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Campaign Setting 
Where are we? 

"Secrets of the Mesa" takes place in a world with four 
major peoples separated by immense natural barriers. 
Here, a sort of crossroads has been re-discovered. A 
huge Mesa, high up in the mountains among the 
clouds is waiting, rich, mysterious, and unsettled. 
Any of the four nations would benefit greatly by 
settling the Mesa, having trading access to the rest of 
the world. 

Finding a way onto the Mesa was not easy, but 
someone did it. Rather than opening the way for one 
homeland to settle the new land, the discoverers 
formed a company and set the terms under which all 
four nations could take part in a settlement 
expedition. The terms were essentially: equal 
representation, settlement run by the Expedition, no 
interference, and all to benefit.  

 All patrons sponsoring the expedition follow a strict 
set of instructions as to what they may contribute and 
whom they may offer as a settler. Some of the 
strictures are known, others have been kept private. It 
is apparent that cooperation and a balance of power 
between of all of the lands are considered important 
to the success of the expedition. 

So in short, “model settlers wanted to settle crazy 
dangerous mesa and tame it for their homelands. Big 
Rewards promised any survivors”. 

The Secrets of the Mesa campaign will follow the 
story of the settlement. The challenge to our heroes is 
for the Community to survive and to uncover the 
secrets of the Mesa. Remember; they would not be 
called Heroes if the odds were not stacked against 
them… 

The Selected 

Those permitted to join the settlement permanently 
are selected for their talents and are required to pass 
tests of some kind.  What are these tests? None are 
certain, but it is clear that age, strength, wealth, and 
education are not bars to selection. Additionally 
every applicant must prove that they are fluent in the 
High Speech; regardless of their homeland, each 

must be able to clearly speak in the Old Way. The 
laborers who maintain the settlement’s buildings and 
raise food will likely only have a halting grasp of the 
Speech and will be limited in their ability to speak 
with the elected. 

Who can apply? 

Selected persons may be neither an officer of the 
Expedition itself, nor a current agent of any national 
power. Agents of merchant houses may not sell 
merchandise unless possessing a valid emblem 
endorsed by the Expedition. The elected [our Heroes] 
also may not form political or business entities 
among themselves within the settlement or attempt to 
usurp the rights of the Expedition. 

All selected will register their true name, birthplace 
and parentage upon The Rolls. These will be 
safeguarded and not shared. As the numbers of 
selected drawn from each nation are controlled, 
imposters attempting to appear of another nationality 
will dealt with severely. i.e. most likely death. 

What about laws? 

Any crimes committed prior to selection are the 
purview of the original national authority. Each land 
will arrange for the collection/ extradition of those 
guilty of said crimes. Acceptance into the settlement 
does not confer immunity from past offenses. 

Crimes committed within the settlement and 
surrounding areas are subject to the authority of the 
Expedition under its Charter, as signed by each of the 
nations collaborating. All nations forfeit right of 
appeal regarding their citizens in the case of violent 
crimes. In cases of nonviolent crimes petitions from 
patron nations will be heard but final judgment 
comes from the Expeditions, subject to a time-
consuming appeal process. 

What is a crime? 

Whatever the Expedition considers harmful to settlers 
or itself. Essentially: theft, murder, grievous assault, 
breaking the rules of the Charter, or compromising 
the safety of the Settlement or its citizens. 

Who is in charge? 
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The Expedition Company owns every brick of the 
village and will protect its rights whenever necessary. 
The selected have all the responsibilities of any 
villager anywhere else: sort out their needs, defend 
the village if necessary, and pursue their trades. 
Where the two might collide is where settlers’ 
squabbles or action threaten the safety, productivity, 
or profitability of the settlement. Then the Expedition 
Company may intervene. It has the full backing of 
major personalities in each of the four lands.  

What may Settlers bring? 

All possessions imported must be carried on the 
person or purchased after settlement. The selected 
may not transfer household, possessions, followers, 
livestock, chattel or other goods to the settlement. 
Wagons often do not survive the trip in any event. 

The settlement is a free trade zone for its inhabitants. 
All exchange within the settlement is immune from 
taxation or duty. Merchants leaving the settlement are 
still responsible to pay any duties owed to the nations 
upon re-entry to their destination. 

Housing and Provisions 

Each nation has the full use of two domiciles and 
may freely use any area around their domiciles for 
whatever they need.  All citizens may work out 
amongst themselves which of the various nations’ 
domiciles they will stay in. Each of the domiciles will 
remain in the control of their patrons, the culture 
guides. 

Those dwelling in the each of the nation’s canton will 
be obliged to maintain that culture’s rules.  

Grant 

Any House sending a member to the settlement will 
be given a yearly grant from their government to 
offset the absence of the elected. Grant is paid yearly. 
This grant is naturally transferred to heirs and/or kin.  

Special Provision 

Those joining the first journey to the Mesa will be 
given access to goods set aside by the patrons of each 
of the Four nations: Thule, Khaldea, Blessed Asylum, 
and the Eastern Wilds. These goods address the great 
demands of reaching the settlement. Normally 

material assistance for the settlement is forbidden, 
however as these goods will have been donated well 
in advance and will be controlled, no patron would be 
able to give their faction an undue advantage. This 
special store will be presented by the national guide 
for each land to his or her countrymen upon the 
opening night of the Mesa Settlement. 

Trade License 

All settlers are given full license to ply any trade for 
which they show proficiency. No new license or 
mark of trade is required. Likewise any livestock or 
crop is theirs to grow and or sell without regard to 
head tax, tithe, or control. 

Death on the Highland Mesa 

Death is waiting for everyone. In the paradise of the 
Highland death is implacable as ever and ever near. 

The heroes of the Wild Country face far more danger 
than those people who live in the settled nations. In 
fact, all of the worst dangers throughout the world 
can be found in the Highland as well: demons, trolls, 
the undead, poisonous serpents and plants, strange 
cultists, angry animal spirits, shades of those who 
died in past wars, bandits, trap-filled ruins, and who 
knows what else. 

In addition to the dangers of the Mesa there will no 
doubt be some enmity between the people traveling 
to this place: memories of old wars, old grudges 
between peoples from blacker times. Squabbles may 
spring up over the wealth to be had—fighting over 
spoils, advantages, deals, and politics. 

Death will happen.   

This is how things are likely to happen to these 
unfortunates:  

Those who are struck down with normal blows will 
recover after five minutes of lying unconscious. They 
are Stable and are unaffected by any chance blows as 
they lie there. If they receive even the slightest 
healing to their Vitality they will immediately gain 
consciousness. 

Those felled by skilled, mighty, or called damage 
will fall unconscious but will be Unstable—that is 
they are bleeding to death from their injuries. In one 
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minute’s time they will die unless one heals them or 
stabilizes their condition with some sort of care, 
binding their wounds. 

The true hero can cling to life such that instead of 
dying after one minute they lapse into a Fallen 
swoon. Hovering on the brink of death they can 
remain barely alive for hours.  These Fallen are 
helpless, cannot defend themselves, and can barely 
crawl if they must and if there is no one in sight who 
might aid them. Once reaching a common area or in 
sight of a fellow human being the hero collapses and 
cannot move further. Whereas a normally injured 
person is restored to activity with the smallest portion 
of healing, the Fallen is unable to do any more until 
he has received ten times that amount. If they receive 
this great care or someone is able to cure the hero of 
the Fallen condition, he lapses into normal 
unconsciousness. Although lying Fallen upon the 
field, helpless, is a fate none would wish to have, it is 
Far better than the alternative. 

If a person falls unstable for a full minute, or lies 
Fallen when the night falls or sun rises, they die. In 
this mysterious place the dead lie for only five 
minutes before rising as a Shade, and move as if 
drawn by a lodestone to a strange place. All other 
things of this world have no effect upon it, neither 
may it communicate, touch, move things, or tarry to 
observe.  

Once a companion has risen as a Shade, one hopes he 
will find eternal rest. It is very unwise to attempt to 
distract or hinder a Shade in its walk. Stories of those 
who have treated with Shades all speak of terrible 
curses falling on those who fail to show the proper 
respect, and distance. 

No one in the known world has ever returned from 
death.  The Heroes should be ware and be warned. 

Out of Character: What is going to 
go on In Game? 

Players in this game will play characters coming 
from life in their distant homelands and suddenly 
living among strange foreigners. Players will know 
little of other’s history, cultures, skills, traditions, and 
manners. They will be provided with lots of their 
own homeland’s information to work with. 

Each Player Character has a trade and ties to back 
home; whether they have family, business, or some 

other personal bond.  The leaders of the Expedition 
were careful to exclude loners and mercenaries. To 
earn a spot in the Rolls you had to be talented, 
respected, or somehow demonstrate usefulness over 
thousands of other applicants. When the time comes 
to create a character record you will pick at least one 
skill that counts as a Trade, of which there are many. 
The campaign world concept does not include a huge 
class of Adventurers who kill Goblins in Dungeons 
for gold. Wizards are likely artisans, scribes, village 
healers, alchemists, performers, etc. 

Essentially, this small village in the middle of the 
wilderness will become the most important place in 
the world, and the players will be steering where it 
goes. There will be dangers in the environment, old 
secrets coming to light, and on top of that Fate. 

The players will have opportunities to earn money 
trading amongst themselves and visiting traders at 
market day. Money is useful for alchemy, 
blacksmithing, and perhaps most importantly, 
information. Secrets of the Mesa does not have in-
game Maintenance Costs as the campaign begins due 
to the stable and safe living conditions of the village. 

Mental Adjustments for This 
Ancient World Campaign: 

There is no domesticated horse, chariot, highway, or 
pony express. 

Horses are small and wild creatures. Think ‘goat’.  

There is no bourgeois middle class to spur education. 

There is no known deep sea navy anywhere.  

There is no printing press. 

There is no feudalism; knights, peasant class, serfs. 

There are no emperors, though there have been. 

Books are handwritten and rare. Think scrolls. 

Literacy is widespread purely for game convenience. 

Personal Reputation means everything.  

There is no welfare, social security, no charitable 



Secrets of the Mesa 
Page 4 of 76 

 

organizations. If you cannot fend for yourself, you 
starve. Wanton criminals have no crowd to disappear 
into. People see them, know them, throw them out 
into the wilds to die. No shelter or a person to watch 
over you while you sleep means death. Only crazies 
and monsters live out in the wild. For this reason 
Outlaws band together into camps. So, those that 
want to stay inside a town need to keep a good 
reputation with enough people that remain welcome.  

Relying on community so much, people find ways to 
coexist despite stress and conflict, especially on the 
frontier. If a heated dispute comes to a head, a killing 
may happen, but a killing is not the same as a murder. 
Murderers are usually ejected immediately by the 
mob or avenged by a family member or friend of the 
murdered person. 
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Accelerant Core Rules 
Welcome 

You are preparing to enter a game world using the 
Accelerant system. The system is designed to be 
simple in concept and execution, yet have a rich and 
varied set of skills and abilities with which to develop 
characters and stories. To do this we have created a 
set of Core Rules that defines all of the effects of the 
game and presents them to you within the first 
chapter of the rule book. All skills and special 
abilities refer back to these Core Rules, so once you 
have learned the Core Rules you know how to react 
to effects from any Accelerant game, even though the 
skills or abilities that allow a character to use those 
effects may be very different. 

Rules of Etiquette 

In an activity as fluid and full of unexpected 
circumstances as live action games, it is important 
that each player attempt to follow the spirit as well as 
the letter of the rules. Although we have tried to 
create a set of rules that is as cut and dry as possible, 
there are certain rules that are difficult or impossible 
to quantify that are necessary to promote atmosphere 
or safety. These rules are marked as Rules of 
Etiquette. These rules are difficult or impossible to 
quantify. We know this, and if players abuse them or 
become less than graceful when using them the game 
will suffer. We trust the player to follow the intent of 
the rules, and to be particularly careful to be graceful 
when dealing with Rules of Etiquette. 

Rule of Etiquette 

The first rule of etiquette is that abusive language or 
actions are not tolerated, whether they are in game or 
not. Language or actions that are derogatory or that 
are deemed to be harassment are not allowed. 
References to explicit sexual behavior or concepts, 
particularly violent ones, are not allowed. In game 
threats should be worded so they are clearly in game. 

Game Actions 

The system is designed to keep the game running as 
smoothly and fluidly as possible. The game takes 
place in a site full of props, buildings, and other 
players. The rules define how you interact with the 
environment and other players. The game has 

removed actions and effects players cannot actually 
perform from the gameplay. There are no creatures 
stepping through solid walls, no flying creatures, and 
no activities that cannot be played without 
interrupting the flow of the game. Characters that 
step into rifts and turn to spirit, or characters that die 
and rise as spirits are still visible as they walk off. 
You cannot attempt actions such as chopping up 
bodies or breaking down doors that cannot be 
performed for logistical or safety reasons. 

Always In Game 

Players stay in game and in character from the start 
of the event to its end. There is no “out of game” 
except during emergencies. There are no out of game 
indicators such as white headbands, and no people 
should be wandering about unless they are there in 
the actual game. The idea is to keep the game flowing 
so players can stay in character and be immersed in 
the story. If you have a question, attempt to word it 
and ask it in game. If you feel you must leave game, 
walk to the edge of the game area in character and 
leave the game for a time. You should never interrupt 
the flow of the game. 

The system is also designed to minimize the times 
where you cannot act on what you see, hear and feel. 
You are always in game, even if your character is 
unconscious, dead, or affected by a game condition 
that incapacitates you. Your spirit still remains with 
you, and it can experience the game world around 
you. You do not need to pretend you did not 
experience the game even under these conditions. If 
your eyes are closed then you might not see what is 
going on, but you will remember everything you 
hear, smell, and feel. Your character also will realize 
this and knows that sometimes dead men do tell tales. 

There is no information that is out of game. If you 
don’t want other players to know something in game, 
don’t talk about it out of game. Keep your in game 
secrets to yourself, and if you talk out of game about 
something other players can decide they learned that 
information in game if they feel that the conversation 
unfairly inflicts knowledge upon them they did not 
want to know. If you want in game secrets, keep out 
of game secrets. The only caveat is if you are 
experienced and play a different character, creature, 
or plot role we ask you do not transfer anything you 
learn to other characters. 
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• An opponent can’t try to prevent you from resetting 
your flurry by advancing. If you have retreated in an 
attempt to increase your range to two paces but your 
opponent’s advance has prevented you from doing so 
then you may reset your flurry after a full second 
pause. 

• Incidental weapon contact and aggressively 
engaging an opponent’s weapon with beat attacks or 
offensive parries can make flurry determination 
confusing. We realize it is difficult to determine if 
these types of weapon maneuvers count as a strike in 
a flurry. As a Rule of Etiquette, if both your elbow 
and the weapon tip move forward and contact an 
opponent’s weapon then count that as one of your 
flurry strikes even if it was not your intention to 
launch an attack. This might mean that both 
combatants use up a Flurry swing during incidental 
weapon contact. 

The Proximity Rule 

You must maintain a safe distance from any active 
opponent. If you can reach out and touch the torso of 
an opponent with your hand then you are too close 
and you must back away. If there is a significant 
difference in the reach of two opponents, the 
opponent with the shorter reach may approach close 
enough so that they can strike their opponent with 
their weapon so long as they cannot touch the torso 
of the opponent. 

Claws and Natural Weaponry 

Some characters have the ability to use claws or 
natural weaponry instead of, or in addition to, 
weapons. These weapon props are red, though some 
plot creatures may have props that are constructed to 
appear to be part of that creature.  

Claws are considered to be melee weapons and can 
be used to block melee attacks. Claws are not 
affected by Disarm. Destroy effects delivered to such 
weaponry will cause a Maim effect to the limb using 
the weapon. 

Claws and natural weaponry are not bladed weapons, 
and cannot be used with skills or effects that require 
bladed weapons. If you are holding a claw that is 
struck by a melee or missile attack, and you cannot 
legally block with the claw due to some game effect, 
you will be affected by the attack since you cannot 
drop the claw in response to the strike. 

Missile Attacks 

Missile attacks use special thrown weapons, 
projectile weapons such as bows and crossbows, and 
streamer packets that represent arrows and bolts. If a 
weapon is designed as a thrown weapon or projectile, 
it cannot be used in melee combat. You may only 
throw one thrown weapon at a time, although you 
may fire a projectile weapon such as a crossbow from 
each hand if you are skilled in using that weapon in 
both hands. 

Like melee attacks, any missile attack that has no 
verbal causes 1 point of damage. Missile attacks with 
no verbal are “uncalled strikes” and cause someone 
to fall unconscious but stable when they reduce 
Vitality to zero. Missile weapons that use called 
damage effects cause enemies to become unstable 
when they fall unconscious just like called melee 
attacks. 

Packet Attacks 

A packet is a small bean bag filled with bird seed that 
represents some sort of mystical, psychic, or 
supernatural ranged attack form. Packets have strict 
construction guidelines. You call a verbal and throw 
a packet at a target to deliver the attack. If the packet 
hits the target, or any direct possession of the target, 
then the effect is delivered to the target. You are not 
permitted to throw packets too hard. If you are 
winding up to throw the packet then you are throwing 
too hard. 

Packets are not solid objects and cannot be affected 
by Disarm or Destroy, but they are a visible, in game 
effect. If someone is carrying packets and you see the 
packets, you can assume they have some sort of aura 
that makes you realize they are capable of something 
special. Because of this, you cannot carry or throw 
packets unless you have the power to use them for 
something. 

If a packet clearly strikes a target and they do not 
acknowledge the hit through role playing or by 
negating it with a defense, the attributes or their 
equivalent are not exhausted. If the packet misses, or 
you cannot tell whether the packet hit, then attributes 
or resources are exhausted normally. 

To deliver a packet attack, the arm that is delivering 
the packet must be free and the hand empty except 
for the packet itself. A free arm cannot have props 
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tucked under it or tied to it other than armor. You 
cannot deliver packet attacks if you cannot use game 
skills, or if the arm is affected by something that 
prevents its use such as a Maim effect or shackles. 
Some packet based skills have additional 
requirements as well. 

Packet attacks cannot be used while you are being 
hit. Successful melee attacks interrupt your ability to 
throw packet attacks, forcing you to wait for one full 
second before attempting to throw again. It is 
impossible to get off packet attacks during the Flurry 
pause. Missile and packet attacks will also interrupt 
your verbal if they land while you are speaking it, but 
you may begin a new verbal immediately and do not 
have to wait for one second in these cases. An 
interrupted ability is not used up and attributes or 
their equivalent are not wasted, but you must begin 
the verbal again. Some creatures may have the ability 
to use packet attacks even while they are being hit. 
They will indicate this by saying “Focused” before 
the packet verbal when they make the attack. 

Rule of Etiquette 

In order to encourage the use of good costuming and 
add a little more realism, we have the Costume Rule. 
If a packet attack clearly misses a target and passes 
by the body, yet that packet hits a cloak or costuming 
piece after it has gone past, the defender can call out 
“costume.” This rule cannot be used if the costuming 
is in front of the defender or if the packet has not 
already passed the body. The rule is in place to 
encourage cloaks, back banners, and some directed 
character costuming such as wings without adding an 
unacceptable disadvantage to the character in combat. 

Special Attacks 

Special attacks are delivered in unusual ways rather 
than using the regular melee, missile, and packet 
combat system. They represent large scale effect and 
atmospheric conditions. Special attacks always begin 
with the person or area that the attack affects and that 
is followed by a verbal. If you have a defense that 
works against the verbal of a special attack you can 
use it to negate that attack. Once the verbal of these 
attacks has begun the effect is already delivered. You 
cannot, for example, retroactively turn to a spirit 
during the verbal to negate it. The individual types 
are detailed below. 

Affliction 

Someone delivers an effect to your immobile or 
unconscious form by touching a weapon or packet to 
your torso and stating “Affliction One, Affliction 
Two, Affliction Three” clearly and slowly followed 
by a verbal. This works like a Death Strike and can 
be interrupted in the same manner as a Death Strike. 
The verbal may be a standard effect, or it may deliver 
an Inflict effect in which case the player will give 
you an effect card. 

Gaze 

Someone who has met your gaze for a full three 
seconds calls out or whispers “By My Gaze” 
followed by a verbal. A vampire might whisper “By 
My Gaze, Paralyze by Will.” Other creatures might 
cause fear or other effects. 

Gesture 

Someone points at you with a hand or a weapon and 
calls out “By My Gesture” followed by a verbal. If 
the effect has a duration that is not instantaneous, 
then instead of the normal duration, the effect lasts so 
long as they point at you. 

Name 

Someone calls out “By Your Name,” states your 
name, part of your name, or some pseudonym that 
you have used and calls out a verbal. The attack is 
delivered to you if you recognize that name as a 
name you have used or a name that person might use 
to refer to you. Basically if you know they are talking 
about you then you take the effect. 

Room 

Someone calls out “In This Room” and an effect and 
everyone in that room will be affected by it. 
Doorways and gates act as room dividers. This 
delivery is commonly used for traps and 
performances. The attack only works in an enclosed 
room with normal doorways and corridors leaving it. 
The attack will affect you if any part of you is within 
the room when the verbal is called. 

Voice, Place 

Someone calls out “By My Voice” or “In This Place” 
and an effect and everyone who hears it will be 
affected by it. You cannot defend against Voice or 
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Place attacks by intentionally obscuring the sound of 
the verbal with loud noise or by plugging your ears. 
Voice attacks indicate that the effect is radiating from 
the creature calling the effect. Place attacks indicate 
that the effect is environmental and the creature 
calling it is not itself causing the effect. 

Vitality 

Vitality is a count of how much damage you can take 
before you collapse. As you take damage, your 
Vitality points are exhausted. These points can never 
drop below zero. Healing refreshes Vitality, and these 
points are also refreshed at the beginning of each 
event. If your Vitality ever reaches zero you will 
collapse and become unconscious. Unconscious 
characters that are taken down by uncalled melee or 
missile hits are stable. Characters taken down by any 
other kind of damage, from called melee or missile 
hits, from firearms, from traps, from packets, or from 
anything with a verbal become unstable. 

If you fall unconscious but you are stable, you will 
remain unconscious for five minutes. After that time 
you will wake up with 1 point of Vitality. If someone 
hits you with an attack for called damage while you 
are unconscious and stable you will become unstable 
and begin your 1 minute count. Other effects can be 
inflicted upon you while you are unconscious and 
stable and those effects will still be active when you 
wake up. If healing raises your Vitality above 0 then 
you will become conscious. A death strike 
successfully delivered to your torso will kill you.  

If you are unconscious and you are unstable you are 
dying from blood loss and shock. You will linger for 
one minute before dying. A Stabilize effect will 
change your condition to stable and you will begin 
your 5 minute count. Other effects can be inflicted 
upon you while you are unstable and those effects 
will still be active if you wake up. If healing raises 
your Vitality above 0 then you will become 
conscious. A death strike successfully delivered to 
your torso will kill you. If someone begins to use 
First Aid on you, your count will be suspended until 
they stop the First Aid. If they call Stabilize you 
become stable and start your five minute count. If 
they do not finish the First Aid, your one minute 
death count will continue where it was before they 
started using the skill. 

When you die, all active effects on your person end 
unless an Imbue or Inflict effect specifically says 
otherwise on the effect card. Your remains will linger 

for five minutes before you change to a spirit of the 
dead and begin to walk to the gate of death. Only 
effects with “to Spirit” or with “to Dead” traits will 
affect a spirit of the dead. 

In Secrets of the Mesa, each character has a number 
of Vitality points equal to the average of the Earth 
attribute and the Void attribute. Vitality is always 
rounded down. Although Vitality is based off of two 
attributes, they are totally separate statistics. 
Exhausting Earth or Void points does not affect 
Vitality and taking damage does not reduce Earth or 
Void. Only a permanent change to Earth or Void will 
cause your maximum Vitality to change. 

Unconsciousness 

You are incapacitated and must collapse to the 
ground. You must close your eyes and you cannot 
move or speak while you are unconscious. You 
cannot use game skills unless a skill explicitly 
explains that it can be used while unconscious. 

Rule of Etiquette 

Players who are unconscious close to combat may 
open their eyes to watch for out of game danger if the 
battle moves too close. It is important for players to 
be able to protect themselves during these times. If 
you open your eyes for safety reasons then we ask 
that anything you see during that time remain outside 
the normal knowledge of the game. 

Death 

There are four ways you can die in this game. First, 
you can be knocked unconscious and unstable and 
remain that way for a full minute. This is referred to 
as “bleeding out” and is described above. Second, 
you can be killed if someone delivers a successful 
death strike to your torso. Third, You will be killed 
by an attack with a Death effect that you cannot 
negate. Finally, special areas might cause your death 
if you have a mishap. 

Death Strike 

A death strike is used to kill an unconscious or 
immobile victim. You must touch a weapon to the 
torso of the victim while saying “Death strike one, 
death strike two, death strike three”. This verbal must 
be spoken clearly and at a normal speaking pace. You 
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do not need to have skill with the weapon to inflict a 
death strike. 

