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1 Introduction
AOnce Upon A Time, in the | and of Farr:
-unknown Patron

The Cotting House sits in the middle of enchanted Cottingtonds, where it serves as a meeting place and the
center of commerce for landholdings and craftsmen throughout the community. The House rests south of Collamoor
and Asylum, north of Farraway and Halfway, east of Greencloud and west of UnderMarsher$riweatl and to
any of those places pass by the house eachSlafar neither the High King in Farraway nor his reluctant vassal,

the King of Clubs have laid claim to the tiny town, buf
The surrounthg woods are home not only to humans, and more distantly to goblins and to elves, but to the Fair
Fol k as well . And while ités wise to avoid fairies at

The characters of Cottington Woods are thadtess whose will it is to make the tiny town thrive, and to do so
they will have to overcome many obstacles, not the least of which is the Spirit of the Woods itself. Our players will
explore fairy tales and fables in their darkest form. Wait, falrydas ? Donét for a second thi
Woods is a game for children. The earliest stories were written as warnings of things to avoid.

Herein, there be dragons!

Back to thebasics.
- Player characters are human
- Classic character types. \WWave fighters, rogues, magicians, priests. We also have witches, sandmen and Men
of Science.
- Damage is low. Health is also bW his extends not only to the player characters, but to the adversaries they
will fight.
That small town feel.
- Thetownsfolkare encouraged to seek solutions to thein problems, since asking for awill often come with

a price.
- The charactergiill fill the major roles about town Cottingtonis theirs, and they can develop it in the way they
choose.Theyshoulb e mi ndf ul of the Kingdéds Law, of course.

- Each character is required to declare an occupat®he a butcher, a baker, a candlestick mak&sington

is a small town, and cannot afford to supgbdsewho do not help to support it.
Games within Games

- The Merchant Boare Occupations equal influence, and influence allows a character to vote on the direction
the town will grow.

- TheCodex-Part encyclopedia, part bible, part adventurerd
player maypossess. Researching the Codex will reveal more information that may be helpful over the course
of the campaign.

- Not every challenge will be won by spellloy sword. Things here like to play, and they make up the rules.
Expect to swing or throw, but pgct as well to miss a turn, or play a card, or move a piece across a board.
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3 Character Creation Overview

AEvery man's | ife is a fairy t.:

~Hans Christian Andersen

Step One: Concept

We are pretty open about what we will let you play, but we insist that every character has a plot approved
character historyTo help with the flavor of the game, we suggest strongly that you decide on a concept before
considering skills. il am a sword and board fightero |
sister is still out there somewhereddwilbe r eady! o Remember that this is a
Your concept should be influenced by them as well.

StepTwo: Occupation

What does your character do to support himself? Characters in the Cottington Woods game argatbtaequ
pay a maintenance fee. However, each character must declare what he does to support himself.

Your first occupation is free. Each level after the first must be purchased using character points, but offers the
character additional in game funddlze start of each weekend event.

StepThree: Race

You are human.

Some few of you may be brer and golems, which are both considered human, but are different, and generally
considered less than men. Because we are going for a specific,-bentanfeel for Cottington Woods, we are
limiting the number of brer, and severely limiting the number of golems. Both require plot approval to play, and we
will only accept a brer or golem character concept from a player if a fully human concept hasipetiedas
wel | . Pl ease, don 6-humdnehachdtes mmeprisangtegproved. your sub

Step Four: Culture

Without exception, altharactersare from the Houselasd Several cultures are available that may influence
your appearance andtheay your character acts. Donét search for a
dondt i mmediately see one, just ask. I f it isndt on t|

StepFour: Headers
Choose your header or heade@onsider the skills and flavor you want for your character. Be mindful that
while taking multiple headers opens up more skills, it reduces the amount you can do with each header.

Step Fve: Purchase Skills
Choose skills for your character.
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4 Character Concept (Character History)
ADonb6t ask what the world needs. Ask whe
Because what the world needs is p
--Howard Thurman

You ae acharacteout of legend While not Snow White ofPeter Pan, yowstory may be similarinstead of
like Cinderella youmay be more like one of ttstepsistes, or even one of those enchanted mibesignyour
character with agch a background as youiws h, and wedl | be f | ethisibdgamewi t h what
about stories, and you should feel free, within the limits of the game world, to write your own.

Character concepts may be submitted in any format (bpdigtts, outline, story format, journal, essay, etc.).

Character concepts may beanfy length, but should answer a few basic questions:

Who are you?

T Dondt name your character Jack or Jacki e. The Jack
just be confusing.

T Dondt name your c har acyouae nofthe ihair toghe throne &f Farranayeos the. Al s o
Prince of the House of Diamonds. Cottington is a story about common men and women dealing with the
uncommon.

9 Children form the foundation of many fairy tales and fables, but we ask that you play a chihsadseat
least believably close to you in age. After all, you see what you see.

Where are you from?

1 Without exception, all characters are from the Houselands (including the foueldliods, the city of
Farraway Cottington Woodsand the Houseless

1 Though you must be from a Houselaneeral cultures are available that may influence your appearance
and the way your <character acts. Donét search for
i mmedi ately see omteemap, wescan plsldy. add itl The Written Werll & vasto

9 Cultural clothing from distant places is allowed. With roads and water routes, the Ways, thenbllist®n
goblin Door Magic, traders have covered the lands. Consider, however, that Gotiingtworking
community. ltds very possible you wild.l find yourse
woods.

What motivates you or drives you? What goals do you have?

1  Your story should be incomplete. If your own personaltaleisdonee n t he game begins, yo
room to grow.

1 We have an occupation system in place, which acts as a money skill and replaces any need for a

maintenance fee. Generally speaking, however, the folks who live in Cottington Woods are not rich.

Do not crate your own religion, civilization or culture.

Our apologies, bytlayer characters cannot bacls, Riding Hood, Grimm Brothes or monks That will

probably change through gameplay.

1 You may have been a soldier or a mercenary, but you are not wneGuitington is not currently at war,
and not many folk therein can afford the services of a mercenary. When threatened, the people in
Cottington Woods generally pick up their torches and pitchforks and face the threat themselves.

1 Please read Chapter 16which addresses Ethical ConcernsCharacters in Cottington Woods are
encouraged to be Agoodo. They do not have to be fip
interestingbut we will not reward evil behavioDon ét pl ay evi |

=a =4

Why are you coming to Cottington (and why would you stay?)

1 You have come to Cottington for a reason. The default reason we provide is to schedule your business with
the other members of the Cottington Woods community, but you are welcome to come up with your own.

f Come to each event with a goal or goals that you cal
those goals are not met, since every other character will have goals of their own, and they may be counter to
yours. It's a good idea to give yogharater a reason to interact with othelaractersas well as be
interested in many things
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T Wedl I have events for you to join or things to over
but having your own agenda will make sure you always havetsimg to do. This is a game about stories,
and you should feel free, within the limits of the game world, to write your own.

1 If you consider being part of a group or team, you could be part of a single homestead, or it could be a
collection of tradesman traveling together to town.

Consider the following:
1 Demons are anathema to the Word. Anyone who sees them will desiré¢rty desm or flee in terror. You
don't bargain with them or summon them to gain power. They are an evil, destructive force.
1 Fairies are rarely "nice" just to be "nice." Even the "kindest" of fawiéggenerallyexpect something in
return.

1 Don't worry f we ask you to change somethiribhis just means we care and want to incorporate your
history intotheworld andour plots.

Have fun with it. \\Ge pretty open about what we will let you play, butdegnsist that every character has a
plot approvd character historp e f or e we 61 | allow you to play.

Important Note: While pretty fonts add tremendous character to histories and PELS, please save the fancy scripts
to the in game letters or notes you may send. A plain, easy to read font is best.
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5 Occupations
Ailtds what | do,
--Capt. Malcolm Reynolds

Every character must declare an occupation, which determines what the character does to maintain his style of
living. The occupation takes the place of a maintengeecelt is freei the player does not have to purchase it with
character points.

You should choose an occupation that makes seng@foc har act er . For instance, dor
an occupation if you have no magician skills. On the other lewilhg a skill does not require that you choose an
occupation that uses it. For instance, you could pick the amith skill and not choossrmorsmith as an
occupation.

Generally speaking, an occupation is a p&ying tool meant to add flavor to yiocharacter. Use it to support
the small town feel we are striving for in the Cottington Woods game. The Brave Little Tailor, the Butcher, the
Baker or the Candlestick Maker, the Shoemaker, these are all examples of occupations that appear prominently in
fairy tales.

Thefirst occupation does not grant the character any skills or money in game.

Occupation Levels
The first level of occupation is free, but it offers nothing in the way of benefit beyond th@ayileg option.
A player can purchasealditional levels, which grant extra coin at each game event. This is our money skill.
1 Additional levels can b the same occupation as the first. This could represent a degree of success which
allows the character to make more money, or an expatierg base.
I Additional levels can b a different occupations. The character could for instance, be a rancher who
gains a second plot of land and plants crops on it. He could be a tailor who decides to start making armor.
In any case, the efferd the same. The character benefits from the added coin at each event. If we present plot
that targets a specific occupation (it could happen) then a person could benefit from any occupation he has
purchased.

Selling Back Occupations

You may decidetat you wish to fAsell backo |l evels of an occup
back the character points you spent in it. We will allow this to some extentcarmot sell back the first level of
an occupation, since that level représehe knowledggou havdearned in order tperformthat job. You can sell
back any additional levels of an occupation, however. Thus, a person with three levels of farmer could sell back two
levels, but not the last level. Barring unusual circum&asg heds stuck with it.

A person who knows two different occupations may sell back any additional levels, but cannot sell back the
first level of either.

List of Occupations

Header Occupations

Some headers make appropriate occupations. Being adfribetWord is pretty much a way of life. A wood
witch could create and sell potignghile a hearth witch is sought for her healing. Magicians cast spells that have
all sorts of effects.

Examples: Magician, Priest of the Word, Witch, Man of Science.

Craftsman Occupation

A person who builds or repairs things is a craftsman. Tales are full of craftsmen, a well known example being
the short but sweet tale of seagoing adventure featuring the butcher, the baker and the candlestick maker.

Examples: Smith, Leatherworker, Herbalist, Carpenteaker, Wine maker, Shoemaker

Service Occupation

Servicemen perform tasks to make a living. A bartender serves daicdrier runs mesgas, and down
Crier deliversnews

Example: Bartender, Couridfprtune Teller, Chef, Healer
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Landowner Occupation

Landowners tend to land all around the woods. Each level of the landowner occupation represents a different
unit of land. Landowners might also take the role of team leaders, with theéezthrenemberswvorking for him.

Example: Farmer, Rancher, Miner

Entertainer Occupation

We encourage folks to entertain. The Cotting House will always be open and there will be time set aside for
folks to sing or tell stories or dance. The master of the Cotting Hailiselways pay for folks to entertain.

Playing an entertainer should be a noli@ying choice. Unlike other occupations, however, it might be best to
play an entertainer only if you decide you want to entertain.

Example: Singer, Storyteller, Dancer

Restricted Occupations
Some occupations are mor e ap pratrerghaniasactugentaoccupatiant t of a c¢h
The soldier is a good example. While there will be plenty to fight in Cottington Woods, the game is not about
professional ran at arms, and at least in the beginning Cottington cannot support them.
Mercenaries arkess appropriate. Itis less likely that person in peril would be seeking to hire help than it is that
he would simply be seeking it, and very few people in theds could afford to pathe price for gpersonto put his
life on the line Donét pick an occupation that wildl force you t
always seek the lowest bidder. If your character requires moneytobe patofGlot t i ngt on communi t vy
eventually have to look elsewhere for work.
No player can be an InnkeepéFheonly inn in town is the Cotting House, and thatis ownedby Vigo
Cotting. He does, however, employ a large staff, and PCs are very weleaomjraged even, to join that.
Lastly, our economy is world driven and not solely affected by the actions of the player characters. While PCs
can buy and sell things on the small scale, they argamaraimerchants They could claim butcher, cobbler, bee
farmer, and sell meat or shoes or beeswax, but a character cannot have a far reaching merchant business.
Example: Soldier, Mercenary, Innkeeper, Merchant
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6 Player Character Races

Human
fiThe human race is governed by its imagination.
--Napoleon

Humans are the most common of the races on the Written World, and are the race against which others are
measured. They require no racial makeup, no special costuming and no role playing guidelines.

Humans come from one of the four Houselarfiasn the city of Farraway, or from Cottington Woods itself. Be
sure to read the cultures section to determine which of these locations best suits your concept, though keep in mind
that the culture section is a guideline only.

All non-brer and norgolem human characters have the Human Trait.

Important Note on Sub-Human Character Concepts

We have a very specific vision for the Written World, snd r t of t hat vi si on i-s that
c et r i c ¢human dbacepm wilbbe considered for angyer unless that player also submits a normal human
character concept. As a guideline, consider that of every ten player characters, seven will be human, two will be
brer, and maybe one will be a golem. We are very willing to work with folks to makectiaracters as interesting
as possible, but on this point we must be strict.

Human, Golem
il want to be a
--Pinocchio

Parents sometimes go through extraordinary mealmsrtg childreninto the world Consider the case of
Pinocchio, Tom iumb,the Scarecrowgr the fact that we know what happens when you combine frogs and snails
with puppy dog tails. The result is a golena created manEach glemmusthave a unique creati@tory, Do n 6 t
stick with the tales you know, since somewharthe world, those tales have been taken.

Golems are not gargoyles or robots. As such, they are no less vulnerable than any other human character. The
exception is the toughness of their skin. Golears purchas&olemArmor. Though they are neventirely made
from stone or metal, they could be made of wood or earth. If it is appropriate for the golem to be armored, and if a
character purchases Golem Armor, he must wear +upla@ costuming that makes the armor obvious. In any case,
a golem chareter must always look fabricated. His skin could be painted like bark, or pale like snow, or ruddy and
rough as if he was made from clay. The exception is green. A golem cannot be green, since he might then be
mistaken for a goblin.

Not always, but ofte, golems contend with a desire to be more. They are almost human, but really they are not.
Their strange look and sometimes strangequite-human behavior sets them apart. They are acutely aware of
this.

Golems do not start with thekill to read omvrite, but they can purchasevilith character points

Golems are extremely rare, and as such we will severely limit the number of golem characters allowed into the
game. All golem characters require plot approval.

All golem characters have the Golfirait.

Human, Brer
"All animals are created equal but some are more equal than others."
--Animal Farm

il could not hel pdb mysel f.

--thescorpion

Long ago, animals changed skin freely. This practice became less common over timeebidetiee remains.
Brer are animals. They look like men. They walk and sometimes talk like men, and they drers$ slathing,
but they are still animals. It is easy to pakta brer from ay crowd, as every brer has some physical feature
featuesdistinctive d their animaltype Theymay have a blaadehrs wol ff@d@sdsnbbwghy t
of feathers in place of hair.

ai
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Most any type of normal animal can include brer, but most common to Cottington Woods are bears, boars, dogs,
foxes, geese, crows and wolveBrer players are required to rgiay asthe animal they areP | e a st@laydao n 6
brergoose if you do not want to act like a gooseif youare not prepared to be treated like oRerget what
animals usually are like, drplay up the stereotype# pigis usually unkempt Geese are silly. Dogs are loyal.

Oh, and watch out foramnels Theyspit. Crows and ravens are thieves, and worse, they like dead thingsd s al s o
fair to remembethat, in taleswolves are portrayed as the bad guys more often thaambo they will be viewed,

at the very least, with suspicion. If you consider playing a brer, it is best to ask plot if the animal you wish to play is
acceptable.

No brer can claim natural armor any other type of protection derived from his animal type, but some brer can
use the natural claws they were born with. When a player decides to play a brer, it should be obvious if his animal
type would have claws. If so, that character would hagess to the Skills: Short Claw, Two Claws and Clawed
Reach. All brer have access to the Skill: Speak with a Specific Animal Type, which allows him to speak without
limitation to any animal of his type. Brare never literate. Again, to be absolutdgac, brer cannot ever learn to
read or write.

Though not as rare as golems, brer are far less common then pure humans. We will limit the number of brer
allowed into the game. All brer characters require plot approval.

All brer animals have the Animalrait.

A note on wild brer: While all brer are animals, some are more like animals than others. PC brer are always of
the sort that walk like men, and of course they always dress like men. Talking like men is optional. The vast
majority of brer do notalk like men and are as wild as the woods they live in. If an animal is met in the wild, even
if it walks upright, it is best to treat it with caution. Consider the scorpion

A note on playing wolves: We all love wolves. Heck, without them, what Wdwe put on our-shirts? |
debated disallowing wolves as an option for brer player characters, but decided against it. However, a player
choosing to play a wolf MUST be aware that there is a serious prejudice against wolves in Cottington Woods.

Heck,i t s even written in stone, and | assure you, NPC wo

playing challenge. It will not ever get any better.)



Cottington Woods Pl ayerodos Gui de
Part One: Character

7 Cultures Around the Written World

fiBack where | come from there are men wh
They are called phila... er, phila
--theWizard of Oz

There are four local human lands, and two locathoman lands. Player characters magne from any of the

four Houselands, from the city of Farraway, or from Cottington Woods itself.
In addition to the four Houselands there are several cultures from around the world. Cotogiismexists in

a special place, and there are lots of comings and goings. Traders travel all over the Written World and discover all

sorts of exotic things. Characters cannot originate from any of these distant lands, but they could be inspired by the

cu tures found there. That said, wedd |like to maintain
Below is a very general overview of the lands.

The House Lands

The four House Lands border Cottington Woods to the north and south, with the Clubs to the north, and
DiamondsHearts and Spades to the south. These three southern lands surround the city of Farraway. Each house
land is ruled by a king or queen, who in turn, at least in theory, is subject to the rule of the High King in Farraway.

Collamoor, the House of Clubs

North beyond Cottington Woods, the House of Clubs is removed from the other House Lands. Clublanders
pl ace great emphasis on strength of arms and on physi c:
productive. Farmers are no less valuable than théan{Clublanders are the most down to earth and practical of the
Houselanders, disdaining the Hearts as full of fluff, the Diamonds as twofaced and shallow, and Spades as arrogant
busybodies. They are often sought as bodyguards and protectors. The ddtbbponsor the annual Games, and
their fighting school is considered the best in all the lands, such that other houses often send their own to study there.

If there is a reason that the Clublanders fight so well, it is because they fight often. Thegleareonstant
threat from the Frostwroth barbarians to their north, and it is a rare winter when those barbarians do not attack
somewhere along the Clublander coast. Collamoor boasts a large number of standing troops, but even so they cannot
be everywhereand those who live farther away must be ready to defend themselves when the barbarians attack.
Clublanders take pride in knowing they defend the rest of the Houselands from the Frostwroth, but feel some
resentment that they get little support from theeothouses.

The Collamoor colors are green and black, often with a black club on a green field, though sometimes the colors
are reversed.

The House of Diamonds, Westall
Diamondlanders are shrewd businessmen who place great emphasis on material weadite Féry much
about appearance and position, and often display both in complicated games of intrigue. No one throws a party like a
Diamond. While Diamonds often appear on the surface as benevolent, beneath the surface is often found a heart as
cold and aforgiving as their namesake. Diamonds love to make deals, though be careful what deals you make,
because a Diamond will hold you to your end. Diamondlanders tend to look down their noses at the other Houses.
They are well aware that they are the wealthisd flaunt that wealth. Many great Men of Science workshops and
guilds are found within the Diamondlands, as well as some universities.
They see Clublanders as "brutish and boorish; o flashy
Diamondlaners sponsor the artisans within the Heartlands, having great appreciation for their work,
Diamondlanders see Heartlanders as easily manipulated and foolish for putting more value on love and friendship
than on wealth, power, and positioamotions are emeral things with no lasting power. Diamondlanders see
Spadeslanders as the only House that could possibly compete with them, though they often see Spadeslanders as
nosy and prying.
Westall, the Diamondlands, is the northernmost of the southern HouséltwedSobaleen Mountains form the
Di amondl anderds northern border, and those same mount ali
goblins. It is not unusual for the Diamondlanders and the goblins to engage in conflict, armed or otherwise, over
ownership of the valuable ore found there.
The Diamond Colors are blue and white, and the symbol is typically a blue diamond on a white field.
Sometimes the colors are reversed.
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The House of Hearts, the Heartlands

As the name implies, Heartlanders are ridgdhe heart. They place great value in love and friendship, and
courtly love traditions reign. Art and music are considered the greatest pursuits, and even those in other professions
typically practice some form of artistic hobby. Many priests of the VdoecHeartlanders. The bardic college in
Briardown is the greatest in the land, and nowhere else in the Houselands are bardscspeattd.

Heartlanders see Clublandesreliable, dependable and fearsomely brave, but feel sorrowful that they forget
that strength of the heart is needed as much as strength of arms. Heartlanders and Diamondlanders rarely, it seems,
see eye to eye, yet many Heartlanders have Diamondlapdesors. Certainly the Diamondlanders have an
appreciation for the Arts that the Heartlands produce, but often usually as a status symbol and a thing of beauty to be
flaunted, not something to be appreciated for what it truly is. They often find Diamadedéacold and, well,
heartless, and their game of intrigues rarely take into account the feelings of those involved. There is something
about Spadelanders that Heartlanders tend to find both intriguing and also at times a bit disconcerting. They share an
intense curiosity, but the Spadeslanders have a lack of respect of privacy. Their sense of justice is often removed
from their sense of heart, and they sometimes see things too black and white, too life and death.

The Heartlands are the most expansivehefilouselands. They sit between Diamonds and Spades with their
northeast corner just touching the city of Farraway.

(For inspiration, read "A Song for Arbonne" by Guy Gavriel Kay.)

The Heartland colors are red and white. Their symbol is the red heafietch@ white. This is never reversed.

The House of Spades, Rollinghill

Fortune favors the Spades. Their lands are smaller than the Heartlands, but have great abundance, and certainly
no other house can claim as many marriages into the royal lineraf\ggr They have extensive trading routes and
engage in many business ventures with the Diamonds. Spadelanders place a great deal of value on knowledge and
discovery. This does not mean they are all scholars or priests, but that they share a gregt Earidsig reason,
some of the greatest explorers and rogues hail from this house. They place a strong emphasis on justice, and are
often called upon to settle disputes, investigate matters, or enforce the King's law. The first Jacks were
Spadelanders. is said, however, that their pursuit of knowledge and truth sometimes goes too far, and many of the
other Houses accuse them of prying into matters not of their concern.

Spadeslanders appreciate the prowess of the Clublanoieralso see them as sonfew straight and narrow.
Somtimes even simple, due to their disdain of playing the Game of Cards. But they can be relied upon, and no one
makes a better bodyguard that doesn't ask questions. Spadeslanders see the Diamondlanders as so caught in their
gamesand oneupsmanship that they miss the larger picture, and don't appreciate that knowledge for knowledge's
sake is often its own reward and by far the best game. Their emphasis on status and material goods is sometimes
seen as gauche. Spadeslanders fiadHbartlanders refreshing and delightful. Their patronage of the arts means
they often have some of the best libraries and collection of knowledge, and Spadeslanders do love collecting
knowledge. They also have an adventurous spirit the Spadelandersappesa perhaps only the Spadelanders
truly realize what strength the Heartlanders truly have.

Rollinghill is the southernmost of the four Houselands. To the southeast is the Canyonlands, and the
Spadelanders have a strained history with the people there

The Spade color is black, and the symbol often shows a black spade or spades on a red or white field.

Farraway City

The city of Farraway is the seat of the High King of the four Houselands. The citizens of Farraway typically
adhere to the characterigtiof the various lands, with the added rush and hustle of city life. It is largely considered
unnecessary to travel to the various Houselands in order to taste the flavor of them. In most cases, it is enough to
visit Farraway, where each house is wellressented.

The city stands at the northern border between the Heart and the Spadelands. It is south of the Border Hills,
north of which is Cottington Woods.

Cottington Woods

Most folks in Cottingting Woods grew up on the borders, and tend to take aftdrevbr house was closest to
them, but some grew up deeper in the woods, and claim no ties to the Houselands. Those rare individuals are often
considered odd, perhaps a little fairy touched, or just plain crazy. At best they are considered backwaodis or out
touch by mainstream Houselanders. The goings on outside of the woods have a hard time reaching into the woods,
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and they often dondt seem to matter so much. Woodl ande!
to day challenges that the wibpresents.

Locals to Cottington Woods, although not belonging to a specific house, Woodlanders are still considered
Houselanders. Prior to the start of game, there is no community within the woods, per se. There is no governing
body or place where the wdlanders gather to discuss issues.

The Houseless, Wanderkin

Most Wanderkin clans migrate in and out of the Houselands, and player characters cannot come from these
clans. However one clan, or collection of clans, spends most of its time wanderingrth®éselands and
Cottington Woods.

See Wanderkin below for more.

Non-Human Lands
There are tw&nown,northuman landshat are close to Cottington.

Greencloud

Home to thdocal wood elven population, Greencloigch place that no neglf has ever seen. It rests in the
forest to the east of Cottingon. The town of Thornwall guards the only known approach to Greencloud, and is
guarded vigilantly by aggressive elves perched on high walls.

Elves appear as humatispugh they have pointed ears. Their clothing always incorporates leaf shapes into the
pattern.

Elves are not a player option, but they are a presence in the woods, and cannot be ignored. They typically do
not approach human settlements, and on theo@rasions that they do, they never stay for long. They view non
elves with poorly concealed disgust, and it is well known that the touch ofealfnigrdisgusting to an elf. This
constant distance is also evident in how elves fighty choose to wid bows and to kill from a distance.

While elves seem to dislike humans, they absolutely abhor goblins, and will often threaten goblins on sight or
even come to blows. That Cottingon sits between Greencloud and UnderMarsh is unfortunate, since elven and
goblin hostilities will occasionally occur nearby, drawing the men of town into the conflict.

UnderMarsh

UnderMarsh is aery boggy swamplan#vest of Cottington, and is home to marsh goblins. Beyond
UnderMarsh are the Gobaleen Mountains and south af@iaingondlands. Much of UnderMarsh is under water,
which is fine for the amphibious goblins, but makes travel difficult forgollins.

Goblins have green skin, though otherwise they appear human. Because the constant in and out of water is hard
on fabic, goblins care little about the quality of their clothing, and they typically dress in rags.

Goblins are not a player option, though perhaps even more than the elves, they are a presence that cannot be
ignored. Goblins are very curious, and have a pease of boundaries. Since they occasionally take things that
belong to other people, they are viewed with distrust, and very few people will let a goblin into their home.

Because the Diamondlanders and the goblins of UnderMarsh have such a histolgnakyigoblins tend to
regard all humans warily, though they do have dealings
traveling goblin lands. Goblins have the same hatred of elves that elves have for them.

Other Lands

While Houselanders wihave the most exposure to other Houselanders, there are other cultures out there that
may interact with them. Most frequently they would meet Canyonlanders or Frostwroth barbarians, and
occasionally they might meet travelers or traders from Taiden 8teBust Lands or the Barumbi Basin.
Lakupaparoo or the Wikapapuiji Islands are so far away that only extreme measures would ever serve to create an
interaction. But of course, you never know.

The Barumbi Basin

The Barumbi Basin is a tropical rainforéisat stretches over a large portion of the Written World, south over
the sea from the Houselands. The deep canopy formed overhead by the massive trees of the basin make the place
seem even deeper and larger than it is, and it is easy to get lost.th@flaids on the Written World, none is filled
with such an air of natural mystery.
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While the Robber Barons reigned and fell in the Houselands, other kingdoms did the same in the Barumbi
Basin, and ruins of those great kingdoms persist, buried and Hiédeath vines and under roots. Though there is
civilization in the Basin, there is more wilderness, and deeper into the jungle civilization is harder to find.
Characters can draw their ideas from the works of Edgar Rice Burroughs or H. Rider Haggard.

