Potions and Substances
Unlike spells,Alchemyis not purchased in slots. Rather, once
a character has learned an alchemical ret¢ipe;an produce
as much of that substance as he has ingredients for
Alchemical components (ingredients) may be foungame
and are represented by [plastic] plants, stonefastip]
animals, or Popsicle sticks. Official component®wt be
marked with some kind of a tag that bears a GMatige and
an expiration date. Components, once harvestetlastluntil
they are made into potions. See more on componatesin
this chapter.

Alchemy potions and substances are createkleirout-of-
game time between events by using the Magestryb2atato
turn components in your Character Inventory inte plotions
you choose by spending your OOG Days. Creating each
potion requires one day for each grade of the potto a
minimum of one day (so, making a grade 5 potioruireg 5
days and creating a grade zero (0) potion requirgay). You
will be given your potions at check-in of the ngeme you
play as the alchemist character. Potions expireoif used
within three years after their creation (this i¢ trae for non-
magical ink, however, which is something an alctstnisi able
to create).

In addition to spending components to makeopst an
alchemist can make alchemical substances duringe dgaym
using his Transformative Elixir (see below).
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Toxicology

Toxicology is the study of the creation and usepoisons.
Like Alchemy, it harvests the energies of natunahgs, but it
focuses on using these energies to harm rathertthbenefit.
Alchemy and Toxicology share similar ingredientsttlare
harvested and used in similar ways.

Toxicologyis learned and used just likdchemyis, but,
because it is a different schoodcipes are acquired separately
from Alchemical recipes. That is to say, you musiid your
knowledge ofToxicologyup from grade zero (0) regardless of
how much you already know éichemy and vice versa.

Poison Effect Cards
Whenever an item, food, or drink contains siye or
contact poison, it must have a poison effect ctsathed to it
somewhere. Poison effect cards are described imgteh 8:
Adventuring.” Poisons do not detect as magic ror they be
dispelled byDispel Magic.

Alchemical and Poison Components

Alchemy and Toxicology both use many of the same
ingredients for the creation of their substancesest
ingredients are referred to as alchemical comp@nent
ingredients or, simply, “components.” As statedvjresly,
components are represented by [plastic] plantsnesto
[plastic] animals, or Popsicle sticks that are redriwith some
kind of a tag that bears a GM signature. Alchemical
components, unlike potions, do not expire.

Gathering Components

Components cannot be used in Alchemy or Toxicology
recipes unless they are properly harvested, andotwracters
with the skill Gather Component&now how to properly
harvest them. All components fit into one of foategories,
which are labeled by frequency: Common, UncommareR
and Very Rare. GaininGather Componentsnce allows the
character to gather Common components; twice alltives
gathering of Uncommon; three times, Rare; and toues,
Very Rare.

Harvesting a component takes no less tharetOrsls. A
component that has a signature on the “Gatherg# ¢if its
tag has already been properly harvested and cdakee by
anyone, even characters withdaather Componentsvery
pre-harvested alchemical component has a markaeyahd
many alchemists choose to purchase the ingredibatshey
need rather than gathering them themselves.

Using Potions and Poisons
Alchemical substances and poisons are not considaegic
spells and have some properties that are différent magic.
Here are the major differences:
-They do not detect as magic, nor do their effects.
-They can be negated by the spédiutralize Poison
but cannot be dispelled IBispel Magic
-They will not disappear if their user is subjeztie
Dampen effect.



However, the alchemical effects and poisons ardlasino
magic spells in the following ways:
-They can be detected Byagnoseor Identify.
-Beneficial alchemical effects of the same category
cannot be stacked with each other or with spells of
the same category. See the “Stacking Spells” sectio
in “Chapter 10: Magic.”

Alchemical and Poison Types
Alchemical substances and poisons are used in iatyaf
ways. A substance’s type describes how it can led.usach
alchemical or poisonous substance, no matter the, tygan
only be used once; then it is gone (rip up the ¢arddo not
litter).

Alchemical substances and poisons are foundn& or
more of the forms listed below. If a particularnitean have
more than one possible form, the user decidesoita upon
use.

Ingestive: A liquid that is usually found in a small vial. e
effective, an ingestive must be consumed. It caryuefed
from its vial, mixed into a drink, or even sprin#lever food.

If the ingestive is a poison, its effect card mibstaffixed to
the cup, bowl, or plate containing the poisonedifoodrink.
Contact: Contact poison is a type of poison that is used as
Contact Effect. If someone touches the affectenh itgthin 3
feet of the poison effect card, he is subject toghison unless
he uses a skill or ability that lets him avoid it.

Blade: Some alchemical substances and poisons are effectiv
when spread on a weapon that is used to attackctanvi
Poison from a weapon will be effective if it strikea
temporary Hit Point, but not if it strikes an arnpmint. If the
attack strikes an armor point, the armor pesdamaged, the
poison does not affect the target, but the poidgiinremains
on the weapon, unused.

A blade poison need not be used on the fitsck made
with the poisoned weapon; the wielder may choosenao
use it. Whatever attack carries the blade poisost inave the
Poison Effect Type. Example: If the attacker ugésakness
poison, his OOG statement would be “Weakness, Rdiso

Blade poison can be wiped off of a blade, ibutill not
come off unintentionally unless a GM directs othisey

It requires 10 seconds, with the vial in hataspread a
blade poison or alchemical substance onto a wedporing
that 10 seconds, you should check the poison c&@& @
make sure of which poison or potion you are using.
Missile: A missile could be a stone, a stick, a ball of ggea
bag of powder, etc. Spell packets are used foetkéscts.
Item: An item can be a stone, a bottle, or any otherattjet
doesn’'t meet the criteria for ingestive, contadade, or
packet. An item’s appearance, method of use, andrigi¢ion
will be clearly explained on its effect card.

Identifying Potions and Poisons

Every poison and potion card will reveal whetherisitan
alchemical substance, a poison, or something difterf it is
an alchemical substance or poison, it will alsaortagked with
a number that represents what grade it is. Thishaurwill
reveal to a player if his character has enoughldesdentify
Potionto identify the substance.

A character identifying or appraising a potaam tell when
the expiration date is to allow that to be constdewhen
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determining its value (as far as he is concern€dg market
value of a potion or scroll is its value when itfiesh (less
than a month old). Over time, the market value drduut it
generally never gets below half its original valuetil the
week it is going to expire. Depreciated values #rebe
determined through in-game bargaining.

So Where are the Potions and Poisons?
Not so fast, Jack. Since there are so many of @resrboth
Alchemy and Toxicology are such secretive schqmsions
and poisons are not published in this book or ahgroplace
available to the eyes of the PC. To find out whaitare, you
must search for them out in the World of Magesta.

Transformative Elixir
In addition to the normal method of making subsésnwith
components found in-game, alchemists and toxicetegnay
make substances during game play without the need f
regular alchemical components. Here is how it works

Alchemists and toxicologists may spend in-game tioneake
something called “Transformative Elixir.” Each gaman

alchemist or toxicologist will be able to make anther of
“Drams” of this elixir, and that number is equalttee total
of his recipe grades divided by 2 (rounded downls p4

drams that come free with the purchaseAtthemyand/or
Toxicology

Examples:

A. An alchemist that knows 5 grade one recipesratig 2
recipes, and 3 grade three recipes would be alpeciware 15
drams of Elixir each game (not each day!).

B. A toxicologist that knows 4 recipes in every dgaup to
grade 10 would be able to prepare 114 drams ofrEdixch
game.

C. A character that knows 4 grade one Alchemy esif3
grade 2 Alchemy recipes, 4 grade one Toxicologipes; and
2 grade 2 Toxicology recipes would be able to prepkr
drams of Elixir each game (that number includesadrs from
Alchemyand another 4 fronfoxicology. Recipes known in
Alchemy are combined with recipes known in Toxigpldor

the purpose of determining a person’s total nunolfeirams.

A person’s Transformative Elixir must be prepareithwn-
game time, but he need not prepare it all at oheecan
prepare some, use some, and then prepare moreededne
Preparing one dram of elixir requires 30 secondsi-@fame
time. It can be done anywhere, but props shouldides to
represent the tools your character is using. Once
Transformative Elixir is prepared, it will remaitent for no
longer than one week (i.e. it may not be carriegrdrom one
game to the next). A character needs to have sowe tp
represent his Transformative Elixir, such as adkdiottle
filled with glass beads (the beads can represesnslrfor
easier counting).

Using your elixir is the fun part. To do so, you shuse a
Catalyst Component to turn your Elixir into theraical or
toxicological substance that you wish it to be. Boubstance
must be one that you know the recipe for (but itnea be a
substance that has a recipe that normally reqaiMésry Rare
component; it also cannot Essence of Magestry, Magic Ink



or Bottle of Storiny A catalyst component is NOT a regular
alchemical component as represented by a Popdgicle &
catalyst component may be anything your charactehes it
to be, but you should try to be consistent (i.gorfir character
decides that buttercups and hair from anti-magiattrres are
good catalyst components for spell-protection tymtions
(such asSpell Resistancandlron Will), one of those should
be the catalyst component you use every time ysh ta turn
your Transformative Elixir into a spell-protectisnbstance).
Simply grabbing a random item that is near youe(kkstick or
a handful of grass) each time you wish to use YEixir is
considered poor role-playing. Catalyst componermsdnnot
be consumed at the time of use; they may be usad agthe
future.

Upon exposing a Catalyst Component to your Transétive
Elixir, the elixir becomes the specified potion amidl remain
so for 10 minutes (though tlkedfectof the substance, once it is
in effect on the target, may have a shorter ordomyration —
such adPain lasting 10 seconds étealthlasting Until Used).
After 10 minutes, it returns to being the Transfative Elixir
and any unused drams remain usable. Each poti@oieon
you wish to create with the elixir requires thauyspend a
number of drams equal to the grade of the potiopaison’s
recipe (minimum of one). So, if you wish to turnuycElixir
into a Cure Wounds 2otion to administer to a friend, you
must combine the elixir with the appropriate cataly
component, turning the elixir into @ure Wounds ZJotion,
and then have your friend drink 3 drams of youxiel{since
Cure Wounds 2s a Grade 3 recipe). If you had turned all of
your Transformative Elixir intaCure Wounds 2you could
continue to administe€Cure Wounds potions from it for 10
minutes, but you would need to spend 3 drams airdior
each “potion” you administer. If you wish to havailiiple
potions in existence at the same time, you wouktirte have
additional props to represent containers that ttoédseparate
Drams of Elixir.

Example: Say you normally use one bottle as the foo all
drams of your Elixir and you just turned that whblstle into
Sleeppoison because you found yourself needing to dot a
of people to sleep. Then, you notice a few friendsthe
ground that could use some healing potions, butsyititneed
to put more folks to sleep. You may pour 5 dramslixdr into

a second bottle you keep for just such an occasimhuse a
catalyst component to turn those 5 drams in@uee Wounds
1 potion (yes, you may turn th8leeppoison into a Cure
potion even before the 10 minutes expires orSileeppoison
— also note that, sin@eepis a Grade 6 poison, having only 5
drams of Elixir would make it unable to beSteeppoison).
The second bottle would then essentially contaifCiuge
Wounds Jpotions since it has 5 drams, and @we Wounds
1 potion only requires one dram because it is a &farkcipe.
You could then applgleeppoison onto your sword from your
main bottle and then immediately administ&wre Wounds 1
potion to a friend from your second bottle.

A character’s Transformative Elixir may not be mad&
potions or poisons by anyone but him, and it may o®
administered or used by anyone but him. Without, htnis
just inert liquid. 10 minutes after the catalystmamnent is
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applied and the substance is created, the substases its
properties and becomes plain Elixir again, meanihgt
ingestive and contact poison cannot be created tWwétElixir
and then applied to food or an item (especiallyceithe
creator is the only one who can administer ityyould need to
be directly administered to the target. Howevethd Elixir is
transformed into any kind of weapon-based substafd is
applied to a weapon, it will remain on that weapoiil used
or until the end of the event, which ever comestfilOf
course, only someone who knows the substance ishen
weapon is able to use it.

The Identify Potionskill may be used to identify the type of
substance a Transformative Elixir has become. Tealahe
identifier must say to the alchemist: “Identify ot X”
(where X is the number of times he has acquireddbatify
Potion skill). If X minus 1 meets or beats the grauf the
substance, the alchemist player must (OOG) tell
identifying player what the substance is. The idiemtcannot
identify a grade 10 substance unless he has 10sitogjs of
Identify Potion and knowledge of either one grade 1
Alchemy recipe (if it is a potion) or one grade Tiéxicology
recipe (if it is a poison). A Transformative Elixdubstance
can never be dissected and learned with the Lddlinas a
regular potion or poison can be.

the



Chapter 12: Prestige Classes

All Drawings by Graham Sternberg

Once your character has gained some experienceidie want to
pursue a specialized course of study. There arsueim courses listed
in this chapter and they are called “Prestige @&8dn “Chapter 1:
Creating a Character,” we said that Magestry is aatlass-based
system, and we still hold to that. Prestige classeshot the “base” of
the game, and, even so, they are really nothing itt@m a collection
of specialized skills that are available to chaexcthe same way that
skills from other schools (Fighting, Magic, etcieaavailable. A
character can certainly learn a number of assasdis and still not
be considered an assassin.

In this chapter, you will find descriptions tein available prestige
classes and their corresponding skill tables. Beskill slots must
be purchased in tower format, the same way thdt skits are
purchased in Fighting, Magic, and Stealth skillegSChapter 3:
Skills.”). A character can learn skills from moieah one prestige
class, but he must construct skill towers in ealdssc separately.
Look for additional prestige classes in the supplet®rofessions &
Prestigeavailable at Magestry.com.

The Assassin
Beware the shadows of Magesta, for you never knteravlurk the
most fearless and well-equipped killers of all. ®imng stealth
skills with disciplined psionic powers, Assassips@alize in hunting
down and erasing their prey. Most assassins otilyvkien hired to,
usually receiving a lucrative reward once a contitulfilled.
An Assassin uses the school of Psionics to casialis by the
power of his mind.
Spell Prefix: “Through the silent power of my mind,”
Prerequisite Skills: Psionics 2, Stealth 5, Stalking, Toxicology 2

Assassin Skills Table

Grd Tower Skills Baggage Skills |
6 Backstab 6, Forget, Sleep Resist Poisom
7 Backstab Paralyze, Great | Skill Specialization

Escape, Improved Dodge (Feeblemind)
8 Psychic Attack, Paralyze, | Poison Absorption
Feign Death Resist Poison
9 Crit Paralyze, Fatal Backstab Quarry
Hypnotize Paralyze
10 Battle Finesse, Silent Death, Assassinate,
Smokeburst Shadow Blade
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The Dampener
You have already learned of the living magic enafjiMagesta that
is known as Magestry. What you have not learnatas this energy
field does not encompass the world entirely: theme holes in it.
Wherever one of these holes exists, there is a Vdidse voids are
wells of anti-magic energy.

The Dampener uses a school of power known as Antiddtry to
bend anti-magic energy to his will. The anti-maiijiat he uses seems
all too happy to gobble up magic energy. To dampeans to force
magic energy aside. The Dampener can dampen ateas, and
even individual people.

A Dampener casts his “spells” by the powerAafti-Magestry.
Though we will refer to these as spells, Dampederst technically
cast “spells.” This means that Anti-Magestry wilbrk where and
when all other magic will not (unless otherwiseam)t A spell cast
by the power of Anti-Magestry or with the Anti-Magkffect Type
will work even if the caster is under the Dampdecf
Spell Prefix: “By the power of Anti-Magestry,”

Prerequisite Skills Resist Essence Effect x2, Resist Psychic Effect
x2, Resist Spirit Effect x2, Stealth 6

Dampener Skills Table

Grd Tower Skills Baggage Skills
6 Anti-Magic Bolt, Counterspell, Anti-Magic
Improved Spell Resistance Mechanics,

Glyph Awareness

7 Anti-Magic Armor, Dampen
Magic, Improved Deflect Magic

Skill Specialization
(Dispel Magic)

8 Anti-Magic Storm, Anti-Magic
Hands, Protection From Magic

Resist Magic,
Stack Spells

9 Anti-Magic Blast, Freeze
Paralyze,
Mass Dispel Effect

Anti-Magic Escape

10 Dampening Attack, Dampening Anti-Magic

Field, Dispel Greater Magic Casting

Special: Every skill that comes from a Dampener skill $las the
Effect Type of Anti-Magic.



The Hopper

Magesta is certainly not the only world or realm time
Dabbleverse™ Campaign Setting; there seems to bdiaite
amount, and this theory is supported by the vasthar of
dimension travelers that come and go at will. Cti@rs that
can travel from one dimension to another underrtb®in
power are known as “Hoppers.”

The Hopper taps into the power of the asttahg that
unifies all worlds and casts his spells by the poefeThe
Dimensions. This energy is also known as “astrargyn”
Since it attacks a creature’s very Form (whichtgspresence
within time and space), astral damage can damagesalany

The Spirit Hunter

Let's be honest: not all spirits find their way Death to be

properly categorized; some of them become trapped o

enslaved by other [probably more evil] forces. Thpirit
Hunter makes it his mission to seek out these tspand
release them from their turmoil. He attempts tgdish any
bodiless spirit that is not actively seeking theamation of
Death, and he shows no mercy for undead creatures.

The Spirit Hunter uses the school of Spirigralto cast his
spells by the power of his spirit.
Spell Prefix: “By the power of my spirit,”

being (creatures, spirits, projected creatures).etc Prerequisite Skills: Resist Disease (x2), Fighting 4,
Spell Prefix: “By the power of The Dimensions,” Spiritualism 5
Prerequisite Skills: Knowledge (The Dimensions), Magestry
5, Nature 4, Transform Spell Spirit Hunter Skills Table
Grd Tower Skills Baggage Skills
Hopper Skills Table 6 Crit 6, Destroy Undead, Resist Disease,
Grd Tower Skills Baggage Skills Cure Wounds 5 Favored Enemy
6 Astral Bolt, Astral Weapon,| Astral Empowerment (Undead)
Mass Dimension Survival | Dimension Survival 7 Improved Parry, Protection From Evil Resistance,
7 Blink, Dismissal, Dimension Hop, Undead, Shining Armor Skill Specialization
Open or Close Portal Skill Specialization (Spiritual Weapon)
(Translate/Telepathy 8 Combat Maneuvers, Consecrate Resist Disease,
8 Astral Storm, Detainment, Dimensional Corpse, Healing Hands Toughness
Protection from Magic Souvenirs 9 Crit 9, Maelstrom of Disruption,| Undead Resistance
9 Astral Rejuvenation, Create or Destroy Mass Cure Wounds
Banishment, Portal, Dimensional 10 Consecration, Regeneration,| Disease Immunity
Circle of Protection Conversion Vengeful Spirit
10 Astral Projection, Dimension Seed,
Dimensional Blinking, Summoning
Dimensional Emulation
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Agents of Incarnation

In “Chapter 9: The World Of Magesta,” you read abthe
incarnations of various phenomena (War, Evil, Dreatn.). A
character that has worked hard and gained the fafvone of
these incarnations might be accepted as an agédwis ior her
service. Each incarnation favors a number of slalfsl/or
spells that can be acquired the same way thatigeestass
skills are; in fact, agent classes technicadlse prestige
classes.

Being an agent has many benefits and one major
restriction: the character must follow the coded afeals of
the incarnation or he will lose access to the skiliat he
earned by being an agent.

The Dream Weaver
All living things on Magesta dream or at least h&we ability
to dream, and as long as this is the case, thenatan of
Dreams will be in business. An agent to that inadom is
called a Dream Weaver, and he draws upon the vemgg of
dreams (which are made manifest in a place knowthas
Dream Realm) to work his magic. Though he haselittl
influence over creatures that are awake, he carpletety
dominate sleeping creatures.

The Dream Weaver taps into the Dream Realm and test
power silently by the power of Dream.

Spell Prefix: “Through the silent power of Dream,”
Prerequisite Skills: Astrology, Psionics 6, Resist Psychic
Effect, Resist Spirit Effect, Spiritual Sympathy
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Dream Weaver Skills Table

Grd Tower Skills Baggage Skills
6 Hypnotize Sleep, Sleepwalk, | Sleep Resistance
Weave Dream
7 Delusion, Mass Awaken, Skill Specialization
Nightmare (Sleep)
8 Protection from Volition, Favored Dimension

Restful Slumber, Sleep Control (Dream Realm)

9 Heroic Dream, Phantasmal Killer, Dream Hop,
Slumber Party Sleep Immunity

10 Dream Replication, Psychic Power Nap

Projection, Sleeping Disease

The Maestro

The sounds and emotions of Magesta seem to playharmony that
gives birth to music. This phenomenon is persodifiey the
Incarnation of Music. Agents of this incarnationkadt their purpose
to spread music throughout Magesta; they are kremwaestros.

The Maestro casts his spells by the power o§ib] but can only
cast a spell by this power if he incorporatesritantation into a song
that he sings and/or plays. He must create hisarhisiself and not
cast his spells by music from another source.

A character that is deaf cannot be affectedSbyic effects, but
simply covering one’s ears will not circumvent gféects.

Spell Prefix: “By the power of Music,”

Prerequisite Skills: Gather Information, Nature 4, Spiritualism 5

Maestro Skills Table

g

Grd Tower Skills Baggage Skills
6 Charm, Countersong, Sleep Combat Casti
7 Song of Healing, Song of Skill Specialization
Shielding, Uncontrollable Dance (Morale)
8 Mass Cure Wounds, Restoratiop, Song of
Sonic Assault 4 Awakening
9 Heroic Song, Mass Morale, Music Casting
Mind Control
10 Improved Song of Healing, | Instrument Mastery
Mass Charm, Resurrection




The Necromancer

Almost every living thing has at least some smadicp of
corrupted nature tucked into the corner of its ispiFhis

corruption becomes manifest in the Incarnation wail. An

agent of this Evil is called a Necromancer: one s only
to serve his vile master. The Necromancer's purpose
Magesta is to waylay spirits before they can redich

Incarnation of Death and turn them over to the pafetvil.

The Necromancer casts his spells by the poWEwil.
Spell Prefix: “By the power of Evil,”

Prerequisite Skills: Magestry 2, Resist Disease (x2),
Spiritualism 6

Necromancer Skills Table

The Warlord

As long as war and tension between nations extst,
Incarnation of War will have a comfortable seatMagesta,
and, just like everyone else, War likes to be cotafile. To
assure that war will always persist, he employsitgyimto his
service. They are called Warlords. In addition twwprful
fighting abilities, Warlords can learn magic tha both
destructive and helpful in combat. They live totb& sounds
of battle and bask in the spoils of war.

The Warlord casts his spells by the power aff W

Spell Prefix: “By the power of War,”

Prerequisite Skills: Fighting 6, Heavy Armor (x3),
Spiritualism 1, Stabilize (x2), Weapon Readiness

Warlord Skills Table

Grd Tower Skills Baggage Skills
Grd Tower Skills Baggage Skills Flatten, Morale, Rage Resist Fear
6 Animate Dead, Control Bolster Undead, 7 Crit Storm, Shatter, Skill Specialization
Undead, Life Drain 4 Darkness Casting Shining Armor (Improved Health),
7 Armor of Darkness, Harm, Skill Specialization (Inflict Toughness
Rage Wounds 2), Resist Disease 8 Combat Maneuvers, Combat Casting,
8 Death, Disease, Vampiri¢ Skill Specialization Crit Paralyze, Heal Guardian
Hands (Bestow Magic on Undead), 9 | Fatal Attackimproved Stabilize Power Attack,
Improved Animation Mass Morale Toughness
9 Curse, Mass Inflict Evil Casting, Undead 10 | Aegis of War, Heroic War Cry]  War’s Blessing
Wounds, Mass Pain Construct Mass Rage

10 | Degeneration, Desecration,
Vile Resurrection

Evil's Blessing,
Greater Animation
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Chapter 13: Complete List of Skills

All of the skills named in this rulebook Duration: Instantaneous components. This skill represents the first
are listed alphabetically, with full Description: A magical arrow of acid lesson in the school of Alchemy and
descriptions, from here until the end of springs forth from the caster’s hand as if opens the door to discovering many more

the chapter. Skill names that begin with
the words “Improved,” “Great,” “Lesser,”
or “Mass” are listed by the second word
in their name. For exampl&reat Health

is listed as “Health, Great” and can be
found under H.

In almost all cases where a skill nameSchool: Sth2(b)

begins with the word “Improved,” it

represents a Power Level 2 version of theplayers of characters with the skill learn).

skill. If the word “Great” is used, it
indicates a Power Level 3 version of the

shot from a bow, dealing 3 points of powerful and potent potions.

damage. When Alchemy is purchased, four
OOG Statement: Grade 0 (zero) alchemical recipes are
Damage 3, Acid 2.” learned. After that, the alchemist can
learn how to make more advanced
alchemical items for 5 points per skill
grade of the recipe (e.g. the recipe for a
Description: At check-in of each game, grade 6 potion costs 30 Skill Points to
Much like Tower Skills, a
Acquisitionswill receive money or other character must learn four recipes in a
items based on their characters’ between{ower grade before learning any higher-

“(Acid  Arrow,)

Acquisitions

same skill. While these may be used togame activities. If money is received, it grade recipes.

refer to almost any skill of Power Level 2

or 3, the terms are most commonly usedlevel the character has in the si8jpot

for defensive skills that have been
empowered; namelyAlertness, Dodge,
Escape, Fortitude, Health, Iron Will,
Parry, andSpell Resistance

Key to Skill Descriptions

Schools

Fgt: Fighting,Mag: Magestry,

Misc: Miscellaneous SkillNat: Nature,
Psi: Psionics,Spt: Spiritualism,

Sth: Stealth,Wpn: Weapon Skill
Prestige Classes

Asn: Assassinpmp: Dampener,

DrW : Dream Weavertiop: Hopper,
Mst: MaestroNec Necromancer,

SpH: Spirit Hunter War: Warlord
Grade: A number indicating the skill’s
grade in that particular school.

(b): Baggage Skill in that school grade.
the skill is not a Misc skill, a Wpn skill,
or a (b) skill, it is a tower skill.
Base: Tells the Delivery Mode: Gesture,
Missile, Weapon, Area, Touch, Gaz
Contact, or maybe your choice of two or
more. Touch-Based skills indicate their
Touch Category in parenthesis.
Target: Indicates who or what is a valid
target for a skill. If a creature or object
doesn't fit the description of a skill’
Target, that skill will have “No Effect” if
used against it

Duration: How long the effect of the
skill lasts. A duration of “Instantaneous
means that the skill is resolved in an
instant, though its effect might he
permanent (such &ripple).

f

o

uJ

Acid Arrow
School:Mag3
Base:Missile

Target: One Creature

will be at least 5 copper pieces for each See “Chapter 11. Alchemy and
Toxicology” for much more information
aboutAlchemy

Aeqis of War

School:War10 Alertness

Base:Touch (Armor and Shielding). School: Sth5

Target: Self-Only Duration: Instantaneous

Duration: 10 Minutes Description: Alertness provides one

Description: Aegis of Wargrants its Active Resistance Level against any type

caster 8 temporary Armor Points that of Psychic, Gaze, or Contact effect. This

regenerate at a rate of one every 1lOResistance Level is sufficient to negate a

seconds. Any temporary Hit Points or Power Level Zero effect unless it is

Armor Points that are gained by the Gesture-Based. Alertness can never

caster whileAegis of Waris in effect negate a Fear effect unless it is Contact-

become incorporated into the Based.

regenerating armor effect. EmpowerinAlertnessto Power Level
Armor Points fromAegis of Warare 2 makes it Improved Alertness(call

special because, while they can be“Alertness 2”), which provides 2 such

bypassed by psychic or astral energy,Active Resistance Levels. Empowering

they cannot be bypassed by spiritual Alertnessto Power Level 3 makes it

energy, weapon-based attacks of PowelGreat Alertness(call “Alertness 3"),

Level Zero, weapon-based Backstabproviding 3 Active Resistance Levels.

attacks, or Waylay. Also, even a weapon-  Alertnesannot be used to negate an

based attack of PL 2 or 3 will only effect already in progress. It cannot be

damage one AP. used by someone who is asleep,
Additionally, while under the effect of unconscious, or subject to the Confuse

Aegis of Warevery individual weapon- effect.

based attack that deals damage,OOG Statement:“Alertness X”

whether Hit Point or Armor Point

damage, will add a point of damage to Animate Dead

one of the warlord's future attacks (as School:Nec6

long as it is made whildegis of War Base:Touch

lasts). No more than 4 points of damageTarget: One Dead Creature

may be added to a single attack in thisDuration: 10 Minutes

way, but the resulting Crit is able to be Description: Negative spiritual energy

increased byower Attack enters the dead body of one creature and

Incantation: “[Spell Prefix] | animates it as an undead creature under

myself with an aegis of War.” the complete control of the caster. The

shield

animated creature will be a “fresh”
Alchemy zombie with 5 Hit Points.
School: Misc (Alchemy) Animate Dead will end after 10

Description: Alchemyallows a character minutes or once the creature reaches zero

to make a variety of potions, oils, and (0) Hit Points. If the caster does not give

other substances from  gatheredthe creature any commands, it will
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wander and attack anything living (other Duration: Until Used
than the caster). Description: Anti-Magic Armorgrants 4

escape a magical Paralyze effect of
Power Level 2 or lower.

To be animated, the creature mustArmor Points that cannot be bypassed by
have been dealt a Final Blow, and, sinceany type of weapon enchantment energyAnti-Magic Hands

it is freshly animated, it can move at or Missile-Based magical effect.
normal speed. Animate Dead also Incantation: “[Spell Prefix] | armor
functions to preserve a spirit as per themyself with anti-magic, 4 armor points.”
Detain Spiritspell. Additionally, Detain
Spirit may be cast in its Touch-Based Anti-Magic Blast
form to extend aMnimate Deadspell by  School:Dmp9
whatever amount of time is indicated by Base:Missile
the casting oDetain Spirit Target: One Creature

A corpse that has just finished oneDuration: Instantaneous
animation can be subject tdnimate Description: Anti-Magic Blast deals 9
Dead again; however, no matter how points of damage to one target.
many times this spell and/Betain Spirit OOG Statement: “(Anti-Magic Blast,)
is cast on such a creature, it is still Damage 9, Anti-Magic 3.”
required to go to the Incarnation of Death
after 3 hours or at sunrise (whichever Anti-Magic Bolt
comes first). At any time after the initial School:Dmp6
10 minutes ofAnimate Deadthe spirit Base:Missile
may depart and go see Death if it soTarget: One Creature
chooses. Duration: Instantaneous

A creature that has been subject toDescription: A bolt of anti-magestry
Animate Deads not able to be brought jumps from the caster’s hand, inflicting 5
back from that death byesurrection points of damage to its target.
unless it is in an area that is under theOOG Statement: “(Anti-Magic Bolt),
effect ofConsecration Damage 5, Anti-Magic 2.”

Animate Deadcannot be cast during
the day (any time when the sun is aboveAnti-Magic Casting
the horizon) unless it is in a location School:Dmp10(b)
receiving absolutely no light from the Description: Anti-Magic Castingallows
sun.
Incantation: “[Spell Prefix] | animate
this corpse.”

repertoire “By the power of Anti-
Magestry” (this will not change the
spell’'s Effect Type). This ability cannot
Animation, Improved

School:Nec8(b)

Description: A caster with Improved
Animationcan allow a casting dfnimate
Deadto animate a 8-Hit Point ghoul or a
5-Hit Point zombie. Ghouls can swing
“Paralyze, Disease 1” on any attack.

items, or bestowments.
If usingAnti-Magic Castingto cast a
spell without a prefix while you are

is by the power of Anti-Magestry.
Additionally,Anti-Magic Castingallows

you to use the “Anti-Magic” Effect Type

Animation, Greater

School:Nec10(b)

Description: A caster with Greater

Animationcan allow a casting dinimate

regular Effect Type of anylagic Missile

8-Hit Point ghoul, or a 5-Hit Point has no common effect that
zombie. Ghouls and ghasts can swingdifferent than the Body Effect Type.)
“Paralyze, Disease 1" on any attack.

Additionally, a ghast can swing “Life Anti-Magic Escape

Drain 1, Spirit 1” on any attack; however, School:Dmp9(b)

it cannot use paralyze and life drain in the Description: Anti-Magic Escapeallows
same attack.

Magic Cageand Snare and Bind effects)
Anti-Magic Armor
School:Dmp7
Base:Touch (Armor)
Target: Self-Only

for the purpose of usingscapeskills. It
also allows you to use @reat Escapdo
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School:Dmp8

Base:Touch (Enhancement)

Target: Self-Only

Duration: One Hour or Until Used
Description: Anti-Magic HandsGrants
you 8 Power Levels of effects that you
may use on yourself or others. You have
one hour to use them. For these effects,
you may choose eitheDispel Magic
(Touch-Based only) oBpell Resistance
levels that say “No Effect” rather than
“Resist.”

You may not us@nti-Magic Handgo
cast Dispel Magic at a Power Level
higher than 1, and you may not give out
more than 2 “No EffectSpell Resistance
levels to the same person. These levels
count as Touch-Based (Shielding). If you
empower Anti-Magic Handsto Power
Level 3, you gain 12 Power Levels worth
of effects and may give out up to 3 “No
Effect” Spell Resistancéevels at once.
However, Power Level 1 remains the
maximum for the Dispel Magic uses
gained.

Incantation: “[Spell Prefix] | grant
myself hands of anti-magic, Anti-Magic
X.” Then, [Incantation for Dispel Magic],

a character to cast any spell in hisor, “[Spell Prefix] | grant you X Passive

Immunity Levels to magical gesture or
missile-based effects, Anti-Magic X.”

be used when casting spells from scrolls,Anti-Magic Mechanics

School:Dmp6(b)
Description:  Anti-Magic Mechanics
allows a character to use Mechanics

dampened, you should state, OOG, that itskill of the appropriate Power Level to

pick a magic lock or disarm a glyph.
OOG Statement:None

on any attack that you make with an Anti-Magic Storm

enchanted weapon or in place of theSchool:Dmp8

Base:Touch (Enhancement)

castings you might have. (This may have Target: One or more Creatures
Deadto animate a 12-Hit Point ghast, an a special effect on certain creatures, butDuration:
is any Minute)

Instantaneous (Up to One

Description: Anti-Magic Storm works
identically to lce Stormexcept that the
damage it deals is anti-magic rather than
ice. Also, because it consists of anti-
magic energy, the caster may use it while

you to treat magical restraints (including dampened.

OOG Statement: “Anti-Magic Storm:

as if they were one Power Level lower Damage 3, Anti-Magic Zero; Damage 3,

Anti-Magic Zero; etc.” Or, (all at once)
“Anti-Magic Storm, Damage 3, Anti-
Magic 2.”



all points from Armor of Agonyare or “[Spell Prefix] | conceal my life signs

Appraise damaged, the spell ends and can nauntil sunrise, Body 2.”

School:Misc longer be recharged by additional

Description: Appraiseis a representation acquisitions of psychic Armor Points. Assassinate

of a character's knowledge of the Incantation: “[Spell Prefix] | grant School: Asn10(b)

standard value of certain gems and itemsmyself an Armor of Agony.” Description: Assassinateallows you to

When this skill is purchased, the player turn anyFatal Backstabyou have access

will be taught how to decipher Appraisal Armor of Darkness to into aBackstab Deathupon use. If

Codes.Appraisemay only be purchased School:Nec7 used on a target that is running or

once. Base:Touch (Armor) actively engaged in combat, this
Any character can tell when a potion Target: One Creature Backstab Deatltwill be the same Power

or scroll will expire, and if the expiration Duration: Until Used Level as theFatal Backstabthat was

date is soon, someone with tAppraise  Description: A shroud of negative used to create it. If used on a target that is
skill can consider that when determining energy is stretched over one creaturenot running or actively engaged in
its value. The market value of a potion or granting it 6 temporary armor points. combat, it will be one Power Level
scroll is its value when it is fresh (less These armor points are damaged inhigher than thd-atal Backstabthat was
than a month old). Over time, the market combat before any other armor points orused to create it. In either case, the rules
value drops, but it generally never gets Hit Points. for backstab skills must be followed.
below half its original value. Depreciated The armor points granted Bymor of

values are to be determined through in-Darkness cannot be stacked with Astral Bolt

game bargaining. temporary armor points from any other School:Hop6
OOG Statement:None touch-based spells. Base:Missile
Incantation: “[Spell Prefix] | armor you Target: One Creature
Armor of Agony (myself) with darkness, 6 Armor Points.” Duration: Instantaneous
School: Psi8 Description: Astral Boltdeals 5 points of
Base:Touch (Armor) Aspect of the Bear damage to one target.
Target: Self-Only School: Nat7 OOG Statement: “(Astral Bolt,)
Duration: Until Used Base:Touch (Enhancement) Damage 5, Astral 2.”
Description: The caster ofArmor of Target: Self-Only
Agony is granted 4 temporary Armor Duration: 10 Minutes Astral Empowerment

Points that cannot be bypassed byDescription: Aspect of the Beagrants School:Hop6(b)
Psychic, Spirit, or Astral energy. Each of the caster bear-like qualities: he gains 2Description: Astral Empowermenadds
these Armor Points acts afainflare to  Natural Armor Points and 2 Hit Points to 2 uses to your Empowerment Pool and
a creature that damages it with a hand-his natural total (meaning they do not @llows you to wuse any of your
held weapon. (Use the OOG Statementcount against the total allowed for Empowerment Pool uses to empower
“Pain Flare.”) APain flare is considered stacking), hisSpotLevel increases by 2, things in the same way that Mental
to be a missile-baseBain spell (Body he is immune to any Weakness effect of Empowerment allows you to, except
Effect) of Power Level Zero that Power Level 2 or lower (say “No Effect” instead of meditating for 3 minutes, you
automatically hits the target. If more than — any such Weakness effect he isneed to role-play that you are preparing
one armor point is damaged by a singlesuffering from at the time of casting is Some spells for later casting. In addition
attack, only onéain flare is released. dispelled), and he gains 4 usesrefit of t0 using an Empowerment use for
The temporary Armor Points from Strength(unused Feats will vanish after €mpowering like normal, you can use
spells cannot be normally stacked with 10 minutes). one, instead, to cast any spell silently and
any other temporary Armor Points, and  Aspect of the Beacannot be stacked Without needing to move. The incantation
they are damaged in combat before anywith itself. prefix becomes, “Through the silent
other armor points or Hit Points. A caster Incantation: “[Spell Prefix] | assume an Power of the dimensions.”
that has gained the skiBtack Spellsn aspect of the bear.”
the school of Psionics may incorporate
any other psychic armor points (as from Aspect of the Opossum

Astral Projection
School:Hop10; Mag10

Psychic Shieldor Psychic Armoy into ~ School:Nat6 Base: Touch (Enhancement), Power
Armor of Agony granting an additional Base:Touch (Bestowment) _Il__evel 5 Self.onl

Pain flare for each additional armor Target: Self-Only . . arget. ET-nly

point; however, he, himself, must be the Duration: Until Used or Until Sunrise Duration: One Hour (Once per Day)

caster of that spell, and it must be cast byDescription: Aspect of the Opossurat ~ Description: You leave your body in a

spending a skill slot that is one grade the time of casting, adds the techniqueParticular location and it, along with
higher than the spell normally is. (So, to Feign Deathto the caster's Bestowment items, melds with the earth. At that point,
add two flaring AP to yourArmor of  Slot. If Aspect of the Oposstisicast for @ projection of yourself is created and
Agony you must casPsychic Armoras a  the sole purpose of masking the caster'saPpears to be holding whatever items you
grade 5 Psionics spell.) vital signs for the day, it is instead Were holding at the time of casting; these
One caster may not hold more than gconsidered Touch-Based (Enhancement).itéms cannot leave your person while you
such Armor Points at one time, and oncelncantation: “[Spell Prefix] | bestow ~aré projecting. At the time of casting,
' upon myse|f the aspect of the Opossum_"your Hit Points are restored to full and

69



you gain 8 temporary Hit Points. (You Incantation: “[Spell Prefix] | project
cannot benefit from armor even if your myself through the Astral Plane.”
projection appears to be wearing it.)