To inflict a death strike, the victim must be 
unmoving. The victim can be unconscious or 
unmoving because of a game effect, but you cannot 
inflict a death strike on a body until it comes to rest 
after an attack, nor can you inflict a death strike on a 
helpless but struggling victim. If the victim can 
move, the victim can prevent a death strike. First you 
must render the victim unconscious or unmoving, and 
then you may inflict a death strike. 

To interrupt a death strike, you must strike the person 
attempting to deliver the death strike with a melee, 
missile or packet attack. You may also interrupt the 
death strike by striking the weapon used to perform 
the death strike with a weapon of your own. You do 
not have to force the weapon away. A death strike 
that is interrupted is canceled and has no effect. 

The “Death” Effect 

Any effect that successfully inflicts a Death effect 
kills you immediately. Of all the various game 
effects, only the Death effect will kill you outright. 
The Death effect may be nullified by an appropriate 
defense. 

Mishaps 

There might be large scale traps, challenges, and 
mishaps in special areas that can cause you to perish 
if you are unfortunate enough to stumble into them. 
Closing walls, deep pits, and other deadly traps might 
kill you outright. These areas will be marked or made 
clear to you during the course of the game. 

Spirits of the Dead 

After 5 minutes of death, a dead character becomes a 
spirit of the dead. The spirit and everything that spirit 
still carries is drawn to a place specified by Staff at 
Game Opening. The spirit will even pick up its own 
weapons if they are within reach unless someone else 
possesses them. When you rise as a spirit you must 
proceed directly to the gate of Death. You must walk 
with your head bowed and your arms at your side. 
You cannot interact with any other character unless 
they use an ability that allows you to do so. You 
cannot drop items. You cannot use any game ability. 
If someone tries to communicate with you, or tries to 
use a game effect on you that does not specifically 

work on Spirits, ignore the attempt, reply “Spirit” and 
continue on your way. 

While you are a spirit of the dead, there are very few 
effects that will work on you. The only effects that 
will work are effects with “to Spirit” or “to Dead” in 
the verbal. These are Bane effects specifically 
designed to affect spirits. The most common is a 
“Speak to Dead” effect. This type of “Speak” effect 
will allow you to converse quietly with the character 
who used the effect. You cannot stray from your path 
or use any game skill while talking. You are not 
compelled to communicate, but you may do so. Other 
effects might include “Imbue to Spirit” and “Inflict to 
Spirit.” If the description on the effect card states that 
it works on a spirit of the dead then you must follow 
the instructions given therein. You may use Resist 
and Purge defenses while you are a spirit of the dead 
if they are appropriate for an attack that strikes or 
affects you. 

Final Death 

If the spirit cannot return from the Underworld, then 
the character passes beyond this world and is said to 
have taken a final death. Final death means that you 
can no longer play the character in question, and adds 
an air of danger to the game by threatening your in 
game persona. 

Attack Effects 

The effect of an attack describes how that attack 
benefits or impairs you. The effect is the first part of 
any verbal. Some effects target items rather than 
characters. Each effect has a duration, but curing or 
removing that effect will end it. 

Many attacks last until you rest for five minutes. You 
must be sitting, lying, or kneeling to rest. You cannot 
walk or run. You cannot use any game skills while 
you are resting. Effects that require rest will not end 
until you rest for five uninterrupted minutes. You are 
also resting if you are dead, unconscious, stunned or 
paralyzed. Paralyzed characters are considered 
resting even if they are standing. You cannot refresh 
attributes or skills while you are resting. 

Agony 

You are wracked with pain. You cannot attack or use 
most game skills. You may run, defend yourself by 
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blocking with weapon skills and can use called 
defenses. Agony lasts for 10 seconds. 

Cure... 

The Cure effect removes effects on the target. A Cure 
[Effect] will remove all instances of that specific 
effect. A Cure [Trait] will remove every active effect 
with the appropriate trait except Imbue and Inflict 
unless the Imbue or Inflict card specifically says 
otherwise. Cure will never restore Vitality. Cure is a 
beneficial effect. 

Travis, for example, has been affected by the 
following attacks: Slow by Disease, Slow by Will, 
and Drain by Will. A Cure Slow will remove both the 
Slow by Disease and the Slow by Will since they are 
both Slow effects. A Cure Will would remove both 
the Slow by Will and the Drain by Will since they 
both have the Will trait. 

If a “Cure Maim” effect references a specific limb, 
the effect will only remove Maim effects on that 
limb. If the Cure Maim effect does not specify a 
limb, it will cure all Maim effects active upon the 
target. If an ability or skill allows you to use the 
“Cure Maim” effect on a specific limb, you cannot 
use that ability as a general “Cure Maim” effect. 

A “Cure Death” effect will restore a dead target to 
life and leave them with 1 Vitality unless that target 
has transformed to a Spirit of the dead. 

Once a character has transformed to a Spirit of the 
dead, only the rare “Cure Death to Spirit” effect can 
restore them to life, and only if it is used before the 
Spirit reaches its destination. 

A “Cure [Name] Trait” effect will remove a trait 
given to you by an Inflict, Imbue, or other effect that 
is temporary. It has no effect on a permanent trait 
granted by race, skill, or the like. 

Damage 

This effect removes Vitality points as described in 
the section on Vitality. Unlike typical effects, 
Damage is instantaneous. It removes Vitality points 
and then the effect ends. You cannot remove or 
dispel damage. Vitality points must be restored 
though healing. 

Death 

An attack with this effect kills you. You fall down 
dead, as if you had been struck with a death strike. 
All temporary effects upon you end when you are 
killed except for Imbue and Inflict effects that are not 
specifically removed by death. Death lasts for 5 
minutes, after which you will rise as a spirit and 
travel to the Death area. This process is described in 
greater detail in the Spirits of the Dead section. 

Cure Death and certain special abilities can affect 
you while you are dead. Some strengthen your spirit 
so it  

is not weakened by the presence of Death. Some 
might even restore you to life. Others might cause 
unpleasant effects. All of these will be handled using 
an Imbue or Inflict effect. In these cases you will be 
given an effect card that explains the results of the 
Imbue or Inflict effect. 

Destroy... 

An item is destroyed and cannot be used for any 
game skill or effect until it is repaired. For most 
melee delivered effects, the verbal is simply 
“Destroy” and the strike will destroy the weapon it 
hits. For missile and packet attacks the verbal will 
include the name of the item and any strike will 
destroy that named item. A melee attack that strikes 
your shield and uses the “Destroy Shield” verbal will 
render your shield unusable. The effect is permanent 
until the item is restored with a Repair effect. Some 
items may be truly destroyed if no Repair effect 
exists in the game to restore them. The item does not 
crumble away or disappear; the prop represents the 
broken item. 

An attack that uses the “Destroy Armor” verbal will 
exhaust all of your armor points. The armor points 
can be refreshed or repaired normally as if they had 
been removed by damage. Melee attacks must 
successfully strike you to deliver a Destroy Armor 
effect. Some creatures might take some kind of 
detrimental effect when struck by this attack. If you 
want to attempt to harm a construct directly with this 
effect you would call out “Destroy Form” as the 
verbal.  

Items without tags or safety stickers (such as 
clothing, belts, pouches, and the like) cannot be 
affected by Destroy. 
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Diagnose 

This effect is used to determine if the recipient is 
inflicted with a specific effect, trait, or game 
condition. Skills with the Diagnose effect allow you 
to use Diagnose to determine the presence of specific 
effects or traits with the exception of Imbue or Inflict 
effects. A skill might also allow you to use Diagnose 
to determine if the recipient is currently Stable, 
Unstable, Dead, or Damaged. To use Diagnose, touch 
the recipient with a packet and say “Diagnose” 
followed by an effect, trait or game condition. The 
recipient says “Yes” if they are afflicted with the 
named effect or an effect with the named trait, or if 
they suffer the game condition. Otherwise they say 
“No.” 

Travis, for example, is lying on the ground unstable 
and has been inflicted by a Slow by Disease and a 
Paralyze by Magic. Another player leans over, 
touches him with a packet and says “Diagnose 
Stable.” Travis says “No.” She says “Diagnose 
Unstable” and Travis says “Yes.” She uses a Heal 
effect on Travis but he still doesn’t move. Puzzled, 
she says “Diagnose Stun.” Travis says “No.” She 
says “Diagnose Paralyze.” Travis says “Yes.” She 
has the ability to Cure Poison, so she says “Diagnose 
Poison.” Travis says “No.” She decides to wait until 
the Paralyze wears off. 

If someone uses “Diagnose Damage” on you, you 
may choose, for the sake of expediency, to include in 
your reply the current number of Vitality points that 
have been removed by Damage. If, for example, you 
have taken two damage that has not been healed and 
someone uses “Diagnose Damage” on you, you may 
reply with a simple “Yes” or you may reply with a 
“Yes, two.” The choice of how to respond is up to 
you. 

Disarm... 

You must drop everything in the hand indicated by 
the verbal. You can pick up items immediately after 
they have come to rest. You may pick up an item as 
soon as it stops moving. The verbal will contain 
either “Disarm right hand” or “Disarm left hand.” If 
you are holding a fragile or breakable prop, including 
an air gun, you may put it down rather than drop it, 
but in this case you cannot pick it up for a full five 
seconds. 

Delivering this effect with a melee attack requires 
you to strike that weapon while calling the Disarm 

effect. You do not need to specify a hand. The hand 
that is holding the weapon will be affected. A melee 
delivered Disarm will not affect a shield unless the 
“Disarm Shield” verbal is used. You cannot disarm a 
shield unless a skill or ability specifically allows the 
use of “Disarm Shield.” 

Disengage 

To initiate this ability either take a step back or plant 
your feet for 3 seconds. Gesture at any number of 
opponents with a your weapons. You cannot move 
towards any target. Everyone who is attacking you 
and everyone indicated by the gesture of your 
weapon must move back out of weapon range so that 
you cannot cross extended weapons. Targets that are 
rooted or cannot move back may cross their arms and 
lean away from the effect instead of backing up. 
Once the distance has been increased and the space 
indicated by the Disengage has been cleared by all 
targets (or everyone has crossed their arms and 
leaned away) the effect ends. Disengage will not 
force a target into a dangerous area. A target may 
choose to cross arms and lean back rather than 
stepping back into an area that will cause them some 
detrimental effect. Disengage is not a melee delivered 
attack and cannot be negated by defenses that stop 
melee attacks. 

Drain 

For a simple Drain effect, you cannot run or use any 
game skill, including weapon and shield skills. If the 
verbal is followed by a skill or ability name then you 
cannot use that particular skill. Drain can also be 
used to prevent entire skill headers. If a header is 
drained, you cannot use any skill that falls under that 
header. Drain can be used in this manner to suppress 
racial abilities and empowered named items. If an 
item is named after a Drain effect then no abilities 
from that item can be used until the Drain ends. Only 
simple Drain effects prevent you from running. The 
Drain effect will last until you rest for five minutes. 

Expose... 

The Expose effect is followed by one trait. If you 
have that trait and are subjected to this effect, you 
must cry out, revealing the fact that you have the trait 
and revealing your position. You must cry out as 
loudly as the Expose effect was called. 
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Although you may cry out softly if the Expose was 
called softly, you still must make every effort to 
ensure that you are revealed to the person who called 
the effect. The Expose effect is audible and you must 
cry out even if you are unconscious or under the 
effects of a Stun, Paralyze, or other disabling effect. 
Only a Silence will prevent you from crying out, and 
even then you must role play crying out even though 
you make no noise. 

You are not affected if you are Dead or have the 
Spirit defense unless the Expose effect targets those 
specific traits. This effect is one of the few that will 
commonly be delivered by voice. 

Frenzy 

This effect causes you to attack the closest creature to 
you, regardless of recognition or consequence. You 
may attack with any standard skill that is not 
beneficial, though you are not forced to use 
consumable skills in this attack. If you are affected 
by a Repel effect, or if you are not affecting the 
creature in question, or if you cannot find a way to 
reach the creature for 10 seconds you will move on to 
the next closest creature. If someone else attacks you 
and that creature is more convenient than your 
current target then that creature will become your 
new target. The effect ends when you are rendered 
dead or unconscious. 

Grant... 

You gain a temporary enhancement to your abilities. 
There are five types of Grant effects as indicated by 
the verbal. Each type of Grant effect gives a different 
enhancement. All types of the Grant effect last until 
the end of the event, or until the granted ability is 
used up. If you have temporary imbues, boons or 
abilities that mimic a Grant effect that are not 
technically Grant effects they do not stack with 
similar Grant effects. Only effects with an Imbue 
card that explicitly states that it will stack with Grant 
effects will do so. Grant is a beneficial effect. 

... Armor 

This type of Grant effect adds additional armor points 
to your base armor, whether those armor points are 
granted by physical armor or a skill. These points are 
refreshed when your base armor is refreshed. If no 
number is indicated then this effect boosts your 
armor points by 1. The effect might indicate a higher 

number in the verbal such as “Grant 2 Armor” to 
indicate that a greater number of armor points have 
been granted. A successful Destroy Armor effect 
destroys the armor points and completely ends this 
type of Grant effect.  

You may only have one Grant Armor effect active 
upon you, though you may choose which Grant effect 
to keep if someone uses an additional Grant Armor 
effect upon you. 

... Protection 

This type of Grant effect adds additional protection 
points that negate points of damage. These protection 
points work in a manner similar to armor, negating 
the indicated amount of damage regardless of the 
source. The number of points is indicated after the 
“Grant” in the verbal, and if no number is indicated 
then the ability grants a single protection point. 
Protection points are always lost after armor points. 
Protection points cannot be refreshed or renewed. 
Once they are used to negate damage the effect ends.  

You may only have one Grant Protection effect 
active upon you, though you may choose which 
Grant effect to keep if someone uses an additional 
Grant Protection effect upon you. 

... Attribute 

This type of Grant effect adds to the total of one 
numeric attribute. Any points added with this effect 
are available immediately for use. Effects which 
refresh that attribute also refresh these additional 
points. These extra points can be used in the same 
manner as regular attribute points. A successful 
Waste effect that reduces the boosted attribute also 
completely ends this type of Grant effect. If the 
attribute indicated is Vitality then Heal effects work 
normally. Vitality calculations and other secondary 
attribute calculations are not affected by points added 
by the Grant effect to another attribute used in that 
calculation.  

You may only modify a specific attribute with one 
Grant Attribute effect, though you may choose which 
Grant effect to keep if someone uses an additional 
Grant Attribute effect that modifies the same 
attribute. You may have additional Grant Attribute 
effects upon you so long as each modifies a different 
attribute. 



Secrets of the Mesa 
Page 18 of 76 

 

... Defense 

This type of Grant effect gives you one called 
defense that can be used on attacks indicated by the 
defense verbal. This type of Grant effect starts with 
the Grant verbal, which may include a trait, and ends 
with the verbal that describes the defense. You may 
use the indicated defense against an appropriate 
attack once during the event. Once this defense is 
used the Grant effect ends. If the defense portion 
includes a trait then you must call out that trait when 
you use the defense. The defense portion of the 
verbal indicates the types of attacks it can be used 
against by either indicating a trait or an attack type. If 
there is no indication then the defense may be used 
against any melee, missile or packet attack. 

A “Grant Defense by Shadow, Avoid by Shadow” 
would give you one defense against any weapon or 
packet attack. You would call out “Avoid by 
Shadow” when you used the ability. 

A “Grant Defense, Resist Poison” would give you 
one defense against any attack with the Poison trait. 
You would call out “Resist” when you used the 
ability. 

A “Grant Defense by Divine, Parry Melee” would 
give you one defense against any melee attack. You 
would call out “Parry” when you used this ability. 

You cannot have more than one Grant Defense effect 
upon you that protects against the same trait unless 
the skill or ability explicitly makes an exception. If 
you receive another Grant Defense effect that 
protects against a trait for which you already have a 
granted defense you choose which to keep. You 
cannot, for example, have a Shield Magic defense 
and a Resist Magic defense both from Grant effects. 
You would have to choose between them. Likewise, 
if you had a Resist Poison effect you could not 
receive an additional Grant Defense that gave you 
another defense against the Poison trait. You gain 
only one defense per trait. Defenses with overlapping 
traits also do not stack. If you have a Shield against 
Fear, for example, you could not also have a Resist 
against Mental. You would have to choose which to 
keep when you receive the second Grant effect. 
Defenses that have no trait and work on melee, 
missile, or packet attacks likewise do not stack. You 
may only have one such effect from a Grant Defense 
effect. 

... [Delivery] Attack 

This type of Grant effect gives you one called attack 
that uses the appropriate delivery. This type of Grant 
effect starts with the Grant verbal, which may include 
a trait, and ends with the verbal that describes the 
delivery of the attack and the effect. You may use the 
indicated attack only if you have the props to make 
an attack with the specified delivery. For melee and 
missile attacks, the attack is exhausted and the Grant 
effect ends only if the strike lands and the opponent 
acknowledges it through role playing or negates it 
with a defense. For packet attacks the Grant effect 
ends when you throw the attack. 

A “Grant Melee Attack by Shadow, Weakness by 
Shadow” would give you one melee attack with the 
Weakness by Shadow effect. You would call out 
“Weakness by Shadow” when you used the ability. 

A “Grant Packet Attack, 2 Damage by Fire” would 
give you one packet attack and you would call out “2 
Damage by Fire” when you used the ability. 

A “Grant Missile Attack, Stun by Poison” would give 
you one arrow or thrown weapon attack and you 
would call out “Stun by Poison” when you used the 
ability. 

Heal... 

This effect restores one point of Vitality. If the effect 
is followed by a number, then it restores Vitality 
equal to the indicated number. Otherwise it restores 
one point. If you are unconscious with no Vitality 
then healing will restore one or more Vitality points 
and you will wake immediately unless some other 
effect is preventing you from doing so. Heal is a 
beneficial effect. 

Imbue... 

This effect can be used in one of two ways. If the 
Imbue effect is followed by a trait name and “Trait,” 
such as “Imbue [Name] Trait” then you will gain that 
trait for the remainder of the event.  

Otherwise, this effect is some enhancement or extra 
ability that is described on an effect card that is given 
to you after the effect is used upon you. An Imbue 
effect with no trait will not take effect until you have 
read the effect card. Imbue will usually give you 
some ability that can be used during the current 
event, although the effect card might describe some 
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effect that lasts beyond the current event. Imbue is a 
beneficial effect. 

Imbue effect cards can have a wide variety of long 
term plot effects. Examples include granting a 
defense against certain types of attack, strengthening 
the spirit of a dead character, and similar exceptional 
abilities. Defenses can be used to negate Imbue 
attacks if those defenses will stop an attack with the 
appropriate trait. 

If a player can use an Imbue effect, that ability will 
always have some in game action that must be 
accomplished before you can use the ability. You 
might need to gather and mix components. You 
might need to construct some item from strange parts. 
These actions earn you the effect card needed to use 
this effect. You can never use an Imbue ability 
without the appropriate effect card to represent the 
properly prepared components. 

Inflict... 

This effect can be used in one of two ways. If the 
Inflict effect is followed by a trait, then you will gain 
that trait for the remainder of the event. 

Otherwise, this effect is some affliction or 
detrimental effect that is described on an effect card 
that is given to you after the effect is used upon you. 
An Inflict effect with no trait will not take effect until 
you have read the effect card, so a character engaged 
in combat may not be affected by Inflict effects 
described on Inflict cards immediately; they have 
time to retrieve the effect card and read it when it is 
convenient and unobtrusive to do so. Unconscious or 
dead characters must read the card immediately. 
Inflict cards will give you some unusual detriment 
that will have an effect and a duration described on 
the effect card. 

Inflict effect cards can have a wide variety of long 
term plot effects. Examples include causing death 
after a certain amount of time, causing you to 
transform into some type of creature, inflicting you 
with a disease that cannot be healed normally, 
weakening the spirit of a dead character, and similar 
exceptional abilities. 

Defenses can be used to negate Inflict attacks if those 
defenses will stop an attack with the appropriate trait. 

If a player can use an Inflict effect, that ability will 
always have some in game action that must be 
accomplished before you can use it. You might need 
to gather and mix components. You might need to 
construct some item from strange parts. These actions 
earn you the effect card needed to use the ability. A 
player can never use an Inflict ability without an 
effect card to represent the properly prepared 
components. 

Maim 

One limb becomes useless. An arm must hang at your 
side and cannot be used for any game ability. A leg 
becomes unusable. You must go down on one knee-- 
you cannot hop. You may crawl using your other 
limbs. A Maim effect will last for the duration of the 
event. If a Maim effect is delivered by a melee or 
missile attack, the limb struck will be affected. If a 
Maim effect delivered by a melee or missile attack 
strikes the torso then the Maim effect is ignored. If a 
Maim effect is delivered by a packet, the attacker can 
include the limb in the verbal. For example, a caster 
might call out “Maim Right Leg by Fire.” If the limb 
is not specified, then the subject may choose one 
limb that is not already affected by a Maim. Maim 
only works on arms and legs. 

Paralyze 

You must stand frozen. You cannot move, but you 
are aware of what is happening around you. If you 
are rendered unconscious, or if someone tries to 
change your pose, you will collapse to the ground. 
Paralyze will last until you rest for five minutes. You 
are resting while you are paralyzed even if you are 
standing. 

Refresh... 

Refresh is always followed by either an attribute or a 
skill that has a limited number of uses. You recover 
one or more uses of the named skill or one or more 
points of the named attribute. If you do not have the 
named skill or attribute then the Refresh has no 
effect. As a default, Refresh restores one point or use 
of a skill. If a number is placed before the attribute or 
skill name then you will restore more attribute points 
or uses of a skill. Skills that require attributes cannot 
be restored directly and are unaffected by a Refresh 
effect. Refresh will never raise you above your 
maximum attribute or give you more uses of a skill 
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than you would have at the start of an event. Refresh 
is a beneficial effect. 

Refresh can also be used to restore abilities of an 
empowered item. If the item has a unique name and 
Refresh is followed by that name then the abilities of 
the item are restored. 

Repair... 

You restore one item that has been rendered unusable 
by a Destroy effect. For an item you are touching you 
need not specify a target in the verbal. For other types 
of abilities you specify a target after the Repair 
verbal. Repair may also be used to refresh armor 
points from physical armor. In this case you use the 
“Repair Armor” verbal. Repair is a beneficial effect. 

Repel 

This effect prevents you from using game skills on 
the attacker. You will also attempt to stay 10 feet 
away from the attacker unless doing so would 
endanger you. If this is the case you may move to a 
safer position even if it takes you within 10 feet, so 
long as you then attempt once again to stay 10 feet 
away from the attacker. You cannot use game skills 
on the attacker in any case. The Repel effect will last 
until you rest for five minutes unless the attacker 
strikes you with a melee attack that does not cause a 
Repel effect. If the attacker strikes you with a melee 
attack using an effect that is not Repel then this effect 
ends immediately. 

The attacker is not immune to the attacks of a 
character affected by the Repel. That character is free 
to launch attacks at other creatures so the attacker 
should be careful to stay clear of other potential 
targets and avoid attacks launched at other characters. 

Root 

You cannot move your right foot from its spot. You 
may pivot on that foot, and you may move your left 
foot. A Root effect will last until you rest for five 
minutes. 

Silence 

You cannot talk or make any in game verbal noise. 
You cannot use game skills that require incantations. 
If you are affected by an Expose effect you must 

mime crying out but you do not make any actual 
noise. You must still use out of game phrases as 
normal. A Silence effect will last until you rest for 
five minutes. 

Slam 

Some great force knocks you back and off your feet. 
When you are struck with this effect you role play an 
extremely forceful blow or blast. You may take up to 
three steps backwards and fall down. The steps 
backward are optional. The effect ends when your 
chest or back touches the ground. If falling to the 
ground is an issue due to ground quality, crowding or 
health you may opt to instead take your steps, drop to 
a knee and place both hands palm down on the 
ground as you shake your head for three seconds. 

Some Slam effects are so powerful they knock you 
back through a shield. If you hear “Shield Slam” it 
works even if it strikes your shield. This attack can be 
blocked by a weapon and would count as a strike to 
the limb holding the shield. 

Slow 

You cannot run. You may only walk at a normal 
pace. The Slow effect will last until you rest for five 
minutes. 

Stabilize 

If you are at 0 Vitality and unstable this effect makes 
you stable. You start your 5 minute count. Otherwise 
you call “No Effect.” Stabilize is a beneficial effect. 

Stricken 

You are unaffected by any beneficial effect unless it 
removes the Stricken effect from you. Call “No 
Effect” to any other beneficial effect used on you. 

There is one exception; if someone uses First Aid on 
you then the Stabilize effect will work. Only a “Cure 
Stricken” effect or a Cure effect applied to the trait of 
this attack will remove this effect. An effect that 
removes the Stricken effect from you will not remove 
other effects. Stricken does not work on items you 
carry or wear and items may be affected by Repair or 
Imbue effects. The Stricken effect will last until you 
rest for five minutes. 
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For example, if you have a Stricken by Poison and a 
Paralyze by Poison effect upon you, a Cure Poison 
effect will remove the Stricken effect but it won’t 
also remove the Cure Paralyze effect. A second Cure 
Poison would be needed to remove the Paralyze by 
Poison effect. 