The Canyon Lands

To the south and east of the Spadelands are the Canyon Lands, an enormous stretch of land that is cut and cut
again by mazdike ridges and valleys. The proud Canyonlander braves are primitive by Houselander standards.
The Laws of Sciencerere learned and forgotten in the Houselands before the Houselanders ever reached the
canyons, and even magic is not as well known.

The greatest of the canyons is RedFeather Canyon, and built into the wall of this canyon is the RedCliff
Dwelling Place, theenter of Canyonlander culture. While the people of the canyons are divided into many nations
with many dispositions, once each year they gather at the RedCliff Dwelling Place to trade and speak of matters of
import.

Over the last few generations thautch of the Word has sent many missions into the Canyon Lands to try and
bring the people there into a more enlightened state. There has been some success.

The Canyon Lands should draw ideas from the native cultures of North America.

The Dust Land, theKingdom of Gold
East and above the Barambi Basin, separated from it by an enormous rock escarpment thousands of miles long
are the Dust Lands. While it seems that nothing could possibly grow in such a dry place, the Kingdom of Gold is
one of the WrittenW r | dds ol dest cultures. Over a thousand years
Gold, a kingdom that reigned since the beginning of time. Eventually the Kingdom of Gold fell, and today the land
is divided into dozens of tiny states.
Based veryoosely on ancient Egyptian mythology, the people of the Dust Land envision their patrons as
having the heads of animals.

Frostwroth

Frostwroth sits across a great bay from Collamoor, north of Cottington Woods. Frostwroth is a bitterly cold
region durirg the long winter, and a stunningly beautiful one during its very short summer. Carved out of the
surrounding highlands by gl aciers at some point during
with dramatic valleys, ancient evergnefrests, and cragged rocky spires that are never without a cap of snow.

The people of Frostwroth are as rugged and violent as the land they claim to have tamed. They regard battle as
honorable, and to die in any way but on the sword of an enemy isleogtdia shame.

Frostwroth is inspired by classic Viking tales and from tales of the Scottish highlands.

Lakupaparoo

Several generations ago, a colony of settlers traveled from the Houselands to settle the far distant land of
Lakupaparoo. Lakupaparooase of the few places in the Written World that exists just over the horizon. On the
otherwise flat Written World, this gives rise to the saying that Lakupaparoo is down under the rest of the world, and
the colonists there have even assumed the nanfetthe us e Down Under 0. Travelers fr«
of coastal jungles and of an inland made of burning sand.

Aside from the expanding colony of former Houselanders, Lakupaparoo is home to a secretive native culture
called the Mungo that evendfsettlers know very little about.

Lakupaparoo is influenced by tales fréxuastraliaand New Zealand.

The Petal Kingdom

Taiden Sheh, the Petal Kingdom, is loosely based on the Asian cultures of feudal China or Japan. The Petal
Kingdom rests beyond Greeloud and beyond the Canyonlands on the far eastern shore of the continent. Travel to
and from there is difficult, as the traveler must pass through the winding ways of the Canyonlands.

Petal Kingdom fashion influences can be seen in the Houselandsiggltihanay be considered a bit
overdressed in rural Cottington Woods.

Wikapapuiji Islands
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The Wikapapuiji Islands rest about halfway between Lakupaparoo and the Housestiinig in the ocean
about a monthdés travel from either | ocation. They str
they are so far spread out that travelers could miss them completely without the use of a map. Those who live on the
more extreme northern and southern islands are not even aware of the others. Near the center of the north/south line
is the Wikapapuiji Archipelago.

TheWikapapuiji are inspired btales ofthe islands of the South Pacific, including Tahiti and Hawaii.

The Wander Kin, Wanderkin

These wandering clans migrate all over the Written World. Some suspect that the Wanderkin families did
something in the past that lost them their home, though if that is the case, none can recall what that thing was. A
mysterios and spiritual people, the Wanderkin have a deep sense of personal freedom and a rigid sense of cultural
honor. Their habit of never staying in one place for long has resulted in a deep mistrust of them by people of other
cultures.

The Wanderkin are twsely based on the gypsies of common folklore.
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8 Skill Introduction

Character Points
This is the cost in Character Points (CP) that a character must spend in order to learivaskidkills can be
purchasednore than once.

Starting Skill Points
All new players will begin play with00 pointst o pur chase skill s. Dondt | expect

would like to have on the first event. Cottington is about your growth as well as the growth of the town, and|your

character will learn plenty of new things over time.

Refresh, orRecovery Times
All skills have a recovery time. There aneefincrements: Instant, Encountd@myilight, Event and Between
Event

Instant Skills have no recovery time. These include thililgs swinging a sword, searching a body, or using
first aid.

Encounter Skills typically cost a point of Skill to use (see below), which refresh with fifteen minutes of rest.
See the rest action. Resting is not an in game action, and is not interrupted by effects that prohibit in game actions
(such as drain and the like). eSthe Rest action in Chaptd2.1 for more on Rest.

Some s kil | s uatittheglhyerirasts ar ensl theé end df aafh ¢ o u nThese skills last until
they are used, until the character rests for fifteen minutes, or until the currenbtenammes to an end.

Please understand and honor the intent behind this duration modifier.

Twilight Skills, like Encounter Skills, typically cost skill points to use. They require more skill than Encounter
Skills, and so need to be purchasedertban once. The number of times you purchase the skill equals the number
of times you can use that skill. Twilight skills reset three times during a weekend exrerd after sleep on
Saturday morning, once when the dinner bells rings on Saturday amghbnce after sleep on Sunday morning.
Purchasing a Twilight Skill three times means you may use that skills up to three times between those reset times.

Event Skills are fatiguing or require extensive mental or physical preparation. They do Niodllgypost
Skill Points (though there are exceptions), but may only be used once per event, per time purchased.

BetweenEvent Skills may not be used during an event, and may be used between events only once for each
time that skill is purchased. Mg information skills are Between Event Skills. A character is limited to using only
three Between Event Skills at a time.

Prerequisites
Some skills require an understanding of other skills before they can be learned, or are only available to certain
races or headers.

Restrictions
Some skills have restrictions on how many times or even when they can be purchased. The game is considered
to have three seasons, each made up of four events.

Skill Points

Some skills require that the character speS#il Point in game to perform them. Encounter Skills and
Twilight Skills typically wuse Skill Points, but there
of his remaining points and which skills require them.

Notes
Any otherpertinent information will be listed here.
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9 Rules Specific to Cottington Woods

Encounters and Resting

Much of Cottington Woods is designed around the idea 8Eanounter”, which is generally one battle or
module. Skill Points andther Encountebased dilities refresh only when fifteen minutes hayene by without
any action. On occasion, an NPC bringing you tocalule may say that you look "Well Rested" to indicate that you
do notneed to rest before going on the modulefew beneficial Imbueslso have a duration that is restricted to the
current Encounter. These abilities expire once the Encounter endmwandnnot extend the duration by (for
example) fabricating fights.

By Massive

Damage "by Massive" represents blows too powerful tbibeked by anyrdinary weapon. ALL weapon and
shield skills in Cottington Woodsclude a restriction that they cannot be used to block damagdddbsive"- if
they do, the wielder takes that damage inst@dtere are some special skills that may alloeharacter to block
Massive attacksif they do, they will call "Block Massive".

Anathema Frenzy

Just as demons seek to sow destruction at every turn, things of the Written World cannot abide the presence of a
demon. Even the most kindhearteccreature of the Word will seek to undo a thing of Anathema, bringing to bear
every weapon available.

I f at any point you hear the call filnflict Anat hema
and will seek to bring that creature to afsend. You will feel an animal hatred, will want to tear at it with your
bare hands until you make it go away, but unlike a normal frenzy, you may act with some common sense and an
interest in self preservation. Thus, if you are a healer, you maydw@adllies instead of attacking the offending
creature. If you are outmatched, you may run. But it is alien, incomprehensible, and absolutely anathema. You feel
an unreasoning loathing toward the thing, and while in its presence you will be unadlayoop feel any
sympathy for it.

There may be occasions when a thing of Anathema is encountered and this call is not made. In those cases, you
should still feel that you are in the presence of something that is profane, but you do not feel therszbdate it
outright.

NEW Trait: Metal

For CottingtonWoods,thetrait "Metal" is consideredo bebotha Physicalandan Elementalrait, andis nota
SpecialTrait. Thus,if youarestruckwith a"Rootby Metal" skill, a"Cure Physical"or a"Cure Elemental”skill
will Cureit.
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9a Clarifications to Existing Core Accelerant Rules

Clarification: "Drain <Header>"

If atanypointyou hear"Drain <Header>" -- suchas"Drain Warrior" -- this meanghatanyandall skills purchased
underthatHeadercannotbe useduntil you haverestedfive minutes(asperthe normalrestoff adraineffect).

Clarification: Ambient

If A Amb i irusedbieforeacall, it meanghattheeffectis notbeingcausedy the person/being/creaturgho
madethe call, butis ratheran effectof theareaor causedy somethingelse. If Ambientis notcalled,thenthe
person/being/creaturgho madethe call is the causeof the effect,intentionallyor not.

Clarification: Gates

Magical Gatesaremostoftenrepresentethy stringsof coloredlights, usuallyarounda dooror othergateway/portal.
Therewill usuallybeatagassociatedavith the gate,but sometimesheyarerepresentedolelyby string/ropelights.

If thelights areoff, the Gateis closed. No onemayenteror exist, unlessyou possesa skill or othermeanghat
allowsyouto openthegate.

If therearestringlights off in anareawherethereis notnormallya gate,pleaseoleplayasif you arenot awareof
theG a t présenceintil thelights go on (unlessthereis tagindicatingotherwise). If thelights areon, the Gateis
open,andyou maytraversethroughit if you havethe means.

White lights areusedto represenfi 0 p Satasthatanyonecantraversehrough:youdo not needa Guideor other
Magical Means. Colored Lights (of anycolor otherthanWhite)arefi r e s t Gates. The @ateis there,but
unlessyou havea Guide,appropriateskill or item, or someothermeansof traversingthe Gate,you maynotgo
throughit.

Clarification: Influe nce Tokens

OnceanlnfluenceTokenhasbeenplacedon the MerchantBoard,the only persorwho canmoveor removethat
tokenis the persorwho placedit.

Clarification: Entering and Exiting the Slumberlands

If atanypointyou hearor see"(Ambient) Imbue/Inflict by <Trait>: Enterthe Slumberlandsor "(Ambient)
Imbue/Inflict by <Trait>: Enterthe Dreamscapethis indicatesthatyou haveenteredhe Slumberlandsindareno
longerin thewakingworld. The Trait often providessomecontextof how you areentering.Most often, this will be
by Imaginationor Dream.Nightmarewould indicatethatthe areaof Slumberlandyou areenteringis strongin
nightmaresOthertraits maybe usedattimes.

If you enterthe Slumberlandsyouimmediatelygainthe Dreamtrait, if you do notalreadypossesd.

Converselyijf you hear"(Ambient) Imbue/Inflict by <Trait>: Exit the Slumberlandsor "(Ambient) Imbue/Inflict
by <Trait>: Exit the Dreamscape.'Similarly, thetrait may indicatethe mannerin which you exit. This will most
oftenbelmaginationor Dream. If you hear"Awaken" asa trait, this oftenindicateshecausesomeoner something
haswokenyou up.
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If you exit the Slumberlandsyouimmediatelylosethe Dreamtrait, unlessyou permanenthhavethetrait througha
skill or someotherPermanentnflict/Imbue/Grant.

SomeNPCsmayusetheolder"Enter/Exitthe Slumberland$y <Trait>" call. This hasthe sameeffectasthe
Imbue/Inflict call andshouldbe treatedassuch.

Clarification: Manifest the Slumberlands

If atanypointyou hearor see"(Ambient) Imbue/Inflict by <Trait>: Manifestthe Slumberlandstr "(Ambient)
Imbue/Inflict by <Trait>: ManifestSandman"this indicatesthat somethingor partof the Slumberlandshascome
into the WakingWorld, andit is asif you arestandingn bothatonce. Sandmerhaveaccesdgo all of their abilities
andanythingthatexistsonly in the Slumberlandbecomesvailable. A i Gr @raittD r e amaybecalledin
conjunctian with this. Non-AwakenedDreamersnly gainthe DreamTrait in this situationif the GrantTrait Dream
callis made.

Sofar asanyPCknows,it is not possiblefor the SlumberlandsindWakingWorld to overlapin this fashion,unless
oneis within the Fairy Mists. You shouldroleplayaccordingly.

Note If thecallismadefi | mb u e bylFairfMii sctitenid is clearthisis occurringbecaus®neis with the Fairy
Mistsin a place wherethe Slumberland®verlaps. Thisis the effectthathasoccurredin previousencountersvhere
Sandmerhavegainedaccesdo their abilitieswhile within Fairy.

If atanypointyou hearor see,"(Ambient) Imbue/Inflict by <Trait>: CureManifestthe Slumberlandsor
"(Ambient) Imbue/Inflict by <Trait>: CureManifestSandmanis made thenthe effectendsandSandmercanno
longerusetheir abilitiesor accessanythingthatis within the Slumberlands.If you do not havethe Dreamtrait
permanentlyyou weregrantedt cominginto the Slumberlands)you losethetrait at thistime. We will try to
remembeto callthefi C uDreamT r adalk bautif not, pleaseassumehetrait goesawayunlessotherwise
clarified.

Clarification: Trait: Corruption, Anathema,Demon,Undead

Thetrait,i Co r r uigpbbthaoeiféctandafi c r e araitu Hf Bidgnosedr Exposedgcharactersvith this trait
areundersomekind of effect (ie, Inflict By Corruption,Strickenby Corruption,etc.),possesselly ademon,orin
someotherwayshavea taint of Anathemaor atwisting of the Word uponthem.

Thetrait,i A n a t hseacharacter/racialtrait. IE, Creature®f Anatheman-gamewill now havethetrait,

i An at haadaryattackwhich would directly affectthemwill becalledfi tAon a t h gIEB & amageo
An at h e ihexposejbrdiagnosedsomethingwith Anathemas now innatelyathing of Anathema.
Demonsof Anathemawill alsohavethetrait, Demon. It is possiblethatsomeDemonsmayhaveothertraits, or that
you mayencounteDemonswithout the Anathemarait.

Undeadwill havethetrait, UndeadandCorruption. It is possiblethatsomeUndeadmay haveothertraits.
A N o r Bhostgspiritsof thosewho havedied but notgoneon to the Deathlandsyvould havethetrait, Undead,

butnotthetrait, Corruption. It is possible however for a Ghostto be Corruptedandthushavethe Corruptiontrait,
aswell aspossessthertraits.

Clarification: Trait: Terror_and Nightmare

To avoid confusionwe aremakingsomechangedo traits. Thetrait,i Ni g h tisaaeffeztirait. If Diagnosecr
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Exposedgcharactersvith this trait areundersomekind of effect(ie, Inflict By Nightmare Strickenby Nightmare,
etc.),andarenotthemselves thing of nightmaes.

Thetrait, T e r is achardacter/racialtrait. It replaceghefi c r e @ait: W1 g h t nii@, TreeNightmare
Creaturesn-gamewill now havethetrait, i T e r andanyattackwhich would directly affectthemwill becalled
fi tToe r r (¢Er A Bamageto T e r r dfrexpas@dr diagnosd, somethingwith Terroris nowinnatelyathing of
nightmares/terror.

Non-Combat Rules:

In aneffort to makethe gameassimpleaspossible we will beadoptingnon-combatrulessimilarto other
Accelerantrules,andshifting Halosto Yellow to matchotherinstance®f "Out of Gamelnformation"in the
Accelerantsystem Pleasenotethatthe following rulesapply:

1) Halosmustglow bright yellow in the dark--the color mustbe unmistakablyyellow (not orange hotred, not
white, etc.)andwe preferit to be atleastaninch wide. We recommendhe useof EL tapefor this. (Suchas:
http://www.ellumiglow.com/electriopticscitron-yellow-el-wire-with-welting)

2) Halosmustalsohavedayglowyellow fabric, again,atleastaninchwide, for useduringthe day.You mayhavea
DayHalo andaNight Halo if you wish.

3) Halosmustbe worn aroundthe head(not neck)andmustbe visible from all angles Armbands areinsufficientfor
thisrequirement.

4) Individualswearinghalosmay not wearcostumingthatmatcheghe Halo in color or schemeThe entirepoint of
theHalois to actasan Out of Gamewarningsign. The Halo cannotbe hidden.

5) If youarenoncombat,you maynot participatein combatin any capacityandmay not useskills with Attack
effects. Thisis to preventyou from accidentallybeinghit becaus@an NPCor Playermistakesyou for combatactive
dueto beinghit by aneffectfrom you. If youfind yourselfunexpectedlyn the middle of combat,you maycall
"Caution- Disengage'asneedecandthenquickly removeyourselffrom the situation. If you arein amoduleor
otherlocationwhereyou cannotretreat pleaseremoveyourselfawayfrom the combat,crossyour arms,andgo to
Spirit. Remainthis way until the combatends,at which pointdropyour handscall PurgeSpirit, andthenrejoin the
module.

6) If youneedto be noncombat pleasemakea noteduring Preregistrationhatyou mustbe non-combatandstate
thereasonwhy. If you havealreadypreregisteredpleasesendanemailto info@cottingtonwoods.corimforming
staff thatyou needto be non-combat.


http://www.ellumiglow.com/electric-optics-citron-yellow-el-wire-with-welting
mailto:info@cottingtonwoods.com
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10 Vitality, Life and Death
fiMan consists of two parts, his mind and
~Woody Allen

Vitality

Vitality in the Cottington Woods setting determines how many hits a player character can take before falling
down.A char act er @rmined bytadding Bogy and Refleixe t
(See Also: Life and Death, beloyv

Body

Character Points: Free

Reset: Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: Bodyis a measure of physical toughness, of the amount of raw punishitieartzater

can take before succumbing to it. All characters begin with 2 Body. The maximum Body a character may have
during the first season is 4. This cap increases by one with each additional season. Body Points that are lost to
injury can be healethrough magical healing, and always return to full before the next game event.

Body and Extra Body

Character Points: 10,15,20,25
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: You are tougher than tleverageperson. Each purchase of this skill grants you one extra

point of Body. You may purchase up to 2 extra points of body in the first season, and this maximum increases by
one with each season thereafter.

Reflex

Character Points: Free

Reset: Encounter

Prerequisite: None

Restriction: None

Skill Points: None

Notes: Refl ex represents your ability to mitigate ¢

are still considered to have been hit, but you have lessened theoétfeezidamage you would have taken by
moving with the attack.Reflex points are lost before Body Poin#sll characters begin with 1 Reflex.

Because they are not points of physical Body, Points of Reflex CANNOT BE HEALED by any Heal effect,
unless itexplicitly states that it doednstead, Points of Reflex return in full to a player after a fifteen minute period
of Rest (see below).

Extra Reflex

Character Points: 15, 20, 25
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase 1 2 3
Skill Points: None
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Notes: You are more agile thathe average persortach purchase of this skill grants you one

extra point of Reflex. You may purchase 1 extra point of Reflex in the first season, and this maximum increases by

one witheach season thereafter.

Life and Death

From the Accelerant Core RulegChanges are bolded and italicized)

Vitality

Vitality is a count of how much damage you can take before you collapse. As you take damage, your Vi
points are exhausted. These points can never drop belowHe=iing refreshes Bodynot RefleX and these points
are also refreshed at teadof each event. If your Vitality ever reaches zero you will collapse and become

tality

unconscious. Unconscious characters that are taken down by uncalled melee or missile hits are stable. Chgracters

taken down by any other kind of damage, from called melee silenfsts, 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. If someone hits
with an attack for called damage you willdoene unstable. If an attack inflicts some other effect upon you you
be unconscious and have that effect upon you. If healing raises your Vitality above 0 then you will become
conscious. A death strike successfully delivered to your torso will kill @tlierwise you will get up at 1 point of
Vitality after five minutes have elapsed.

you
will

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 yourdition to stable. If an attack inflicts some other effect

upon you, you will be unconscious, unstable, and have that effect upon you. If healing raises your Vitality above 0

then you will become conscious. A death strike successfully delivered to yaumidirkill 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 b
stable and start your five minute count. If they do not finish the First Aid, your one minute deattvitbcontinue
where it was before they started using the skill.

ecome

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 beforegfmnge to a spirit of the dead and begin tq
walk to the gate of death. Only effects with "to Spirit" or with "to Dead" traits will affect a spirit of the dead.
See the Corpse andomatoseSkills in Chapter 12.1.

Unconscious

You are incapacitated andust collapse to the ground. You must close your eyes and you cannot move 0
while you are unconscious. You cannot use game skills unless a skill explicitly explains that it can be used
unconscious.

Unconscious

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

Death

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

A Note: There are other ways than death to have your character removed fromtipdenysimply suffering
final death. You should be prepared for this.

Death Strike

I speak
vhile

e battle
your
e of

remain
dif
effect
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A death strike is used to kill an unconscious or immobile victim. You must touch a weapon to the torso ¢
victim while saying "Death strike one, death strike two, death strike three". This verbal must be spoken clea
at a normal speaking pace. Ydo not need to have skill with the weapon to inflict a death strike.

To inflict a death strike, the victim must be immobile. The victim can be unconscious or immobile becau
game effect, but you cannot inflict a death strike on a body untitiesdo rest after an attack, nor can you inflic
death strike on a helpless but struggling victim. If the victim can move, the victim can prevent a death strike
you must render the victim unconscious or immobile, and then you may inflict a tfdath s

To interrupt a death strike, you must strike the person attempting to deliver the death strike with a meleg
missile or packet attack. You may also interrupt the death strike by striking the weapon used to perform the
strike with a weapon ofour own. You do not have to force the weapon away. A death strike that is interrupte
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,
the Death effect will kill you outright. The Death effect may be nullified by an appropriate defense.

Mishaps

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

Spirits of the Dead

Because of the influence of the Realm of Death, the spirit and everything that spirit still carries is drawn
Death. The spirit will even pick up its own weapons if they are within reach unless some@ussésses them.
When you rise as a spirit you must proceed directly to the Cottington Woods graveYardmust walk with your
head bowed and your arms at your side. You cannot interact with any other character unless they use an ak
allows you b do so. You cannot drop items. You cannot use any game ability. If someone tries to communic
you, or tries to use a game effect on you that does not specifically work on Spirits, ignore the attempt, reply
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
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"Spirit"

will

work are effects with "to Spirit" or "to Dead" in the verbal. These are Bane effects specifically designed to affect

spirits. The most commons & "Speak to Dead" effect. This instance of the "Speak" effect will allow you to con
quietly with the character who used the effect. You cannot stray from your path or use any game skill. You 3
compelled to communicate, but you may do so. Célffects 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 instry
given therein. Although dying removes all active effects upon yaunyay use innate defenses to protect you
against effects even if you are a spirit.

Instructions for the Dead
You will find instructionsonhowta eact t o y our whehyauaaicetatthe graveydrd at h

Final Death

verse
ire not

ctions

If the spirit is too weako return from the Realm of Death, 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, a

nd adds an

air of danger to the game by threatening your imég@aersona.
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11 Header Costs and Headers

Warrior
Character Points
First Header: 10
Second Header: 20
Third Header: 30
Prerequisite: None
Notes: You are a standp and take it, fronline fighter, able to deal damage and take it in

equal measureYou may swing with great strength and may also have knowledge in how to use a shield.

Harrier
Character Points
First Header: 10
Second Header: 20
Third Header: 30
Prerequisite: None
Notes: You strikebest from surprise and often from behind. Althoyghdeal significant

damageyou cannot take the punishmehat a warrior can.

Archer
Character Points
First Header: 10
Second Header: 20
Third Header: 30
Prerequisite: None
Notes: You dodamage from a distance with a bomthrown weapon.

Some Notes on Unarmed Combat

Brawling

This isnot a fighter header, but a fighting style. Brawlers with a proper, even tempered and introspective
personality are sometimes sought after and taught the ways of the monk.

Claws

Some brer are able to fight wi@laws, but theynust still select headersofn the given list.

Rogue

Character Points: 10

Prerequisite: None

Notes: Plenty of places in the Written World are protected by locks and traps and other

devices.Rogues arskilled in getting past these barriers to the stuff on other side. Nogtogewho learns the
skills of roguery is a criminal even the king of Farraway trains his Jacks thbst, to call a spade a spade, many
are. lItis from these individuals that this header gets its name.
Rogues skills very are useful. The woods atedilvith ancient Robber Baron tombs and caches. Spiders
weave their homes in the most annoying of places, and it takes a steady hand to get through all those webs. There
are countless ruins and the like hidden among the trees.

Priest of the Word
Character Points

First Header: 10

Second Header: 20

Third Header: 30
Prerequisite: Read and Write

Restriction: Brer cannot become Priests of the Word
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Notes: The Riest of the Wordaretheeyes and moutbf the First PatronTheycan read
the Wiitten Word, and sometimes change what has been, or will be written. Priests make excellent healers, scholars
and, against the forces of Demkimd and the undead, warriorf.you choose the Priest header, you must also pick
a path to follow. There atbree paths.
Path of the Paladin
Character Points
1st Priest Path: 0
2nd Priest Path: 5

3" Priest Path: 10
Prerequisite: Priest of the Word Header
Notes: With your holy weapon, you excel at fighting both the demons of Anathema and the

undead that sometimes plague the Written World.
Path of the Healer
Character Points
1st Priest Path: 0
2nd Priest Path: 5

3 Priest Path: 10
Prerequisite: Priest of the Word Header
Notes: You are adept at mitigating injuries, goingsofarat o h e al a personbs ¢

andmayeven bring the dead back to life.
Path of the Scholar
Character Points
1st Priest Path: 0
2nd Priest Path: 5

3" Priest Path: 10
Prerequisite: Priest of the Word Header
Notes: You study the WritteWord, researching lost truths, verifying newly discovered or

newly created works and the like. Your glimpses into events yet to come have the ability to mitigate incoming
damage.

Magician
Character Points
First Header: 10
Second Header: 20
Third Header: 30
Prerequisite: Read and Write
Restriction: Brer cannot become Magicians
Notes: You work with raw magicmanipulating it to cause wondrous effects. While most

spells were originally created to serve other, more practical purposes, there is ho denying theytactatieat
force to be reckoned with on any field of battle.

Path of the Ritualist

Character Points: 5

Prerequisite: Magician Header

Once you are an established magician, you may choose to study and become a Ritualistewelaaimment
into ordinary devices to make them extraordinary.

A note on Ritual Magic: Ritual magic must be leadrin game. It will be common and available.

Sandman
Character Points
First Header: 10
Second Header: 20
Third Header: 30
Prerequisite: None
Notes: The Sandnen have learned to enter the Slumberlands and manipulate the power of

dreams There arghree paths a Sandman can choose to follow.
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Path of the Adept
Character Points
1st Sandman Path: 0
2nd Sandman Path: 5
3 Sandman Path: 10
Prerequisite: Sandman Header
Notes: You have learnetb controlyour dreams antiave become a force within the Slumberlands.
Path of the Empath
Character Points
1st Sandman Path: 0
2nd Sandman Path: 5
3“ Sandman Path: 10
Prerequisite: Sandman Header
Notes: You have learned taffect the dreams of others, and to grant tlaitities to help them
stand up for themselves against the figments of dream.
Path of the Architect
Character Points
1st Sandman Path: 0
2nd Sandman Path: 5
3 Sandman Path: 10

Prerequisite: Sandman Header

Notes: You havelearned to manipulatéié dream world itself
Witch
Character Points

First Header: 10

Second Header: 20

Third Header: 30
Prerequisite: None

Notes: Witcheslive in harmony withtheir environmentrelyingon the natural forces of the world to fuleéir
abilities. There are two witch paths. Witches who follow both paths are arguably the best healers in the Written
World
Path of the Hearth Witch
Character Points
1st Witch Path: 0
2nd Witch Path: 5
Notes: You createa welcome envonment for those seekimgst, and are earetaker for those in
need or for those who shayeurhome.
Path of the Wood Witch
Character Points
1st Witch Path: 0
2nd Witch Path: 5
Notes: You arein tune with the forest, and understand how to draw power from the things that
grow there.You can tease special effect out of the simplest of herbs, and can master those effects.
A Note on Gender: Male characters who purchase the witch header may refer to themselves as either witch or
warl ock, as they desire. The header name is AWi tcho,

Man of Science

Character Points

First Header: 10

Secornl Header: 20

Third Header: 30
Prerequisite: Read and Write

Notes: You have learned toraft wonderful gadgetpoweredusing bottled lightning, crystals, and thetternsof
your ownthoughts Men of Science are often regarded as being somewhat odd, fixated on a path of learning that is
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considered outdated and soon to be irrelevant. Still, the workings of every town and city ayelaseikntific
gadgets, and Men of Science have no tl@tibding work.