While projecting, you have the following Astral Rejuvenation

properties: School:Hop9

-You are intangible (say “No Effect”) to Base:Touch (Instant)

everything except for Gaze Effects and Target: One Creature

Astral Effects. Duration: Instantaneous

-You regenerate one Hit Point every 10 Description: Astral Rejuvenatiomas the
seconds effect of bothHeal andRestoratioron its
-Weapon-Based Astral Effects do nothing target.

more than a single point of damage tolIncantation: “[Spell Prefix] | heal and
you (say “No Effect to [effect name]” and restore you, Astral 3.”

take one Hit Point of damage).

-Missile-Based, Gesture-Based, andAstral Storm

Area-Based Astral Effects have their School:Hop8

stated effect. Base:Touch (Enhancement)

-You cannot attack or cast any spells Target: One or more Creatures

other thanAstral Weapon but you can Duration:
defend (including using defensive Minute)
techniques [e.g. Parry, Dodge, Deflect, Description:  Astral Storm works
Combat Maneuvers, etc]) and you mayidentically tolce Stormexcept that the
use Gaze Effects. damage it deals is astral rather than ice.
-You can hear, see, understand, and spea@OG  Statement. “Astral  Storm:

Instantaneous (Up to One

Submitting anAstrologyrequest will use
one of your character's available
between-game days.

The query cannot be a specific
guestion; instead, the player may choose
the person or subject he would like to
attain knowledge about. The knowledge
given may often be cryptic but should
always be helpful. It will be received at
check-in of the next event player attends
as the inquiring character.

The cost increases by itself each
additional time this skill is taken.

Avoid Simple Trap

School: Sth0

Duration: Instantaneous

Description: Avoid Simple Trapallows
you to avoid the effect(s) of one trap of
Simple quality that has been triggered by
any means.

OO0G Statement:“Avoid Trap”

Awaken

as normal, but you cannot touch any itemDamage 3, Astral Zero; Damage 3, Astral School:Mag1; Nat1; Psi0; Sptl

(even if enchanted with Astral energy).
-You have unlimited castings of Astral Damage 3, Astral 2.”

Weapon.

-You can walk through doors and barriers Astral Weapon

such as Magic Cage and Circle of  School:Hop6

Protection Base:Touch (Weapon)

-You are not able to ingest anything. Target: One Weapon or Object

-Any items you are holding are Duration: 10 Minutes

completely immune to any effects, even Description: Astral Weapon enchants
Astral Effects (say “No Effect”).

Zero; etc. Or, (all at once) “Astral Storm,

Base/PL:Touch/4 (Instant) or Missile/2
Target: One Creature

Duration: Instantaneous

Description: The caster is able to
awaken one creature from
unconsciousness due YWaylay magical

or hypnotic sleep, or being damaged to
zero Hit Points Awakendoes not repair
Hit Point damage; however, if the target

one weapon with astral energy, allowing has zero Hit Points when unconscious, he

-Any effects in effect on you when you any attacks made with it to take on the js awakened with oneéwakenwill have

started your projection are left behind astral Effect Type. Astral

with your body. You cannot be under bypasses Armor Points.
their effect while projecting, but they will

energy no effect if the target was dealt a Final

Blow.

If a weapon under the effect of this |ncantation: “[Spell Prefix] | awaken

return to you when your projection ends Spell is shattered it will be immediately you to consciousness, Psychic 4/2.”

unless their duration expired in the dispelled. _

meantime. Incantation: “[Spell Prefix] | enchant
-If you are dealt a Final Blow while this weapon with astral energy.”
projecting, you return to the place where

you originally cast the spell. Your body Astrology

becomes tangible again, but you are in aSChoo_l:Misf:
trance (with the Destroy Mind effect) Description: An astrologer knows how

Awaken, Mass

School: Psi8

Base:Area

Target: All Creatures in Range
Duration: Instantaneous

Description: Mass Awakemawakens all

from which you cannot be awakened. {0 100k into the night sky (and/or use ithin its targeting area (seAwaken).
After one minute, the trance ends and youSOMe other medium, like cards or stones)\1ass Awakermay be cast using any of

awaken.
-You may end your projection at any sensationsAstrology allows a character

to glean information through visions or he targeting areas available to area-based

effects.

time by returning to the place it was cast!0 receive knowledge about one topic |ncantation: “[Targeting Area]: [Spell

and dismissing your spell. If the hour during the time between events.
duration expires while you are away from 10 Use Astrology log in to the
the place of casting, your body Magestry — Database, select

Prefix] | awaken you to consciousness.”

YOUr Backstab Death

rematerializes and you drop into the one-character's name from the dropdown gchool: Asn10(b) (fromAssassinate

minute trance.
Alternatively, Astral Projection may
be cast a®pen or Close PortalUsing it

menu, and click the View Character pration: Instantaneous

button. Then, go to the Information pegeription: Backstab Death is a
Gathering area near the bottom of thepgckstab

attack that has the

in this way does not count against its Page. Click the Perform Astrology button peath/Destroy effect on its target (in one

and fill in the appropriate fields.

once-per-day allotment.
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damage and he is dealt a Final Blow). ToBase:Gesture

use it, the attacker must have properTarget: One Creature or Object
backstab positioning and must Duration: Instantaneous

successfully strike the target in the torso. Description: A caster use8anishment

maximum of half his armor’'s Armor
Point value (rounded up).

Once temporarily-repaired armor is
removed, the Armor Points that were

(See Chapter 3 for details on backstabto send one creature or object (even agranted by Battle Readiness are
skills.) permanently magic item) to some other considered damaged again, even if they
OOG Statement:“Backstab Death” dimension (almost certainly against its were not lost in combat.
will). An affected character must OOG Statement:“Battle Readiness”
immediately go out-of-game and his
player must seek out a GM to discover Battle Readiness, Lesser
where the spell sent him. This may meanSchool: Fgt0
the death of the target creature. Duration: See Description

Items cannot be individually targeted Description: Lesser Battle Readiness
Duration: Instantaneous for banishment if they are in a creature’s works just likeBattle Readinesexcept it
Description: Backstab [Number]deals possession. Banishing the creature willonly allows a single Armor Point to be
the stated number of points of damage tobanish possessions along with it. Itemsrepaired.
its target. To use it, the attacker mustthat are banished are considered OOG. LesserBattle Readinessannot stack
have proper backstab positioning. (SeeThey may not be used or stolen and mustwith itself, but it can stack wittBattle
Chapter 3 for details on backstab skills.) be placed in an OOG location at the Readiness.
OOG Statement:“Backstab [Number]” earliest convenience. Later, a GM mustOOG  Statement:

be notified so that the item’s fate may be Readiness”

Backstab [Number]
School: SthO @ackstab ) Sthl

(Backstab 2 Sth4 Backstab % Asn6,
Sth6 Backstab B Sth8 Backstab 8
Base:Weapon

“Lesser Battle

Backstab Paralyze determined.

School: Sth8 Incantation: “[Spell Prefix] | banish Berserker Rage
Duration: 5 minutes you/[object] to another realm, Astral 3.” School:Fgt5
Description: Backstab Paralyzeis a Duration: One Minute

backstab attack that has the ParalyzeBarkskin

effect on its target. To use it, the attacker School: Nature 1

must have proper backstab positioningBase:Touch (Life or Armor)

and must successfully strike the target inTarget: One Creature

the torso. (See Chapter 3 for details onDuration: Until Used

backstab skills.) Description: Barkskin grants one target
OOG Statement:“Backstab Paralyze” one Temporary Hit Point or one
Temporary Armor Point (caster’s choice).
Incantation: “[Spell Prefix] | grant you
(myself) skin of bark, one Armor/Hit
Point.”

Description: When a character with this
skill reaches zero (0) hit points while
actively engaged in combat, he may
choose to enter a “berserker rage,” which
will allow him to remain fighting through

4 more Hit Points of damage and will
grant him a +1 damage bonus to all of his
attacks. (Don'ctually swing harder?!)

If all of his enemies are felled before
the end of hiBerserker Rager he loses
the ability to fight for 10 seconds or
longer (from blindness, paralysis,
Despair, Magic Bonds etc.), he will fall
to the ground unconscious. The same

Backstab Positioning

School: Misc

Description: Backstab Positioningjives
proficiency with all small weapons, but
only when using Backstab skills or Battle Finesse
Waylay (if you want to backstab with a School: Asn10; Sth10
one-handed sword, for instance, you needDuration: 10 Minutes applies if his enemies move more than 30
to buy the One-Handed Swordskill Description: Battle Finess@ives its user feet away from him and he is unable to
separately).  Additionally, Backstab 8 uses ofimproved Dodgehat must be pursue them (fromCripple, Entangle,
Positioning allows you to gain a single used within 10 minutes. After 10 Gust of Wingetc.)

use ofBackstab Zafter each Rest Period, minutes, any unused uses will vanish. A raging character cannot cast spells.
but thatBackstab 2vanishes if not used While Battle Finesselasts, it also He also cannot be targeted by any touch-
before the next Rest Period. allows free (not included in the 8) uses of based spells or drink potions while
Dodgeagainst all Flare effects. raging, but healing that is area-based or
OOG Statement: “Dodge 2, Dodge 2, missile-based will work; he may also
etc.” gain temporary hit points from using
techniques that grant them. He can
benefit from armor points, but because he

Backstab Snare
School: Sth3
Duration: 5 minutes
Description: Backstab Snareis a  Battle Readiness
backstab attack that has tBeareeffect  School:Fgt3 cannot be the target of a touch-based
on its target (forcing it to keep both feet Duration: See Description spell, any armor points he is granted must
planted in place). To use it, the attackerDescription: Though a character may not come from a Area-based spell unless he
must have proper backstab positioning.be an armorsmith, he may have fought instill has armor points because the attack
(See Chapter 3 for details on backstabenough battles to know how to quickly that dropped him to zero hit points,
skills.) adjust his damaged armor to restore a bitbeginning his rage, was an attack that
OOG Statement:“Backstab Snare” of its protective qualityBattle Readiness bypassed those armor points.

allows him to spend 10 seconds to  Unlike the spelRage Berserker Rage
temporarily repair (for physical armor does not require its user to attack friends
only) a number of Armor Points up to a or allies. If the berserker is subject to a

71

Banishment
School:Hop9



Fatal effect, he may immediately fly into bestowedron Will, for example, cannot missile-based, or weapon-based spells
Berserker Ragehowever, if he is dealt a be used as Beflectskill. As Deflectis  but may cast any other type. Be Careful!
fatal attack while raging he will fall technically a technique, it cannot be Incantation: “[Spell Prefix] | blind you.”
unconscious. bestowed wittBestow Magic

Berserker Ragends if the rager’'s Hit Incantation: “[Spell Prefix] | bestow Blink
Point  total goes above zero. upon you the following incantation: School:Hop8
(Clarification: duringBerserkeiRage the  [bestowed spell's full incantation, plus Base:Touch (Bestowment or Instant)

rager's Hit Point total does not go into Effect Type and Power Level].” Target: Self-Only

negative numbers. Technically, he is at Duration: Until Used

zero hit points the entire time, but he is Bestow Magic on Undead Description: Blink, as a Touch-Based
able to fight through 4 more points of School:Nec8GSpecializatioh Bestowment, bestows upon the caster one
damage. Therefore, if he enters the rageBase:Touch (Enhancement) use of eithedmproved Dodgeor Great
upon reaching zero HP, takes 3 points ofTarget: One Undead Creature (Not Self) Escape (occupies Bestowment Slot). If
damage while raging, and then is subjectDuration: Until Used empowered to Power Level 3Blink

to Cure Wounds ,1he will be at one HP Description: Bestow Magic on Undead bestows the caster with either oBeeat
and his rage will end. The same applies ifis just like Bestow Magicexcept for the Dodgeor one “Grade 9 version” @reat

he heals from Regeneration uses following: Escape

Stamina Heroism or any other skill that 1.Bestow Magic on Undeachn only Alternatively, Blink can be cast as a

raises his Hit Point total while in a be cast upon an undead creature. Touch-Based Instant spell to instantly
Berserker Rage 2. A spell bestowed yestow Magic pass one barrier (such as any Power

As long as the rager is still at zero (0)on Undead does not occupy a Level Magic Cageor locked door) or
Hit Points, an additionaBerserker Rage bestowment slot and will vanish at escape any restraints (such as any Power

may be used immediately after one endssunrise. Level Snare or Bind effect).
(even if from the spelCalm Emotion} 3. A caster may bestow up to 4 of hisIncantation: “[Spell Prefix] | (prepare
but the +1 damage bonus does not stack. spells (each needing their own casting ofmyself to) blink between realms, Astral
OOG Statement:“Berserker Rage!” Bestow Magic on Undeadn the same X.”

creature at one time if he was the one
Bestow Magic who animated it. On any other undead Bolster Undead
School:Mag5 creature, he can only bestow one spell atSchool: Nec6(b)
Base:Touch (Bestowment) atime. Base:Area
Target: One Creature Incantation: “[Spell Prefix] 1 bestow Target: All Undead Creatures in Range
Duration: Until Used upon this undead creature the following Duration: Until Used or Instantaneous

Description: Bestow Magicenables the incantation: [bestowed spell’'s full Description: This spell works in one of
caster to bestow upon another the abilityincantation, plus Effect Type and Power two ways. For all undead creatures within

to cast one spell, filling that person’s Level].” range of the caster’s voice, it can protect
Bestowment Slot. The caster must be them from one casting of the sp@&llirn
currently able to cast the spell he wishesBlind Undead or it can negate the effects of
to bestow. In bestowing it, he spends it School:Mag7; Psi7 any Turn Undeadspells that are already
for the day along with the spell slot for Base:Gesture or Missile in effect. Bolster Undeadwill protect or
Bestow Magic Target: One Creature negate the effects offurn Undead
The spell that was bestowed uponDuration: 5 Minutes regardless of the level it is cast at (it will

another can only be cast as it was givenDescription: The caster inflicts a magical also supercede any other type of spell
to him. The caster dBestow Magianay  blindness on his victim. The blinded protection a bolstered creature may be
empower the spell he is bestowing (or player should close his eyes for the under the effect of).

make any other variations to it, such asduration of the spell (he may open them  For necromancer8olster Undeads
with Transform Spe)l before bestowing if safety becomes an issue, but that doedisted as a baggage skill because they can
it upon the subject, but the subject cannotnot mean that his character can see). choose to cast it by spending a spell slot
empower or change the spell after it is  While blind, he may attempt to defend that would normally be used to cast the
bestowed, nor can he scribe it into ahimself by placing his weapon in front of spell Turn Undead

scroll or cast it into a potion. He can, his torso; hemay notmove it once it is Incantation: “To all within the sound of
however, cast it into a glyph, or he can placed. Engaging in combat while blind my voice: [Spell Prefix] | bolster all
bestow it onto another creature if he usesis strictly forbidden (see Chapter 6: undead creatures against one turning,

his own casting oBestow Magic Combat). Not even defensive skills like Spirit 0.”

A caster cannot udgestow Magido Parry, Dodge,or Defensive Stanagan be
bestow anotherBestow Magic spell.  used while blinded. Bow, Improved
Also, the skillStack Spellsloes not allow The skillCombat Instincts the only  School: Misc

a character to have more than one spellway to fight while blinded because it Description: Improved Bowgrants the
bestowed on him at a time. You can useallows the player to be able to see evenwielder +1 damage to all attacks made
Bestow Magicto bestow a spell onto though his character cannot. Blind with a bow or crossbow. This damage is
yourself. Because a spell can only be castharacters cannot cast gesture-basedadded to techniques that deal increased
the same way it was bestowed, a numeric damage (such &srit 4 and
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Backstab , but not to attacks that carry Cantrips
other types of techniques. For charactersSchool: All Schools Grade 1(b) Duration: 5 Minutes

with a special ability allowing them to Description: Cantrips are simple, low- Description: Mass Charm makes all
substitute arrows for spell packets, this powered skills that are available, for free, within its targeting area friendly to the
damage bonus does not apply to missileto every character no matter his skill caster as per the Charm effect (see

Target: All Creatures in Range

based spells. choices. Every character, when created,Charnm). Mass Charmmay be cast using
has a Cantrip Pool of 8 Cantrip uses. Forany of the targeting areas available to

Bravery each of those 8 uses, he may choose tarea-based effects.

School:Fgto use eitherLight or Essence Strikdsee Incantation: “[Targeting Area]: [Spell

Duration: One Fear Effect Chapter 13 for details on those spells).Prefix] | charm you to be my friend.”
Description: After being affected by a Gaining the Cantrips Baggage Skill at

fear effect (e.gFear or Terrorize and Grade 1 in any school adds that school'sCircle of Protection

immediately moving at least 30 feet from Cantrips to your list of Cantrip Options. School:Mag9; Spt9

its source, a character may WBevery, Unlike a Specialization Pool, gaining a Base:Touch (Enhancement)

which allows him to minimize the fear CantripsBaggage Skill does not increase Target: One Area

effect and reenter the area he was madé¢he size of your Cantrip Pool. The skill Duration: 10 Minutes

to flee from. This means he may once Extra Cantrips however, will increase Description: Circle of Protectioncreates
again go within 30 feet of the source of your Cantrip Pool by 2 uses each timea magical barrier that can be any size up
the fear effect, but he may not reengageyou acquire it. to 10 feet in diameter. Nothing at all can
that source; this means that, if the source Unlike other skills, one spent Cantrip enter this circle from the outside (say “No
was a creature, he may not engage thatse is restored after a 10-minute RestEffect) except for Gaze effects (of any
creature in combat. If that creature movesPeriod. Should you run out of Cantrip Power Level), casters using projection
to engage him, he must once againuses, you may always spend any towerabilities (such ag#\stral Projection, and
immediately move 30 feet away from the skill slot you have available to perform Missile-Based, Gesture-Based, and Area-

creature before he may reenter the area.
Bravery cannot be activated unless at

least 30 seconds have passed since th€harm
fear effect was used, and the same use o$chool: Nat6; Psi5; Spt6

Bravery may not apply to more than one

source, nor to more than one fear effectTarget: One Creature

from the same source.
OOG Statement:None

Calm Emotions

School:Nat4; Spt3

Base:Gesture or Missile

Target: One Creature

Duration: 5 minutes

Description: All of the magical and non-

Based effects of Power Level 4 or higher.
(If you are affected by a Fear effect while
inside aCircle of Protectionyou are not
forced to leave it if you think that the
circle is the safest place to be.)

Any person within the circle may cast
Area-Based spells or project Missile-
Based effects out of it, but only the caster
very friendly toward the caster and will of the circle may cast Gesture-Based
be agreeable toward hinCharmis not spells out of it. Melee weapons cannot
the same as the Control effect. It does noteave the circle, and the caster should
force the target to act any differently notify others of this if he needs to. Any
toward anyone other than the caster:person may choose to attack with his
enemies are still enemies and allies aremelee weapon while stepping out of the
still allies. The target will gladly hear circle, but once he is out he may not

any Cantrip you have access to.

Base:Gesture

Duration: 5 Minutes
Description: The target ofCharm feels

magical aggressions and fears of any onesuggestions from his new friend, but he return.

creature are calmed. If the aggression iswill not do anything that he believes

magical (such as fromRagd, Calm
Emotionsmust be cast at a level equal to
or higher than the level of the spell that is

making the creature aggressive or afraid,

and at that time both spells will
immediately end. This spell will also
negate the skilBerserker Rageor the
spell Morale, but if used to do so, both
the effect in question ardalm Emotions
will end immediately.

A calmed creature will not attack or
run, but it may defend itself normally.
Calm Emotionswill immediately end if
the creature is attacked.

Incantation: “[Spell Prefix] | calm you,
Spirit 1.”

Creatures inside the circle together
endangers or degrades himself or any ofcan affect each other normally. Any
his other allies. If he believes that his creature that leaves the circle cannot
welfare and the welfare of his allies enter it again. If the caster leaves the
depends upon him continuing his attackcircle, Circle of Protectionwill end. The
on the enemies that did not charm him,circle cannot be lowered and raised again
he will continue to attack them even if like Magic Cagecan; once lowered, the
the caster asks him not to. In faCharm  circle is destroyed.
does nofforce the target to interact with A Circle of Protection must be
the caster at all. represented by something noticeable (we

Charm will end if the caster attacks recommend a brightly-colored rope or
the target (makes an aggressive actioreven glow sticks if it is dark [at least 5] —
against it). After the effect has expired, scratching in the ground is not good
the target remembers everything he didenough). No other type of spell that
and said. creates a barrier may be cast inside of a
Incantation: “[Spell Prefix] | charm you Circle of Protection The prop(s) that
to be my friend, Spirit 1/2.” represents a circle also represents the last
line of defense.

A Circle of Protectioncannot be used
to block anything. If you put one in a

Charm, Mass
School:Mst10
Base:Area
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doorway, for example, everyone may Level.) While Combat Maneuvergasts, empowered with Combine (though, any

move freely “around” it. the user also says “No Effect” to all Flare such spell is able to be cast on a person
Incantation: “[Spell Prefix] | create a effects that deal nhumeric damage (doingnot involved in the combining). Other
circle of protection.” so does not spend any Immunity Levels). uses may be discovered fBombine
Combat Maneuvers can be If the combiners are attacked between
Combat Casting empowered to Power Level 3, which will the time of casting thei€ombinespells
School: Mst6(b); War8(b) give the user 12 Active Immunity Levels and the casting of the spell they have
Description: Combat Castingallows a instead of 8, and stopping up to Powercombined to cast, their combining is not
character to cast spells despite certainLevel 3 attacks becomes possible. broken. However, if the casters cast
circumstances when a caster would OOG Statement:“No Effect” Combineand, before they can cast their
normally be disrupted. He may still cast next spells, one or more of them are
while defending, taking damage, or while Combined Empowerment forced to lose contact with the others (as
moving his feet. (You should say School:Nat3(b); Spt3(b) from Flatten, Gust of Windetc.) or the

“combat casting” to those around you so Description: Combined Empowerment circle otherwise breaks, all people (hot
they are aware that you are using thewhen gained, either creates or adds tgust some of them) must regain contact
ability. You only need to repeat it for your = Empowerment  Pool. (See with one another in order to cast their
people who join the combat and are notdescription of Extra Empowermentor next spells. If they do not all rejoin, the
yet aware.) details.) Up to 4 times each day, spells cannot be cast and tG®mbine
For Maestros,Combat Castingcan Combined Empowermeralows you to  spells are spent for the day. Affecting one
only be used with spells that are cast bycastCombineat Power Level 2, provided person joined in a combining wibispel
the power of Music. For Warlords, at least one other caster combines withMagic will dispel the Combinespells of
Combat Castingcan only be used with you. You may spend 3 of your uses of everyone involved in that combining.
spells that are cast by the power of War. Combined Empowermeto instead gain Incantation: “[Spell Prefix] | combine
one casting o€ombineat Power Level 3. my power with yours.”
Combat Instinct

School:Fgt5 Combine Combining, Improved

Duration: One Minute School: Psi3(b); Spt3(b) (both from School:Nat8(b); Spt8(b)

Description: Combat Instinctmakes its Combined Empowermeént Description:  Improved  Combining
user immune (say “No Effect”) to all Base:Touch (Enhancement) allows a caster, during a combining, to
Trip, Withhold, Confuse, Pacify, Pain, Target: At Least One Other Combiner use any Power Level 1 Touch-Based skill
and Disarm effects (including from Duration: While Combining Lasts on himself (or his weapon) and allow all

Fumble or Heat/Chill Weapoh that are  Description: Combine allows multiple  other people in his combining (or their
Power Level 1 or Zero. If empowered to casters to combine their power to castweapons [one each]) to also benefit from
Power Level 2,Combat Instinctwill more powerful spells than they could it. Stacking rules apply.
grant immunity to any of the have cast alone. To do this, they must all Alternatively, Improved Combining
aforementioned effects up to Power Level stand in a circle, hold hands (they cannotwill allow you to give 30-minute weapon
2. If empowered to Power Level 3, it will move their feet), and each of them mustenchantments to everyone involved in the
grant immunity to any of those effects up cast Combine(though they need not all combining, but only if you cast your
to Power Level 3. cast it at the same Power Level). Doing Combineat Power Level 3 (though the
Additionally, Combat Instinctallows  so allows each of them to cast one spellothers need only cast at Power Level 2).
its user to continue to fight even if at a higher Power Level than normal. A Anyone involved in a combining that
subject to the Blind effect. In this case, combiner that cast Combine at Powerreceives a free touch-based spell or
the player of the character usi@@mbat Level 2 may cast one spell that is weapon enchantment cannot use that
Instinct is able to keep his eyes open normally Power Level 1 at Power Level 2 combining for any other purpose.
while fighting, though he cannot cast without needing to spend a higher-grade
gesture-based spells because his characteiot for it. A combiner that cast Combine Command

technically cannot see any targets. at Power Level 3 may cast one spell thatSchool: Psi5; Spt6
OO0G Statement:“Combat Instinct” is normally Power Level 1 or 2 at Power Base:Gesture

Level 3 without needing to spend a Target: One Creature
Combat Maneuvers higher-grade slot for it. Duration: One Minute
School:Fgt8 Alternatively, Combine may be used Description: The caster can give one
Duration: 10 Minutes to increase the duration of a weaponcreature a one-word command and, if
Description: Combat Maneuvers enchantment. If cast at Power Level 2, affected, the creature will have to follow

provides 8 Active Immunity Levels (say the combiner may use his combining to it to the best of its ability for one minute.
“No Effect”) that may be used against cast one weapon enchantment that willThe creature still has its other concerns in
any Weapon-Based or Missile-Based last for 30 minutes instead of 10. mind, it just now also wants deeply to
Effects; however, it is ineffective against All spells benefiting fromCombine complete its new command, ahdsto. If
any effect higher than Power Level 2, and must be cast while the combiners are stillthe target is attacked while under the
any unused Immunity Levels will vanish joined. effect of Commang no matter what the
after 10 minutes. (Stopping a Power Only Gesture-Based, Touch-Based,command word is, it may defend itself as
Level Zero effect requires one Immunity and Weapon-based spells can belong as its only purpose in doing so is so
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it can continue to follow the command Characters withoutCommune with Description: The caster consecrates the
word. It may not attack while under the Nature can still detect slight murmurs area around him for 10 minutes. A
effect of Command unless it has among the branches and rumbling amongconsecrated area has the following
determined that the command word the rocks, but they cannot decipher whatproperties:

requires it. plants or stones are saying. 1. Once every 30 seconds, every being
If castingCommangchoose your one- within the area is subject ure Wounds
word command carefully. A command of Confuse 1. The first Cure Wounds Zlhappens
“betray” does not necessarily mean the School:Mag2; Psil immediately after the incantation of
creature will physically attack its allies, Base:Gesture or Missile Consecrationis finished. Then, and every
and “die” will only make it act like it is Target: One Creature 30 seconds after, the caster should
dead or dying for one minute (though that Duration: One Minute declare the following OOG Statement:

could be a fun show to watch). Similarly, Description: Confusesubjects the target “To all within the sound of my voice,

if a target is affected by Command andto the Confuse effect, making him Cure Wounds 1, Spirit 0.”

cannot understand the command wordunaware of what is happening around 2. NoAnimate Deackffect, evervile
(either because it does not speak thehim for one minute. He cannot attack or Resurrectionis able to be cast within a
caster’'s language or the word is not in itscast spells for the duration of Confuse consecrated area. Creatures that have
vocabulary), it will do what it thinks the effect, but he may use defensive skills. already been animated will remain

word means. Confuseis instantly negated if the animated (though they will suffer damage
Commandwill not end if the target target is attacked. After the Confuse from theCure Woundeffects).

creature is attacked. effect has expired, the target will not 3. A corpse that was formerly affected
Incantation: “[Spell Prefix] | command remember anything that happened duringby Animate Deacbr Vile Resurrectioris
you to [one-word command] for one the time he was confused. able to be resurrected if it is within a
minute.” Incantation: “[Spell Prefix] | utterly  consecrated area.

confuse you.” Consecratiorremains centered on the
Composed Will caster wherever he travels. After he says
School: Spt10(b) Confuse, Mass the initial incantation, it will continue
Description: The spiritualist has gained School:Mag10; Psi9 even if he is dampened, silenced, or
such control over his emotions that he Base:Area killed. Consecrationremains with his
has become immune (“No Effect”) to any Target: All Creatures in Range spirit until he departs to visit Death or
Despair, Fear, or Laughter effect of Duration: One Minute until the duration end®ispel Magicand

Power Level Zero or 1 that makes it past Description: Mass Confusesubjects all Dampening Fieldwill have no effect on
his defenses. AdditionallfGure Wounds within its targeting area to the Confuse Consecration

1 becomes a Cantrip option for him. effect (seeConfusg. Mass Confusenay Consecration can be negated by
be cast using any of the targeting areasdDesecration at which time both effects
Commune with Nature available to area-based effects. end. Similarly, oneConsecrationcan be
School:Misc Incantation: “[Targeting Area]: [Spell used to negate onBesecrationeffect
Description: Many of the plants and Prefix] | utterly confuse you.” (but not more than one) for as long as it
stones of Magesta are intelligent and may lasts. To use it in this way, the
have something to say. Tree-Speak isConsecrate Corpse incantation becomes, "To all within the
represented by a green card attached to &chool: SpH8 sound of my voice, | consecrate
tree, and Stone-Speak represented by &ase:Touch (Instant), Weapon, Gesture his/her/this  desecration." Multiple
blue card attached to a rock. Treespeakslarget: One Corpse or Undead Creature Consecrationor Desecrationeffects can
and Stonespeaks may be read by anyDuration: Instantaneous be in effect at once, but each caster may
player whose character has the skill Description: Consecrate Corpseaf cast only use one such effect at a time.
Commune with Nature on a corpse that was previously subjectto Consecrationis an Area-Based effect

Commune with Naturalso grants the an Animate Dead effect, will allow that of Power 4, but the only choices for area
ability to communicate with wild corpse to once again be a valid target fortargeting are, “To all within the sound of
creatures of animal intelligence. To do Resurrection my voice,” or, “To all within this
so, state “Commune with Nature” while Alternatively,Consecrate Corpsmay  building/room/[well-defined area].”
acting like the animal you are be used as a Gesture-Based or Weaponncantation: “[Targeting Area]: | consecrate
communicating with so that it can read BasedDestroy Undeaaf Power Level 3 this area, Spirit 4.” Then, “[Targeting Area]:
your body language. You may say a short(use incantation or OOG call f@yestroy ~ Cure Wounds 1, Spirit 0.”
statement or ask a simple question whileUndead.
communicating through body language Incantation: “[Spell Prefix] | consecrate
and the animal can respond if it choosesthis corpse, Spirit 4.”
to. The words spoken by you and by the
animal are considered to be OOG. Consecration

Commune with Nature is the School:Sptl0
prerequisite to be able to cast magic fromBase:Area
the school of Nature and can only be Target: All Creatures in Range
purchased once. Duration: 10 Minutes

75

Control Elemental

School:Nat6 (fromControl Elements
Base:Gesture

Target: One Elemental Creature

Duration: 10 Minutes

Description: Control Elementahllows a
caster to completely control the actions of
one elemental creature for 10 minutes as




per the Control effect. The commands the  2.Countersongcan counter any effect Create or Destroy Portalhe is allowed
caster gives it must be made verbally. that uses the word “Sonic,” even if it has to create a single portal for the purpose of
Examples of elemental creaturesno prefix oris not even a magical effect. traveling one round trip. This portal will
include fire, water, earth, and air Incantation: “[Spell Prefix] 1| will remain open no longer than a day, and
elementals; a caster using the spellcounter one spell or sonic effect.” Or, every character using it must submit a
Elemental Form;and some types of “[Spell Prefix] | dispel magic and sonic travel request in the Magestry Database.

demons, spirits, and fae. effects upon you (this).” Incantation: “[Spell Prefix] | create a

Incantation: “[Spell Prefix] | control the portal to (hame location).” ADestroy

elemental creature before me.” Counterspell Portal: “[Spell Prefix] | destroy this
School:Dmp7, Magestry 7 portal.”

Control Elements Base:Touch (Shielding)

School:Nat6 Target: Self-Only Create Spell

Base:Gesture Duration: Until Used or Until Sunrise School: Mag10(b); NatlO(b); Psil0(b);

Target: One Elemental Creature Description: Counterspellis a Touch-  Spt10(b)

Duration: 10 Minutes Based Shielding ability that is stored by Description: A spell-caster at the peak of

Description: Control Elementscan be its caster for later use. Unlik&pell his studies in one of the four basic
cast as Control Elemental, Destroy Resistancethe caster chooses when to schools of magic, if he works hard

Elemental or Endure Elements The activateCounterspell enough and is patient, might be able to
caster must choose only one per use of Counterspellcan be activated to have craft a spell or magic item of his own
Control Elements one of two effects: it either counters one creation. To do so, the player must
spell as it is being cast (provided it meetssubmit the idea to a GM for approval. If
Control Undead or beats the Power Level), or it acts justapproved, his character must then search
School:Nec6 like Dispel Magic(see that description). in-game or use the skill Gather
Base:Gesture If used the first way, it can only counter a Information to discover an acceptable
Target: One Undead Creature spell that's incantation uses the exactmethod of creation. The spell may not be
Duration: 10 Minutes prefix, “By the power of.” A spell created without completing the

Description: The caster is able to countered byCounterspellis considered appropriate method, which will probably

completely control the actions of one spent even if the caster did not completerequire much experimentation and, most
spirit or undead creature for 10 minutes. its incantation. importantly, time.