Stun 

You are knocked unconscious. Stun will last until 
you rest for five minutes. You are resting while you 
are stunned. Another character may take a full minute 
of role play to revive you and end this effect. 

Speak 

This effect allows you to converse with a creature or 
being that cannot otherwise communicate with you. It 
is with specific types of creatures. The subject is 
under no obligation or compulsion to speak with you, 
but it may do so if it wishes. The Speak effect will 
last until a participant uses another game skill or until 
a participant move out of reasonable conversation 
range. 

Waste... 

Waste is always followed by either an attribute or a 
skill that has a limited number of uses. You lose one 
or more uses of the named skill or one or more points 
of the named attribute. Waste has no effect if you 
have no attribute points or skill uses left. If you do 
not have the named skill then Waste to that skill has 
no effect. As a default, Waste removes one point or 
use of a skill. If a number is placed before the 
attribute or skill name then you will lose more 
attribute points or uses of the skill. Skills that require 
attributes cannot be wasted directly and are 
unaffected by a Waste effect. 

Wasted attribute points and skill uses can be 
refreshed. A Cure Waste effect will restore points or 
skill uses lost to Waste effects unless they have 
already been refreshed or restored by some other 
means. Once a wasted attribute or skill use has been 
refreshed a Cure Waste effect will have no effect on 
you. Attributes and skills lost to a Waste effect are 
always refreshed before points lost through normal 
use. 

Waste can also be used to remove abilities of an 
empowered item. If the item has a unique name and 
Waste is followed by that name then any charged 

abilities of the item are removed as if they had been 
used. 

Weakness 

Your ability to strike with melee attacks is severely 
weakened. You cannot deliver any called effects with 
your melee attacks. Weakness does not affect 
uncalled strikes or any other weapon skill. The 
Weakness effect will last until you rest for five 
minutes. 

Attack Traits 

Most attacks include a descriptive trait. This trait is 
indicated by the second part of the verbal. The trait of 
an attack adds flavor to the attack and determines 
whether certain defenses can be used to negate the 
attack. If an attack is “5 Damage by Fire” then the 
trait of the attack would be Fire. 

The “by Weapon” trait is dropped from the verbal of 
normal melee attacks to reduce noise. Any melee or 
missile attack with no trait is assumed to have the 
“Weapon” trait. 

Most attack traits allow you to role play the effect. 
You may step back or cry out in reaction to the 
attack. If you are surprised by an attack, however, 
you cannot add additional role play to the effect. For 
example, if you were hit by a “Stun by Force” from a 
visible enemy then you could add the role play of 
crying out or staggering back. But if someone sneaks 
up behind you and calls out “Stun” with a melee 
attack then you should just go down. If someone 
sneaks up and surprises you with a spell that you 
honestly did not see coming, you should not cry out 
to warn your friends. 

Elemental Traits 

These include Air, Cold, Earth, Fire, Ice, Lightning, 
Water, and Wind. The effect is caused by elemental 
power. Abilities that work against Elemental effects 
will work against effects with any of these traits. You 
may role play an Elemental effect by crying out or 
stepping backwards as the effect is inflicted. 

Mental Traits 

These include Awe, Confusion, Despair, Fear, 
Gloom, Inspiration, Madness, Trance, and Will. The 



Secrets of the Mesa 
Page 22 of 76 

 

effect is caused by some mental or emotional 
reaction. Abilities that work against Mental effects 
will work against effects with any of these traits. You 
may role play a Mental effect by crying out or 
stepping backwards as the effect is inflicted. 

Metabolic Traits 

These include Aging, Air, Cold, Disease, Poison, 
Radiation, and Sleep. The effect is caused by a 
Metabolic reaction. Abilities that work against 
Metabolic effects will work against effects with any 
of these traits. You may role play a Metabolic effect 
by crying out or stepping backwards as the effect is 
inflicted. 

Physical Traits 

These include Crystal, Earth, Force, Ice, Silver, 
Thorns, Weapon, Web, and Wind. The effect is 
caused by a Physical force. Abilities that work 
against Physical effects will work against effects with 
any of these traits. You may role play a Physical 
effect by crying out or stepping backwards as the 
effect is inflicted. 

Special Traits 

All traits not included above are Special traits. These 
can include, but are not limited to, Acid, Blessing, 
Curse, Light, Magic, Malediction, and Shadow. 
These traits are not included in any general trait, so 
abilities must specifically include them. Special 
attacks allow no additional role playing; you will 
suffer the effect of a Special attack immediately. 

Bane 

This is a unique attack trait that works against 
another specific trait, and targets only those creatures 
that have that trait. Instead of saying “by” you would 
say “to” and state the trait that is targeted. An attack 
that stated “10 Damage to Undead” would be an 
example of an attack with the Bane trait, and the 
attack would only affect creatures with the Undead 
trait. If you somehow lose the trait that a Bane effect 
targets while under that effect, then the effect ends 
immediately. So, if you had a “to Dead” effect upon 
you and you were brought back to life then the “to 
Dead” effect would end. Remember that the race of a 
character is always considered to be a trait of that 
character. Bane attacks allow no additional role 

playing; you will suffer the effect of a Special attack 
immediately. 

Some effects may have both a normal trait and a bane 
trait. In this case the attack affects only those targeted 
by the Bane affect but it may be resisted by defenses 
that work against the normal trait. An attack that 
stated “Paralyze by Fear to Elf” would only affect 
characters with the Elf trait but it could be negated by 
a Resist Fear defense. 

Self 

This trait indicates that the effect works only on the 
person using it. Instead of saying “by” you would say 
“to Self” after the effect. This indicates that you are 
the only target of the called effect. 

Defenses 

These abilities allow you to negate abilities used 
against you. Although there are a large number of 
possible defenses that can be used against specific 
causes and effects, all defenses can be summarized as 
one of the following types. 

When it is possible to apply multiple defenses to an 
attack the defender decides which defense to use. 
Although Elude, Guard, and Shield defense must be 
used if an attack would affect you, it is possible, for 
example, to use a skill that provides a Resist defense 
when an appropriate attack strikes you to “protect” 
and Shield type defense. You could, for example, use 
a Resist against Fear to save a Shield against any 
Mental trait. 

Elude, Guard, Shield 

You negate the first attack of the appropriate type 
that strikes you. Although different verbals are used 
to indicate the nature of your defense and to add 
flavor to the game, all of these defenses work the 
same way. You must call out the defense when it is 
used. 

Avoid, Parry, Resist 

You choose one attack of the appropriate type to 
negate when it strikes you. You can allow an attack 
to affect you and negate a later attack. Although 
different verbals are used to indicate the nature of 
your defense and to add flavor to the game, all of 
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these defenses work the same way. You must call out 
the defense when it is used. 

Purge 

You may negate an attack after it has affected you. 
You must spend three seconds to role play this 
defense as you shake off the effect, during which 
time you must remain relatively still. You cannot use 
game skills while role playing the purge. You cannot 
use Purge while unconscious unless doing so would 
wake you. You cannot use Purge when you are dead 
unless the skill specifically allows you to use “Purge 
Death” in the verbal. 

No Effect 

You are unaffected by the attack in question. This 
indicates a defense that is not consumable. The attack 
does not affect you, nor will it ever affect you. 

Reduce, Absorb 

You are affected by the attack in question, but the 
effect has been mitigated, lessened, or changed 
entirely. The actual reduction is determined by the 
skill or ability that allows you to use this defense. 
Reduce is often used to indicate the effect has been 
lessened while Absorb often indicates that the attack 
had a different effect entirely. The verbal for this 
defense might be followed by “to” and the modified 
effect such as “Reduce to Maim” or “Absorb to Heal 
2.” You must role play the new effect appropriately. 

Reflect 

You choose one melee, missile, or packet attack of 
the appropriate type to rebound back at the attacker 
when it strikes you. Call this defense to negate the 
effects of the attack. If your attack is reflected then 
you must take the attack as if your melee, missile or 
packet had struck you. The attack retains all of the 
original traits so it might not actually affect you. You 
may use defenses to negate the attack, including 
using Reflect to bounce it back on the original target. 

 Spirit 

You are insubstantial and are unaffected by most 
attacks. You call “Spirit” to any attack that you 
negate for this reason. You cannot use game abilities 
unless specifically allowed to do so. You cannot 

speak or converse with other characters unless they 
use an ability that allows you to do so. If someone 
tries to talk with you, you may call “Spirit” to inform 
them that you cannot speak. You cannot drop any 
items. No one may search you, nor can items that you 
carry be removed from your person. Nothing can be 
thrown over you. You cannot rest while in spirit 
form, and effects that last until you rest will not be 
removed. You cannot block doorways or portals. If 
someone tries to move through a portal that you are 
blocking then you are forced to move. 

Characters who have died and are traveling to the 
Realm of Death are spirits. If you gain the Spirit trait 
because you have died and you have become a Spirit 
of the Dead then you also gain the Dead trait. Effects 
with the trait “to Spirit” affect all spirits, while 
effects with the trait “to Dead” affect only spirits of 
the dead. You must walk with your head bowed and 
your hands at your side. 

Some abilities allow a living character to become a 
spirit for a time, but these abilities usually have 
special restrictions or will not be absolute in their 
protection. You might gain a trait and become 
vulnerable to attacks with that trait even though you 
are a spirit. Some of these skills last until you move. 
In these cases you cannot move or speak without 
ending the effect. If you turn into a spirit in a place 
which blocks a portal or doorway then you are forced 
to move to allow someone through. Since this can 
end the effect you must be careful to use these types 
of skills so as to not block confined areas. 

Defense Traits 

A defense might have a trait associated with it. The 
verbal should include the defense and the trait with a 
“by” between them. This can be done to add flavor to 
an ability, to differentiate two similar skills, or to 
allow other skills to key off certain defenses. 

Chained Defense 

A chained defense has an effect that is called 
immediately after the defense. The verbal should 
include the defense and the additional effect with an 
“and” between them. If the additional effect is an 
attack then that attack must be launched immediately 
as the defense is called. Using the additional effect 
could be optional or required. If the additional effect 
affects the character using the chained defense then 
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the ability must use the Self trait and character must 
role play that effect as if they had been struck by it. 

For example, a Fire based attack strikes a Fire 
Elemental. The creature calls out “Resist and Heal to 
Self” to indicate that the attack was negated and the 
creature was healed by using the defense. 

For example, a strong creature can tear out of some 
physical effects but it takes damage doing so. The 
creature is struck by the appropriate attack, role plays 
for 3 seconds, calls out “Purge and 2 Damage to Self” 
and then role plays the damage effect. 

For example, a character has an ability that simulates 
a Riposte. The character is struck by a successful 
melee attack, calls out “Parry and 3 Damage,” and 
immediately swings at the person who attacked her. 

For example, a creature has an ability that can shoot 
attacks with the Magic trait back at the attacker. The 
creature is struck by a “Paralyze by Magic.” The 
character calls “Resist and Paralyze by Magic” and 
throws a packet back at the attacker. 

Armor 

Armor provides points of protection that act as a 
buffer against damage effects. Armor points are 
removed by damage in a manner similar to Vitality. 
Armor points are lost before Vitality points. The 
method by which exhausted armor points are restored 
varies depending on the type of armor you are using 
and the skills and abilities of the Accelerant game 
you are playing. 

You may only have one base type of armor active at a 
time. If you try to restore or activate or wear one type 
of armor while you have active points from another 
type of armor, the armor type with the lower number 
of active armor points will be exhausted. If there is a 
tie, then the new armor points will be immediately 
exhausted. Exhausted armor points are gone and must 
be restored just as if they were exhausted by Damage. 

For example, Travis is wearing a 2 point suit of 
armor. He role plays and activates a skill that gives 
him 3 points of armor. The armor points from the suit 
of armor are exhausted and he has 3 armor points 
from his skill. If he wants to use the armor points 
from his suit of armor later, he will have to have the 
armor suit repaired. 

You may wear a prop worth more points without this 
skill, but the protection it will provide will be limited 
by your armor skill.  

In Secrets of the Mesa, you must have an appropriate 
prop to use physical armor. You have six armor 
areas; your head, upper torso, lower torso, shoulders, 
arms, and legs. A full suit covers at least four of these 
areas. A partial suit covers fewer areas and for each 
area under four you wear reduce the overall value of 
the armor by one. 

Light armor includes light suede, thin leather, and 
furs. This type of armor provides two points. 

Medium armor includes rigid leather, and chain mail, 
This type of armor provides three points. 

 Heavy armor includes scale mail, plate mail, or chain 
mail reinforced with rigid leather or plate pieces in at 
least two areas. If you wear chain mail reinforced 
with rigid leather or plate pieces those pieces must be 
clearly visible to count as heavy armor. This type of 
armor provides four points. 

Traps 

Traps are devices or substances set to deliver an 
effect to anyone who disturbs them or attempts to get 
past them. Anyone can avoid a trap, but no one can 
attempt to manipulate a trap by moving it, disarming 
it, or affecting the individual components unless they 
have a skill that allows them to do so. 

Most traps will cause an effect to the person who set 
them off. If someone manages to trigger a trap with a 
thrown object, then the object will take the affect 
instead. If the trap affects the entire room or corridor, 
then this trick will not provide much help. Some traps 
will work multiple times, while some will work once. 
If an item is causing a trap to go off continuously 
then anyone who touches the item will take the 
effect. 

If a trap is set in a small box, chest, or other enclosed 
area no larger than 3 feet in any dimension then 
setting it off will destroy everything inside the area. 
Coins, items, paper, and everything else inside will 
be destroyed and cannot be removed from the box. If 
any living creature has somehow crawled into an 
enclosed area no more than 3 feet in any dimension 
with a trap and the trap goes off then that fool will be 
killed instantly. There are four types of traps. 
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Snap Trap 

These traps make a snap sound when they go off. 
They are represented by mousetraps, party poppers, 
and snaps. These traps cause 2 Damage to whoever 
sets them off. 

Buzzer Trap 

These traps make an electronic sound of some kind 
when they are set off. Sounds used for these traps 
include beepers, buzzers, and electronic sound effects 
like the moaning of a rigged welcome mat you might 
find at Halloween. These traps cause 5 Damage to 
whoever sets them off. 

Verbal Trap 

When these traps are set off and you will hear a trap 
sound and a voice will call out a verbal associated 
with them. Whoever set the trap off must take the 
effect of that verbal. If no verbal is present, then the 
sound determines the type of trap as described above. 

Gas Trap 

As a magical trap, but the verbal will begin with the 
words “In This Room...” Everybody in the room will 
take the effect. This trap only works in an enclosed 
room with normal doorways and corridors leaving it. 
The trap will affect you if any part of you is within 
the room when the trap goes off. 

Contact Poison 

This attack is represented by petroleum jelly. If you 
touch the jelly with bare skin, you will take an effect 
of “5 Damage by Poison.” A character with the 
appropriate skill may apply such a substance directly 
from the vial it was created in. 

Once applied to a surface, the jelly cannot be scraped 
off onto another object. Only a character with an 
appropriate skill may wipe the substance off a surface 
with a cloth or cloth like substance, but the contact 
poison is destroyed in the process. 

An item with contact poison is considered a Red 
Sticker item. The fumes and burning of the poison 
are overwhelming, even to a character who is 
immune to it. The object cannot be moved from its 

place or handled until the poison is removed by a 
character with the appropriate skill to do so. 

Shackles 

Shackles are a prop that binds the wrists or legs of a 
character. An in game lock is affixed to each prop to 
represent the locking mechanism of that prop. The 
prop must be loose enough to remain comfortable 
and, for safety, the player must be able to easily 
remove the prop if an out of game need arises. 

Shackles can only be placed on a helpless or willing 
character if the lock is open. You place the shackle 
prop on the helpless or willing target and close the 
lock. Shackles placed on the arm restrict movement 
and make it impossible to use any skill that requires 
that the arms must be free, including using weapons, 
using packet attacks, and using First Aid. You may 
use a skill that allows you to attempt to open a game 
lock on your own shackles. Shackles placed on the 
legs make it impossible to run and restrict movement 
to the extent of the shackles. A prop placed on the 
ankles must be constructed to allow the player to 
stand and walk slowly. 

Shackles can be removed by opening the lock or by 
using an appropriate skill to remove them. Each game 
will have a skill assigned to destroy and remove 
shackles by taking a minute and using the appropriate 
props and role playing. Skills that allow a character 
to slip out of bonds are possible as well. 

Verbal Modifiers 

There are certain phrases that can be added to verbals 
to change the effect. These can modify the duration 
or add additional effects to an attack. For simplicity, 
a single attack can only be modified by one of verbal 
modifier. 

Lesser 

Someone precedes an attack verbal with “Lesser” and 
calls out an effect that lasts until you rest or lasts for 
the entire event. That effect instead lasts until you 
rest for 10 seconds. If used with Frenzy then the 
effect will only last 10 seconds. 

Greater 



Secrets of the Mesa 
Page 26 of 76 

 

Someone precedes an attack verbal with “Greater” 
and calls out an effect with a duration. The effect will 
last at least for the remainder of the event. Greater 
effects may not be removed by resting, but may still 
be removed by the Cure effect.  

In Secrets of the Mesa, if you end the event with a 
Greater effect submit to plot a description of the 
effect and how you received it. 

Double and Triple 

One single delivery causes multiple attacks to affect 
the target. “Double” causes two of the specified 
attack to be delivered, while “Triple” causes three 
attacks to be delivered. Each attack requires a 
separate defense. 

For example, a wizard calls out “Triple 10 Damage 
by Fire” and throws a packet that hits you. You must 
take three “10 Damage by Fire” attacks. “Resist Fire” 
would negate one of these attacks and you would still 
take two attacks. You may use multiple defenses 
against these attacks. 

Chained Effects 

Two effects can be chained in one attack. The verbal 
should name the effects with an “and” between them. 
If both effects have the same trait then the trait is 
called only at the end of the attack. If both effects 
have different traits then a trait is called for each 
effect. A defense that negates one of the effects or 
one of the traits if they are different would only affect 
that portion of the attack. In the case where both 
effects have the same trait, however, a defense that 
negated the appropriate trait would negate all effects. 
The attack is still considered a single melee, missile, 
or packet attack so a defense that negates a hit from a 
specific delivery such as melee, missile, or packet 
will negate the entire attack. 

For example, a spider calls out “Drain and Slow by 
Poison” and hits a player with a packet. The defense 
“Resist Poison” would negate the entire attack. The 
defense “Resist Slow” would negate the Slow effect, 
but the character would still be affected by the Drain 
effect. If the character had both “Resist Slow” and 
“Resist Drain” defenses then both could be used to 
negate the effects of the attack. 

For example, a wraith calls out “Paralyze by Fear and 
2 Damage” and hits the player with a melee attack. 

The defense “Resist Fear” would negate the Paralyze 
effect. The defense “Resist Weapon” would negate 
the Damage effect. A skill that negates one melee 
strike would negate the entire attack. 

Numeric Modifiers 

Any skill or ability that boosts the numeric value of 
another skill such as damage or armor is called a 
numeric modifier. Numeric modifiers that come from 
skills and boost static values such as armor or vitality 
are called permanent modifiers.  

Numeric modifiers that come from Grant effects or 
Imbue effects are called temporary modifiers. No 
numeric value can be modified by more than one 
permanent modifier and one temporary modifier. If 
you receive an additional modifier when you already 
have a modifier in place you choose which numeric 
modifier to keep and the other modifier effect ends. 
Only skills that specifically say “This modifier stacks 
with...” are exceptions to this rule. 

For example, Travis is wearing 3 points of armor and 
has a skill that increases his armor by 1. His armor is 
currently 4. He receives a Grant Armor effect and 
since this is a temporary modifier it can be used with 
his skill. His armor increases to 5. Later he gains a 
Imbue effect that increases his armor by 2. He cannot 
use both the Imbue effect and the Grant effect so he 
chooses to keep the higher Imbue effect and end the 
Grant effect. His armor is 6. 

Timed Effects 

There are various effects and activities that require 
time before they are completed or removed. This time 
is defined in one of two ways. Rest time is generally 
used when an effect has some passive duration which 
will wear off if you have time to rest. Activity time is 
used when you must perform some action such as 
repairing an item or mending wounds before an effect 
will take place. In order to satisfy either time 
requirement you must spend the time uninterrupted. 
If you are forced to break the conditions of Rest or 
Activity time then that attempt ends and you must 
start again from the beginning.  

Resting time requires you to be sitting, lying, or 
kneeling. You cannot walk or run. You can talk and 
gesture, but you cannot use game skills, used called 
attacks, or use called defenses while you are resting. 
You are resting if you are dead, paralyzed, stunned, 
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or unconscious. Paralyzed characters are resting even 
if they are standing or in some other paralyzed 
position. Effects which require rest can overlap; what 
this means is that a single rest time can be used for 
multiple effects. If you had a game skill that allowed 
you to reset some kind of magical defense after a 
minute of rest, and you were affected by a Root 
effect, and you were affected by a Weakness effect 
you could rest for five minutes and apply the time to 
all three benefits. The Root would end, the Weakness 
would end, and the skill could be used to reset the 
defense. 

Activity time represents something that requires your 
concentration. Activity time might be required to 
repair armor, mend wounds, or meditate to remove an 
effect. You must spend the time role playing in a 
manner appropriate for the skill or ability you are 
using. You may talk with others during this role play 
time if you wish so long as the skill or ability 
description does not have additional restrictions in its 
description. Activity time requires that you stay in the 
same area as you role play the activity. You cannot 
walk or run. You you cannot use other game skills, 
used called attacks, or use called defenses during this 
time. Skills and abilities which require activity time 
do not overlap; what this means is that if you have 
two different skills that require activity time to 
perform that time spent on one ability cannot be 
applied to any other activity. You have to role play 
each activity time separately to use the ability. 
Resting time and Activity time do not overlap. 

Travis and Gerard, for example, each have a skill that 
provides armor points. Travis has a skill that requires 
one minute of rest to refresh his armor points. Gerard 
has a skill that requires one minute of activity to 
refresh armor. Both sit down to rest off a Weakness 
effect. During that time, Travis may also refresh his 
armor points. Gerard will still have to spend one 
minute of role play to refresh his armor. 
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Additional Rules 
Spirits/Shadows/Shades 

Note that where the term "Spirit" is used in 
Accelerant Rules it refers to a class of three types 
of characters that, ruleswise, are identical. The 
three separate terms Spirit, Shade, and Shadow 
exist for the purpose of setting these characters 
apart by their origin and meaning. All three types 
of Spirit are immune to any effects or restrictions 
that do not target the specific trait they possess.  
Each will use its title as a response to in game 
effects just like spirits use “spirit” 

Spirits 

These are things that can’t be interacted with.  If you 
see or hear “spirit” it’s extremely likely whatever it is 
that is going by has no impact on you and can be 
ignored. 

Spirits of Magic: Shadows 

This type of spirit is generally created magically.  It 
is often the case these will be intractable and have 
powers specific to them and how they got created.  
For example; If a magician were to use a spell to 
become insubstantial or invulnerable this is the call 
they would use. 

Spirits of the Dead: Shades 

After 5 minutes of death, a dead character 
becomes a Shade. Your spirit and everything you 
still carry is drawn to a special area of the game 
marked as a Death area. Your Shade will even 
pick up your own weapons if they are within reach 
unless someone else possesses them. When you 
rise as a Shade you must proceed directly to the 
Death area. You must walk with your head bowed 
and your arms at your side. You cannot interact 
with any other character unless they use an ability 
that allows you to do so. You cannot drop items. 
You cannot use any game ability. If someone tries 
to interact with you, reply "Shade" and continue 
on your way.  

The Death area is not world common knowledge.  
Its location will be pointed out at events. When 

you arrive at the entrance to this mysterious area 
you must follow instructions posted there.  

While you are any type of Spirit, there are very 
few effects that will work on you. The only effects 
that will work are effects with "to 
Spirit/Shade/Shadow" in the verbal. Additionally 
effects with the trait “to Dead” will affect Shades 
a.k.a. “Spirits of the Dead”.  The most common is 
a "Speak to Dead" effect. This type of "Speak" 
effect will allow you to converse quietly with the 
character that used the effect. You cannot stray 
from your path or use any game skill while 
talking. You are not compelled to communicate, 
but you may do so. Other effects might include 
"Imbue to Spirit" and "Inflict to Spirit." If the 
description on the effect card states that it works 
on a spirit of the dead then you must follow the 
instructions given therein. You may use Resist and 
Purge defenses while you are a Shade if they are 
appropriate for an attack that strikes or affects 
you. 

If the Shade cannot return from the Death area 
then the character passes beyond this world and is 
said to have taken a final death. Final death means 
that you can no longer play the character in 
question, and adds an air of danger to the game by 
threatening you’re in game persona. 

Please remember that your Hero is still in 
character while Dead, while a Shade, and 
throughout the whole process thereafter. Death on 
the field does not take you out of play, but the 
moments spent as a Shade could be your 
character’s last, so pay attention.
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Creating a Hero 

Character Points 

Heroes in the Secrets of the Mesa start with 100 
Character Points. (CP) You may gain CP from the 
following: 

• Playing a Secrets of the Mesa event is worth 
5 CP. 