A Note on Gender: Female player characters who purchase the Man of Science header may refer to themselves
as either Man of Science or Woman of Science, as they desire. The header name is Man of Science, and is not
meant to serve as a giar specific term.

Bard

Character Points
First Header: 10
Second Header: 20
Third Header: 30

Prerequisite: None

Notes: You are a angwritersor a spinner of tales, and can sway the emotdtisose who heayour words. You
mayinspire courage or iroke fear, angour words can change the tide of battdéou typically know the latest
rumors, and sincgour words carry much weight, cavenoften start themReputation is everything a bard, and
your title is usually enough to open doors.

Other Headers

Notes: There are other headers, secret or not, that can be |éamehe.

In Cottington, there a number of "secret" or "lost" headers and skills that may be found throughout the
course of gameplay. Among them® unique headers in CottingtoroWdds that we call "Hefo Headers."Dragon
Slayer and WerewoHunterare two of theseThese are available-game through specific teachers.

Players may only haveneHerdc Header in the course of the campaidie dedication and focus
required to éarn these skills and channel your will to them precludes learning another Hero Header while you are
mastering the first(Yes, in theory, you could learn more than one throughout your lifetime, but in the scope of the
campaign, you can only choose one).

If a skill is revealed that is part of an existing header, that will be made clear (for example, such as new
schematics or alchemy, or new skills like the Cure Comatose under Priest/Healesylbheader to an existing
header is revealed, that wéllso be made clear, and will follow the existing rules forlselders and headers.
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12 Skills and Descriptions

12.1

12.2

12.3

12.4

12.5

12.6

12.7

12.8

12.9

12.10

12.11

Free Everyman Skills

Several skills are available to each character at no cost.

General Skills

This section details th@eneral Skills available to every character

Fighter Skills

These skills are available to Warriors, Harriers and Archers, and cover all weapon skills, including
unarmed combat and brer cleslfighters

Rogue Skills

The rogue header hashort list of skills available to those characters who wish to break and
enter. The rogue header does not offer any combat. skills

Magician Skills

This includes all the general magician spells and skills, and also the Rituatsh ddéder.
Priest Skills

Priest skills cover those skills available to Paladins, Healers and Scholar.

Sandman Skills

These skills cover all those skills taught by the Sandmen to their Adepts, Empaths and Architects.
Witch Skills

All Wood Witch and Hearth Witch skills are included here.

Man of Science Skills

Man of Science skillsare included here, including a list of commonly known schematics.
Bard Skills

This section details bardic skills.

Racial and Cultural Skills

Brer, Golem, and the various Houseland specific skills are covered in this section.
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12.1 Free Everyman Skills
All players know the following skills without having to spend character points to learn them.

Death Strike (from the Accelerant Rules)

Notes: 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 speakdiog pYou do not need to have skill with theapen to inflict a

death strike.

To inflict a death strike, the victim must be immobile. The victim can be unconscious or immobile because of a
game effect, but you cannot inflict a death strike on a bodyitintimes 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 immobile, and then you may infietth sttrike.

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 wepon of your own. You do not have to force the weapon away. A death strike that is interrupted is
canceled and has no effect.

Search a Body

Notes: It takes at leastten seconds of roleplay to search a bodyKneel next to the body being
searched (thetaegt ) and st at e, iBegin Search. o After ten secon
whatever the result of the search would be and hands it over.

Rest

IMPORTANT : This is NOT an in game skill. This defines the conditions a character must follow to recover
encounter skilsi Resti ngo may be done even if a character is dr
action.

Notes: Any timeyou arenot engaged inteenuous activityyou are restingUsing any ingame

skill interrupts your rest and you must start ov€o. regain a skill that has aresettimé st ed as fiencount e
must rest for fifteemninterrupted minutes.

I Certain NPCs and effects can grdr ability to rest instantly.

1 Generally speakingjou areconsidered to have rested before a hooked module, but cannot rest again until that

module is over. There are exceptions.

1 Generally speakingiou cannot reset between the waves of a battle. There are exceptions.

1 You cannotwait to rest. Some skills or effects might last until the end of an encounter. The same conditions

apply. When you have rested, those skills or effects expire.

Entertain
Notes: Any charactemayentertain. In fact, we encourage this.

First Occupation
Notes: Your First Occupation determines how you make your living. You must declare an
occupation, but your First Occupation is free. For more, see the section on @ewupaPart One.

Between EventReaction
Notes: A Between Events Reaction is an action taken in response to some discovery or
encounter had during an event. For instance, you might find a map during the course of your adventures. A tag on
the map wouldndicate that the map can be followed using a Between Events Reaction. Because you have
discovered this map, you may make use of your Between Events Reaction. You cannot create a use for a Between
Event Reaction, but must find one in game.

Between Evat Reactions will be uncommon, and more often than not you will be unable to take advantage of
this free skill.
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Corpse

Notes: You do not need to turn to Spirit after five minutdastead, you may choose to remain

in place as a dead body. You mayoke to go spirit at any point after five minutes, but you are not required to do

s0. You are encourageubtto have your body turn to Spirit where possible, so that other characters mplayole

with a body rather than a roaming Spifidowever, thiss purely & atmospheric, orole playing skill: "Cure Death

effects will no longer work on youOnce you do become a spirit, you may not become a body agéiather or

not you turn Spirit, you gain the trait "Departed" after your five minutes arengpyou can no longer befit from

a ACure Deatho effect. (Although a Cure Death to Depal
Furthermore, while choosing to remain a corpse you mt

respond td'Speak to Spirit" effectsThe purpose of this skill is to give your friends a chance to role play over your

body, not to confer information to them after you have died. Once you become a corpse, even after you become

spirit, you may no | onger teake effect from fiSpeak to S|
Comatose iGreat -DPehlsits nlys Not The End of
Notes: After one minute of being Unstable, you may choose to become Stable rather than dying.

This choice is entirely optional, and is an-oftgame decision. If you ddnowever, you acquire the trait
"Comatose". While you have this trait, you remain at 0 Vitality, and will not naturally recover to 1 Vitality.
The "Comatose" trait is removed once you have received a tat8lpafints of Healing. Théenthpoint will
resbre you to 1 Vitality, and remove the Comatose trait. Until that trait is removed, any Healing you receive goes
towards removing the Comatose trayour Vitality will not increase until it is removed. A "Cure Comatose" call
will immediately restore yowt1Vitality and remove the trait.
In any case, when you lose the Comatose trait, you are drained, and must rest five minutes to remove this effect.
Damage taken does NOT count against this Healing, though it can render you Unstable. If you becoree Unstab
again while already Comatose, you will die after one minute, and cannot choose to become "Cagaitose
A player may choose at any time to die rather than to remain in a coma.

Diagnose Obvious

Notes: This skill allows you to diagnose conditiotiet would be obvious, but which cannot be
represented in the normal course of the game. You may diagnose any of the physidatysaitk:Earth, Force,
Ice, Silver, Thorns, Weapon, Web, and Windou may alsaliagnose: Agony, Drain, Frenzy, Maifaralyze,
Repel, Root, Silence, Slow, Stricken, Stun, Weakness

Break Empathic Link

Notes: You can at any time choose to close your mind to one who has established an Empathic
Link with you. Call "By Your Name, <Name of Person With Whom You havErapathic Link>, Cure Empathic

Link by Will." If your Empathic Link was established by Nightmare or by Dreaming, you cannot remove it with
this skill. You may do this as often as necessary to ensure that the individual who has the link is aware it is now
broken. You may also use this skill to break an Empathic Connection.

Anathema Frenzy

Notes: Just as demons seek to sow destruction at every turn, things of the Written World cannot
abide the presence of a demdfven the most kindhearted creature tfie Word will seek to undo a thing of
Anathema, bringing to bear every weapon available.

I f at any point you hear the call filnflict Anat hema F
and will seek to bring that creature to a swift enchu Will feel an animal hatred, will want to tear at it with your
bare hands until you make it go away, but unlike a normal frenzy, you may act with some common sense and an
interest in self preservation. Thus, if you are a healer, you may heal yoummeailessd of attacking the offending
creature. If you are outmatched, you may run. But it is alien, incomprehensible, and absolutely anathema. You feel
an unreasoning loathing toward the thing, and while in its presence you will be unable to padagmy fe
sympathy for it.

There may be occasions when a thing of Anathema is encountered and this call is not made. In those cases, you
should still feel that you are in the presence of something that is profane, but you do not feel the need tateradicate
outright.

Answering the Call of Nature
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Notes: This free skill is to allow people to go to the bathroom or leave to obtain medication,

even if trapped in a building or a fight is raging outsitiehe building you are in has a Hearth, you may go to that
hearth, touch it, concentrate for 3 secondd, gmto spirit by calling "Imbue Spirit Trait'lf it does not have a

hearth, go to a corner far away from combat or action, cross you hands across your chest, and go to spirit after a 3
second count by calling "Imbue Spirit TraitY.ou must keep your la@ bowed and your hands together in front of

you, and walk slowly to the bathroom and ba€kice returned, go back to the hearth item or to the corner, spend 3
seconds, and call "Purge Spirit TraifThis skill mayonly be used to go to the bathroom orobtain medication or

similar, and you must return to the place where you went to spirit before you can purge the trait and interact again in
the game world (you must do so even if the location is no lonegaime safe) Please obey the spirit of thisle.
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12.2 General Skills

~~Geiko, brer gecko

Skill Points (Skill, or Points of Skill)

Character Points; 5,10,15,20,25,30,35
Reset: encounter
Prerequisite: none
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: none
Notes: Skill Points represent the number of special actions a character can take during each

encounter. There are different types of Skill, and when a point of Skill is purchased, it is immediately assigned a
type. Most characters will onkgquire one, or at most two types of Skill.

The different Skill types are Magic (magicians), Faith (priests of the Word), Craft (witches), Imagination
(sandmen), Brain Waves (Men of Science), Verse (bards) and Endurance (for everyone else).

Skill returnsto full when the character is able to rest fully.

The cost of a single point of Skill is determined by the total number purchased, regardless of where the points
were assigned after purchase.

ExampleOne A character purchases a point of Skill foclaracter points and assigns it to Endurance so he can
use his strong attack. He is also a magician, so he purchases a second point of Skill and assigns it to Magic. The
first point of Magic is still the second point of Skill, and would 10 charactetgaiot 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 15 + 20 + 25)
which have all been assigned to Endurance, and decides to purchase the Priest Header. His first point of Faith
would cost 30 character points.

Weapon Skills
Small Weapon
Character Points. 5
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use small weapon.
Medium Weapon: Sword, Club or Axe
Character Points: 15
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: Youmayuse amedium lengthpnehanded weapqrsuch as a sword, club or hammer.
Medium Weapon: Staff
Character Points. 15
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use a staff

Large Weapon: Sword, Club or Axe

€s0 easy, a caveman

c



Character Points;
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Large Weapon: Polearm
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25
Instant
None
None
None

You mayuse darge weapon, such as a two handed sword, club or axe.

de

Character Points;
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Unarmed: One Fist

25

Instant

None

None

None

You may use polearm

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Unarmed: Two Fists

15

Instant

None

None

None

You may fight with a single, short sword length fitys rep.

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Ranged: Bow

15

Instant

Fist

None

None

You mayfight with two short swordength fist phys reps.

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

rol e

30
Instant
None
None
None

You mayuse abow phys rep. Using a bow is not a melee option, and blocking with a
bow is not permitted. If your bow is struck, you take the damage or you take a disarm effect. Additionally, the
string on the bow has snapped, and before you may again use theflsevamoarrow, you must spend ten seconds

pl ayirsntgr iansg oy otuh efi rbeo w

You are encouraged to role play the drawing back and aiming of the bow before firing the packet at the target.
As a general rule, there should be at least three secondseneshots.
Arrows in Cottington Woods are represented using normal packets. Normal uncalled arrows may be blocked by
a shield. Arrows may be disarmed using a disarm attBokgame balan¢egou may fire up to twenty arrows
before your supply of arromis depleted. You may then switch to a different weapon or spend five minutes

Afletchingd a new set of twenty arrows.
Ranged: Thrown Weapon

Character Points: 15

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None



Notes:
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You may ug ary kind of nonpacket thrown weaponA character may carry up to ten

throwing weapons. Fallen thrown weapons can be picked up and used again.

Armor Skills

Wear Armor : Light Armor

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points;
Notes:

15

Instant

None

None

None

You gain benefit from wearing light armot.ight Armor grants 1 point cdrmor.

Attack Skills

DesperateFeat of Strength

Character Points
Reset:
Prerequisite:
Restriction
Season:
Max Purchase:
Skill Points:
Notes:

15
Event
None

1 2 3

1 1 1

None

You may use your strength great effect, such as smash open swollen door, break

openalocked box (althouglny traps preseimside a locked box WILL BE triggered), block massive dan{fye

requires other skills as welland possibly moreYellow tags found in game will detail uses for a Feat of Strength.

DesperateDisengage

Defensve Skills

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Desperate Avoid

10, 10, 10, etc.
Event

Any weapon skill
None

None

You maycalla i8elgage.

Character Points: 25,50,75
Reset: Event
Prerequisite: None
Restriction

Season: 1 2 3

Max Purchase: 1 2 3
Skill Points: None
Notes: You may c a lohe affagkbypweabon ot ooe packet attack.
Resist Madness
Character Points. 10,20,30,40
Reset: Event
Prerequisite: None
Restriction:

Season: 1 2 3

Max Sanity: 2 3 4
Skill Points: none



Notes:
purchase this skill.

Human Resist Madness
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You may fiResisto an att aevdntfdréaehttimeysu fiby Madne

Character Points:
Reset:
Prerequisite:
Restriction:

Season:

Max Sanity:
Skill Points:
Notes:

attack Aby

Diagnose Physical

Free

Event
Human only
1 2 3
1 1 1
None

Because humans
MadnessoO per

ar eo ril ngoorlee nssa, n eyoo ut hnaany bcraelrl A R
event . This is on top of any

Medical Skills

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

10

Instant

None

None

None

You maydiagnose the physical conditionafarget. This includes the ability to

diagnose any of the following conditions: Stable, Unstable, Dead, Comatose, Unconscious, or Damage. It also
includes the ability to diagnose mgstysical effects, such @sgid, Aging, Cold, Disease, Fire, Lightning, Poison,

Sleep, and Water.

Diagnose Mental

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

15

Instant

None

None

None

You may immediately diagnose Fear. Aften seconds of role played conversation, you

may also diagnose Awe, Confusion, Despair, Gloom, Inspiration, Madness, Presence, Trance, Will, and Fascination.

First Aid

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

minute of role play

Cure Maim

10

Instant

None

None

None

You mayperform first aid on a unstabldarget,bringing that character to stable after one

Character Points.
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Mai mo .

10

Instant

Diagnose Physical
None

None

You may rol e over a maimed | imb for 60

pl ay

Dreamer Skills
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Dreams and Nightmares

Character Points: 5

Reset: Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You suffer from uncontrolled and often unpleasant dreams. It is possible to draw some

helpful conclusions from these dreams, but it is recommended that you seek Sandman training before you mind
breaks and you go i nsanehalengeolhviltberbougtk e t his as a rolepl

The CP cost of this skill reflects that it is only part of the Dream Visions skill (See Sandman Skills).
Literacy Skills

Read/Write (Human) Print

Character Points: Free for humans.
5 for golems
Reset: Instant
Prerequisite: None
Restriction: Brer characters cannot learn this skill.
Skill Points: None
Notes: You mayread and write the human writing.

Speak with a Specific Animal Type

Character Points. Free

Reset: Instant

Prerequisite: Brer only

Restriction: None

Skill Points: None

Notes: You may speak with animals of your own type. Thus, if you are a sheep, you may speak

with other sheep, but not with a wolf. Keep in mind that many brer can speak the language of men.

Information Skills

A Note on Information Skills: A player may purchase any number of information skill that are available.
However, a player may only USBNE ACTIVE information skills after an event. Different skills cover different
types of sources, however, making more info skills still quite useful.
-- You may submit only 1 Active Use Skill between events. Active Use indicates that you are asking a specifi
guestion, directing your research, or otherwise looking into something specific with the skill.

-- The only exceptions to this are Create &uohtic, Determine Veracity, Dreamgiver, Fortune Telling, Gossip,
Hindsight: Remembrance, Invitation, Messenger, Ritual Research and Wise Investor, which do not count towards
the 1 Active Use.

-- You may submit as many Passive Use Skills between events as youthssimcludes skills that are Passive
only, or skills that have an option. (For example, you have both Research and In Song & Story, both of which can
be used actively or passivelyfou can submit an active use for one, and a passive use for the other). Each player
with the samepassiveskill use may receive the same response. It is possible that players will receive different
responses (this is highly dependent on Plot Staf tamd plots ongoing) but yalould expectto receive the same
information. For example, all Players with Hear Rumor (Streetwise) may receive the rumor in their info skillsheets.

c

Hear Rumor: Streetwise

Character Points: 15
Reset: Between Event
Prerequisite: None

Restriction: None
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Skill Points: None
Notes: You have the right contacts and connections within the streets, bars, and less savory
places of society, such that you always hear the latest things being whispered or gossipetoabmatyhear
Al ower c | as s 0 rumars batheermevekty onanaykcleobse to use this skill passively or actively. If
used passively, Plot will provide relevant rumors or gossip you may hear on the streets. If you used actively, you
must submit a questiar topic that you are seeking to hear rumors about in your PEL by the deadline. This skKill
guarantees a response, but it is also possible the topic you are seeking information on may not be widely talked
about. Itis also possible that someone may take of the questions you are asking.

* Multiple characters may stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received will be greater than what would be discovered individually. If combirontg,efobu must
indicate that you are doing so when submitting the skill use in your PEL.

Hear Rumor: High Society

Character Points: 15

Reset: Between Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You have the right connections and contacts among the great families, the House Courts,

and highend establishments to hear the latest gossip among the most influential members of Houseland Society.
You mayhearfi u p p e r runwits bhetweean eventYou nay choose to use this skill passively or actively. If used
passively, Plot will provide relevant rumors or gossip you may hear on the streets. If you used actively, you must
submit a question or topic that you are seeking to hear rumors about in yobyBte deadline. This skill
guarantees a response, but it is also possible the topic you are seeking information on may not be widely talked
about. Itis also possible that someone may take note of the questions you are asking.

* Multiple charactersnay stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received will be greater than what would be discovered individually. If combining efforts, you must
indicate that you are doing so when submittihe skill use in your PEL.

Contact

Character Points: 10 per contact

Reset: Between Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You know someone who knows something. This contact has a specific area of expertise,

which must baletermined as part of your approved character histBharacters are limited to a maximum of three

separate contact€Contacts must be established before the first event (along with an approved character history), or

at the time this skill is purchase@ontacts might never show up in person during the course of game (although they

might!), instead they are a source of information that the character can speak with or write letters between events.
This skill may only be purchased during character geioera

Beast Lore

Character Points 10

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You may learn about a beast by observindf you witness an NPC beast for some

length of time (determined by the NRQvho will bebriefed accordingly), and that NPC drops a card, you may pick

up that card and read it. The card will never be handed from an NPC t6 th®@C must pick it up in the wake of

an encounter. Cards will specify that they cannot be opened unless tretarttaaa actually witnessed the beast in
guestion. Because it is possible that cards will be missed, and/or mistaken for cards from a later encounter, cards
should be time stamped. If the card you pick up is within fifteen minutes to a half hourottheter (and within

the realm of common sense), you should feel free to read it.
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Research

Character Points: 15

Reset: Between Events

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You are well read, and can research scholarly questions about matters like history and

magical theory, using libraries and scholarly contacts at universities and the like. You can choose to use this info

skill actively or passively after each event tssearch a subjebetween eventsThis works better if you have

declared a specific field of study that you may be familiar with, but it is otherwise a broadly defined skill.

* |f you use it passively, you will receive snippets of information that harneed up in your betweesvents

reading in your character envelope at check in next event which may contain relevant plot information. (Sometimes

we may use other delivery methods, such as an NPC visit, to give you your info.)

*|f you use it actively,iy our PEL after each event, you can submit on
an answer at the next event you attend. Your answer may be an OOG note in your character envelope at check in, or

an IG letter, or a scholarly contact who comepénson to give you your answer during game. There is no

guarantee that the information you get will be true oraccdrabkeut it i s what you could ynd
this avenue. Someti mes the answer shauydtrgadthersdurcesbre t hat
methods.

Notes:

* If for any reason staff fails to give you a reply to your question at the next event, we will do our best to get you

your answer at the following event. In the meantime, you can ask another questioreaftexr gavent without
Aireplacingd your old one; we will get you answers on b
usingthis skill.

* You MUST submit your question by the PEL deadline of two weeks after the event in order to re@igevan

if using this skill actively. If we do not receive a question by the deadline, we will assume you are using the skill

passively

* Multiple characters may stack use of this skill together to ask the same question. If multiple uses are stacked, the
information received will be greater than what would be discovered individually. If combining efforts, you must

indicate that you are doing so when submitting the skill use in your PEL.

Scouting

Character Points. 10

Reset: Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: Because you spend time in the woodsy may come into game knowing something of

the area around the town. When you check in to each event, you may be given special information about the lay of
the land.

Tracking

Character Points 10

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You mayread tracking cards. This skill does NOT allgau to trackan NPC, only to

read cards that are already in place. This skill may sometimes grant options that are not available to characters who
cannot track.

Astrology

Character Points: 10
Reset: Event



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Prerequisite: None
Restriction: None
Skill Points: None
Notes: You are skilled at reading the stars and other portents to foresee what may come. At the

beginning of each event, you will receive a reading indicating what the stars agntgare telling you may occur.

You may alsause this skill to read anotheharacter's horoscope. In your PEL, please submit the character
whose horoscope you are reading. You must submit this by the PEL deadline. At the next event, you will receive
their horoscope.

Lastly, you may attempt to use this skill during an event, plithassistance. There will be a place in game
where requests for astrology readings may be placed, which plot will occasionally check. If staff we are able to do
so, we will send a response to you.

Invitation

Character Points: 15

Reset: Between events

Prerequisite: None

Restriction: None

Skill Points: None

Notes: Your influence and reputation are great enough that when you invite someone to visit or

attend a social gathering, it is likely that they will come, or at least receive some kind of respamseay request

to meet with an NPC character. You shdoddreasonably certain that your connections are good enough that you
will receive some kind of respons&he response of the invited individual will be appropriate to your relationship
and the maner of your invitation.Include the IG text of your invitation in your PEL.

It is expected that appropriate hospitality be providédu shouldalso only use this skill on an NPC that you
have a reasonable chance of invitorgknow how to contactThe King of Farrawayfor instanceis unlikely to stop
by for tea, andsending an invitation to the Queen of the Faeries may prove more difficult unless you've bartered
with a fairy to do it for you.

Use of this skill does not guarantee that the invitee will appear, only that they aralsatvge have sent an
invitation. You will usually get some form ofésponsésuch as a letter or a representativBgar in mind that the
response they send wilk one that is appropriate for your relative stations, current relationship, and the manner of
your invitation.

You do not need this skill to attempt to invite an NPC, but no response is guaranteed without use of this skKill.

In some cases, you may rg#t a response at the next event (say, if the person playing the NPC is unavailable);
if that occurs, you are free to use the skill again after the new event without "replacing” your old use. We will
respond to both as soon as possible.

Occupation Skills

Occupation

Character Points: 5

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You may purchase additional levels of occupation after the first. These additional levels

will grant you additional funds at the beginningeakry event.

Leatherworker

Character Points. 5

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You may repair nommetal armor with 2 minutes of roleplay (1 minute with a master

forge). Tools are required.
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Armor Smith

Character Points: 5

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You may repair all metal armor with 2 minutes of roleplay (1 minute with a master

forge). Tools and a forge are required.

Weapon Smith

Character Points 10

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You may repair all weapons with 2 minutes of roleplay (1 minute with a master forge).

Tools and a forge are required.

Wise Investor

Character Points: 5, may be purchased and useda times.

Reset: Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: With each purchase of this skill, you may elect to invest ten silver points at the end of a

weekend event. In exchange, you hope to gain more money back than you turned in. The danger is that you could
return with less.

Adventure Skills

Balance
Character Points: 10
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: You areskilled at traversing physical challenges such as jumpy stones and th8dike.
long as one foot is safely orflaor, if you misstepwhile attempting to perform a physical challengedthe other
foot falls on a surface that is considered unsadamay ®educ® @& nd i mmedi setoedioogftor et ur n t

safe ground.

This skill may not be used to bypasphysical challengeonly to assist. You may not proceed forward using
this skill, but must return to the last place where your footing was safe.

Certain circumstances do not permit the use of thisiskiyou step on a bit of floor that is suddengvealed
to be unsafe, then you cannot use balance to avoid the effect of the unsafe floor.

Climb
Character Points 10
Reset: Event
Prerequisite: None
Restriction:

Season:

1 2 3
Max Purchase: 3 4 5
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Skill Points: None

Notes: Steep surfaces may bepresented in game, especially in module settiSge Chapter
15.1 for notes on How to Climb. A character may expend one use of the Climbing skill to scurry up or down a
surface at a faster pace, maintaining contact on a hold for only a moment betang emother hand or foot.

Swim
Character Points: 10
Reset: event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: Occasionallyyou may find yourself in or under water. Normally a swimming character

mustmove slowly, taking three seconds between each step while moving. With this skill you may move at a normal
walking pace. Note that the Swim skill does not grant you the ability to breathe underwater or to fight quickly. One
use of this skill lasts theudation of one encounter.

Jump
Character Points 15
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: This skill dlows the character to jump twice to represent a single jump, allowing that
character to cross a greater distancefisiggleobound.You make the first jump, call #f,

with a second jump.

Insight

Character Points: 15

Reset: Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: This skill dlows youto read an Insight Carfdr a hint when faced with a challenge.
Such a card may offer a clue how to get past a puzzle or difficult situation.

If a Patronis presentoyu may approach him and call ifSpeak with Pa
the Patron in the form of an inner monologue. The patron may, in the course of his writings, indicate some hint in
return. Exampl e: You a@plprwiatch Rater PRt Y Nl maidgtay, A&
find a way out of this rooméod The patron, in turn, ma

over her left shoulder, where a vent shaft was set in the wall. Maybe ifsheeouldd hr ough t he grateé
Someti mes a fairy might be present who can respond.
may sometimes reveal such a fairy. It may be that the fairy speaks from the shadows, or through the mouth of
another beingn the room with you. In any case, you should never question the spirit, but should ask your question
in the hopes of an answer.
I't may be that no hint or answer is forthcoming. The
wasnoaid ort hcomi ng. 0 The fairy might just shrug its shou
this skill is not spent. You may use it again, though not in the current encounter.
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11.3Fighters
filf it bleeds, we can kill i©
~Dutch, Predator

Outlook

There is no single outlook to consider when designing a fighting character, since people fight for so many
reasons. Instead, consider why your character would NOT fight, or why you would settle down in Cottington
Woods. You cannot makeliving fighting in the woods, and no one will pay you to do it. Instead, a fighting
character got his experience at some point in the past, and is carrying that knowledge to today.