The commands he gives it must be made If Counterspellis used to counter a A character cannot create a spell in a
verbally, meaning that other people arespell as it is being casthe caster must school in which he has not gained this
able to hear them, and the creature will beimmediately follow the other caster’s skill. For example, if a caster has

able to understand the caster evenincantation by stating, “Counterspell, Magestry Grade 10 and Nature Grade 5,

without Speak with Dead Essence X.” Unlikeéspell Resistangcghe  he cannot create any spells that a GM

Examples of undead creatures includecaster may choose which spell to counterdeems to be a Nature spell and not a
zombies, skeletons, and ghosts. once this spell is stored within him, even Magestry spell.
Incantation: “[Spell Prefix] | control the if the spell is not directed at him. It need
undead creature before me.” only be cast in his presence. Create Technigue

Counterspell cannot be used to School:Fgtl0(b); Sth10(b)

Countersong counter an Area effect that uses an OOGDescription: A fighter or rogue at the
School: Mst6 targeting statement beginning with, “To peak of his studies in his school, if he
Base:Touch (Shielding) all”. works hard enough and is patient, might
Target: Self-Only The user ofCounterspellshould not be able to create his own signature
Duration: Until Used or Until Sunrise state “Counterspell, Essence X” until he technique. To do so, the player must

Description: Countersongvorks exactly is certain the spell he is about to countersubmit the idea to a GM for approval. If
like Counterspell except for the is one that he is allowed to counter andapproved, his character must then search

following differences: that his Power Level will meet or beat the in-game or use the skill Gather
1. The caster must play or sing musicspell’s. Information to discover an acceptable
while both storing and activating Incantation: “[Spell Prefix] | grant method of creation. The technique or
Countersonglf used to counter a spell as myself one counterspell.” skill may not be created without
it is being cast the caster must completing the appropriate method,
immediately follow the other caster’'s Create or Destroy Portal which will probably require much
incantation by stating, “Countersong,” School:Hop9(b) experimentation and, most importantly,

and then immediately following that with Description: Create or Destroy Portals  time.

a short tune (no more than 3 seconds isan ability that allows a caster to USpen

needed, and the statement “Countersong’or Close Portalto either create or destroy Cripple

can even be incorporated into the tune). Ifa portal, but the caster must have GM School:Fighting 4

using Countersongas Dispel Magic he  permission to do so. The GM will specify Duration: Instantaneous

may incorporate the incantation for how long the portal will remain open. Description: Cripple is a precise and

Dispel Magicinto his tune. In the OOG time before an event thatpowerful attack that will render an
a player attends as a character withopponent’s arm or leg unusable. To use

76



it, the player must state “cripple” and Cure Wounds 5

then strike his opponent’s leg or arm (not Crit Storm School: SpH6
the hand). School: Fgt7; War7 Base:Missile or Touch (Instant)
An affected creature cannot use theDuration: Until Used or One Minute Target: One Creature

crippled limb to do anything. Thus, if its Description: Crit Stormallows the user 8 Duration: Instantaneous

arm was crippled, the hand of that arm uses ofCrit 3, but all of these uses must Description: The caster cures a creature
could hold onto an item, but it could not be used within one minute; any that areof 5 Hit Points of damage and/or restores
do anything with it other than hold onto unused will vanish after that time. use of all of the target's unusable limbs.
it. If a creature’s leg is crippled, it cannot If Crit Stormis empowered to Power Cure Wounds ®an also be used to
walk or stand (not even on the good leg),Level 3, it instead grants 12 uses®ft 3  deal 5 points of damage to an undead
but it can slowly crawl while dragging that must all be used within one minute. creature, but only in its missile-based

the injured leg and experiencing greaterOOG Statement:“Crit 3, Crit 3, etc.” form.

pain than it would if simply lying still. Incantation: “[Spell Prefix] | cure your
This condition can be remedied by the Cure Wounds 1 wounds, 5 Hit Points.”

spellsRegenerate Limbieal, Mending, School:Sptl

or any healing effect that restores at leastBase:Missile or Touch (Instant) Cure Wounds, Mass

one of the creature’s natural hit points Target: One Creature School: Mst8; Spt9

(temporary hit points will not suffice). Duration: Instantaneous Base:Area

Crippled limbs are also made usable atDescription: The caster cures a target of Target: All Creatures in Range
sunrise, but that doesot mean the one (1) Hit Point of damage and/or Duration: Instantaneous
duration ofCripple is “Until Sunrise”; it  restores use of one of the target'sDescription: Mass Cure Woundss a

is “Instantaneous.” unusable limbs. massive burst of positive energy that
Cripple will be ineffective if it hits the Cure Wounds Tan also be used to heals 2 Hit Points of damage to all living
boffer of a player who is fighting deal one (1) point of damage to an creatures within its range and deals 2 Hit
unarmed. undead creature, but only in its missile- Points of damage to all undead creatures
OO0G Statement:“Cripple” based form. within its rangeMass Cure Woundmay
Incantation: “[Spell Prefix] | cure your be cast using any of the targeting areas
Cripple Limb wounds, One Hit Point.” available to area-based effects.
School: Magestry 5 Incantation: “[Targeting Area]: [Spell
Base:Gesture Cure Wounds 2 Prefix] | cure your wounds, 2 Hit Points.”
Target: One Creature School: Spiritualism 3
Duration: Instantaneous Base:Missile or Touch (Instant) Curse
Description: The caster uses magical Target: One Creature School:Nec9
energy to break one limb of one creatureDuration: Instantaneous Base:Gesture
(head and neck not considered a limb) asDescription: The caster cures a creature Target: One Creature (Other Only)
per theCripple technique. of 2 Hit Points of damage and/or restoresDuration: Until Sunrise
Incantation: “[Spell Prefix] | cripple use of up to two of the target's unusableDescription: A curse is bestowed upon
your right/left arm/leg.” limbs. one creature. The caster chooses a curse
Cure Wounds zZan also be used to from the list of approved curses or he can
Crit [Number deal 2 points of damage to an undeadthink up some original curse (but he must
School: Fgt1(Crit 2); Fgt4(Crit 4); Fgt6, creature, but only in its missile-based have any original curses approved by a
SpH6rit 6); Fgt8(Crit 8); SpHICrit 9) form. GM at least one week before an event),
Base:Weapon or Missile Incantation: “[Spell Prefix] | cure your and it is the target creature’s job to role-
Duration: Instantaneous wounds, 2 Hit Points.” play that curse. (Example of a curse: “By
Description: Crit [Number] deals the the power of Evil, | curse you to fear
stated number of points of damage to itsCure Wounds 4 your best friend.”)
target. School: Spiritualism 5 A curse will remain in effect until
OO0G Statement:“Crit [Number]” Base:Missile or Touch (Instant) removed by a Remove Curseor
Target: One Creature Restorationthat is cast at a Power Level
Crit Paralyze Duration: Instantaneous equal to or greater than the Power Level
School: Fighting 8 Description: The caster cures a creature of the curse. Because curses are a bit
Base:Weapon or Missile of 4 Hit Points of damage and/or restoresdifferent than regular magicDispel
Duration: 5 minutes use of all of the target's unusable limbs. Magic will not remove them.
Description: Crit Paralyze has the Cure Wounds 4an also be used to Though Curse normally only lasts

Paralyze effect on one target. This deal 4 points of damage to an undeaduntil sunrise, the caster may prepare a
Paralyze effect is considered non-creature, but only in its missile-based ritual (with material components and

magical. To use it, the attacker must stateform. permission from the staff) that can
“Crit Paralyze” and then successfully Incantation: “[Spell Prefix] | cure your empower the curse and make it last
strike his opponent on the torso (stomach,wounds, 4 Hit Points.” longer than a day.

chest, back, or rib cage). Incantation: “[Spell Prefix] | curse you
OOG Statement:“Crit Paralyze” [define curse], Spirit 3.”
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Target: Self-Only its area appear to be bathed in bluish

Damage Reduction Duration: 10 minutes light.
School:Fgt2 Description: Dampening Attackas two Incantation: “[Spell Prefix] | create
Duration: Instantaneous functions. Firstly, for 10 minutes, it darkness.”

Description: A battle-seasoned warrior functions asShadow Attackwhich is just
can sometimes avoid injury even if his like theMagic Attacktechnique except it Darkness Casting
opponent connects with a solid attack. grants Shadow as an Energy Type optionSchool: Nec6(b)

Damage Reductioallows a character to instead of Essence. Description: Darkness Castingallows
shrug off one Hit Point (not armor point) Additionally, Dampening Attack you to castDarknessin place of any
of damage from one attack. grants 12 wuses of weapon-basedcasting ofLightthat you have access to.

The character using Damage dampening skills: either “Dampen Magic, OOG Statement: None (use incantation
Reductionwill never gain Hit Points or Essence X" or “Dampen Weapon, for Darknes$
Armor Points with it; he can only use it Essence X" (the base Power Level of
to resist incoming damage from an attackthese skills is 1). Any unused dampeningDeafen

that deals numeric damage, whether fromskills will vanish after 10 minutes. School:Mag7; Psi7

a spell or a weaporbamage Reduction Incantation: “[Spell Prefix] | grant Base:Gesture or Missile

grants no protection from any kind of myself a dampening attack.” Target: One Creature

Life Drain attack, Harm spell, or any Duration: 5 Minutes

other type of attack that does anything Dampening Field Description: The caster inflicts a magical

other than deal raw numeric damage,School:Dmp10 deafness on his victim. The deafened

even if that attack is delivered with a Base:Area player must ignore all in-game noises for

weapon. Target: All Creatures and Objects in the duration of the spell because his
To useDamage Reductignthe user Area character cannot hear them.

must state “reduction one” immediately Duration: 5 minutes A deafened character cannot cast

after his opponent’s successful hit. Description: Dampening Fieldsubjects spells that have verbal incantations, and
Example: A character is hit with@rit 2 all creatures within range to the Dampenhe cannot be affected by any Sonic

but usePDamage Reductioto reduce the effect (as peDampen Magik effects (say “No Effect”). (Simply
damage from the attack, so he only takes Dampening Fieldis an Area-Based covering your ears will not save you from
one point of damage instead of 2. effect of Power 4, but the only choices Sonic effects.)

Damage Reductiorcannot be used for area targeting are, “To all within the Incantation: “[Spell Prefix] | deafen
multiple times to reduce multiple points sound of my voice,” or, “To all within you, Essence 2.”
of damage from the same attack. It alsothis building/room/[well-defined area].”
will not stop any effect unless the effect’'s During Dampening Fieldthe caster may Death

description says otherwise. move, but the dampening field is always School:Nec8
OOG Statement:“Reduction One” centered on him (he should restateBase:Gesture or Missile

“Dampening Field” and clarify its Target: One Creature
Dampen Magic boundaries whenever necessary). Duration: Instantaneous
School:Dmp7 Dampening Fieldwill end if the caster Description: Deathmay be cast as either
Base:Gesture loses consciousness. When it ends, thédeath Wordor Finger of Death The
Target: One Creature caster must loudly state the OOG call, caster must choose only one of the two at
Duration: 5 minutes “End of Dampening Field.” the time of casting.
Description: Dampen Magiccovers one If multiple people haveDampening

target with a web of Anti-Magestry, Fieldsactive in the same area, each field Death Word

dampening its ability to cast any magic remains active and attached to its casterSchool:Nec8 (fromDeath; Spt9

(other than by the power of Anti- meaning, if they walk apart, their own Base:Gesture

Magestry) and muting any magic that it fields follow them. However, only one Target: One Creature

and its held weapons are already underEssence Floodis needed to clear all Duration: Instantaneous

the effect of that is Power Level 2 or Dampening Field§rom one area. Description: Death Word instantly
lower. Any magic that was in effect on Incantation: “[Targeting Area]: [Spell brings its target to zero (0) Hit Points and
the target will remain in effect after the Prefix] | create a dampening field, Anti- deals it a Final Blow.

Dampen effect is gone (as long as itsMagic 4.” Incantation: “Die, Spirit 3"
duration did not expire in the meantime).
Dampen Magic can be ended by Darkness Defensive Stance

Dispel Magicif cast at the appropriate School:Psi0O School:Fgt10

Power Level. Base:Touch (Instant) Duration: 10 min or Until Feet Move

Incantation: “[Spell Prefix] | dampen Target: One Glow Stick Description: Defensive Stancean only

your magic.” Duration: One Glow Stick be initiated when you plant both feet,
Description: Darkness activates its unmoving, where you stand. Upon

Dampening Attack component (a blue or violet glow stick) planting your feet, you are granted

School:Dmp10 to create magical darkness that is soimmunity (say “No Effect”) to any effect

Base:Touch (Enhancement) profound that other dark objects within of Power Level 3 and below, except for
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Touch-Based and Ingestion-Based Description: Improved Deflect Magiés Delusion does nothing but make the

effects. WhileDefensive Standests, you a technique that works just likenproved target experience false things. It does not
may move and replant your feet, but on Deflect except that it cannot be used to dictate how the target will feel or act.

your second planting, your immunity stop any non-magical effect (such as any(Example: The caster can create a
drops to Power Level 2 and below. Move effect that includes the words “Crit,” delusion that a snake is wrapping around
and replant again and it drops to Power 1“Backstab,” “Poison,” or “Disease.”) It the target's legs, but he cannot decide
or below. Move again andefensive can, however, negate a Gesture-Basedhat the target is unable to move his legs
Stanceends whether the full 10 minutes effect of Power Zero as long as it was or that the target should even be afraid of

have passed or not. from a magical source. the snake.)

While your feet are planted in OOG Statement:“Resist X" After Delusionhas expired, the target
Defensive Stange/ou cannot be moved, remembers everything he did and said.
but your immunity does not extend to Deflecting Incantation: “[Spell Prefix] | give you

your weapon or shield. Objects within School:Mag4(b); Nat4(b); Psi4(b); Spt4 (b)  the delusion [state delusion].”
your possession may still be subject toDescription: Deflecting allows you to
effects as normal. instantly spend &pell Resistancer Iron Desecration
Between feet-plantings dbefensive  Will skill slot to instead performBeflect  School:Nec10
Stance you may move any distance, but technique of the same Power Level. YouBase:Area
you are vulnerable as normal while may not use &pell Resistancer Iron  Target: All Creatures in Range

moving. Will as aDeflectif it has already been Duration: 10 Minutes
A warrior inDefensive Stanceannot  cast.Deflectis simply an alternate use for Description: With this spell, the caster
cast spells while being attacked. your skill slot, as if it were an add-on in desecrates the area around him for 10

Defensive Stanceannot be initiated the skill grade you are using. Because ofminutes. A desecrated area has the
by a character who has an Injured leg orthis, you may not make Beflectout of a  following properties:
is raging fromBerserker RageRage or  Spell Resistancer Iron Will that is from 1. Once every 30 seconds, every being
any other rage effect. If one of his legs a scroll, bestowmengkill Specialization  within the area is subject tdnflict
becomes crippled, he becomes paralyzed9r anything other than a tower skill slot. Wounds 1 The firstInflict Wounds 1

or he begins a rage while he is in the happens immediately after the incantation
stance, Defensive Stancewill end. Degeneration of Desecrationis finished. Then, and
Nothing that paralyzes a leg (likgeeze  School:Nec10 every 30 seconds after, the caster should
Limb) or binds both legs together or to Base:Touch (Life) declare the following OOG Statement:
the ground (like Magic Bonds or  Target: Self-Only “To all within the sound of my voice,
Entanglg will end Defensive Stance Duration: 10 Minutes Desecration, Inflict Wounds 1.”
OOG Statement:“No Effect” Description: This spell is just like 2. Resurrectionis unable to be cast
Regeneratiorexcept it inflicts a point of within a desecrated area.
Deflect damage every 10 seconds instead of Desecrationremains centered on the
School: Mag4(b); Nat4(b); Psi4(b); Spt4 (b) healing. This will heal an undead creature caster wherever he travels. After he says
(all from Deflecting or necromancer witkvil's Blessing. the initial incantation, it will continue
Duration: Instantaneous Incantation: “[Spell Prefix] | grant even if he is dampened, silenced, or
Description: Deflectprovides one Active myself degeneration.” killed. Desecration remains with his
Resistance Level against a Missile, spirit until he departs to visit Death or
Gesture, or Area-Based effect (even if Delusion until the duration end®ispel Magicand
cast silently). This Resistance Level is School:Psi6 Dampening Fieldwill have no effect on
sufficient to negate a Missile-Based or Base:Gesture Desecration
Area-Based effect of Power Level Zero, Target: One Creature with a Mind Desecration can be negated by
but not a Gesture-Based effect of PowerDuration: 5 minutes Consecration at which time both effects
Level Zero. Description: Delusion subjects one end. Similarly, oneDesecrationcan be
Empowerindeflectto Power Level 2 creature to the delusion of the caster'sused to negate on€onsecrationeffect
makes itimproved Deflec(call “Deflect  choice. (but not more than one) for as long as it
2"), which provides 2 such Active Deluded creatures retain all skills andlasts. To use it in this way, the
Resistance Levels. Empoweririeflect ~ abilities, though they might not think incantation becomes, "To all within the
to Power Level 3 makes @reat Deflect they do. Some example delusions are, “Isound of my voice, | desecrate
(call “Deflect 3”), providing 3 Active give you the delusion that anything you his/her/this  consecration."  Multiple
Resistance Levels. touch burns you,” or “I give you the ConsecratiorandDesecratioreffects can

No Deflect can be used to negate an delus!on that you are a mouse.” The pe in effect at once, but each caster may
effect already in progress, nor can it bedescription of the delusion can be no only use one such effect at a time.
used if both arms are bound or unusable. longer then one sentence and it is openncantation: “I desecrate the area within

OO0G Statement:“Deflect X” for the victim to interpret in the best way the sound of my voice.” Then, “To all
that his character would. If the nature of within the sound of my voice, Inflict

Deflect Magic, Improved the delusion is not specified by the caster,Wounds 1, Spirit 0"

School:Dmp7(b) the target decides what the delusion is.

Duration: Instantaneous
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Despair option before 3 minutes have elapsed. If 2. Detain Spirit can be cast as a

School:Psi2; Spt2 the spirit chooses not to leave, the victim Gesture-Based or Missile-Based Snare
Base:Gesture can remain in a vegetative state until effect with the Spirit Effect Type. If cast
Target: One Creature subject toRestore Mingthat is the only in this way, its duration will be 5 minutes
Duration: 5 Minutes other solution. instead of 15.

Description: One creature is filled with A creature under the effectDéstroy  Incantation: “[Spell Prefix] | detain this

despair for 5 minutes. This despair causesMind can be affected by any spell but spirit for 15 minutes.” Or, “[Spell Prefix]
it to feel that whatever it is doing is cannot move, speak, or react, and it will | snare your feet in place, Spirit X.”
hopeless and it may even cry at times.never remember anything that happened

The creature cannot attack, but it canto it once itis back to normal, but spells Detainment

defend itself normally. that have not yet expired will still be in School:Hop7

Despair will instantly end if the effect. Base:Gesture
creature is attacked. A creature with a destroyed mind may Target: One Creature
Incantation: “[Spell Prefix] | fill you be fed liquids. Duration: 5 Minutes
with despair.” Incantation: “[Spell Prefix] | destroy Description: Detainment causes one

your mind.” creature (or projection of a creature) to be

Despair, Mass unable to move and forces it to remain in
School: Spt10 Destroy Undead the caster's dimension. Effectively,
Base:Area School: SpH6; Spt7 Detainment paralyzes its target and
Target: All Creatures in Range Base:Gesture makes it unable to be moved by any
Duration: 5 Minutes Target: One Undead Creature outside force.
Description: Mass Despairsubjects all Duration: Instantaneous Incantation: “[Spell Prefix] | make you

within its targeting area to the Despair Description: Destroy Undeadhas the paralyzed and immovable.”
effect (seeDespai). Mass Despairmay  Destroy effect on one undead creature.
be cast using any of the targeting areadncantation: “[Spell Prefix] | destroy the Detect Disease

available to area-based effects. undead creature before me.” School: Spt0
Incantation: “[Targeting Area]: [Spell Base:Gesture or Touch (Instant)
Prefix] | fill you with despair.” Detain Spirit Target: One Creature or Object

School: Spt4 Duration: Instantaneous
Destroy Elemental Base: Touch (Enhancement), Gesture, or Description: Detect Diseasewill allow
School:Nat6 (fromControl Elements Missile the caster to know if one creature or item
Base:Gesture Target: One Creature with a Spirit is under some Disease effect (or is a
Target: One Elemental Creature Duration: One Hour or 5 Minutes carrier of disease). The only answer it
Duration: Instantaneous Description: Detain Spiritcan have one gives is yes or no; it will not reveal any
Description: Destroy Elementahas the of two functions: more information than that. If cast on an

Destroy effect on one elemental creature.  1.Detain Spiritcan, as a Touch-Based item, Detect Diseasemust be Touch-
Incantation: “[Spell Prefix] | destroy the Enhancement, hold a willing spirit or Based. If cast on a creature, it can be

elemental creature before me.” undead creature within its body for 15 either Touch-Based or Gesture-Based.
additional minutes. Without this spell, the To get an answer on certain items, it

Destroy Mind spirit of a corpse is forced to leave its may be necessary to cd3etect Disease

School:Psi9 body within 15 minutes, and the spirit of in the presence of a GM.

Base:Gesture an undead creature is forced to leave itsincantation: “[Spell Prefix] | detect

Target: One Creature with a Mind body at the end of itAnimate Dead disease upon you/this, Essence 0.”

Duration: Instantaneous effect. Detain Spirit may be cast

Description: This spell destroys the continuously, detaining the spirit for up Detect Magic

mind of one creature so that it can doto 15 minutes after each casting, but theSchool:MagO0; PsiO

absolutely nothing but continue breathing spirit will be forced to go to Death after 3 Base:Gesture or Touch (Instant)

(and possibly drooling). The creature’s hours or upon the passing of the Target: One Creature or Object

body will still be technically alive Magestream (sunrise) or the Duration: Instantaneous

(effects normally dispelled by dying will Shadowstream (sunset), whichever come®dDescription: Detect Magiowill allow the

not be dispelled and the clock will still first. caster to know if one creature or item is

tick on the durations of those effects), but  Even if a spirit affected byetain  under some magical effect. The only

it loses all voluntary control of that body Spirit is unwilling to remain and wishes answer it gives is yes or no; it will not

and is aware of nothing at all. to pass to Death, it may not do so until reveal any more information than that.
After 3 minutes with a destroyed after at least 10 minutes of detainment.Detect Magicwill not detect if a creature

mind, the victim has the ability to choose (After 10 minutes, the spirit may pass to is under the effect of a poison or

to die and allow his spirit proceed to Death even iDetain Spiritis cast again.) alchemical substance. If cast on an item,

Death as normal (which will return his Victims of Flesh to Stoneor Destroy Detect Magicmust be Touch-Based. If

mind to him [though NOT as per the spell Mind are valid targets dbetain Spiritfor ~ cast on a creature, it can be either Touch-

Restore Minflunless he is told otherwise this purpose. Based or Gesture-Based.

by a GM), but he may not choose that
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To get an answer on certain items, itpresent dimension to a different location the things Dodge (1 of the Immunity
may be necessary to cddttect Magidn  on the same dimension. Levels), Improved Dodge (2 of the
the presence of a GM. While it will detect ~ Dimension Hopcannot be used in- Immunity Levels), orGreat Dodge(3 of
if there is something magical amongst thegame without GM permission; it is only the Immunity Levels) can normally
contents of a single containeDetect for OOG traveling, and it can only be avoid.

Magic will not specify what or how many used for one round trip in the time While the caster ofDimensional
items. Scrolls and glyphs detect asbetween events unless a specialBlinking can pass througtEntangle or

magical but potions do not (potions arrangement is made with a GM. blink out ofMagic Bondsthis spell is not

detect as poison). Free Actionand effects that paralyze him
Alternatively, Detect Magic can grant Dimension Seed or make his limbs unusable will still halt

its caster the ability to, for 10 minutes, School:Hop10 (Baggage) his movement. He also cannot escape

listen to the “voice” of Magestry, Description: Upon reaching the tenth from Detainment

represented by Magestry Speaks (redgrade of ability, the Hopper can create hisincantation: “[Spell Prefix] | cause
cards). own dimension that he can visit, bring myself to blink between realms.”
Incantation: “[Spell Prefix] | detect friends to, and even store things in. He

magic upon you/this, Essence 0.” or can visit his dimension between eventsDimensional Conversion

“[Spell Prefix] | hear the voice of and maybe even in-game, with School:Hop9 (Baggage)

Magestry." permission from a GM. The player must Description: Dimensional Conversion
submit a full description of his dimension allows a character to convert, to astral
Detect Poison that cannot be more than one cubic mileenergy, any of his weapon enchantment
School:NatO; Sptl in size. and numeric damage spells that are cast
Base:Gesture or Touch (Instant) from the schools of Magestry or Nature.
Target: One Creature or Object Dimension Survival For example: he can chandeid Arrow
Duration: Instantaneous School:Hop6 (Baggage) into Astral Arrow. However, in making

Description: Detect Poisonwill allow Description: A well-seasoned dimension this conversion, a nature caster with the
the caster to know if one creature or itemtraveler can survive in any realm or baggage skilNatural Attunementannot

is under some Poison or alchemical dimension without aid (magical or benefit from the +1 damage.

effect. The only answer it gives is yes or otherwise), despite environmental Additionally,Dimensional Conversion

no; it will not reveal any more conditions. allows a hopper to cast any of his Hopper
information than that. If cast on an item, spells by the power of the dimension he
Detect Poisonmust be Touch-Based. If Dimension Survival, Mass is on, as long as he knows the
cast on a creature, it can be either Touch-School: Hop7 dimension’s name and/or natural energy
Based or Gesture-Based. Base:Area type (on Magesta, he could cast by the
To get an answer on certain items, itTarget: All Creatures in Range power of Magestry; on Hyjula, by the
may be necessary to c&ttect Poisorin Duration: One Hour power of Hyjula; in the Psychic Realm,

the presence of a GM. While it will detect Description: Mass Dimension Survival with the power of his mind; etc).
if there are poisons or alchemical potionsgrants one hour of theDimension

amongst the contents of a single Survival ability to all creatures within Dimensional Emulation
container,Detect Poisorwill not specify  range, allowing them to survive the School:Hopl0

what or how many items. conditions of any foreign environment.  Base:See Description
Incantation: “[Spell Prefix] | detect Mass Dimension Survivaday be cast Target: Target of Emulated Spell
poison upon you/this, Essence 0.” using any of the targeting areas availableDuration: Duration of Emulated Spell

to area-based effects. Description: Dimensional Emulatiogan
Diagnose Incantation: “[Targeting Area]: [Spell emulate any skill that is Weapon, Missile,
School:Mag2;Nat2; Psi2; Spt2 Prefix] | grant you the ability to survive Gesture, Gaze, or Touch-Based. To do
Base:Touch (Instant) on other dimensions for one hour.” so, the skill must be grade 9 or lower,
Target: One Creature Power Level 3 or lower, and from a
Duration: Instantaneous Dimensional Blinking scroll, bestowment, or one of the caster’s
Description: Diagnosereveals all effects School:Hop10 own unused skill slots. The scroll,
on a person (not an item) that are notBase:Touch (Bestowment) bestowment, or skill slot of the skill that
Touch-Based; it also reveals their Effect Target: Self-Only is emulated is not spent. The emulated
Types and Power Levels. Duration: 10 Minutes skill is used at any Power Level, 0-3, that
Incantation: “[Spell Prefix] | diagnose Description: Dimensional Blinking the caster chooses (but nothing can be
your abnormalities.” grants the caster a constant blinkingturned into a Gesture-Based Power Zero

effect that will allow him to walk through effect that is not already Gesture Zero).
Dimension Hop most barriers Nlagic Cage a locked The caster has the option of converting
School:Hop7(b) door, etc.) except forCircle of the skill's Effect Type to Astral or to an
Description: A character with this skill is  Protection Effect Type appropriate to the specific

able to, one or more times per day, While Dimensional Blinkinglasts, it dimension or realm that the caster is
teleport instantly from one dimension to also grants the user 12 Active Immunity currently on (provided he knows it —
another or from one location on his Levels (say “No Effect”) against any of Magesta’s Energy Type option is
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Essence). A single caster cannot emulate

the same skill more than once each dayDisease Immunity

(even if from different sources), nor can School: SpH10(b)

he emulate a skill that he has replicatedDescription: Disease Immunitymakes

or vice versa. you immune (“No Effect”) to any

Incantation: [Incantation of Emulated Disease Effect of Power Level Zero (0),

Spell] 1, or 2. This will not protect any
Resistance Levels you might be wearing.

Dimensional Souvenirs

School:Hop8(b) Dismissal

Description: Dimensional Souvenirs School: Hop7

grants a hopper some number of abilitiesBase:Gesture or Missile

to use in-game after he travels to someTarget: One Creature Not Native to
other dimension or realm in the time Present Realm

between games (the player must submitDuration: Instantaneous

an official travel request by the Description: A caster uses this spell to

Target: One Creature or Object
Duration: Instantaneous
Description: Dispel Magic removes,
from one target, most magical effects that
it meets or beats the Power Level of.
Dispel Magic will not dispel any Hit
Points, Armor Points, or Passive
Resistance Levels of any kind, even if
they came from magical sources. It will,
however, dispel Active Resistance Levels
gained from magical sources (as from
Protection from Xspells). (Any effect
delivered as a Poison, Disease, Crit, or
Backstab is considered to be non-
magical.)

One use oDispel Magicwill dispel

information request deadline). The
function and quantity of the abilities will

be determined by the staff and given tospell Astral

the player at check-in.

Disarm

School: Fgt3

Duration: Instantaneous or 10 seconds
Description: Disarm knocks a weapon

from a target’s hand. To use it, statethat ally is not native to the present Incantation:

“disarm” and then strike your opponent’s

weapon. Your opponent must drop this determine

send a creature back to its homeall magical effects (that it can affect) on
dimension or realm. A creature using theone creature (even temporary weapon
Projection can also be enchantments on weapons it is holding).
dismissed with this spell, at which time This also means thddispel Magicwill
the creature’s projection ends and it mustonly negate the effects of an area-based
return to its body. effect for one person, not all targets.
Dismissalmay also be used while on a No matter what Power Level Dispel
different dimension or realm to send the Magic is, it is delivered at Power Level
caster or any of his allies home, provided Zero.
“[Spell Prefix] | dispel
magic upon you up to Power Level X,
home Essence Zero.”

or ream. A GM will
where on your

dimension

item so that it lands on the ground at leastdimension you (or your ally) will appear.

3 feet away. Once the item lands it may

be recovered.

Unarmed weapons cannot
both hands by someone with the
appropriate Two-Handed weapon skill

(say “No Effect”). A shield that is

strapped to the arm cannot be dropped;School:Dmp9

however Disarmwill make a shield hang
limply at its user’s side for 10 seconds.
OO0G Statement:“Disarm”

Disease
School:Nec7
Base:Gesture or Missile
Target: One Creature
Duration: Until Sunrise
Description: The caster inflicts one
victim with zombie rot. See “Chapter 8:
Adventuring” for description of this
disease.

In addition to normal methods of
resisting magic, the skilResist Disease
may be used to nullify this spell.

If the caster infects an undead creaturePrefix], | dispel all [name effect] effects

with this spell, that creature will pass
zombie rot to any living creature that
touches it with bare skin. However, other

undead creatures cannot become carrier®ispel Magic

of zombie rot in this way.
Incantation: “[Spell Prefix] | disease
you with the zombie rot.”

be Incantation:
disarmed, nor can a weapon wielded inyou/myself

Corpses cannot be

Dismissal

subject toDispel Greater Magic
School:Dmp10

Base:Gesture or Touch (Instant)

“[Spell Prefix] | banish

to your/my home Target: One Creature, Object, or Area
dimension/realm.” Duration: Instantaneous
Description: Dispel Greater Magicis
Dispel Effect, Mass just like Dispel Magic except it will
dispel magic up to Power Level 4 and it
Base:Area is not cast at Power Level Zero. A single
Target: All Creatures or Held Objects in caster may only casDispel Greater
Range Magic once per daylike Dispel Magic,

Duration: Instantaneous it will not dispel any Temporary Hit
Description: Mass Dispel Effecis an  Points, Temporary Armor Points, or any
Area-Based spell that can use any of thePassive Resistance Levels.
5 possible Area targets. It will dispel one Incantation: “[Spell Prefix] | dispel
type of effect from every person or every magic upon you up to Power Level 4,
item in the area, but only that one effect. Essence 4.”
The effect must have a duration between
1 and 10 minutes and be no higher thanDodge
Power Level 2. Example: “To all within School:Asn7 (admproved Dodgg Sth3
the sound of my voice, | dispel all Duration: Instantaneous
Paralyze effects upon you up to PowerDescription: Dodgeprovides one Active
Level 2, Anti-Magic Zero.” Resistance Level against any type of
Incantation: “[Area Target], Missile-Based, Weapon-Based, or
Contact-Based effect. This Resistance
Level is sufficient to negate such an
effect of Power Level Zero.
Empoweringdodgeto Power Level 2
makes itimproved Dodge(call “Dodge
2"), which provides 2 such Active
Resistance Levels. Empoweririgodge
to Power Level 3 makes @Great Dodge

[Spell

upon you up to Power Level 2, Anti-
Magic Zero.”

School: Dmp7Specializatioly Mag4;
Spt5
Base:Gesture or Touch (Instant)
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(call “Dodge 3"), providing 3 Active are currently on the character's mind,
Resistance Levels. though they may be cryptic.) Elemental Explosion
Great Dodgecan also be used to Incantation: 1. “[Spell Prefix] | enter School:Nat8
negate any type of Gesture-Based effectyour memory and replicate one of your Base:Area
of Power Level 1, 2, or 3 (even if silent). skills. (Name an available skill.)” 2. Target: All Creatures in Range
It cannot, however, negate a Power Zero“[Spell Prefix] | restore your mind to Duration: Instantaneous
Gesture attack; few things careat normal.” 3. “[Spell Prefix] I join you in  Description: The caster unleashes a
Dodgeis the only type of dodge that can the Dream Realm and share yourmassive burst of one type of elemental

negate Gesture-Based attacks at all. visions.” energy (Fire/lce/Acid/Lightning), dealing
Dodge cannot be used to negate an 3 points of damage to all creatures within
effect already in progress. Elemental Arrow range.Elemental Explosiommay be cast
Dodgeandimproved Dodgeannot be  School: Nat3 using any of the targeting areas available
used by a character if both of his legs areBase:Missile to area-based effects.
bound or unusable.Great Dodge Target: One Creature Incantation: “[Targeting Area]: [Energy
however, may be used even if both of hisDuration: Instantaneous Type] Explosion, Damage 3.”
legs are bound or unusable. Description: Elemental Arrowdeals 3
OO0G Statement:“Dodge X” points of damage to one target. This Elemental Flare
damage can be any one (but only one) ofSchool: Nat8
Dream Hop the following types of damage: fire, ice, Base:Touch (Shielding)
School:Drw9(b) acid, or lightning. Target: Self-Only
Description: At the eighth grade of OOG Statement: “([Energy Type] Duration: 10 Minutes
ability, the Dream Weaver is able to meld Arrow,) Damage 3, [Energy Type] 2.” Description: The caster shrouds himself
with the Dream Realm (that overlaps in one volatile elemental energy of his
Magesta) and re-manifest anywhere inElemental Ball choosing: fire, ice, acid, or lightning.
the world of Magesta once per day. School: Nat6 Elemental Flare instantly attacks any
Dream Hopcannot be used in-game Base:Missile creature that successfully damages the
without GM permission; it is only for Target: One Creature caster with its melee weapon (not missile
OOG traveling, and it can only be used Duration: Instantaneous attack) as per the Flare effect. These

for one round trip in the time between Description: Elemental Ball deals 7 flares each deal one point of damage and
events unless a special arrangement ipoints of damage to one target. Thisare considered Missile-Based Body

made with a GM. damage can be any one (but only one) ofEffects of Power Level Zero that are
the following types of damage: fire, ice, assumed to have hit the attacker.

Dream Replication acid, or lightning. Elemental Flarewill release a flare if
School:Drw10 OOG Statement: “([Energy Type] Ball,)  the caster has Hit Points or Armor Points
Base:Touch (Bestowment) Damage 7, [Energy Type] 2.” damaged or is affected by a weapon-
Target: One Willing or Helpless based skill, but if the caster udeamage
Creature Elemental Blast Reductionor other such ability to avoid
Duration: Instantaneous School: Nat9 damage being dealt to him, that damage
Description: Dream Replicationcan be Base:Missile is not flared back at the attacker. This
used in one of 3 ways each time it is cast:Target: One Creature also means thdlemental Flarewill not

1. The caster may replicate a skill Duration: Instantaneous flare at all if the caster is at zero HP.
from a sleeping creature as the spellDescription: Elemental Blastdeals 9 When struck, the caster must state
Replicate Skill points of damage to one target. This “[Energy Type] Flare.”

2. If the caster sleeps near a creaturelamage can be any one (but only one) of Elemental Flare does not begin
for at least 3 minutes, he can then castthe following types of damage: fire, ice, dealing damage to an attacker until the

Restore Mindn it. acid, or lightning. attack that the wearer informs him that

3. If Dream Replicationis cast on OOG Statement: “([Energy Type] the spell is there. (It can't be, “oh, by the
someone while he is sleeping, the casteBlast,) Damage 9, [Energy Type] 3.” way, you've taken 4 points of damage
will share any dreams he has from then from my ice flare.”) It is acceptable to
until the next sunrise. If the target of Elemental Bolt notify an opponent that you have a flare
Dream Replicationis given any dreams School:Nat5 spell in effect until further notice so you
by the staff within that time, he must find Base:Missile need not call the flare after every attack.
time to go OOG with the Dream Weaver Target: One Creature Incantation: “[Spell Prefix] | shield
and explain (or allow the player of the Duration: Instantaneous myself with flaring [Energy Type].”

Dream Weaver to read and even write Description: Elemental Bolt deals 5

down the text that the staff provided). points of damage to one target. This Elemental Form

Whether the staff gave the target anydamage can be any one (but only one) ofSchool: Nat10

dreams or not, the target is welcomed tothe following types of damage: fire, ice, Base Touch (Enhancement), Power

imagine that his character had up to threeacid, or lightning. Level 5
dreams to tell the Dream Weaver about.OOG Statement:“([Energy Type] Bolt,)  Target: Self-Only
The dreams should be about things thatDamage 5, [Energy Type] 2.” Duration: One Hour (Once per Day)

83



Description: You assume the form of a Description: Elemental Missilaleals one Target: One Weapon

fire, water, earth, or air elemental. You (1) point of damage to one target. This Duration: Until Used

gain theUnarmedskill and any weapon damage can be any one (but only one) ofDescription: Elemental Strikenchants a
you swing can have your energy type if the following types of damage: fire, ice, weapon with one of the four types of
you choose. You gain unlimited castings acid, or lightning. elemental energy (fire, ice, acid, or
of Elemental Weapoaf your energy type OOG Statement: “([Energy Type] lightning) for a single attack (or Final
(this cannot be used fdfeat or Chill  Missile,) Damage 1, [Energy Type] 2.” Blow). The energy need not be used on

Weapol. Your Hit Points are fully the very next attack; you may choose
restored and you gain immunity to Elemental Storm which attack to use it with.

Poison, Disease, and all effects from yourSchool: Nat7 Incantation: “[Spell Prefix] | enchant
chosen energy type (say “No Effect”). All Base:Touch (Enhancement) this weapon with one [Energy Type]
of your Hit Points become Passive Target: One or more Creatures strike.”