• Sending in a Post Even Letter (PEL) 
describing what happened to you, what you 
liked, didn’t like and any helpful 
information about a Secrets of the Mesa 
event is worth 2.5 CP. 

• Helping with clean up or set up is worth 2.5 
CP. 

• Donating props to Secrets of the Mesa is 
worth CP based on the task. 

• Staffing other supported games is worth 5 
CP, 10 CP if you do clean up and send in a 
PEL to that game. 

Secrets of the Mesa is on a five to one ratio to the 
general accelerant LARP. 

All cultures share the following in 
common.   

Secrets of the Mesa characters have skills which 
allow them to perform certain actions in game. 
Without the skill you may not perform, or pretend to 
perform the action. Some skills can be bought by any 
player, such as the ability to Tend Wounds. Others 
skills require that you buy the prerequisite or 
background Header to learn a skill such as Magic. 

Some skills allow you to do things, use special props, 
resist or ignore effects, or receive special information 
in game. Many skills require you to spend Attribute 
Points to allow you to perform an action, but many 
do not. In all cases, unless otherwise specified in the 
skill, if you are unable to complete the use of a skill, 
you do not lose the cost in points for trying it. For 
example, if you have the ability to repair armor by 

expending an attribute point and the prop gets moved 
out of reach before you finish using the skill, the 
points are not lost and you may try again. 

Heroes have several attributes. All begin with a value 
of 3, except the phenomenal attribute particular to 
each nation, which begins at 4. Attributes represent 
the maximum number of Attribute Points a Hero has 
to spend in using skills and abilities. These points can 
be lost by harmful effects, e.g. poison, magic, etc. 
Players start each event with full attribute points and 
they regain all points when they Renew or use their 
Phenomenal Attribute Refresh, discussed later. 

Attributes 

Strength is both the physical power of a person and 
the more subtle qualities found in those who become 
great leaders.  This is Thulea’s Phenomenal Attribute. 

Constitution represents the health of a person and 
their affinity for living things.  This is Eastern Wilds’ 
Phenomenal Attribute 

Agility measures a person’s speed and grace.  This is 
Blessed Asylum’s Phenomenal Attribute. 

Intellect represents a person’s mental depth, 
flexibility, and perception.  This is Khaldea’s 
Phenomenal Attribute. 

Will is the most important human attribute. It 
represents the force the keeps a person intact in the 
face of forces which destroy a person: death, fear, 
torture, madness, and supernatural influence.  No 
culture has this as a Phenomenal Attribute, but some 
people may refresh this instead of their own 
Phenomenal Attribute.  See Skills below. 

There is no maximum attribute score. Possessing a 10 
in an attribute confers legendary qualities. See 
specifics later. 

Attribute cost a base of 15 per and costs 5 extra every 
other attribute you buy.  For example to get an 8 you 
would need to spend 15 to get to 4, 15 more (30 total) 
for 5, 20 more (50 total) for 6, 20 more (70 total) for 
7 and finally 25 more (95 total) for 8. 

Each culture gets a phenomenal attribute.  This 
attribute starts at 4 and costs a base of 15 per and 
costs 5 extra for every third attribute you buy.  For 
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example to get an 8 you would need to spend 15 three 
times (45 total) for a 7 and finally 20 more (65 total) 
for an 8 

Vitality represents your ability to survive injury and 
remain conscious. Vitality is the average of 
Constitution and Will, rounded down. If for 
example Sybor the Mighty possesses 4 Constitution 
and 3 Will, He would have 3 Vitality points. After 
being struck with two uncalled hits he would be still 
fighting, but likely concerned. Taking a third 
uncalled hit Sybor would fall unconscious 
immediately.  The Vitality points are figured from 
your attributes as they are in your character record. 
As Constitution and Will change from spending 
attributes, temporary gains from various means, etc. 
Vitality doesn’t become re-figured. It is set. If Sybor 
spends Character points between events to raise his 
Will to 4, his Vitality would then become 4. 

Renewal is the ability for a Hero to spend a short 
time and recover from the great affairs of life in this 
world. Initially all Heroes have a Renewal of One, 
meaning that once per event they player may take 
five minutes of roleplay refreshing themselves, 
studying, meditating, or practicing their craft and 
reset all of their attribute scores to their full value. 
Any unspent points are lost.  Beyond this single 
renewal there will be opportunities for heroes to gain 
renewal points with those of their culture, by 
maintaining the traditions of their homeland and 
taking encouragement from these traditions. Acts of 
Heroism, Valor, and Goodness are also known to 
renew the self.  

Phenomenal Attribute Refresh is the ability a hero 
can use, once they are out of their phenomenal 
attribute, to restore their phenomenal attribute to a 
single point through roleplay appropriate to the 
culture. This restoration can occur indefinitely, 
provided the character returns again and again to 
culturally appropriate roleplay.  Thus a hero can 
always only restore their phenomenal attribute to 1 
after having spent it all the way to 0. 

Traits 

All Heroes have the following Traits: 

· “Human” Trait 

· Their National Trait 

· Any Headers they have purchased 
“Dragonfly”, “Warrior”, etc. 

· “Mortal”  

Mortal – Special Trait 

As a Mortal you have a finite life, measured between 
Birth and Death.  

You are prevented from passing through magic 
portals, gates, and doorways [represented with a 
frame of colored lights] unless specific clarifications 
state otherwise.  

Upon Death you transform into a Shade and travel to 
a plot-designated area. The time spent Dead before 
turning into a Shade is 5 minutes. In-game effects or 
skills may shorten or increase this time. 

As a Mortal and possessing a simple physical 
presence you may not use a Weapon, Shield, or 
Buckler skill to block or Parry a weapon or weapon-
based trap with the Crushing trait. If an attack with 
this trait strikes your weapon, you take the effect. 
Defenses of void, or spirit/Shade/Shadow form work 
normally. [The Crushing trait represents massive 
forces such as falling stone walls, collapsing caves, 
or creatures possessing Strength of titanic 
proportions.]  

Common Skills 

Note that skills with an [R] require that the character 
have a criminal background explicitly described in 
their character history. 

Artisan    10CP   [TRADE] 

This skill allows you to sell items in game for in-
game and/or out-of-game currency. This can include 
clothing, decorations, jewelry, weapons, armor etc. If 
the item is food or drink, it must be sold in sealed 
packages of some sort, and not prepared on site. 
Items sold by players in game are not warranted by 
us, promised to meet safety inspection, or be 
otherwise valuable in game. Additionally, if the 
artisan can find an in-game buyer for their craft they 
may transact once per gathering for a promised 
shipment of these goods in in-game currency. There 
is no guarantee on the availability of buyers or the 
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success of trading. Cobbler, Painter, Potter, Baker, 
and Poet are examples.   

Blacksmith 1    10 CP [TRADE] 

A specific artisan in great demand; the blacksmith 
has further effects on life in the settlement. After 
roleplaying at a forge for 2 minutes, touch the Armor 
of Weapon rep and state Restore Armor of Restore 
Weapon. This expends 1 raw materials card, 2 for 
Heavy Armor [a suit of armor worth more than 4 
points of protection]. 

Buckler [Basic]   10 CP 

You may use a buckler-sized shield.  

Healing Arts   15 CP     

This skill allows you to diagnose metabolic traits 
[poison, aging, cold, disease], conditions [stable, 
dead, etc] and lasting effects [root, stun, drain, etc]. It 
cannot diagnose physical traits such as Ice or Web or 
special traits such as Awe, Omen, Curse, or Gloom. 
Use of this skill requires 3 seconds of roleplay before 
you may state “diagnose”. If you have this skill in 
addition to Tend Wounds, use of Tend Wounds is 
reduced to one minute.  

Herbalism and Alchemy 1 10 CP  

You may make difficulty level 1 Potions which last 
to the end of the following gathering. Turn in a list 
and pouch of ingredients in return for the necessary 
alchemy tags. Provide and stuff your own bottles. See 
rules for Alchemy. 

Heroic Strength   0 CP  

If you have a 10 Strength all skills requiring a two 
handed weapon lose this pre req. e.g. “Strike 4” and 
“Whallop” may be performed with a one-handed 
weapon. You may state “Purge by Strength” to rip 
free of ropes, Root effects, and nonmetal bindings 
etc. in ten seconds of roleplay at no cost. You may 
also find cards placed in game indicating what you 
may do through your amazing strength−such as force 
doors, snap chains, etc. 

Heroic Intellect   0 CP 

If you have a 10 Intellect you may call “No Effect” to 
all effects with Illusion, Madness, or Confusion as 
long as you have Intellect points remaining. You may 
also find cards placed in game indicating what you 
may do through your amazing Intellect−providing 
free clues to puzzles, traps, and anything which 
favors a problem-solving method. 

Heroic Will   0 CP 

If you have a 10 Will you may Renew one extra time 
during an event at no cost. You may also find cards 
placed in game indicating what you may do through 
your amazing willpower−such as rendering yourself 
immune to localized effects. 

 Heroic Agility   0 CP 

 If you have a 10 Agility you may call “No Effect” to 
all uncalled thrown weapons and arrows.  You may 
also find cards placed in game indicating what you 
may do through your amazing Agility−such as those 
involving physical challenges, etc. 
 

 Heroic Constitution  0 CP 

 If you have a 10 Constitution you are also effected 
by a “Grant 1 Protection” every time you are healed 
or rise from unconsciousness.  You may also find 
cards placed in game indicating what you may do 
through your amazing Constitution. 

I Know a Man…   10 CP [R]  

You receive a useful criminal contact. This individual 
will contact you in game and explain how to arrange 
future communication. This contact may provide 
useful information upon request and aid in the buying 
and selling unusual things. 

Laborer    5 CP [TRADE]  

Those who labor for their living are naturally hardy 
and do well in harsh surroundings. Those with this 
skill receive 2 points of Protection when the sun rises 
in the morning. These special points last until 
depleted normally and stack with any other 
Protection bonuses granted by any means. Examples 
of laborers are: loggers, oarsmen, herdsmen, 
stonecutters, farmers, ditch-diggers, fishermen, and 
hunters. 
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Poisoner   5 CP [R]    

This skill requires Herbalism and Alchemy 1.  You 
may make and use poisons. Some types must be 
discovered in game. Details on such things are 
provided separately. 

Renewal   50 CP 

You may only purchase this skill once.  It lets you 
renew one extra time per event. 

Skullduggery   30 CP [R]    

This skill is a catchall for skills used by unsavory 
characters everywhere and represents a well-rounded 
“education”. With this skill you may Disarm Traps, 
Pick Locks, and use the Blackjack ability. Note that 
to purchase this skill initially you must include a 
criminal background as part of your character history. 
Details on such things are provided separately.  

Tend Wounds    5 CP    

This skill allows you to prevent someone from 
bleeding to death and to set a maimed limb. Use of 
this skill for either effect requires two minutes of 
uninterrupted roleplay. When using this skill 
announce “I begin tending wounds...” to allow the 
recipient to stop counting his bleed out count. When 
finished state “Stabilize” or “Cure Maim” indicating 
the limb which was cured of a maim effect.  

Weapons Common      3 CP  

You may purchase this skill multiple times. Each 
purchase gives you the skill to use a weapon.  Staff, 
Club, Short sword, Throwing Stone, Bow. 

Well Traveled 1     10 CP  

You have the benefit of having traveled extensively 
in another Land. You are entitled to read the cultural 
background for the Nation you choose. You may also 
learn the basic weapons of the Land you have visited. 
You may mix elements of the national costumes of 
the nations you have visited. You may not purchase 
its headers and skills. 

Well Traveled 2    10 CP   

Pre Req. 4 Events spent with this character and Well 
Traveled 1 with the culture. You have lived long 
enough with the culture to become influenced by its 
ways, philosophies, and customs. You have access to 
the target nation rulebook and may buy its skills. 
Your character dress and general appearance should 
show some influence of the new land—those 
choosing the Easterner lands may appear to have 
“gone native”, wearing beads, paint, and carrying 
fetishes in addition to their original costuming. 

Header - Guardsman  10 CP 

The guardsman class represents any persons who 
performed basic soldierly duties in their previous life. 
Not nearly as skilled as a seasoned warrior, 
guardsmen nevertheless are better prepared for 
combat than the average villager is. Guardsmen are 
often soldiers, town guard, and bodyguards for 
caravans. Their skills are:  

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or calling a defense. 

Strike 2    10 CP  

Pre req. Strike1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or calling a 
defense. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Stalwart   5 CP 
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Expend all remaining Will points; you may call 
“Resist” to an effect with the Fear trait. You must 
have at least one Will point remaining to use this 
skill.  

Header - Conjuror  10 CP 

This person uses simple magic, often called cantrips, 
without the full-fledged preparation of the true caster 
professions. Its skills do not lead to advanced powers 
but form a set of fallback skills for the resourceful 
and clever. Conjurors’ cantrips cannot be performed 
using skills to remove burdens. Trained magicians 
often sneer at Conjurors, but there is still a living to 
made doing it. Their skills are unique to Conjurors: 

Sleight of Hand    5 CP  

Expend 1 Intellect point; an object out of your sight 
on your person is exempt for 5 minutes from being 
surrendered while being searched. This skill may be 
used while Dead, a Spirit etc. 

Fire Charm   15 CP  

Expend 2 Intellect, state “Imbue by Fire”; you may 
cast “2 Damage by Fire” up to three times. Unused 
castings may be saved but are lost upon renewal or 
casting ANY spell.  

Stitching Charm   10 CP  

Speak the Incantation, Expend 1 Strength “Imbue by 
Magic”; you may touch cast “Heal By Magic”, twice. 
Unused castings may be saved but are lost upon 
renewal or recasting of the spell.  

Tanglefoot Charm     10 CP  

Conjurors are often fleet of foot, but when not, this is 
a useful spell. Speak the Incantation, Expend 2 
Agility and cast “Cure Slow by Magic” or Expend 2 
Agility and cast “Slow by Magic.” 

Header - Griot  10 CP 

The Griot is the bard of the ancient world. He or she 
tells stories, sings songs, and acts as a repository of 
oral history and wisdom handed down over the ages. 
One of the oldest traditions, the Griot form a layer in 
society, marrying within their own traditions, living 

separately from others. They do not hold any 
positions of authority but often advise those who do. 
Griot pay no taxes, are not recorded by census, and 
often leave their homelands to travel. The mark that 
sets apart a Griot from any other street performer or 
court musician is their devotion to their craft over 
their own means. A true Griot will travel to learn and 
learn to perform, with money serving only to make 
travel and learning possible.  To maintain Griot status 
you must perform for an audience of any size twice 
per event. 

Griot skills include: 

Sing for Your Supper TRADE  10 CP  

You may place a collection bowl out while 
performing and not offend.  

Charmer   10 CP  

You may make a graceful exit or take shelter in your 
music, long enough to get backstage. Once per public 
performance, if you are threatened at the conclusion 
of or while performing you may call “By My Voice, 
Lesser Repel by Charm”. This ability takes no 
additional attribute cost or roleplay.
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Magic 

The use of Magic in its many forms requires that a 
magician extend his senses and will beyond their 
normal limits to the point where this power can be 
influenced. To the unschooled this distance is a 
yawning gulf that no amount of effort can bridge. 

For even those with talent and great learning the 
ability of using magic is not easy, but there are means 
of focusing the effort to reach magic. These methods 
involve the use of repeated mantras for concentration, 
of enchanted items as foci, and fetishes to augment 
the perception. All restrictions to casting magic are 
collectively called Burdens. 

The different Traditions have developed over the 
ages their own way to defeat certain burdens. 
Students of these traditions may also learn over time 
how to free themselves from others. No magician of 
the current age has mastered to ability to call forth 
magic freely without a burden of some kind. Those 
who learn magic outside of a true Tradition. such as 
Conjurors, lack the ability to transcend these 
burdens and are subject to every restriction. 

First Burden: One must be Still. One must remain in 
one spot for a count of three before casting magic. 

Second Burden: One must Memorize the Forms. 
One needs to read a spellbook or similar written 
source when renewing ones abilities. It need not be 
used at any other time, nor must it constantly be on 
one’s person. 

Third Burden: One must be Aware. A fetish must 
be used as an aid to focusing concentration. This 
fetish is usually a small, permanent item upon their 
person. It must be kept close. If separated from its 
owner by more than a few paces’ distance it must be 
warmed to the presence of its owner for five minutes 
before it functions again. If lost, it must be replaced 
with something of like appearance. No fetish, no 
magic. 

Fourth Burden: One must be Peaceful. Aggression 
is a powerful emotion that clouds concentration. 
Implements of war (weapons, armor, and shields) 
must not be on the person. Accepting such an item 
presents the burden, being tied to a stranger’s shield 
for instance, would not. 

Fifth Burden: One must guide their mind with 
Ritual Speech. A long [standard] incant is required in 
order to cast. 

Sixth Burden: One must Complete the Form. If the 
caster is struck or otherwise harmed during any part 
of a spell, the spell fails. This includes incantations, 
the act of throwing spell bolts, or any act of gesture 
or focusing.  

Note that in all spellcasting, interruption of any 
condition of the casting halts the spell, and any cost 
to cast the spell is conserved. 

Culture Magic 

Each culture has its own magic.  Thuleans use Galdr, 
Khaldeans use Fortia, Easterners use Gifts and people 
from Asylum use Mysteries.  Each culture’s magic is 
described in their personal rulebook and in short 
detail below.
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Cultures 

The following sections discuss, in short, each of the 
four cultures of Secrets of the Mesa: Thule, Khaldea, 
Eastern Wilds and Blessed Asylum.  

These descriptions are intentionally brief, only 
presented here to give you an idea of their culture and 
their people’s abilities so that you can easily pick 
which culture you wish to belong to.  If you have 
specific questions about cultures that you need to 
make your decision about which to belong too, please 
don’t hesitate to ask us. 

Once you have picked your culture, you can ask for 
the culture rulebook.  The culture rulebook contains a 
far greater description of your culture, the people 
who live in it and further descriptions of their 
headers. 

We are intentionally keeping a lot of information 
about cultures that aren’t your own secret from you to 
further the experience of learning and growing with 
people who aren’t from your “world”, as it were.
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Culture: Thule 

Thule is a land of rolling blue skies and snow-capped 
mountains. Its people, though larger than life 
themselves, are dwarfed by the land; mountain, 
titanic forest, seemingly endless rolling plain. The 
sweetness of its summers is all the more so by the 
murderous assault of its winters. Nothing weak 
endures in the Land of Five Kings. 

Warrior 

"When the Trolls come, all who rush to greet them 
wear the warrior-mantle. Let them wear it and be 
adorned with its honor, whether they are come from 
Thane's hall or shepherd's rick, from field, or loom, 
or oxbarn. Let even the lowest wear it and consider it 
earned. The Craven and the Neidingr will not keep it. 
It will be torn from their shoulders."  

-An inscription about Ravi Magnusson, a shepherd 
who led the charge at the battle of Dalbrunnen.  

According to the laws of Thule every man, woman 
and child is expected to own a weapon as soon as, 
and as long as they have the strength to wield it. A 
personal weapon is seen as both a right and civic 
duty. Even the right to vote used at a Vappentake, 
consists of lifting your weapon high to indicate 
agreement; one person, one weapon, one vote. In 
such a land this title denotes someone whose first 
calling is battle.  

Thulean Warriors excel with the heaviest armor and 
weapons. Raw strength, bravery, and endurance are 
their mainstay. 

Wizard  

"The Wizard seeks to control forces of the mighty 
Earth and endless Sky. It is a clearly foolish 
endeavor. But when it is truly done, then it is most 
fearsome." 

The Thuleans are a forthright people. They speak 
openly, they love openly, they quarrel openly, and 
especially they fight openly. Magic often provokes a 
strong reaction with Thuleans. It can be used to take 
away a persons' strength or to deceive someone. It 
can allow a coward to defeat, mock, or steal from a 
worthy person. For this reason Thuleans are often 
suspicious of Wizards and tend to watch them 
closely. When fighting is desperate however, 

prejudice tends to be forgotten.  A wizard standing in 
the front line, toe to toe with the enemy is a welcome 
sight, especially when they begin hurling fistfuls of 
lightning.   

Wizards, being Thulean, know the rudiments of in 
close fighting and will sometimes wear the most 
basic or armor, mostly furs and hides. Thulean magic 
is as unsubtle as it is brutally effective.    

Seer 

Seers hear voices believed to be the Spirits of the 
Ancestors. They have visions. Rarely, one with the 
power of a Seer claims the gift of speaking back to 
the Ancestors, rather than simply hearing. Not 
surprisingly, those with these 'gifts' are sometimes 
mad. The few able to speak with the Ancestors are 
said to earn their favor, letting their opinions be heard 
by their people, their descendants, their former 
subjects. In Thule Seers are considered at the same 
time Lucky, but dark and strange nonetheless.  

Seers usually have some small skill at magic, but not 
to the extent of Wizards. In most circumstances, a 
Seer is indistinguishable from any other Thulean and 
blends in on the battlefield with Warriors 

Birthright Skill    0 CP  

Choose whether you are acclimated to the climate of 
the Mesa, or not. If you are acclimated you may 
Expend 1 Constitution to call “Resist” to any effect 
with the trait “Cold” of Ice”.  If you are NOT 
acclimated you are permanently under the Slow 
effect, and must call “No Effect” to all effects with 
the traits “Cold”, “Ice”, as well as the “Cure Slow” 
effect.  

Weapons of Thule  3 CP 

You may purchase this skill multiple times. Each 
purchase gives you the skill to use a separate weapon.  
Sword, club, axe, hammer, two-handed sword, two-
handed spear, crossbow, and bow. 

Header - Warrior  10 CP 

Agile like the Cat  20 CP   

With the right mind and moves, or simply raw speed 
for combat, you are able to hold your own in a fight. 
Spend up to 3 points of Agility to receive as many 
points of Armor. These points may be restored with 
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60 seconds of stretching, relaxed breathing, and 
focusing your attention. These points are lost when 
you renew or use another ability which provides 
armor. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Archery 3   10 CP 

Expend 2 Intellect points; Pantomime preparing to 
fire an arrow, using the hand that grips the bow or 
crossbow rep, point at a target, and call “By My 
Gesture Repel by Fear”. See Gesture Attacks qv. 

Archery 4   10 CP 

Expend 3 Intellect points; throw an arrow rep and call 
“7 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Armor 2   5 CP    

You may wear armor and it provides 3 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Armor 3   5 CP 

You may wear armor and it provides 4 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Blacksmith 2    10 CP    

As Blacksmith 1 but your repairs take only 1 minute. 
You may repair in the field without a forge for an 
additional 1 Intellect point. To repair armor you must 
be stationary to use the skill. The target rep can be 
worn if the wearer is stationary. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Buckler 1   10 CP 

A desperate last block can make all the difference. If 
struck unconscious as a result of called weapon 
damage you may choose to allow your buckler to 
take the Destroy effect while you fall stable. 

Buckler 2   10 CP 

Clever shield work saves lives. If someone 
successfully strikes you with a Disarm or Destroy 
effect centered on your weapon you may call 
“Reduce” and drop your buckler instead if you wish 
and vice versa. 

Crippling Strike   15 CP 

With a skilled strike you can disable a tough 
opponent, greatly shortening a fight. Expend 2 
Strength strike an opponent with a melee weapon and 
call “Maim”. The attributes are not spent if the target 
does not acknowledge the strike. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Fighting through the Pain 15 CP 

You will be the judge of your wounds, not others. 
You will die when you wish to, and not before.  
Expend 1 Constitution; roleplay recomposing 
yourself after injury in some way, lasting 3 seconds, 
and state “Heal 2 to Self”. 
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Great Weapon 1   10 CP 

Pre Req: Two-handed weapon, including Polearm, 
Two-handed Sword, Hammer, Club, or Axe. With 
flexibility and a sure grip your weapon stays right 
where you want it. You may spend any one attribute 
point to Resist attempts to disarm you. Great 
Weapons skills are usable with the following 
weapons: Note: neither Spear nor Staff qualifies as a 
Great Weapon despite being used two handed. 

Great Weapon 2   10 CP 

When using the level 4 Strike skill you now deal 10 
points of damage instead of 7. If you do not have the 
Strike 4 skill you may instead Strike for 7 Damage at 
a cost of 3 Strength. 

Great Weapon 3   10 CP 

Your arms are strong enough to use your weapon to 
block with while holding it in one hand. You may not 
strike or use any other weapon skill one handed, e.g. 
disengage. 

Iron Resolve   15 CP  

Your last point of Strength can be used in a 3 point 
damage melee strike. 

Master Archery 1  15 CP 

Pre Req Archery 2. A slower target makes all the 
difference.  Expend 2 Constitution points; throw an 
arrow rep and call “Maim [limb]”. The points are not 
spent if the arrow rep misses the target or the target 
fails to acknowledge the hit. 

Master Archery 2  15 CP 

Even the largest beast will listen to pain. Expend 1 
Agility points; throw an arrow rep and call “Agony”. 
The points are not spent if the arrow rep misses the 
target or the target fails to acknowledge the hit. 