Fighter Skills

Body and Extra Body
Character Points

Warrior: 5,10,15,20,25,30
Harrier: 5,10,15,20,25,30
Archer: 10,15,20,25,30,35
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Body: 4 5 6
Skill Points: None
Notes: Bodyis a measure of physical toughness, of the amount of raw punishitiearzater

can take before succumbing to it. All characters begin with 2 Body. The maximum Body a character may have
during the first season is 4. This cap increases by one with each additional season. Body Points that are lost to
injury can be healethrough magical healing, and always return to full before the next game event.

Durability
Character Points
Warrior: 10,20,30,40
Harrier: 10,20,30,40
Archer: 15,25,35,45
Reset: Event
Prerequisite: Any fighter header
Restriction:
Season: 1 2 3
Max Body: 2 3 4
Skill Points: None
Notes: Durability grants you an additional point of Body. This point stacks with existing body.

Reflex andExtra Reflex

Character Points

Warrior: 10,15,20,25
Harrier: 10,15,20,25
Archer: 10,15,20,25
Reset: Encounter
Prerequisite: None
Restriction:

Season: 1 2 3
Max Reflex 2 3 4

Skill Points: none
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Notes: Refl ex represents your ability to mitigate ¢
are still considered to have been hit, but you have lesskaegdfect of the damage you would have taken by
moving with the attack.Reflex points are lost before Body Poin#sll characters begin with 1 Reflex.
Because they are not points of physical Body, Points of Reflex CANNOT BE HEALED by any Heal effect,
unless it explicitly states that it doelsistead, Points of Reflex return in full to a player after a fifteen minute period
of Rest (see below).

Skill: Endurance

Character Points

Warrior: 5,10,15,20,25,30,35
Harrier: 5,10,15,20,25,30,35
Archer: 5,10,15,20,25,30,35
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: none
Notes: Skill represents the number of special actions a character can take during each encounter.

There are different types &kill, and when a point of Skill is purchased, it is immediately assigned a type. Most
characters will only require one, or at most two types of Skill.

The different Skill types are Magic (magicians), Faith (priests of the Word), Craft (witches), Iti@gina
(sandmen), Brain Waves (men of science), and Endurance (for everyone else).

Skill returns to full when the character is able to rest fully.

The cost of a single point of Skill is determined by the total number purchased, regardless of wherésthe poin
were assigned after purchase.

ExampleOne A character purchases a point of Skill for 5 character points and assigns it to Endurance so he can
use his strong attack. He is also a magician, so he purchases a second point of Skill and assiggg it Th&
first point of Magic is still the second point of Skill, and would 10 character points, not 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 15 + 20 + 25)
which have all been assigned to Enduramacel decides to purchase the Priest Header. His first point of Faith
would cost 30 character points.

Feat of Strength

Character Points

Warrior: 10
Harrier: 10
Archer: 10
Reset: Encounter
Prerequisite: Any Fighter Header
Restriction: None
Skill Points: 1 Endurance
Notes: You may use your strength to great effect, suctnaashing opea swollen door,

breaking opemalocked box (althouglny traps preseimside a locked box WILL BE triggered), blocking massive
damage, and possibly mor&ellow tags found in game will detail uses for a Feat of Strength.

Small Weapon

Character Points

Warrior: 5

Harrier: 5

Archer: 5
Reset: instant
Prerequisite: none
Restriction: none

Skill Points: none
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Notes: You may usex small weapon.

Small Weapon: Strong Blow

Character Points

Warrior: 10
Harrier: 10
Archer: 15
Reset: Encounter
Prerequisite: Small Weapon
Restriction: None
Skill Points: 1 Endurance
Notes: You may call i3 Damaged with a small weapon.

Small Weapon: Great Blow

Character Paints

Watrrior: 10
Harrier: 10
Archer: 15
Reset: Twilight
Prerequisite: Small Weapon: Strong Blow
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: You may call ida Damaged with a smal.l weapon.

Small Weapon: DoubleAttack

Character Points

Warrior:
Harrier: 10,20,30
Archer:
Reset: Event
Prerequisite: Small Weapon: Great Blow
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance (A swing combining a Strong or Great Blow and Double Attack still only
uses 1 Endurance.)
Notes: You may call #fADoubled with a called shot usi
Small Weapon: Agony
Character Points
Warrior: 15
Harrier: 15
Archer:
Reset: Encounter
Prerequisite: Small WeaponStrongBlow
Restriction: None
Skill Points: 1 Endurance
Notes: You may call HAAgonyodo with a small weapon.

Small Weapon: Disarm

Character Points
Warrior: 20




Harrier:
Archer:
Reset:
Prerequisite:
Restriction:
Season:
Max Purchase:
Skill Points:
Notes:

Cottington Wo o d s
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15
Twilight
Small WeaponStrongBlow

1 2 3

2 3 4

1 Endurance

You may call

Medium Weapon: Sword, Club or Axe

Pl ayer 6s

fiDi sarmo with a

Gui

de

smal |

weapon.

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Medium Weapon: Staff

10

10

15
Instant
None
None
None

Youmayuse anedium lengthpnehanded weapqrsuch as a sword, club or hammer.

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

10

15

15

Instant

None

None

None

You may use a staff

Medium Weapon: Strong Blow

Character Points

um weapor

Warrior: 10
Harrier: 10
Archer: 15
Reset: Encounter
Prerequisite: Medium Weapon
Restriction: None
Skill Points: 1 Endurance
Notes: You may call i3 Damageodo with a medi
Medium Weapon: Great Blow
Character Points
Warrior: 15
Harrier: 15
Archer: 20
Reset: Twilight
Prerequisite: Medium Weapon: Strong Blow
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: You may <call i5 Damageo with a medi

um weapaor
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Medium Weapon: Agony

Character Points

Warrior: 15
Harrier: 15
Archer: ---
Reset: Encounter
Prerequisite: Medium Weapon: Strong Blow
Restriction: none
Skill Points; 1 Endurance
Notes: You may call fiAgonyd with a medium weapon.

Medium Weapon: Disarm

Character Points

Warrior: 15
Harrier: 15
Archer:
Reset: Twilight
Prerequisite: Medium Weapon: Strong Blow
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may call #ADisarmo with a medium weapon.

Medium Weapon: Maim

Character Points

Watrrior: 15
Harrier: 15
Archer:
Reset: Twilight
Prerequisite: Medium Weapon: Strong Blow and Feat of Strength
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may call AMaimo with a medium weapon.

Two Weapons

Character Points

Warrior: 15
Harrier: 20
Archer: 25
Reset: Instant
Prerequisite: Small or Medium Weapons
Restriction: None
Skill Points: None
Notes: You may wield two small or medium weapons simultaneously, one in each hand. The

weapons must be medium or small in length, and cannot be a staff.

Shield

Character Points
Warrior: 20
Harrier: 30
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Archer: -
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use ahield. Shields block any uncalled ranged attack, including uncalled

arrows and spells. Any called ranged attack will go through a shield. Shields block all melee weak®nritias
those attacks are fAby Massi veo. -thedrlyexceptonlemdcermiast a spel
paladin abilities, where it is noted in the description of those abilities.

Shield: Block Arrow

Character Points

Warrior: 20
Harrier: 30
Archer: ---
Reset: Encounter
Prerequisite: Shield
Restriction: None
Skill Points: 1 Endurance
Notes: If a calledarrow attack stkes your shield, gu may spend one Endurance Point and call
i Resi st Arrowo. You must be certain that the attack w:

Shield: Block Massive

Character Points

Warrior: 20
Harrier: 30
Archer: ---
Reset: Twilight
Prerequisite: Shieldand Feat of Strength
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may spend one Skill/l Point to block a sin
mu st stri ke the shield. You <cal l fiResist. o

Shield: Block Spell

Character Points

Warrior: 20, 40, 60

Harrier: 20, 40, 60

Archer: ---
Reset: Event
Prerequisite: Shield: Block Arrow
Restriction:

Season: 1 2 3

Max Purchase: 1 2 3
Skill Points: 1 Endurance
Notes: You mayspendo ne Ski | | Point and call ifiResi sto to
shield.

Large Weapon: Sword, Club or Axe

Character Points
Warrior: 15
Harrier: 20
Archer: 25
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Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You mayuse darge weapon, such as a two handed sword, club or axe.

Large Weapon: Polearm

Character Points

Warrior: 15
Harrier: 20
Archer: 25
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use polearm

Large Weapon: Strong Blow

Character Points

Warrior: 10
Harrier: 15
Archer: 15
Reset: Encounter
Prerequisite: Large Weapon skill
Restriction: None
Skill Points: 1 Endurance
Notes: You may call A4 Damageodo with a | arge weapon.

Large Weapon: GreatBlow

Character Points

Warrior: 15
Harrier: 15
Archer: 20
Reset: Twilight
Prerequisite: Large Weapon: Strong Blow
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: You may call i Damageod with a | arge weapon.

Large Weapon: Massive Damage

Character Points

Warrior: 15,30,45,60
Harrier: ---
Archer: -
Reset: Event
Prerequisite: Feat of Strength, Large Weapon: Great Blow
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance (A swing combining Large Weapon: Great Blow and Massive Damage

still only uses 1 Endurance.)
Notes: You may <call one A6 Damageo as fi6 Damage by
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CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Character Points

Warrior: 15
Harrier: 15
Archer: ---
Reset: Twilight
Prerequisite: Large Weapon: Strong Blow and Feat of Strength
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points; 1 Endurance
Notes: You may call fiMai mo with a | arge weapon.
Unarmed: One Fist
Character Points
Warrior: 10
Harrier: 10
Archer: 15
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may fight with a single, short sword length fist phys rep.

Unarmed: Two Fists

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Unarmed: Reach

10

15

15

Instant

Unarmed: One Fist

None

None

You mayfight with two short swordength fist phys reps.

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Unarmed: Strong Blow

5

5

15

Instant

Unarmed: Onéist

None

None

You mayuselongsword length fist phys reps insteadsbbrt swordength phys reps.

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

15

15

20

Encounter
Unarmed:One Fist
None

1 Endurance
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Notes: You may <call i3 Damageo with a fist phys
Unarmed: Great Blow
Character Points
Warrior: 15
Harrier: 15
Archer: 20
Reset: Twilight
Prerequisite: Unarmed: Strong Blow
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points; 1 Endurance
Notes: You may call i5 Damaged with a fist phys
Clawed: One Claw
Character Points
Warrior: 5
Harrier: 5
Archer: 5
Reset: Instant
Prerequisite: Brer (appropriate animal type)
Restriction: None
Skill Points: None
Notes: You may fight with a single, short sword length claw phys rep.

Clawed: Two Claws

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Clawed: Reach

10

10

15

Instant

Clawed: One Claw

None

None

Y ou mayfight with two, short swordengthclaw phys reps.

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Clawed: Strong Blow

5

5

15

Instant

Clawed: One Claw

None

None

You mayuselong sword lengticlaw phys reps instead ghort sword lagth phys reps.

Character Points
Warrior:
Harrier:
Archer:

Reset:

15
15
20
Encounter

refy

refy
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Prerequisite: Clawed: One Claw

Restriction: None

Skill Points: 1 Endurance

Notes: Youmay cal | i3 Damaged with a cl aw.

Clawed: Great Blow

Character Points

Warrior: 15
Harrier: 15
Archer: 20
Reset: Twilight
Prerequisite: Clawed: Strong Blow
Restriction: None
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: Youmay <call A5 Damageo with a cl aw.

Clawed: Agony

Character Points

Warrior: 15
Harrier: 15
Archer:
Reset: Encounter
Prerequisite: Strong Blow, Claw
Restriction: None
Skill Points: 1 Endurance
Notes: You may call fifAgony o with a cl aw.
Back Attack
Character Points
Warrior: 15
Harrier: 10
Archer: -—-
Reset: Twilight
Prerequisite: Small Weapon or Medium Weapon skill
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None (although the Strong or Great Blow will still cost 1 poinEndurance).
Notes: This special attack allows you to attack a target from behind with a Strong or Great Blow
and add 2 to your damage. You must have both of the 1t

Attacks may only be attertgd with small or medium weapons, though not with a staff.

Back Attack: Stun

Character Points

Warrior: -
Harrier: 15,30,45
Archer: -
Reset: Event
Prerequisite: Back Attack
Restriction:
Season: 1 2 3

Max Purchase: 2 3 4
Skill Points: 1 Endurance (Yes, this event skill costs 1 Endurance.)



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Notes: This special attack allows you to attack a t
have both of the targetds shoulder bl ades ptedwithi ght t o |
small or medium weapons, though not with a staff.

Ranged: Bow
Character Points
Warrior: 20
Harrier: 20
Archer; 10
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use a bow phys rep. Using a bow is not a melee option, and blocking with a

bow is not permitted. If your bow is struck, you take the damage or you take a disarm effect. Additionally, the string
on the bow has snapped, and before you may agaimed®tv to fire an arrow, you must spend ten seconds
roleplayisgraqangysoutimhree bow.
You are encouraged to roleplay the drawing back and aiming of the bow before firing the packet at the target.
As a general rule, there should be at |¢@ste seconds between shots.
Arrows in Cottington Woods are represented using normal packets. Normal uncalled arrows may be blocked by a
shield. Arrows may be disarmed using a disarm attack.
For game balance, you may fire up to twenty arrows befoue supply of arrows is depleted. You may then
switch to a different weapon or spend five minutes Afl

Ranged: Thrown Weapon

Character Points

Warrior: 10
Harrier: 10
Archer: 5
Reset: Instant
Prerequisite: None
Redriction: None
Skill Points: None
Notes: You may us any kind ofhon-packet thrown weaponrA character may carry up to ten

throwing weapons. Fallen weapons can be picked up and used again.

Piercing Shots

Character Points

Warrior: ---
Harrier: ---
Archer: 10
Reset: Instant
Prerequisite: Archer Header
Restriction: None
Skill Points: None
Notes: You may aim for ten seconds, training your bow at a specific target, then throw the
packet and call il Damageo.

Ranged: Extra Arrows

Character Points
Warrior: ---
Harrier: ---
Archer: 15
Reset: Instant
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Prerequisite: Archer header, Ranged: Bow
Skill Points: None
Notes: You may fire ten extra arrows (for a total of thirty) before having fheteh.

Ranged: Fast Fletcher
Character Points

Warrior:
Harrier:
Archer: 20
Reset: Instant
Prerequisite: Archer header, Ranged: Bow
Skill Points: None
Notes: Reducedletchingtime by two minutes(makingfletchingtime 3 minutes).

Ranged: Strong Attack
Character Points

Warrior: 15
Harrier: 15
Archer: 10
Reset: Encounter
Prerequisite: Ranged: Bow or Ranged: Thrown Weapon
Restriction: None
Skill Points: 1 Endurance
Notes: You may call fi 3 Da mahpwad thramin ivéapoa Ranged atacks k f r om

with a call penetrate shields

Ranged: GreatAttack
Character Points

Watrrior:
Harrier: -
Archer: 10
Reset: Twilight
Prerequisite: Ranged: Strong Attack
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: Youmayc a | | i5 Damageo0 howdr throven veapon Raagekattéckso m a

with a call penetrate shields.

Ranged: Agony

Character Points

Warrior:
Harrier: -—-
Archer: 15
Reset: Encounter
Prerequisite: Ranged: Bow and Ranged: Strong Attack
Restriction: None
Skill Points: 1 Endurance
Notes: You may call flagonyo when attacking with a

Ranged: Root (by Arrow)

Character Points
Warrior: ---
Harrier: ---
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Archer: 20
Reset: Twilight
Prerequisite: Ranged: Bow
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may call iRoot o when attacking with
Ranged: Repel by Fear AiBa©Okf ! o
Character Points
Warrior: -
Harrier: -
Archer: 10
Reset: Twilight
Prerequisite: Archerheader, Ranged: Bow Skill, Ranged: Strong Attack
Restriction: None
Skill Points: 1 Endurance
Notes: You may gsturewith your bow at an opponent and call "By My Gesture, Repel by
Fear"
Ranged: Desperate Repel by Fear AfBaOkf ! O
Character Points
Warrior: --
Harrier: --
Archer: 10,20,30
Reset: Event
Prerequisite: Ranged: Repel by Fear
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: In times of despetion, an acher can draw upon hikill to force arenemy away, even

when exhausted. This works exactly as the Archer by my gesture repel, except that it doesSkdt Podtts to
use. It is an everskill, and can only be used per time boug¥ibu may gsture with your bow at an opponent and
call "By My Gesture, Repel by Fear"

Bow Parry
Character Points
Warrior:
Harrier:
Archer: 15
Reset: Instant
Prerequisite: Ranged: Bow and Archer header
Restriction: None
Skill Points: None
Notes: You would rormally take the damage or take a disarm affect if your bow is struck by an

incoming melee attack. This skill allows you to actively block a weapon using your bow, and to hold on to the bow
when doing so. You may not, however, wield a weapon in your other Fdmedbow becomes unstrung when
struck, and you must spend ten secondsptaging restringing the bow before you can use it again to fire an arrow.

Weapon and Bow

Character Points
Warrior: ---

a

b c



Harrier:

Archer:
Reset:
Prerequisite:
Restriction:
Skill Points:
Notes:

weapon in the other
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10

Instant

Medium Weapon, Bow Parry

None

None

You may parry usinggour bow in one hand while usingmedium or smalinelee

Wear Armor : Light Armor

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

10

10

15

Instant

None

None

None

Yougain benefit from wearing light armotight Armor grants 1 point céirmor.

Wear Armor : Medium Armor

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

15

20

25

Instant

Wear Armor: Light, 1 event.

See below

None

Yougain benefit from wearingnedium armor. MediumArmor grants2 points of armor.

You maywear medium armor beginning wistour first event, but cannot gain full benefit from it untdur second

event.

Wear Armor : Heavy Armor

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

15

20

Instant

Wear Armor: Medium, 2 events

See below

None

Y ougain benefit from wearinpeavyarmor. HeavyArmor grants3 points of armor.

You maywearheavyarmor beginning wittyour first event, but cannot gain full benefit from it urgdur third

event.

Wear Armor : Golem Light Armor

Character Points
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

5

10

10

Encounter
Golem character
None
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Skill Points: None
Notes: You benefit from 1 point of naturarmor. Golem armor is different from normal worn
armor, in that it is part of the golembs body. Gol em

full if you are able to use a Rest action. Golem armor does not stack with normal amrenm,aamored golem
cannot benefit from wearing armor. As indicated in the racial description for golem, golem armor must be
represented and recognizable for what it is (bark, ice, dirt, whatever). It must be worn all thé tsressentially
thegolends s ki n.

Wear Armor : Golem Medium Armor

Character Points

Warrior: 10
Harrier: 15
Archer: 20
Reset: Encounter
Prerequisite: Wear Armor: Golem Light Armor
Restriction: none
Skill Points: none
Notes: You benefit from 2 points of naturafmor. Golem armor is different from normal worn
ar mor , in that it is part of the golembébs body. Gol em

full if you are able to use a Rest action. Golem armor does not stack with normal aigreom,aamored golem

cannot benefit from wearing armor. Unlike normal worn armor, you may begin game with medium golem armor.

As indicated in the racial description for golem, golem armor must be represented and recognizable for what it is

(bark, ice, dirtwhatever). It mustbe wornallthetimé t i s essentially the gol embés s

Wear Armor : Golem Heavy Armor

Character Points

Warrior: 10
Harrier: 15
Archer: -
Reset: Encounter
Prerequisite: Wear Armor: Golem Medium Armor
Restriction: none
Skill Points: none
Notes: You benefit from 3 points of naturatmor. Golem armor is different from normal worn
ar mor , in that it is part of the golembés body. Gol em

full if you are able tause a Rest action. Golem armor does not stack with normal armor, and an armored golem

cannot benefit from wearing armor. Unlike normal worn armor, you may begin game with heavy golem armor. As
indicated in the racial description for golem, golem armast be represented and recognizable for what it is (bark,

ice, dirt, whatever). It must be worn allthetimlet i s essentially the golembs skin

Shrug and Recover

Character Points

Warrior: 10
Harrier: 15
Archer: 20
Reset: Twilight
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Endurance
Notes: You mayroleplay for 3 seconds and reco®Body. Shr ug and stretch, the

3 to self. o

Rest Back Health




CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Character Points

Warrior: 10,20,30
Harrier: 10,20,30
Archer; 15,30,45
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: none
Notes: When you Rest, you may recover your Body to full. If your rest is interrupted, you do

not lose the use of this skill.

Parry
Character Points
Warrior: 15
Harrier: 20
Archer:
Reset: Twilight
Prerequisite: Any melee weapon skill (not fist orash)
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may parry one attack by melee weapémarry can be performed with angadied

melee weapon, except claws or fists, and can only parry shots that land on a limb (arms, legs¥wifeagy
parry melee attempts to disarm or destroy your weapdtacks byCorruption, InsanityNightmare, or Faerie
cannot be parriedif struck, yw cal |l , AParry. o

Warriorb6s Parry

Character Points

Warrior: 10,20,30
Harrier:
Archer:
Reset: Event
Prerequisite: Parry
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: You may parry one attack by melee weapémarry can be performed with angadied

meles weapon, except claws or fisssid can only parry shots that land on a liontthest. Warrior's Parry cannot
parry a shot that strikes the target's back. You may parry melee attempts to disarm or destroy your weapon.

Attacks byCorruption, InsanityNightmare, or Faerie cannot be parriégdf st ruck, t hd lcadl l
Disengage
Character Points
Warrior: 10
Harrier: 10
Archer: 10
Reset: Encounter
Prerequisite: Any weapon skill
Restriction: None
Skill Points: 1 Endurance

Notes: You maycalla iBelbgagé.

S
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Avoid
Character Points

Warrior: 25,50,75

Harrier: 15,30,45

Archer: 20,40,60
Reset: Twilight
Prerequisite: None
Restriction:

Season: 1 2 3

Max Purchase: 2 3 4
Skill Points; 1 Endurance
Notes: Y ou ma y voidddoheindoingattack by weapon or one packet attack.
FleetFooted
Character Points

Warrior: --

Harrier: 15

Archer: --
Reset: Twilight
Prerequisite: Harrier header
Restriction:

Season: 1 2 3

Max Purchase: 2 3 4
Skill Points: 1 Endurance
Notes: Youmayc a | | fResistdo to a Mai m, Root , or Sl ow e
Quick Block
Character Points

Warrior: 10

Harrier: 10

Archer: 15
Reset: Encounter
Prerequisite: Parry
Restriction: None
Skill Points: 1 Endurance
Notes: If you are struck by an uncalled weapgpacket, thrown weapon arrow attackand you
have a weapon in hangpumay c al | AResi st by Skill .o
Courage
Character Points

Warrior: 10

Harrier: 15

Archer: 15
Reset: Twilight
Prerequisite: Any fighter header
Restriction: None
Skill Points: 1 Endurance

Notes: CalPurgegi agai nst any one attack fiby Fear . o
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12.4 Rogues
iOt her thieves merely stole everyt
but this thief stole t
~Terry Pratchett, Sourcery
Outlook

Plenty of places in the Written World are protected by locks and traps and other d&dgegs arskilled in
getting past these barriers to the stuff on other side. Not everyone who learns the skills of roguery is a criminal
even the king of Farraway trains his Jacks thbst, to call a spade a spade, many are. It is from these individuals
that his header gets its name.

A Note on Men of Science vs. Rogues
While the two headers go geitvell hand in hand, there is a large difference between a gadget
and a trapped box.
The gear icon indicates that a box is a gadget, and not something thatwarked using the
Pick Locks o DisarmTrapsSkills. The ONLY skill that allows a player to manipulate an item with
a gear icon attached to ittise Manipulate Gadgegkill..

Also, Men of Science use a number of special tools, such as the crassimairapered torque shanks, the long
handled force driver and the variable capacity grip crank. Rogues utilize simpler, more common versions of each of
these tools (the phillips head and flat head screwdrivers, the hammer and the adjustable wresehhpolSrshould
not be confused for one another. The simpler versions do not allow a rogue to manipulate gadgets.

Roguery Skills

Skill: Endurance

Character Points: 5,10,15
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
Notes: Skill represents the number of special actions a character can take during each encounter.

There are different types of Skill, and when a point of Skill is purchased, it is immediately assigned a type. Most
chamcters will only require one, or at most two types of Skill.

The different Skill types are Magic (magicians), Faith (priests of the Word), Craft (witches), Imagination
(sandmen), Brain Waves (men of science), and Endurance (for everyone else).

Skill returns to full when the character is able to rest fully.

The cost of a single point of Skill is determined by the total number purchased, regardless of where the points
were assigned after purchase.

ExampleOne A character purchases a point of Skill ocharacter points and assigns it to Endurance so he can
use his strong attack. He is also a magician, so he purchases a second point of Skill and assigns it to Magic. The
first point of Magic is still the second point of Skill, and would 10 charad#t$ not 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 15 + 20 + 25)
which have all been assigned to Endurance, and decides to purchase the Priest Header. His first point of Faith
would cost 30 charaet points.

Locks: Pick Locks

Character Points: 10

Reset: Instant

Prerequisite: Roguery Header or Man of Science Header
Restriction: None

Skill Points: None
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Notes: You may attempt tpick a lock. You may also readny tags that may be present on a
lock. Appropriate tools are required. Note that special tools are required to pick certain locks.

Locks: Pick a Lock

Cost: 20,40,60
Reset: Event
Prerequisite: Rogue header, Pick Locks
Restriction:
Season: 1 2 3
Max Purchase: 2 2 3
Skill Points: 1 Endurance
Notes: You mayopena single lock. Some locks cannot be opened in this manner, and those

locks will indicatethat detail on an appropriate tagou must roleplay the attempt to pick the lock for three minutes
before expending a Skill Point anding this skill. Note that special tools are required to pick certain locks, and this
skill does not negate that requirement.

Locks: Escape Bonds

Cost: 10

Reset: Encounter

Prerequisite: Pick Locks

Restriction: Rogue header

Skill Points: 1 Endurance

Notes: You mayfreeyourself from a binding, such as a rope or manackiace for safety

reasons you cannot actually be restricted in your movements, this skill is the only method of escape.

Traps: Disarm Traps

Cost: 10
Reset: Instant
Prerequisite: None
Restriction: Rogue of Man of Science header
Skill Points: None
Notes: You mayattempt to disarm a trapfou may alsaead any tags that may be present on a
trap.
Traps: Trap Dodge
Cost: 10,20,30
Reset: Event
Prerequisite: Disarm traps
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: You mayavoid the damage fromechanicatrapwould otherwisecause you harmThe
cal |l f or t The sap stibdedirdys any iténds.it is protecting, however. A character cannot Trap Dodge

and Recover Goods at the same time.

Traps: Recover Goods

Cost: 15,30,45
Reset: Event
Prerequisite: Trap Dodge
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Notes: You maysave thedot from a trapped box if@ap has beetriggered You must take the

damage. This cannot be used at t he s alfiteedamagedromas Tr ap |
the trap is enough to bring the character to unconscious, the goods remain safely in the box, although the box is open

and the trap sprung. If there is more than one trap in a box, more than one use of this skill is required tbeecove

goods.

Hide: Concealltem

Cost: 20

Reset: Encounter

Prerequisite: None

Restriction: None

Skill Points: 1 Endurance

Notes: You mayhide a single item or pouch from a searfiith each use of this skill the item

remains hidden until you Rest. Therh should be of a size where it could be concealed, and it must actually be on
your person. When someone searches you, items that are not concealed should be turned over to the searcher,
however you may silently resist the attempt to discover the cattéam.

Hide: Resist Expose

Cost: 10,20,30
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: none
Notes: You may hide from an fiExpose <<by trait>>0.

expose that doa®t have a trait. Once activated, the skill lasts five minutes, during which time you do not have to
respond to an expose by the same trait. No response to the call is needed (since that would effectively give your
location away). You MUST respond to expose coming from a new trait, unless you use this skill a second time.

Seek:Quick Searcha Body

Cost: 10

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: It normally takes ten seconds to search a fallen bodigh this skill, you may search a

body in only three seconds. When you initiate the seal
seconds state AFinish Quick Search. o The NPC will t hel

Seek:Searchan Area

Character Points: 5

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: By searching an area (and reading tafisfor you to find) you maylearn things that are

difficult or impossible for us to physically represdntsome cases thosetails will be available for everyone to
know, but if something is well hidden, it may require that you have this skill.