Immunity Levels to all Weapon-Based Duration: Instantaneous (all packets

effects of any Power Level. (Say “No must be thrown within one minute) Elemental Weapon

Effect” and subtract a number of Description: One casting ofElemental School:Nat3

Immunity Levels equal to the attack’s Stormallows the caster to throw up to 8 Base:Touch (Weapon)

Power Level. If the Weapon-Based effect Missile-BasedElemental Arrows They  Target: One Weapon or Object

had an Effect Type of your energy type, can be thrown one at a time, dealing 3Duration: 10 Minutes

say “No Effect” and do not subtract any points of damage each, or they can beDescription: Elemental Weapon
Immunity Levels.) Any temporary Hit thrown all at once, inflicting 3 points of enchants one weapon with fire, ice, acid,
Points or Armor Points that you have or damage to anyone hit by one or more ofor lightning energy, allowing any attack
gain while in the form transform into the packets (when they are thrown all atmade with it to carry one of those four
these special Immunity Levels. You once, it makes no difference how many Effect Types. At the casting &lemental
regenerate one of these Immunity Levelspackets (above one) hit a target: thatWeaponthe caster must choose only one
every 10 seconds, except those damagethrget still receives only 3 points of of these four elemental energies, and the
by Shadow or your opposing elemental damage). If they are thrown one at a time,choice cannot be changed after casting.
energy. Missile-Based, Gesture-Based,they are each cast at Power Level Zero. If If a weapon under the effect of
Area-Based, and Ingestion-Based damagehey are thrown all at once, they are castElemental Weapors shattered it will be
of your chosen element will heal you a at Power Level 2. immediately dispelled.

number of Immunity Levels equal to the The caster may choose to create a The caster dElemental Weapomay,
stated damage, but only if it is not Power Fire, Ice, Acid, or Lightning storm, but instead, choose to cast it as eithirat
Level 1 (if the Power Level is not the entire storm must consist of the Weaporor Chill Weapon(see description
specified, you may NOT assume it was chosen element typeElemental Storm for Heat or Chill Weapoh

Power Zero in this case, you must assumesnds after one minute all the arrows havelncantation: “[Spell Prefix] | enchant

it was Power 1). Other Missile-Based been thrown or not. this weapon with Fire/lce/Acid/Lightning
numeric damage takes away a number of Even though each arrow is cast atenergy.”

Immunity Levels equal to the stated Power Level Zero, Elemental Storm is,

damage. Cure Wounds heals you itsfor the caster, a Touch-Based Empower Essence

stated number. You are immune (“No Enhancement of Power Level 2. School:Mag3(fromEssence Empowermgnt
Effect”) to Flesh to Stone effects of PL 3 Empowering Elemental Storm to Power Base:Touch (Enhancement)

or lower, but you are an elemental Level 3 will not increase the Power Level Target: One Creature

creature and are a valid target for spellsof individual arrows; instead, it will add 4 Duration: Until Sunrise

that target elementals. All other spells more arrows to the storm (for a total of Description: Empower Essence
and effects have their normal effect on12). However, if an empowered empowers the target's Essence so that he
you. You cannot be dealt a Final Blow Elemental Stornis thrown all at once, it is able to later use one skill that is
unless the Effect Type is Shadow or theis cast at Power Level 3. normally Power Level 1 at Power Level 2
opposing element. Upon death, you drop  After a caster starts throwing arrows, without needing to spend a higher skill
where you are, transform back into your the remainder of hiElemental Stornean  grade for it (though the original skill slot
normal form, and lie dead. You cannot bebe cancelled byDispel Magic or a must be spent as normal). Bmpower
subject to any other Regeneration spelldampening effect squelching his Touch- Essenceis cast at Power Level 3, the

while in Elemental Form. Based Enhancement, though beingtarget may later raise the Power Level of
Incantation: “[Spell Prefix] | assume the silenced will not end the storm. a skill that is already Power Level 1 or 2
form of a(n) Fire/Water/Earth/Air OOG Statement:“[Energy Type] Storm: to Power Level 3 without needing to
Elemental.” Damage 3, [Energy Type] Zero; Damage spend a higher-grade skill slot for it.

3, [Energy Type] Zero; etc.” Or, all at Incantation: “[Spell Prefix] | empower
Elemental Missile once: “[Energy Type] Storm, Damage 3, your Essence to Power 2. (One future
School:Natl [Energy Type] 2.” skill is raised from Power 1 to Power 2.)"
Base:Missile or “[Spell Prefix] | empower your
Target: One Creature Elemental Strike essence to Power 3. (One future skill is
Duration: Instantaneous School: NatO raised from Power 1 or 2 to Power 3.)"

Base:Touch (Weapon)
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Enchant Item or greater than the grade of the spellEscape

School:Mag8(b); Nat8(b); Psi8(b); Spt8(b) being cast into it. School: Sth2

Description: Enchant Item allows a Upon the first acquisition dnchant Duration: 10 seconds

spell-caster to do three different things in Potion, a caster is able to enchant anDescription: Escapeallows a character
the process of creating magical items.Essence of Magestry (br greater) with to escape, in 10 secondany Snare
Firstly, it allows him to magically charge any grade one (1) spell he has access toeffect, Bind effect, or non-magical bonds
up to 50 pounds of enchantable materialupon the second acquisition, he is able toof Power Level Zero or 1. (Regular tied
once per day (at the Magestreamcast any of his grade 2 spells into anrestraints are considered Power Level 1.)
[sunrise]). Materials that magic items are Essence of Magestry (Br greater); upon If both his hands and feet are bound
made from must be enchanted with athe third, grade 3; and so on until, at thewith rope, oneEscapeskill is needed for
certain number of charges (depending ontenth acquisition oEnchant Potionhe is  his hands and a separate one is needed for
the item) before the crafting process canable to cast his grade 10 spells into his feet. Only ond&scapeskill is required

begin. potions. for multiple restraints on the same
Secondly, this skill allows the spell- Upon enchanting the potion, the casterlocation. There are only two “locations”
caster to detect how many Magestreamdoses that spell slot for the day. that can be restrained: upper body (the
any given piece of material is currently head should never actually be restrained)
enchanted with (ask a GM). Endure Elements and lower body.
Thirdly, it allows the spell caster to School:Nat6 (fromControl Elements OO0G Statement:“Escape”
aid a master craftsman in the magic itemBase:Touch (Enhancement)
creation process, assuming he is able toTarget: 1-12 Creatures Escape, Improved
cast the appropriate spells. Enchanting arDuration: 60 Total Minutes School: Sth4

item requires an expenditure of skill Description: Endure Elementgrants one Duration: 10 seconds

points, and the amount of skill points hour of survival in any harsh elemental Description: Improved Escapallows a
varies by item. Those skill points can be environment (usually for use in modules). character to escape, in 10 secoratsy
invested by any self-willing creature, It does not, however, prevent any type of Snare effect, Bind effect, or non-magical
though they are usually given by the damage or effect unless otherwise told bybonds of Power Level 2 or lower. Only
enchanter or the person that the item isa GM. The hour of survival may be one use ofmproved Escapé needed to
being made for because investing thesedivvied up between up to 12 people in escape both upper and lower body
skill points can give the investor a special any arrangement of 5-minute increments. restraints.

bond to the item that is required for other Incantation: “[Spell Prefix] | grant Improved Escapean be used to pass
types of spells or enchantments. you/myself endurance of elemental once through the barrier ofMagic Cage

If one caster attaingnchant Itemin environments for X minutes.” that is Power Level 2 or lower. During
multiple schools, he will not gain any the 10 seconds the rogue takes to slip past
extra benefits other than being able toEntangle a barrier, he is unable to be attacked by
charge enchantable materials through theSchool: Mag2; Nat2 creatures on the other side of the barrier,
power of those schools he has attained itBase:Gesture or Missile nor can he attack them.
in. It usually won’'t matter, but some Target: One Creature OO0G Statement:“Improved Escape”

magic items may specifically state that Duration: 5 Minutes

they must be charged by the power of aDescription: The target ofEntangleis Escape, Great

particular school of study. Note that subject to the Snare effect for 5 minutes.School: Sthé

using this skill to charge magic material It is held in place and cannot move its Duration: 10 seconds

does not necessarily mean it will restorefeet. Entangle can be broken with an Description: Great Escapeallows a
uses to magic items that contain a certainappropriate number of uses &kat of character to escape, in 10 secorasy
number of charges (like a Wand @fire  Strengthor escaped with the appropriate Snare effect, Bind effect, or non-magical

Wound$. Each magic item that contains level of Escape bonds of Power Level 3 or lower. Only
charges states on its item card the methodncantation: “[Spell Prefix] | snare your one use ofGreat Escapeis needed to
of restoring those charges. feet in place.” escape both upper and lower body
Please note that magic items are rare restraints.
and creating them requires much time Entangle, Mass Great Escapean be used to pass once
and resources. See “Creating Magic School:Natl10 through the barrier of Magic Cagethat
Items” in “Chapter 10: Magic” for more Base:Area is Power Level 3 or lower. Additionally,
information. Target: All Creatures in Range Great Escapecan be used to squeeze
Duration: 5 Minutes around a locked door or through jail bars,
Enchant Potion Description: Mass Entanglesubjects all provided the lock is Power Level 2 or
School: Misc; Spt2(b) within its targeting area to the Snare lower. To squeeze around something

Description: Enchant Potion allows a effect (se€ntanglg. Mass Entanglenay  locked with a Power Level 3 lock, a
spell-caster to enchant any vial of be cast using any of the targeting areasGrade 9 skill slot must be spent féreat

Essence of Magestryith one spell. One available to area-based effects. Escape During the 10 seconds the rogue
entire vial of Essence of Magestry % Incantation: “[Targeting Area]: [Spell takes to slip past a barrier, he is unable to
required per potion, where X is equal to Prefix] | snare your feet in place.” be attacked by creatures on the other side

of the barrier, nor can he attack them.
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OO0OG Statement:“Great Escape” change d.ightning Boltinto anEssence Base:Area

Bolt. Target: All Creatures in Range
Escape Artist 2. He may, at the start of each day,Duration: Instantaneous
School: Sth7(b) choose one additional Energy Type as anDescription: Essence Explosions a

Description: Escape Artistlowers the option for his Magic Missiles. The massive burst of Essence energy that
minimum escape time to 3 seconds. Also,options are Fire, Ice, Acid, Lightning, deals 3 points of damage to all creatures
it allows you to spend one of yoiscape Psychic, Spirit, or Astral. Later in the within range.Essence Explosiomay be
skills to help another person escape fromday, if he wishes to change this additionalcast using any of the targeting areas
a restraint that you would be able to getEnergy Type, he may do so by spendingavailable to area-based effects.

out of using the same level @&scape atleast 3 minutes studying or meditating. Incantation: “[Targeting Area]: Essence

skill. Doing so takes 10 seconds. 3. He may casteEssence Missile, Explosion, Damage 3.”
Essence Weapopror Essence Explosion

Essence Attunement instead asElemental Missile, Elemental Essence Flood

School:Mag10(b) Weapon or Elemental Explosion School:Magl0

Description: Essence is the magical respectively. Base:Area

force that surrounds all things on 4. He may convert the Effect Type of Target: All Creatures in Range
Magesta. All creatures have their own any spell from the school of Magestry to Duration: 10 Minutes
Essence and casters of the school ofEssence. Description: Essence Floods a Power
Magestry draw upon it to power their Using Essence Conversiofor either Level 4 Area Effect that persists for 10
magic. By the time a caster has reachedts third or fourth use requires spending aminutes and keeps all Dampening Effects
the tenth grade in the school of Magestry,skill slot for the spell that is one grade away during that time. It will end all
he has become so attuned to the Essendeigher than normal (and must be in the Dampening effects on all creatures
of the world, both its magic and anti- school of Magestry). Example: The caster(including Dampening Fields)Dispel
magic, that he gains two benefits. may spend a grade 3 Magestry slot toMagic and Dampening effects are not
Firstly, the Magestry Cantripetect make hisConfusespell (normally Grade able to be used within an area affected by
Magic become free for him to cast. His 2) have the Essence Effect Type ratherEssence Fload If the caster loses

Cantrip Pool also increases by 2 Cantripthan the Psychic Effect Type. consciousnesgssence Flooeégnds. The
uses (as per Extra Cantrips) and 2 Cantrip only areas that can be targeted are “To all
options. For those 2 options, he mayEssence Empowerment within the sound of my voice” or “To all
choose any two Cantrips from any of the School: Mag3(b) within this building/room/[well-defined
other 3 basic magic schools. Description: Essence Empowerment area).” While Essence Flood lasts, the
Secondly, he is able to always keep awhen gained, either creates or adds tocaster should occasionally state “Essence
small reserve of Essence with him, evenyour Empowerment Pool. (See Flood.” If he goes unconscious or the

if he enters an anti-magic zoressence description of Extra Empowermenfor  spell otherwise ends, he must state, “end
Attunemengllows him the casting of one details.) Up to 4 times each dd&ssence of Essence Flood.”
spell upon becoming subject to the Empowermentallows you to gain a Incantation: “[Targeting Area]: [Spell
Dampen effect (whether from benefit if you study for 3 uninterrupted Prefix], | flood this area with Essence,
Dampening Field Dampen Magic or  minutes (you may study any in-game textEssence 4, No dampening effects
some other effect). This spethustbe or use the time to familiarize yourself allowed.”
from the school of Magestry and must be with Magestry’s Magic Language — it's
cast by the power of Magestry. based on Morse Code!). Each time youEssence Link

A caster is able to use this ability no do this, you gain the ability to cast School:Mag5(b)
more than once every 5 minutes while Empower Essencat Power Level 2. You Description: Essence Linkis gained
dampened. However, it allows for one may forgo one casting ofEmpower midway in your studies in the school of
spell to be successfullycast every 5 Essencdo instead make one of your own Magestry and grants the following
minutes. So, if the caster has his spellMissile-Based spells [from the school of abilities:
interrupted or countered, he may try Magestry] that is already Power 2 a 1. Once per day, you can transform
again until he succeeds. If he is subject toquick-cast spell (assuming it is not the Energy Type of one numerical
a Counter effect, the spell that was already). (Example: Rather than sayingdamage or weapon enchantment spell.
countered is still considered used for thethe entire incantation foEntangle you  For this conversion, you may choose
day, butEssence Attunemeatlows him  could just throw your packet and say, Fire, Ice, Acid, Lightning, Psychic,

to try to cast another spell. “Snare, Acid 2.") Spirit, or Astral energy.
Alternatively, you may combine 3 of 2. You may use any casting of

Essence Conversion your 3-minute study sessions to gain oneAwaken(by the power of Magestry only)
School:Mag2(b) casting of Empower Essencat Power to create your own Magestry Speak (must
Description: Essence Conversiogrants Level 3. be hand-written, not computer generated)
a Magestry caster four abilities: Unused empowerments gained from 3. Once per day, you may use an

1. He may change the Effect Type of Essence Empowermerdnish at sunrise. instantaneous technique called Essence
any of his damaging missile-based spells Refreshing, which may have one of 2
that are cast from the school of MagestryEssence Explosion uses:

to “Essence.” For example: he can School:Mag9
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3, Option 1. You may use EssenceDescription: Essence Weapoanchants becomes immune to alFear, Pain,
Refreshing to spend one skill slot of anyone weapon with Essence energy,disease, and life drain effects; he can be
grade in any school to refresh, for one allowing any attack made with it to carry healed by both cure and inflict spells

target, a number of grades worth of anythe Essence Effect Type. (Harm acts asHeal) even though he is
skill slots equal to the grade of the skill If a weapon under the effect of still very much living and not undead.
that you spent. Extra skill uses frdskill Essence Weapois shattered it will be When healed bynflict Wounds the
Specialization, Favored Enemy, immediately dispelled. necromancer’'s wounds do not appear to
Opportunist or the like cannot generate Incantation: “[Spell Prefix] | enchant close, nor does the spell seem to harm
the Essence Refreshing, and you may nothis weapon with Essence energy.” him. When subject to amflict Wounds
use this ability on someone if you already spell, the necromancer must use the out-
cast the speRefresh Essena him that Evade of-game statement “Absorb.”
day. School: Sthl

3, Option 2: If you or another caster Duration: Instantaneous Extra Bestowment

miss the target of a missile-based spell, orDescription: Evadeallows a character to School: Misc

the spell hit the target but had “No take only half the damage (rounded up)Description: An average character only
Effect,” you can go to the spot where the from a single Missile-Based or Area- has one Bestowment Slot, allowing him
spell packet landed and spend at least 3Based effect that deals numeric damageto only have one skill bestowed on him at
seconds ‘“re-gathering” the spell. After This means he takes only 2 points of one time. Extra Bestowmentgrants a
that is done, you gain the ability to cast damage from arlce Arrow, 3 from a character one additional Bestowment Slot
the spell at a future time. The gatheredLightning Bolt 4 from aFireball, 2 from each time it is acquired. The cost
spell must be cast using the same Powera Magic Explosionand so on. increases by itself each additional time
Level and Effect Type that it was Evade will not reduce any damage this skill is taken.

originally cast at; it cannot be empowered from Life Drain, Harm, or poison effects,

or modified. If the spell is not cast before and it cannot be used if the character isExtra Cantrips

sunrise, it will vanish. immobilized, restrained, or has any School:Misc

unusable limbs. Description: Extra Cantripsadds 2 more
Essence Missile OO0G Statement:“Evade” uses to your Cantrip Pool, but it does not
School:Magl add to your Cantrip optionsExtra
Base:Missile Evasion Cantrips may be purchased multiple
Target: One Creature School: Sth8(b) times; its cost does not increase.
Duration: Instantaneous Description: Evasionallows a character

Description: The caster fires a missile of to use the skilEvadewhenever he likes Extra Empowerment
Essence energy at one creature, dealingvithout having to spend a skill slot. If, in School: Misc

one point of damage. response to a missile-based or area-basebDescription: There are 3 Empowerment
OOG Statement: “(Essence Missile,) effect, he also spends a skill slot to use arbaggage skills:Essence Empowerment
Damage 1, Essence 2.” Evade skill, he can round the damage (Magestry), Mental Empowerment
from that effect down instead of up. (Psionics), andCombined Empowerment
Essence Strike OO0G Statement: “Evade” (Nature and Spiritualism). Gaining your
School:None (Cantrip) first one creates for you an
Base:Touch (Weapon) Evil Casting “Empowerment Pool” consisting of 4
Target: One Weapon or Object School:Nec9 (Baggage) uses. Gaining another Empowerment
Duration: Until Used Description: A Necromancer that has baggage adds 2 more uses to your

Description: Essence Strikenchants a reached the ninth grade of ability may Empowerment Pool and an additional
weapon with Essence energy for a singlecast any Spiritualism spell that he hasway you can choose to use any of your
attack (or Final Blow). The energy need access to by the power of Evil. This uses. (GainingCombined Empowerment
not be used on the very next attack; youability cannot be used when casting spellsa second time will not give you another

may choose which attack to use it with.  from scrolls, items, or bestowments. way to empower, but it will add 2 uses to
Essence Strikenay be cast by the your Pool.) Extra Empowermentadds
power of any magic school that you have Evil Resistance two uses to your Empowerment Pool.

access to. If you have access to no magi&School: SpH7(b)
schools, it is cast by the power of Description: You can use any Resistance False Aura

Magestry. Levels you have, from any type of School:Psi6
Incantation: “[Spell Prefix] | enchant resistance, against spell cast, “By theBase:Touch (Enhancement)
this weapon with one Essence strike.” power of Evil.” Target: One Creature or Object

Duration: Until Sunrise
Essence Weapon Evil's Blessing Description: False Aura allows the
School:Mag4 School:Nec10 (Baggage) caster to mask all magical auras upon one
Base:Touch (Weapon) Description: A devoted Agent of Evil creature or item so that it does not detect
Target: One Weapon or Object will eventually gain the blessing of as magical. A creature under this effect
Duration: 10 Minutes Starthmorta herself. This skill gives the cannot be successfully diagnosed (even

following benefits to a necromancer: he for a non-magical problem); in fact, the

87



caster can even decide what the result othe user desires, but he must choose onlyhe first time, you gain a Favored Enemy
any diagnosis will be upon castifkglse one. Pool of 8 uses. Each of these uses may be
Aura. Anything cast on the creature after used as aCrit 4 when fighting your
False Aurawas cast on it will show up Fatal Backstab chosen foe. If you acquire Favored
normally in aDetect Magicor Diagnose.  School: Asn9, Sth9 Enemy an additional time after the first, it
This spell can also do the opposite andDuration: Instantaneous adds 2 more uses to your Favored Enemy
cause an item or a creature to detect aPescription: Fatal Backstab is a Pool and allows you to choose an
magic. backstab attack that has the Fatal effectadditional creature type to use your Pool
False Aura allows the caster to on its target (all of the target’s Hit Points uses against. If you galavored Enemy
determine what the result of any are damage and he begins bleeding out)from a source that chooses the enemy
detection, diagnose, or identify spell will To use it, the attacker must have propertype for you and you already have that
be on one item or person (including any backstab positioning and must enemy type as davored Enemyyou
items the person is holding). If used on successfully strike the target in the torso.may choose a different enemy type.
an item or another person, all such(See Chapter 3 for details on backstab Your Favored Enemy Pool remains
determinations must be specified at theskills.) separate from your Cantrip Pool,
time of casting. If used on yourself, you OOG Statement:“Fatal Backstab” Specialization Pool, or any other type of
may change those determinations at will. Pool you might have.
Incantation: “[Spell Prefix] | mask your Fatal Crit If you or your character truly believe
aura. (Explain what you mask and what aSchool: Fgt9 that a certain creature is yo#avored
Diagnosespell will reveal.)” Or “[Spell  Duration: Instantaneous Enemytype, you may use your Favored
Prefix] | bestow a magic aura upon you Description: A very skilled warrior can Enemy Pool against it (this means that a

(this).” render his opponent unconscious withmagical delusion could trick you into
zero hit points in one powerful strike. To thinking something is hisavored Enemy
Fast Healing use this skill, a player must state “Fatal even if it isn't).

School: Fgt5(b),Misc Crit” and strike his opponent on the torso  Skills gained fromFavored Enemy

Description: For every acquisition of
Fast Healinga character has, he will be
at one Hit Point higher after a Rest Blow and it bypasses armor
Period, but he cannot exceed hiswithout damaging them.
maximum natural HP. (So, havirfgast  countered by the skillsGreat Dodge,
Healing twice would allow you to end Great Parry,or anothefFatal Crit.

each Rest Period with 7 HP instead of 5,00G Statement:“Fatal Crit”

assuming your character had at least 7

natural HP.)Fast Healingis able to be Favored Dimension

acquired up to 8 times; however, only the School: Drw8(b)

first 4 times will increase the number of Description: A character with this skill

(stomach, chest, back, or rib cage).

may not be used to create technique

Fatal Crit does not deliver a Final scrolls, potions, or to create or charge
points magic items.
It can be

Fear

School: Psi4; Spt3

Base:Gesture 1 / Missile 2

Target: One Creature

Duration: One Minute

Description: Fear is a Repel effect that
causes its target to avoid the caster for

HP your character has after a Rest Periodnay choose to favor one dimension orone minute. Whatever else it is doing, the
(so 9 HP is the max after a rest period).realm (but not his home dimension or target's main objective is to remain at
On the 5th time, you heal one HP every Magesta). Despite environmental least 30 feet from the caster. If something
15 minutes even if not resting and, thus, conditions, he can survive in that realm forces it to be within 30 feet, it will
cannot bleed out. 6th time, 1 HP every 10or dimension without aid (magical or cower in fear of the caster, but it may
min; 7th time, 1 HP every 5 min; 8th otherwise) as the skill Dimension attack and defend normally.
time, 1 HP every 1 minFast Healing Survival Incantation: “[Spell Prefix] | cause you
will also heal Natural Armor Points in the Favored Dimension also grants anto cower in fear of me, Spirit 1/2.”
same way it does Hit Points, but it will additional benefit, which is decided by
only do so after all Hit Points are healed. the staff when the PC chooses theFeat of Strength

Fast Healing is considered self- dimension he wishes his character toSchool:Fighting 2
healing and not regeneration, so nofavor. The player may be allowed to Duration: 10 Minutes or Completion of
matter how fast a creature heals with thismake suggestions about the benefit hisOne Task
ability, it cannot heal back hit points if it character will get. Description: Feat of Strengthmay be
has been dealt a Final Blow. However, = When a Dream Weaver acquires thisused to increase the damage or Power
this also means that damage fromskill, he cannot choose to favor any Level of an attack or accomplish one task
Shadow energy will not stop this healing. dimension other than the Dream Realm. (up to 10 minutes in length), such as

The cost increases by itself each carry an unconscious person while still
additional time this skill is taken. moving at a normal rate, break out of a
rope or arEntanglespell, or withstand a

Favored Enemy
School: Fgt5(b)

Description: Favored Enemyis a  wind effect.

representation of your character’s special See “Using Feat of Strength in
experience (possibly accompanied by“Chapter 8: Adventuring” for details.
animosity) with a particular type of OOG Statement:“Feat of Strength”
creature. Upon gainingravored Enemy
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Fatal Attack

School:War9

Description: Fatal Attackcan be used as
either Fatal Crit or asCrit 9, whichever



Feeblemind

School: Asn7Specializatioly Psi7
Base:Gesture

Target: One Creature with a Mind

Out-of-game, the user may describe Secondly,First Aid can be used to
illusionary wounds to anyone who repair a crippled limb. This requires 3
inspects him while usingeign Deathfor ~ minutes and also restores one damaged
its second purpose. Before initiating this Hit Point.

Duration: 5 Minutes second use dfeign Deaththe user must First Aid cannot dispel magic effects
Description: The caster causes one remain Flattened and unmoving for three or revive a creature that has been dealt a
creature to become much less intelligentfull seconds. During this time, he may be Final Blow, nor can it be used to restore a
and unable to make any consciousinterrupted in the same manner that acreature to more than one natural Hit
decisions. It is nearly brain-dead, only spell caster can be interrupted. If he is,Point except in the case of Waylay or a
able to be in control of its movement. It Feign Deathcannot be initiated. crippled limb. If a creature has no natural
cannot talk, use any active skills, and it  You may keep your eyes open while Hit Points but has temporary Hit Points,
loses any combat ability, including the using a Feign Death ability and see whatFirst Aid may be used to restore one

ability to attack or defend itself. It can, is happening around you.
however, run away from threats.

Incantation: “[Spell Prefix] | make your Finger of Death

natural Hit Point, and if it is conscious it
may even use the skill on itself.

We consider it good role-playing to
use scraps of cloth as bandages while

This skill can only be purchased once.

mind feeble.” School: Mag9; Nec8 (fronDeath

Base:Missile performingFirst Aid.
Feign Death Target: One Creature
School: Sth8 Duration: Instantaneous
Duration: Until Sunrise orl0 Minutes Description: Finger of Deathinstantly — Flatten
Description: Provided the user is brings its target to zero (0) Hit Points and School:Fgt6

deals it a Final Blow.
Incantation: “Finger of Death.”

conscious,Feign Deathcan be used in
one of two ways:
1. Until Sunrise, the user can choose
to conceal his breathing and pulse from Eireball
someone who checks to see if he is alive.School: Mag7
He only appears to have no life signs byBase:Missile
most forms of inspection (evddiagnose  Target: One Creature
won't reveal it); he is not an undead Duration: Instantaneous
creature. If used in this walfeign Death  Description: A ball of magical fire
will have no other effect. shoots from the caster's fingertips,
2. For 10 minutes, if the user lies dealing 7 points of damage to its target.
perfectly still, his vital signs will OOG Statement:“(Fireball,) Damage 7,
remained concealed and he will assumeFire 2.”
all of the qualities of a dead body (see
Chapter 7: Dying and Playing Dead) with Fire Strike
the following exceptions: School:Mag0
a. He is not a valid target for effects Base:Touch (Weapon)
that can only target dead creatures excepfarget: One Weapon
for ResurreciandVile Resurrection Duration: Until Used
b. His Hit Points may be damaged Description: Fire Strike enchants a
normally, but he will not be able to be weapon with Fire energy for a single
reduced below one Hit Point.

Duration: 10 Seconds

Description: Flatten knocks the user’'s
opponent to the ground and leaves him
vulnerable for 10 seconds. The target
must remain, paralyzed, on his back or
stomach for 10 full seconds before he is
able to move again. (Be Careful!)

To use Flatten, you must state, “Crit
Flatten” and strike your opponent on the
torso (stomach, chest, back, or rib cage).

A flattened target must land on the
ground with both arms outstretched, thus
disallowing any weapon or shield to
cover its torso.

OOG Statement:“Crit Flatten”

Flesh to Stone
School:Nat9
Base:Gesture

Target: One Creature
Duration: Instantaneous

attack (or Final Blow). The energy need Description: This spell causes the entire

c. He will not be able to be dealt a not be used on the very next attack; youbody of one creature to turn to magical

Final Blow by any means other than may choose which attack to use it with.

Absorb Life Forceor Vile Resurrection Incantation: “[Spell Prefix] | enchant
d. He will be affected by all other this weapon with one Fire strike.”

effects that can affect dead bodies, but no

effect can force him to move or end his Eirst Aid

Feign Deathother thanResurrectionor ~ School:Misc

Vile ResurrectionResurrectionwill end

his Feign Deathimmediately, andVvile

Resurrectiorwill effectively kill him and ~ battlefield injuries. Firstly, if you spend 3

stone: a statue. A statue obviously cannot
move or cast any spells at all. This statue
cannot be damaged by anything

(including death effects), and it cannot be
moved by any less than 6 people (one
person may be substituted by dreat of

Description: Your character has a basic Strength.
medical training and can treat common

Flesh to Stonéas a permanent effect,
but a separate casting of the spell can be

animate him as an undead creature all afninutes, you can revive a character thatreversed, making it tone to Fleslspell

once. NeitheDiagnosenor Identify will

reveal the use dfeign Death or Waylay(but notSleep. If unconscious

is unconscious due to Hit Point damage(also Gesture-Based at Power Level 3)

that will change the target back to

e. He remains conscious and aware ofrom HP damage, the SUbjeCt will regain normal.

his surroundings (unless affected by consciousness with one Hit Point. A .
lose Creature that was waylaid will be revived Stonecan be affected by any spell with a

makes  him ) S Wal ! .
but he cannot moveWith one more Hit Point than it had while

unconscious (up to natural HP total).

something that
consciousness),
without ending~eign Death
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A creature under the effect lelesh to

duration longer than Instantaneous, but it
cannot move, speak, or react, and it will



never remember anything that happenedPower Level Zero effect unless it is Unlike a crippled leg, a frozen leg can

to it once it is back to normal, but spells Gesture-Based. still be stood upon, but a creature with a

that have not yet expired will still be in Empowering Fortitude to Power frozen leg cannot move from the spotitis

effect. Level 2 makes itmproved Fortituddcall  in unless it is carried by another creature.
Flesh to Stonedoes not technically “Fortitude 2"), which provides 2 such Freeze Limbmay be either gesture-

kill its target, so effects that are normally Active Resistance Levels. Empowering based or weapon-based. If the former, the

dispelled by dying remain, but the time Fortitude to Power Level 3 makes it caster must verbally designate the limb at

that a target spends as a statue count&reat Fortitude (call “Fortitude 3”), the time of casting. If the latter, he must

against the durations of those effects. Theproviding 3 Active Resistance Levels. strike the desired limb.

spirit of a character that has been Fortitudecannot be used to negate anIncantation: “[Spell Prefix] | freeze your

petrified by this spell may choose to die effect already in progress. [right/left] [arm/leq], Ice 1.” Or, “Freeze

any time after 3 minutes and proceed toOOG Statement: “Fortitude X” Limb, Ice 1” (as weapon).

Death as normal (which will return him

to his normal form unless he is told Free Action

otherwise by a GM), but he may not School:Sth10

choose this until 3 minutes have elapsed. Duration: One Hour

Incantation: “[Spell Prefix] | turn you to  Description: Free Actionallows the user

Freeze Paralyze
School: Nat8

Base:Gesture, Missile, or Weapon
Target: One Creature

stone.” to, for one hour, continue to move at his Duration: 5 Minutes

normal rate and dexterity despite almostDescription: Freeze Paralyzeéhas the
Focus anything that may happen to him, with Paralyze effect on one creature’s entire
School: SthO the exception of losing consciousness.body as per the spdharalyze
Duration: 10 Minutes Effects that do things other than impedeIncantation: “[Spell Prefix] | paralyze
Description: Focus makes it user's movement will still have those effects, your entire body, Ice 2.” Or “Freeze

senses more acute, giving +1 to all Spotbut the user of this skill will not have his Paralyze, Ice 2/1” (as missile/weapon).

attempts made for 10 minutefocus movement affected by them as normal.

may be activated after seeing a yellow Example: When Fingion the Stabby usesFumble

Spot Card, but before seeing the level ofthis skill, he may still run even if his leg School:Psi2

the Spot Card (if possible). A character is broken, he will not need to fall to the Base:Gesture

may not benefit from more than one useground even if he is under the effect of Target: One or 2 Held Objects

of Focusat one time. Pain, he may run despit@/eaknessetc. Duration: Instantaneous

OO0G Statement:“Focus” While under the effect dfree Action Description: Fumble has the Withhold
the user is immune (say “No Effect”) to effect on a single weapon being held by a

Forget any Bind, Flatten, Paralyze, Snare, Stun,target. If raised to Power Level Rumble
School: Psi6 or Trip effect of Power Level 3 or lower. can have either the Disarm effect for a

Base:Gesture

Target: One Creature with a Mind
Duration: Instantaneous

Description: This spell will make one

He is also immune (“No Effect”) to any
Gust of Windor personal restraint that is
Power Level 3 or lower.

Free Actionmay be initiated at any

single item or the Withhold effect for
weapons in both of the target’s hands. If
raised to Power Level 3Fumble can
have the Shatter effect for a single item

creature forget the last 10 minutes. Thetime, even after an effect has successfullyor the Disarm or Withhold effect for

creature will permanently lose all affected the rogue.
memory of the 10 minutes leading up to
the timeForgettook effect. This memory Free Action he must role-play as such;
can be restored by the spRkstoratiorif

cast within the same day or WBestore his path.Free Actionalso does not make

If a character is blinded while using

items in both hands.
Fumble will not affect a two-handed
weapon in the hands of someone trained

he can still move freely, but he cannot seewith it unless it affects both hands. As the

weapon is a single item, a Power Level 3

Mind if cast within the same event. If the the user immune to spells that may affectFumbleis able to Shatter it.

memory is not restored by the end of thehis will (Despair, Charm, Mind Control,
event in which it was lost, it is gone Delusion, Command etc.), so even
forever unless a GM says otherwise.

After being subject td-orget you
realize that you were made to forget
something (though obviously not what).
Incantation: “[Spell Prefix] | cause you
to forget the last ten minutes.”

want to.

day.
OO0G Statement:“Free Action”

Freeze Limb
Fortitude School: Nat3
School: Fgt5 Base:Gesture or Weapon
Duration: Instantaneous Target: One Creature
Description: Fortitude provides one Duration: 5 Minutes

Active Resistance Level against any type Description: Freeze Limb has the

Incantation 1: “[Spell Prefix] | force you
to withhold your [name weapon],

though he is free to move, he may notEssence 1.”

Incantation 2a: “[Spell Prefix] | disarm

Free Actioncan only be used once per you of your [name item], Essence 2.”

Incantation 2b: “[Spell Prefix] | force
you to withhold both your weapons,
Essence 2.”

Incantation 3a: “[Spell Prefix] | shatter
your [name item], Essence 3.”
Incantation 3b: “[Spell Prefix] | disarm
both of your hands, Essence 3.”

Gather Components

of Spirit, Sonic, or Fear Effect. This Paralyze effect one creature’s arm or legSchool: Misc

Resistance Level is sufficient to negate aso that it cannot move it for 5 minutes.
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Description: Gather Componentss a  question, though if it is not possible, you write the glyph's effect, Power Level,

representation of your character's will not get an answer at all. and Effect Type.

familiarity with methods of properly To useGather Informationlog in to The caster may choose any gesture-

harvesting natural components for use inthe Magestry Database, select yourbased spell as the effect of a glyph, but it

Alchemy, Toxicology, and possibly other character's name from the dropdown must be a spell he is able to cast. Upon

things. Natural components, in-game, aremenu, and click the View Character creating the glyph, the caster spends two

represented by props such as artificialbutton. Then, go to the Information spell slots: one foiGlyph and one for

plants or animals or painted rocks, all of Gathering area near the bottom of thewhatever spell is going to be the effect of

which are labeled with component tags. page. Click the Gather Information the glyph.

In the absence of other props, labeledbutton and fill in the appropriate fields. Once a glyph is placed, it cannot be

Popsicle sticks will be used to representSubmitting one Gather Information moved nor its effect changed. It will last

components. request will use one of your character’'s until the end of the event unless it is
All components fit into one of four available between-game days. removed by another skill.

categories, which are labeled by  With the Gather Information skill A caster cannot be affected by his own

frequency: common, Uncommon, Rare, gained as a grade 8 baggage skill in theglyph and may choose to unmake it

and Very Rare. The first time you acquire school of Stealth, the character may without setting it off.

Gather Components, your character ischoose to use “Stealth” as his contact to  Glyphs may not be used in combat.

able to gather any Common component;represent that he is trying to gather See “Chapter 8: Adventuring” for more

the second time, any Uncommon information by eavesdropping or information on glyphs.

component; the third, any Rare sneaking into someplace where he can Under normal circumstances a glyph

component; and the fourth [and last] find answers. only lasts one event. If you want it to be
time, any Very Rare component. Every The cost increases by itself each permanent, you need magic ink equal to
natural component will have its additional time this skill is taken. the grade of the spell you are putting into
availability noted (if not, you can assume the glyph (or possibly some other magic
it is Common). Guardian substance that you can acquire in-game).