Master Archery 3  10 CP 

You are truly deadly. Roleplay aiming your rep at a 
given target a minimum of three seconds; expend 
ONE additional Will point to increase the damage 
dealt by a called damage archery attack by 5. This 
stacks with all other archery and weapon bonuses, but 

not itself. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

Paired Weapon 1  20 CP  

You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Paired Weapon 2   10 CP 

As above but you may use 2 long melee weapons. 

Paired Weapon 3  10 CP   

When using paired weapons you may expend 2 Will 
points to double a called effect. For example; when 
using the Strike 3 skill, expend an additional 2 Will 
to call “Double 5 Damage”. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.    

Shield    20 CP 

You may use a full size shield.    

Spit in the Face of Death  10 CP  

Courage is immortality. Expend 2 Will to call 
“Reduce” to the Death effect and fall unstable.  

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
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fails to acknowledge the hit with roleplay or by 
calling a defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength; call “5 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 4    10 CP  

Pre req. Strike 3. Expend 3 Strength; call “7 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Header - Wizard  10 CP 

 You may purchase Galdr, Thulean magic. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Armor 2   5 CP    

You may wear armor and it provides 3 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Familiar – Enchantment  5 CP 

Pre Req: 5 Points of Magic Power. You will be given 
two effects cards to choose from. Each event you 

may hang one small pennon with an effect card in 
your residence. This is a ritual area enchantment 
presumed to be part of your family’s own lore. 

Familiar – Fetish     15 CP 

Pre Req: 5 Points of Magic Power. Create an obvious 
personal prop tied to a single particular spell you may 
cast. Once per renewal you may cast that spell at no 
attribute cost. The Fetish is a “public” prop but grants 
no bonus to other than its creator. The Fetish is 
surrendered with all other in game items if you are 
searched. It must be visible and on you at all times to 
function.  

Familiar – Staff   20 CP  

Pre Req: 5 Points of Magic Power. A magic staff 
becomes almost part of the magician’s person. 
Meditate using your own personal staff for one 
minute. Choose a spell you may cast and touch a 
packet to the staff and state ‘Imbue by Magic”.  Until 
you renew or the staff is taken more than ten feet 
from you may call the verbal for the chosen spell 
when striking with the staff, requiring the usual 
attributes and burdens but requiring no incantation or 
roleplay. Spells that include imbues or inflicts may 
not be chosen. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Herbalism and Alchemy 3 10 CP 

 You may make difficulty level 3 Potions. See 
Alchemy Rules. 

Iron Resolve   15 CP  

Your last point of Strength can be used in a 3 point 
damage melee strike. 

Magic Power   15 CP each 

Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of point you may purchase. 
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Magic Skill A  Still  3 CP 

You are free from the First Burden: You may move 
freely while casting.  

Magic Skill C  Awareness 3 CP 

You are free from the Third Burden: you need no 
concentration focus of fetish.  

Magic Skill D Peaceful  3 CP   

You are free from the Fourth Burden: You may cast 
with armor or weapons on your person. This does not 
give you the ability to cast spells with objects in your 
hands.  

Master Healer    20 CP 

Pre Req. Healing Arts. Spend 5 minutes in roleplay 
treating a Fallen character. At the end of that time, 
the Master Healer spends one Will point and states 
“Stun and Cure Fallen by Healing Arts”. The 
recipient is rendered unconscious and stable, waking 
in 5 minutes. If you have this skill in addition to 
Healing Arts AND Tend Wounds, use of Tend 
Wounds is reduced to 30 seconds, or 15 seconds if 
the healer spends one point of any Attribute.  The 
point is not expended if the target does not take the 
effect.  

Master of Earth    20 CP 

You intuitively grasp the magic that the earth 
responds to. Roleplay concentration for a count of 3 
seconds; expend 1 of any attribute or 1 magic point; 
state “Purge Earth". 

Master of Sky    20 CP 

When casting Storm you may now summon [4] bolts 
causing 3 damage each at the same casting cost. You 
may also recover the use of a bolt that missed its 
target by meditating for one full minute out of doors. 
You may not recover a bolt for which any defense 
was called. 

Oath of Peace    15 CP 

You are granted greater power through your 
dedication to others. Role play one minute of 
meditation. Provided that you refrain from carrying 

or touching any weapons or using any damage or 
death effects until Dawn or Dusk, your use of the 
Heal Spells now heals 4 points for each casting 
instead of 3. Also, if you have a skill that allows you 
to stabilize, you may Stabilize by touch at will with 
no attribute cost or incant. 

Rune Literate   10 CP  

You may read marked Runes cards in game. These 
writings convey information, may trigger secret 
doors, effects etc. 

Special Weapon Wytchwood Staff 7 CP   

Pre Req. Staff skill. A specially prepared Wytchwood 
or Rowan staff can be used to defend a wizard using 
the wizard’s own magic.  You may use a special 
Wytchwood Staff rep.  Expend 1 Magic Point to 
empower the staff: While carrying the staff in your 
hand you call “Shield by Galdr” to the first packet 
based attack that hits you.  Once expended, the 
energy within the staff can be replaced with only one 
minute of concentration out doors. Otherwise it can 
be empowered again by spending another magic 
point. The staff can be destroyed and repaired as a 
normal weapon. You may not have or use more than 
one of these. You may not use another’s staff. 

Wise Beyond Years  5 CP 

Each renewal you may decide whether you may reset 
your last point of your Phenomenal attribute or Will 
when roleplaying to reset an attribute according to 
your culture's traditions. 

Header - Seer  10 CP 

You may purchase Galdr, Thulean magic. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 
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Armor 2   5 CP    

You may wear armor and it provides 3 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Ashen Ward   5 CP 

Answering a whispered plea for grace, the Ancestors 
will strengthen the newly dead. Expend 1 
Constitution and state “Imbue to Dead by Ancestors”, 
and give the newly dead the Ashen Ward Imbue card. 
The Imbue card will clarify that the subject may 
remain for an additional 5 minutes before becoming a 
Shade. The Seer may instead use this ability at no 
cost but suffer the Drain effect. 

Blacksmith 2    10 CP    

As Blacksmith 1 but your repairs take only 1 minute. 
You may repair in the field without a forge for an 
additional 1 Intellect point. To repair armor you must 
be stationary to use the skill. The target rep can be 
worn if the wearer is stationary. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Gloom Ward   10 CP 

The Ancestors walk the roads with you. When in 
sight of any Shade, Ancestor Spirit, or Undead, you 
may Expend 1 Strength to Resist Gloom, Curse, Fear, 
or Omen. If you are without Strength, you may call 
“Reduce” and take the effect Lesser Drain instead.  

Great Weapon 1   10 CP 

Pre Req: Two-handed weapon, such as Polearm, 
Two-handed Sword, Hammer, Club, or Axe. With 
flexibility and a sure grip your weapon stays right 
where you want it. You may spend any one attribute 

point to Resist attempts to disarm you. Great 
Weapons skills are usable with the following 
weapons: Note: neither Spear nor Staff qualifies as a 
Great Weapon despite being used two handed. 

Great Weapon 2   10 CP 

When using the level 4 Strike skill you now deal 10 
points of damage instead of 7. If you do not have the 
Strike 4 skill you may instead Strike for 7 Damage at 
a cost of 3 Strength. 

Great Weapon 3   10 CP 

Your arms are strong enough to use your weapon to 
block with while holding it in one hand. You may not 
strike or use any other weapon skill one handed, e.g. 
disengage. 

Heirloom   10 CP 

Rarely, a Seer will become cloaked in the spirit of 
one of the Ancestors.  This affinity grants the Seer an 
ability the Ancestor had in life.  The affinity also 
tends to give the Seer minor personality tendencies of 
the Ancestor. 

At the start of every event you may either keep the 
skill you had from last event or pick one of two 
random skills presented to you by plot.  You don’t 
get to see the random skills until you have already 
given up your previous one. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Herbalism and Alchemy 3 10 CP 

 You may make difficulty level 3 Potions. See 
Alchemy Rules. 

Iron Resolve   15 CP  

Your last point of Strength can be used in a 3 point 
damage melee strike. 

Magic Power   15 CP each 
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Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of point you may purchase.  

Magic Skill D Peaceful  3 CP   

You are free from the Fourth Burden: You may cast 
with armor or weapons on your person. This does not 
give you the ability to cast spells with objects in your 
hands.  

Master Healer    20 CP 

Pre Req. Healing Arts. Spend 5 minutes in roleplay 
treating a Fallen character. At the end of that time, 
the Master Healer spends one Will point and states 
“Stun and Cure Fallen by Healing Arts”. The 
recipient is rendered unconscious and stable, waking 
in 5 minutes. If you have this skill in addition to 
Healing Arts AND Tend Wounds, use of Tend 
Wounds is reduced to 30 seconds, or 15 seconds if 
the healer spends one point of any Attribute.  The 
point is not expended if the target does not take the 
effect.  

Paired Weapon 1  20 CP  

You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Shield    20 CP 

You may use a full size shield.    

Special Weapon Wytchwood Staff 7 CP   

Pre Req. Staff skill. A specially prepared Wytchwood 
or Rowan staff can be used to defend a wizard using 
the wizard’s own magic.  You may use a special 
Wytchwood Staff rep.  Expend 1 Magic Point to 
empower the staff: While carrying the staff in your 
hand you call “Shield by Galdr” to the first packet 
based attack that hits you.  Once expended, the 

energy within the staff can be replaced with only one 
minute of concentration out doors. Otherwise it can 
be empowered again by spending another magic 
point. The staff can be destroyed and repaired as a 
normal weapon. You may not have or use more than 
one of these. You may not use another’s staff. 

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or by 
calling a defense. 

The Voices   10 CP         

Some see it as a blessing. The blessing is being able 
to ask them to stop. Expend 1 Will; state “Speak to 
Shade” or “Speak to Dead” and cast a packet at the 
target. If the target does not acknowledge the effect, 
you did not expend the Will point. 

Thulean Galdr 

All Thulean casters are free from the Second Burden- 
spell books are never needed. All are constrained by 
Fifth in that incants must be used. The Sixth burden 
also cannot be avoided. All others can be surpassed 
with teaching. 

Ban    20 CP 

A critical defense against Trolls to buy time, the Ban 
lets you catch your breath for the next round. Speak 
the Incantation “By the might of earth and sky I ban 
thee.” Expend 2 Agility. Cast “Repel by Magic”.  

Cloak    10 CP 

The first thing to cast upon seeing Troll Shaman—it 
truly frustrates them. Speak the incantation “Let no 
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flame harm thee.” Expend 1 Intellect; touch cast 
“Grant Defense: Resist Fire”.  

Cure    5 CP 

Expend 1 Constitution. Touch cast Cure Disease by 
Earth. Speak the incantation “Let this sickness pass.”  

Curse    20 CP 

A fearsome curse, it turns the stomach just to hear it, 
let alone have it cast upon you. Some do not tolerate 
its use on principle. Speak the Incantation “By the 
wrath of the ancestors, I set a curse upon thee.” 
Expend 3 Will; cast “Drain by Ill Omen”.  

Heal    20 CP 

Speak the Incantation “Let him heal as he may.” 
Expend 1 Strength. “Imbue by Earth”; you may touch 
cast “Heal X By Earth”, until three points are spent. 
Unused castings may be saved but are lost upon 
renewal or recasting of the spell.  

Madness   15 CP 

Sometimes the talking just goes on too long! Shout 
the Incantation “Fight!” Expend 3 Will. Cast “Frenzy 
by Mind”.    

Mercy    10 CP 

Save your kin. Those that lie bleeding have proven 
something. Speak the Incantation “Let mercy 
preserve thee this day”. Expend 2 Constitution, state 
“Imbue by Earth”.  Until you renew you may touch 
cast “Stabilize by Earth” at no cost. You may cast 
“Stabilize by Earth” if you expend 1 Constitution 
each casting. 

Resurrect   15 CP 

[Pre Req Heal, Healing Arts.] Many will not consider 
this spell with the terrible cost it demands. Know that 
all who cast it must give their own life to save 
another’s. 

Speak the Incantation “Let this spark revive thee, 
return to life and draw breath once more.” Expend 3 
Will, touch cast “Cure Death”. On casting this spell 
for the first time ever, take the Death effect. You may 
not, resist, reduce or be cured of this condition, you 

must die.  Note that if you somehow manage to come 
back to life after casting this spell for the first time 
ever, you may freely cast this spell. 

Stonegrip   10 CP 

This is a handy solution for Neidingr. Speak the 
Incantation “Hands of stone to hold thee fast.” 
Expend 2 Strength, cast “Root by Earth”.   

Storm    20 CP 

A sky’s anger to burn your enemies! What is 
grander? Ha Ha! DIE!!!!! Speak the Incantation “I 
call the glowering storm.” Expend 2 Intellect, state 
“Imbue by Lightning”; you may cast “3 Damage by 
Lightning” up to three times. Unused castings may be 
saved but are lost upon renewal or casting ANY 
spell.  

Temper    5 CP 

Speak the Incantation “I lend my strength to temper 
thee.” Expend 1 Strength; touch cast “Repair 
Armor/Weapon”.  

Wheeling Earth   5 CP 

Speak the Incantation “Let the earth under thy feet 
spurn thy step.” Expend 2 Agility; state “Imbue by 
Earth”. Cast “Slow by Earth” up to three times. 
Unused castings may be saved but are lost upon 
renewal or recasting of the spell. 
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Culture: Khaldea 

Khaldean culture has developed under the threat of 
annihilation by a powerful, magic-using enemy called 
the" Shedim", or just "demons". Khaldeans have had 
to adapt, work as a unified whole, and stretch their 
minds greatly in unraveling the secrets of magic.  As 
a need for survival, Khaldean children are 
encouraged to develop problem solving and logical 
thought. All Khaldeans are educated, including 
exposure to magical theory, literature, and the fine 
arts. Not every Khaldean is a cultured, well-spoken, 
tactical genius, but in Khaldea those have been the 
great heroes; saving lives and rising in fame. 

Khaldea the nation is a string of islands in the 
southern sea. Its people live in monumental city-
fortresses called Citadels, which rise high in the sky 
and look out over the land and sea.   

Citadel Guard 

Each Guard knows his companions, his citadel, and 
the needs of his people. His concentration and 
discipline is unmatched. Acting in concert, the 
Citadel Guards have kept the people of Khaldea safe 
for millennia. When the citadel is threatened, the 
enemy will face a thousand blades and a thousand 
agile minds, all working as one fierce opponent to 
bring him down.  

Citadel Guard may have any occupation, serving 
their House or their family, with their own desires 
and plans. They may come from anywhere, from 
wealth or poverty, from fame or anonymity. When 
the call comes for their squad however, the armament 
comes on and the civilian vanishes.  

Citadel Guard are conditioned to be defensive 
fighters, to stand and fight for long periods of time in 
concert with others against likewise enduring threats. 
Like any Khaldean, they rely greatly on their 
intelligence.     

Supplicant   

Any who comes to the barred gates of a Citadel 
requesting refuge may be granted the status of 
Supplicant. It allows the person a chance to serve a 
Citadel community with the hopes of earning the full 
privileges of a proven and trusted member. These 
refuge-seekers may be outlanders, they may be 
criminals expelled from other lands, they could be 

anything. They likewise might possess any number of 
skills, and are often survive by dint of incredible 
ingenuity. Some Supplicants remain in the slums and 
camps in order to support others less fortunate, even 
when the themselves have been given the right to 
move higher within the Citadel. Supplicants have a 
variety of skills and are talented in craft and survival, 
although they are of humble means.  

Magus 

The Magus, upon enduring rigorous training and 
examinations, serves the Citadel with their creativity, 
their brilliance, and in concert with others; with every 
power they can bring to bear. Few have the capacity 
to become great Magi, even among the Khaldeans, 
and it no mark of shame to be passed over for 
selection. There is some risk to the preparation of 
becoming a Magus as the strain upon the mind is 
significant. The training process changes the person, 
even if they survive the ordeal with their minds 
mostly intact. Magi develop their intellect and will to 
the exclusion of almost all else and serve the defense 
of the Citadel as a problem solver and center of the 
offensive effort, or perhaps sustaining the defense. 
Magical defenses around settlements are also their 
work. 

House Runes   0 CP 

All Khaldean families possess traditional runes, worn 
on the face. The effects vary widely but most are 
defensive in nature. Most are used once per renewal 
or a number of times per event. The precise runes are 
secret. You may wear a single rune at one time. All 
Khaldean players are given two cards with Runes 
they may use when their character is first brought 
into game. These runes are not transferable. More 
may be learned in the course of play. 

Weapons of Khaldea   3 CP   

You may purchase this skill multiple times. Each 
purchase gives you the skill to use a different 
weapon.  Sword, polearm, hammer, two handed 
sword, two-handed spear, crossbow, throwing knives. 

Header - Citadel Guard      10 CP 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
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points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Archery 3   10 CP 

Expend 2 Intellect points; Pantomime preparing to 
fire an arrow, using the hand that grips the bow or 
crossbow rep, point at a target and call “By My 
Gesture Repel by Fear”. See Gesture Attacks qv. 

Archery 4   10 CP 

Expend 3 Intellect points; throw an arrow rep and call 
“7 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Armor 2   5 CP    

You may wear armor and it provides 3 points of 
protection. These armor points are restored with use 
of the Restore Armor effect 

Bladelock    10 CP  

With clever maneuvers you snare your opponent and 
yourself in one place, in a dance of weapons and 
footwork. This tactic allows comrades to finish them 
off. Expend 2 Intellect, call “Lesser Root and Lesser 
Root to Self” and strike an opponent with a melee 
weapon. A weapon used for the Bladelock skill may 
not be used for any called effect or defense until the 
Bladelock ends. If you have a weapon in the other 
hand, you may use it normally. If your opponent ends 
the effect, such as with Purge Root or dying, you may 
immediately call “Purge Root.”  

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Buckler 1   10 CP 

Pre Req. Buckler Basic skill. A desperate last block 
can make all the difference. If struck unconscious as 
a result of called weapon damage you may choose to 
allow your buckler to take the Destroy effect while 
you fall stable. 

Buckler 2   10 CP 

Clever shield work saves lives. If someone 
successfully strikes you with a Disarm or Destroy 
effect centered on your weapon you may call 
“Reduce” and drop your buckler instead if you wish 
and vice versa. 

Buckler 3   10 CP  

Pre Req. Melee Weapons Skill. You can deflect your 
opponents’ weapons out of reach, opening them up 
for quick strikes. Spend 2 Intellect and you may 
strike for 2 damage, three times. These strikes can be 
saved and used as necessary. These strikes are lost if 
you renew or use another weapon style in combat. 

Crippling Strike   15 CP 

With a skilled strike you can disable a tough 
opponent, greatly shortening a fight. Expend 2 
Strength; strike an opponent with a melee weapon 
and call “Maim”. The attributes are not spent if the 
target does not acknowledge the strike. 

Demonology   15 CP   

You have studied the nature of the Shedim and may 
gather more information about their natures over 
time. You may also communicate with them on a 
simple level. Expend 1 Intellect; cast a packet at a 
Demon and state “Speak to Shedim”. If the Shedim 
fails to respond or refuses to speak to you, regain the 
point used to attempt the skill. This study may allow 
you over time to adapt your skills to be more 
effective against Shedim, and to learn their 
weaknesses. 

Determination   5 CP      
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Where many perish you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Great Weapon 1   10 CP 

Pre Req: Polearm, Two-handed Weapon (i.e. Sword, 
Hammer, Club, or Axe) skill. With flexibility and a 
sure grip, your weapon stays right where you want it. 
You may spend any one attribute point to Resist 
attempts to disarm you. Note: neither Spear nor Staff 
qualifies as a Great Weapon despite being used two-
handedly. 

Great Weapon 2   10 CP 

When using the level 4 Strike skill you now deal 10 
points of damage instead of 7. If you do not have the 
Strike 4 skill you may instead Strike for 7 Damage at 
a cost of 3 Strength. 

Great Weapon 3   10 CP 

Your arms are strong enough to use your weapon to 
block with while holding it in one hand. You may not 
strike or use any other weapon skill one handed, e.g. 
disengage. 

House Runes   0 CP 

All Khaldean families possess traditional runes, worn 
on the face. The effects vary widely but most are 
defensive in nature. Most are used once per renewal 
or a number of times per event. The precise runes are 
secret. You may wear a single rune at one time.  

Kagat’s Maneuver    20 CP 

A man dedicated to peaceful solutions, Kagat was 
said to be odd for a master of weapons. Expend 2 
Agility to disarm an opponent of his weapon.   

Master Archery 1  15 CP 

Pre Req Archery 2. A slower target makes all the 
difference.  Expend 2 Constitution points, throw an 
arrow rep, and call “Maim [limb]”. The points are not 
spent if the arrow rep misses the target or the target 
fails to acknowledge the hit. 

Master Archery 2  15 CP 

Even the largest beast will listen to pain. Expend 1 
Agility points; throw an arrow rep and call “Agony”. 
The points are not spent if the arrow rep misses the 
target or the target fails to acknowledge the hit. 

Master Archery 3  10 CP 

You are truly deadly. Roleplay aiming your rep at a 
given target for a minimum of three seconds; Expend 
ONE additional Will point to increase the damage 
dealt by a called damage archery attack by 5. This 
stacks with all other archery and weapon bonuses, but 
not itself. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

My Last Breath for Our People    15 CP  

If you are in combat fighting alongside other 
Khaldeans you may place yourself in mortal peril to 
protect them. Proclaim an oath or battle cry; expend 
all Will and state “Imbue by Will”. Your vitality and 
armor points are restored to full. When the combat 
ends or if you fall unconscious during the fight for 
any reason you fall unstable. You may not use this 
ability if you have No Will points remaining. 

Paired Weapon 1  20 CP  

You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Paired Weapon 2   10 CP 

As above but you may use 2 long melee weapons 

Paired Weapon 3  10 CP   

When using paired weapons you may expend 2 Will 
points to double a called effect. For example, when 
using the Strike 3 skill, expend an additional 2 Will 
to call “Double 5 Damage”. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Reduction Ritual  5 CP   
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By focusing intense concentration, a Khaldean can 
use conditioning to diminish the effect of harsh 
environments. If the Khaldean takes an effect caused 
by the traits Magic, Rune, Enchantment, Warding, or 
Fortia from entering a marked area they may expend 
1 Constitution and Purge the effect with 10 seconds 
of concentration. This skill cannot itself be used 
while Drained or Dead. 

Rune Literate   10 CP  

You may read marked Runes cards in game. These 
writings convey information, may trigger secret 
doors, effects etc. 

Shield    20 CP 

You may use a full size shield.    

Special Weapon Siege Crossbow 7 CP 

Pre Req Crossbow skill. The siege crossbow is a 
large crossbow rep that can also be used as a 
blocking weapon−including use of the disengage 
ability. Once per renewal you expend 1 Intellect to 
call “Double ~” when using a called archery skill.   

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or calling a 
defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength, call “5 
Damage”, and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or calling a defense. 

Wave of Many Strike as One  10 CP  

If you and another Khaldean share an opponent in 
melee you may add one and only one to called melee 
damage you inflict to that opponent. This ability is 
lost if more than three enter melee contact with this 
opponent. No matter how many Khaldean’s share an 
opponent they may only ever add one and only one to 
called melee damage.  

Header - Supplicant     10 CP 

Ambush!    20 CP 

Learned in their own desperate fights with the 
Shedim, Supplicants and untrained civilians attempt 
to pick off stragglers with tricks like these. You may 
expend 2 Will and call “Silence” using any weapon 
you have the skill to use.   

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point, throw an arrow rep, and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points, throw an arrow rep, and 
call “5 Damage”. The points are not spent if the 
arrow rep misses the target or the target fails to 
acknowledge the hit.   

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Blacksmith 2    10 CP    

As Blacksmith 1 but your repairs take only 1 minute. 
You may repair in the field without a forge for an 
additional 1 Intellect point. To repair armor you must 
be stationary to use the skill. The target rep can be 
worn if the wearer is stationary. 

Blacksmith 3    10 CP    

As Blacksmith 1 and 2 but you may Repair in only 30 
seconds. This requires 1 raw material card for Heavy 
Armor, or none for lesser armor. You may repair in 
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the field without a forge for an additional 1 Intellect 
point. To repair armor you must be stationary to use 
the skill. The target rep can be worn if the wearer is 
stationary. At a forge and with the proper materials 
card, you may Grant 2 points of protection to the 
wearer of an armor prop, or a 2 point Razor Edge to 
the bearer of a weapon. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Bonebreaker     10 CP 

Few know desperate times and situations like the 
Supplicant. With great physical pain you may 
wriggle free of confinements. You may focus for 10 
seconds, expend 1 agility and Purge Root, Paralysis, 
or remove a rope or chain bond. When doing so you 
must drop to one knee if safe to do so and suffer the 
Agony effect.  