Hear Rumor: Streetwise

Character Points: 10
Reset: Between Event
Prerequisite: None

Restriction: None
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Skill Points: None
Notes: You have the right contacts and connections within the streets, bars, and less savory
places of society, such that you always hear the latest things being whispered or gossipetoabmatyhear
Al ower c | as s 0 rumars bétheeraevekty on anaylcleoodseé to use this skill passively or actively. If
used passively, Plot will provide relevant rumors or gossip you may hear on the streets. If you used actively, you
must submit a question or topic that you are seeking to hear rumors about REfoly the deadline. This skill
guarantees a response, but it is also possible the topic you are seeking information on may not be widely talked
about. Itis also possible that someone may take note of the questions you are asking.

* Multiple charactersnay stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received will be greater than what would be discovered individually. If combining efforts, you must
indicate that you are doing so when submittihe skill use in your PEL.
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12.5 The Priest of the Word

"My task which | am trying to achieve is by the power of the written word,
to make you hear, to make you feitlis, before all, to make you see.
That-and no more, and it is everything."
~ Joseph Conrad

AAnyone who theesmnodust gkeéntsmal |l matters cannot

--Albert Einstein

Outlook

The Priests of the Church tife Wordare among the most respected men and women of the world. They
follow the Written Words of the First Patron, collecting facts, checking them, and storing them in their vast library
in the city of Farraway. The church values truth. That said, it is not above the changing of Fate when its members
see the need. Priests will aftsee visions of events to come. They may pray to change those events. They view
both to be gifts from the First Patron, and consider it their duty to act on them.

While the Priests of the Word do not prescribe to any moral code (beyond a strict edhenehat is truth),
they are often called to write the laws of the land, and to witness and judge when those laws have been broken.
Every important event, whenever possible, has a priest in attendance to write it down. The saying goes that if a
thing is not written, it never occurred.

Priestly Garb

The priestly garb includesplain white, off white or brown cassock (originally based off the color of paper,
over the generations this has become lighter in shade, and now even white is accdptiasts)generally don't
wear their full cassocks when they are simply out and about. Plain clothes aeméioeraged evefgr every day
wear.Each priest also has a stole. These are typically individualized, although priests higher up rank waald wear
more uniform stole when performing their duties. The stole, being two sided, typically would have the word
ATRUTHO running top to bottom on the right side in
left, in whatever format thimdividual desires. This block of text should be significant to each individual.

Player character priests may feel free to individualize their stole. They are not high enough in rank to worry
about the uniform pattern. Player character priests mag broassock to game, but it is not required wear.

Priests Skills

Resist Doubt

Character Points:

Paladin: 5,10,15,20
Healer: 5,10,15,20
Scholar: 5,10,15,20
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: The strength of your Faith protects you.

Doubt 0 or Thisskill nay be essdiwhil@ unconscious or dead, but not while Drained.

Skill Points: Faith

Character Points: 5,10,15
Reset: Enoounter

bl

O (
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Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
Notes: Skill Pointsrepresent the number of special actions a character can take during each

encounter. There are different types of Skill Points, and wigkillaPoint is purchased, it is immediately assigned
a type. Each type of Skill Point fuels a different type of skill. Most characters will only require one, or at most two
types of points.

The different types of skill point are Magic (magicians), r§iriests of the Word), Craft (witches),

Imagination (sandmen), Brain Waves (men of science), and Endurance (for everyone else).

The cost of a Skill Point is determined by the total number purchased, regardless of how the points were
assigned after purelse. Types of Skill Points affect different skills, but for the purposes of purchasing additional
Skill Points, they are all the same.

ExampleOne A character purchases a Skill Point and assigns it to Endurance so he can use his strong attack.
He is dso a magician, so he purchases a second Skill Point and assigns it to Magic. The first point of Magic is still
the second Skill Point, and would cost more than the first point.

Example Two:A character has the Warrior header and has five Skill Painitsh have all been assigned to
Endurance, and decides to purchase the Priest Header. His first Faith Point would cost the same as his sixth Skill
Point.

Witness, or Writing the Word

Character Points:

Paladin: Free
Healer: Free
Scholar: Free
Reset: Instant
Prerequisite: Any priest header
Restriction: None
Skill Points: None
Notes: The Church of the Word has a saying: Al f a t
that end, you are granted the authority to add facts and details into thebesasck s of t he chur ch. Y
witnesseso to the events of the world. Priest of the

marriages, deaths, important battles, contracts, and really anything worth remembering. dhenpst of
information is considered a great shame.

Witness is not so much a skill as it is a duty, and it is one that every priest takes very seriously. To record a
thing wrong, especially on purpose, is the worst offense a priest can make, se theny aareful to record names,
places and events correctly. Some priests carry this believe into the things they say, being careful not to even speak
a mistruth.

Priests who formally Witness and Record events, contracts, or other things of impehanickinclude in their
PELs what they have Witnessed and Written.

Visions of the Word

Character Points:

Paladin: 10
Healer: 10
Scholar: 10
Reset: Between Event
Prerequisite: Any Priest Header
Restriction: None
Skill Points: None
Notes: You havevisions sometimes of thpast, and sometimes they are of the futuviost

priests of the Word are fiblessedd with these visions,
This is a passive skill and occurs between events.
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Repel Corrupt

Character Points

Paladin: 15
Healer: 15
Scholar: 15
Reset: Encounter
Prerequisite: Any priest header
Restriction: None
Skill Points: 1 Faith
Notes: You are imbued with the lawful power of the word, and as such, you may repel many of
the creatures of Anathema. Point at your target (or raise a symbol or sword), call out a forceful command backed by
the power of your faith that is at least four syllablel ong ( AEvi | Hence Begone! d or so
gestur e, Repel to Corruption by Faith!o You may mai nt

these active at the same time (one with each hand). While maintaining the(ggsyotemay not use other skills
(except to call defenses). Your hands do not need to be free to use this ability.

Desperate Repel Corrupt

Character Points

Paladin: 15
Healer: 15
Scholar: 15
Reset: Event
Prerequisite: Repel Corrupt
Restriction:
Season: 1 2 3
Max Purchase: 1 1 2
Skill Points: None
Notes: Priestsare so imbued with the lawful power of the word that in times of desperation, they

are able to draw upon the power of their Faith even whi¢
skill except it does not cost Skill Points to use. It is gertE Skill, and can only be used per time bought. Point at

your target (or raise a symbol or sword), call out a forceful command backed by the power of your faith that is at

|l east four syllables I ong (AEvi | Htere KRepel ® €Egraptiambyd or s o mi
Faith!o You may maintain the gesture for up to five mi
(one with each hand). While maintaining the gesture(s), you may not use other skills (except to call d&feases).

hands do not need to be free to use this ability.
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Paladin Skills

Imbue/Forge Holy Weapon
Character Points:

Paladin: 15

Healer: -

Scholar:
Reset: Event
Prerequisite: Paladin header
Restriction: None
Skill Points: 1 Faith
Notes: You mayimbuea weapon with the holy power of the Word to make it a powerful

weapon against demons and undead. Traditionally this weapon is a sword, but it may be any small, medium or large
weapon (though not a bow, fist of claw).

To Imbue an existing weap@s holy, you must design a rite that includes the following elements:

* |t must be a minimum of 5 minutes in length.

* The focal point of the Rite must be the weapon that is being infused with the Word.

* The rite must include speaking and gestures.

* The rite must include writing of some kind, even if this is only tracing out symbols, runes, letters, or words,
although consider that this writing would eventually be turned in to the church to making the rite official.

* The weapon must be given a Wdlit becomes its Name.

* The rite cannot be interruptedf you take harmful effects or stop the rite, or someone else interrupts or walks
through the rite, then you must begin again.

As long as those requirements are met, you may perform the Ribe agsh. At the end of the rite, you may
call out Al mbue Holy Weapon by Faithod and your weapon |

Once this is done on a weapon, you do not need to perform this rite #gainonsidered to remain in effect
between eves, and does not end unless you imbue a new Holy Weaymmnmay only have one weapon that is so
empowered.If it at any point you wish to imbue a new weapon, you may do so, following the guidelines above, but
the previous weapon loses its holy imbdéis can be done during an Encounter, but please note that interruptions
will reset the rite.

You may also choose to perform this rite while forging your own weapbis requires you to have the
Weaponsmithing skill and the necessargame componentsA Holy Weapon personally created by the Paladin
who wields it, weaving in it his Words as he does, is said to be more powerful and it is possible there are hidden
skills that may be discovered related to this.

Once cast, in addition to becoming a foonisdther abilities, the Paladin can cast Priest spells while holding
and using their Holy Weapon in one hand. You must have the skill to use the weapon to do this. This overrides the
restriction requiring both hands to be free to cast spells.

Notes:

* This skill also works with any Priest packedsed skills that are not technically spells but that work like
spells.

* If the weapon is destroyed, the Holy Sword Imbue is not lost, but you cannot use the Sword for any abilities
relying on it until the Swat is repaired.

True Weapon

Character Points:

Paladin: 10
Healer: -
Scholar: -
Reset: Twilight
Prerequisite: Imbue/Forge Holy Weapon, Weapon Smith skill
Restriction: None
Skill Points: 1 Faith
Notes: While holdngaHoyWeapon that you have built yourself

oneDestroy omDisarm effecto that weaponThis skill may be used while unconscious or dead, but not while
Drained.
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Detect Undead

Character Points:

Paladin: 10
Healer: -
Scholar: 10
Reset: Encounter
Prerequisite: Paladin or Scholar header
Restriction: None
Skill Points: 1 Faith
Notes: You may sense the presence of the restless dead. Call out a forceful command backed by
the power of your faith that is at least six syllables longaid| | ABy my voice, Expose Unde

Detect Corruption

Character Points;

Paladin: 10
Healer: -
Scholar: 10
Reset: Twilight
Prerequisite: Paladin or Scholar header
Restriction: None
Skill Points: 1 Faith
Notes: You maysense the presence of demons and the undead they create. Call out a forceful
command backed by the power of your faith that is at least ten syllables longaahdl ABy my voice, E X

Corruption. o

Medium Weapon: Sword, Club or Axe

Character Points

Paladin: 5
Healer: -
Scholar:
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: Youmayuse amedium lengthpnehanded weapqrsuch as a sword, club or hammer.

Medium Weapon: Strong Blow by Faith

Character Points:

Paladin: 15
Healer:
Scholar:
Reset: Encounter
Prerequisite: Paladin header, Medium Weapon
Restriction: None
Skill Points: 1 Faith
Notes: You may call A3 Damage by Faitho with a medi

Medium Weapon: Great Blow by Faith

Character Points:

Paladin: 20

Healer: ---

Scholar: ---
Reset: Twilight

Prerequisite: Paladin headeiMedium Weapon: Strong Blowy Faith
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Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points; 1 Faith
Notes: You may call i5 Damagweapory Faitho with
Two Weapons
Character Points
Paladin: 20
Healer:
Scholar:
Reset: Instant
Prerequisite: Small or Medium Weapons
Restriction: None
Skill Points: None
Notes: You may wield two small or medium weapons simultaneously, one in each Thhad.

weapons must be medium or small in length, and cannot be a staff.

Shield
Character Points
Paladin: 30
Healer:
Scholar:
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may use ahield. Shields block any uncalled ranged attack, including uncalled

a

me d i

arrows and spells. Any called ranged attack will go through a shield. Shields block all melee weapon attacks unless

t hose

attacks

are fAby

paladin abilities, where it is noted in the description of those abilities.

Large Weapon: Sword, Club or Axe

Ma s s i v e 0ld-thedrdylexcepton lmemd certaia s t

Character Points
Paladin:
Healer:
Scholar:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

20

Instant
None
None
None

You mayuse darge weapon, such as a two handed sword, club or axe.

Large Weapon: Strong Blow by Faith

Character Points:
Paladin:
Healer:
Scholar:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

15

Encounter

Paladin header, Large Weapskill
None
1 Faith
You

may call i 4

Large Weapon: Great Blow by Faith

Damage by

Faitho

wi t h

a

a

spel
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Paladin: 20
Healer: -
Scholar:
Reset: Twilight
Prerequisite: Paladin headet,arge Wapon: Strong Blovby Faith
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Faith
Notes: You may call 6 Damage by Faitho with a 1| arc¢
Weapon Damage by Faith
Character Points:
Paladin: 10
Healer: -
Scholar:
Reset: Instant
Prerequisite: Paladin headegppropriate weapon skill
Restriction: None
Skill Points: none
Notes: While wieldingyour Holy Weaponyo u may cal | any called damag:
Agony to Corruption
Character Points.
Paladin: 15
Healer: -
Scholar:
Reset: Twilight
Prerequisite: Paladin header
Restriction: None
Skill Points: 1 Faith
Notes: You may hold up your Holy Weapon, present it

gesture,

Agony to

Corrupti on. 0 madnumofrh@sgcordda waladinsue t o hol

utilize this ability to cause discomfort to creatures of Anathebut also as a tool to aid during Exorcisms. You

may maintain the gesture for up to five minutes, and may have two of these active at the same time (one with each
hand). While maintaining the gesture(s), you may not use other skills, except for Huly, Warm Undead, and to

call defenses. You may use this ability while also using a shield.

Holy Wrath
Character Points
Paladin: 15,30,45,60,75
Healer: ---
Scholar:
Reset: Event
Prerequisite: Paladin header, Imbue/Forge Holy Weapon
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Faith
Notes: You may call upon the power of the word to smite a deofdknathema or one of its

creations. Point youtdoly Weapon towardgour target, call a command that is just long enough tdbkstiathat

you have

t he
knows you are aiming the gesture at him). Calli By

creatureds att ent iiothsis(usthoestablish tisattheNPGMi ni mu m

my Hedamage to Corruption! o \

ability while also sing a shield.
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Harm Undead
Character Points;

Paladin: 15,30,45,60,75
Healer: -
Scholar:
Reset: Event
Prerequisite: Paladin header, Imbue/Forge Holy Weapon
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Faith
Notes: You maycall on the power of the Word to injure every undead in your vicinity. Lift your

holy weapon into the air, make a commanding statement that affirms your faith in the word and is at least ten
syllables in Ilength, then callYo@Bypwaywyusveitleis 2albialmiatyge
shield.

Wear Armor : Medium Armor

Character Points

Paladin: 20
Healer:
Scholar:
Reset: Instant
Prerequisite: Wear Armor: Light, 1 event.
Restriction: See below
Skill Points: None
Notes: Yougain benefit from wearingredium armor. MediumArmor grants2 point of

protection. You maywear medium armor beginning wiglour first event, but cannot gain full benefit from it until
your second event.
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Scholar Skills

Research
Character Points:

Paladin: 10

Healer: 10

Scholar: 5
Reset: event
Prerequisite: none
Restriction: none
Skill Points: none
Notes: You are well read, and can research scholarly questions about matters like history and

magical theory, using libraries and scholarly contacts at universities and the like. You can choose to use this info

skill activelyor passively after each event to research a sub@dateen eventsThis works better if you have

declared a specific fié of study that you may be familiar with, but it is otherwise a broadly defined skill.

* |f you use it passively, you will receive snippets of information that have turned up in your betvesren

reading in your character envelope at check in nexitevhich may contain relevant plot information. (Sometimes

we may use other delivery methods, such as an NPC visit, to give you your info.)

* | f you wuse it actively, in your PEL after eawh event
an answer at the next event you attend. Your answer may be an OOG note in your character envelope at check in, or

an G letter, or a scholarly contact who comes in person to give you your answer during game. There is no

guarantee that the informatigou get will be true oraccuraie but it i s what you could ynd
this avenue. Someti mes the answer may simply be that
methods.
Notes:

* |f for any reason staff fails to give yoa reply to your question at the next event, we will do our best to get you

your answer at the following event. In the meantime, you can ask another question after the new event without
Aireplacingd your ol d one; wesyoeuiaskho npe thanymeguestionpeveverd on b
usingthis skill.

* You MUST submit your question by the PEL deadline of two weeks after the event in order to receive an answer

if using this skill actively. If we do not receive a question by the deadlieayilvassume you are using the skill

passively

* Multiple characters may stack use of this skill together to ask the same question. If multiple uses are stacked, the
information received will be greater than what would be discovered individually. Kiocarg efforts, you must

indicate that you are doing so when submitting the skill use in your PEL.

Insight
Character Points
Paladin: 10
Healer: 10
Scholar: 5
Reset: Event
Prerequisite: None
Restriction: None
Skill Points: 1 point of Skillof any type
Notes: This skill dlows youto read an Insight Caifdr a hint when faced with a challenge.
Such a card may offer a clue how to get past a puzzle or difficult situation.
I f a Patron is present, you may imptlmsi qlppdoacht &t en
guestion to the Patron in the form of an inner monologue. The patron may, in the course of his writings, indicate
some hint in returnExample You approach the Patron and say, ASpeak
only we could find a way out of this rooméod The patrol

and looked over her left shoulder, where a vent shaft was set in the wall. If only she could get through the grate, she
might find the way o 0

Someti mes a fairy might be present who can respond.
may sometimes reveal such a fairy. It may be that the fairy speaks from the shadows, or through the mouth of
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another being in the room with yo In any case, you should never question the spirit, but should ask your question
in the hopes of an answer.

I't may be that no hint or answer is forthcoming.
was no aid foaithgomi qqlygt 6j u§thesthrug its shoulders and
this skill is not spent. You may use it again, though not in the current encounter.

Astrology
Character Points

Paladin: 10

Healer: 10

Scholar: 5
Reset: Event
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You are skilled at reading the stars and other portents to foresee what may come. At the

beginning of each event, you will receive a reading indicating what the stars agntpare tellinggou may occur.

You may alsause this skill to read another character's horoscope. In your PEL, please submit the character
whose horoscope you are reading. You must submit this by the PEL deadline. At the next event, you will receive
their horoscope.

Lagly, you may attempt to use this skill during an event, with plot assistance. There will be a place in game
where requests for astrology readings may be placed, which plot will occasionally check. If staff we are able to do
so, we will send a responseytou.

Read/Write (Demon)

Character Points:

Paladin: 15
Healer: 15
Scholar: 10
Reset: Instant
Prerequisite: Read/Write (Human) Print, Any priest header
Restriction: Brer cannot learn this skKill.
Notes: You may make sense of the language of Anathetayers may not start with this skill,

but it may be learned in game once you find an appropriate teacher. The demon writing of anathema is painful to
read, and the reader should beware when trying.

Writing in the norhuman language will typically appeain a sheet of paper over a translated second page, and
those who have the correct skill will be able to turn to that translated page. To write in-tienmeam language,
you need only to write normally, and to place a cover page over the legible wtinthe cover page you should
indicating that the body is written in that other language.

Read/Write (EIf)

Character Points;

Paladin: 15
Healer: 15
Scholar: 10
Reset: Instant
Prerequisite: None
Restriction: Brer cannot learn this skill.
Notes: You may read and write the language of the Greencloud elves. Players may not start with

this skill, but it may be learned in game once you find an appropriate teacher.

Writing in the norhuman language will typically appear on a sheet of paper ovanslated second page, and
those who have the correct skill will be able to turn to that translated page. To write in-fienmam language,
you need only to write normally, and to place a cover page over the legible writing. On the cover page glou shoul
indicating that the body is written in that other language.
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Read/Write (Goblin)
Character Points:

Paladin: 15
Healer: 15
Scholar: 10
Reset: Instant
Prerequisite: None
Restriction: Brer cannot learn this skill.
Notes: You may read and write the language of the UnderMarsh goblins. Players may not start

with this skill, but it may be learned in game once you find an appropriate teacher.

Writing in the norhuman language will typically appear on a sheet of paperaotranslated second page, and
those who have the correct skill will be able to turn to that translated page. To write in-tenmam language,
you need only to write normally, and to place a cover page over the legible writing. On the cover pageiigou s
indicating that the body is written in that other language.

ReadlLanguage
Character Points:
Paladin: -
Healer: -
Scholar: 10
Reset: Twilight
Prerequisite: Scholar header
Restriction None
Skill Points: 1 Faith
Notes: Instead of actually learning a different language, you can pray for understanding.

Generally this is considered to be a shortcut in the eyes of the church, but it certainly does take less time.
By spending a point of FRaaitthh da,ndy osut anha yn gr efia dnbauney tsoi nsge
written in another language as if you possessed the normal skill to do so.

Scholar's Eye

Character Points;

Paladin: -
Healer: -
Scholar: 10
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: 1 Faith
Notes: The Scholar is studied such that he understands or notices details that might escape

another. This skill allows Scholar's to read yellow "Scholar's Eyes" tags.

Messenger
Character Points.
Paladin: -—-
Healer: -—-
Scholar: 10
Reset: Between event
Prerequisite: None
Restriction: None
Skill Points: None
Notes: Scholar's are able to ensure that messages sent through the network of the Church and the

Grimm Brotherhood reach its destination. A message sent with the Messendsrgsldlianteed to reach its
destination. Alternately, this skill may be used to ensure information or a true story is reached by the Grimm
Brotherhood for possible inclusion in the Codex. This is a between event skill, and the message to be delivered must
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be submitted with your PEL by the skill deadline. The use of this skill guarantees a response of some kind to a
message sent, though it may not be the response the character is expecting.

Determine Veracity

Character Points:

Paladin: -
Healer:
Scholar: 10,20,30
Reset: Between Event
Prerequisite: Schol arbés Eye
Restriction: None
Notes: You may, betweepventsstudy a written work and pray on it to determine if the work is

truthful. If a work is truthful, you will know it. The more divergentri the truth a work is, the easier it is to
determine that the work is false, and how. A very cleverly worked piece of fiction might be proven false, but might
not give an indication where it diverges from the truth. This prayer will reveal if a wark @ lies, but it gives no
indication as to the motives of the author.

Divine Prayer

Character Points;

Paladin: -
Healer:
Scholar: 15,30,45
Reset: Event
Prerequisite: Scholar header
Restriction: None
Skill Points: 1 Faith
Notes: During an event, you may visit a church of the Word and pray on a topic or question.

You will write down your question and leave it in a box provided for such prayers. The writing of the question is
symbolic and important, and is entirely in game.

Plat will check the box several times during an event, and, provided we have the time and a valid answer, we
will respond. It is up to you to return to the church to check to see if there is a reply.

Detect Undead

Character Points;

Paladin: 10
Healer:
Scholar: 10
Reset: Encounter
Prerequisite: Paladin or Scholar header
Restriction: None
Skill Points: 1 Faith
Notes: You may sense the presence of the restless dead. Call out a forceful command backed by
the power of your faith thatis atleastsiyy | | abl es | ong and call ABy my voice

Detect Corruption

Character Points:

Paladin: 10

Healer: -

Scholar: 10
Reset: Twilight
Prerequisite: Paladin or Scholar header
Restriction: None

Skill Points: 1 Faith
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Notes: You maysense the presence of demons and the undead they create. Call out a forceful
command backed by the power of your faith that is at least ten syllables longeahdl fiBy my voi ce, EXrg
Corruption. o

Resist vs. Confusion

Character Points:

Paladin:
Healer:
Scholar: 10
Reset: Encounter
Prerequisite: Scholar header
Restriction: none
Skill Points: 1 Faith
Notes: You may resist any attempt to conf dhse you.

skill may be used while unconscious or dead,rm while Drained.

Focused Mind

Character Points;

Paladin: -
Healer: -
Scholar: 10,20,30
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Faith
Notes: Your mind is so focused on the Word thdtile taking notestrarscribing, or working on

a puzzleor code you areprotected by the Written Worfdom harm Spendl Faith anctall "resist"against a packet
or weapordelivered attack. This does not work against attacks @imguption, InsanityNightmare, or Faerie.

Speak with Spirit/Speak with the Dead

Character Points;

Paladin: -
Healer: -—-
Scholar: 10
Reset: Twilight
Prerequisite: Scholar header
Restriction: None
Skill Points: 1 Faith
Notes: You may speak with the spirits of thodead that linger in the living worldAfter a brief
prayer of at | east six syllables invoking the Word, yol

with Spirito orlfthfe &apetiathenwillinghyoubnayaspeak fsewith each other for the
duration of the encounter.

Life Keeper "Tell me Your Story"

Character Points:

Paladin: ---

Healer: ---

Scholar: 5,10,15,20,25
Reset: Event
Prerequisite: None
Restriction:

Season: 1 2 3

Max Purchase: 2 4 5
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Skill Points: None

Notes: Your desire to write the story of one who has passed on is so strong that they are able to
hold their spirit from Departing in order to record their tale. Touch a packet to a target that has died but has not yet
reached the end of their five minute count and call, "Imbue to Dead by Life Keeping". Hand them the Imbue card to
read if they do not understand how this skill works. This grants the dead the ability to speak to the Scholar and only
the Scholar. Theiife minute count is then halted, so long as the Scholar asks questions about their life, the target
continues to answer, and the Scholar writes the answers/stories down.

Hindsight: Remembrance

Character Points;

Paladin:
Healer:
Scholar: 10
Reset: Between Event
Prerequisite: Scholar header
Restriction: None
Skill Points: None
Notes: Between eventgjou may request clarification on the details of an encounter you

experienced during the previous event. You must give as much detail as ytw lvalp us recall the event clearly,
ourselves). Use of this skill does not count towards your limit of Between Event Info Skills.

Sharing the Written Word

Character Points:

Paladin:
Healer:
Scholar: 10
Reset: Twilight
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: Scholars are able to channel the power of the written word to aid others. Spend at least
two minutes sharing information you have gained, notes you havenytidlling of things you have witness, or

instructing or teacher others. At the end of tho
Voi ce, He al 2 by Faitho, ABy My Voice, Curethidl
When making the call, the volume of the call must be at the same volume level as the conversation itself.

S e
by

Blessing of the Witnhess

Character Points:

Paladin: ---
Healer: ---
Scholar: 5
Reset: Event
Prerequisite: Witness, Sharing thé/ritten Word
Restriction:
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: None

Notes: This skill may be used if a Priest Witnesses and Records (writes down) a significant event, moment,
contract, oath, or other such event to bless the participants of that mdifigistis most often used when a Priest is
explicitly asked to bear witnessytit is not required that a Priest be asked to do so). Take a moment to state that
you have formally withessed this momensuch as "My name is <Your Name> and | have Witnessed these Words
as Truth" or "Let it be known that this is been Witnessed la@t\tords Written by the hand of <Your Name>."

You may then call a packet to each participant (such as two individuals who exchanged a vow) and say one of the

t W
Fali
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following: "Heal by Faith" or "Grant 1 Protection by FaitHf'the event included all visibladividuals (such as a
decisive battle in a war), you may instead call out "By My Voice" rather than touch a packet. However, to do so,
those present all must have participated in the event, act, etc, being Witnétisegd were just bystanders or
witnesses, they cannot be so imbued.

The Protection granted from this effect cannot stack with any other granted protection or armor.

When making the call, the volume of the call must be at the same volume level as the conversation itself.

Empowered by the Written Word

Character Points;

Paladin:
Healer:
Scholar: 20,40
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 0O 1 2
Skill Points: 1 Faith
Notes: Scholars gain great understanding of the Word from knowledgée down something

you don't already know, such as taking notes during important conversations. Share it with someone who does not
already know itTouch a packet to &t person or to yourself amall your choice of:

"Refresh 1 Twilight Skill by Faith”

"Cure Doubt/Madness/Insanity/Corruption/Nightmare/Glamour by Faith"

"Encounter Grant 1 Skill Point by Faith"

"Grant 1 Vitality by Faith"

This must be new information shared, and should obey the spirit of this skill, which is to shaneein
knowledge The Patrons do not take kindly to those Scholars who seek power from the Word but do not uphold the
true meanings behind it.
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Character Points;
Paladin:
Healer:
Scholar:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Sleep, and Water.