A component that has a signature onSchool: War8(b) A glyph is a Gaze Effect until it is set

the “Gatherer” line of its tag has already Description: Guardian allows a warrior  off. Once triggered, it delivers the spell
been properly harvested and can be takerto use his own skills to negate attacksthat was cast into it. Only Gesture-Based
by anyone. A harvested component will made against his allies. To do so, thespells can be cast into glyphs. The

remain potent until it used. person he is defending must be within outside of the glyph card reads, “Glyph,
See Chapter 11 for more information reach of his melee weapon. The guardianGaze Effect X.” Inside is written the

on AlchemyandToxicology must use the appropriatarry skill (or  spell's name and Power Level. The

like fighting skill) of a sufficient Power Power Level of a glyph’s Gaze Effect is 1
Gather Information Level to negate the attack. if the Glyph spell was cast at grade 7,
School:Misc OOG Statement: “Counterskill X.” Power 2 if it was cast at grade 8, and
Description: You know how and where Power 3 if it was cast at grade 9. The
to research people, places, events, itemsGaze Empowerment Power Level of the spell is whatever the
etc. During the in-game time between School: Sth10(fromStealth Focus Power Level was when it was cast into it,

events, this research is represented byDescription: Gaze Empowermentis but it cannot exceed the Power Level of
asking one question aboubne subject identical toMental Empowermerdxcept the glyph. Empowerment Levels from
that interests you; if you try to squeeze the user does not need to spend timeEmpowerment baggage skills may not be
multiple questions into one request, you meditating for it and it only works with used with either spell used when creating

will likely get a less helpful answer then Gaze Effects. a glyph.

if you had simply asked one direct Incantation: “[Spell Prefix] | imbue this
question. As long as this question is Glyph glyph with the power of [spell name].”
asked at least one week before an evenSchool:Mag7

you attend as the inquiring PC and you Base:Gaze, then Gesture Glyph Awareness

direct it toward a reachable in-game NPC Target: One Object School: Dmp6(b)

whom your character knows well enough Duration: One Event Description: Glyph Awarenessis an

to use as a contact, you will receive someDescription: Glyphis a spell that creates ability that allows you 3 seconds after
type of answer to your inquiry at the a glyph, which is a magic trap that can seeing a Glyph and knowing its effect to
beginning of that event. If you ask your have almost any effect, and any creaturedecide if you are going to dispel it or
guestion of a hostile NPC, an NPC who that sees it triggers it and is subject toallow it to go off on you.

doesn’t know your character well, or an that effect. A glyph is represented by a

NPC who doesn't know much (or piece of paper with a visible side and a Great [Skill Name]

anything) about the topic; you may get anhidden side. On the visible side, the Any skill with a name beginning with

unhelpful answer. We also recommend caster must write “Glyph, Gaze Effect X" Greatis either listed alphabetically by the
that you do not direct your question to (preferably along with the picture of second word in its name, or it is included
another Player Character or an extremelysome strange symbol to represent thein the description of the skill it is a great
powerful or unreachable NPC. If you do, glyph), and on the hidden side he mustversion of.

a different source will likely answer your
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Gust of Wind Confuse, Laughter, or Pain effect of cast at Power Level 3, up to 24 points of

School:Nat4 Power Level Zero or 1 that makes it pastdamage may be healed.
Base:Gesture his defenses. Additionally, he gains 2 Cure Woundsspells from Healing
Target: One Creature within 30 feet additional Cantrip uses and one Hands may instead be used in Missile-
Duration: One Minute additional Cantrip option that can be Based form (Power Level Zero missiles)
Description: Gust of Wind blows one chosen from any 5 of the other basicto deal damage to undead creatures (8
target 30 feet away from the caster andschools. damage is the maximum per missile).
keeps it at least 30 feet away for one Healing Handswill end after an hour
minute. The target may use oReat of Harm whether all of the Cure Wounds have
Strengthin response to one wind effect to School: Spt8 been used or not. Whiléealing Handss
prevent being blown away, but he may Base:Missile considered Touch-Based Enhancement
not approach the caster. Target: One Creature for the caster, the individualCure
This wind will not blow away Duration: Instantaneous Wounds spells that are distributed are

inanimate objects or creatures that areDescription: This spell instantly considered either Missile-Based or
lying flat on the ground. If you are lying damages all but one of a creature’s Hit Touch-Based Instant.

on the ground but are conscious duringPoints. (Example: Lucian of the Flowing
Gust of Wind you will not be blown To undeadHarm has the effect of the Locks castsHealing Hands at Power
backward even if you don’'t udeeat of  spellHeal Level 3, giving him 24 total points of
Strength but you will be considered Incantation: “[Spell Prefix] | harm you Cure WoundsHe heals one person for 7
flattened as per the Flatten effect. of all but one Hit Point.” points; another for 5 points; throws a
Gust of Windwill still blow you packet at a skeleton while casting, “By
backward even if one or both of your Heal the power of my spirit, 1 cure your
legs are unusable (as fronCripple, School:Nat8; Spt8 wounds, 8 hit points, Spirit Zero”; and he
Freeze Limb, Stynor Magic Bond}. A Base:Missile or Touch (Instant) still has 4 points worth o€ure Wounds
target cannot be attacked with a meleeTarget: One Creature to use before the hour ends.)
weapon by the caster @ust of Windif Duration: Instantaneous Incantation: “[Spell Prefix] | grant

the spell is in the process of blowing him Description: Heal instantly restores one myself a healing touch.”
away (even if the caster can “run faster” living creature’s physical body to its
than the target is being blown). normal state. It heals all Hit Point and Health
Gust of Winddoes not necessarily natural armor point damage, regeneratesSchool: Sptl
blow the target in the direction that the any and all nonfunctioning limbs, Base:Touch (Life)
caster points. The target actually hasneutralizes all poison, and removes all Target: One Creature
some decision as to which way he goes,disease and paralysis. Howevdigal Duration: Until Used
as long as each step he takes brings hinwill not revive a creature that has Description: Health grants one target
farther from the caster while he is still received a Final Blow, and it will not one temporary Hit Point.
within 30 feet. Walls or other barriers do remove effects that use outside forces tolncantation: “[Spell Prefix] | grant
not stop him from being blown farther restrain the body (e.gentangle Magic  you/myself health, one Hit Point.”
away unless there is no direction he canBonds Gust of Wingdetc.)
step that brings him farther from the Heal can also be used as a missile-Health, Lesser

caster. based spell to damage an undeadSchool:SptO
Very strong creatures may not becreature; to it, this has the effect of a Base:Touch (Life)

affected byGust of Wind Harm spell. Target: One Creature

Incantation: “Gust of Wind, Lightning Incantation: “[Spell Prefix] | heal your Duration: 10 Minutes or Until Used

Zero.” entire body.” Description: Lesser Healthgrants its
target one Temporary Hit Point. This Hit

Hamstring Healing Hands Point will vanish after 10 minutes if

School: Sth5 School: SpH8; Spt8 unused.

Duration: Instantaneous Base:Touch (Enhancement) Incantation: “[Spell Prefix] | grant

Description: Hamstring has the same Target: Self-Only you/myself health for 10 minutes, one Hit

effect asCripple. However, Hamstring  Duration: One Hour or Until Used Point.”

can only be used by an attacker that is inDescription: Healing Handssurrounds
Backstab position. (See Chapter 3 forthe caster's hands with a healing energy,Health, Improved

details on backstab skills.) granting him the ability to cast a number School: War7(Specializatioh
OOG Statement: “Backstab Cripple, of Cure Woundsspells. Each of these Base:Touch (Life)
Body 2.” Cure Woundsspells may heal up to 8 Target: One Creature
points of damage to one target. The casteDuration: Until Used
Hardened Mind may deal out th€ure Woundsspells in  Description: Improved Healthgrants one
School: Psi10(b) any amount amongst several creaturestarget 4 temporary Hit Points.

Description: A psionicist who has but no more than 16 total points of Incantation: “[Spell Prefix] | grant
reached the highest grade of studydamage may be healed with one castingyou/myself improved health, 4 Hit
becomes immune (“No Effect”) to any of Healing Hands(at Power Level 2). If Points.”
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Health, Great

School: Spt7

Base:Touch (Life)

Target: One Creature

Duration: Until Used

Description: Great Health grants one
target 8 temporary Hit Points.
Incantation: “[Spell Prefix] | grant
you/myself great health, 8 Hit Points.”

Heat or Chill Weapon
School:Nat3(fromElemental Weapgn
Base:Gesture or Weapon

Target: One Object

Duration: Instantaneous

Description: The caster can magically

heat or chill one weapon or shield (not for Heroic Effect.)
armor or anything the target is wearing),

be used against any tangible damageDuration: One Hour

meaning it cannot be used againstDescription: Heroismis a mighty surge
Psychic, Spirit, or Astral damage. You do that enables its user to benefit from the
not need to have any armor points left toHeroic Effect for an hour. The Heroic
benefit from the damage reduction, you Effect grants the following four things:
only need to be wearing heavy armor. 1. Fast Healing One Hit Point every 10
seconds. (This will not stop a Final Blow,
but it will heal Shadow damage.)

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

Target: One Creature (Other-Only) 3. 8 uses ofeat of Strengtho be used
Duration: One Hour within the hour.

Description: The caster weaves a dream 4. One free use dimproved Stabilizeo
within a sleeping creature’s mind in be used within the hour (using it does not
which the creature is greater than itself. end the Heroic Effect).

Heroic Dreamsubjects its target to the A character cannot be subject to the
Heroic Effect. (SeeHeroismdescription Heroic Effect more than once each day,
even if they are from different sources.
Heroic Dream may be cast by the OOG Statement: “Heroism” or some

Heroic Dream
School: Drw9
Base:Touch (Enhancement)

dealing one point of damage to the holdersame caster more than once per day, but ather word or phrase chosen by the user
(considered dealt to the arm holding thesingle target can be subject to no more(and approved by a GM).

item) and disarming him of the item.
The damage that is dealt bjeat or

Chill Weaponis Hit Point damage: it

bypasses armor points,

and wearingdream.]” (Clarify the Heroic Effect if

than one Heroic Effect per day.

Incantation: “[Spell Prefix] | weave you Hypnotize Charm

a heroic dream, Psychic 5. [State School:Sth5
Duration: 5 Minutes

gloves or any other protective layer will necessary, and then awaken the target.) Description: Hypnotize Charmallows

not stop the damage. However, the

damage is also considered fire or iceHeroic Song

damage (respectively), and it can be School:Mst10

reduced by an appropriate reduction Base:Touch (Enhancement)
ability (fire reduction stops the heat, ice Target: One Creature (Other-Only)

the user to place one target under the
Charm effect. (Se«€Charm for details.)
The user must abide by the rules for
hypnosis (see Chapter 3).

OOG Statement:“Gaze Charm.”

reduction stops the chill, and regular Duration: One Hour
reduction stops either) or ignored by an Description: The Maestro plays such a Hypnotize Confuse

appropriate
Protection from Elemenks|f the target

resists or reduces the damage, he alsalescription for Heroic Effect.)

does not suffer thBisarm effect.
Heat or Chill Weaporcan be used

immunity (such as from Heroic Songthat its target is subject to School: Sth2

Duration: One Minute

Description: Hypnotize Confuselaces
Heroic Songmay be cast by the same one target under the Confuse effect. (See

caster more than once per day, but aConfusefor details.) The user must abide

the Heroic Effect. (See Heroism

either gesture-based or weapon-based. I6ingle target can be subject to no moreby the rules for hypnosis (see Chapter 3).

used weapon-based, the caster’s weapothan one Heroic Effect per day.

OOG Statement:“Gaze Confuse.”

must strike the object that he wants toIncantation: “[Spell Prefix] | inspire you
effect. Any weapon or shield can be with this heroic song, Sonic 5.” [Play or Hypnotize Control

heated or chilled, even one with a sing song.]
temporary or permanent enchantment,
item’s effect card statesHeroic War Cry

unless the
otherwise.
Incantation: “[Spell Prefix] | heat/chill
your/this [name item], Fire/lce X.” Or, as
weapon-based: “Heat/Chill
Fire/lce X.”

Heavy Armor
School: Fgtl(b); Misc
Description: Heavy Armorallows you to

Weapon,

School: Sth10

Duration: 10 minutes

Description: Hypnotize Controlallows
the user to place one target under the
Control effect as peMind Control The
user must abide by the rules for hypnosis
(see Chapter 3).

OOG Statement:“Gaze Control.”

School: War10

Base:Touch (Enhancement)

Target: One Creature (Other-Only)

Duration: One Hour

Description: Heroic War Crysubjects

its target to the Heroic Effect. (See

Heroismdescription for Heroic Effect.) Hypnotize Paralyze
Heroic War Crymay be cast by the School:Asn9; Sth9

same caster more than once per day, but ®uration: 5 Minutes

wear any type of armor and benefit from single target can be subject to no moreDescription: Hypnotize Paralyzeplaces

the Armor Points it provides.
“Chapter 5: Equipment” for details.
For each acquisition ddeavy Armor

after the first, you also gain one daily use

of Damage Reduction 3vhile wearing

heavy armor. This damage reduction maySchool: Fgt10

See than one Heroic Effect per day.

one target under the Paralyze effect. (See
Paralyzefor details.) The user must abide
by the rules for hypnosis (see Chapter 3).
OO0G Statement:“Gaze Paralyze.”

Incantation: “[Spell Prefix] | inspire you
to heroic deeds, Spirit 5”

Heroism
Hypnotize Sleep
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School:Drwe6; Sth7
Duration: 5 minutes
Description: Hypnotize Sleeplaces one
target under the Sleep effect. (Seleep

grade is written on the exposed portion of Inflict Wounds 4

its OOG effect card); the second time, he School: Spt5

can identify grade one substances; theBase:Missile

third time, grade 2; and so on until, at the Target: One Creature

for details.) The user must abide by the 10" purchase, he is able to identify grade Duration: Instantaneous

rules for hypnosis (see Chapter 3).
OO0G Statement:“Gaze Sleep.”

Ice Storm

School:Magestry 8

Base:Touch (Enhancement)

Target: One or more Creatures
Duration: Instantaneous

Description: This spell is exactly like
Elemental Stormexcept that ice is the
only energy option.

Incantation: “Ice Storm: Damage 3, Ice
Zero; Damage 3, Ice Zero; etc.” Or, (all
at once) “Ice Storm, Damage 3, Ice 2.”

Identify
School:Mag6

Base:Touch (Instant)

Target: One Creature or Object
Duration: Instantaneous

Description: Identify can be used one of

two ways. First, it can reveal the nature Incantation: “[Spell Prefix] | identify

of one magical or special item (potions
and scrolls included, including revealing
their expiration dates).

Secondly, it can reveal any and all
effects in effect on one willing or helpless
creature; it will reveal the Effect Type,
Power Level; and remaining duration of
each effectFalse Aurais an exception.

For an item that is not accompanied

by an item or effect cardigentifymust be

cast in the presence of a GM. At the time School: Sptl
of casting, the caster must be able to sedBase:Missile
the item and be close enough to touch it.Target: One Creature

If cast upon a containeddentify will

reveal how many magic objects it
contains, including but not limited to:
scrolls, potions, and glyphs. It will not
reveal the nature of any of the items
except for the glyphs. Other types of

items each require their own casting of Spirit 2.”

Identifyto reveal.
Incantation: “[Spell Prefix] | identify all
effects upon you/this.”

Identify Potion
School:Misc

Description: This  skill is a
representation of your character’s ability
to identify the function (and expiration

9 potions and toxins. Grade 10 potions Description: Inflict Wounds 4deals 4
can only be identified by characters with points of damage to one target. If cast at
10 acquisitions ofdentify Potionand the an undead creaturlnflict Wounds 4will
ability to make at least one grade 10 instead repair 4 Hit Points.
Alchemyrecipe, and grade 10 toxins can Incantation: “Inflict Wounds 4, Spirit
only be identified by characters with 10 2.”

acquisitions ofldentify Potionand the

ability to make at least one grade 10 Inflict Wounds, Mass

Toxicologyrecipe. School: Spt9

Base:Area
Identify Spirit Target: All Creatures in Range
School: Spt0 Duration: Instantaneous

Base:Gesture
Target: One Spirit

Description: Mass Inflict Woundss a
massive burst of negative energy that
Duration: Instantaneous deals 2 Hit Points of damage to all living
Description: Identify Spirit will reveal  creatures within its range and restores 2
the identity of an undead creature or aHit Points to all undead creatures within
spirit as it was in life. This identity might its range.Mass Inflict Woundsmay be
be a simple as “a farmer” or as complexcast using any of the targeting areas
as the thing’s life historyldentify Spirit available to area-based effects.

does not change the target's attitude. Incantation: “[Targeting Area]: [Spell
Prefix] | Inflict Wounds upon you, 2 Hit
the spirit before me, Spirit 0.” Points.”

Improved [Skill Name] Instrument Mastery

Any skill with a name beginning with School:Mst10(b)

Improved is either listed alphabetically Description: Upon reaching Grade 10, a
by the second word in its name, or it is Maestro can master one instrument of his
included in the description of the skill it choice. Instrument Masterygrants three

is an improved version of. benefits to the Maestro, provided he is
playing his mastered instrument:

1. Instrument Empowerment: Adds 2
uses to Maestro’'s Empowerment Pool
and allows him to prepare empowerment
uses (for later use) by playing his
Duration: Instantaneous instrument for 3 minutes.

Description: Inflict Wounds 1deals one 2. The Maestro may useountersong
point of damage to one target. If cast atto counter an area-based spell, as long as
an undead creaturlnflict Wounds will the incantation of the spell uses the prefix
instead repair one Hit Point. “By the power of.” Also, for this purpose,
OOG Statement: “Inflict Wounds 1, his Countersongmust be no less than
Power Level 3.

3. The Maestro is able to cast spells by
the power of music even when silenced,
deafened, or blinded. The spell prefix
becomes, “Through the power of my
instrument/[name instrument type].”
Duration: Instantaneous Voice is an acceptable “instrument”
Description: Inflict Wounds 2deals 2 option for use with the first ability
points of damage to one target. If cast atgranted bylnstrument Masterythough
an undead creaturlnflict Wounds 2will not for its second or third abilities.

Inflict Wounds 1

Inflict Wounds 2

School Nec7Specializatioly Spt3
Base:Missile

Target: One Creature

date) of an alchemical potion or a poisoninstead repair 2 Hit Points.

without having to use the substance. TheOOG Statement: “Inflict Wounds 2,

first time you buyldentify Potion your
character is able to identify potions and
toxins of grade O (a potion’s or poison’s

Investigator
School: Sth8(b)

Description: Investigator is an ability
that allows you to use "Investigation" as a

Spirit 2.”

94



source when usingsather Information Incantation: “[Spell Prefix] | grant the learner must have all the pre-

between games. you/myself a will of iron.” requisites for, and has not already been

Additionally, Investigator adds the taught, the skill that is being learned.
skill Focusas a Cantrip option for your Knowledge Learn can only be used in this way once
character. IfFocusis already a Cantrip School:Misc per event.

option for you, Investigator will grant  Description: Your character has and Learnalso allows a character to learn
you the ability to activate a second use ofcontinues to acquire knowledge about aa skill from a special book of instruction.
Focuswhile you already have one active, particular subject. The subjects you can Learnmay only be purchased once.
gaining you a +2 Spot bonus for 10 choose from are History, Nature,

minutes or until the duration of the first Languages, Local, Secrets, Future, TheLesser [Skill Name]

Focusexpires. Dimensions, and Random. At the start of Any skill with a name beginning with
each event, you will be given a bit of Lesser is listed alphabetically by the

Iron Will knowledge in the area you have chosensecond word in its name.

School:Psi3; Spt4 You may purchase as many uses of

Base:Touch (Spell Protection or Instant) Knowledgein as many different subjects Life Drain 4

Target: One Creature as you wish, though the game may have &chool:Nec6

Duration: Until Used or Instantaneous  cap on how many you many responsesBase:Missile or Weapon

Description: Iron Will grants its target you can get before each game. The cosfTarget: One Creature

one Passive Resistance Level against angoes not increase with each purchase. Duration: Instantaneous

type of Gaze Effect (of any Effect Type) Just as in real life, knowledge gained Description: Life Drain 4 drains up to 4
or any Gesture-Based or Area-Basedfrom this skill may not be factual. For Hit Points from the target and gives 4 Hit
effect with the Psychic, Spirit, or Sonic example, secrets may be untruthful Points to the caster.

Effect Type. rumors, and a vision of the future might OOG Statement: “Life Drain 4, Spirit
Empoweringron Will to Power Level never come to pass. 2.” (Weapon-based would be Spirit 1.)

2 makes itImproved Iron Wil] which

provides 2 such Passive ResistanceLaughter Light

Levels. Empowerindgron Will to Power  School:Psil School:None (Cantrip)

Level 3 makes itGreat Iron Wil Base:Gesture or Missile Base:Touch (Instant)

providing 3 Passive Resistance Levels. Target: One Creature Target: One Glow Stick
Passive Resistance Levels can be useBuration: 10 seconds Duration: One Glow Stick

all at once or one or two at a time, Description: This spell causes one Description: Light activates its

depending on the Power Levels of thecreature to laugh uncontrollably for 10 component (a glow stick) and creates a

effects that hit the target. Whenever seconds. A laughing creature can defendmagical light.

responding to an effect, state, “Iron itself but may not attack or cast spells of Light may be cast by the power of any

Will,” “lron Will 2,” or “lIron Will 3" any type. magic school that you have access to. If

depending on the number of Resistancelncantation: “[Spell Prefix] | cause you you have access to no magic schools, it is

Levels used to negate the effect. Powerto laugh uncontrollably for 10 seconds.” cast by the power of Magestry.

Level Zero effects bypass Passive Incantation: “[Spell Prefix] | create

Resistance Levels fromlron Will. Learn light.”

However, you may choose to use oneSchool:Misc

Resistance Level frodmon Will to negate Description: Learn represents a natural Light Armor

a Power Level Zero Area-Based effect aptitude for learning and has several usesSchool: Misc

(but not a Power Zero Gesture-Based Firstly, it allows a character with the skill Description: Light Armor allows a

effect) with the Psychic, Spirit, or Sonic Alchemyor Toxicologyto dissect a potion character to benefit from the Armor

Effect Type. For that one purposeon or poison to learn its recipe. The recipe Points of the light armor that is worn by

Will can be considered Active Resistance.can only be learned if the characterits player. See “Chapter 5. Equipment”
Iron Will can also be cast as a Touch-already has all of the prerequisites for it. for details.

Based (Instant) spell to dispel effects Similarly, a character with the skiRead This skill may only be purchased

from one target. lfron Will is cast as a Magic can usd.earnto learn an Add-On once.

Spirit Effect (as from the school of skill from a scroll, provided he already

Spiritualism), it will remove all Spiritand has the prerequisites for that skill. Lightning Bolt

Sonic effects that it meets or beats theLearning from a scroll or a potion School:Magestry 5

Power Level of. If cast as a Psychic destroys the item; it cannot be used forBase:Missile

Effect (as from the school of Psionics), it any other purpose. Target: One Creature

will remove all Psychic and Sonic effects  Additionally, a character withearn, Duration: Instantaneous

that it meets or beats the Power Level of.if taught a skill in-game by a character Description: A magical bolt of lightning

However, Iron Will will not dispel any with the skill Teach may consider the jumps from the caster’s hand, dealing 5

Hit Points, Armor Points, or Passive lesson to be aProfound Lesson(see points of damage to its target.

Resistance Levels, even if they cameProfessions & Prestigéor a description OOG Statement: “(Lightning Bolt,)

from Psychic, Spirit, Sonic, or Gaze of Profound Lesson This may only Damage 5, Lightning 2.”

sources. happen if lesson is legitimate, meaning
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Literacy Base:Gesture or Missile A Magic Cageor any spell likeCircle
School:Misc Target: One Creature of Protection may be created inside
Description: If you do not purchase Duration: 5 Minutes anotherMagic Cageas long its boundary
Literacy, your character will not have the Description: Magical bonds appear is represented and is entirely within the
ability to read. It is the prerequisite for around a creature’s wrists and ankles sooutside cage. Onéispel Magic will
Read Magicand can be purchased only that its arms are bound together at thedispel aMagic Cagealong with any other

once. wrists and its legs are bound together atMagic Casedhat are inside it (though not
its ankles. circles that are inside it).

Maelstrom of Disruption Objects can still be held in the handsincantation: “[Spell Prefix] | create a

School: SpH9 of bound arms, but a creature with boundmagic cage.”

Base:Touch (Enhancement) arms cannot attack or cast spells (except

Target: Self-Only non-missile-based spells by the power of Magic Key

Duration: Instantaneous (all spells must its mind). School:Magestry 4 (fromMagic LocR

be used within one minute) The caster can release the bonds omase:Touch (Enhancement)

Description: Maelstrom of Disruptions  the creature’s arms without removing Target: One Creature or Object

the result of the caster channeling thethem on the legs or vice versa, but onceDuration: Until Sunrise

positive energy of the Spirit Realm to the arms or legs are released, they cannoDescription: Magic Keybestows upon a

disrupt the negative ties that undeadbe rebound without casting the spell creature or object the ability to unlock
creatures have to the Voilflaelstrom of  again. one magic lock that is equal to or less
Disruption grants the caster 12 uses of A creature bound byagic Bonds than the Power Level of the key.
Destroy Undead either Missile-Based may still try to move (hopping squirming, Unlocking the lock does not dispel it, and
(Power Zero) or Weapon-Based (Poweretc.) and may feebly attempt to defendimmediately after unlocking it, théagic

1, but can be empowered in the same waytself (remembering that the torso cannot Keyvanishes.

any Weapon-Based spell is empowered).be shielded by an arm). It cannot be dealt One creature or object may only be

Any uses of Destroy Undead that remaina Final Blow if still conscious. under the effect of on#lagic Keyat a
after one minute will vanish. Incantation: “[Spell Prefix] | bind your time.

Maelstrom of Disruptioncannot be limbs together with magic bonds.” Incantation: “[Spell Prefix] | bestow
interrupted once the in-game portion of upon you the ability to unlock one magic
the incantation is complete, though it can Magic Cage lock up to Power Level X, Essence X."
be cancelled byispel Magicat Power School:Mag8
Level 3 or higher. Base:Touch (Enhancement) Magic Lock
Incantation: “[Spell Prefix] | channel Target: One Area School: Mag4
the Spirit Realm to sever such ties to theDuration: 10 Minutes Base:Touch (Enhancement)

Void, Spirit 3.” Description: The very essence of Target: One Object

Magestry is drawn into the shape of aDuration: Until Sunrise
Magic Attack cage, which can be as small as one cubi®escription: Magic Lock creates a
School: Fgt7 inch or as large as a building. If it is cast magical lock on a door, chest, or other
Duration: 10 Minutes outside, it can be no larger than 10’ x 10’ lockable object. Once cast, the lock

Description: Magic Attackis a technique and must be represented by somethingcannot be moved. Upon castimdagic
that, once activated, allows the user to(we recommend a brightly colored rope). Lock the caster must post a white OOG
use the Essence Effect Type on anyWhen cast over a building, each of the card on the object being locked. The card
attacks made with any weapon he wields. building’s doors should be marked with must read, “Magic Lock.” It must also

OO0G Statement:“Essence” an explanatory OOG note. reveal the caster's name, the date it was
Nothing except intangible beings, created, and the Power Level of the lock.
Magic Armor Area effects, and Gaze effects can pasgThe caster's name is OOG information,
School:Mag3 through Magic Cage(whether from the but all other information on the card can
Base:Touch (Armor) inside or the outside — state “No Effect” be determined in-game.)
Target: One Creature if any other ability hits it). Creatures The caster of Magic Lockcan grant
Duration: Until Used inside the cage together can affect eactpermission to a specific person to bypass
Description: This spell grants one other normally. that lock (and only that lock) for a stated

creature 2 magical (Magestry) armor  Magic Cagecan be lowered and raised amount of time. To do so, all he needs to
points. These armor points are damagedagain at will by the caster (and only the do is specify the lock and the window of
in combat before any other armor points caster) for its duration, but if the cage is time that the person is to be allowed to
or Hit Points. This spell cannot be lowered it must remain down for at least open it. The caster may also revoke this
stacked with any other that enhancesl0 seconds before it can be raised againright after it has been given. If Magic

armor points. Also, lowering or raising the cage Lock is cast upon the door to your

Incantation: “[Spell Prefix] | armor you requires that the caster be in contact withsleeping area, you have automatic

(myself), 2 Armor Points.” it and able to cast spells; it requires thepermission to pass through that lock, and
touch-based incantation, “[Spell Prefix] | the caster is unable to revoke that

Magic Bonds raise/lower this cage.” permission.

School:Mag6
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Magic Lockwill only lock a door (or Duration: 10 Minutes or Until Used
other object that is able to be accessedescription: Lesser Magic Armogrants
from more than one side) from the side its target one Temporary Armor Point.
the lock was cast upon. However, aThis Armor Point will vanish after 10
separate magic lock may be created onminutes if unused.
the other side. There cannot be more tharincantation: “[Spell Prefix] | shield
one magic lock on the same side of anyyou/myself for 10 minutes, one Armor
object. If a magic lock is created on an Point.”
object that already has a magic lock, the
lock with the higher Power Level will Mass [Skill Name]
prevail. Any skill with a name beginning with

Magic Lockcan, instead, be cast as theMass is listed alphabetically by the
spellMagic Keyif the caster chooses (see second word in its name.

Description: This skill is just likeSimple
Mechanics except it also allows a
character to pick a “Common” quality
mechanical lock or set or disarm a
“Common” quality trap. Unless
otherwise indicated, metal bonds such as
manacles are assumed to be locked with a
common quality lock, meaninGommon
Mechanics(or a higher-grad&echanics
skill) is required to pick them.

OOG Statement:None

Mechanics, Complex

description of that spell). School: Sth7

Incantation: “[Spell Prefix] | create a Mechanics, Simple Duration: 10 Seconds

magic lock, Essence X.” School: Sth2 Description: This skill is just like
Duration: 10 Seconds Common Mechanicsxcept it also allows

Magic Missiles Description:  This  skill is a a character to pick a “Complex” quality

School: Magl(b); Natl(b); Psil(b); representation of a character's knowledgemechanical lock or set or disarm a

Sptl(b) of traps, locks, and some other “Complex” quality trap.

Description: You are able to throw a
Magic Missile at will (without spending “Simple” quality mechanical lock or set
any skill slots), provided you have a spell or disarm a “Simple” quality trap. A
packet, foam rock, or

cannot be empowered), which also meanghem.
that they can be blocked by shields and
weapons in addition to other defensive use anyMechanicsskill.

abilities. GainingMagic Missilesin the Magic locks cannot be picked with
school of Magestry allows you to throw this skill.

magic missiles of the Essence Energy

Upon seeing a Trap Card (OOG white

mechanical things. It allows him to pick a OOG Statement:None

Mechanics, Great

any other character cannot attempt to pick a lock orSchool: Sth9
acceptable projectile weapon. All Magic disarm a trap without the use of thieves’
Missiles have a Power Level of 1 (and tools, but setting a trap does not requireDescription:

Duration: 10 Seconds
This skill is just like
Complex Mechanicexcept it also allows

It requires 10 uninterrupted seconds toa character to pick a “Great” quality

mechanical lock or set or disarm a
“Great” quality trap.
OOG Statement:None

Type. Gaining it in Nature allows any of piece of paper), a character with any Mending

the 4 Elemental Energy types, Psionicsmechanics skill has 10 seconds to decideSchool: Mag6

allows for the Psychic Energy Type, and if he is going to attempt to disarm the Base:Touch (Instant)

Spiritualism allows for the Spirit Energy trap. If he decides to try, he must openTarget: One Creature or Object

Type. When casting a Magic Missile, you the card and read its quality and effect. If Duration: Instantaneous

must include the words “Magic Missile” the trap is of a simple quality, he can useDescription: Mending instantly repairs

in your incantation; they are not optional. this skill to disarm it (rip up the trap card one item that has been shattered or

OOG Statement: “Magic Missile,  but do not litter). However, if he does not otherwise ripped or broken. If used to
[Energy Type] 1.” have a high enougMechanicsskill to  repair armor, it will repair up to 6 Armor
disarm the trap or simply decides not to Points worth. If used to repair broken
Magic Shield disarm it, the trap is sprung and his skill arrows, it can mend up to 12 at once.
School:Magl slot is not used. Disarming a trap takes atMending can also be used to repair a
Base:Touch (Armor) least 10 seconds to complete. If thecrippled, stunned, or injured limb, but not
Target: One Creature disarmer is interrupted during that time, a paralyzed one.
Duration: Until Used the trap is sprung. Incantation: “[Spell Prefix] | magically
Description: This spell grants one Glyphs cannot be disarmed with this mend this item/limb.”

creature one magical (Magestry) armor skill.

point. This armor point is damaged in The quality of the trap a rogue can setMental Empowerment

combat before any other armor points oris equal to théMechanicsskill he chooses School: Psi3(b)

Hit Points. This spell cannot be stackedto use for it. Traps are generally of one of Description: Mental Empowerment

with any other that enhances armorfour qualities: Simple, Common, when gained, either creates or adds to

points. Complex, and Great. See “Chapter 8:your Empowerment Pool. (See

Incantation: “[Spell Prefix] | Adventuring” for more information on description of Extra Empowermenfor

you/myself, One Armor Point.” traps and locks. details.) Up to 4 times each dayental
OOG Statement:None Empowermentallows you to gain a

benefit if you meditate for 3

uninterrupted minutes. Each time you do

this, you gain the ability for one of your

Power Level 1 skills (from any school) to

shield

Magic Shield, Lesser
School:Mag0
Base:Touch (Armor)
Target: One Creature

Mechanics, Common
School: Sth4
Duration: 10 Seconds
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be delivered at Power Level 2 without Levels gained fromMental Focuswill Base:Touch (Enhancement)

needing to spend a higher skill slot for it. vanish at sunrise. Target: Self-Only

If you use this benefit to empower one of A character cannot achieve any of theDuration: 10 Minutes otntil Moving
your own Missile-Based spells that is bonuses fromMental Empowermenbr  Description: As long as the caster of
already Power 2, you may cast that spellMental Healingin the same 3 minutes Mind Over Bodyremains perfectly [in-
as a quick-cast spell (assuming it is notthat he meditates foMental Focus game] still (OOG movement such as
already), meaning there is no spell prefix, however, he can meditate further to gainblinking, sneezing, or coughing is
but that spell must be from the school of the benefits of those other skills. Since allowed), he is immune (“No Effect”) to
Psionics. (For instance, rather than sayingthey are different, the effects can stack. all effects of Power Level 4 or lower,

the entire incantation fdfear, you could except for “Own Power” effects. Also
just throw your packet and say, “Fear, Mental Healing exceptions: Dispel Magic or Restore
Spirit 2.”) School: Psi4(b) Mind cast at Power Level 3 or higher will

As another option, instead of using aDescription: Mental Healing allows a  endMind Over Body
Mental Empowermenbenefit to raise a character to heal himself through Though virtually invulnerable, the
Power Level or quick-cast a spell, you meditation. He may heal one Hit Point of caster ofMind Over Bodymay be moved
may use it to cast any spell silently and damage for each minute he is able toas easily as one can move an unconscious
without needing to move. The incantation meditate uninterrupted. He is able to healbody, and the spell will not protect any
prefix becomes, “Through the silent up to 8 Hit Points each day in this way. items the caster is holding. (If the caster
power of [name school].” You may only The user cannot achieve any of theaccidentally moves as a result of being
use this ability with a spell that you have bonuses fromMental Focus, Mental carried, this spell will not end.)
access to (even if it is from a bestowmentEmpowerment or any other such skill BeginningMind Over Bodyrequires
or a scroll). during the same time that he meditatesthat the caster spend 10 uninterrupted
Alternatively, you may combine 3 of for this healing; however, he may forfeit seconds in meditation; though, during
your 3-minute meditations to gain the one use of eitheévlental Focusor Mental  this time he may recite the incantation.
ability raise the Power Level of one of Empowermento instead meditate for an Remaining inMind Over Bodyrequires
your skills that is already Power Level 1 extra minute to heal an extra Hit Point ultimate concentration, so the caster
or 2 to Power Level 3 without needing to throughMental Healing In this way, itis  cannot speak, move, or cast spells (even

spend a higher-grade skill slot for it. possible to useMental Healingto heal psionic) during its duration, but he will
You may not achieve any of the more than 8 HP per day. be peripherally aware of the things

bonuses fromMental Focus Mental happening around him.

Healing, or any other skill that requires Mind Control Incantation: “[Spell Prefix] | trace my

meditation in the same 3 minutes that youSchool: Psi8 corde to the Psychic Realm and call

meditates for Mental Empowerment Base:Gesture down the power to overcome all

however, you may meditate further to Target: One Creature with a Mind vulnerability.”

gain the benefits of other skills. Since Duration: 10 minutes
they are different, their effects can stack. Description: The caster completely Morale
Unused empowerments gained fromcontrols the actions of one creature, with School: Mst7(Specializatioly Psi7; Spt6
Mental Empowermentanish at sunrise.  a mind, for 10 minutes. The commands Base:Gesture or Touch (Enhancement)
the caster gives to his target must beTarget: One Creature

Mental Focus made verbally, meaning that other peopleDuration: One Minute or Until Used
School:Misc can hear them, unless the caster use®escription: Morale makes its target
Description: Mental Focus is a  Telepathyto talk to his target. immune (“No Effect”) to all Fear,

representation of a character’'s meditative  Mind Control cannot force a creature Confuse, and Pacify effects of a Power
ability and is the prerequisite to be able toto give up information or speak or Level equal to or less than the Power
cast magic from the school of Psionics. otherwise indicate truth if the creature Level of Morale. It will also dispel all
Four times per dayental Focusallows  would not normally be inclined to. The such effects at the time of casting.

you to gain benefits through meditation. target is able to lie to the caster. Alternatively,Morale can be cast as a
If you meditate for 3 uninterrupted However, if the caster orders the target toGesture-Based (Power Level Zero)
minutes, you will gain one Passive lead him to something hidden, the targetversion of Improved Health. These HP
Immunity Level (say “No Effect”) must obey if it knows where it is located. last until used, and because they are not
against the first Psychic or Gaze effect If the caster goes unconscious or diesTouch-Based, they can be stacked atop
that would otherwise affect you (i.e. you while controlling a target, the target will other Temporary Hit Points, provided the
have nolron Will or other protection in continue to obey his last order until the target does not have a combined total of
the way). Power Level 2 is the maximum spell’s duration ends. more than 8 Temporary Armor Points
that you can take no effect from. Power  After this spell has expired, the target and Hit Points.