Demonology   15 CP   

You have studied the nature of the Shedim and may 
gather more information about their natures over 
time. You may also communicate with them on a 
simple level. Expend 1 Intellect; cast a packet at a 
Demon and state “Speak to Shedim”. If the Shedim 
fails to respond or refuses to speak to you, regain the 
point used to attempt the skill. This study may allow 
you over time to adapt your skills to be more 
effective against Shedim, and to learn their 
weaknesses. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Great Weapon 1   10 CP 

Pre Req: Polearm, Two-handed Weapon (i.e. Sword, 
Hammer, Club, or Axe). With flexibility and a sure 
grip your weapon stays right where you want it. You 
may spend any one attribute point to Resist attempts 
to disarm you. Note: neither Spear nor Staff qualifies 
as a Great Weapon despite being used two-handed. 

House Runes   0 CP 

All Khaldean families possess traditional runes, worn 
on the face. The effects vary widely but most are 
defensive in nature. Most are used once per renewal 
or a number of times per event. The precise runes are 
secret. You may wear a single rune at one time.  

Kagat’s Maneuver    20 CP 

A man dedicated to peaceful solutions, Kagat was 
said to be odd for a master of weapons. Expend 2 
Agility, strike  an opponent’s weapon, and call 
"Disarm "  

Master Archery 1  15 CP 

Pre Req Archery 2. A slower target makes all the 
difference.  Expend 2 Constitution points; throw an 
arrow rep and call “Maim [limb]”. The points are not 
spent if the arrow rep misses the target or the target 
fails to acknowledge the hit. 

Master Archery 2  15 CP 

Even the largest beast will listen to pain. Expend 1 
Agility points, throw an arrow rep, and call “Agony”. 
The points are not spent if the arrow rep misses the 
target or the target fails to acknowledge the hit. 

My Last Breath for Our People    15 CP  

If you are in combat fighting alongside other 
Khaldeans you may place yourself in mortal peril to 
protect them. Proclaim an oath or battle cry; expend 
all Will and state “Imbue by Will”. Your vitality and 
armor points are restored to full. When the combat 
ends or if you fall unconscious during the fight for 
any reason you fall unstable. You may not use this 
ability if you have No Will points remaining. 

Nimble Feet in Dangerous Places 5 CP 

You may expend 1 Agility to call Resist to the Slam 
effect. You may also call Resist to the effects of 
failing a physical challenge. When doing so you must 
move back to the nearest safe place before the failed 
attempt to pass through. You may not cross through a 
lava pit calling “Resist”, for example. 

Paired Weapon 1  20 CP  
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You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Prodigious Throw  10 CP    

You may use a melee weapon skill with a Thrown 
weapon at the cost of an extra 1 Agility. In the case 
of Maim you must name a limb. For example you 
could use Crippling Strike with a thrown weapon for 
1 Strength and 1 Agility. 

Reduction Ritual  5 CP   

By focusing intense concentration, a Khaldean can 
use conditioning to diminish the effect of harsh 
environments. If the Khaldean takes an effect caused 
by the traits Magic, Rune, Enchantment, Warding, or 
Fortia from entering a marked area they may expend 
1 Constitution and Purge the effect with 10 seconds 
of concentration. This skill cannot itself be used 
while Drained or Dead. 

Rune Literate   10 CP  

You may read marked Runes cards in game. These 
writings convey information, may trigger secret 
doors, effects, etc. 

Shield    20 CP 

You may use a full-sized shield.    

Special Weapon Siege Crossbow 7 CP 

Pre Req Crossbow skill. The siege crossbow is a 
large crossbow rep that can also be used as a 
blocking weapon−including use of the disengage 
ability. Once per renewal you expend 1 Intellect to 
call “Double ~” when using a called archery skill.   

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength, call 
“3 Damage”, and strike an opponent. The cost is not 

spent if the target fails to acknowledge the hit with 
roleplay or calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or calling a 
defense. 

The Fires of Fear  10 CP   

Moments of intense danger in your life have given 
you the knack of feeding off the intense adrenalin, 
using it to your advantage. If struck by an effect with 
the Fear trait you may expend 1 Intellect to call 
“Reduce”. You still suffer the original effect but 
receive 4 points of protection in addition.  

The Forgotten Rune   5 CP   

This rune is usable only with specialized training. It 
becomes a permanent part of your character makeup 
but does not count toward Rune maximums. You 
may expend one point of any attribute to call Resist 
to any effects delivered “By Your Name” or targeting 
the “Khaldean” trait. If targeted with “Expose 
Khaldean” they may whisper “Resist”. 

Wave of Many Strike as One  10 CP  

If you and another Khaldean share an opponent in 
melee you may add one and only one to called melee 
damage you inflict to that opponent. This ability is 
lost if more than three enter melee contact with this 
opponent. No matter how many Khaldean’s share an 
opponent they may only ever add one and only one to 
called melee damage.  

Header Magus  10 CP 

You may purchase Fortia, Khaldean magic. 

Archery 1    20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point, throw an arrow rep, and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 
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Archery 2    10 CP 

Expend 2 Intellect points, throw an arrow rep, and 
call “5 Damage”. The points are not spent if the 
arrow rep misses the target or the target fails to 
acknowledge the hit.   

Deeper Arts    5 CP 

Your intense study allows you to weave more than 
one rune into your personal aura. The strain has 
weakened your form. Purchasing this skill lowers 
your max vitality by one. You gain the ability to wear 
two House Runes simultaneously. They may be the 
same rune or different runes. 

Demonology    15 CP   

You have studied the nature of the Shedim and may 
gather more information about their natures over 
time. You may also communicate with them on a 
simple level. Expend 1 Intellect; cast a packet at a 
Demon and state “Speak to Shedim”. If the Shedim 
fails to respond or refuses to speak to you, regain the 
point used to attempt the skill. This study may allow 
you over time to adapt your skills to be more 
effective against Shedim, and to learn their 
weaknesses. 

Familiar – Enchantment  5 CP 

Pre Req: 5 Points of Magic Power. Similar to a 
House Rune, you will be given two effects cards to 
choose from. Each event you may hang one small 
pennon with an effect card in your residence. This is 
a ritual area enchantment presumed to be part of your 
family’s own lore. 

Familiar – Fetish      15 CP 

Pre Req: 5 Points of Magic Power. Create an obvious 
personal prop tied to a single particular spell you may 
cast. Once per renewal you may cast that spell at no 
attribute cost. The Fetish is a “public” prop but grants 
no bonus to other than its creator. The Fetish is 
surrendered with all other in-game items if you are 
searched. It must be visible and on you at all times to 
function.  

Familiar – Staff   20 CP  

Pre Req: 5 Points of Magic Power. A magic staff 
becomes almost part of the magician’s person. 

Meditate using your own personal staff for one 
minute. Choose a spell you may cast and touch a 
packet to the staff and state “Imbue by Magic”.  Until 
you renew or the staff is taken more than ten feet 
from you may call the verbal for the chosen spell 
when striking with the staff, requiring the usual 
attributes and burdens but requiring no incantation or 
roleplay. Spells that include imbues or inflicts may 
not be chosen. 

Focus     10 CP   

You have developed an affinity for one method of 
Fortia. You may add +1 to called damage from a 
specific Trait, chosen when this skill is purchased. 
Common choices are Fire or Ice. You may use this 
ability [number of Intellect] times per renewal. 

Fortia Conservation   20 CP  

When your spells are unperfected by failing to strike 
the intended target, you can recoup the wasted 
energies with concentration. Kneel and place both 
palms against the ground; concentrate for one minute 
to regain attributes spent for a particular casting of a 
spell that completely missed its target or which the 
target failed to acknowledge. You may not use this 
ability to regain any spell for which a defense or “No 
Effect” was called.  

Healing Arts    15 CP     

This skill allows you to diagnose metabolic traits 
[poison, aging, cold, disease], conditions [stable, 
dead etc] and lasting effects [root, stun, drain etc]. It 
cannot diagnose physical traits such as Ice or Web or 
special traits such as awe, omen, curse, or gloom. Use 
of this skill requires 3 seconds of roleplay before you 
may state “diagnose”. If you have this skill in 
addition to Tend Wounds, use of Tend Wounds is 
reduced to one minute.  

Herbalism and Alchemy 2  10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. [TRADE] 

Herbalism and Alchemy 3  10 CP 

 You may make difficulty level 3 Potions. See 
Alchemy Rules. 

House Runes    0 CP 
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All Khaldean families possess traditional runes, worn 
on the face. The effects vary widely but most are 
defensive in nature. Most are used once per renewal 
or a number of times per event. The precise runes are 
secret. You may wear a single rune at one time.  

Inner Fires     10 CP 

You are able to use magic to empower yourself in 
moments. Stand still and bow your head for ten 
seconds. Expend 2 Will and a renewal point to 
Renew fully. If you are without Will, you may renew 
and expend the cost from your renewed stats. 

Magic Power  15 CP each    

Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of points you may purchase. 

Magic Skill A  Still  3 CP 

You are free from the First Burden: You may move 
freely while casting.  

Magic Skill C  Awareness 3 CP 

You are free from the Third Burden: you need no 
concentration focus of fetish. 

Magic Skill D Peaceful  3 CP   

You are free from the Fourth Burden: You may cast 
with armor or weapons on your person on your 
person. This does not give you the ability to cast 
spells with objects in your hands.  

Magic Skill E  Ritual Speech 13 CP 

Pre Req. Magic Skills A, C, D. By expending an 
equal amount of Magic Points to the cost to cast a 
spell you are free from the Fifth Burden: you need 
not speak an incantation to cast. 

Reduction Ritual   5 CP   

By focusing intense concentration, a Khaldean can 
use conditioning to diminish the effect of harsh 
environments. If the Khaldean takes an effect caused 
by the traits Magic, Rune, Enchantment, Warding, or 

Fortia from entering a marked area they may expend 
1 Constitution and Purge the effect with 10 seconds 
of concentration. This skill cannot itself be used 
while Drained or Dead. 

Rune Branding   20 CP  

You may apply your House runes to others, imbuing 
them with Fortia. Expend 1 Intellect per application 
of a Rune. Effects vary.  

Rune Literate   10 CP  

You may read marked Runes cards in game. These 
writings convey information, may trigger secret 
doors, effects, etc. 

Runemaster     5 CP  

Pre Req: Rune Branding and Deeper Arts. Supreme 
sacrifice leads to great power. Lose a second 
maximum Vitality; you may wear up to three runes.  

Special Weapon Siege Crossbow 7 CP 

Pre Req: Crossbow skill. The siege crossbow is a 
large crossbow rep that can also be used as a 
blocking weapon—including use of the disengage 
ability. Once per renewal you expend 1 Intellect to 
call “Double ~” when using a called archery skill.   

Wise Beyond Years   5 CP 

Each renewal you may decide whether you may reset 
your last point of your Phenomenal attribute, or Will 
when roleplaying to reset an attribute according to 
your cultures traditions. 

Fortia Spells 

Shielding Aura   10 CP  

Weaving Fortia in ordered layers, you are able to 
craft an invisible barrier around a person.  

Expend 2 Strength, Incant, touchcast “Grant 4 
Protection by Fortia”.   

Puppeteer’s Charm   20 CP 
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A truly wicked charm, this spell releases a berserker 
into the enemy ranks. Expend 4 Strength, Incant, Cast 
“Grant 10 protection and Frenzy by Will!” 

Renewing Font   20 CP 

With great concentration a Magus can create a field 
of gentle healing energy. Plant your feet, Expend 3 
Strength, Incant and state “Imbue by Fortia”. 
Provided that you do not move from that spot you 
may touchcast “Heal 2 by Magic” up to five times. 
You may use other skills or spells while this spell is 
active. The spell effect ends if rendered unconscious, 
when you Renew, or re cast this spell. 

Chaining        5 CP 

Prereq: Demonology.  Create subtle threads of Fortia, 
like silk spun from the finest Khaldean steel. Expend 
2 Constitution, Incant and call “By My Voice, Slow 
to Shedim by Fortia”.  

Mind Snare   5 CP 

By twisting the vision of your enemy you can prevent 
them from advancing, while you prepare defenses. 
This is the first spell taught young Magi. Expend 1 
Constitution, Incant, and cast “Lesser Root by 
Illusion!” 

Icestorm   25 CP 

A savior to the Khaldean defense, Icestorm tears 
through Shedim.  Not an easy power to learn, but 
well worth it. Expend 3 Intellect, Incant and state 
“Imbue by Fortia”. You may cast “2 Damage by Ice” 
up to ten times. You may use other skills or spells 
while this spell is active. The spell effect ends when 
you Renew, or re cast this spell. 

Jolt    15 CP 

Raw lightning overwhelms the senses, causing one to 
faint. Expend 3 Intellect, Incant and cast “Stun by 
Lightning”.  

Mindfire   10 CP 

With subtle manipulation, the nerves of the body can 
be made to “Cry Wolf” to the brain, loudly. Expend 1 
Intellect, Incant and cast “Agony by Mind”. 

Bonechill   10 CP 

A skilled Magus can draw much heat from an enemy, 
leaving the target shaking with cold. Expend 2 
Intellect, Incant and cast “Weakness by Cold”. 

Lash Of Fire   10 CP 

A spell that calls for precise control, the Lash is most 
useful against human opponents. Expend 2 Agility, 
Incant and cast “Disarm and 2 Damage by Fire”.  

Char    30 CP 

A massive and thoroughly horrible spell; using Char 
upon a human being is condemned everywhere. 
Expend 4 Agility, Incant and cast “Death by Fire”.  

Fireburst   10 CP 

Once its nature is understood and its manipulation 
dutifully practiced, fire can be both an efficient and 
deadly tool. Expend 1 Agility, Incant and cast “5 
Damage by Fire”.   

Fortia Prison   20 CP 

Similar to the Chaining, but far more elegant, the 
Fortia Prison does not resist the movements of the 
target, it saps all energy they devote to moving 
themselves. The more they struggle, the more is 
drained, leaving them helpless with no seeming 
cause. Expend 3 Will, Incant and cast “Paralyze by 
Fortia”.   

Psychic Armor   5 CP 

Weaving a cloud of Fortia constructs around the 
mind of a target, you shield their mind from outside 
mental influence. Note that this will prevent mind 
control, as well as cut the enemy off from the 
beneficial effect of inspirational leadership. Mental 
traits include Awe, Confusion, Despair, Fear, 
Inspiration, Illusion, Madness, Trance, and Will. 
Expend 1 Will, Incant and cast “Grant Defense and 
Shield Mental by Fortia”. 
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Culture: Eastern 
Wilds 
The East is vast, unmapped, and wild. It stretches 
from the raw and stony coast in the far south to 
forests in the North where land climbs into the clouds 
and disappears. In high table lands there are expanses 
of grass that spread out under the sun filled with 
herds beyond count. There are immense trees woven 
into whispering forests; trackless places that are 
home to fearsome animals. The Eastern People walk 
in these places as children; they are fed by the land, 
taught by the land, and live with the land's spirits as 
brothers and sisters. As long as parent teaches child 
how to listen, and child follows the teachings of 
parent, they will be at ease and in their place in the 
world.     

The peoples of the East are many, from various 
climates and with different local customs. They have 
no blacksmiths, have no organization larger than 
tribe, and have no desire to assimilate into other 
cultures. 

Shaman 

Where wisdom is needed from beyond the village's 
memory, the Shaman will speak with the Animal 
spirits and hear their counsel. 

A source of medicine and guidance, the shaman is the 
link between the people of the Eastern Wilds and the 
many animal spirits from whom they draw 
inspiration. The chief endeavor of the Shaman is to 
understand the ways of the animal spirits, to gain 
their gifts with which to serve the community, and to 
keep the people on the right track to living according 
to tradition. Shamans rely on their spiritual gifts for 
personal protection and for interpreting the world. 
Along with their spiritual knowledge, Shamans pass 
on traditions in Herbalism and tribal lore. 

Hunter 

"Some from within every village must be set apart, 
whetted and strengthened, and set within reach in 
case of war." 

When terrible times come, each village has at least 
one who will step out from the others, one prepared 

to stand between the People and Whatever Threatens. 
They will carry a weapon ready to shed blood and 
will endure the cruel sun, and arrows, and claw and 
fang, the unknown. They will fight for days, 
springing to their feet again if struck to the earth. 
They will follow prey in the shadows of the Wood, 
lie for hours on the windswept ice--silent and 
unmoving. They will stare in the face of Tiger until 
he hunts elsewhere. They will do this with a simple 
stone mace, a shirt of thin leather, and an unblinking 
eye.  

The Touched 

Some animal spirits will commune with Man; they 
will find one of us alone and breathe their spirit into 
him or her. The child may go mad or else fall into 
death. They that do not are marked by a Spirit for the 
rest of their lives; walking, seeing, speaking, with 
changed eyes and with the marks of that Spirit upon 
them. Shunning those Touched is a grave insult and 
invites the wrath of the those who bestow such Gifts. 

Headers and Skills 

Special Weapon  Great Bow 7 CP  

Pre Req. Bow skill. You may use a Great Bow rep, 
and you may block with this weapon. Once per 
renewal you may expend 1 Strength to add “and 
Slam” to any called effect you use. 

Special Weapon Stone Mace  7 CP  

You may use a Stone Mace rep. Expend 1 Strength 
point per renewal to use this rep. Once per renewal 
you may call “Resist Disarm” or “Resist Destroy” at 
no cost. Add +1 to called damage with this weapon to 
as many called damage attacks as your Constitution 
attribute. 

Weapons of the Eastern Wilds 3 CP 

You may purchase this skill multiple times. Each 
purchase gives you the skill to use a different 
weapon.  Club, axe, hammer, two-handed club, two-
handed spear, bow, any thrown weapon. 

Header - Shaman  10 CP 

Animal Header “Animal Spirit”  3 CP  
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You may purchase Gifts of this Animal Spirit.  

You may purchase this skill up to three times.  

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Deeper Sight   10 CP 

Snares of the mind rarely catch one so wise as 
yourself. Your wisdom protects you from such 
things. Expend 1 Intellect; focus your concentration 
for 10 seconds. State “Purge [Trait]” where the target 
trait is Confusion, Fear, or Illusion. You may also 
purge the Beguiled Trait but doing so causes you to 
take the Drain effect. 

Dream Reader   5 CP 

“His left hand is in the Dream, His right upon the 
World. All Things will He see.” Your sight can 
pierce illusions clinging to beings, whether of their 
own making or veils cast by another. After speaking 
with a person for one minute, touch the target with a 
packet and quietly state “Diagnose Illusion”. If the 
target answers “Yes”, the target may CHOOSE to 
reveal the Illusion to you, at their discretion. Note 
that once this skill is used, it is apparent to the target 
that you have been scrutinizing them, and suspect 
they are not what they seem. This ability costs 
nothing to use, but may only be used if you have Will 
points remaining. 

Familiar – Fetish     15 CP 

Pre Req: 5 Points of Magic Power. Create an obvious 
personal prop tied to a single particular spell you may 
cast. Once per renewal you may cast that spell at no 
attribute cost. The Fetish is a “public” prop but grants 
no bonus to other than its creator. The Fetish is 
surrendered with all other in-game items if you are 

searched. It must be visible and on you at all times to 
function.  

Great Weapon 1   10 CP 

Pre Req: Polearm, Two handed Sword, Hammer, -
Club, or Axe. With flexibility and a sure grip your 
weapon stays right where you want it. You may 
spend any one attribute point to Resist attempts to 
disarm you. Note: neither Spear nor Staff qualifies as 
a Great Weapon despite being used two handed. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Herbalism and Alchemy 3 10 CP 

 You may make difficulty level 3 Potions. See 
Alchemy Rules. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Magic Power  15 CP each   

Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of point you may purchase. 

Magic Skill A  Still  3 CP 

You are free from the First Burden: You may move 
freely while casting.  

Magic Skill C  Awareness 3 CP 

You are free from the Third Burden: you need no 
concentration focus or fetish.  

Magic Skill D Peaceful  3 CP   

You are free from the Fourth Burden: You may cast 
with armor or weapons on your person on your 
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person. This does not give you the ability to cast 
spells with objects in your hands.  

Master Healer    20 CP 

Pre Req. Healing Arts. Spend 5 minutes in roleplay 
treating a Fallen character. At the end of that time, 
the Master Healer spends one Will point and states 
“Stun and Cure Fallen by Healing Arts”. The 
recipient is rendered unconscious and stable, waking 
in 5 minutes. If you have this skill in addition to 
Healing Arts AND Tend Wounds, use of Tend 
Wounds is reduced to 30 seconds, or 15 seconds if 
the healer spends one point of any Attribute.  The 
point is not expended if the target does not take the 
effect.  

Sage Wisdom   15 CP 

You may buy a fourth additional Animal Spirit 
Header. 

Speak With Animal  10 CP  

Sometimes the answers are known to many, but not 
to man. Expend 1 Constitution; state “Speak to 
Animal” and cast a packet at the target. If the target 
does not acknowledge the effect, you did not expend 
the Constitution point. 

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Wise Beyond Years  5 CP 

Each renewal you may decide whether you may reset 
your last point of your Phenomenal attribute, or Will 
when roleplaying to reset an attribute according to 
your cultures traditions. 

Header - Hunter  10 CP 

Agile like the Cat  20 CP   

With the right mind and moves, or simply raw speed 
for combat, you are able to hold your own in a fight. 
Spend up to 3 points of Agility to receive as many 

points of Armor. These points may be restored with 
60 seconds of stretching, relaxed breathing, and 
focusing your attention. These points are lost when 
you renew or use another ability which provides 
armor. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Archery 3   10 CP 

Expend 2 Intellect points; pantomime preparing to 
fire an arrow, using the hand that grips the bow or 
crossbow rep, point at a target, and call “By My 
Gesture Repel by Fear”. See Gesture Attacks qv. 

Archery 4   10 CP 

Expend 3 Intellect points; throw an arrow rep and call 
“7 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Buckler 1   10 CP 

A desperate last block can make all the difference. If 
struck unconscious as a result of called weapon 
damage you may choose to allow your buckler to 
take the Destroy effect while you fall stable. 
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Buckler 2   10 CP 

Clever shield work saves lives. If someone 
successfully strikes you with a Disarm or Destroy 
effect centered on your weapon you may call 
“Reduce” and drop your buckler instead if you wish 
and vice versa. 

Buckler 3   10 CP  

You can deflect your opponents’ weapons out of 
reach, opening them up for quick strikes. Spend 2 
Intellect and you may strike for 2 damage, three 
times. These strikes can be saved and used as 
necessary. These strikes are lost if you renew or use 
another weapon style in combat. 

Crippling Strike   15 CP 

With a skilled strike you can disable a tough 
opponent, greatly shortening a fight. Expend 2 
Strength strike an opponent with a melee weapon and 
call “Maim”. The attributes are not spent if the target 
does not acknowledge the strike. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Fighting through the Pain 15 CP 

You will be the judge of your wounds, not others. 
You will die when you wish to, and not before.  
Expend 1 Constitution; roleplay recomposing 
yourself after injury in some way, lasting 3 seconds, 
and state “Heal 2 to Self”. 

Great Weapon 1   10 CP 

Pre Req: Polearm, Two-handed Sword, Hammer, 
Club, or Axe. With flexibility and a sure grip your 
weapon stays right where you want it. You may 
spend any one attribute point to Resist attempts to 
disarm you. Note: neither Spear nor Staff qualifies as 
a Great Weapon despite being used two-handed. 

Great Weapon 2   10 CP 

When using the level 4 Strike skill you now deal 10 
points of damage instead of 7. If you do not have the 
Strike 4 skill you may instead Strike for 7 Damage at 
a cost of 3 Strength. 

Great Weapon 3   10 CP 

Your arms are strong enough to use your weapon to 
block with while holding it in one hand. You may not 
strike or use any other weapon skill one-handed, e.g. 
disengage. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Limber Limb   15 CP  

Loose limbs can bring you home again in one piece. 
Expend 1 Agility and to Reduce a Maim effect to one 
point of uncalled damage. 

Master Archery 1  15 CP 

Pre Req: Archery 2. A slower target makes all the 
difference.  Expend 2 Constitution points; throw an 
arrow rep and call “Maim [limb]”. The points are not 
spent if the arrow rep misses the target or the target 
fails to acknowledge the hit. 

Master Archery 2  15 CP 

Even the largest beast will listen to pain. Expend 1 
Agility points; throw an arrow rep and call “Agony”. 
The points are not spent if the arrow rep misses the 
target or the target fails to acknowledge the hit. 

Master Archery 3  10 CP 

You are truly deadly. Roleplay aiming your rep at a 
given target a minimum of three seconds; expend 
ONE additional Will point to increase the damage 
dealt by a called damage archery attack by 5. This 
stacks with all other archery and weapon bonuses, but 
not itself. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit. 

Paired Weapon 1  20 CP  
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You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Paired Weapon 2   10 CP 

As above but you may use 2 long melee weapons. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Quick Recovery   10 CP 

You are the first to recover from shocks and injury. 
As long as you have unspent Intellect you recover 
from unconsciousness or stun in three minutes rather 
than five.  

Spit in the Face of Death 10 CP  

Courage is immortality. Expend 2 Will to call 
“Reduce” to the Death effect and fall unstable. . 

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or by 
calling a defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength; call “5 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 4    10 CP  

Pre req. Strike 3. Expend 3 Strength; call “7 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense.  

Header - Touched    10 CP 

Animal Header – Named Animal 3 CP  

You may purchase Gifts of an Animal Spirit. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect with melee weapons including claws. 