Diagnose Mental

10

5

5
Instant
None
None
None

You maydiagnose the physical conditionafarget. This includes the ability to
diagnose any of the following conditions: Stable, Unstable, Dead, Comatose, Unconscious, or Damage. It also
includes the ability to diagnose most physical effects, suéltids Aging, Cold, Disease, Fire, Lightning, Poison,

Character Points:
Paladin:
Healer:
Scholar:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

15

10

10
Instant
None
None
None

You may immediately diagnose Fear. After ten seconds of role played convengation,
may also diagnose Awe, Confusion, Despair, Fear, Gloom, Inspiration, Madness, Presence, Trance, Will, and

Fascination.
First Aid
Character Points:
Paladin: 10
Healer: 5
Scholar: 10
Reset: Instant
Prerequisite: Diagnose Physical
Restriction: None
Skill Points: None
Notes: You mayperform first aid on a unstabldarget,bringing that character to stable after one

minute of role play

Cure Doubt
Character Points.
Paladin: -
Healer: 10
Scholar:
Reset: Twilight
Prerequisite: None
Restriction: None
Skill Points: 1 Faith
Notes: You may restore a personé6s faith in

by Doubt. After a rousing affirmation of your own faith lasting at least fifteen seconds, you may touch a packet to

your targetand call "Cure Doubt by Faith."
You dso gain the ability to "Diagnose DoubtYou may touch a packet to a person, spend three seconds

analyzing the individual, and call "Diagnose Doubt."

t he

Wo r «
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Cure Maim
Character Points:
Paladin: 10
Healer: 5
Scholar: 10
Reset: Instant
Prerequisite: DiagnosePhysical
Restriction: None
Skill Points: None
Notes: You may role play over a maimed | imb for 60
Mai mo .
Stabilize
Character Points
Paladin: -
Healer: 10
Scholar:
Reset: Instant
Prerequisite: DiagnosePhysical
Restriction: None
Skill Points: 1 Faith
Notes: At dawn and dusk you may utter a pragéat least ten syllablespend 1 Faith, and call
Al mbue t Self by Faitho. Unt i | the next t widstdteg ht , y O |
il do not witness your dying. Stabilize by Faith. oo
Remove Lesser Injury
Character Points.
Paladin:
Healer: 10
Scholar:
Reset: Encounter
Prerequisite: Diagnose Physical, Healer header
Restriction: None
Skill Points: 1 Faith
Notes: By spendindl Faith and speaking a prayer of at least fifteen syllables, you may call
Al mbue to Self by Fait hodackaowledgingrhawthipyocdured butatieningthe of even:
outcome so that the injured were harmed less, or even nat 8yadpending the 1 Faith you may cast two healings,
the values of which are determined as follows:
Because you work with the Word, you must know how the injuries occurred, at least to some extent. If you
were not there when the injury occurred, @rthis no one present who can tell you the tale, you may use each heal
by touchi a packet to your target and calling fHeal .
I f, however, you witnessed the encounter, i f you wer
you are d what occurred, you have better control ov«

For exampleif you and your companions are fighting a pack of wolves and Joe is struck down by one behind
you, you may turn around and cast "Heal Jajth" upon him, because you know the general tale of how he fell,
even if you didn't directly witness it.

For example however, if you were sitting in the tavern and Joe was brought to you unconscious, you could only
cast "Heal 1 by Faith" unless the gen who brought him in knew how he had been struck unconscious and told
you. You can, however, cast "Heal 1 by Faith" upon Joe, ask him what happened and listen to his tale, and then cast
"Heal 3 by Faith" upon him once you know the story.

Remove Greaterlnjury

Character Points:
Paladin:
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Healer: 15
Scholar:
Reset: Twilight
Prerequisite: Remove Lesser Injury
Restriction: none
Skill Points: 1 Faith
Notes: You have better contralith which to alter the outcome of an encountBy. spendindl
Faith and speaking a prayer of at |l east fifteen syl l abl

of eventsacknowledging how they occurred but altering the outcome so that the injured were harmed less, or even

not at all. By speridg the 1 Faith you may cast two healings, the values of which are determined as follows:
Because you work with the Word, you must know how the injuries occurred, at least to some extent. If you

were not there when the injury occurred, or there is mopsasent who can tell you the tale, you may use each heal

by touching a packet to your target and calling fHeal :
I f, however, you witnessed the encounter, if you wer ¢
youaretoldvhat occurred, you have better control over the o

(See examples under Remove Lesser Injury.)

Remove Comatose

Character Points:

Paladin:
Healer: 5
Scholar:
Reset: Event
Prerequisite: Stabilize, Remove f@ater Injury
Restriction: None
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: 1 Faith
Notes: You are able to tell the tale of how one in a coma awakens again. Spend 10 seconds

telling the tale, touch a packet to the target and call, "Cure Conteddidey Faith." As defined in the Comatose
skill, a person brought out of a Coma suffers the Drain effect and must rest 5 minutes to remove it.

Both hands must be free to use this skill. If you are interrupted while casting, you do not lose the, skitl msest
begin again to cast it.

Remove Maim

Character Points:

Paladin:
Healer: 15
Scholar:
Reset: Encounter
Prerequisite: Remove Lesser Injury
Restriction: None
Skill Points: 1 Faith
Notes: You may alter the outcome of an encounter, t
know how an encounter occurred, you may speak a prayer of at least 6 syllables and spend 1 Faith to cure each of
the targetés mai med | i mbasl I( t/aCwyred Maicrh <4 <4Imibmb >n> thuy nH a iat

encounter, or were not present or were not told what occurred, you may target only a single limb.

Remove Disease

Character Points;

Paladin: ---
Healer: 15
Scholar:

Reset: Encounter

Prerequisite: Remove Greater Injury
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Restriction: None
Skill Points: 1 Faith
Notes: You may use your Faith in the Word to remove a common disease from a target. Speak a

prayer of at least 8 syllables, touch the target with a packet and@adie Disease bl a i tThis. spell does not
remove any damage that may have resulted from the disease, but it will stop further damage.

Remove (Specific) Disease

Character Points;

Paladin:
Healer: 10
Scholar:
Reset: encounter
Prerequisite: Remove CommobDisease
Restriction: none
Skill Points: 1 Faith
Notes: Most known diseases can be cured by the Remove Disease spell above. New or rare

diseases, however, must be studied before a cure can be given, and in that case, each would have a separate spell to
cure it. This prayer must be learned in game, and only with the proper teacher. A new disease would have its own
trait, and the call to cure it you would speak a praye:l
disease>> by Faith.

For exampleif the green tongue plague began to spread, the healer must research or be taught the prayer to cure
it. This would cost 10 character points. If the blue tongue plague began to spread, the healer would have to research
or be taught the prayer to curatlisease, costing another 10 character points.

Foresight: Imbue Avoidance

Character Points:

Paladin: -

Healer: 25,50,75

Scholar:
Reset: Event
Prerequisite: Healer header
Restriction:

Season: 1 2 3

Max Purchase: 2 3 4
Skill Points: None
Notes: By looking into a possible future, you are able to imbue a target or yourself with the
ability to avoid any one attack delivered by packet or weapon. Touch the target with a packet, holed the packet in
contact with the target while speakinpa ayer of at | east fifteen syllabl es,
Faith. oo

Only one foresight ability can be active on a target at any time. As part of the preparation of prayer you should
inform the target that the effect will not stack with amwtforesight ability, and will replace an existing foresight
ability if one is present.ekample:1 am granting the ability to mitigate some of what you are about to come up
against. Do you have another foresight ability? Mine will remove it and reptaddse it wisely)

The foresight ability granted lasts until it is used. It cannot be refreshed or rested back.

Foresight: Imbue Shield

Character Points;
Paladin: ---
Healer: 10,20,30,40
Scholar: ---
Reset: Twilight
Prerequisite: Healer header
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
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Skill Points: none
Notes: By looking into a possible future, you are able to imbue a target or yourself with the
ability to resist an effect by Doubt, or any Mental or Physical effect, by the power ofgitlir Touch the target
with a packet, holed the packet in contact with the target while speaking a prayer of at least fifteen syllables, and call
either Al mbue by Faith: Shield Ment al by Faitho, Al mbu:
Shield Physical by Faitho.

Only one foresight ability can be active on a target at any time. As part of the preparation of prayer you should
inform the target that the effect will not stack with another foresight ability, and will replace an exastisiglit
ability if one is present.ekample:l am granting the ability to mitigate some of what you are about to come up
against.Do you have another foresight ability? Mine will remove it and repladdse it wisely)

The foresight ability granteldsts until it is used. It cannot be refreshed or rested back.

Foresight: Imbue Protection
Character Points:

Paladin: -
Healer: 5,10,15,20
Scholar:
Reset: Twilight
Prerequisite: Healer header
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: none
Notes: By looking into a possible future, you are able to imbue a target or yourself with the
ability to sustain more damage. Touch the target with a packet, holed the packet in contact with the target while
speaking a prayerofatldas f i ft een syl l ables, and call Al mbue by Fait

Only one foresight ability can be active on a target at any time. As part of the preparation of prayer you should
inform the target that the effect will not stack with another foregighity, and will replace an existing foresight
ability if one is present.ekample:1 am granting the ability to mitigate some of what you are about to come up
against. Do you have another foresight ability? Mine will remove it and repladdse itwisely.)

The foresight ability granted lasts until it is used. It cannot be refreshed or rested back.

Remove Comatose
Character Points:

Paladin:
Healer: 5
Scholar:
Reset: Event
Prerequisite: Stabilize, Remové&reater Injury
Restriction:
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: none
Notes: You are able to tell the tale of how oneaitoma awakens again. Spends&fonds

telling the tale, touch a packet to tlaeget and call, "Cure Comatose TiajtFaith." As defined in the Comatose
skill, a person brought out of a Coma suffers the Drain effect and must rest 5 minutes to remove it.

Both hands must be free to use this skill. If you are interrupted while gagtin do not lose the skill use,
but must begin again to cast it.

Remove Death AThis is not the end of
Character Points.

Paladin: ---

Healer: 30,40,50

Scholar: ---
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Reset: Event
Prerequisite: RemoveGreater Injury
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: none
Notes: You may alter the outcome of an event, rewriting the fate of a target that has recently

died, returning that target to life. If the target has not completefil/hisninute death count, touch a packet to the

target and say "Begin Remove Death." The target stops their death count while you are using the ability. You then

utter a prayer, or tell a short tale of how the target has not truly died or how he mumstaketo less than twenty

syll ables, and then call #ACure Death and Drain by Fait|
If you are interrupted while telling the tale or prayer, you must begin again, but you do not lose the skill points

or the skill use. If you are interrupted, the tamgstarts their death count from where they left off until or unless

you begin the ability again.
You do not need hands free to use this ability, and may in fact write the tale while delivering this effect.

Diagnose Departed

Character Points:

Paladin:
Healer: Free
Scholar:
Reset: Event
Prerequisite: Remove Death or Blessing the Departed
Restriction: None
Skill Points: None
Notes: You may use your Diagnose Physical to determine if a spirit has departed the body. This

is a free skilllearned automatically when a priest learns the prayer to Remove Death or Blessing the Departed.

Blessing the Departed

Character Points:

Paladin: -—-
Healer: 10
Scholar:
Reset: Twilight
Prerequisite: Witness (Writing the Word)
Restriction: None
Skill Points: 1 Faith
Notes: You may protect one who has died from the effects of harmful enchantments. Say an
incantassuring the target that his spirit iisyoudarfothtvg i n Yy ou

to speak with spirit), touch or throw a packet to them, and call "Imbue to Dead by Hdithtarget may call
"Resist by Faith" to any effeto Dead" or "to Spirit" (once they go Spirit), including "Inflict to Dead/Spirit" unless
that call is made b@€orruption, Insanity, Nightmare, or Faerie Magithis effect ends if the target loses the Dead
trait.

If you possess this skill, you mayatse to create and print your own Imbue tags with the following:
Imbue to Dead by Faith

You may call "Resist by Faith" to any effect "to Dead" or "to Spirit" (once you go to Spirit), including "Inflict
to Dead/Spirit" unless that call is made by Corruptimsanity, Nightmare or Faerie Magi¢his effect ends if you
lose the Dead trait.
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11.6 Magicians

fiDo not take me for some conj

--Gandalf
Outlook

A magician is a magician, not a mage, or a sorcerer or a wizard. These tieqfsrh the wrong image.

Unli ke Men of Science, Magi ci ans dondét much try to me
They do live by a set of rules, but even the | east wis:¢
Again,t hat 6s okay. As |l ong as a twist of the wrist and ai
itds really all good.

Learning to cast spells is difficult. There is no formal training to become a magician. Most young magicians
apprenticédrom a master or series of masters, and some never become masters themselves.

Magician Skills

A Note on Incants:

Many magician spellseequire an incantation. Because magicians do not draw on the word for power, their
incants do not have to make sense to anyone but the magician. They are a verbal focus only. They still must have
the required number of syllables, but they can otherlgsmtally nonsensical.

If you are interrupted while speaking your incant, including taking damage or any effect, your spell is
interrupted. You do not lost the spell nor do you lose the Skill Points, but you must begin again from the beginning
of yourincant.

If you are Silenced, you are unable to cast a spell that requires Incants.

A Note on Gestures:

Many magician spellseequire gestures. Some gestures are defined in the skill description, and the gesture must
be performed before the spell magtalf the gesture is not defined, the magician may make any kind of gesture he
desires, per the spell requirement. Unless specified otherwise in the skill description, the gesture may be performed
while the incant is being said.

Both hands must be freehile performing gestures. You may have packets in them, but you may not have
weapons, shields, or other items, unless you have a skill that allows you to do so.

If you are interrupted while performing your gestures, including taking damage or anyaftecspell is
interrupted. You do not lost the spell nor do you lose the Skill Points, but you must begin again from the beginning
of your incant.

If one or both of your arms are Maimed, you are unable to cast a spell that requires both handtolbe fr
only one arm is maimed, and the spell only requires one hand free, you may still cast it withXMemed arm.

Skill Points: Magic

Character Points: 5,10,15 20, 25
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
Notes: Skill Pointsrepresent the number of special actions a character can take during each

encounter. There are different types of Skill Points, and when a Skill Point is purchased, it is immediately assigned
a type. Each type of Skill Point fuels a different type of skill. Most characters will only require one, or at most two
types of points.

The different types of skill point are Magic (magicians), Faith (priests of the Word), Craft (witches),
Imagination (sandmenBrain Waves (men of science), and Endurance (for everyone else).

The cost of a Skill Point is determined by the total number purchased, regardless of how the points were
assigned after purchase. Types of Skill Points affect different skills, buefputiposes of purchasing additional
Skill Points, they are all the same.
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ExampleOne A character purchases a Skill Point and assigns it to Endurance so he can use his strong attack.
He is also a magician, so he purchases a second Skill Point andg distsigiagic. The first point of Magic is still
the second Skill Point, and would cost more than the first point.

Example Two:A character has the Warrior header and has five Skill Points which have all been assigned to
Endurance, and decides to phase the Priest Header. His first Faith Point would cost the same as his sixth Skill
Point.

Read/Write Magic

Cost: 5

Reset: Instant

Prerequisite: Magician Header

Restriction: Magician Header

Skill Points: None

Physical Focus: None

Gesture/lncant: None

Notes: You mayread and write magical writing.

Writing in the noshuman language will typically appear on a sheet of paper over a translated second page, and
those who have the correct skill will be able to turn to that translated page. To writeanttneman language,
you need only to write normally, and to place a cover page over the legible writing. On the cover page you should
indicating that the body is written in that other language.

Magic
Magi ciands Sight
Cost: Free
Reset: Event
Prerequisite: Magician Header
Restriction: None
Skill Points: None
Physical Focus: Magic
Gesture/lncant: None
Notes: Every magician knows this skill. You can see magic, sensing wards when they are

present and sometimes understanding certain properties and effieistskill allows the magician to read Magician
Sight tags when they are present.

Throw Magic (Cantrip)

Cost: 10

Reset: Twilight

Prerequisite: Magicianbés Sight

Restriction: None

Skill Points: 1 Magic. The Skill Point is only expended during the ficaisting of every Twilight.
Physical Focus: Magic

GesturéIncant: Put yourpalms together before yomotion out in a circle till your hands come back

together again while speaking an incant of 10 syllablesayg and call "Imbue to Self by Magic.Though the

spell remains active until your Twilight skills reset, you must repeat the gesture (though not the incant) before you
throw each packet.

Notes: This is the basic damage learned first by all magicidw are imbued with the ability

to throwmagicby throwinga packet at gargetfor uncalled damageUncalled spell damage may be blocked by a
shield. One packet may be thrown every ten uninterrupted secdrss, if you cast another spell, fight or are

struck in combat you must wait ten uninterrupted seconds before throwing the next packet.

Magic Missile

Cost: 10
Reset: Encounter
Prerequisite: Throw Magic
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Restriction: None

Skill Points: 1 Magic

Physical Focus: Magic

Gesture/Incant: Put yourpalms together before yomotion out in a circle till your hands come back

together again while speaking an incanéaf/llables omore.

Notes: You may throw a packet and call i2 Damage b
Cure Magic

Cost: 10

Reset: Encounter

Prerequisite: Magicianbs Sight

Restriction: None

Skill Points: 1 Magic

Physical Focus: Magic

Gesture/Incant: Hover your hands over the target of the spell and concentrate, saying an incant of 6 or

more syllables.Touch the target wlit a packet.

Notes: You may touch the target with a packet and ¢

Protection from Magic

Cost: 10

Reset: Twilight

Prerequisite: Cure Magic

Restriction: None

Skill Points: 1 Magic. The Magiciagan cast this spetvice per expenditure of 1 Magic, but must

speak the incant and perform a full casting for each use.

Physical Focus: Magic

Gesture/Incant: Place your palms together before you and say an incant of 8 or more syllables. Then face

your palms toward your targemé move them in a sweeping gesture from high to low. Touch the target with a
packet.

Notes: This spell protects the target from magical effects. Touch a packet to the target:
I f the Magician casts the spelilstonMahgiines eblyf ,Matgh ec .coal |
I f the magician casts the spell on another, the call
Though the protection lasts until it is used, any unused castings are lost when you rest after an encounter.
Magic Armor
Cost: 10
Reset: Twilight
Prerequisite: Protection from Magic
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Magic
Physical Focus: Magic
Gesture/Incant: Place your palms together before you and say an inédr& or more syllables. Then
face your palms toward yourself and move them in a sweeping gesture from high to low.
Notes: This spell protects you (caster only) from physical harm, creating magical armor that

protects from 2 point of damage. Theé¢ak A Gr ant 2 Protection to Self by Mag

Magic of Fire
Magical Focus: Fire
Cost: 10
Reset: Instant
Prerequisite: Magicianbés Sight

Restriction: None
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You maymanipulate fireand to weave it into your existing spells. Certain tags can only
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be manipulated by those magicians with this focus. This also acts a prerequisite spell for all other fire based spells

and effects.

Fire Light

Cost: Free

Reset: Instant
Prerequisite: Magical Focus: Fire
Restriction: None

Skill Points: None

Physical Focus: Fire

Gesturée/Incant:
Magic."
Notes:

Waveyour hand in a circular motion around the object to be ligatetcall "Imbue by

You can create a magical light.-ggame, this allows you to activate Christmas Lights in

a cabinor use glowsticks, orotherlight-up devices. Note that flashlights mustdiused with a cloth or a filter.
Please try to keep the spirit ofgame atosphere and not use LED or other lights that are excessively bright. You
do not need to keep the light on yamdmay create lights for others.

You may cast this spell even while Silenced.

Throw Fire

Cost: 10

Reset: Encounter

Prerequisite: Throw Magicand Magical Focus: Fire
Restriction: None

Skill Points: None

Physical Focus: Fire

Gestre/Incant:

As the Throw Magic spell

Notes: You may choose to flavor your Throw Magic spell with a touch of fire (although you do
not have to). The damage is no | onger wuncall ed.
Agony by Fire
iPai no
Cost: 10
Reset: Encounter
Prerequisite: Throw Fire
Restriction: None
Skill Points: 1 Magic
Physical Focus: Fire
Gesure/Incant: Raise your off hand like a claw towards your target, and throw a packet.
Notes: Throw a packetandcalBAgony by Firebo.
Disarm by Fire ATrembling

Cost:

Reset:
Prerequisite:
Restriction:
Skill Points:
Physical Focus:
Gestre/lncant:
the air aside.
Notes:

15
Twilight
Throw Fire
None

1 Magic
Fire

Grasp the air in front of you, say an incant of six of more syllables, then gestureno thro

Thr ow

a

packet

at

your

target

and

cal

Wh e n

Hands

fiDi

S

C
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Fire Missile

Cost: 5

Reset: Encounter

Prerequisite: Throw Fire and Magic Missile

Restriction: None

Skill Points: 1 Magic

Physical Focus: Fire

Gesure/Incant: Put yourpalms together before yomotion out in a circle till your hands come back

together again while speaking an incan8af/llables omore.

Notes: You may throw a packet and call i3 Damage b
Fire Bolt

Cost: 10

Reset: Twilight

Prerequisite: Fire Missile

Restriction: None

Skill Points: 1 Magic

Physical Focus: Fire

Gesture/Incant: Put yourpalms together before yomotion out in a circle till your hands come back

together again while speaking an incan8af/llables omore.

Notes: You may throw a packet and call i5 Damage by
Cure Fire

Cost: 5

Reset: Encounter

Prerequisite: Cure Magic and Magical Focus: Fire

Skill Points: 1 Magic

Restriction: None

Physical Focus: Fire

Gesture/Incant: Hover your hands over the target of the spell and concentrate, saying an incant of 6 or

more syllables.Touch the target with a packet.

Notes: Touch the target with a packet and call ACur

Protection from Fire

Cost: 5

Reset: Twilight

Prerequisite: Protection from Magic and Magical Focus: Fire

Restriction: None

Skill Points: 1 Magic. The Magiciagan cast this spetvice per expenditure of 1 Magic, but must

speak the incant and perform a full casting for each use.

Physical Focus: Fire

Gesure/Incant: Place your palms together before you and say an incant of 8 or more syllables. Then face

your palms toward your target and move them in a sweeping gesture from high to low. Touch the target with a
packet.

Notes: This spell protects thatget from effects by fire. duch a packet to the target.
I f the Magician casts the spell on himself, the call
I f the magician casts the spell on another, the call

Damage Shield: Fire

Cost: 10

Reset: Twilight
Prerequisite: Protection from Fire
Restriction: None

Skill Points: 1 Magic

Physical Focus: Fire
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Gesure/Incant: Place your palms together before you and say an incant of 12 or more syllables. Then
face your palmsaward yourself and move them in a sweeping gesture from high to low.
Notes: You may only cast this spell on yourself. /

Fire. o The next time you are strudBybywyagmeltee ecat dadla,
fire. o

Magic of Air
Magical Focus:Air
Cost: 10
Reset: Instant
Prerequisite: Magicianbs Sight
Restriction: None
Skill Points: None
Physical Focus: Air
Gesture/Incant: None
Notes: You maymanipulateair and to weave it intgour existing spells. Certain tags can only

be manipulated by those magicians with this focus. This also acts a prerequisite spell for all other air based spells
and effects.

Throw Air

Cost: 10

Reset: Twilight

Prerequisite: Throw Magic and Magical Focugir

Restriction: None

Skill Points: None

Physical Focus: Air

Gesure/Incant: As the Throw Magic spell

Notes: You may choose to flavor your Throw Magic spell with a touch of air (although you do

not have to). The damage is no | onger wuncalled. Wh e n
Disengage by Air ABack Awayo
Cost: 15

Reset: Encounter

Prerequisite: Throw Air and Magical Focus: Air

Restriction: None

Skill Points: 1 Magic

Physical Focus: Air

Gesure/Incant: Raise your hand palm forward before you.

Notes: Witha wave of your hand, cal l iDi sengage by A
Repel by Air

Cost: 15

Reset: Encounter

Prerequisite: Disengage by Air

Restriction: None

Skill Points: 1 Magic

Physical Focus: Air

Gesure/Incant: Raise your hand palm forward before you. Speak an imfaaghtor more syllables.

Notes: Cal l ARemelanly tA Airow a packet at your target.
Silence by Air

Cost: 15

Reset: Twilight

Prerequisite: Throw Air and Magical Focus: Air
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Restriction: None
Skill Points: 1 Magic
Physical Focus: Air
Gesture/Incant: Pinch your fingers and thumb together in the direction of your teagdsay an incant of
ten syllables or more.
Notes: Cal |l AiSilence by Airdo and throw a packet at
Stun by Air
Cost: 20,40,60
Reset: Event
Prerequisite: Silence by Air
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Magic
Physical Focus: Air
Gestre/Incant: Reach forward and tighten your grip, is if you are choking your target. Say an incant of
at least 12 syllables.
Notes: Youdrawthe airfrony our targetds | ungs, causing brief
Throw a packet and call AStun by Air. o
Cure Air
Cost: 5
Reset: Encounter
Prerequisite: Cure Magic and Magical Focus: Air
Skill Points: 1 Magic
Restriction: None
Physical Focus: Air
Gestre/Incant: Hover your hands over the target of the spell and concentrate, saying an incant of 6 or
more syllables.Touch the target with a packet.
Notes: Touch the target with a packet and call ACur
Protection from Air
Cost: 5
Reset: Twilight
Prerequisite: Protection from Magic and Magical Focus: Air
Restriction: None
Skill Points: 1 Magic. The Magiciagan cast this spetvice per expenditure of 1 Magic, but must
speak the incant and perform a full casting for each use.
PhysicalFocus: Air
Gestre/Incant: Place your palms together before you and say an incant of 8 or more syllables. Then face

your palms toward your target and move them in a sweeping gesture from high to low. Touch the target with a
packet.

Notes: This spell progcts the target from effects by airouich a packet to the target, and call:
I f the Magician casts the spell on himself, the call
I f the magician casts the spell &y Magt ke, the call

Messenger

Cost: 5

Reset: Twilight

Prerequisite: Magical Focus: Air

Restriction: None

Skill Points: 1 Magic

Physical Focus: Air
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Gesture/lncant: Cup your hands as if holding a delicate bird, then thrust your hands forward and up as if
letting that bird fly.
Notes: This spell allows the caster to whisper a message and have the wind carry that message

unerringly to its intended recipient. Write your message on a piece of paper and deposit the paper in a receptacle
found in game.

Magic of Lightning

Magical Focus:Lightning

Cost: 10

Reset: Instant

Prerequisite: Magical Focus: Fire and Magical Focus: Air

Restriction: None

Skill Points: None

Physical Focus: Lightning

Gesture/Incant: None

Notes: You maymanipulatdightning and to weave itto your existing spells. Certain tags can

only be manipulated by those magicians with this focus. This also acts a prerequisite spell for all other lightning
based spells and effects.

Throw Lightning

Cost: 10

Reset: Twilight

Prerequisite: Throw Magicand Magical Focus: Lightning

Restriction: None

Skill Points: None

Physical Focus: Lightning

Gesure/Incant: As the Throw Magic spell

Notes: You may choose to flavor your Throw Magic spell with a touch of lightning (although
you do not have to). The damage is no | onger wuncall ed.
Agony by Lightning iPai no
Cost: 10

Reset: Encounter

Prerequisite: Throw Lightning

Restriction: None

Skill Points: 1 Magic

Physical Focus: Lightning

Gesure/Incant: Raise your off hand like a claw towards your target, and throw a packet.

Notes: Throw a packetandcalAgony by Lightningo.

Lightning Missile

Cost: 5

Reset: Encounter

Prerequisite: Throw Lightning and Magic Missile

Restriction: None

Skill Points: 1 Magic

Physical Focus: Lightning

Gesture/Incant: Put yourpalms together before yomotion out in a circle till your hands come back
together again while speaking an incan8af/llables omore.

Notes: You may throw a packet and call ida Damage b

Lightning Bolt

Cost: 15
Reset: Twilight
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Prerequisite: Lightning Missile

Restriction: None

Skill Points: 1 Magic

Physical Focus: Fire

Gesure/Incant: Put yourpalms together before yomotion out in a circle till your hands come back

together again while speaking an incan8af/llables omore.