Level Zero and Power Level 3 and up remembers everything he did and said. Incantation: “[Spell Prefix] | make you
will bypass Mental Focus without Incantation: “[Spell Prefix] | control immune to fear, confuse, and pacify

spending any of it. You may acquire your mind.” effects for one minute.” Or, “[Spell
Mental Focuamultiple times, gaining you Prefix] | grant you health, 4 Hit Points,
four uses each time. Unused Immunity Mind Over Body Spirit Zero.”

School: Psi7
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Morale, Mass The spells this can be used with are Neutralize Poisonwill even end the

School:Mst9; War9 Elemental Weapon, Elemental Stoend  effects of beneficial alchemical effects

Base:Area Elemental Flare This cannot be cast if that have the Poison Effect Type.

Target: All Creatures in Range you are silenced or dampened, and doing A poison or alchemical effect can only

Duration: See Description so does not restart the spell’s duration. be neutralized if it has a duration longer
Description: Mass Morale grants all 2. All numeric damage spells you castthan Instantaneous. This means that Hit

within its targeting area 4 temporary hit from the school of Nature are cast at +1Point damage, death, etc. that has been
points as perlmproved Health Mass damage (even storms and explosions and¢aused by poison cannot be reversed by
Morale may be cast using any of the spells from nature converted with Neutralize Poison

targeting areas available to area-basedlransform Spe)l This does not apply to The caster may choose, instead, to cast
effects. spells you bestow or scribe to scrolls. Neutralize Poisonas Purify Food and
Incantation: “[Area Target]: [Spell 3. Elemental Missile becomes a Drink.

Prefix] | grant youlmproved Health4  Cantrip option (as a cantrip, the +1 Incantation: “[Spell Prefix] | neutralize
Hit Points.” damage does not apply). all poison in your body (on this).”

Music Casting Nature's Refuge Nightmare

School: Mst9(b) School:Nat10 School: Drw7

Description: A Maestro that has reached Base:Touch (Enhancement) Base:Touch (Enhancement)

the ninth grade of ability may cast any Target: One Area Target: One Sleeping Creature
Spiritualism spell that he has access to byDuration: 10 Minutes Duration: 5 minutes

the power of Music; however, he must Description: Nature’'s Refugallows the Description: Nightmare subjects one
play or sing music to do soMusic caster to designate an area no bigger thasleeping target to a nightmare that will
Casting cannot be used when casting 10 feet in diameter to be a refuge to all continue to haunt him for 5 minutes after

from scrolls, items, or bestowments. creatures. This refuge must be in anhe wakes. During this time, he will be
outdoor environment and its border mustafraid of the object of his nightmare as

Natural Armor be constructed of natural materials per the Fear effect.

School: Misc; Nat6(b) (leaves, sticks, sand, etc.). This borderincantation: “[Spell Prefix] | weave you

Description: Natural Armorrepresents a need not be perfect and unbroken; it needa nightmare in which [finish sentence].

character’'s naturally tough skin and only be visible. When you wake, you will have a great

grants him one Natural Armor Point. Any creature that enters the refuge isfear of [finish sentence], Psychic 2.”

Natural Armor Points are damaged beforeautomatically and continuously calmed
Hit Points but after all Temporary Armor (it cannot act aggressively) and is Open or Close Portal
Points (from armor such as chainmail or immune to all aggressive actions while School:Hop7
spells such adlagic Shield. remaining there (say “No Effect”). Base:Touch (Instant)

Natural Armor Points act in all ways Creatures within a@Nature’s Refuge Target: One Portal
like other Armor Points, but they are that have physical bodies will heal one Duration: Instantaneous
healed in the same way as Hit PointsHit Point or Natural Armor Point every Description: The caster can open or
(though only after all natural Hit Points 10 seconds. The caster must remainclose a magic portal or gate that already
have been healed) and can even bewithin the refuge for the duration of the exists. Open or Close Portaldoes not
regenerated. At sunrise, a creature withspell; otherwise, it dissipates. allow its caster to create or destroy
Natural Armor will have one damaged Unlike Circle of Protectioncreatures portals unless it is modified by the skill
Natural Armor Point restored in addition can enter and leave this refuge at will Create or Destroy Portabnd the caster
to the normal two Hit Points. (except for the caster). The caster of ahas GM permission.

Natural Armor, being natural, does Nature’'s Refuganust inform any player Incantation: “[Spell Prefix] | open/close
not count against a character's +8 (OOG) that he has entered the area of thehis portal.”
maximum allowable Temporary spell.
Armor/Hit Points. Incantation: “[Spell Prefix] | make this

area a natural refuge, Nature 3.”

Natural Attunement
School:Nat10(b) Neutralize Poison
Description: You have become so School:Nat5; Spt6é
attuned with nature that you gain three Base:Missile or Touch (Instant)
benefits: Target: One Creature

1. Once per spell, you can change theDuration: Instantaneous
spell’s energy type to another elemental Description: Neutralize Poisomemoves,
energy type. Doing so requires that youfrom one target, all Poison Effects that it
touch the item or person under the effectmeets or beats the Power Level of.
of the spell and cast the spell say the(Drunkenness from alcohol is considered
incantation, “By the power of Nature, | a Power Level 1 Poison effect.)
convert the energy type of this [Spell
Name] spell to fire/ice/acid/lightning.”
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Opportunist Phantasmal Killer

School: Sth5(b) Paralyze School: Drw9

Description: Opportunist upon being School: Asn8; Mag8; Psi8 Base:Gesture

gained the first time, will create for you Base:Gesture Target: One Creature

an Opportunist Pool of 8 backstab attacksTarget: One Creature Duration: One Minute

to use each day. One of these uses mafpuration: 5 minutes Description: Phantasmal Killergives the

be spent to turn a non-backstab attackDescription: This spell causes the entire target the delusion that his worst fear is

into a backstab attack of a similar type, body of one creature to become haunting him. If this Delusion is not

and doing so will raise the Power Level paralyzed. The creature can still see anddispelled within one minute, the target

of the attack by one (though Power Level hear normally, but it cannot move any will be subject tdestroy Mind

4 or higher is not achievable in this way). part of its body other than its eyes. A Incantation: “[Spell Prefix] | send your

The skills available for this ar€ripple, creature may not cast spells whenworst fear to haunt you. Destroy Mind in

Crit [Number], Crit Paralyze,and Fatal paralyzed except non-missile-based spellsone minute, Psychic 3.”

Crit. So,Fatal Crit could be turned into by the power of the mind, nor is it able to

Fatal Backstaband Crit 5 could be use any active skills except foamproved  Poison Absorption

turned intoBackstab 5If a use granted Stabilize, Alertness, Mental Focus, School: Asn8(b)

by Opportunist is not used for this Mental Empowerment, Mental Healing Description: Anytime you use Passive

purpose, it may instead be used as aand anyHypnotizeskill. It also cannot Resistance Levels from Resist Poison

Backstab 3. make any in-game sounds at all, and ifagainst a poison attack of Power Level 1
Additionally, Opportunistallows the the player makes any OOG movement oror 2, you absorb the poison (say,

post-Rest Period uses dackstab 2 sound, he must clarify to any that witness“Absorb”) and may use it on a future

gained from Backstab Positioningto it that it was OOG. weapon attack. Poison attacks gained

instead be uses &fackstab 3 A paralyzed creature will fall to the from this are considered Touch-Based
If you acquire Opportunist an  ground if it is damaged to zero (0) Hit Enhancements and will vanish at sunrise

additional time after the first, it adds 2 Points. Also, it can be dealt a Final Blow if unused.

more uses to your Opportunist Pool. even if it has more than zero Hit Points,

Your Opportunist Pool remains separatebut if it is killed the paralysis will end as Poison Shield

from your Cantrip Pool, Specialization the creature drops to the ground. School:Natl
Pool, or any other type of Pool you might Incantation: “[Spell Prefix] | paralyze Base:Touch (Enhancement)
have. your entire body.” Target: One Creature

Skills gained fromOpportunist may Duration: Until Used
not be used to create technique scrollsParry Description:  Poison  Shield grants
potions, or to create or charge magic School:Fgt3; SpH7 (asmproved Parry immunity (say “No Effect”) to one
items. Duration: Instantaneous Poison Effect of the user’s choosing that

Description: Parry provides one Active is equal to or less than the Power Level

Pain Resistance Level against any type ofof Poison Shield
School:Mag3; Psi2 Missile-Based or Weapon-Based effect.  Poison Shieldannot ever be stacked.
Base:Gesture This Resistance Level is sufficient to Incantation: “[Spell Prefix] | grant
Target: One Creature negate such an effect of Power Levelyou/myself immunity to one poison
Duration: 10 seconds Zero. effect up to Power Level 1, Body 1.”

Description: You momentarily cause one EmpoweringParry to Power Level 2

target great pain. The target must fall to makes itimproved Parry(call “Parry 2”),  Power Attack

the ground, but it may crawl. It can speak which provides 2 such Active Resistance School:War9 (Baggage)

haltingly, but it cannot cast spells. It Levels. EmpoweringParry to Power Description: Power Attackincreases the
cannot attack but may defend as best as itevel 3 makes iGreat Parry(call “Parry  damage of all of a character’s numerical

can from the ground. 3"), providing 3 Active Resistance Crit skills by one (i.e. £rit 4 becomes a

Incantation: “[Spell Prefix] | bring you Levels. Crit 5). It will notincrease the damage of

great pain for 10 seconds.” Parry cannot be used to negate anany backstab attack, any spell, or any
effect already in progress. regular attack that deals one (1) point of

Pain, Mass Parry may not be wused while damage.

School:Nec9 weaponless unless the user is skilled in

Base:Area unarmed combat, and, no matter whatPower Nap

Target: All Creatures in Range weapon skill he has, he cannot lsery  School:Drw10 (Baggage)

Duration: 10 seconds or Improved Parnyif both of his arms are Description: A dream weaver who has

Description: Mass Pain subjects all bound or unusable. Great Parry  reached the peak of his ability can, once
within its targeting area to the Pain effect however, may be used even if the user isper day, place himself into a very restful
(seePain). Mass Painmay be cast using not holding a weapon he is proficient slumber. As long as he is conscious, he
any of the targeting areas available towith or if both of his arms are bound or may decide to fall to the ground (or into

area-based effects. unusable. his bed) and go instantly to sleep. While
Incantation: “[Targeting Area]: [Spell OOG Statement:“Parry X" sleeping, he is invulnerable to all
Prefix] | bring you great pain.” weapons, spells, poison, and disease.
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Basically, he is invulnerable to all harm, In addition to money, most “No Effect”) that may be used against
but his body can still be moved normally. professions provide a discount to any magical effects; however, it is
This slumber can last for any amount of purchase Profession-Based Skills. ineffective against any effect higher than
time as long as it is no shorter than 10Profession-Based skills are skills that Power Level 2, and any unused Immunity
minutes. allow characters to, among other things,Levels will vanish after 10 minutes.

A dream weaver under this effect make and repair in-game items. For a(Stopping a Power Level Zero effect
cannot be awoken except bgestore complete list of Profession-Based skills, requires one Immunity Level.) While
Mind or Dispel Magic cast at Power see the supplement entitl&tofessions Protection from Magidasts, the user also
Level 3 or higher. Also, if the player & Prestige,available at Magestry.com. says “No Effect” to all Flare effects that

awakens naturally from real, OOG, sleep, deal numeric damage (doing so does not

the effect will end unless he continues to Protection from Elements spend any Immunity Levels).

role-play that his character is asleep.School:Nat7 Protection from Magic can be

Power Napends with the passing of the Base:Touch (Shielding) empowered to Power Level 3, which will

Magestream if not sooner. Target: One or More Creatures give the user 12 Active Immunity Levels
Once the dream weaver awakens, héDuration: 10 Minutes or Until Used instead of 8, and stopping up to Power

will find that any Hit Point damage he Description: Protection from Elements Level 3 attacks becomes possible.
had suffered before going to sleep will provides 8 Active Immunity Levels (say At the time of castingrotection from
have been healed. “No Effect”) that may be used against Magic, the caster may divvy out the
Technically, during this sleep, the any effects of any of the 4 elemental available Active Immunity Levels to any
Dream Weaver is conscious within the energy types (fire, ice, acid, or lightning); number of people in any combination.
Dream Realm. If he is involved in a however, it is ineffective against any For everyone, the Immunity Levels
module which sends him to the Dream effect higher than Power Level 2, and anygranted are considered Touch-Based
Realm, he may activate this ability before unused Immunity Levels will vanish after (Shielding), and they can only use them
entering and find, once inside, that he is10 minutes. (Stopping a Power Level against effects up to the Power Level that
benefiting from the Heroic Effect as per Zero effect requires one Immunity Protection from Magiavas cast at.

the spellHeroic Dream Level.) While Protection from Elements Incantation: “[Spell Prefix] | grant
lasts, the user also says “No Effect” to all you/myself X active immunity levels

Profession Flare effects that have deal elementalagainst magic effects, Essence X.”

School:Misc damage (doing so does not spend any

Description: Purchasing this skill allows Immunity Levels). Protection from Normal Weapons

your character to earn a living at a type of  Protection from Elementscan be School:Magl0; Psil0

profession. The first time purchased, heempowered to Power Level 3, which will Base:Touch (Shielding)

will be considered an Apprentice and give the user 12 Active Immunity Levels Target: One Creature

earn 3 silver pieces per event; the secondnstead of 8, and stopping up to PowerDuration: 10 Minutes

time purchased, he will be considered alLevel 3 attacks becomes possible. Description: Protection from Normal

Journeyman and earn 10 silver pieces (1 At the time of castingrotection from  Weaponsprovides 8 Active Immunity

gold crown) per event; the third time, he Elements the caster may divvy out the Levels (say “No Effect”) that may be

will be considered a Master and earn 20available Active Immunity Levels to any used against any non-magical Weapon-

silver pieces (2 gold crowns) per event. number of people in any combination. Based or Missile-Based effects; however,

This money represents your character'sFor everyone, the Immunity Levels it is ineffective against any effect higher

business between events and will begranted are considered Touch-Basedthan Power Level 3. (Stopping a Power

received at check-in. You will only (Shielding), and they can only use them Level Zero effect requires one Immunity

receive one event worth of payment for against effects up to the Power Level thatLevel.) As these Active Immunity Levels

each game played with this character. Protection from Elementsas cast at. are used, they will regenerate at a rate of
Your character is allowed to hold Alternatively, the caster ¢frotection  one every 10 seconds, but no more than 8

multiple professions, but he must from Elementscould spend one of its may be held at one time.

advance through the ranks in each ofActive Immunity Levels to instead grant Incantation: “[Spell Prefix] | grant

them separately, and no matter how manyone targetDimension Survivalfor an  you/myself 8 regenerating active

he holds, his income will not exceed four hour. This Dimensional Survival is immunity levels against non-magical

gold crowns per event played. When considered Touch-Based (Enhancement).effects, Essence 3.”

becoming an Apprentice in any Incantation: “[Spell Prefix] | grant

profession the cost is 30 skill points, to you/myself X active immunity levels Protection From Undead

become a Journeyman the cost is 60against elemental effects, Body X.” School: SpH7
more, and to become a Master the cost is Base:Touch (Shielding)
90 more. Protection from Magic Target: One or More Creatures

Becoming a Journeyman or a MasterSchool: Dmp8; Hop8; Mag8 Duration: 10 Minutes or Until Used
in a Profession does not require Base:Touch (Shielding) Description: Protection from Undead
additional teaching, though it is Target: One or More Creatures provides 8 Active Immunity Levels (say
considered good role-playing to be Duration: 10 Minutes or Until Used “No Effect to Undead”) that may be used
instructed and/or practice often. Description: Protection from Magic against any attacks made by undead

provides 8 Active Immunity Levels (say creatures; however, it is ineffective
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against any effect higher than PowerIncantation: “[Spell Prefix] | grant scroll, bestowment, or one of his own
Level 2, and any unused Immunity you/myself X active immunity levels unused skill slots Literacy is not
Levels will vanish after 10 minutes. against Psychic, Spirit, Gaze, and Sonicrequired to emulate a scroll). The scroll,

(Stopping a Power Level Zero effect effects, Psychic/Spirit X.” bestowment, or skill slot of the skill that
requires one Immunity Level.) While is emulated is not spent. The emulated
Protection from Undeadasts, the user Psychic Armor skill is used at any Power Level, 0-3, that
also says “No Effect” to all Flare effects School:Psi4 the caster chooses (but nothing can be
from undead creatures (doing so does noBase:Touch (Armor) turned into a Gesture-Based Power Zero
spend any Immunity Levels). Target: One Creature effect that is not already Gesture Zero).
Protection from Undeadcan be Duration: Until Used The caster has the option of making the

empowered to Power Level 3, which will Description: Psychic Armorgrants one incantation of an emulated Gesture-Based
give the user 12 Active Immunity Levels creature 2 temporary (psychic) armor or Touch-Based spell silent. He also has
instead of 8, and stopping up to Powerpoints and occupies his Armor Slot. the option of converting the skill's Effect
Level 3 attacks becomes possible. These armor points are damaged inType to Psychic. A single caster cannot
At the time of castingrotection from  combat before any other armor points oremulate the same skill more than once
Undead the caster may divvy out the Hit Points and psychic damage will not each day (even if from different sources).
available Active Immunity Levels to any bypass them. He cannot replicate the same skill (using
number of people in any combination. Incantation: “[Spell Prefix] | armor you any ability) more than once each day. He
For everyone, the Immunity Levels (myself) with psychic armor, 2 Armor cannot emulate a skill that he has

granted are considered Touch-BasedPoints.” replicated, nor can he replicate a skill he
(Shielding), and they can only use them has emulated.
against effects up to the Power Level thatPsychic Arrow Incantation: [Incantation of Emulated
Protection from Undeatas cast at. School: Psi3 Spell]
Incantation: “[Spell Prefix] | grant Base:Missile
you/myself X active immunity levels Target: One Creature Psychic Link
against attacks from undead, Spirit X.”  Duration: Instantaneous School: Psi5(b)

Description: Psychic Arrow deals 3 Description: Psychic Link is gained
Protection from Volition points of damage to one target. about midway in your studies in the
School: DrW8; Psi8; Spt8 Incantation: “(Psychic Arrow,) Damage school of MagestryPsychic Linkgrants
Base:Touch (Shielding) 3, Psychic 2.” the following abilities:
Target: One or More Creatures 1. You gain the Telepathic Link
Duration: 10 Minutes or Until Used Psychic Attack ability, which allows you to include extra
Description: Protection from Volition School:Asn8 targets in a telepathic conversation that
provides 8 Active Immunity Levels (say Duration: 10 Minutes you are already participating in. To do so,

“No Effect”) that may be used against Description: Psychic Attack is a you must cast an additiondlelepathy

any Psychic, Spirit, Gaze, or Sonic technique that, once activated, allows thespell for each new participant, and the
Effects; however, it is ineffective against user to use the Psychic Effect Type onincantation for each additional spell
any effect higher than Power Level 2, andany attacks made with any weapon hebecomes, “[Spell Prefix] | include you in

any unused Immunity Levels will vanish wields. this telepathic conversation.” Upon
after 10 minutes. (Stopping a Power OOG Statement:“Psychic” including a new creature in a telepathic
Level Zero effect requires one Immunity conversation, the duration dfelepathy
Level.) While Protection from Volition Psychic Bolt restarts for everyone involved.
lasts, the user also says “No Effect” to all School: Psi5 2. You gain the ability to caskill
Flare effects that deal Confuse, Pain,Base:Missile Replication once per day, which is a
Pacify, Fear, or Laughter effects (doing Target: One Creature touch-based (Bestowment) spell that
so does not spend any Immunity Levels). Duration: Instantaneous allows you to spend one of your Psionics
Protection from Volition can be Description: Psychic Boltdeals 5 points skill slots to replicate one skill in the
empowered to Power Level 3, which will of damage to one target. repertoire of a willing or helpless target,
give the user 12 Active Immunity Levels OOG Statement: “(Psychic Bolt,) as perReplicate Skilland add it to your
instead of 8, and stopping up to Power Damage 5, Psychic 2.” Bestowment Slot. The target must have at
Level 3 attacks becomes possible. least one use of the skill available and it
At the time of castingrotection from  Psychic Emulation must be an expendable tower skill of
Volition, the caster may divvy out the School:Psil0 grade 9 or lower, but the target will not
available Active Immunity Levels to any Base:See Description lose his use of the skill by your
number of people in any combination. Target: Target of Emulated Spell replicating it. You cannot replicate the
For everyone, the Immunity Levels Duration: Duration of Emulated Spell same skill more than once per day,

granted are considered Touch-BasedDescription: Psychic Emulation can  whether through this ability or through

(Shielding), and they can only use them emulate any skill that is Weapon, Missile, Replicate Skilland you cannot replicate

against effects up to the Power Level thatGesture, Gaze, or Touch-Based. To doany abilities that are only usable once per

Protection from Volitiorwas cast at. so, the skill must be grade 9 or lower, day. The replicated spell must be used at
Power Level 3 or lower, and from a
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its original Power Level and Effect Type; -Missile-Based, Gesture-Based, andPsychic Weapon
it cannot be empowered or modified. Area-Based Psychic Effects have their School:Psi5

3. You may cast one self-only Touch- stated effect. Base:Touch (Weapon)
Based spell on a person you are involved-You cannot attack or cast any spells, butTarget: One Weapon or Object
in a telepathic conversation with. The you can defend (including using Duration: 10 Minutes
spell must be from the school of Psionics, defensive techniques [e.Barry, Dodge, Description: Psychic Weaporenchants
and it cannot be a spell that is only ableDeflect, Combat Maneuverstc]) and one weapon with psychic energy,
to be cast once per day (likesychic you may use Gaze Effects. allowing any attack made with it to carry
Projection. You may also choose to -You can hear, see, understand, and speathe Psychic Effect Type. Psychic energy
confer one of your preparedlental as normal, but you cannot touch any itembypasses Armor Points unless they are
Focus or Mental Empowermenbenefits  (even if enchanted with Psychic energy). Psychic Armor Points (as frorRsychic
onto someone you are engaged in-You have unlimited castings of Psychic Armor).

Telepathywith. Only one spell or benefit Weapon. If a weapon under the effect of
is permitted perTelepathyspell that is -You can walk through doors and barriers Psychic Weapons shattered it will be
cast. such as Magic Cage and Circle of immediately dispelled.

4. You may convert a numeric damageProtection Incantation: “[Spell Prefix] | enchant
or weapon enchantment spell to shadow-You are not able to ingest anything. this weapon with psychic energy.”

energy, but the spell must be from the-Any items you are holding are
school of Psionics. You may do this up to completely immune to any effects, even Purify Food and Drink

8 times each day. Psychic Effects (say “No Effect”). School: Nat5; Spt6 (from Neutralize
-Any effects in effect on you when you Poison

Psychic Missile started your projection are left behind Base:Touch (Instant)

School:Psil with your body. You cannot be under Target: One Object

Base:Missile their effect while projecting, but they will Duration: Instantaneous

Target: One Creature return to you when your projection ends Description: Purify Food and Drink

Duration: Instantaneous unless their duration expired in the instantly removes all poison, disease, and

Description: Psychic Missiledeals 1 meantime. non-magical impurities from one serving

point of damage to one target. -If you are dealt a Final Blow while of food or drink (not an entire pot of

OOG Statement: “(Psychic Missile,) projecting, you return to the place where food, bottle of drink, etc.), regardless of

Damage 1, Psychic 2.” you originally cast the spell. Your body the Power Levels of those impurities. At
becomes tangible again, but you are in athe same timePurify Food and Drink

Psychic Projection trance (with the Destroy Mind effect) will also remove beneficial alchemical

School: Psil0 from which you cannot be awakened. effects that may be in the food or drink,

Base: Touch (Enhancement), Power After one minute, the trance ends and youbut it will not remove the magical

Level 5 awaken. properties of magically brewed drinks

Target: Self-Only -You may end your projection at any (such as Magestic Wine) unless the effect

Duration: One Hour (Once per Day) time by returning to the place it was castcard says otherwise. Some rare poisons,

Description: You leave your body in a and dismissing your spell. If the hour diseases, or other effects may not be
particular location and it, along with duration expires while you are away from removed by this spell, but in these cases,
items, melds with the earth. At that point, the place of casting, your body the accompanying effect card will be
a projection of yourself is created and rematerializes and you drop into the one-very clear.Purify Food and Drinkwill

appears to be holding whatever items youminute trance. have no effect on a poison or alchemical
were holding at the time of casting; theseIncantation: “[Spell Prefix] | project substance that has not been mixed into
items cannot leave your person while youmyself through the Psychic Realm.” food or drink, nor will it purify anything
are projecting. At the time of casting that is not a food or a drink.

Psychic Projectionyour Hit Points are Psychic Shield Incantation: “[Spell Prefix] | purify this
restored to full and you gain 8 temporary School: Psil food/drink.”

Hit Points. (You cannot benefit from Base:Touch (Armor)

armor even if your projection appears to Target: One Creature Quarry

be wearing it.) While projecting, you Duration: Until Used School: Asn9(b)

have the following properties: Description: Psychic Shieldgrants one Description: Quarry allows a character

-You are intangible (say “No Effect”) to creature one temporary (psychic) armorto, once per day, mark one quarry. The
everything except for Gaze Effects and point and occupies his Armor Slot. This quarry must be a person within eyesight.

Psychic Effects. armor point is damaged in combat beforeOnce marked, the user gains free
-You regenerate one Hit Point every 10 any other armor points or Hit Points and empowerments against that person, but
seconds psychic damage will not bypass it. only against that one person:
-Weapon-Based Psychic Effects do Incantation: “[Spell Prefix] | shield 1. All Power Level 1 Gesture-Based
nothing more than a single point of you/myself with a psychic shield, One Effects used against the quarry are
damage to you (say “No Effect to [effect Armor Point.” instead Power Level 2.

name]” and take one Hit Point of

damage).
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2. One Weapon, Missile, Gesture, or Description: Mass Ragesubjects all becomes fully usable again. It will not,
Gaze Effect that is normally Power 1 or 2 within its targeting area to the Rage effecthowever, restore use of any limbs if the

may instead be used as Power 3. (seeRagg. Mass Ragenay be cast using creature’s entire body is paralyzed.

3. Also, against the quarry, the userany of the targeting areas available tolncantation: “[Spell Prefix] | regenerate
may choose to use any Backstab attaclarea-based effects. your limbs.”
instead as a Crit attack of the same type)ncantation: “[Targeting Area]: [Spell
but at one Power Level lower. Prefix] I fill you with rage.” Regeneration

School:Nat9; Spt10

Rage Read Magic Base:Touch (Life)
School: War6 School: Misc Target: Self-Only
Base:Gesture Description: Read Magicallows your Duration: 10 Minutes
Target: One Creature character to understand magical scriptDescription: The caster of this spell will
Duration: 5 Minutes and cast spells from magic scrolls. Uponregenerate for 10 minutes. During this

Description: Rage fills one character purchasingRead Magi¢c you will be time, he will heal one Hit Point every 10
with such rage that he attacks the closesgiven a list of symbols representing seconds. The regenerating caster cannot
creature to him (even if it is a friend) Magestry’'s unique magical charactersbe subject to a Final Blow, as the
until it lies still on the ground. Once the and their English equivalents. regenerative power circumvents it.
first creature falls, the enraged character Read Magicis the prerequisite to be However, the caster will not regenerate
will attack the next closest standing or able to cast from the school of Magestry from a Death/Destroy effect or a Final

moving creature. An enraged characterand it may only be purchased once. Blow that was dealt by the Shadow

will never Final Blow a creature because Energy Type.

he will only attack things that are Refresh Cantrips A regenerating creature will not

standing or moving. An enraged School:Magl regenerate damage dealt by shadow

character does not receive the benefits oBase: Touch (Instant) energy. A Hit Point that is damaged by

the skill Berserker Rage Target: One Creature shadow energy will cease to regenerate;
If you do not have a weapon when Duration: Instantaneous however, if that Hit Point is then healed

under the Rage effect, you have 10 Description: Refresh Cantripgestores, by a healing spell oFirst Aid ability, it

seconds to retrieve one that is unattendedor one person, 4 Cantrip uses. becomes able to resume benefiting from

(using the proper method for taking a Incantation: “[Spell Prefix] | restore to Regeneration

weapon from an unconscious person ifyou/myself 4 cantrip uses.” Incantation: “[Spell Prefix] | grant

applicable [see Combat Chapter]). If you myself regeneration.”

cannot acquire a weapon within 10 Refresh Essence

seconds (an unarmed boffer counts as &chool:Mag6 Release

weapon fora character that can fight Base:Touch (Instant) School: Psi4

unarmed), you will pass out unconscious Target: One Creature Base:Touch (Instant)

as if affected by the skiWaylay You  Duration: Instantaneous Target: One Creature

may opt, in place of attacking with a Description: Refresh Essenceestores, Duration: Instantaneous

weapon, to attack with a spell, but that for one person, up to 6 skill grades worth Description: Release removes one
spell must be an offensive spell that doesof used skills from any school(s). creature from any bondage, Paralyze
not have a prefix (e.gMagic Missile, (Examples: one grade 5 skill and one effect, Snare effect, Bind effect, @ust
Death Word, Ice Stormetc.). Once you grade 1 skill; 6 grade 1 skills; one grade 6of Windthat it meets or beats the Power
have gone 10 seconds without casting askill; 3 grade 2 skills; etc.). IRefresh Level of. (Regular tied restraints are
spell or acquiring a weapon, you will go Essencés empowered to Power Level 3, considered Power Level 1.)

unconscious. This unconsciousness willit will restore up to 9 grades worth of Releasewill do nothing to remove the
last until the rage effect has expired. If used skills. One caster may not casteffect of Whirlwind, nor will it release a
you are awakened before the spell hasRefresh Essena the same person more creature from containment as per the
expired, you will continue to be enraged than once each day (whether as a towespellMagic Cageor simply being locked
and will pass out again in 10 seconds ifskill or from the Essence Linkaggage in a prison cell; it only works against

you cannot attack. This rule also appliesskill). personal effects.
to a character that is kept from combat Incantation: “[Spell Prefix] | restore X Incantation: “[Spell Prefix] | release
(Entangle, Paralyzeetc.), and it applies grades worth of your/my used skills.” you/myself from all bondage and
to a player who cannot participate in paralysis.”
combat as denoted by a yellow armband. Regenerate Limb
Incantation: “[Spell Prefix] | fill you School: Nat4 Remove Curse
with rage.” Base:Touch (Instant) School: Nat9; Spt7

Target: One Creature Base:Gesture
Rage, Mass Duration: Instantaneous Target: One Creature
School: Warl0 Description: Regenerate Limbnstantly  Duration: Instantaneous
Base:Area regenerates, for one creature, any numbebescription: This spell removes one
Target: All Creatures in Range of damaged limbs. Any limb that is (and only one) curse affecting one
Duration: 5 Minutes crippled, stunned, injured, or frozen creature if its Casting Level is equal to or
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greater than the level the curse was cassame skill that the same caster replicatedDescription: Resist Fearprovides one
at. This spell does nothing for magic, with Skill Replication (from Psychic Passive Resistance Level against the first
poison, diseases, or mind effects (unlesdsLink), and vice versa. Also, neither Fear Effect (including Nightmare

they are the result of a curse). replication ability can replicate any skill Phantasmal Killer and anyDelusionthat
Incantation: “[Spell Prefix] | remove higher than grade 9. would make your character fearful) that
this curse upon you.” Incantation: “[Spell Prefix] | enter your would otherwise make it through your
memory and replicate one of your skills: defenses and affect you each day. One
Remove Disease [name an available skill].” Resistance Level will negate a Power
School:Nat5;, Spt4 Level Zero Fear Effect, but only if you
Base:Missile or Touch (Instant) Resist Disease choose to use it for that purpose. (i.e. For
Target: One Creature School: Misc; Spt4(b) Power Level Zero Effects, this Resistance
Duration: Instantaneous Description: Resist Diseasprovides one Level is considered Active instead of

Description: Remove Diseaseemoves, Passive Resistance Level against the firstPassive.) However, you manot choose
from one target, all Disease Effects that it Disease Effect that would otherwise to use Resist Fearto stop any type of
meets or beats the Power Level of. (It make it through your defenses and affectGesture-Based Effect of Power Level
will not remove any effect with a you each day. One Resistance Level will Zero.

duration of instantaneous.) negate a Power Level Zero Disease Resist Fearcan be acquired multiple

Incantation: “[Spell Prefix] | remove all  Effect, but only if you choose to use it for times, allowing a character to gain one

disease from your body (from this).” that purpose. (i.e. For Power Level Zero additional Passive Resistance Level each
Effects, this Resistance Level is time.

Replicate Skill considered Active instead of Passive.) OOG Statement:“Resist”

School:Psil0 However, you maynot choose to use

Base:Touch (Bestowment) Resist Diseaseto stop any type of Resist Gaze Effect

Target: One willing or helpless Creature Gesture-Based Effect of Power Level School:Misc; Psi2(b), Sth6(b)

Duration: Instantaneous Zero. Description: Resist Gaze Effegrovides

Description: Replicate Skillallows the Using Resist Disease does not one Passive Resistance Level against the

caster to enter the mind of a willing or immunize your character against the first Gaze Effect that would otherwise
helpless creature and search for andisease it stops; if you come into contactmake it through your defenses and affect
expendable tower skill to replicate (a with it again, you will be affected by it you each day. One Resistance Level will
specific skill, not a generic skill slot). If unless you have another way to stop it. negate a Power Level Zero Gaze Effect,
the creature has access to a certain skill, Resist Diseasecan be acquired but only if you choose to use it for that
the caster may replicate it and copy it into multiple times, allowing a character to purpose. (i.e. For Power Level Zero
his own memory as a touch-basedgain one additional Passive ResistanceEffects, this Resistance Level is

(Bestowment) that occupies his Level each time. considered Active instead of Passive.)

Bestowment Slot. Once the caster OOG Statement:“Resist” However, you maynot choose to use

replicates the skill, he may use it only Resist Gaze Effedb stop any type of

once. Resist Essence Effect Gesture-Based Effect of Power Level
Only one skill may be replicated at School: Misc Zero.

one time, and any unused replicated skillDescription: Resist Essence Effect Resist Gaze Effectan be acquired
vanishes at sunrise. If the caster ofprovides one Passive Resistance Levemultiple times, allowing a character to
Replicate Skill leaves the target's against the first Essence Effect thatgain one additional Passive Resistance
memory without replicating anything, it would otherwise make it through your Level each time.
has “No Effect.” (If one skill is not defenses and affect you each day. OneDOG Statement:“Resist”
available, the caster may choose another.Resistance Level will negate a Power
The target does not lose the skill whenLevel Zero Essence Effect, but only if Resist Magic
it is replicated; however, if he has already you choose to use it for that purpose. (i.e.School: Mage6(b); Misc
used all the slots in a particular grade forFor Power Level Zero Effects, this Description: Resist Magicprovides one
the day, skills from that grade cannot be Resistance Level is considered Active Passive Resistance Level against the first
replicated. instead of Passive.) However, you maymagical Gesture or Area-Based Effect
Replicate Skillcannot replicate any notchoose to usResist Essence Effdat  that would otherwise make it through
Heroic Effect or any effect that is only stop any type of Gesture-Based Effect ofyour defenses and affect you each day.
usable once per day. Also, it can only Power Level Zero. One Resistance Level will negate a
replicate an expendable (tower) skill. Resist Essence Effecan be acquired Power Level Zero Area Effect, but only if
A skill of any Power Level other than multiple times, allowing a character to the bearer chooses to use it for that
Zero or 4, when replicated witReplicate  gain one additional Passive Resistancepurpose. (i.e. For Power Level Zero Area

Skill, is used at Power Level 3. (This is Level each time. Effects, this Resistance Level is
not true, however, for the Skill OOG Statement:“Resist” considered Active instead of Passive.)
Replication fromPsychic Link the grade However, you mayot choose to use this

5 Psionics baggage skill.). Replicate Skill Resist Fear to stop any type of Power Level Zero
cannot replicate the same skill more thanSchool: Fgt6(b); Misc Gesture-Based Effect.

once per day, nor can it replicate the OOG Statement: “Resist”
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Resist Spirit Effecitan be acquired

Resist Poison multiple times, allowing a character to Resurrection

School: Misc; Nat4(b); Sth3(b) gain one additional Passive ResistanceSchool:Spt9

Description: Resist Poisormprovides one Level each time. Base:Missile or Touch (Instant)

Passive Resistance Level against the firsOOG Statement:“Resist” Target: One Creature

Poison Effect that would otherwise make Duration: Instantaneous

it through your defenses and affect you Restful Slumber Description: Once a character has been
each day. One Resistance Level will School:Drw8 dead for 15 minutes, his spirit is forced to
negate a Power Level Zero Poison Effect,Base:Touch (Enhancement) leave its body. IfResurrectionis cast
but only if you choose to use it for that Target: One Creature before his spirit leaves, the character will
purpose. (i.e. For Power Level Zero Duration: 3 Minutes return to life with one Hit Point.

Effects, this Resistance Level is Description: Restful Slumberputs a Resurrectionis only possible if more

considered Active instead of Passive.)creature to sleep as per the siglikep  than half of the dead character’s body is
However, you maynot choose to use but if the creature sleeps for 3 present (the condition of the body does
Resist Poisonto stop any type of uninterrupted minutes, when it awakensitnot matter). Any spirit can resist
Gesture-Based Effect of Power Level will benefit from the spellsHeal and  Resurrectionf it does not wish to return

Zero. Restoration to life (say "No Effect").

Resist Poisoan be acquired multiple Incantation: “[Spell Prefix] | send you Resurrectioncan also be used as a
times, allowing a character to gain one into a restful slumber.” missile-based spell to destroy one undead
additional Passive Resistance Level each creature or end &pirit Walk spell in
time. Restoration effect on another creature, but it cannot
OO0G Statement:“Resist” School:Mag9; Spt8 be used in its missile-based form to

Base:Gesture resurrect an unmoving corpse.
Resist Psychic Effect Target: One Creature Incantation: “[Spell Prefix] | resurrect
School: Misc; Psi6(b) Duration: Instantaneous the body before me.”