Deeper Sight   10 CP 

Snares of the mind rarely catch one so wise as 
yourself. Your wisdom protects you from such 
things. Expend 1 Intellect; focus your concentration 
for 10 seconds. State “Purge [Trait]” where the target 
trait is Confusion, Fear, or Illusion. You may also 
purge the Beguiled Trait but doing so causes you to 
take the Drain effect. 

Dual Nature            0 CP 

You are no longer simply human, nor are you fully 
lost to the Animal Spirits. Gain the Trait: Animal, 
and you may whisper “Resist” to effects targeting 
Nationality traits or the Human trait at the cost of one 
vitality. This is uncalled damage.   

Ferocity    10 CP  

The Touched move like the animals they commune 
with, and fight with their gifts. You may use one 
short and one long claw rep in combat. If you have or 
gain this ability through other means, you may 
instead wield two long claw reps. 

Great Weapon 1   10 CP 
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Pre Req: Polearm, Two-handed Sword, Hammer, 
Club, or Axe. With flexibility and a sure grip your 
weapon stays right where you want it. You may 
spend any one attribute point to Resist an attempt to 
disarm you. Great Weapons skills are usable with the 
following weapons: Note: neither Spear nor Staff 
qualifies as a Great Weapon despite being used two-
handed. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Magic Power   15 CP each 

Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of point you may purchase. 

Magic Skill A  Still  3 CP 

You are free from the First Burden: you may move 
freely while casting.  

Magic Skill C  Awareness 3 CP 

You are free from the Third Burden: you need no 
concentration focus of fetish.  

Master Archery 1  15 CP 

Pre Req Archery 2. A slower target makes all the 
difference.  Expend 2 Constitution points; throw an 
arrow rep and call “Maim [limb]”. The points are not 
spent if the arrow rep misses the target or the target 
fails to acknowledge the hit. 

Quick Recovery   10 CP 

You are the first to recover from shocks and injury. 
As long as you have unspent Intellect you recover 

from unconsciousness or stun in three minutes rather 
than five.  

Scent    5 CP   

Your sense of smell has been restored. You may call 
“By My Voice Expose Poison/Disease by Scent” and 
take the effect “Drain 3 Intellect to self”. 

Speak With Animal  10 CP  

Sometimes the answers are known to many, but not 
to Man. Expend 1 Constitution; state “Speak to 
Animal” and cast a packet at the target. If the target 
does not acknowledge the effect, you did not expend 
the Constitution point. 

Spit in the Face of Death 10 CP  

Courage is immortality. Expend 2 Will to call 
“Reduce” to the Death effect and fall unstable.  

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or by 
calling a defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength; call “5 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Gifts 

Those who cast the Living Magic must attend 
carefully and use care and preparation. Although no 
written book is used to learn the Gifts [how could a 



Secrets of the Mesa 
Page 59 of 76 

 

dead thing bring life?], all other burdens fall upon the 
Shaman or Touched. Much can be learned to remove 
these however. 

Crab 

Crab’s Claws   15 CP 

You may wield one long and one short red claw rep. 
Incant, touch yourself with a packet, state “Imbue by 
Crab”. There is no cost to cast this gift but the caster 
must have at least one point of Constitution 
remaining.  

Crushing Claw   5 CP 

Expend 2 Agility, Incant, state “Imbue by Crab.” You 
gain one use of the Maim skill with a melee weapon. 
If you have a melee weapon skill that causes the 
Maim effect you may use this gift instead to call “2 
Damage and Maim”. 

Heal the Shell   20 CP   

Expend 1 Strength. Roleplay inspecting and touching 
armor rep for 10 seconds. Touchcast “Repair/Refresh 
Armor by Crab”.  

Eagle 

Bravery of Eagle  10 CP 

Expend 1 Constitution. You may touchcast “Grant 
Defense Resist Fear by Eagle.”  

Fury of Eagle   10 CP 

Expend 2 Int. State “Imbue by Eagle.” Cast 5x “2 
damage by Eagle”.  

Glory of Eagle   15 CP 

Expend 3 Strength. Call “By My Voice Heal by 
Eagle”.  

Heron  

Heron’s Grace   20 CP 

[Pre Req Heal, Healing Arts.] Many will not consider 
this spell with the terrible cost it demands. Know that 
all who cast it must give their own life to save 
another’s. 

Expend 3 Will, touch cast “Cure Death”. On casting 
this spell for the first time ever, take the Death effect. 
You may not, resist, reduce or be cured of this 
condition, you must die.  Note that if you somehow 
manage to come back to life after casting this spell 
for the first time ever, you may freely cast this spell. 

Heron’s Insight   5 CP 

Converse with a person one minute or more. Say 
“Diagnose Mind by Heron” to the subject just loud 
enough for them to hear. Note that the subject will 
feel the attempt to scrutinize their mental state and 
can react to this. There is no cost for this ability.  

Heron’s Spirit   5 CP 

Expend 1 Constitution. Roleplay 10 seconds of calm 
meditation. Touchcast “Purge Curse by Heron”.   

Leopard  

Leopard’s Claws  15 CP 

You may wield one long and one short red claw rep. 
Incant, touch yourself with a packet, state “Imbue by 
Leopard”. When you draw claws you take the Silence 
Effect. This effect lasts until claws are stowed, 

Move as Leopard   20 CP 

You may expend 4 Agility to call “Avoid by 
Leopard” as a defense to any weapon or packet 
effect. 

Nighteyes   15 CP 

Call out in a normal speaking voice: “By My Voice: 
Expose Shadow by Leopard” You take the effect of 
Drain All Intellect. There is no cost for this gift. 

Raccoon  

Clever    5 CP   
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Expend 2 Agility. Throw “Cure Slow/Cure Root by 
Raccoon.”  

Lucky Find   15 CP 

Raccoon has given you the gift of luck. You will tend 
to find bright and shiny things when others cannot.  
You may open, take or interact with any item with 
“required lucky find” written on it. 

Mask    15 CP 

Expend 3 Int. Concentrate for ten seconds, quietly 
name aloud a location within the Settlement. A 
location may be “The Easterner Lodge”,  “The 
threshold of the Common Hall”, etc. Once naming 
the location you may bow your head and become a 
Shadow, able to travel in as direct a path as possible 
to the named location. All you carry with you 
likewise becomes shadow. You may bring another 
provided they are unconscious, paralyzed, or dead. If 
they regain consciousness in transit both you and 
they lose Shadow form. Upon reaching the named 
location you may wait up to five minutes before 
resuming normal form. At the end of that time you 
must become physical for at least five minutes before 
using this skill again. You may not travel cross 
country under Raccoon’s Mask, merely in the 
settlement area, etc. 

Otter 

Bask in the Sun   15 CP 

Expend 1 Constitution. Incant, touch yourself with a 
packet, state “Imbue by River Otter”. You may 
touchcast “Heal By Otter”, up to three times. Unspent 
points of healing remain until you renew or recast the 
gift. 

Cleansing Water   5 CP 

Expend 1 Will. You may touchcast “Cure Disease by 
Otter.”  

Peace Like A River  25 CP 

You must call “No Effect” to Despair, Gloom, and 
any Frenzy Effect. This skill is usable also when 
Unconscious or Dead.  

Serpent 

Fangs    15 CP 

Expend 1 Strength.  With a packet, cast “5 damage 
by Serpent”.  

Venom    10 CP 

Expend 1 Intellect. Incant. You may cast a packet for 
“Agony by Poison”.  

Vitality    5 CP 

Expend 1 Will. You may touchcast “Cure Drain/Cure 
Weakness by Serpent.”  

Tiger 

Blessing of Tiger   10 CP 

Expend 3 Will. Cast “Frenzy by Tiger”.   

Burning Blood   5 CP 

Expend 1 Constitution.  You may touchcast “Cure 
Poison by Tiger.”  

Fierce Claws   20 CP 

Expend 1 Strength. You may cast “Double 2 damage 
by Tiger.”  

Turtle  

Blessing of Turtle  15 CP 

Expend 3 Strength. Incant, touch yourself with a 
packet, state “Imbue by Turtle”. Gain 4 points of 
armor, resettable in one minute in natural 
surroundings. These armor points are lost if you 
renew, die, use any other kind of armor or are 
affected by the destroy armor effect. 

Mud    10 CP 

Expend 2 Agility Throw 3x “Slow by Turtle.”  

Painted Shell   5 CP 
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Expend 1 Will. “Grant Defense Resist Agony by 
Turtle.”
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Culture: Blessed Asylum 

Asylum is almost entirely divided into two ways of 
life because of its weather. 

Near the coast, villages, towns, and cities exist up 
and down the coast.  They survive off the ocean and 
the small amount of land they can use for cultivating.  
They have vast cave structures reinforced to 
withstand monsoon seasons and high winds.  The 
people here tend to be civilized and well-off. 

As you go farther away from the ocean the land turns 
more desolate and bare.  Most of its land is a 
wasteland of sand and wind.  Nothing will grow, the 
winds blast at all times and people must seek shelter 
from the frequent wind storms.  Even the sturdiest of 
structures won't remain here for long.  Away from the 
coast, people tend to be less civilized, poor, and 
move from place to place fighting for survival. There 
are many valuable resources to be had in this part of 
the land however, and the people who live there 
provide them to those near and far. 

As a people they enjoy meditation, calm, furthering 
their own knowledge and the knowledge of those 
around them.  Vying to be the biggest and strongest is 
not a driving force for its people.  They are more 
interested in learning more so that they may teach 
others, furthering not only themselves, but everyone 
around them.  This is reflected in all their activities, 
like games, combat, and school of any type. 
Finally, the people of Asylum tend to dress in loose 
clothing that covers all their exposed skin, except 
their hands and or feet depending on the situation.  It 
is common to find their people with wraps around 
their neck, head and face.  This is something they 
have to wear when outside their home land.  Because 
of this they always have such clothing on them and 
will often have it up and around their face. 
Monk 

"Question: To what purpose does a Monk live? 

Answer: Living things are wonders in that they exist 
in a state of both infinite Perfection and infinite 
Variety of form. Chaos for its part outlines the 
unfailing Order of all living things in creation. In his 
disciplined study of the Living Self the monk seeks to 
move within the Chaos of the physical world and 
demonstrate moments of Order. His brief flashes of 
success are only glimpses of this infinite Perfection." 

-The Clay Catechism 

Life is acknowledged as a fleeting thing in the Lands 
of Blessed Asylum. It can be cut short suddenly and 
without warning. No place in the lands is truly 
immune to the touch of natural disasters, the tsunami, 
the sandstorm, the earthquake. The monastic 
traditions of Asylum center on the study of life 
energy and its part in the universe, which defies the 
emphasis of the lifetime. 

The monks of Asylum do not follow a single rigid 
tradition but vary considerably across the breadth of 
the lands. They do however follow several common 
precepts. One is separation, which is the meaning of 
the name of their calling. Some part of their life, 
whether certain days of the week, seasons of the year, 
or for several years of their life they separate 
themselves from others to focus intensely upon the 
study of Living things. Those who benefit from this 
study attain a deeper understanding of Life, of the 
energy within living things and how it moves, Monks 
are able to perform amazing feats which approach the 
magical. 

In living as a monk there are many schools of 
thought. Some teachings stress the method of 
constant rigorous physical training in order to 
develop the body as a tool. Others reject this and 
approach mastery of principles through intense 
meditation and self control. Clearly the Art is obliges 
many methods as accomplished students exist in 
many diverse forms.    

In times of conflict the monk may take advantage of 
years of studying the human form in both 
conservative and dynamic movement. This training 
allows monks to defend themselves and others.  

Student of the Four Winds   

Far from being any profession or trade, the Student of 
the Four Winds is a magician of sorts from the lands 
of Blessed Asylum. Their Art is learned in their 
personal travels and meditation, and within the 
teachings of ancient scholars they may come across. 
Being a Student is a life's aim rather than a title as 
such. 

A Student's life is simple and successful pursuit of 
wisdom depends upon the ability to separate oneself 
from the concerns that living in community bring. 
Focus is achieved in solitude or in sanctums formed 
by scholars living together under one roof. Many 
Students are poor and may adopt a craft to provide 
the mundane essentials of life. Stronger involvements 
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with business or vocation hamper the pursuit of their 
meditation. 

Although there are many similarities between the life 
of a Student and a Monk, and these paths cross one 
another from time to time, where a Monk seeks to 
weave himself into the workings of Order, the 
Student seeks to perceive it in a greater, more wide-
reaching sense. In a simplified sense, the Monk 
wishes to seamlessly fit into the tapestry whereas the 
Student of the Four Winds wishes to rise above the 
surface of the tapestry to perceive it in its entirety. An 
experienced Student of the Four Winds has insight 
into great mysteries and can wield awesome forces 
with his mind, spirit, and will. 

Dragonfly  

"Agents of the Harmonious Circle of Counsel are 
discharged from honorable service upon fulfillment 
of an oath. Others are loosed upon pledging an 
oath..." 

Due to the enormous size of the Land of Blessed 
Asylum there is much that occurs beyond the sight or 
hearing of those who keep history and wield 
authority. For that reason the counsel employs the 
Dragonfly, both eye and ear, and if necessary hand of 
the Council. Dragonflies travel everywhere, alert for 
dangers beyond the reach of local authorities. They 
are reluctant to be identified as men and women of 
law except in matters specifically related to their 
orders. Mainly they see that the decisions of the 
counsel are supported throughout the land; food 
travels safely to where it is needed, civic law 
protected, bandits reported, organized crime curbed.  

A Dragonfly is an agent of their Nation, and as such 
may not settle on the Mesa. Former Dragonflies 
evade this distinction, and are likely to be chosen for 
the settlement due to their great experience and 
proven loyalty.  

The first Dragonflies arose in a time of great strife 
and were taught the arts of war to a fine degree. Their 
fighting style at the time was likened to the precise 
and graceful movements of the dragonfly, hence their 
poetic name. It was a fighting style emphasizing 
speed, versatility, and fluid movement. 

 Dragonflies blend in anywhere, appear comfortable 
in all social settings, and if necessary pick up any 
weapon to defend themselves. Anyone, anywhere 
could be such an agent. Of course being exposed as 

an agent of the counsel could provoke unexpected 
reactions from admirers and enemies alike. 

Special Weapon Martial Arts 10 CP   

You may fight with a pair of green “claws” to 
represent your martial arts style. They must be one 
long claw and one short claw rep.  

Birthright Skill   0 CP 

Each renewal you may decide whether you may reset 
your last point of your Phenomenal attribute or Will 
when roleplaying to reset an attribute according to 
your culture's traditions. 

Weapons of Asylum   3 CP 

You may purchase this skill multiple times. Each 
purchase gives you the skill to use another weapon.  
Sword, club, axe, hammer, two-handed spear, bow. 

Header - Monk  10 CP 

Note that you may not perform Monk class skills 
while wearing an armor rep.  

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Narrow Miss   20 CP 

Call it luck, call it catlike reflexes, Fate smiles on 
you. Expend 4 Agility to call “Avoid” to any weapon 
or packet attack.  

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
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minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Discipline   15 CP Each   

These points represent the wellspring of a Monk’s 
energy. Each point may be used in place of any 
attribute when using a Monk skill. You may buy up 
to 5 points of Discipline. 

Dream Speech   5 CP    

Whether your body is awake or composed in sleep, 
your mind lies alert. Roleplay 10 seconds of 
concentration or waking up in the case of Stun; 
Expend 1 Intellect and state “Purge Silence and Stun 
by Mind”. 

Enhanced Vitality  5 CP 

Your body is a servant to your consciousness and the 
two make little work of purifying your blood. 
Concentrate 3 seconds; Expend 1 Agility and state 
“Purge Poison by Healing Arts”. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Ironskin Technique  20 CP  

Expend 2 points of Intellect for 3 points of armor, 
resettable in one minute with concentration and 
roleplay. This effect fades when you renew. 

Limber Limb   15 CP  

Loose limbs can bring you home again in one piece. 
Expend 1 Agility and to Reduce a Maim effect to one 
point of uncalled damage. 

Master Healer    20 CP 

Pre Req. Healing Arts. Spend 5 minutes in roleplay 
treating a Fallen character. At the end of that time, 
the Master Healer spends one Will point and states 
“Stun and Cure Fallen by Healing Arts”. The 
recipient is rendered unconscious and stable, waking 
in 5 minutes. If you have this skill in addition to 
Healing Arts AND Tend Wounds, use of Tend 
Wounds is reduced to 30 seconds, or 15 seconds if 

the healer spends one point of any Attribute.  The 
point is not expended if the target does not take the 
effect.  

Master of Forms    5 CP 

Pre req Student of Forms. You may use any martial 
arts skill you possess with any staff or club.  

Master of the Clay Pot  20 CP  

Unlock the flow of energy within a living creature to 
help it cure itself. Concentrate for ten seconds beside 
the target; expend 1 Constitution point; touch cast 
“Cure Weakness/Disease” OR “Heal 2 by Healing 
Arts”. This skill replaces Healing Arts as the pre 
requisite for Master Healer. 

Nerve Strike   10 CP 

Bring sleep to your opponent, in stages. Expend 1 
Intellect call “Slow” and strike an opponent using 
martial arts combat.   

Nimble Feet in Dangerous Places 5 CP 

You may expend 1 Agility to call Resist to the Slam 
effect. You may also call Resist to the effects of 
failing a physical challenge. When doing so you must 
move back to the nearest safe place before the failed 
attempt to pass through. You may not cross through a 
lava pit calling “Resist”, for example. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Separating Threads  5 CP 

Expend 2 Will upon suffering an Agony effect or 
attack with a Mental Trait. You may call thereafter 
call “No Effect” to Agony or the previous Trait until 
you rest, renew, or use any skill requiring roleplaying 
concentration. 

Sounding Stones   15 CP     

Your focused discipline allows you to reform your 
defenses quickly. Expend 1 Will; concentrate for ten 
seconds to reset Ironskin. 
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Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or by 
calling a defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength; call “5 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Student of Forms  5 CP  

Called damage skills and melee defenses purchased 
under the Monk header may be used with staff or any 
club.  

Student of the Clay Pot  15 CP   

Finding the discord in the body and restoring the 
sound is a basic talent of the monk. Concentrate for 
ten seconds beside the target; expend 1 Constitution 
point; touch cast “Cure Maim” OR “Stabilize”. 

Header - Student  10 CP 

You may purchase Mysteries, Asylum magic. 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Dream Speech   5 CP    

Whether your body is awake or composed in sleep, 
your mind lies alert. Roleplay 10 seconds of 
concentration or waking up in the case of Stun; 
Expend 1 Intellect and state “Purge Silence and Stun 
by Mind”. 

Herbalism and Alchemy 2 10 CP 

You may make difficulty level 2 Potions. See 
Alchemy Rules. 

Herbalism and Alchemy 3 10 CP 

 You may make difficulty level 3 Potions. See 
Alchemy Rules. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Magic Power   15 CP each 

Your spells are simpler, more elegant than others. For 
each purchase of this skill you receive one Magic 
point which may be used in place of an attribute point 
in casting your spells. There is no maximum number 
of point you may purchase. 

Magic Skill A  Still  3 CP 

You are free from the First Burden: You may move 
freely while casting.  

Magic Skill B  Memorize 3 CP 

You are free from the Second Burden: You need no 
spellbook when you renew in order to regain the use 
of magic.  

Magic Skill C  Awareness 3 CP 
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You are free from the Third Burden: you need no 
concentration focus of fetish.  

Magic Skill D Peaceful  3 CP   

You are free from the Fourth Burden: You may cast 
with armor or weapons on your person on your 
person. This does not give you the ability to cast 
spells with objects in your hands.  

Master Healer    20 CP 

Pre Req. Healing Arts. Spend 5 minutes in roleplay 
treating a Fallen character. At the end of that time, 
the Master Healer spends one Will point and states 
“Stun and Cure Fallen by Healing Arts”. The 
recipient is rendered unconscious and stable, waking 
in 5 minutes. If you have this skill in addition to 
Healing Arts AND Tend Wounds, use of Tend 
Wounds is reduced to 30 seconds, or 15 seconds if 
the healer spends one point of any Attribute.  The 
point is not expended if the target does not take the 
effect.  

Mental Discipline  15 CP 

Attempts to cloud your mind are easily recognized 
for what they are, defeated with only slightly more 
effort. Expend 1 Will point; call “Resist” to any 
effect with a Mental trait. These include Madness, 
Confusion, Fear, and Illusion.  

Nimble Feet in Dangerous Places 5 CP 

You may expend 1 Agility to call Resist to the Slam 
effect. You may also call resist to the effects of 
failing a physical challenge. When doing so you must 
move back to the nearest safe place before the failed 
attempt to pass through. You may not cross through a 
lava pit calling “Resist”, for example. 

Rune Literate   10 CP  

You may read marked Runes cards in game. These 
writings convey information, may trigger secret 
doors, effects etc. 

Tea    15 CP   

Prepare Tea and give to guests in appropriate setting. 
This special skill may be used a total of times per 
event equal to the Hero’s Will and Intellect statistics.  

Roleplay lasts 5 minutes minimum. After the roleplay 
has continued for a minimum of 5 minutes you may 
touch cast “Heal by Tea” to each participant. If the 
Hero additionally has Alchemy or Healing Arts skills 
they may call “Heal and Restore Will by Tea”. 

Header – Dragonfly 10 CP 

Archery 1   20 CP  

Pre req. Bow or Crossbow skill. Expend 1 Intellect 
point; throw an arrow rep and call “3 Damage”. The 
points are not spent if the arrow rep misses the target 
or the target fails to acknowledge the hit. 

Archery 2   10 CP 

Expend 2 Intellect points; throw an arrow rep and call 
“5 Damage”. The points are not spent if the arrow rep 
misses the target or the target fails to acknowledge 
the hit.   

Armor 1   20 CP  

You may wear armor and it provides 2 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Armor 2   5 CP    

You may wear armor and it provides 3 points of 
protection. These armor points are restored with use 
of the Restore Armor effect. 

Blacksmith 2    10 CP    

As Blacksmith 1 but your repairs take only 1 minute. 
You may repair in the field without a forge for an 
additional 1 Intellect point. To repair armor you must 
be stationary to use the skill. The target rep can be 
worn if the wearer is stationary. 

Brandish   5 CP 

Your footwork and skills keep the fighting and your 
choices open. Expend 1 Agility to use the Disengage 
effect. 

Buckler 1   10 CP 
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A desperate last block can make all the difference. If 
struck unconscious as a result of called weapon 
damage you may choose to allow your buckler to 
take the Destroy effect while you fall stable. 

Buckler 2   10 CP 

Clever shield work saves lives. If someone 
successfully strikes you with a Disarm or Destroy 
effect centered on your weapon you may call 
“Reduce” and drop your buckler instead if you wish 
and vice versa. 

Buckler 3   10 CP  

You can deflect your opponents’ weapons out of 
reach, opening them up for quick strikes. Spend 2 
Intellect and you may strike for 2 damage, three 
times. These strikes can be saved and used as 
necessary. These strikes are lost if you renew or use 
another weapon style in combat. 

Crippling Strike   15 CP 

With a skilled strike you can disable a tough 
opponent, greatly shortening a fight. Expend 2 
Strength strike an opponent with a melee weapon and 
call “Maim”. The attributes are not spent if the target 
does not acknowledge the strike. 

Determination   5 CP      

Where many perish, you hang on as long as it takes. 
When you would bleed out at the end of your one 
minute count, expend either 2 Constitution or 1 Will 
to convert to Fallen. 

Face in the Crowd   5 CP 

The Dragonfly is trained to be one with the crowd, 
any crowd, and is trained to mimic customs and 
speech. At the cost of one Intellect point they may 
take on any single National Trait which they are 
currently portraying in dress and custom. This Trait 
remains until this skill is used again or the Dragonfly 
renews. This skill is similar to the World Traveler 
skill but is due more to study than long term 
experience. Use of this skill does NOT allow a player 
to read a national background write-up other than his 
own. Players may choose at the time of activating the 
skill to suppress their native trait during the time, or 
maintain multiple traits. Players using this skill must 
still keep appropriate costuming for their native dress 

on the game site as circumstances might prevent the 
use of this skill. 

Fighting through the Pain 15 CP 

You will be the judge of your wounds, not others. 
You will die when you wish to, and not before.  
Expend 1 Constitution;  roleplay recomposing 
yourself after injury in some way, lasting 3 seconds, 
and state “Heal 2 to Self”. 

I Am a Rock   5 CP 

A Dragonfly can shield his mind from the Expose 
effect. When targeted by any “Expose” effect you 
may respond in a whisper. 

Kagat’s Maneuver    20 CP 

A man dedicated to peaceful solutions, Kagat was 
said to be odd for a master of weapons. Expend 2 
Agility to disarm an opponent of their weapon.   

Limber limb   15 CP  

Loose limbs can bring you home again in one piece. 
Expend 1 Agility and to Reduce a Maim effect to one 
point of uncalled damage. 