Notes: You may throw a packet and call i Damage b

DamageAura: Lightning

Cost: 10,20,30

Reset: Event

Prerequisite: Lightning Bolt

Restriction: None

Skill Points: 1 Magic

Physical Focus: Lightning

Gesure/Incant: Form claws from your hands and é&them at each other. Thrust your hands outward

from your body.

Notes: You shed Ilightning from your body, causing
vVoi ce, 2 Damage by Lightning. o You do not take this e

Cure Lightning

Cost: 5

Reset: Encounter

Prerequisite: Cure Magic and Magical Focus: Lightning

Skill Points: 1 Magic

Restriction: None

Physical Focus: Lightning

Gesture/Incant: Hover your hands over the target of the spell and concentrate, saying an incant of 6 or

more syllables.Toud the target with a packet.

Notes: Touch the target with a packet and calll ACur

Protection from Lightning

Cost: 5

Reset: Twilight

Prerequisite: Protection from Magic and Magical Focus: Lightning

Restriction: None

Skill Points: 1 Magic. The Magiciaran cast this spetvice per expenditure of 1 Magic, but must

speak the incant and perform a full casting for each use.

Physical Focus: Lightning

Gesure/Incant: Place your palms together before you and say an incant of 8 or matdesyll Then face

your palms toward your target and move them in a sweeping gesture from high to low. Touch the target with a

packet.

Notes: This spell protects the target from effects by lightningudh a packet to the target, and

call:
Ifthe Magicim casts the spell on himself, the call i s AGran
I f the magician casts the spell on another, the call

Magic of Water

Magical Focus: Water

Cost: 10
Reset: Instant
Prerequisite: Magicianbés Sight

Restriction: None



Skill Points:
Physical Focus:
Gestre/lncant:
Notes:
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None
Water
None
You maymanipulatevater and to weave it into your existing spells. Certain tags can

only be manipulated by those magicians with fb@us. This also acts a prerequisite spell for all other water based

spells and effects.

Throw Water

Cost: 10

Reset: Twilight

Prerequisite: Throw Magic and Magical Focus: Water
Restriction: None

Skill Points: None

Physical Focus: Water

Gestre/lncant:

As the Throw Magic spell

Notes: You may choose to flavor your Throw Magic spell with a touch of water (although you

do not have to). The damage is no |l onger wuncall ed. W1
Agony by Water AChoke! 0

Cost: 10

Reset: Encounter

Prerequisite: Throw Water

Restriction: None

Skill Points: 1 Magic

Physical Focus: Water

Gesure/lncant:

Raise your off hand like a claw towards your target, and throw a packet.

Notes: Youcausewatsr o enter the targetés | dlmwmavsa, making r
packetandcalfAgony by Water 0.

Slow by Water

Cost: 10

Reset: Encounter

Prerequisite: Magic Missile and Magical Focus: Water

Restriction: None

Skill Points: 1 Magic

Physical Focus: Water

Gesure/lncant:

and throw a packet.

Notes:
Wat er . o

Slam by Water

Say an incant of at least ten seconds. Raise off hand like a claw towards your target

Youcausy our target to move as i f under water.

Cost:

Reset:
Prerequisite:
Restriction:

Skill Points:
Physical Focus:
Gesure/Incant:
Notes:

and throw a packet.

Drain by Water

10

Twilight

Slow by Water

None

1 Magic

Water

Say an incant of at least six seconds and tlyaust hands quickly toward yotarget

You create a wall of enchanted wateidta i ve your target back. Cal

Cost:
Reset:

15
Event
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Prerequisite: Slow by Water and Slam by Water

Restriction: None

Skill Points: 1 Magic

Physical Focus: Water

Gesure/Incant: Say an incandf at leastensyllables, thrust your hands upwards and down in your

t ar get 0,sasifipressemghim tatime ground.

Notes: Youcausewatstr o enter the targetédés |l ungs, maki ng &
Cal | ADrain by Waterodo and throw a packet at your targe:
Cure Water

Cost: 5

Reset: Encounter

Prerequisite: Cure Magic and Magical Focus: Water

Skill Points: 1 Magic

Restriction: None

Physical Focus: Water

Gestre/Incant: Hover your hands over the target of the spell and concentrate, saying an incant of 6 or

more syllables.Touch the target with a packet.

Notes: Touch the target with a packet and call ACur

Protection from Water

Cost: 5

Reset: Twilight

Prerequisite: Protection from Magic and Magical Focus: Water

Restriction: None

Skill Points: 1 Magic. The Magiciagan cast this spetvice per expenditure of 1 Magic, but must

speak the incant and perform a full casting for each use.

Physical Focus: Water

Gestre/Incant: Place your palms together before you and say an incant of 8 or more syllables. Then face

your palms toward your targetéaimove them in a sweeping gesture from high to low. Touch the target with a
packet.

Notes: This spell protects the target from effects by watesuch a packet to the target, and call:
I f the Magician casts the sspee:l [Reosni shti mMEaetl efr, btyh eMacgail cl .
I f the magician casts the spell on another, the call

Swim

Cost: 10

Reset: Encounter

Prerequisite: Magical Focus: Water

Restriction: None

Skill Points: 1 Magic

Physical Focus: Water

Gesture/Incant: Place your palms together before you and say an incant of 6 or more syllables. Then face

your palms toward yourself and move them in a sweeping gesture from high to low.

Notes: You may move in or under water at a normal walking pacetierencounter.

Cold Light

Cost: Free

Reset: Instant

Prerequisite: Magical Focus: Water, Fire Light

Restriction: None

Skill Points: None

Physical Focus: Water and Fire

Gesure/Incant: Waveyour hand in a circular motion around the object to be ligateldcall "Imbue by

Magic."
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Notes: You may use a black light in place of a normal light.

Air from Water

Cost: 5

Reset: Instant

Prerequisite: Magical Focus: Water and Magical Focus: Air

Restriction: None

Skill Points: None

Physical Focus: Water and Air

Gesture/Incant: Place your palms together before you and say an incant of 6 or more syllables. Face your
palms over your mouth and take a deep breath.

Notes: This spell allows you to breathe underwater as if it was air. The spell does not remove

impurities from the water so if the water is poisoned, you still take the effect.

Magic of Earth

Magical Focus:Earth

Cost: 10

Reset: Instant

Prerequisite: Magicianbés Sight

Restriction: None

Skill Points: None

Physical Focus: Earth

Gesure/Incant: None

Notes: You maymanipulatesarth and weave it into your existing spells. Certain tags can only

be manipulated by those magicians with this focus. This also acts a prerequisite spell for all other earth based spells
and effects.

Throw Earth

Cost: 10

Reset: Twilight

Prerequisite: Throw Magic and Magical Focus: Earth

Restriction: None

Skill Points: None

Physical Focus: Earth

Gesure/Incant: As the Throw Magic spell

Notes: You may choose to flavor your Throw Magic spell with a touch of earth (although you do

not have to). The damage is no | onger uncall ed. Wh e n

Root by Earth

Cost: 15

Reset: Encounter

Prerequisite: Throw Earth

Restriction: None

Skill Points: 1 Magic

Physical Focus: Earth

Gesure/Incant: Form your hand into an upwards facing claw, and raise it from low to high. Say an incant

of no less than eight syllables.

Notes: You cause the earth tG@ablraBRobhebyaEgethsé &r

your target.

Paralyze by Earth

Cost: 15
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Reset: Event

Prerequisite: Magic Missile and Root by Earth

Restriction: None

Skill Points: 1 Magic

Physical Focus: Earth

Gesure/Incant: Form your hand into an upwards facing claw, and raise it from low to high, then slam it

down again. Say an incant of no less than ten syllables.

Notes: you turn your targetédés body as rigid as stor

packet at your taet.

Cure Earth

Cost: 5

Reset: Encounter

Prerequisite: Cure Magic and Magical Focus: Earth

Skill Points: 1 Magic

Restriction: None

Physical Focus: Earth

Gesure/lncant: Hover your hands over the target of the spell and concentrate, saying arofricant

more syllables.Touch the target with a packet.

Notes: Touch the target with a packet and call ACur

Protection from Earth

Cost: 5

Reset: Twilight

Prerequisite: Protection from Magic and Magical Focus: Earth

Restriction: None

Skill Points: 1 Magic. The Magiciacan cast this spetwice per expenditure of 1 Magic, but must
speak the incant and perform a full casting for each use.

Physical Focus: Earth

Gesture/Incant: Place your palms together before you and say an inéanbr more syllables. Then face

your palms toward your target and move them in a sweeping gesture from high to low. Touch the target with a
packet.

Notes: This spell protects the target from effects by eartbuch a packet to the target, and call:
I f the Magician casts the spell on himself, the calll
I f the magician casts the spell on another, the calll

Destroy

Cost: 15

Reset: Twilight

Prerequisite: Magic Missileand Throw Earth

Restriction: None

Skill Points: 1 Magic.

Physical Focus: Earth

Gestre/Incant: Make afist and thrust it in the direction of your target while saying an incant of at least

10 syllables.

Notes: You cause harm to Besiteyn pNamersbnlte@p!| byt

[1i mb of choice] by Earth.o

Reassemble

Cost: 10

Reset: Twilight

Prerequisite: Destroy Item

Restriction: None

Skill Points: 1 Magic.

Physical Focus: Earth
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Gesure/Incant: Make @ if to put the broken item back together. In the case of an injury or maimed limb,

hover your hands over the injury. Say an incant of at least ten syllables.

Notes: This spell is used to put broken things back together. There is no grace to thgpbondin

and if used to heal an injury it causes a great deal of

Eartho, AAgony and Cure Maim by Earthoé, or AAgony and |
This spell may also repair golem armor to full. The calsfarc h i s : fAAgony and Repair G«

Earth. o I't cannot iaemasnerd to repair regular, non

Shatterproof

Cost: 10

Reset: Twilight

Prerequisite: Reassemble

Restriction: None

Skill Points: 1 Magic

Physical Focus: Earth

Gesture/Incant: Place your palms together before you and say an incant of 10 or more syllables. Then

face your palms over your target. Say an incant of at least ten syllables.
Notes: Touch a packet to the target and say AGrant
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11.6 Magician Ritual Magic

A Note on Ritual Magic: Most magicians understand how to use small amounts of magical energy to create
powerful effects. In addition, the ritual magician learns how to use great amounts of magic to create wondrous
effects. e use of both lesser and greater ritual magic requires skill and time greater than the normal use of magic.
A character cannot learn to be a ritual magician without first becoming a normal magician.

Ritual: Enchant Focus

Cost: 2

Reset: Twilight (This sgell must only be purchased once. It may be attempted each Twilight.)
Prerequisite: Magician's Sight

Restriction: None

Skill Points: 1 Magic

Physical Focus: Liminality

Gesture/Incant: You must complete a lesser ritual to enchant a focus. In the cdmeEfthant Focus

spell, the ritual will entail the tracing of a very simple pattern across the liminality. The Magician is free to design
the enchantment that creates the component, but it must include these elements:
* the ritual must be at least one mta in length.
* the target of the ritual must be placed in the center of the liminality.
* the enchantment must include some form of gesture/movement and incant.
* it cannot be interrupted. If you take angame harmful effect, or if someone touches yile you are casting,
you must begin again, resetting your sixty second count.
Once this is done the item is made into a focus. Once an item has been made into a focus it may be used to cast
spells of that path.
Notes: You may infuse a normal item withagic, thereby turning it into a focus for the casting
of other spells. Each type of Physical Focus requires a different item. Foci must be carried at all times, and should
be large enough to be seen. A large ring or a charm hung from a belt woplorbprete. Foci should be
appropriate to the type of magic they aid in casting. A fire focus, for instance, might be a bit of coal or a red gem,
while a small bottle of water would be more appropriate for casting water spells.
All players who begin gme with the Magician header may begin with a focus for each type of magic they
know. Foci for any new types of magic should be created during the course of game.

Ritual: Enchant Magic Wand

Cost: 2

Reset: Twilight (This spell must only be purchased endt may be attempted each Twilight.)
Prerequisite: Ritual: Enchant Focus/Component

Restriction: None

Skill Points: 1 Magic

Physical Focus: Liminality, Ritual Focus

Gesture/lncant: You must complete a lesser ritual to cast this spell. In the case of the Enchant Magic

Wand spell, the ritual will entail the tracing of a simple pattern across the liminality. The Magician is free to design
the enchantment that makes a wand into a magia, but it must include these elements:
* the ritual must be at least five minutes in length.
* the target of the ritual must be placed in the center of the liminality. This means that the center of the liminality
must be large enough to contain thérenwand, although a base can be used so that the wand can be standing up.
* the enchantment must include some form of gesture/movement and incant.
* the enchantment must include 1 component enchanted with each element (magic, fire, air, etc.) the magicia
wishes to effect through the wand. These components are consumed when the ritual is begun (whether it succeeds
or not).
* the ritual cannot be interrupted. If you take argame harmful effect, or if someone touches you while you are
casting, you mudbegin again, resetting your five minute count.

Once this is done the wand is enchanted. You do not have to cast this ritual again. The wand is considered to
remain enchanted between events. A magician may have any number of magical wands. TIs&ik iequired
to use a magic wand. A magician may cast spells while holding a magic wand. A wand is typically about a foot in
length, and cannot in any way be used as a melee weapon.
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Notes: A magician is not required tnchant his own wand.
Wandsare essential tools used by magicians. They act as ritual foci. in the casting of many rituals, and are used
to unbind magical wards. As a ritual focus, a wand forms a point of contact and also a barrier between the caster
and the ritual. While in somzases they are replaced by other ritual foci, the wand still remains a very useful tool,
and almost every magician carries one.
Out of Game: Wands are represented using pens or pencils
taste. Wards are repasged using mazes of varying complexity, and the wand is used to complete the maze.

Path of the Ritualist

Cost: 5

Reset: Instant

Prerequisite: Construct Magic Wand

Restriction: None

Skill Points: 1 Magic

Physical Focus: Ritual

Gesture/Incant: Special

Notes: You may participate in the casting of greater ritual magic under plot approved conditions.

You must attune yourself to a circle to begin any greater ritual casting and draw the magic to you. To do so, spend a
point of magic, touch a ritual focusuch as a wand or token) to the circle and call: Imbue by Magic.

Ritual Skill Levels

Cost: 10,20,30,40
Reset: Event
Prerequisite: Path of the Ritualist
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Physical Focus: None
Gesture/lncant: None
Notes: Ritual magic beyond those rituals considered very simple requires intense concentration,

far beyond that of which many magicians are capable. This level of concentration is exhausting, and a magician is
typically only capable fobending his will thus a few times every few days.

Ritual Skill Levels represent the magician's ability to bend his will toward the casting of ritual magic. Ritual
skill levels recover only at the end of an event, or under plot approved conditions.

Ritual: Enchant Component

Cost: 5

Reset: Twilight (This spell must only be purchased ontiemay be attempted each Twilight.)
Prerequisite: Path of the Ritualist

Restriction: None

Skill Points: 1 Magic

Physical Focus: Liminality

Gesture/Incant: You must complete a lesser ritual to enchant a compoherie case of the Enchant

Component spell, the ritual will entail the tracing of a very simple pattern across the limifd&kMagician is
free to design the enchantmelmat creates the component, but it must include these elements:
* the ritual must be at least one minute in length.
* the enchantment must include some form of gesture/movement and incant.
* it cannot be interruptedif you take an ingame harmful effectr if someone touches you while you are casting,
you must begin again, resetting your sixty second count.
Once this is done a new component is created. The component may be used as a component in a ritual.
Notes: This ability allows you to creatéagic components. You must have the corresponding Magical Focus to
create components of other types. For example, you musH
Fire components.
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This allows you to createormalcomponents, but does naltow you to use a ritual to enchant a normal item to
become a greater componefr example, if a ritual calls for a "the horn of a unicorn,” you must in fact obtain a
unicorn's horn.However, if the ritual just calls for a "component of water" yoy machant an appropriate item to
become that type of component, provided you have the appropriate Magic Focus skill.

Ritual: Bind Familiar (lesser)

Cost: 3

Reset: Instant

Prerequisite: Path of the Ritualist

Restriction: Special Instruction Needed

Skill Paints: 1 Magic

Ritual Skill Level: 1

Physical Focus: Ritual

Note: A lesser familiar is represented using a stuffed animal or the like, while a greater familiar
binds a (willing) PC brer to the caster.

Gesture/Incant: You must complete a lesser ritual todbim familiar. In the case of the Bind Familiar

ritual , the ritual will entail the tracing of a pattern across the liminality. The Magician is free to design the
enchantment that binds the familiar, but it must include these elements:
* the ritual must kb at least five minutes in length.
* the target of the ritual must be placed in the center of the liminality. This means that the center of the liminality
must be large enough to contain the familiar, and the familiar must remain inside the centeefaytthef the
ritual.
* the enchantment must include some form of gesture/movement and incant.
* the enchantment mussiclude 2 Magic components and 1 additional component. The additional component flavor
is determined by the type of familiar. See Haemiliar Flavors section below. These components are consumed
when the ritual is begun (whether it succeeds or not).
* the ritual cannot be interrupted. If you take argame harmful effect, or if someone touches you while you are
casting, you must begggain, resetting your five minute count.

Once you have cast the ritual, you do not have to cast it again. The familiar is bound to you permanently, and
so long as it is contact with you, you benefit from its presence.

See the section on magician tofdls more information on the benefits of having a familiar.

Ritual: Bind Familiar (greater)

Cost: 0

Reset: Instant

Prerequisite: Ritual: Bind Familiar (lesser)

Restriction: Special Instruction Needed

Skill Points: 1 Magic

Ritual Skill Level: 2

Physical Focus: Ritual

Note: A lesser familiar is represented using a stuffed animal or the like, while a greater familiar
binds a (willing) PC brer to the caster.

Gesture/Incant: You must complete a lesser ritual to bind a familiar. In the case of the Bind&amili

ritual , the ritual will entail the tracing of a pattern across the liminality. The Magician is free to design the
enchantment that binds the familiar, but it must include these elements:

* the ritual must be at least ten minutes in length.

* the targe of the ritual must be placed in the center of the liminality. This means that the center of the liminality
must be large enough to contain the familiar, and the familiar must remain inside the center for the length of the
ritual.

* the enchantment musiclude some form of gesture/movement and incant.

* the enchantment musiclude 4 Magic components and 1 additional component. The additional component flavor
is determined by the type of familiar. See the Familiar Flavors section below. These compmneatsumed

when the ritual is begun (whether it succeeds or not).

* the ritual cannot be interrupted. If you take argame harmful effect, or if someone touches you while you are
casting, you must begin again, resetting your five minute count.
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Once ywu have cast the ritual, you do not have to cast it again. The familiar is bound to you permanently, and
so long as it is within you, you benefit from its presence.
Find out in game the benefits of having a familiar.

Familiar Enchantment Types

Before bginning a familiar ritual, you must decide which type of familiar you wish to bind. A familiar may be
bound as only one type. There are three types of familiars as follows:

Enchanted Protector
Additional Component: Water

The Protector familiar is able provide some small amount of healing and is also able to cure various maladies
when needed.

Enchanted Supporter
Additional Component: Fire
The Supporter familiar is able to amplify the magician's ability to cast offensive spells.

Enchanted Guardian
Additional Component: Earth
The Guardian familiar is able to offer protection and shielding from harm.

Ritual Research

Cost: 10

Reset: Between Events

Prerequisite: Path of the Ritualist

Restriction: None

Skill Points: None

Physical Focus: None

Gesture/Incant: None

Notes: Between events, you may attempt to research and create a new ritual, or to study a ritual

you have seen performed to understand more about it. Some rituals may be too difficult for a ritualist to learn at
early stages of thegtudy, but pending plot approval, you may then purchase the ritual and perform it at the next
event, provided you have the proper components. More difficult proposals are likely to require multiple uses of this
skill and may require additional accomplisémts in game.

Multiple magicians may combine their efforts to research a particular ritual. This may sometimes (not always)
reduce research time.

You MUST submit your question by the PEL deadline of two weeks after the event in order to receive an
answe. If for any reason staff fails to give you a reply to your question at the next event, we will do our best to get
you your answer at the following event. In the meantime, you can ask another question after the new event without
Arepl aci ng pwewibgeryouahsdersmmlmoth, so long as you ask no more than one question per event
using this skill. However, if you are informed that you must spend multiple uses of the skill upon the same topic,
you cannot research an additional ritual whilefgrening that ongoing research.

Use of this skill does not count against your 1 Active Use Between Events/Info skill use.

Ritual: Enchant Magician's Staff

Cost: 20

Reset: Instant

Prerequisite: Path of the Ritualist

Restriction: None

Skill Points: 1 Magic

Ritual Skill Level: 1

Physical Focus: Ritual

Gesture/Incant: You must complete a ritual to enchant a magician's staff. In the case of the Enchant

Magician's Staff spell the ritual will entail the use of a liminait§th the targeted staff standing within the center
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circle. The Magician is free to design the enchantment that makes a normal staff a Magician's Staff, but it must
include these elements:
* it must be a minimum of 5 minutes in length.
* the enchantmemnnust include some form of gestures/movement and incants.
* the enchantment must include 1 component enchanted with each element (magic, fire, air, etc.) the magician
wishes to effect through the staff. These components are consumed when the ritual {svhether it succeeds or
not).
* this ritual cannot be interrupted. If you takegame harmful effects, or if someone walks through your circle, you
must begin again, resetting your five minute count.
Notes: A magician must enchant his own magiciaresfst
Once the staff is enchanted, you do not need to perform this ritual again. It is considered to remain in effect between
events. You may only have one Staff that is so enchanted. If it at any point you wish to enchant a new staff, you
may do sofollowing the guidelines above. This can be done during an Encounter, but please note that interruptions
will reset the enchantment.

Once cast, in addition to becoming a focus for other spells, the Magician can cast spells while holding and using
a staf. You must have the skill to use the staff to do this. This overrides the restriction requiring both hands to be
free to cast spells.
Notes:
* Since a staff is a twinanded weapon, you cannot block with one hand with only one hand holding the staff, even
with this skill. However, you could begin your incant while blocking, or use a spell that does not require you to
throw a packet, etc.
* This skill also works with any packdtased skills that are not technically spells but state in their description that
they work like spells.
* |f your Staff is destroyed, the Enchantment is not lost, but you cannot use the Staff for any magic relying on it
until the Staff is repaired.

Strength of the Staff

Cost: 10
Reset: Twilight
Prerequisite: Enchant Magician's Staff
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Physical Focus: Staff
Gesture/lncant: None
Notes: So long as you are holding your Magician's Staff, you may call "Resist" to any one
"Destroy Staff" or ADisarm Staffo effect.
Circle of Forbiddance AYou Shall Not
Cost: 20,40,60
Reset: Event
Prerequisite: Enchant Magician's Stafamage Aura: Lightning
Restriction:
Season: 1 2 3
Max Purchase: 1 2 3
Skill Points: None
Physical Focus: Circle
Gesture/lncant:
Notes: You may perform a quick enchantment to force others away from an area.

To cast this spell:

* You must first lay out a circle around you. It can be drawn in the dirt or with chalk (IF the campsite allows it), or
laid out with rope, a mat with arcie drawn on it, with stones, or with other

objects.

* You must touch your staff in the four directions around you (front, back, left and right).



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

* You must then raise your staff with both hands, speak an incant of at least twenty syllables,gati stiaff

down to the ground in a sudden movement, calling out "By My Voice, Short Repel by Magic."

* Every ten seconds (or whenever someone approaches you with the obvious intent to cross the circle) you may
make the call again.

* This effect ends wheyou step out of your circle, after which you may not make the call again.
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12.7 Sandman
"Lose your dreams and you could lose your mind."
~Rolling Stones, "Ruby Tuesday"
"Imagination is more important than knowledge."
~Einstein

Outlook

Most sandmen spend their grained youth plagued by mind bending dreams and riotous nightmares. In many
cases, those individuals end up at Asylum for training, and in more than a few cases, those trainees end up staying as
patients. Sandmen often wailkth each foot in a different world, and as such they come across as disconnected or
aloof from those who remain in just the one.

The Sandman organization based out of Asylum is only around two hundred years old, and, in the grand scheme
of things, reldtely young. They are also far removed from the rest of the world, geographically speaking. Their
environment seems to reflect the often disturbing realm of dreams, and not many people seek to go there unless
absolutely necessary.

A note on the Slumierlands: The Slumberlands are formed from the dreams and fears of every being on the
Written World. Dreams, and hence the Slumberlands, connect everyone. Similar to Fairy, the Slumberlands are
unpredictable and chaotic, and things are rarely exactlyegsseem (though, just to remain unpredictable,
sometimes they are). Dreams can often give great insight, but they should rarely be taken literally.

Any person or being who can dream has their own Dreamscape, their own place within the Slumberlands.
Typically this is a safe place for a dreamer, but nightmares, especially those that have taken a life of their own, have
been known to dominate dreamscapes and harm the dreamer.

The Slumberlands refer to all dreams and all dreamscapes, but it also réierBteaming World that is not in
a distinct being's Dreamscape, that part of Dreams that connects all beings and is truly the raw stuff of Imagination.

A note on Creatures of Dreams and NightmaresOften in the Slumberlands, Dreams and Nightmaregakié

on distinct forms, appearing according to the nature of the dream. This will be clear based on their appearance
(costuming), behavior (roleplaying), or through clarification of the dreamscape (tag upon entering the encounter, or
clarification from tle dreamer guiding you there). Not all dreams or nightmares are obvious of what they are to
anyone but the dreamer of that dreamscape.

The more distinct a Dream is, the more an obvious Shape or Being it is, the more likely that the Dream or
Nightmare befee you is either a Dream/Nightmare that has taken on a life of its own, or that it is a Being that is
Dreaming, such as another Sandman.

Dreams are often recognizable due to being white or light in color, often with markings upon their face that may
glowin the dark or react to certain lighting; often these markings, designs, or swirls will also be on their body.

Nightmares are often recognizable due to being black or dark in color, often with markings upon their face that
may glow in the dark or reaat tertain lighting; often these markings, designs, or swirls will also be on their body.

A note on combat in the Slumberlands Though there will at times be combat and threates within the
Slumberlands, we strongly encourage those playing Sandman soHeauily on Roleplaying within the
Slumberlands, and to shy away from the "gang up on it" style of combat prevalent in Boffer LARPing. Many skills
exist that allow for Ranged, Voice, Gesture, and Name attacks to represent that there is no suchhysicphs p
distance in the Slumberlands, and you will find many creatures that face you in the Slumberlandsiaseagimy
effects We encourage you to take a less fervoured approach to combat when the situation warrants it.

Some dream creatures may baffiected by physical weapons, unless a skill is used to affect "to Dream."

A note on roleplaying in the Slumberlands The Slumberlands are a strange, unpredictable place where things
are rarely as they seem, and much interpretation can be had on séd®x &snd experienced there. It is also a place
where your happiest thoughts and your most terrifying fears are given form and being. When encountering Dreams
and Nightmares within the Slumberlands, you are in fact encountering aspects of those dile@gigraares
within your own mind, and we encourage you to roleplay it as such.

For example, if you see a "formless" Nightmare before you (an NPC dressed as a Nightmare as described
above), you should see it as embodying aspects of the things you feéarTiesnore powerful the Nightmare, the
more powerful the fears it dreams upon. Each person reacts to fear in their own way, of course, and this is not to say
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that you should cower, unless this is something your character would do. Instead, we eryoucsdeto react as
your character would to being confronted with their fears.

The same is true of "formless" Dreams, but in this case you are confronted by beings that embody those things
that make you happy, joyous, or that make you satisfied oliddlin some ways; some may represent bittersweet
memories of something you loved that was lost, as dreams so often do.