Description: Resist Psychic Effect Description: Restoration removes all

provides one Passive Resistance Levelkffects on a single creature that are notRiposte

against the first Psychic Effect that would restraints or bodily injuries. However, School:Fgt10

otherwise make it through your defensesRestorationwill only remove effects that Duration: Instantaneous, then the
and affect you each day. One Resistancdt meets or beats the Power Levels of. It Duration of the Returned Effect

Level will negate a Power Level Zero will not remove Instantaneous or Touch- Description: Riposte combines an
Psychic Effect, but only if you choose to Based effects. It will reverse the effects Improved Parry with a quick
use it for that purpose. (i.e. For Power of a Forget effect provided it meets or counterstrike. With it, you can counter
Level Zero Effects, this Resistance Level beats the Power Level of thEorget one Weapon-Based effect of Power Level
is considered Active instead of Passive.)effect and it is cast on the same day that2 or lower and then use that same effect
However, you maynot choose to use the Forget effect took hold (before once against any target as long as you use

Resist Psychic Effetb stop any type of sunrise). it within one minute. No matter what the
Gesture-Based Effect of Power Level Incantation: “[Spell Prefix] | restore you effect was or what the Power Level was
Zero. to normal.” when it was parried (obviously the Power
Resist Psychic Effedtan be acquired Level was 2 or lower), it will be Power
multiple times, allowing a character to Restore Mind Level 3 when you use it, and it will be a
gain one additional Passive ResistanceSchool:Psi9 “Crit” version of the effect, even if it
Level each time. Base:Gesture or Touch (Instant) wasn’t when it was used against you. The
OO0G Statement:“Resist” Target: One Creature with a Mind Effect Type of the skill, when you use it,
Duration: Instantaneous will be your choice of Body, the Effect
Resist Spirit Effect Description: Restore Mindnegates any Type of your weapon enchantment (if
School: Misc; Spt6(b) and all Psychic Effects (even beneficial any), or the Effect Type of the effect

Description: Resist Spirit Effeqbrovides  ones) with durations longer than when it was used against you. Examples:
one Passive Resistance Level against thénstantaneous that are affecting oneRipostecan parry a “Backstab 4, Psychic
first Spirit Effect that would otherwise target, and it restores any skills that have2” and allow you to then swing a “Crit 4,
make it through your defenses and affectbeen drained from that creatuRestore Body 3”; or, it can take a wood troll's
you each day. One Resistance Level willMind will reverse Destroy Mind even  “Snare, Acid 1" and turn it into a “Crit
negate a Power Level Zero Spirit Effect, though its duration is instantaneous. It Snare, Fire 3" (if you are using a fire
but only if you choose to use it for that does not, however, return skill slots that weapon).

purpose. (i.e. For Power Level Zero the subject has already used that day, nor After you useRiposteto block the
Effects, this Resistance Level is will it allow a character to remember initial effect, if you cannot effectively use
considered Active instead of Passive.)knowledge that was taken away uponthe effect on another target within one
However, you maynot choose to use visiting Death. minute, you lose the opportunity to do so,
Resist Spirit Effecto stop any type of Incantation: “[Spell Prefix] | dispel all  but your skill slot forRiposteis spent.
Gesture-Based Effect of Power Level psychic effects upon you up to Power 3,00G Statement: “Parry 2; [OOG
Zero. Psychic Zero.” statement of returned technique].”
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School Mastery
School:Misc

Description: The effect of School
Mastery will be determined by the staff
(from input from the player) depending

Description: Scribe Technique Scroll If a permanently-enchanted item has
works identically toScribe Spell Scroll special conditions under which it can be
except that the resulting scroll is a shattered, those conditions will be stated
technique scroll and not a spell scroll. on its item card for the wielder's
The character that scribes the scroll mustknowledge.

put his technique (such &atal Crit or Repairing a weapon, for a character

on the character and the school. The skillWaylay into it, thus spending it for the without the propeRepair Weaporskill,

may only usable once per

event;

day. Using a technique scroll is slightly requires 10 resting minutes, or it can be

however, based on what your skill does different than using a spell scroll. To do repaired instantly by Bendingspell.

and how long it last, the staff may allow so, the reader must also have the skill

Shatter may instead be used as a

you to have an extra grade 10 skill use onRead Magiand read the scroll aloud, but Cripple of the same Power Level if the
the days of the event that you do not useinstead of the effect being cast anduser desires.

your special effect.School Masteryis
also available for

Alchemy and Toxicology but, for

prestige classes, it will have a more technique
specialized use than it will for the more bestowment slot until it is used.

general schools of study.

Scribe Spell Scroll
School: Mag4(b); Misc
Description: Scribe Spell Scrolillows a

happening at that moment, the techniqueOOG Statement:“Shatter, Body 2"

prestige classes,vanishes from the scroll and is bestowed

upon the reader for later use. The Shining Armor

occupies the reader’'s School:SpH7; War7
Base:Touch (Armor)
Target: One Creature

See Spirit Duration: Until Used
School: Spt2(b) Description: A shroud of positive energy
Description: See Spirit allows a is stretched over one creature, granting it

character to clearly see what a spirit looks6 temporary armor points. These armor

spell-caster to create magic scrolls. Tolike; however, it does not change the points are damaged in combat before any

create one scroll, he must have half of aattitude of that spirit.
full sheet of parchment and one vial of

Magic Ink X where X is equal to or

other armor points or Hit Points.
OOG: If the person playing the spirit The armor points granted IShining
is wearing a spirit hood, he must lift it for Armor cannot be stacked with temporary

greater than the grade of the spell he isat least 10 seconds or otherwise clarifyarmor points from any other touch-based

scribing. He must use thdagic Ink to

inscribe a spell’'s description, duration,

incantation (prefix becomes “By the
power of these words, I”), Power Level,

OOG expiration date (one year from the School: Sth1l
day of scribing), and OOG player name Duration: Instantaneous
onto the parchment. Only one spell canDescription: Sense Poisoworks exactly

what or whom he looks like.
OOG Statement: “See Spirit”

spells.

Incantation: “[Spell Prefix] | armor you
(myself), 6 Armor Points.”

Sense Poison

Silence

School: Mag5; Psi4; Spt5
Base:Gesture

be stored on one half-sheet of parchmentike Detect Poisorexcept it is used as a Target: One Creature

(scroll), and one entire vial dflagic Ink
is required per scroll.
Upon the first acquisition o$cribe

Spell Scroll a caster is able to use a vial OOG Statement:“Sense Poison”

of Magic Ink 1(or greater) to scribe any

grade one (1) spell he has access to; uposhadow Blade
the second acquisition, he is able to useSchool: Asn10(b)

Magic Ink 2(or greater) to scribe any of

technique rather than a spell, and it doesDuration: 5 Minutes

not have a Gesture-Based option; it canDescription: The caster imposes a
only be used Touch-Based. magical silence on a target. The silenced
player cannot speak in-game for the
duration of the spell, but out-of-game
phrases (like “Disarm” and “Backstab 2")
can still be spoken.

Description: Shadow Bladeallows a A character cannot cast spells when

his grade 2 spells; upon the third, gradecharacter, when in darkness, to use thesilenced except weapon-based spells or
3; and so on until, at the tenth acquisition skill Psychic Attackwithout spending a spells cast with the power of the mind.

of Scribe Spell Scrallhe is able to scribe

skill slot. If a skill slot is used fdPsychic  Incantation: “[Spell Prefix] | silence

one of his grade 10 spells into a scroll Attack while in darkness, it will instead you.”

usingMagic Ink 10

becomeShadow Attackmeaning the user

Upon scribing a spell into a scroll, the would have both Psychic and Shadow asSilent Death

caster loses that spell slot for the day.
OOG: Once the scroll is finished, it

must be rolled up and the name of theShatter
spell must be written on the outside in the School: Fgt7; War7
language of magic. Once a scroll is readDuration: Instantaneous

Effect Type options for weapon attacks). School:Asn10

Base:Gesture

Target: One Creature with a Mind
Duration: Instantaneous

Description: This spell instantly kills an

aloud, the spell is cast and the entireDescription: Shatterbreaks a weapon or affected creature. It brings it to zero (0)

scroll vanishes. (OOG: Rip it up, but
DON'T LITTERY)

Scribe Technique Scroll
School:Misc

shield into pieces, rendering it uselessHit Points and deals it a Final Blow
until it is repaired. The wielder must drop without damaging armor.
the shattered item immediately and Incantation: “[Spell Prefix] | bring you
cannot pick it up again until he is no death.”
longer engaged in combat.

Skill Focus
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School: Misc Skills gained fronskill Specialization

Description: You have focused on your Skill Specialization may not be used to create scrolls, potions,
training in the use of a specific skill so School: Asn7(b); Dmp7(b); Drw7(b); or to create or charge magic items.
carefully that using the skill comes more Fgt9(b); Hop7(b); Mag9(b); Misc; Every time, after the first, that you
easily to you than it does to others. For Mst7(b); Nat9(b); Nec7(b),8(b); Psi9(b); buy Skill Specialization from the
you, the chosen skill is treated as if it SpH7(b); Spt9(b); Sth9(b); War7(b) Miscellaneous Chart, you must meet the

were an option for the grade below the Description: Skill Specialization when  prerequisite of an additional 9 skill
grade it is listed on the chart. (e.g. If you gained, either creates or adds to yourgrades in the school you are specializing
focus on the skilMind Over Bodywhich  Specialization Pool. Upon gainingkill ~ from. The cost o§kill Specializatiorwill
is normally grade 7 in Psionics, it will Specializatiorfor the first time, you gain increase even if you are buying it for a
become a grade 6 option for you.) a Specialization Pool of 8 uses per day.skill in a different school. Howeve§kill
If you empower a focused skill by Each of those 8 uses must be uses of th&pecializatiorthat you gain as a baggage
spending a higher grade slot on it, youspecified skill. If you gainedSkill  skill does not require or occupy any of
must still spend a skill slot of the proper Specializatiorfrom Grade 9 in one of the the skill grades that are prerequisites for
grade unless you have at least 4 skill slotssix basic schools (Fighting, Stealth, buying Skill Specialization from the
in that normal grade; if you do, then you Magestry, Nature, Psionics, or Miscellaneous Chart.
may spend a skill slot that is one grade Spiritualism), the skill you are able to use  If a particular skill has the ability to be
lower. (Example: After you acquire four with your Specialization Pool must be a used as something else (such as
Grade 3 Psionics skill slots, you may skill that is Grade 3 or lower in that Cure/Inflict WoundsElemental Weapon
purchaseSkill Focusfor the spelllron school; you choose it at the time you used asChill Weapon etc), you must
Will, which will then become a Grade 2 acquire Skill Specializationand it can choose only one for your specialization.
option for you; however, if you wish to never be changed unless a GM allows
empower one of your Iron Will spells to you to. (Skills that are grade 3 as a resultSleep
Improved Iron Will[Power Level 2], you of Skill Focusmay not be chosen.) When School: DrW7(Specializatioly Mst6;
must spend a Grade 6 Psionics skill slotpurchasingSkill Specializationfrom the  Psi6; Spt7
for it like normal. Once you acquire four Miscellaneous Chart, the skill you choose Base:Gesture
Grade 6 Psionics skill slots, you may castmay be from any of the six basic schools Target: One Creature with a Mind
Improved Iron Willby spending a Grade in which you have gained enough skill Duration: 5 minutes
5 Psionics slot. Once you acquire four grades to satisfy the prerequisite, and itDescription: Sleep will make one
Grade 9 Psionics skill slots, you may castalso must be a skill that has a naturalcreature sleep for 5 minutes. A creature
Great Iron Will [Power Level 3] by grade of 3 or lower. (Example: When will wake from aSleepeffect if it suffers
spending a Grade 8 Psionics slot. BuyingScindo the Specialist purchases his firsta Pain effect or at least one Hit Point of
Skill Focusfor Iron Will does not also Grade 3 Fighting skill, he has met the damage (not armor point). Other effects
allow you to useDeflectat a lower skill  prerequisite for this skill and can can wake a creature depending on how
grade; they are considered separate skillspurchase it to getSkill Specialization the sleep effect was delivered, though
so you would need to focus ibeflect  (Parry), which gives him 8 uses &farry ~ Awakenalways works unless th8leep
separately.) each day that do not require a skill slot toeffect specifically indicates that it
Skill Focus also gives you another use.) doesn't.
benefit: you may lower a focused skill's Every time after the first that you gain Incantation: “[Spell Prefix] | put you to
usage by an additional grade by reducingSkill Specialization 2 more uses are sleep.”
its Power Level by one. However, this added to your Specialization Pool and
cannot be done with Touch-Based skills, you gain another skill that you are able to Sleep Control
and Power Level Zero cannot be use with your Pool uses. School:Drw8
achieved or reduced in such a way. No matter wheré&kill Specialization Base:Gesture
(Example: If you acquire four Grade 9 is gained from, skills used with your Target: One Sleeping Creature
Spiritualism skill slots, you may bugkill Specialization Pool are either Power Duration: 10 minutes
Focusfor Death Word thus,Death Word  Level 1 or Zero: Missile-Based skills are Description: The caster of this spell is in
at Power Level 3 becomes a grade 8 skillused at Power Level 0, and all other typescomplete control of the sleeping
for you. You may choose to caBeath  of skills are used at Power Level 1 creature’s actions for 10 minutes as per
Word as a grade 7 slot, but its Power (unless they only exist as Power Levelthe spell Mind Control Though the
Level would drop to 2. You may choose Zero skills, such asSunbeam If you creature is sleeping, it is able to open its
to castDeath Wordas a grade 6 slot by wish to use one of your Specialization eyes, speak, and act in all ways is if it
dropping its Power Level to 1.) Pool skills at a higher Power Level, you were awake. The target &leep Control
You may buy Skill Focus again to may, instead of spending a Specializationcannot be awakened by Hit Point damage
focus another skill, but no skill may be Pool use, spend an appropriate skill slotor the Awakenspell while Sleep Control
focused more than once. Cantrips may(either 6 or 9) in the school that you is in effect. Unlike Mind Control the
not be focused, but a Grade one skill maygained theSkill Specializationin. This  target will not remember anything after
be focused, turning it into a Cantrip. will not take away any of your Sleep Controknds.
Add-on skills and skills from Alchemy, Specialization Pool uses. Gesture andincantation: “[Spell Prefix] | control
Toxicology, and prestige classes may notArea-Based skills of Power Level Zero you in your sleep, which you cannot be
be focused. cannot be empowered. woken from.”
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If a player is actually sleeping and has  You may empower Slow Poison to

Sleep Immunity not taken himself out-of-game to do so, Power Level 3 to slow poison of Power
School:Drw9 (Baggag) the caster must wake him up and givelevel 3 or lower.

Description: Sleep Immunityallows you  him his sleepwalking instructions. The OOG Statement:“Slow Poison 2(3)”
to say “No Effect” to any Sleep effects of player must then role-play that he is
Power Level Zero (0), 1, or 2. It will not asleep as if affected by tigdeepspell. If  Slumber Party
protect any Resistance Levels you mightthe target somehow resistéeepwalkhe  School:Drw9
be wearing. must role-play that he is asleep for atBase:Touch (Enhancement)
A character witlSleep Immunitycan  least 3 minutes unless something happengarget: One or more Creatures
still fall unconscious from Hit Point in that time that would legitimately wake Duration: 5 Minutes (all packets must be

damage oWaylay the his character. After that, he is free tothrown within one minute)

role-play that he is awake. Description: The caster conjures a
Sleep Resistance A sleepwalking creature moves handful of soporific dust that may be
School: Drwé(b) normally, at its normal speed, and with distributed (in the form of 8 spell

Description: You can use any Resistance its eyes open. To the onlooker, the targetpackets) amongst a number of targets.
Levels you have, from any type of will not appear to be asleep, but if spokenThe packets may be thrown one at a time,

resistance, against any type of Sleepto, the sleepwalker will not reply. each at Power Level Zero, or they may be
effect (including Sleeping Sickness from The caster can only command thethrown all at once at Power Level 2.
any source). sleepwalker to attack (or kill) one person, Anyone hit by one or more of the packets
not multiple. That command will result in is affected by the speSleep

Sleeping Disease the target continuing to attack (or trying Slumber Partycannot be interrupted
School:Drw10 to kill) the stated person until he is once the in-game portion of the
Base:Gesture or Missile awakened or the duration &leepwalk incantation is complete. The spell ends
Target: One Creature or One Sleeping ends. Even if the person is on the groundone minute after saying the initial
Creature unmoving, the sleepwalker will continue incantation whether all the packets have
Duration: Until Sunrise to attack him in any way he deems been thrown or not.

Description: The caster inflicts one appropriate to the command. Like other  After a caster starts throwing packets,

victim with the Sleeping Sickness control effects, Sleepwalk does not force the remainder of hiSlumber Partycan

disease. See “Chapter 8: Adventuring” the target to use his skills, but he may if be cancelled byDispel Magic or a

for description of this disease. he wishes. dampening effect, though not by being
In addition to normal methods of Incantation: “[Spell Prefix] | control silenced.

resisting magic, the skilResist Disease your actions while you sleep, Psychic 2.” Incantation: “[Spell Prefix] | draw the

may be used to nullify this spell. [State destination and task.] essence of the Dream Realm into my
If Sleeping Diseasés cast upon an hands. Sleep, Psychic 0; Sleep, Psychic

already-sleeping creature, it will be Slow Poison 0; etc.” (If all at once: “Sleep, Psychic

immediately sent to the final stage of the School: Sth6 2"

disease. Duration: One Minute

Incantation: “[Spell Prefix] | disease Description: Slow Poisonallows you to  Smokeburst

you with sleeping sickness, Disease 3.”delay, for one minute, the effects of one School: Asn10

or “[Spell Prefix] | bring you to the Poison effect of Power Level 2 or lower. Base:Area

unwakable final stage of sleeping During that minute, you must move Target: All Creatures in Range

sickness, Disease 3.” slowly and your speech is soft and Duration: Instantaneous

labored; you may defend yourself, but Description: Smokebursis exactly like
Sleepwalk you cannot attack or cast any spells otherSunburstexcept it is a smoky Poison
School:Drw6 than Touch-Based spells, and you sufferEffect instead of a sunlit Fire Effect. As
Base:Gesture a Weakness effect (minus the ability to such, it will not damage undead creatures
Target: One Sleeping Creature use a Weapon-Based skill). or the like, but it may have unexpected
Duration: Completion of One Task or 10 If you are subject tNeutralize Poison effects on other types of creatures.
Minutes before the minute elapses, you will not Incantation: “To all within the sound of

Description: One sleeping creature must suffer the effect of the poison. If the my voice: Smokeburst, Poison 4,

walk to a location designated by the poison is not neutralized before the blindness 10 seconds!”

caster. Included in this control, the casterminute elapses, you suffer the effect of

is also able to assign the sleepwalker oneghe poison immediately at the end of that Song of Awakening

simple task to perform. Once the walking minute. School: Mst8(b)

creature finishes its task, it awakens with  If the poison being slowed has a Description: Upon reaching the 8th

no knowledge of its time asleep. The duration longer than instantaneous butgrade, a Maestro can awaken sleeping or

sleepwalker may be awakened by theequal to or less than one minu®low unconscious creatures with his music.

same things that awaken a subject fromPoisoninstantly negates it. Slow Poison The spellAwakenno longer costs him a

the Sleep spell, and if awakened, cannot be used as another one is endingskill slot to cast as long as he plays or

Sleepwalkwill end. You cannot use Slow Poison again until sings music for one minute before casting
at least 5 minutes have passed. each spell.
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moved as easily as one can move anSchool: Dmp6 (as Improved Spell

Song of Healing unconscious body, and the spell will not Resistance Mag3; Nat4

School: Mst7 protect any items the caster is holding. (If Base:Touch (Spell Protection)
Base:Gesture the caster accidentally moves as a resulfTarget: One Creature

Target: One Creature (Other-Only) of being carried, this spell will not end.) Duration: Until Used

Duration: 10 Minutes BeginningSong of Shieldingequires  Description: Spell Resistancgrants its

Description: With this song, the player that the caster spend 10 uninterruptedtarget one Passive Resistance Level
can play or sing a tune that will soothe seconds playing/singing music while not against any type of Gesture-Based or
the wounds of one target creature. Whilebeing attacked or moving his feet; Area-Based effect.

this song is being played or sung, thethough, during this time he may recite the  Empowering Spell Resistance to
creature will heal one Hit Point every 10 incantation. If there is a break in his song Power Level 2 makes itmproved Spell
seconds. The target creature must be abléor any [in-game] reason, the spell will Resistance which provides 2 such
to hear the song for the healing to end. The Maestro may not attack, defend,Passive Resistance Levels. Empowering
continue to work, so if it is deafened, or cast spells durin§ong of Shielding Spell Resistanct® Power Level 3 makes
goes unconscious, gets too far away, orincantation: “[Spell Prefix] | meld my it Great Spell Resistanceproviding 3
the noise level rises to the point that it song with the rhythms of Magesta and Passive Resistance Levels.

can no longer hear the maestro, thedraw from the earth and the winds the Passive Resistance Levels can be used

healing will stop until it can hear the song power to overcome all vulnerability.” all at once or one or two at a time,
again. Castin@ispel Magicon the target depending on the Power Levels of the
of Song of Healingwill not dispel the Sonic Assault 4 effects that hit the target. Whenever
song; it must be cast on the maestro. School: Mst8 responding to an effect, state, “Spell

Song of Healingannot last more that Base:Gesture Resistance,” “Spell Resistance 2,” or
10 minutes, and it will have no effect on Target: One Creature “Spell Resistance 3” depending on the
its caster or on non-living creatures. Duration: Instantaneous number of Resistance Levels used to

Incantation: “[Spell Prefix] | cure you of  Description: Sonic Assaultleals 4 points negate the effect. Power Level Zero
one Hit Point for every 10 seconds that of damage to one target. The words effects bypass Passive Resistance Levels

you hear my song.” “Sonic Assault” must be included in the from Spell Resistance However, you
incantation (and should be shouted); theymay choose to use one Resistance Level
Song of Healing, Improved are not optional. from Spell Resistance to negate a Power
School:Mst10 Incantation: “Sonic Assault, Damage 4, Level Zero Area-Based effect (bobt a
Base:Area Sonic Zero.” Power Zero Gesture-Based effect). For
Target: All Creatures in Range that one purpos&pell Resistancean be
Duration: Instantaneougfter 3 min prep)  Speak with Dead considered Active Resistance.
Description: If a Maestro first plays School:Spt4 Spell Resistanceannot be used to
music for 3 uninterrupted minutes, he Base:Gesture negate an effect already in progress.
may cast Improved Song of Healing, Target: One Spirit or Undead Creature Incantation: “[Spell Prefix] | grant
which is effectively a Mass Heal spell. Duration: 10 Minutes you/myself immunity to the next spell

Combat happening in range of the spell Description: Speak with Deadrants its cast upon you/me.”
will interrupt the song (the player of the target the ability to speak and understand
maestro character is the judge of whetherthe common language (English) for 10 Spell Turn

or not his song was interrupted). minutes, though target may choose not toSchool: Mag8; Psi8 (fronSpell Turning
Incantation: “To all within the sound of speak.Speak with Deadwill also not Base:Touch (Spell Protection)
my voice, [Spell Prefix] | heal your entire change the creature’s attitude. Target: Self-Only
body.” After a creature is killed and before its Duration: Until Used

spirit leaves its bodySpeak with Dead Description: Spell Turnfunctions and is
Song of Shielding can be used to speak with its spirit. If castused just like th&pell Resistancer Iron
School: Mst8 on a corpse, it will allow the spirit of that Will that it was converted from, except
Base:Touch (Enhancement) creature to hear what is happening aroundhat, in addition to resisting an incoming
Target: Self-Only it (though not see) and speak in aeffect, it turns the effect back upon the
Duration: 10 Minutes otntil Moving whispered voice. caster/user (say “Spell Turn” or “Skill

Description: As long as the caster of Incantation: To a spirit or undead Turn"). (Example: If you are under the
Song of Shieldinglays or sings music creature:“[Spell Prefix] | grant you to effect of aSpell Turnthat gives you 2
and keeps his feet planted in place, he isspeech and understanding of the words ofPassive Resistance Levels, and a Gesture-
immune (“No Effect”) to all effects of the living.” Based effect of Power 2 is the first thing
Power Level 4 or lower, except for “Own To a corpse: “[Spell Prefix], | make clear to hit those Resistance Levels, that
Power” effects. Also exception®ispel to you the sounds of the world of the Gesture-Based effect is turned back on
Magic, Silence or Countersongcast at living and grant you a whispered speechthe caster. If a Gesture-Based effect of

Power Level 3 or higher will enflong of  for 10 minutes.” Power 1 is the first thing to hit those
Shielding Resistance Levels, that Gesture effect is
Though virtually invulnerable, the Spell Resistance turned back on the caster and dgell

caster of Song of Shieldingmay be
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Turnlevel will remain, allowing the same you (say “No Effect to [effect name]” and Remove Despairor Remove Calm
thing to happen again.) take one Hit Point of damage). Emotions as a Touch-Based spell at
An Area-Based effect cannot be -Missile-Based, Gesture-Based, andPower Level 4. Also, you can convert
turned, but the Resistance Levels canArea-Based Spirit Effects have their your own casting ofFear to Remove
allow their wearer to resist it. stated effect. Fear, your own casting ofSnare (from
Effectively, a turned spell acts as if the -You cannot attack or cast any spells, butDetain Spiri) to Release Snareand your
turner was the original caster; however,you can defend (including wusing own casting ofCharmto Remove Charm
spells that give positive or negative defensive techniques [e.g. Parry, Dodge,Any of those are cast as Touch-Based
abilities to their caster (such dsfe  Deflect, Combat Maneuvers, etc]) and spells of Power Level 2. You cast any of
Drain, Absorbing effects, etc.) will do you may use Gaze Effects. these spells on another person in
nothing to the spell turner. If the spell -You can hear, see, understand, and speakonjunction with that person’Spiritual

turner hears "No Effect" in response to
his Spell Turn his Spell Turnwas not
spent.

Incantation: “[Spell Prefix] | turn the
next spell cast upon me.”

as normal, but you cannot touch any itemSympathy

(even if enchanted with Spirit energy). 2. Any excess healing you are given
-You have unlimited castings of Spiritual from the power of someone’s spirit (even
Weapon. your own) you are able to give to
-You can walk through doors and barriers someone else if used within 10 minutes.
such as Magic Cage and Circle of (Example: You are at 4 of 5 HP and are

Protection.
-You are not able to ingest anything.
-Any items you are holding are

Spell Turning

School:Mag8(b); Psi8(b)

Description: Spell Turning allows a
caster to modify a casting oSpell
Resistanceor Iron Will, turning it into a
Spell Turnof the same Power Level. To
do so, he must cast h&pell Resistance died are left behind with your body. You
or Iron Will by spending a skill slot that cannot be under their effect while
is one grade higher than normal. projecting, but they will return to your

Spirit Effects (say “No Effect”).
-Any effects in effect on you when you

(Example: A Psionics caster may castbody when your projection ends unless

Improved Spell Turn[which grants their duration expired in the meantime.

given aCure Wounds .3You then have a
Cure Wounds 2o give out.)
3. You may spend your ov8piritual

completely immune to any effects, even Sympathyto cast a spell on someone else

(not yourself). This spell can only be one
of the ones listed under th8piritual
Sympathydescription and can only be
cast as a touch-based spell (meaning the
target must be either willing or helpless).
4. You may spend a Spiritualism
Cantrip slot to casSpiritual Message

himself 2 Passive Resistance Levels] by-You are not an undead creature, sowhich allows you to speak one sentence

spending a grade 7 skill slot.) Control Undead, Turn Undead, Destroy
Undead and other effects that
specifically target undead creatures will

have No Effect. However, effects that

Spirit Walk
School: Spt10

that anything with a spirit will hear,
whether living, dead, or undead.
Incantation: “[Spell Prefix] | speak the
following message to the dead: [speak

Base: Touch (Enhancement), Power specifically target spirits can affect you. your sentencel].”
Level 5 -If you are dealt a Final Blow while

Target: Self-Only projecting, you return to the place where Spiritual Sympathy
Duration: Until Sunrise, One Hour you originally died. Your body will School:Misc

(Once per Day) rematerialize and you will lie dead. Your
Description: If cast ahead of time, you 30-minute fade time begins then.

will walk as a spirit upon death. When -You may end yourSpirit Walk at any
you die, your body, along with items, time by returning to the place it began
melds with the earth. At that point, a and dismissing your spell or being
projection of yourself is created and subject toResurrection If you dismiss
appears to be holding whatever items youyour spell, you will drop to the ground,
were holding at the time of casting; theseyour body will rematerialize, and you
items cannot leave your person while youwill lie dead. Your 30-minute fade time
are projecting. At the time of casting, will begin then.

your Hit Points are restored to full and -If the hour duration expires while you

Description: Spiritual Sympathyis a
representation of your character’'s
spirituality. Once per day, a caster of
Spiritualism magic (other than yourself)
can draw upon your spirituality to cast
one spell on you (even if you're
unconscious or helpless) without
expending one of his own skill slots. The
spell granted must be one that the caster
is able to cast by the power of his spirit,
but he need not have any skill slots

you gain 8 Temporary Hit Points. (You are away from the place you began Spiritavailable to do so.

cannot benefit from armor even if your Walk, you drop to the ground and your

projection appears to be wearing it.) dead body rematerializes right where youwith Spiritual

While projecting, you have the following are.

properties: Incantation: “[Spell Prefix] I will walk
-You are intangible (say “No Effect”) to upon death.”

everything except for Gaze Effects and

Spirit Effects. Spiritual Empathy

-You regenerate one Hit Point every 10 School: Spiritualism 5 (Baggage)
seconds Description: Spiritual Empathy grants
-Weapon-Based Spirit Effects do nothing the following abilities:

more than a single point of damage tol. Remove Spiritual EffectYou may

The only spells that are compatible
Sympathy are: Heal,
Remove Disease Neutralize Poison,
Restoration, and any Health or Cure
Wounds spell (not Healing Hands or
Resurrectiop A spell cast in this way
must be Touch-Based. The caster’s spell
prefix for the spell becomes, “By the
power of your own spirituality, I...”
Because it is your character's own
spirituality, you may automatically resist

spend one use of a Cantrip to castits casting if you wish to (say “No
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Effect”), even if you are unconscious or  Stabilize cannot be used if the Description: There are eight separate
helpless. If you do chose to resist it, thencharacter was dealt a Final Blow. For categories of touch-based spells: Armor,
you have not spent your use $piritual each time a character has acquiredBestowment, Enhancement, Instant, Life,

Sympathy Stabilize it may be used once per day. Its Shielding, Spell Protection, and Weapon.
This skill is the prerequisite to be able cost increases by itself each additionalNormally, a character is only allowed to
to cast from the school of Spiritualism, time purchased. benefit from the effects of one touch-
and its cost increases by itself each based spell of a certain category at one
additional time it is purchased. Stabilize, Improved time. (Example: EitheMagic Shieldor
School: Fgt9 Psychic Shieldhut not both at once since
Spiritual Weapon Duration: 3 Minutes they are both in the Armor category.)
School: SpH7Specializatioly Spt5 Description: Improved Stabilizecan be Stack Spellsallows a caster to be
Base:Touch (Weapon) used any time within 3 minutes of being under the effects of two spells of the
Target: One Weapon or Object dealt a Final Blow to restore you to life same category at once, but no more than
Duration: 10 Minutes with 4 Hit Points. If you remain dead for two, and they can only be stacked upon

Description: Spiritual Weaporenchants more than 3 minutes without using their caster. The order in which spells of
one weapon with Spirit energy, allowing Improved Stabilizeyou have missed your similar categories cover the caster is

any attack made with it to carry the Spirit opportunity to use it. determined by the order of casting. The
Effect Type. Spirit energy bypasses Improved Stabilizeannot be used if spell cast first lies underneath the one
Armor Paints. you were dealt a Final Blow by any cast second. (Example: Delancey the

If a weapon under the effect of Death/Destroy effect, or if you chose to Unquenchable wants @pell Turnto lie
Spiritual Weaponis shattered it will be die while under some effect that allows it atop his Spell Resistangceso he casts

immediately dispelled. (such aDestroy Mindor Flesh to Stong.  Spell ResistancbeforeSpell Turn then,
Incantation: “[Spell Prefix] | enchant Similarly, you may not use this skill if, when a spell hits him, it will hit hiSpell
this weapon with Spiritual energy.” after you are dealt a Final Blow, you are Turn before theSpell Resistancke

subject to another effect that precludes Stack Spellonly allows spells from
Spot the use ofmproved Stabilize Touch (Life), Touch (Armor), and Touch
School: Misc; Sth1(b),3(b),5(b),7(b),9(b) If you are still alive but are (Spell Protection) to be stacked unless the

Description: Spotis a representation of a unconscious from Hit Point damage, spell description of a different touch-
character’s ability to spot traps and other Improved Stabilizenay be used to restore based spell indicates otherwise.

hidden things. In-game, a yellow card you to consciousness with 4 Hit Points. A caster who can cast spells from
represents something that is hidden fromYou may use it in this way at any time multiple schools cannot stack a spell
the view of the average person. Theduring your 15-minute bleed-out. from a school in which he hasn't yet
outside of a spot card will read Spot X (X If you uselmproved Stabilizeyou gainedStack Spellsbut if the caster is
will be a number representing tfgpot  will remember hearing the things that already wearing a touch-based spell from
level required) and if a charactei@pot happened around you while you were any source, he may stack one of his own
level is equal to or greater than the unconscious or dead. If you do not use it,spells from the same category atop it as
number on the outside of the card, he canyou will be unaware of those things as long as the spell being stacked on top is
open the card and read the description ofnormal. from a school in which the caster has
what he spots. Players witho®pot or Also, even thougstabilizecannot be gainedStack Spells

with a Spotlevel lower than the difficulty used if you are suffering from the Bleed See the “Spell Stacking” section in
of the card must ignore that card effect, usingimproved Stabilizevill end  “Chapter 10: Magic” for more

altogether. A character'spot level is the effect. information on stacking spells.

equal to the number of times he hasOOG Statement:None

acquiredSpot though there may be other Stalking

skills (such as Focug that can Stack Potions School: Misc

temporarily raise a characte@potlevel.  School:Misc Description: This skill allows a player to

Spot may also be wuseful when Description: This skill is like Stack trace the movements of one character (PC
searching a body for loot. For details, seeSpells except it allows a character to or NPC) during the time between events.
“Searching a Body” in “Chapter 8: benefit from either two potions or one The player of the stalking character

Adventuring.” spell and one potion simultaneously, evenshould tell the staff the number of days
if they are of the same category and havehe wishes to follow his target for.

Stabilize durations longer than Instantaneous. This To stalk someone, log in to the

School: Fgt3(b); Misc will not allow the stacking of three Magestry Database, select your

Description: Once a creature has lain similar effects (whether 2 potions and a character's name from the dropdown
unconscious with zero Hit Points for 15 spell or 2 spells and a potion), even by amenu, and click the View Character
minutes, it will die. Stabilize is an character that has bo8tack Potionand  button. Then, go to the Information

attribute that stops a fallen character from Stack Spells Gathering area near the bottom of the
bleeding and allows him to awaken (with OOG Statement:None page. Click the Stalk a Target button and
one Hit Point) without medical or fill in the appropriate fields. Submit a full
magical assistance at any time after 3Stack Spells description of the character you wish to
minutes but before 15. School: Mag7(b); Nat7(b); Psi7(b); Spt7(b)  follow. (If we can't figure out whom you
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mean to follow, you will get the response any Temporary Hit Points that are gained effect, it must meet or beat the Power
from us that the person eluded yourafter that damage happened will Level. If cast for this purpose, it will have

character.) This statement must beregenerate as normal. no other effect.

received at least one week before an Incantation: 1. “[Spell Prefix] |
event. Be aware that we can betterStealth Focus empower you/myself with two feats of
control the relevance of information you School: Sth10(b) strength. 2. “[Spell Prefix] | dispel the

receive if you follow an NPC. If you Description: Stealth Focusallows a weakness affecting you.”
follow a PC, the information you acquire rogue to choose a stealth specialty. He
depends on the information submitted by can choose to focus on escape, hypnosisStun

that player about his between-gameor mechanics. School: Fgt2
activity. Escape Focus Gives the baggage Duration: One Minute

If you do not wish to stalk a character, skills Avoid Glyph and Anti-Magic = Description: Stunis an attack that gives
this skill can also be used to sneak intoEscape one target’s arm or leg the Injured Limb
someplace and gather information as per Hypnosis FocusGrants the skillGaze effect for one minute. To be effective, the
the skill Gather Information provided Empowerment weapon strike carryin@tunmust hit an
that place is reachable in the out-of-game Mechanics Focus Grants theAnti- arm or aleg.
time between events. This skill can only Magic Mechanicsbaggage skill and the Stunned arms cannot hold onto
be purchased once. ability to pick locks and disarm traps weapons, nor can they be used to attack

without thieves’ tools. However, if a or defend. Shields can still be held but

Stamina character withiMlechanics Focudoes use must hang limply at the side (away from
School: Fgt4 thieves’ tools, he can open a lock orthe torso!) and cannot be moved to
Duration: 10 Minutes or Until Used disarm or set a trap that is one step bettedefend. Stunned legs can still support a
Description: A character using this skill than is normally allowed by the creature but cannot be used to walk.
gains 4 temporary Hit Points that will Mechanicsskill he is using. (Example: Stuncan be ended early I[Regenerate
remain for ten minutes or until they are He can us&€omplex Mechanicw pick a Limbor a healing spell that grants at least
damaged. These Hit Points are the first toGreat quality lock). one Hit Points of healing.
be lost in combat and cannot be healed or OOG Statement: “Crit Stun”
regenerated. If any of these points remainStoneskin
after ten minutes has elapsed, theySchool:Nat5 Sturdiness
vanish. Base:Touch (Life or Armor) School:Fgt10(b)

The temporary Hit Points granted by Target: One Creature Description: Sturdinessis an attribute
his skill cannot be stacked with Duration: Until Used that makes you forever immune (say,

temporary Hit Points from any other Description: Stoneskingrants magically “No Effect”) to any Trip or Withhold
source. If Staminais used while any rock hard skin that is represented by effect that is Power Level 1 or Zero.
temporary Hit Points from another either 4 Temporary Hit Points or 4

Staminastill remain, the new Stamina Temporary Armor Points (caster's Summoning

will completely replace the old. choice). Each of these Points can also beSchool:Hop10(b)
OOG Statement:“Stamina” used as one Passive Resistance LeveDescription: Summoning is the
against a Waylay attack. Waylay attacksrepresentation of a hopper’'s ability to
Stamina, Lesser of Power Level Zero or Power Level 3 or draw energy or creatures out of other
School:Fgto higher cannot be stopped Byoneskin dimensions and into his own. This skill
Duration: 10 Minutes or Until Used Incantation: “[Spell Prefix] | grant can be used in one of three ways, but
Description: Lesser Staminavorks just  you/myself skin of stone, 4 Hit/Armor only one of these abilities can be chosen
like Staminaexcept that it only grants a Points.” each day and the type is chosen at the
single Temporary Hit Point. time of use:
OO0G Statement:“Lesser Stamina” Strength Summon Monster: This allows the
School:Mag4; Nat3; Spt3 hopper to summon one or more extra-
Stamina, Improved Base:Touch (Enhancement) or (Instant) dimensional creatures to do his bidding
School:Fgt9 Target: One Creature for one hour. He must cast this spell at
Description: Improved Stamingrants its  Duration: See description Plot Central and the number and power-
user 4 Temporary Hit Points that Description: Strengthmay be cast in one level of the creatures will be decided by a
regenerate at a rate of one every 10of two ways: GM. It is possible that no NPCs will be

seconds. This regeneration lasts for 10 1. As a touch-based enhancementavailable at the time the hopper comes
minutes, and during this time, any other Strengthwill grant one person two uses looking.