Nimble Feet in Dangerous Places 5 CP 

You may expend 1 Agility to call Resist to the Slam 
effect. You may also call resist to the effects of 
failing a physical challenge. When doing so you must 
move back to the nearest safe place before the failed 
attempt to pass through. You may not cross through a 
lava pit calling “Resist”, for example. 

Paired Weapon 1  20 CP  

You may use a long and short pair of melee weapons. 
They need not be the same style weapon but both 
must belong to the same cultural group and be 
weapons for which you possess the appropriate skill. 

Paired Weapon 2   10 CP 

As above but you may use 2 long melee weapons 

Paired Weapon 3  10 CP   
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When using paired weapons you may expend 2 Will 
points to double a called effect. For example; when 
using the Strike 3 skill, expend an additional 2 Will 
to call “Double 5 Damage”. 

Parry    15 CP 

Expend 2 Strength to call the Parry defense to a 
weapon blow striking one of your limbs.  

Pendulum and Candle   20 CP     

Conditioning has given you a defense to distractions 
and attacks upon your mind. As long as you have 
unspent Will; call “Reduce” to Fear, Confusion, and 
Illusion effects and instead take the “Lesser Drain” 
effect. 

Scorpion Tea   5 CP 

Trained to pursue criminals in dangerous places, the 
Dragonfly builds up a tolerance for common poisons. 
You may expend 1 Will to call “Reduce” to any 
Poison attack, reducing its effects to Agony instead.   

Shield    20 CP 

You may use a full size shield.    

Strike 1    10 CP  

Pre req. Melee Weapon Skill. Expend 2 Strength; call 
“3 Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Strike 2    10 CP  

Pre req. Strike 1. Expend 2 Strength; you may call “2 
Damage” and strike an opponent twice. You need not 
use both attacks immediately but you may save the 
second for a later opportunity. This saved attack is 
lost if you renew. The cost is not spent if the target 
fails to acknowledge the hit with roleplay or by 
calling a defense. 

Strike 3    15 CP  

Pre req. Strike 2. Expend 3 Strength; call “5 
Damage” and strike an opponent. The cost is not 
spent if the target fails to acknowledge the hit with 
roleplay or by calling a defense. 

Mysteries 

As a native of Asylum you are not subject to the Fifth 
Burden. No speech is ever required in casting. 
Instead Asylum magic uses Mudra a ritual gesture 
use to complete a magical spell.  . These gestures are 
made with one hand, displayed directly in front of the 
energy center of the caster.  They are described in the 
Asylum rulebook. 

Cloak of Winds    10 CP 

All things that fly are in the hands of the wind, who 
may grant small favors. Expend 1 Strength, perform 
the Ja’al mudra, state “Imbue by Wind”. Call “Shield 
by Wind” to the next weapon of any type that strikes 
you.   Once expended, you may recast this spell for 
free with only one minute of concentration. 
Otherwise it can be cast again by spending another 1 
Strength. You may not have or use more than one of 
these. 

Fist of Clouds   15 CP 

You crush an opponent in a violent tornado.  Expend 
2 Strength, perform the Koh and Avaram mudra, and 
cast “Destroy Armor and Agony by Wind”.   

Mudra of Healing    20 CP 

With encouragement, the body can heal itself 
remarkably.  Expend 2 Constitution, perform the 
Talet mudra, state “Imbue by Mind.” You may cast 
or touch cast “Heal 2 by Mind” three times. You may 
save these uses until needed. This effect ends when 
you renew, or recast the spell.  

Hammer of Sky   10 CP 

A favorite of windriders, the Hammer of Sky often 
ends fights before they can begin. Expend 1 
Constitution, perform the Koh mudra, cast “Slam by 
Air”.  

Tongue-Tie   15 CP 

Throw the wellspring of the voice into disorder. 
Expend 2 Intellect, perform the Homm and Fesh 
mudra, and cast “Silence By Confusion.”  

Whelm    10 CP 
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The mind can receive only so much of the wonders 
brought by the senses. This gift is far more generous, 
rendering the recipient mercifully unconscious. 
Expend 3 Intellect, perform the Fesh mudra, cast 
“Stun by Mind”  

Fierce Arrows of Wind     15 CP 

As the winds bites stone and moves the dunes it can 
be sent to bite your foes. Expend 2 Agility; perform 
the Koh and Ja’al mudra, state “Imbue by Wind”. 
You may cast “2 Damage by Wind” five times. You 
may alternately expend 1 Agility and cast “2 Damage 
by Wind” two times. You may save these uses until 
needed. This effect ends when you renew or recast 
this spell.  

Dancing    5 CP 

Expanding your awareness you can feel the ordered 
movements of air, of yourself, of everything and 
move freely. Expend 1 Agility, perform the Shosa 
mudra, state “Imbue by Mind”. You may cause the 
“Disengage” effect twice with your weapon. These 
uses fade if you renew or recast the spell.  

Harmony    5 CP 

Your gifts of awareness and instilling order extend to 
enclosed areas around you. Expend 1 Will, perform 
the Homm and Talet mudra and call “By my voice, 
Stabilize by Harmony”.     

Aura of Calm    10 CP 

Under your influence a person can withstand a 
considerable amount of mental hardship. Expend 1 
Will, perform the Homm mudra, touch cast “Grant 
Defense Resist Fear” on up to two targets. 

Aligning Order    10 CP 

The Student can sense memory within objects around 
him and lend them the energy to regain Order. 
Meditate quietly for 30 seconds, expend any amount 
of any attribute points, perform the Hamura mudra, 
and without taking a step, touch a number of objects 
equal to the number of attribute points spent and state 
“Repair by Order”. This will repair weapons, and 
armor.  
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Herbalism and Alchemy 

Herbalism and Alchemy are terms used 
interchangeably. This skill represents the use of 
naturally occurring substances to create new magical 
potions, poisons and the like.  Herbalism requires the 
following: Use of an “alchemy lab” (setup: cauldron, 
tea pot and fire, lab, etc), any small unbreakable 
canisters with a lid, and a pen.  

A player must create an area in game to represent the 
workspace for the skill−an “alchemy lab”. Players 
wishing to set up an alchemy lab pay an amount of 
in-game money at check-in and receive a tag. This 
money represents in-game upkeep in restocking the 
lab. Alchemy produced in the lab may be sold in 
game. Likewise it would be reasonable to ask a fee 
for use of an alchemy lab from those wishing to 
borrow its use. Any labs MUST be located in a 
closed structure. An alchemist wishing to create 
potions, etc. without their own lab must arrange to 
borrow use of another’s or save components until 
they have access. 

An alchemy lab must take up a minimum 2 by 4 feet 
of space, but may be vertical or horizontal. For 
example, a bookcase with shelves of alchemy gear 
would be excellent and take up less floor space. This 
space and all of its items are considered a personal 
prop and are only usable with the owner’s 
permission. Only plot-directed effects may change or 
disable a lab. A resident of the cabin should be 
present whenever the lab is used. If a lab must be 
moved, it may only be moved by its owner and if the 
move is more than 10 feet, the lab is rendered 
unusable for 15 minutes after it is set up again. 

All alchemy reps should be small clear canisters of 
some kind with a paper tag in them. The tag will 
describe the alchemy’s effects on one side with a 
code printed visibly on the other side. This code is 
visible through the canister allowing a skilled 
alchemist to look up the potion on a list. If the 
canister is opened for any reason this represents that 
the potion or item is used. If the item is a potion−the 
opener has drunk the potion and takes its effects. If 
the item is not a potion and the person opening does 
not have the skill to use the item, for example a dose 
of Contact Poison, the person has ingested the 
substance and it is used up. 

Herbalists supply their own clear canisters. You may 
only have as many potions as you have canisters. 
Unless staff or a skill directs otherwise , a single 

canister can only contain one potion at a time. 
Alchemy reps must be prepared, labeled, etc. at the 
lab setup only.  

Once a player alchemist has found component reps–
small plastic frogs, lizards, etc.–and wishes to create 
alchemical items, they must contact a staff member 
and arrange an exchange of these items with tags. 
While the component reps are transferable items in 
game, the tags are NOT. Exchanging props for paper 
tags indicates that you are about to sign the tags and 
place them in canisters. We will not replace tags 
damaged by water, pocket lint, etc.  The 
canister/potion bottle reps are also transferable items. 
Exchanges are done at check-in and when possible 
during the event. Some staffers will specifically be 
available from time to time to exchange. 

The alchemy tags will match the item exchanged. 
Listed it will be the choices of items an alchemist 
may make with the item.  

For example: Sybor the Clever has Alchemy 2. He 
trades in a Frog at check-in and gets a Frog Alchemy 
Tag. He immediately returns to his lab and fills out 
the tag. On it are three choices: Heal by Alchemy [1], 
Cure Root [2], and Restore 2 Agility [3]. The number 
in brackets is the level of alchemy required to make 
the item. In this case Sybor has Alchemy level two. 
So for the frog he found and handed over he can 
choose to make a potion that heals one point of 
damage or one that causes the effect Cure Root. He 
cannot make the third item until he improves his 
skill. Sybor crosses out the first and third choice, rolls 
up the tag and labels it with a certain code with the 
pen, and tucks it in the canister. The potion is 
finished. If he wants he can put a white sticker on the 
canister with a note “Cure Root” or some other 
identifying mark, providing that it does not cover the 
alchemy code. 

Herbalism level 2 counts as a Trade.  

Potions last for a year after they are made. i.e. A 
potion made During the first Spring event will expire 
at the end of the following year’s first Spring event. 

Alchemy components expire at the end of each game 
year.
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Core Rules: 

Fighting Props 
Combat is resolved with a staged system that uses 
props for weapons and spells. In order to ensure that 
these props are safe, certain guidelines on their 
construction are necessary. Weapons and packets 
must be checked at each and every event where they 
might be used. You are responsible for the safety of 
any prop you swing or throw in combat, so you 
should check them yourself during the course of an 
event. 

Every player, both PC and NPC, is responsible for 
bringing their own weapons and packets. We will try 
to have weapons and packets to rent at our events, but 
we can make no guarantees about the availability of 
these props. We reserve the right to fail any weapon 
or packet we deem unsafe. It is not uncommon for 
weapons to fail or break, so you should try to bring a 
backup weapon and materials to repair your props. 

Weapon Construction 

Constructing a weapon requires time and patience, 
but it is not that hard once you have practiced a bit. 
We describe the steps to create the various weapons 
below, and include the details along the way. One 
problem with weapon materials is that they vary 
wildly, even within the same brand name. If you 
follow the suggestions, it is remotely possible that a 
weapon could fail because of a strange inconsistency 
in the core or foam. 

1 - Choose Your Weapon 

First, you have to figure out what type of weapon you 
are making and determine the length and construction 
requirements. The various weapon types are 
explained below. Two handed weapons are marked 
with a “*” in the length table. Each type requires its 
own skill, but anyone can use small weapons under 
24” in length. 

Blades 

These weapons represent daggers and all types of 
swords. A bladed weapon has a striking surface that 
covers at least 2/3 of its entire length. The weapon 

may have a cross guard or hand guard, but the guard 
must be made entirely of pipe foam or the equivalent. 

Blade Lengths 

Type Minimum” Maximum” 

Dagger 18” 24” 

Short Sword 25” 36” 

Long Sword 37” 46” 

Great Sword* 50” 64” 

Axes 

These weapons represent hatchets and all types of 
axes. An axe needs padding that covers at least 1/2 of 
its entire length. The striking surface is a head of 
open celled foam at least 8” in length that extends at 
least 4” from the shaft, and looks like an axe blade. 

Axe Lengths 

Type Minimum” Maximum” 

Hatchet 18” 24” 

Short Axe 25” 36” 

Long Axe 37” 46” 

Great Axe* 50” 64” 

Hammers 

These weapons represent maces, hammers, and all 
types of smashing weapons with metal heads. A 
hammer needs padding that covers at least 1/2 of its 
entire length. The striking surface is a head of open 
celled foam at least 6” long that extends at least 4” 
from the shaft, although this could be 2” on both 
sides for a mace. 

Hammer Lengths 

Type Minimum” Maximum” 

Blackjack 18” 24” 
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Short Hammer 25” 36” 

Long Hammer 37” 46” 

Maul* 50” 64” 

Staves 

Staves have a striking surface on both sides of the 
weapon. Each striking surface covers at least 1/3 its 
entire length. The middle section of the staff must 
also be padded, although you can use 3/8” padding 
for the grip of the staff so long as the full 5/8” is used 
for the striking surfaces. Because both ends of the 
staff are striking surfaces, the middle of the staff is 
aluminum and each end has PVC or CPVC. The staff 
has a thrusting tip on both ends.  

Staff Lengths 

Type Minimum” Maximum” 

Staff* 48” 64” 

Spears 

The spear is the only long weapon that may be used 
one handed. A spear can only be used to stab an 
opponent. It cannot be used to swing. A spear must 
have padding that covers down the striking end at 
least 1/2 of its entire length. You cannot fight a spear 
and another weapon if that weapon is longer than 
36”. 

Spear Lengths 

Type Minimum” Maximum” 

Spear 48” 64” 

Polearms 

Covering all types of longer pole weapons, polearms 
have the advantage of reach. A polearm must have 
padding that covers down the striking end at least 1/2 
of its entire length. The striking surface must cover at 
least 12”, and must include additional padding of 
open celled foam that extends at least 1” from the 
shaft or another layer of pipe foam cut in half. 

Polearm Lengths 

Type Minimum” Maximum” 

Polearm* 60” 72” 

Clubs 

These weapons represent weapons made entirely 
from wood. A club needs padding that covers at least 
1/2 of its entire length. The striking surface is at least 
6” long. It may be open celled foam that extends at 
least 1” from the shaft,or it could be an additional 
layer of pipe foam.  

Club Lengths 

Type Minimum” Maximum” 

Blackjack 18” 24” 

Short Club 25” 36” 

Long Club 37” 46” 

Great Club* 50” 64” 

Claws 

These weapons represent some kind of natural 
weaponry. A claw needs padding that covers at least 
2/3 of its entire length. The striking surface is the 
padded area of the weapon above the grip. Claws are 
not affected by Fumble effects. If a claw is affected 
by a Destroy effect, the character will take a Maim 
effect to the limb holding the claw. 

Claw Lengths 

Type Minimum” Maximum” 

Short Claw 25” 36” 

Medium Claw 37” 42” 

Long Claw 37” 46” 

Thrown Weapons 

These weapons represent daggers, darts, and javelins. 
These weapons must be at least 2” in length, but 
larger thrown weapons such as javelins are allowed if 
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the staff deems them safe. Larger thrown weapons 
may be weighted with birdseed, but at least 5/8” of 
foam must be between the birdseed and the surface. 

Thrown Weapon Lengths 

Size Minimum” Maximum” 

Dagger 4” 12” 

Dart 2” 12” 

Javelin 8” 36” 

Bows 

These weapons use thrown type projectiles and a 
prop for the bow made from padded PVC. The 
arrows are round, open cell foam and tape projectiles 
with an 8” streamer. You must draw the arrow prop, 
touch it to the bow, and draw it back to your ear. You 
may then throw it to represent the arrow. 

Bow Lengths 

Size Minimum” Maximum” 

Bow 36” 48” 

Arrow 2” + 8” 2” + 8” 

Crossbows 

These weapons use thrown type projectiles and a 
prop for the crossbow made from padded PVC. The 
bolts are round, open cell foam and tape projectiles 
with an 8” streamer. You must draw the bolt prop, 
touch it to the crossbow, and draw it back to your ear. 
You may then  

throw it to represent the bolt. The crossbow must 
have a length between 18” and 36” and a bow width 
between 18” and 24”. We also allow NERF type 
crossbows if they meet the size requirements and the 
crossbow and bolts are painted so they are not 
brightly colored. 

Crossbow Lengths 

Size Minimum” Maximum” 

Crossbow 18” by 18” 36” by 24” 

Bolt 2” + 8” 2” + 8” 

Shields 

Shields are defensive props used to block weapon 
blows. They cannot be used to strike another player. 
They are constructed from light wood or plastic, and 
all exposed edges must be protected with 5/8” thick 
foam piping. Most shields use a handle and an arm 
strap, but light shields might only have a single 
handle. 

A buckler is a small shield that cannot be more that 
24” at its longest dimension. A full sized shield 
cannot be more that 36” at its longest dimension. 

Shield Maximum Dimensions 

Size Maximum Dimension 

Buckler 24” 

Shield 36” 

2 - Create the Core 

Next you must create the weapon core. For thrown 
weapons you skip this step. Your core materials 
depend on the length of the weapon, which you 
determined in step one. The weapon core will need to 
be 4” shorter than the overall length of the weapon. 
Each end must be capped with a coin or strapping 
tape so there is no hole at the end. Each pipe 
insulation overlap will need to be 1” and the foam 
thrusting tip must be 2” in length. The core materials 
we allow are described below. 

3/4” PVC 

This common core can be used for one handed 
weapons and is used with aluminum to make two 
handed weapons. You will want to find schedule 20 
PVC pipe with a thin wall. There are schedule 40 
pipes with thicker walls that are too heavy to make 
good weapons. This core can also be bent into bows 
by applying very hot water, or softening it if you are 
good with the heat of a stove or gas burner. 

1/2” PVC 
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This core is too whippy to use for longer weapons, 
but weapons as long as 36” might be safe with a 1/2” 
core. This material is not good for any other type of 
weapon. 

3/4” CPVC 

This core can be used for one handed weapons and is 
used with aluminum to make two handed weapons. 
You will want to find schedule 20 CPVC pipe with a 
thin wall. There are schedule 40 pipes with thicker 
walls that are too heavy to make good weapons. This 
core can also be bent into bows by applying very hot 
water, or softening it if you are good with the heat of 
a stove or gas burner. CPVC has more whip than 
PVC, but it can be used for weapons up to 42” in 
length. Some types of CPVC might be stiff enough 
for slightly longer weapons, but you will have to 
watch the whip closely or the weapon will likely fail 
inspection. CPVC can be used with aluminum in two 
handed weapons as well. 

Aluminum 

This material has no give, so it cannot be used for 
one handed weapons. The purpose of aluminum is to 
give two handed weapons less whip. Two handed 
weapons use a 7/8” galvanized aluminum and 3/4” 
CPVC core. The cores should be picked so the CPVC 
fits snugly into the aluminum. They should overlap 
about three inches and be secured together with an 
adhesive like Plumber’s Goop or with a good amount 
of strapping tape wrapped around the seam. I would 
suggest both the adhesive and a small amount of 
strapping tape. Suggested lengths for long weapons 
are as follows. 

72” weapons should have 48” of aluminum and 23” 
of CPVC. With 3” of overlap you have a core that is 
68” long. This leaves you room for the required 1” 
overlap of pipe foam on each end and a 2” thrusting 
tip. 

64” weapons are a little shorter, so you can use a 
little more CPVC. You should use 36” of aluminum 
and 27” of CPVC. With 3” of overlap this gives you 
a core that is 60” long. This leaves you room for the 
required 1” overlap of pipe foam on each end and a 
2” thrusting tip. 

The staff should have aluminum in the middle of the 
weapon with CPVC on either side where the striking 
ends are. You will have to cut the core a full 6” 

shorter to give room for 1” of overlap and 2” of 
thrusting tip on both sides. The staff should use the 
ratio of half its length as aluminum in the middle and 
one fourth as CPVC on each side.  

Two handed weapons of different lengths should use 
similar ratios so they are not too whippy but have 
give at the striking end. 

.505 Ultralight 

The core this refers to is actually called spiral wound 
fiberglass tubing and can be purchased from a 
company called Into the Wind. Intended to be used as 
a kite pole, the core is light, durable, and has give. 
One handed weapons use the .505 diameter pole that 
sells for under $5.00. If you wish to order it, the part 
number is 4409. 

.610 Ultralight 

This core is a thicker version of the spiral wound 
fiberglass tubing that is purchased from the company 
called Into the Wind. It is almost twice as expensive 
as .505, but it is needed if you intend to make 
ultralight two handed weapons. Ultralight two handed 
weapons require extra padding down one side of 
blade consisting of 1” of open cell foam or an extra 
layer of 5/8” pipe foam. 

Because ultralight weapons are so light, we are 
especially careful to insure that those using these 
weapons roleplay their swings properly. Though we 
allow the use of these cores, this is considered a 
privilege and players who perpetually swing from the 
wrist and machine gun will lose this privilege. 
Roleplay your swings.  

3 - Pad the Striking Area 

Next you will have to add the padding to the striking 
surface of the weapon. The padding should be 5/8” 
pipe insulation. Weapons have traditionally used 5/8” 
green Climatube 80 pipe insulation, but the parent 
company has discontinued that foam. Suitable 
replacement foam can be found through McMaster-
Carr at 732-329-3200 or online at 
www.mcmastercarr.com. Search for polyethylene 
pipe insulation. The product numbers for un-slit foam 
that fits various cores are below: 

Ultralight .410 and .505 core  
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Part #4530K161 

Ultralight .610 core  

Part #4530K162 

Ultralight .750 core, 3/4” CPVC, 3/4” PVC  

Part #4530K163 

1” PVC and 7/8” Aluminum  

Part #4530K165 

For shield edges, use part #4734K151 which is a slit, 
self sealing foam that is easy to apply around the 
edges of a shield. 

The pipe foam should fit snugly over the pipe without 
rattling. If the foam is too big, you may add a strip of 
weather insulation to the core or use strapping tape to 
pad out the core at three or four points. We prefer to 
use weapons with a diameter of around 2”, but we 
allow a wedge to be removed from the pipe foam to 
be so long as the diameter of the weapon is no less 
than 1 and 3/4”. We reserve the right to restrict such 
weapons if this proves to be problematic. 

The pipe insulation must extend past the end of every 
core by at least 1” and the resulting hole must be 
filled with a rolled up bit of pipe insulation. Use 
strapping tape to hold in the filler. 

Once the basic padding is added, you may add extra 
padding to two handed weapons using another layer 
of pipe insulation cut in half to fit over the foam. You 
may also use a narrow strip of open cell foam. 
Weapon heads are also made from open cell foam. 
Attach the extra padding with strapping tape to 
prepare it for the final layer of duct or kite tape. 

It is suggested that two handed weapons, particularly 
staves, cover the grip area or at least most of the grip 
area with a thin walled pipe insulation to protect 
against accidental contact with the grip. This is not 
required unless a player is reported to hit opponents 
frequently with the grip of the weapon. 

4 - Add Cross Guards 

Cross guards and hand guards may be added to 
blades using pipe insulation or similar materials. All 
guards must have give and be deemed safe by the 
staff. We discourage cross guards on other types of 
weapons, but if the player can show us an example of 
a medieval weapon with a similar feature we might 
consider it if the cross guard is deemed safe. Other 
weapons may have a small hand guard if it only 
protects that hand. 

5 - Add the Pommel 

If the weapon is a blade it will need a pommel. Pipe 
insulation must extend past both ends of the core by 
at least 1” and the resulting hole must be filled with a 
rolled up bit of pipe insulation. Use strapping tape to 
hold in the filler. 

6 – Add a Thrusting Tip 

The tip of the striking surface must have a thrusting 
tip. This tip is 2” of open cell foam. Longer thrusting 
tips tend to bend. Cut the foam to cover the tip. Once 
the tip is in place, use duct tape or kite tape to cover 
the tip. Take a length of tape and place it so it goes 
across the end of the tip and down both sides, 
attaching the tip to the weapon. If the tip is round, use 
a razor to cut the corners so the tape conforms to the 
tip. Now add another piece of tape so it goes across 
the end and down the exposed sides of the foam tip. 
Use a razor to cut the corners so the tape overlaps 
slightly and conforms to the tip. Finally, poke many 
tiny holes all over the tip so the air can escape and 
the tip can contract and expand freely. 

If the weapon uses other open cell foam, you might 
find that when the foam compresses that the tape 
wrinkles as it sticks to itself. You can prevent this by 
covering the open cell foam with plastic wrap used 
for food storage before taping over the foam. 

7 - Cover with Tape 

You may now cover the entire weapon with duct 
tape. Kite tape is also allowed. The tape should run 
down the length of the weapon and have a slight 
overlap. It should not be wrapped in a spiral around 
the blade. Even duct tape varies in weight and 
thickness, so you should look for a thinner, light tape. 
The majority of the weapon should be black or gray 
where there is metal, and black or brown where there 
is wood. Bright colors are not allowed as the primary 
color of the weapon, though decorations are allowed. 
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Packets 

Packets are small bean bags that are thrown to 
represent magical attacks or special powers. They 
should be made of stretchable fabric and filled with 
birdseed. You should use only small birdseed with no 
larger or sharper seeds. A square of fabric is pulled 
around the birdseed and its corners are gathered 
together to form a “tail” and closed up with strapping 
tape. You may also sew a packet shut. Sealing the 
packet with rubber bands or other types of tape will 
be allowed on a case by case basis, and the packet 
should have give in any case. Packets with any other 
material inside will not be allowed. 

The head of the packet should be between 1 and 1.5 
inches in diameter, and the tail behind the tape should 
not be longer than 3 inches. The fabric must be 
stretchable and cannot be pulled so tight that it no 
longer has give. You should be able to squeeze the 
center of the packet and almost touch your fingers 
together. 

 