Temporary Hit Points gained are of Feat of StrengthUp to 8 uses dfeat Contingency Banishment: With this
incorporated into the regeneration (evenof Strengthmay be held by one person at ability, the hoppers Form remains
if, at one point, all of the Hit Points were one time. Unused magical enhancementssomewhat conscious even if he is
damaged).Improved Staminawill not vanish at sunrise. unconscious due to sleep or injury. This
stop any kind of Final Blow. As usual, 2. Strength may be cast as an consciousness does not allow him to be
Temporary Hit Points damaged with Instantaneous spell to negate a Weaknesaware of what is happening around him;
shadow damage will not regenerate, buteffect; however, to cancel the Weaknessall it allows him to do is banish himself
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Duration: 10 minutes
Description: Telepathyallows the caster

to another place if he is about to be dealtSurvival Flight

a Final Blow by either a creature or School:Sth7

environmental conditions. This ability Duration: One Minute to engage in a telepathic conversation

requires that he uses the spell Description: If an attack brings you to with one target [of greater than animal

Banishmentso it cannot be used if he is Zero Hit Points but does not kill you or intelligence]. To speak telepathically, a

no longer has one of the appropriate skill restrain you, you have up to 3 seconds toplayer must place the tips of his fingers

slots available, nor can it be used if he isactivate Survival Flight which allows against his temples while speaking to the

under a dampening effect. Also, this you to get up and run for one minute other player. (If you are not conversing

ability cannot be used if the hopper is while also granting you immunity t8tun  softly, be sure that all other players

dealt an instant Final Blow as from a and Bind, Snare, and Paralyze effects ofwithin hearing range can see that you're

Death/Destroy effect. Power Level 1 or Zero (say “No Effect”). doing this.) Also, it may be helpful to
Astral Armor: This ability allows You may run and usBodgeandEscape occasionally begin a telepathic sentence

any armor the hopper wears, evenskills even if your legs are Injured or with the out-of-game phrase, “out-of-

temporary armor points, to assume anCrippled. You may talk, but if you game silently” to further ensure that other

astral quality. This quality prevents attempt to attack or cast any spell duringplayers near you understand that their

numeric damage from any energy typethis minute, you will instantly fall characters cannot hear your words.

from bypassing his armor points. This unconscious and begin bleeding out as Telepathydoes not affect the target’s

ability allows his armor points to protect normal. If you suffer 4 more Hit Points of attitude, but language is no barrier.

him from Astral, Psychic, Spiritual, or damage or are, in any way, kept from Incantation: “[Spell Prefix] | converse

any other energy that normally bypassesrunning for more than 10 seconds, youwith you telepathically.”

armor points. This does not, however, will fall unconscious (you may use the

prevent drain effects (likeife Drainand  “I'm Running” rule). You may activate Terrorize

Level Draif from working. This astral one Survival Flight as another one is School:Fgt6

armor effect will remain until sunrise. ending, whether from duration or Duration: One Minute

damage. Description: Terrorize is a Gaze-Based

OOG Statement:“Survival Flight” Fear effect. The user makes a threatening

gesture toward his target while shouting

Sunbeam
School:Mag2; Nat2; Spt2

Base:Gesture Teach “Gaze Fear, Spirit 2!” If the target is
Target: One Creature School: Misc affected,Terrorize has the same effect as
Duration: Instantaneous Description: Attaining a skill often if the user had cast the spEkar on the
Description: A magical beam of sunlight requires teaching. Teach allows a target. Please see the descriptiorreér

shines from the caster's hand toward acharacter to pass his knowledge of afor details.
target. This spell may damage certainparticular skill, potion recipe, or grade of Unlike weapon-based fighting skills,
creatures (esp. undead) and may haveskills onto another character (meaning Terrorizecannot be countered by another
other practical uses. that the teacher must, himself, haveuse ofTerrorize.
Incantation: “[Spell Prefix] | already acquired the thing that he is OOG Statement:“Gaze Fear, Spirit 2!”
sunlight upon you, Fire Zero.” teaching).

A student can only be taught a skill if Thickness

shine

Sunburst he has already acquired (purchased orSchool:Misc
School:Nat10 gained as baggage) all of that skill's Duration: Until the firstWaylayattempt
Base:Area prerequisites. This means that he mustDescription: Thickness allows a

Target: All Creatures in Range already be able to use a grade 7 Fightingcharacter to resist the firsiWaylay
Duration: Instantaneous skill before he can learn grade 8. Theattempt made against him that day,
Description: Sunbursis a Power Level 4 Teachskill does not allow a character to provided that attack is Power Level 3 or
burst of sunlight that automatically blinds instruct anyone in any grade 10 skills lower. If Thicknesss acquired more than
all creatures within range for 10 seconds.without GM permission. once, the second use of it must apply to
This Blindness effect cannot be resisted Teaching must occur in-game, and thethe secondWaylay attempt made that
even if a person closes or covers his eyedesson must be reported by the teacher atlay; the third must be used against the
or is in an entirely different room from check-out. Between events, the studentthird; and so on.

the caster with no door or other opening can purchase the skill(s) he has learned a®0G Statement:“Resist”

in between, it automatically works.

The only Area Target available to the
caster ofSunburstis, “To all within the
sound of my voice.”

Sunburst may physically damage
certain creatures (particularly undead)
and it may have other practical uses.
Incantation: “To all within the sound of

long as he is able to pay the skill point
cost(s). Toughness

Teachcan only be purchased once, but School: Fgt2(b),4(b),6(b),8(b);
there is no limit to the lessons a teacherSpH8(b); War7(b),9(b)
may give each game. Description: Toughnessadds one Hit
Point to your character’'s natural Hit Point
total. Its cost increases by itself each
additional time purchased.

Misc;

Telepathy
School: Hop7Specializatiol;, Psi3

my voice: Sunburst, Fire 4, blindness 10 Base:Gesture

seconds!”

Target: One Creature (of greater than Toughskin
animal intelligence) School:NatO
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Base:Touch (Armor) particular spell, know the following: a Base: Area (only targeting option: “To
Target: One Creature Missile deals one (1) damage, a Flashall undead before me within 30 feet...”)
Duration: 10 Minutes or Until Used deals 2 damage, an Arrow deals 3, aTarget: All Undead Creatures in Range
Description: Toughskin grants one target Spear deals 4, a Bolt deals 5, a BurstDuration: One Minute

one Temporary Hit Point that will vanish deals 6, a Ball deals 7, a Hammer deals 8Description: Turn Undead forces all

after 10 minutes if unused. and anything higher than 8 is called aundead creatures in front of the caster,
Incantation: “[Spell Prefix] |1 toughen Blast. within 30 feet, to avoid the caster as per
your/my skin for 10 minutes, one Hit the Repel effect for one minute. During
Point.” Translate this time, the creatures will remain at
School: Hop7(Specializatioly Nat2 least 30 feet from the caster.

Toxicology Base:Gesture If the creatures are attacked before one
School: Misc (Alchemy) Target: One Creature (of greater than minute elapses,Turn Undeadwill be
Description: The character learns how to animal intelligence) immediately dispelled.
make a variety of poisons, potions, oils, Duration: 10 minutes Incantation: “To all undead before me
and other substances from gatheredDescription: Translategrants one target within 30 feet, [Spell Prefix], | repel you,
components. When this skill is [that has more than animal intelligence] Spirit Zero.”
purchased, four Grade O (zero) poisonthe ability to speak and understand the
recipes are learned. common language spoken by the PlayerUncontrollable Dance

A character with this skill may learn Characters.Translate does nothing to School:Mst7
how to make more advanced toxins for 5 affect the creature’s attitude. Base:Gesture

points per skill grade of the recipe (the Incantation: “[Spell Prefix] | grant you Target: One Creature
recipe for a grade 3 poison costs 15 skillspeech and understanding of the commorDuration: 5 minutes

points to learn). Much like tower skills, a tongue, Essence Zero.” Description: The caster plays a magical
character must learn four recipes in a song that causes one character to dance
lower grade before learning any higher- Trap-Setting involuntarily. This dance will match the
grade recipes. School: Sth4(b) beat and duration of the song that is

See “Chapter 11: Alchemy and Description: Trap-Setting allows a played or sung by the caster (to a
Toxicology” for much more information character to set any trap by spending amaximum of 5 minutes). A dancing

aboutToxicology Mechanicsskill that is one step lower in character has no control over its body and

quality than the quality level of the trap. may not attack or defend. If the player
Transform Spell Complex Mechanicsan be used to set a wishes, he may fall of exhaustion and
School:Misc Great Trap Common Mechanicsets a assume the Flatten effect (still may not

Description: This skill allows a caster to Complex Trap,Simple Mechanicsets a attack or defend). He may also get up
change the magical energy type of one ofCommon Trap, and Simple Traps can beagain after being Flattened and continue
his spells. The transformed spell must beset without spending any skill slot. The dancing, but, as long as the music plays
a weapon enchantment spell (&gsence appropriate materials to make the traps(maximum of 5 minutes), the only two
Weapon or a spell that deals numerical must still be bought, found, or otherwise options he has are to dance
damage (e.d-ightning Bol). acquired in-game. uncontrollably or lie Flattened.

At the time of casting, the user of While disarming a simple trap still A break in the song for any reason
Transform Spelmust choose one energy requires an expenditure ofSimple  will end Uncontrollable Dance
type to convert his spell to, thus forfeiting Mechanics a rogue withTrap-Settingno  Incantation: “[Spell Prefix] | control
the original type -not adding to it. His longer requires thieves’ tools to disarm you do nothing but dance while you can

choices are fire, ice, lightning, acid, simple traps. hear my song, Sonic X.”

essence (Magestry), psychic, spiritual,

astral, or shadow. If spiritual energy is Trip Undead Construct

chosen for a missile-based or area-base®chool: Fgtl School:Nec9(b)

spell, the result is “spirit” damage (e.g. Duration: Instantaneous Description: At the ninth grade of

“Spirit Ball, Damage 7). It does not give Description: With a skilled sweep of his ability, the Necromancer can construct a

eitherInflict Woundsnor Cure Wounds weapon, a character can trip his opponentustomized undead creature that he will
Only one spell may be transformed to the ground. This skill causes a creaturebe able to control for one hour per day.

per day for each time this skill is to trip to its hands and knees (or This construction must occur between

purchased. (Example: Rakesh theappendages resembling hands and kneesgvents, and each necromancer may only

Unbreakable only has access to spellsThe creature may stand up as soon aave one construct at a time.

from the school of Magestry when a both hands and knees have touched the Since a necromancer must sacrifice

ghost floats into town. Rakesh can useground. (Be Careful!) some of his own power when creating a
Transform Spelto transform hig€ssence Trip deals no numeric damage to its construct, he gains a kind of spiritual
Weaporspell into aSpiritual Weapon). target. connection with the thing. Because of
The cost increases by itself eachOOG Statement:“Trip” this, if his construct is destroyed, he will
additional time this skill is taken. be instantly (as soon as the player learns
To understand what OOG statementTurn Undead of the construct’s destruction) drained of
can be used when transforming a School:Spt2 all but one Hit Point and his natural Hit
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Point total cannot exceed one HP for thelncantation: “[Spell Prefix] | release Description: Vengeful Spiritis a spell

rest of the day. you/myself from snare, Essence 4.” that is cast by a dead spirit hunter’s spirit,
To begin his hour of fun, the allowing him to return to life for 10
necromancer must come to Plot CentralUntangle, Mass minutes to seek vengeance. During these
and request the use of his construct, but itSchool: Nat10 (fromMass Entangle 10 minutes, he will benefit from the
is possible that there will be no NPC Base:Area Heroic Effect (sedderoisn). At the end
available to play it. Target: All Snared Creatures of 10 minutes he will fall dead again, no
If the necromancer does not get a visitDuration: Instantaneous matter what happened in the meantime.
from his construct for one day, it is Description: Mass Untangleremove all Vengeful Spiritcan be initiated one

considered that the thing is dormant andSnare effects from all targets in range. minute after the user dies fromeath
the necromancer can benefit from the Mass Untanglenmay be cast using any of Word, Finger of Deathor a Final Blow.
energy his construct is not using. This the targeting areas available to area-basedt cannot be used if he dies from any

energy is represented by the necromanceeffects. other Death/Destroy effect (such as
gaining 8 Temporary Hit Points at sunrise Incantation: “[Targeting Area]: [Spell Backstab Death, Destroy Mind, Flesh to
of the next day. Once damaged, thesePrefix] | release you from snares.” Stone, Absorb Life Forgetc). If he does
points cannot be regained, and they not initiate it within one minute, he has
cannot stack with any other temporary Untangling lost his opportunity. However, no matter
Hit or Armor Points. These points will School:Nat2(b) how he died, he may initiat¥engeful
not be available to the necromancer onDescription: Untanglingallows a Nature Spirit instantly if he is subject to an
the first day of an event. caster to reverse one of his own castingsAnimate Dead effect (say “Absorb” and
The necromancer will not gain these of Entangle to instead casUntangle  then the incantation forengeful Spirit
Hit Points if his undead construct was Additionally, Untangling allows Mass Vengeful Spiritnay still be cast if the
destroyed and he has not yet created &ntangle to instead be cast aMlass caster is dampened or silenced, though
new one. Untangle Dispel Magicat Power Level 4 will end
the effect. Onc&engeful Spiriends, the
Undead Resistance Vampiric Hands caster restarts his fade count.
School: SpH9(b) School:Nec8 Vengeful Spiritnay only be used once
Description: Upon reaching the ninth Base:Touch (Enhancement) per day.
grade of ability, a Spirit Hunter has Target: Self-Only Incantation: “[Spell Prefix] | return to
learned to toughen himself against theDuration: One Hour or Until Used life seeking vengeance, Spirit 4.”

attacks of undead creatures, becomingDescription: Vampiric Handssurrounds

immune to all weapon-based spells from the caster’'s hands with a negative energyVile Resurrection

undead creatures. When struck with agranting him the ability to cast a number School:Nec10

weapon-based spell that contacts one obf Life Drain spells. Each of theskife Base:Touch (Enhancement)

his Hit Points (temporary or natural), he Drain spells may drain up to 8 points of Target: One Dead Creature

should use the OOG statement “Undeaddamage from one target, and they may beDuration: One Hour

No Effect” to inform his opponent that he used weapon-based (at Power Level 1),Description: Negative spiritual energy

has this protection from the undead missile-based (at Power Level Zero), or aenters the dead body of one creature and

creature type but is still taking a point of combination of the two. The caster may animates it as an undead creature. Unlike

damage from the attack. If the attack deal out thelLife Drain spells in any Animate Deadthe caster will not have

struck an armor point, the OOG amount amongst several creatures, but na@ontrol of the creature, but the creature

statement is “Armor” and the armor point more than 16 total points of damage maywill be amicable toward the caster and

will be damaged and spent as normal.  be drained with one casting ¥fampiric  will not take any aggressive actions
After the “Undead No Effect” Hands (at Power Level 2). If cast at toward him unless controlled by another

statement is said to a particular enemy,Power Level 3, up to 24 points of damage person and ordered to do so. The creature

giving the player of that enemy a chance may be drained. will behave in all ways like himself

to clarify if the ability is not functioning Vampiric Handswill end after an hour except that he will have a hunger for

against his particular creature, the OOGwhether all of the Life Drains have been living flesh and, while he does not need

statement can become simply "No Effect” used or not. Whilevampiric Handsis = to make that his only motivation, it is

or, if everyone involved in the combat is considered Touch-Based Enhancementvery likely that he would attack a friend

aware of the ability, nothing at all. for the caster, the individudlife Drain  to satisfy that hunger (role-playing
0OO0G Statement:“Undead No Effect” spells that are distributed are considereddecision). The target dofile Resurrection
either Missile-Based or Weapon-Based. becomes completely in agreement with
Untangle Incantation: “[Spell Prefix] | grant the Incarnation of Evil (even if he does
School:Nat2 (fromEntangle myself a vampiric touch.” not admit it) and will do things that he
Base:Touch (Instant) perceives to be pleasing to her.
Target: One Snared Creature Vengeful Spirit An undead creature created Yile
Duration: Instantaneous School: Spt10 Resurrectionis unlike any other allowed
Description: Untangle will remove any Base:Touch (Enhancement) by the regulaAnimate Deadspell; it will
Snare effect from one target. Target: Self-Only assume the form that the creature had
Duration: 10 Minutes while living. The creature will be able to

116



speak and move normally and will have the spell is cast (if both do not engage inskill for); sharpening his blade, securing
access to whatever skills it has notcombat, the benefits will end for the the grip on the weapon, making sure it is
already spent for the day. In addition, this caster as he has let Armego down). Spellsproperly balanced, etc. After 3 minutes
undead creature’s Hit Points will be that can be used with this ahorale, of uninterrupted preparation, he will gain
restored and it will gain 8 temporary Hit Improved Health, Shining Armor, Mass a damage bonus to the next attack he
Points; it can choose to make any of its Morale, andHeroic War Cry Temporary makes with that weapon. If the weapon is
melee attacks deal Life Drain 2 (which HP and AP gained in this way are one-handed (or a throwing weapon), it
heals any damage it has suffered up to itsstackable for the Warlord, up to the will receive a +1 bonus its next attack. If
natural Hit Point total plus 8); it becomes maximum of +8 of any combination. the weapon is a bow, crossbow, or is
immune to hypnosis and all spells castby No matter how many times the wielded with 2 hands using the
the power of the mind Detect Mind Warlord castsHeroic War Cry he may appropriate Two-Handed weapon skill,
reveals that no mind is present); it only benefit from one Heroic Effect in a the bonus will be +2.

becomes immune to fear, pain, poison,single day. A character can useWeapon
disease, paralysis, waylay, death effects, Readinessip to 8 times per day, though
and all types of control except those Waylay the bonuses cannot be stacked with
specifically designed for undead; all School:Sth3 themselves. If he wishes, he may prepare
weapon-based techniques except for one®uration: 5 Minutes multiple weapons or arrows ahead of

that deal increased numeric damage will Description: Waylay knocks its victim time, but doing so still requires 3 minutes

do a point of damage instead of their unconscious with one precise blow to theper item. If a bonus is not used, it will

normal effects (“Minimal Effect”); it is back of its head. To us&aylay the remain through the Magestream. Only the

damaged by cure spells and healed byattacker must have proper backstabcharacter that prepared the weapon may

inflict spells; andSunbeamandSunburst  positioning and must state, “Backstab gain the benefit from it.

deal it 2 points of damage. As an undeadWaylay” while hitting the victim between

creature, it can be affected by any spellthe shoulder blades with his weapon Weapons Master

designed to affect undeadControl [pommel]. The victim will then fall School:Fgt7(b)

Undead is the only Control effect that unconscious as per the Sleep effect for SDescription: Weapons Masteris the

can affect the creature. minutes. representation of a character being
Vile Resurrectionwill end after one Healing andrirst Aid will not wake a  proficient in the use of every weapon (not

hour or once the creature is killed (again).creature from Waylay (or any Sleep Shields or Florentine). He gains all the

Like Animate Deada creature that has effect), thoughAwakenwill, as will a  skills on the Weapon Skills Chart without

been subject td/ile Resurrectionis no  Pain effect or suffering at least one Hit having to pay the Skill Point cost for

longer able to be brought back from that Point of damage (not Armor Point). them.

death byResurrectionunless it is in an Someone who is unconscious from Upon gaining Weapons Master a

area under the effect @onsecration Waylay is a valid target for spells that character will not be refunded Skill
Vile Resurrection cannot be cast only affect “sleeping” creatures. Wearing Points from the weapon skills he has

during the day (any time when the sun isHeavy Armor on the head will make a already purchased.

above the horizon), nor can the targetperson immune (“No Effect”) t&Vaylay

remain an undead creature during theattacks of Power Level 1 or 2; not Zero Weave Dream

day, unless it is in an underground and not 3 or higher. School:Drw6
location where absolutely no sunlight can ~ Waylay cannot be used on a creature Base:None
getin. that is running or actively engaged in Target: One Sleeping Creature
Vile Resurrectioncan only be cast combat. Waylay cannot be used with Duration: Instantaneous
once per dayDispel Magichas no effect missile weapons. Description: The caster can plant one
on it. OOG Statement:“Backstab Waylay” dream in the mind of a sleeping creature.
Incantation: “[Spell Prefix] | resurrect The creature may be sleeping naturally or
this corpse for my vile mistress.” Weakness magically or can even be unconscious
School: Psi3 due to combat or waylay. This spell has
War's Blessing Base:Gesture no effect on the creature except that it
School: War10(b) Target: One Creature will remember the dream when it
Description: A devoted Agent of War Duration: 5 minutes awakens. NOTE: If the player is sleeping
will eventually gain the blessing of Description: The caster subjects one naturally (OOG), the caster must inscribe
Armego himself. This ability grants him target to the Weakness effect. the dream on a card and leave it nearby
complete immunity td'errorizeandFear  Incantation: “[Spell Prefix] | make you so that it can be easily discovered when
from any source. In addition, a Warlord weak.” the sleeper awakens. This spell can be
with War’'s Blessing will benefit from used as a message spell over almost any
any temporary benefit spell he casts onWeapon Readiness distance, possibly  even across
another by the power of War as long asSchool:Misc dimensions. If used in this way the dream

both the target and the caster activelyDescription: Weapon Readinesdlows a  must be submitted to a GM.

engage in combat (with anyone, not character to spend 3 minutes preparing In the OOG time after an event that a
necessarily with each other, but sparringhis weapon for his next battle (it must be player attends as a character with this
does not count) within one minute after a weapon he has the appropriate weapomspell, he is allowed to send a single
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dream to one other character on Magesta. Wilderness Survivatloes not allow a
To do this, log in to the Magestry character to forgo the minimum travel
Database, select your character's namecost of 5 copper bits per journey.

from the dropdown menu, and click the

View Character button. Then, go to the Whirlwind

Information Gathering area near the School:Nat7

bottom of the page. Click the Weave Base:Area (within 30 feet only)

Dream button and fill in the appropriate Target: All Creatures within 30 feet

fields. Duration: One Minute

Incantation: “[Spell Prefix] | weave you Description: Whirlwind is an area-based

this dream. (Explain dream.)” Repel effect that affects every creature
within 30 feet of the caster as pust of

Wild Empathy Wind The caster is unaffected by these

School:Nat5(b) winds except that he cannot move from

Description: Wild Empathyis acquired his position without ending the spell. The
about midway through your study of the caster should repeat the incantation a few
school of Nature, gaining you the times during the one-minute duration,
following abilities: especially if someone approaches whom
1. You can create your own treespeakis unaware of the spell. Once the duration
or stonespeak (must be hand-written, notends, the caster needs to declare, “end of
computer generated) by castidgvaken  Whirlwind.”
on a tree or stone, respectively (by thelncantation: “To all within 30 feet,
power of Nature only). Whirlwind, Repel, Lightning 4.”
2. You may benefit from one (but only
one) “Wild Empathy Bestowment” each Withhold
day. Wild Empathy Bestowments are School:Fgtl
usually special treespeaks or stonespeakBase:Weapon or Missile
that clearly state “Wild Empathy”; they Target: One Held Weapon
represent the tree or rock bestowing theDuration: 10 seconds
indicated ability on you as per the spell Description: Withhold takes away a
Bestow Magic You may choose if you person’s ability to attack with the
want to accept the bestowment or not.  affected weapon, though he may still
Until you find and accept your daily defend with it (as per the Withhold
Wild Empathy Bestowment into your effect). Obviously, Withhold has no
Bestowment Slot, your natural Hit Point effect on shields (say “No Effect”).
total will be increased by one when you OOG Statement: “Withhold”
are in the “wilderness.”
3.Untanglebecomes a Cantrip option
for you and you become able to cast
Entangleas a weapon-based spell. (It has
no verbal incant. Instead, you use the
OOG statement "Snare, Acid 1.")
4. You gain +2 to youSpot ability
while in the forest or underground.
ForWild Empathyeffects that require
you to be in the forest, underground, or
other “wilderness,” it is up to you to
define what “wilderness” is, but being
inside or within 30 feet of a building can
never satisfy these conditions.

Wilderness Survival

School:Misc

Description: Some characters, being
skilled in the ways of the wild, survive
comfortably in the backcountry. A
character withWilderness Survivatan,
between games, travel by foot for no
daily cost or by horse for one silver piece
less than normal each day.
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Chapter 14:

At Magestry, we try or best to reward everyonelyaand
consistently for his efforts both in and out-of-gamFor
simplicity’s sake, we use a standard reward systensisting
of three kinds of points. This chapter explains hthese
different points are earned and spent.

Skill Points (SP)
Skill points are the basic points that your chaaetcquires
when you play him as a player character (PC). Rtayour
player character means that you have paid for Wleate and
you will receive any earned skill points once tleaent is
complete.

Our system of skill points enables every cbiato gain
new abilities after each event played, rather thawing to
play many events without advancement and then gdinge
amount of new abilities upon achieving a new level.

Earning Skill Points
Here is the breakdown of how skill points (SP) anarded at
the end of a typical weekend event:

Blanket: 25 SP. This is the base award that is given toyeve
player character that plays the event.

Costume: 0-5 SP. Since we like to reward the players who
enhance Magestry’s atmosphere, your costume is tadi of
during the game. If the staff is impressed, yowsteme may
earn you up to five bonus Skill Points. An averaffert earns
you 2 Skill Points.

Good Role-Playing Bonus:0-15 SP. We also like to reward
players who make their characters believable. NRiC®e on
the lookout for both good and bad role-playing avel will
keep a record of it at plot central. Every playearmacter will
be awarded zero (0) to 15 bonus skill points atethé of the
event depending on how well he role-plays. If thedfshears
nothing positive or negative about a player, hé @aln 3 skill
points for the role-playing that we assume he Awla player
receives more positive reports, his role-playingumrises to
reflect them. Reports telling us that a player went of
character, made out-of-game references or convensat
cheated, or displayed poor behavior will deductrfiuis role-
playing bonus.

Note that a score of 15 is a perfect gameiswdry
difficult to achieve; most of the best role-playenid never
earn more than 12, and even that reflects a véoytff
performance.

Player Experience Points (PXP)
Skill Points are a reward for the character thangshem and
not for the player of that character. In other vgyrgou may
not earn skill points with one of your charactensl ahen use
them to purchase skills for another of your chameact
However, there is a kind of point that is awardedatplayer
himself: the Player Experience Point (PXP).
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Rewards

For every skill point that you earn at Maggs#s either a
PC or NPC, you will also earn one PXP. PXP are icensd
to be spent on the character that earned them. Grate
character dies or is permanently retired, those BX&ome
unspent and can be spent to determine the stakitigooints
of the player's next character. See Magestry.com fo
explanation of that system.

Brownie Points (BP)
Brownie Points (BP) are a representation of rewgrdsn to a
player for any extra help that he gives to the Magestaff.
Brownie Points are awarded for the following reas@mong
others):

-Donations (money, costuming, props, supplies) etc.
-Submitting written plots that are accepted

(Please don't write plots for your own chtes.)
-Helping set-up or take-down (one hour = ~10BP)
-Writing newsletter articles
-Making/Donating Costume Pieces

Brownie points can be spent on various things. Thart
below lists the BP costs for the most common rewandd
gives the maximum number of BP that can be tradefbri
each type of reward each event played as a PC. The last
column shows the maximum number of BPs that canaoked

in by a new Player Character for each type of rewar

BP Reward Redeemable | Redeemable for
Per Event a New Character
5 1 Skill Point 75 250
10 1 Silver Piece 400 1,000
25 1 Day Free No Limit No Limit
Horse, Boat, or
Ship Travel
50 1 Gather 100 100
Information
100 | Random Potion 200 200
or Scroll
300 “Get Out of 300 300
Death Free” Card
500 1 Free Event 500 500

To spend Brownie Points, log in to the MageBtatabase,
select your character’'s name from the dropdown mend
click the “View Character” button. Then, click th€onvert
BPs” button located at the bottom of the page. b gage
that appears, set the dropdown menu to the number o
Brownie Points you want to convert, click the rallidton that
corresponds to the reward you want to purchase,thed
click the Convert BPs button. Only rewards that yoave
enough BPs to claim will be selectable.



Glossary

Aggressive action: Some spells are negated by, or don’t allow a
creature to make, “aggressive actions.” An aggvessiction is
simply anything that you can do to hurt, controt, megatively
influence another creature. This does not includly physical and
magical attacks, but also verbal and emotionatksta

Alchemical components:These are ingredients (like “Eye of Newt”")
that are needed to create alchemical and poisoswlistances. In-
game, they are represented by plastic plants,iplasimals, colored
stones, or Popsicle sticks.

Armor Points (AP): These are the first layer of defensive points that
a character has (before his Hit Points are damadéd)y are usually
granted by some type of armor, but some spellstge@mporary
Armor Points.

Baggage Skills: The skills that a character acquires for free upon
gaining a skill slot in a particular grade of atmardar school. They
are called “baggage” because they come along wlitér skills.

Bard-in-the-box: What we call a small CD or tape-player for the
purpose of playing Medieval or Renaissance mudayePs may not
play any music that does not fit the period of dtrmosphere that we
try to create, and bard-in-the-boxes should be &apof sight.

Boffer weapon: A safe weapon, constructed from PVC pipe, pipe
insulation foam, open celled foam, and duct tapet is used in
Magestry’s touch combat system.

Brownie Points (BP): Points that are awarded to players for their
service to Magestry. Brownie points can be tradgetbr various in-
game and out-of-game rewards.

Call: A call is a verbal description of what the skilliare using
does to its target. A call is in-game and/or outafme. See “O0G
Statement” for more information.

Call-out: When a character attacks another whose playertigireo
location where combat is acceptable. The calledptayter must step
to a safe location with the attacking player befi@sponding to his
attack.

Casting Level: The Power Level that a spell is cast at.

Character card: The out-of-game paper that contains all of a
character’s information. Each player must carrg fraper at all times
and should have a pencil to mark off used skils gpells.

Creature: A term that refers to any character in the gamevén
includes player characters; not just monsters.

Crit: Short for “Critical Attack.” ACrit is an attack that does more
damage or has a different effect than a normaktlatthat simply
deals one point of damage.

Damage bonus:An addition to the strength of a character’s phaisic
attack. This bonus is represented by an extra (®iof damage.

Damage, points of:The representation of a character getting hurt. A
character can have his Hit Points, Armor Pointsnperary Hit
Points, or temporary Armor Points damaged.

Downcasting: When a higher-grade skill slot is used to perfam
lower-grade skill in the same school.
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Experience Points (XP):See “Player Experience Points” (PXP).

Final Blow: A strike that is intended to “finish off” (kill) &elpless
creature.

Game Master (GM): A member of the cast who is both well versed
in the rules and in charge of maintaining Magestpglicies.

Heroic Effect: The effect that allows a creature to gain the fisne
described under the skileroism

Hit Points (HP): Points that represent a character’'s health and
stamina in combat. Hit Points are damaged afteroirRpints have
been damaged or bypassed.

Incarnation: The personification of a common worldly phenomenon
(like Death, Time, or Nature).

In-game (IG): A term describing anything that is part of the game
and is not distinctly part of the real world. Chaess, Magesta’s
currency, and magic spells are all examples ofgthithat are in-
game.

Machine-gunning: Rapidly landing blows on an opponent during
combat. This is illegal, and players do not havedont an attack that
follows another from the same weapon by less timensecond.

Magesta: The imaginary world that this game is played on.

Magestic: Can be a term to describe something of, in, ohandtyle
of The World of Magesta. It is also the name obadhat has a 10
gold crown value.

Magestite: A valuable red metal that is used, among many thiag
currency: 1 Magestic = 10 Gold crown. Magestite pogss are
permanently enchanted with magic and all four of #emental
energy types.

Magestream, The: The magical wave that circles Magesta once
every twenty-four hours, restoring used skills, dged Hit Points
and Natural Armor Points, and all unusable limbs.

Magestry: Aside from being the name of the game, Magestityés
name of the living magic force that cloaks The Woof Magesta.
There is a school of magic, also called “Magestithdt draws its
energy from this living magic force.

Melee: A combat that is fought hand-to-hand with hand-held
weapons like swords or axes.

Metagaming: Using out-of-game knowledge for an in-game purpose
Metagaming is against the rules. An example of gatang would
be if you (not your character) heard about thetlonaof a hidden
treasure while out-of-game and then went (as ybaraxcter) in-game
to retrieve it. That is against the rules because gharacter did not
(in-game) discover the location of the treasure.

Modern: Anything unique to today’s culture (cars, sneakeed|
phones) and/or doesn’t belong in a medieval orissaace setting.

Module: An area (usually a building) that is made to lodée la
dungeon, distant land, or other dimension. The mtive is
transported to this alternate place for the charactwithin it.
Modules are out-of-game areas to everyone outsitteem.



Monster: A generic term for a non-player character that leagpto
be of a race that typically terrorizes player chtees.

Mundane: For in-game purposes, this term refers to an iteat is
not magical and has no special properties. (A sibword is an
example of an item that is not magical yet hasexigp property and
is therefore not considered mundane.) For out-afegpurposes, the
word mundane is often used to mean “modern,” asthat item
doesn’t belong in the World of Magesta.”

Non-player Character (NPC): (noun) The in-game personality
assumed by a cast member or the cast member hinfeeib)
NPCing is a term that describes the action of somdweing part of
the cast for an event.

NPCHQ: The out-of-game area that serves as the headcéoter
the cast. Also called Plot Central or Ops (Openrejo

Out-of-game (OOG): Any item, event, information, or area that is
not relevant to the fantastical setting of the gamxamples of out-
of-game things are cell phones, cars, conversatbost life outside
of Magestry, Plot Central, and the area under Yeqa.

OOG Statement: An out-of-game description of what effect your
skill is having. Most spells have verbal in-gameaintations that are
followed by OOG Statements that further clarifyitheffect. Some
skills (such as Fighting and Stealth techniques)dascribed entirely
by OOG Statements and have no in-game verbal call.

Player Character (PC): (noun): The in-game personality assumed
by a (paying) player or the player himséiferb) PCing is a term that
describes the action of someone paying to play ankis or her
player characters for an event.

Player experience points (PXP):Points that are awarded to the
player rather than the character. PXP can be eamethny ways,
including being a member of the cast, and theyhmitransferred to
skill points for a particular player character.

Plot: The term for a particular piece of the story/adven at
Magestry. Some plots seem to have no connecti@nything else,
and some are obvious continuations of others.

Plot Central: The out-of-game area that serves as the headcuarter
for the cast. Also called NPCHQ or Ops (Operations)

Plot director: The person in charge of overseeing the plot of the
game and supervising the cast members. Unless tiseran
emergency, there will always be a Plot DirectdPlat Central.

Potable: This describes a spell that can be cast into aerice of
Magestry to create a magic potion.

Prestige Class A specialized school of learning that is avaiatd a
character once he has gained the appropriate ergerand training.

Professions & Prestige:A supplement to this rulebook that contains
details on profession-based skills and additiomaktige classes. It
can be found at Magestry.com.

Shield-bashing: Using your shield to attack rather than defend.
Shield bashing is illegal and will result in susgiem from Magestry.

Sparring: Mock combat for the purpose of practice. Though
weapons may strike characters, no damage is deatigdsparring.

Spell components:ltems used to cast spells; also an in-game name
for spell packets.
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Spell packet: A small bag of birdseed that is thrown at a tatget
represent casting a (missile-based) spell.

Spirit cloth or Spirit hood: Cheesecloth that a player wears over his
head while assuming the form of a spirit.

Stacking: Adding the effects of two spells or skills of theme type
(e.g. the spellsMagic Shieldand Magic Armo). In most cases,
stacking is not allowed.

Temporary Armor Points (temp AP): Armor points usually gained
through magical means and are damaged in combatebefmor
points granted by physical armor.

Temporary Hit Points (temp HP): Hit Points that are gained
through skills or special items and are not pariyadr character’s
natural Hit Point total. Temp HP are damaged in latmbefore
natural HP but after all Armor Points are damaged.

Plot Director Samwise says, “Orc or go to bt