Sandman Skills

A note on Awakened Dreamer Many Sandman skills are usable only within the Slumberlands. However, a
Sandman who hagained the "Awakened Dreamer" skill has begun to learn how to bring their own dreamscape with
them into the Waking World, and may then purchase "Awakened" versions of their skills to use while outside the
Slumberlands. Skills that are restricted to then®lerlands only will say so in the skill description.

A note on Traits: All Sandman have th®andmantrait, as well as the trait of any Sandman Path they have (Adept,
Architect, Empath).Any creature that is within or enters the Slumberlands gains th®reamtrait upon
entering; this is true even of neBandman (such as allies an Architect may bring with them). Any ability "to
Dream" that is successfully delivered will affect any being within the Slumberlands, unless they call an appropriate
defense.

Sandman are able to recognize creatures of the Slumberlands that are pure imagination; theyhpwaerhe
trait. On very rare occasions, Figments may be seen as Ghosts upon the waking world (this is more true in Asylum
than anywhere else), but most oft€igments only exist in the imagination of the Slumberlands.

Most Sandman abilities are delivered with W@l trait, though some more powerful abilities are delivered with
thelmaginationor lllusion trait. Will is a Mental Trait, while Imaginatiomd Illusion are Special Traits.

Some creatures within the Slumberlands may deliver effects by other means, such as by Madness, Insanity,
Dreaming or Nightmare.

A note on Packet Attacks Several Sandman abilities can be delivered by packet. Uplesi§ied in the skill
description otherwise, only one hand is required to be free to cast Sandmardedigketd abilities.

Skill Points: Imagination

Character Points: 5,10,1520,25
Reset: Encounter
Prerequisite: Any Sandman header
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
Notes: Skill Pointsrepresent the number of special actions a character can take during each

encounter. There are different types of Skill Points, and when a Skill Point is purchased, it is iglynaségned
a type. Each type of Skill Point fuels a different type of skill. Most characters will only require one, or at most two
types of points.

The different types of skill point are Magic (magicians), Faith (priests of the Word), Craft (witches),
Imagination (sandmen), Brain Waves (men of science), and Endurance (for everyone else).

The cost of a Skill Point is determined by the total number purchased, regardless of how the points were
assigned after purchase. Types of Skill Points affect difiteskills, but for the purposes of purchasing additional
Skill Points, they are all the same.

ExampleOne A character purchases a Skill Point and assigns it to Endurance so he can use his strong attack.
He is also a magician, so he purchases a se8kifid?oint and assigns it to Magic. The first point of Magic is still
the second Skill Point, and would cost more than the first point.

Example Two:A character has the Warrior header and has five Skill Points which have all been assigned to
Endurane, and decides to purchase the Priest Header. His first Faith Point would cost the same as his sixth Skill
Point.
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Resist Madness

Character Points: 5,15,25,35
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Sanity: 2 3 4
Skill Points: none
Notes: You may call AiResi st by Wi Il o6 an attack that

event for each time you purchase this skill.

Draw from the Dream

Cost:
Adept: 5,10,15
Empath: 5,10,15
Architect: 5,10,15
Reset: Encounter
Prerequisite: Any Sandman Header
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: You may draw points of Imagination straight from the Slumberlandsnd you. These

points add to your Imagination total, but may only ever be used in the Slumberlands. Your normal skill point costs

are unaffected by points purchased with this skill; Draw from the Dream is a separate skill point pool.

For example: You have purchased 3 Points of Imagination for 30 CP (5,10,15 Points respectively). You then

decide to buy 2 Points of fADraw From The Dreamodo | magi n:
Sl umber |l ands. ThesEhe@ DPoéaméd lbmagiDnatwi &mofoi nts cost
then decide to buy d"4Point of Imagination (for 6 total in the Slumberlands), it would only cost 20 CP for that

point.

Dreamsight
Cost:
Adept: 5
Empath: 5
Architect: 5
Reset: Instant
Prerequisite: Any Sandman header
Restriction: None
Skill Points: None
Notes: You have the ability to read fADream Tagsbo.
you may al so diagnose Al maginationdo and "Il lusion."

Dream Visions

Cost:
Adept: Free
Empath: Free
Architect: Free
Reset: Between Events
Prerequisite: Dreams and Nightmares and any Sandman Header
Restriction: None
Skill Points: None
Notes: You have some control over the dreams and nightmares given to you by the Dreams and

Nightmares skill, and are no longer so deeply tormented by them. This is a passigdypioinformation skill.
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You may, if you choose, inform Plot of what you arertgyto seek in Dreams, but there is no guarantee that is what
you will see. The Slumberlands are a mysterious place that rarely reveal what is expected.

Enter the Dream

Cost:
Adept: 5
Empath: 5
Architect: 5
Reset: Instant
Prerequisite: Any SandmarHeader
Restriction: None
Skill Points: None
Notes: You may enter the dream under plot approved conditions. This skill is self only. If you

do not possess this skill, you cannot enter a Dreamscape without the aid of an Architect.
Upon entering th&lumberlands, you gain the "Dream" trait. This trait goes away upon exiting the
Slumberlands, unless you have an effect or skill that causes the trait to remain.

Sense Dream

Cost:
Adept: 5
Empath: 5
Architect: 5
Reset: Encounter
Prerequisite: Dreamsight
Restriction: None
Skill Points: 1 Imagination
Notes: Youmaycali By my voice, Expose Dream by | maginat
Sandman by | maginationd or fABYy my voice, Expose Figment

Resist Illusions

Cost:
Adept: 5,10,15,20
Empath: 5,10,15,20
Architect: 5,10,15,20
Reset: Event
Prerequisite: Sense Dream
Restriction:

Season: 1 2 3
Max Purchase: 4 5 6
Skill Points: 1 Imagination

Notes: Youmaycali Resi st 0 t dlusiomkey Wdl brbyelmagination, or any one

effect to Sandmaar to Dream. This skill may be used while unconscious or dead, but not while Drained.

Awakened Dreamer

Cost:
Adept: 10
Empath: 10
Architect: 10
Reset: Instant
Prerequisite: Sandman Header, Enter the Dream, Dreamsight
Restriction: None
Skill Points: None
Notes: You permanently have the trait fADreamd0 even

This skill acts as prerequisite for a number of later Sandman skills
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If afi C uDreamT r ais calledin conjunctionwith afi E xthie $lumberlands/ExitheD r e a msar afipCeudr e
ManifestSlumberlands/CurtanifestS a n d ncallyihlie Dreamtrait grantedby this ability is not cured. You may
callii neof f butatenotrequiredto.

Diagnose Physical

Character Points:

Adept: 10
Empath: 5
Architect: 10
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You maydiagnose the physical conditionafarget. This includes the ability to

diagnose any of the following conditions: Stable, Unstable, Dead, Comatose, Unconscious, or Damage. It also
includes the ability to diagnose most physical effects, suéltids Aging, Cold, Disease, Fire, Lightning, Poison,
Sleep, and Water.

Diagnose Mental

Character Points:

Adept: 10
Empath: 5
Architect: 10
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may immediately diagnose Fear. After ten seconds of role played conversation, you

may also diagnose Awe, Confusion, Despair, Gloom, Inspiration, Madness, Presence, Trance, Will, and Fascination.
If you have the Dreamsight skill, you may also diagrasagination and Illusion.
Nightmare and Dream cannot be diagnosed with this skill.

First Aid
Character Points:
Adept: 10
Empath: 5
Architect: 10
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You mayperform firstaid on a unstabldarget,bringing that character to stable after one

minute of role play

Cure Maim
Character Points:

Adept: 10

Empath: 10

Architect: 10
Reset: Instant
Prerequisite: Diagnose Physical
Restriction: None

Skill Points: None
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Notes: You may roleplay over a maimed | imb for 60

Mai mo .

SandmanAdept Skills

Imagined Body

Cost:
Adept: 5,10,15
Empath:
Architect:
Reset: Event
Prerequisite: Sandman Adept
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: You may purchase extra Body that only exists when you are in the Dream. This extra

Body stacks with your normal Body. Imagined Body is lost to damage before normal Body. It can be healed with
magical healing (only while in the Slumberlands), or it resuat the end of the event.

Imagined Reflex

Cost:

Adept: 10,15,20

Empath:

Architect:
Reset: Encounter
Prerequisite: Sandman Adept
Restriction:

Season: 1 2 3

Max Purchase: 1 2 3
Skill Points: None
Notes: While in the Slumberlands, thdept imagines himself with more Reflex. This extra

Reflex only exists in the Dreaming. Like normal Reflex, it resets itself at the end of each encounter, with fifteen
minutes of rest.

Imagined Armor

Cost:
Adept: 15
Empath:
Architect:
Reset: Encounter
Prerequisite: Sandman Adept
Restriction: None
Skill Points: 1 Imagination
Notes: While in the Slumberlands, the Adept imagines himself protected by Armor. He may

spend 10 seconds in concentration to create this dream armor aroundthérerat of which he gains 2 points of

imaginary Armor. This cannot be stacked with other types of Armor. This Armor only exists in the Slumberlands.

The Adept may reset his armor with five minutes of rest, or with a normal Refresh action. This Atmantad he

leaves the Slumberlands. If an Adept leaves the Slumberlands and returns, heimagine his armor. Once this

skill has been cast, the Sandman cannot expend a point
rest time taeset it, though it does disappear when he leaves the Slumberlands.

Imagined Missile

Cost:
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Adept: 10
Empath: ---
Architect: -
Reset: Instant
Prerequisite: Sandman Adept
Restriction: None
Skill Points: None
Notes: While in the Slumberlands, yauay cast tiny stinging bolts of Imagination at a target.

You may imagine these needles to be whatever you wish, but the effect is always uncalled @aregugcket may
be thrown every ten uninterrupted secondius, if you use a skill (including blking attacks) or are struck in
combat you must wait ten uninterrupted seconds before throwing the next packet.

For exampleyou cast an Imagined Missle and start to count to ten to cast the next. However, at 9 seconds, you
are struck for damage. You muesunt another 10 seconds before you may cast another missle. You run around for
10 seconds, but are not struck by damage, nor do you use any other skills. You cast another Imagined Missile. You
count out another 10 seconds, but then decide to usénedgttack. You must count another 10 seconds before
you could cast Imagined Missle again).

Imagined Missile requires one hand free. You may use Imagined Missile even with a Shield in-haumdoff

A Note About Attacking Dreams: It is possible to ws physical force to combat threats in the dreandng, it is
usually important to be able to do so. However, things rarely go away forever just because their dream form has
been defeated.

Imagined Strike

Cost:
Adept: 10
Empath:
Architect:
Reset: Instant
Prerequisite: Imagined Missile
Restriction: None
Skill Points: None
Notes: You may choose to add Ato Dreamod to any call

Sandman abilities. For example, you could choose to call Imagined Attaclasri&ye to Dream" or "3 Damage
by Will to Dream" instead of "3 Damage by Will."

Greater Imagined Missile

Cost:
Adept: 10
Empath:
Architect:
Reset: Instant
Prerequisite: Imagined Missile, Imagined Strike
Restriction: None
Skill Points: None
Notes: You may choose call your Imagined Missile attacks as "1 Damage to Dream."

Imagined Attack

Cost:

Adept: 5

Empath: -

Architect:
Reset: Encounter
Prerequisite: Imagined Missile
Restriction: None
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Skill Points: 1 Imagination
Notes: While in the Slumberlands, you may strike foes with the power of your imagination. A
short incant (6+ syllables) describing the visual effect should be made prior to casting the packet. The attack may
also be delivered as a weapon strike. In either,case he ver bal is, A3 Damage by Wil
in the Slumberlands.
Imagined Attack requires one hand free. You may use Imagined Attack even with a Shield in-pamdoff

Accurate Imagined Attack

Cost:
Adept: 10
Empath:
Ar chitect:
Reset: Encounter
Prerequisite: Imagined Attack
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Imagination
Notes: You may now focus your Imagined Attack, guaranteeing that it will strike your target.
This still requires a short incant (8+ syllables). This is an@ddnhancer to the Greater Imagined Attack skill. You
may still choose to throw a packet or swingéhe t a ¢ k , or you may choose to cal/l y
My Gestur e, 3 Damage by Wi ll o or fiBy Your Name <<name>:

the Slumberlands.
Accurate Imagined Attack requires one hand free. You may user&edmagined Attack even with a Shield
in your off-hand.

Greater Imagined Attack

Cost:
Adept: 10
Empath: ---
Architect:
Reset: Twilight
Prerequisite: Imagined Attack
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Imagination
Notes: While in the Slumberlands, you can strike foes with the power of your imagination. A
short incant (8+ syllables) describing the visual effect should be made prior to casting the packet. The attack may
also be delivered by weaponstrike | n ei t her case, the verbal is, A5 Dam:

be used in the Slumberlands.
Greater Imagined Attack requires one hand free. You may use Greater Imagined Attack even with a Shield in
your off-hand.

Accurate Greater Imagined Attack

Cost:
Adept: 15
Empath: ---
Architect: ---
Reset: Instant
Prerequisite: Greater Imagined Attack
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5

Skill Points: 1 Imagination
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Notes: You may now focus your Greater Imagined Attack, guaranteeing that it will strike your

target. This is an addn enhancer to the Greater Imagined Attack skill. The incant (10+ syllables) should describe

the attack. You may still choose to throw a packetvdng the attack, or you may choose to call your Greater

|l magi ned Attack by fAiBy My Gesture, 5 Damage by | magi naf

|l magi nati ono. This skill may only be used in the S| uml
Accurate Greater Imagined Attaokquires one hand free. You may use Accurate Greater Imagined Attack

even with a Shield in your cffand.

Awakened Imagined Attack

Cost:
Adept: 10
Empath:
Architect: -
Reset: Encounter
Prerequisite: Accuratelmagined Attack, Awakened Dreamer
Restriction: None
Skill Points: 1 Imagination
Notes: You can strike foes with the power gbur Imagination, even while in the real world.

Give ashort descriptiorf6+ syllable$, and then strike with weapon or throw a packet and
Wwill. o

Awakened Imagined Attack requires one hand free. You may use Awakened Imagined Attack even with a
Shield in your offhand.

Imagined Two Weapons

Character Points

Adept: 10
Empath: ---
Architect:
Reset: Instant
Prerequisite: Small or Medium Weapons
Restriction: None
Skill Points: None
Notes: While in the Slumberlandgou may wield two small or medium weapons

simultaneously, one in each hand. The weapons must be medium or small in length, and cannot be a staff. This
skill is usable only within the Slumberlands. If you later purchase a fighter header and the Two 3/é&disoyou
may immediately sell this skill back.

Awakened Two Weapons

Character Points

Adept: 10
Empath: ---
Architect:
Reset: Instant
Prerequisite: Imagined Two Weapons, Awakened Dreamer, Awakened Imagined Attack
Restriction: None
Skill Points: None
Notes: You have spent so long learning to be a warrior within your dreams, that you have gained

skill in the waking world. You may now wield Two Weapons while not in the Slumberlands.

Imagined Shield

Character Points
Adept: 15
Empath: ---
Architect: ---
Reset: Instant
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Prerequisite: None
Restriction: None
Skill Points: None
Notes: While in the Slumberlands, yauay use &hield. Shields block any uncalled ranged

attack, including uncalled arrows and spells. Any called ranged attack will go through a shield. Shields block all
mel ee weapon attacks unless those attacks elands. iby Mass|
you later purchase a fighter header and the Shield skill, you may immediately sell this skill back.

Awakened Shield

Character Points

Adept: 15
Empath:
Architect: -
Reset: Instant
Prerequisite: Imagined ShieldAwakened Dreamer, Awakened Imagined Attack
Restriction: None
Skill Points: None
Notes: You have spent so long learning to be a warrior within your dreams, that you have gained

skill in the waking world. You may now wield a Shield while not in $emberlands. This follows all the
restrictions of Shields.

| Do Not Dream of Dying

Cost:
Adept: 10,20,30
Empath:
Architect:
Reset: Event
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You may opt to become unstable instead of dying from a Death effect taken while in the

Slumberlands, or from a Death to Dream, Death by Will or Death by Imagination while not in the Slumberlands.
This skill may be used even while drained.

Imagined SelfHealing

Cost:
Adept: 10
Empath:
Architect:
Reset: Encounter
Prerequisite: Sandman Adept
Restriction: None
Skill Points: 1 Imagination
Notes: Youmayroleplays hr uggi ng off the wounds for three s

I ma g i n aHisiskillmaydonly be used in the Slumberlands.

Awakened Imagined Self Healing

Cost:
Adept: 5
Empath: ---
Architect:
Reset: Encounter
Prerequisite: Imagined Self Healing, Awakened Dreamer
Restriction: None

Skill Points: 1 Imagination
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You may use the power of your Imagination to hgalrself even while awakand

outside the Slumberland$®Roleplay Brugging off your injuriegor three secondand callthenii H e3ad Self by

| magi nationo
Imagined Mobility
Cost:

Adept: 10

Empath:

Architect:
Reset: Twilight
Prerequisite: Sandman Adept
Restriction:

Season: 1 2 3

Max Purchase: 2 3 4
Skill Points: 1 Imagination
Notes: You may take three seconds to purge an attempt made to hinder your movéhient.

includes Root, Slow, or MaimThis skill may only be used in the Slumberlands.

Self Awakening

Cost:

Adept:

Empath:

Architect:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:
force yours
of the Slumberlands.

Imagined Avoid

15

Twilight
Sandman Adept

1 2 3

2 3 4

1 Imagination

When you take a stun effect and find yourself slipping into the Slumbeylgoasnay

el f back and away, cal | iThisgkilliMRYube gsed oBtside n 0

Cost:

Adept:

Empath:

Architect:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:
Will," or f
may only be used in the

Fearless

15

Twilight
ImaginedMobility

1 2 3

2 3 4

1 Imagination

While in the Slumberlands you may call AAvoido to

bTyh ilsmaignicnlautdieosn 6i.By my Gest ur e, 0 fhsykilmy

Slumberlands.

Cost:
Adept:
Empath:
Architect:
Reset:
Prerequisite:

10

Encounter
Sandman Adept

one

aft

att

Voi ce
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Restriction: None
Skill Points: 1 Imagination
Notes: You have mastered your fea¥*ou may cal | i Re Yousaydesisto a fear

fear even while awake and outside the Slumberlands.

Strength of the Mind

Cost:
Adept: 15
Empath:
Architect:
Reset: Twilight
Prerequisite: Sandman Adepfearless, Awakened Dreamer
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Imagination
Notes: Roleplayf or 3 seconds, then call "Purge Mental b
by I maginationd to any Ment al effect (such as Awe, Con:

Trance) or Imagination effect. This does not work against sffectnsanity or Nightmare (as these are Special
Traits). This includes Gesture, By My Voice, and By Your Name effects. This skill MAY be used outside of the
Slumberlands.

Dream Warrior AYou have no power o
Cost:
Adept: 25
Empath:
Architect:
Reset: Encounter
Prerequisite: Sandman Adept, Awakened Dreamer, Imagined Avoid, Strength of the Mind,
Greater Imagined Attack
Restriction: None
Skill Points: 1 Imagination
Notes: You have gained such proficiency over your drestifithat you can shrug off attacks,

though stillatsomecost. f you are struck with a weapo Wibhdflusiopacket at
orl magination, 0 ydWRemdayx ec h o sle Dtaanagalol and take a point
effect. You may also use this on By My Gesture, By Your Nathg,Insanity'or fiby Ni ght mareo att a
cal l i's t B®a ma §aid akitt may onty be used in theudhberlands.

Sandman Architect Skills

Group Enter the Dream

Cost:
Adept:
Empath: ---
Architect: 5
Reset: Encounter
Prerequisite: Architect header
Restriction: None
Skill Points: 1 Imagination
Notes: You may enter and bring others into the dream under plot approved conditionsnay

bring up to four additional people into the Slumberlands, unless the Gate Tag or the NPC Guide specifies
differently. In some places the barrier between the Slumbesland the Written World is thinThe Architect can
sometimes sense these places (a tag would be present), and could use this skill to pierce that barrier.
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Upon entering the Slumberlands, anyone who enters gain the "Dream" trait. This trait goep@weayiting
the Slumberlands, unless you have an effect or skill that causes the trait to remain.

Attuned to the Dreamscape

Cost:
Adept: ---
Empath:
Architect: 5
Reset: Instant
Prerequisite: Sandman Architect, Dreamsight
Restriction: None
Skill Points: None
Notes: Architects have a greater sense for the Slumberlavida.can read Dream tags that are

expressly labeled for Architects, and will often get a feel for what is amiss around you.

Imagined Distance AFarther than you t
Cost:
Adept:
Empath: ---
Architect: 5
Reset: Encounter
Prerequisite: SandmarArchitect
Restriction: None
Skill Points: 1 Imagination
Notes: You imagine your adversaries as farther away than they thoGghat! | a phrase (AY

farther than you thought! 0 or somet hi ngThsskihndyanty) of at
be used in the Slumberlands.

This skill does notequire your hands to be free, nor does it require a weapon to use. For example, you may
point your finger if you have no weapon in hand.

Greater Imagined Distance il said, farther than
Cost:
Adept:
Empath: ---
Architect: 10
Reset: Twilight
Prerequisite: Imagined Distance
Restriction:
Season: 1 2 3
Max Purchase: 1 3 5
Skill Points: 1 Imagination
Notes: You imagine your adversaries farther away than they thought, and you are fairly adamant
aboutitCal l s a phrase of at |l east 12+ syllables (Al said Yy

similar) then make a s weoeipcien g Dg essetnugraeg eaYoddaoaStkethdi Byo nbDyr e
effect. This skill may only be used in the Slumberlands.

Imagined Quagmire

Cost:

Adept:

Empath: ---

Architect: 10
Reset: Twilight
Prerequisite: Imagined Distance
Restriction:

Season: 1 2 3
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Max Purchase: 3 4 5
Skill Points: 1 Imagination
Notes: You make the surrounding environment thicker and harder to peneStadeit a short
description of at | east 6+ syl | ablfteeencéduntdrisoutsidedyoby A To t |
may cal |l , fAXBydomottake this effeciThis skill may only be used in the Slumberlandis ability

may have a more profound effect on certain dream creatures.

Dream Snare

Cost:
Adept:
Empath:
Architect: 10
Reset: Encounter
Prerequisite: Imagined Quagmire
Restriction: None
Skill Points: 1 Imagination
Notes: You imagine a snare that catches the foot of your ta@ell. a short description of 8+

syl l ables foll owed by A Bkisgespuregnaysot bernaintainedfar tnoretlyan fivé 1| usi on .
minutes. While thegesture is being maintained, you may not use weapons or damaging attacks. The architect may

i nstead throw a pack e fThisaskilanayoaly bk ysediinRne &laumbérlgndd. | | usi on. 0
Imagined Disarm
Cost:
Adept:
Empath:
Architect: 10
Reset: Encounter
Prerequisite: Imagined Quagmire
Restriction:
Season: 1 2 3
Max Purchase:
Skill Points: 1 Imagination
Notes: You i magine that a weapon or iShogtmshors snat che

description of 12+ syl l abl es f oThikskiWwmay onb/pe udeB ymtheny gest ur «
Slumberlands. Once your target drops the targeted itemmystidrop the gesture.

Imagined Pain

Cost:
Adept:
Empath:
Architect: 15
Reset: Encounter
Prerequisite: Sandman Architect
Restriction: None
Skill Points: 1 Imagination
Notes: You create an atmosphere that is hazard@lmut a description of your intent of at least

10+ syllables, foll owed by iffheendoimeerisroaside) you Aayaeal ystebdy | ma g |
AiBy my Voice. o Y o u haybusnay choase ® resish it ifsjou ddvd teecskill,to dordtscskillg
may only be used in the Slumberlands.

Storm of Dreams

Cost:
Adept: ---
Empath: ---
Architect: 5
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Reset: Twilight
Prerequisite: Imagined Pain
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: 1 Imagination
Notes: You create an atmosphere that is harmftout a description of your intent that is at
l east 12+ syll ables | ong, f ol | owelitkthe encounteris outsiteeyowrcano m, 1 |
call i nst ead Youddnypt takeydamagemahas .efect This skill is only usable in the

Slumberlands.

Clearing the Slumberlands

Cost:
Adept: ---
Empath: ---
Architect: 10
Reset: Twilight
Prerequisite: Dream Snare, Imagined Quage
Restriction:
Season: 1 2 3
Max Purchase: 4 5 6
Skill Points: 1 Imagination
Notes: You are able to clear the Slumberlands of Imagined haz&tasut a description of your
intent (at | east 8+ syll ables), f ond oowme di Tooy ThTeo R choem,r oG
Root/ Sl ow to Dream, 0 and then take an HKtheencpunterfisf ect t o .
outside, you can call instead, fABy my Voice. o0 This sKki
Hidden in the Dream fiThese are ot the Dreamesyou arelookingfo r 0
Cost:
Adept:
Empath: ---
Architect: 10
Reset: Encounter
Prerequisite: Attuned to the Dreamscape
Restriction: None
Skill Points: 1 Imagination
Notes: You bl end with the Dreamscape so well t hat

AEXxpose San dmsaskillanayeohlyf be ased.in the Slumberlands. You do not have to call the resist,
since that would expose you in any&as

Awakened Hidden in the Dream

Cost:
Adept:
Empath: ---
Architect: 5
Reset: Instant
Prerequisite: Awakened Dreamer, Hidden in the Dream
Restriction: none
Skill Points: 1 Imagination
Notes: You can now use the Hidden in the Dream skill invta&ing world.

You may fRes iDsrteteononfi BEpx @ 9 affe@ ahiedutsade tbe Slumberlandyou do not
have to call the resist, since that would expose gany case.

Grounded to the Dreamscape
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Cost:
Adept: ---
Empath: ---
Architect: 10
Reset: Twilight
Prerequisite: Attuned to the Dreamscape
Restriction: None
Skill Points: 1 Imagination
Notes: You may c dodaln faRd sicgt dad hat i s ABy my V

R o o jualess that effect is by Nightmare, Corruption, Insanity or Faihys skill is only usable while in the
Slumberlands.

Figment of the Dream

Cost:

Adept: ---

Empath: ---

Architect: 15,25
Reset: Event
Prerequisite: Hidden in the DreamGrounded to the Dreamscape, Awakened Dreamer
Restriction:

Season: 1 2 3

Max Purchase: 2 3 4
Skill Points: 1 Imagination
Notes: While in the Slumberlandyou may clasp your hands in front of you, palms together,
and call Al mbue Yaugahehe $pirithirgit amdlrcan aéhd efferd to any effect unless it is

del i ver ed ididelivere®pNightmare) Cooruption, Madness, InsarotyFairy. &ou may walk freely,

but may not speak t o any o nMostereatuesoaofthetShumberlands mighfighgreeaa k t o
Figmented character as if he was not théreis effect lasts until you takesaneeft t fit o Spiheibydo, dAby |
Insanity',A by Ni g h tfinbayr eFéai r y 0, , uatit youidbops/o@ leands, orputii yourieave the

Slumberlands.

Dreamweaving

Cost:

Adept:

Empath:

Architect: 25
Reset: Event
Prerequisite: Architect, Awakened DreamgClearingthe Dreamscape, Figment of the Dreadidden
in the Dream
Restriction:

Season: 1 2 3

Max Purchase: 1 2 3
Skill Points: 1 Imagination
Notes: This is the pinnacle of all Architect abilities, the ability to change a dream in a profound
way. Thisskill cannot be used while combat is taking platais skill may be used in one of two ways; in the first,
there wil/l be an octagon with a tag fADreamweaving. 0 Y

may inform you of changes you carake in this dream or grant you additional abilities temporarily. Or you may
use the skill to try and change a dream profoundly yourself.

You must approach a target, wusually the Dreamer or ho:
statewhat you are attempting to change.

Example:An architect observes a persondés dream, in which
as t he dr eThenchit®a may use thie skill to make the dreamer see the architect atethiestiead.

He would call Al mbrYoer sy eD rmea raWe aoliiect must thentateempt O act as

part of the dream, or risk disrupting Eurther, while the Nightmare Creature may still be there, the Dreamer will
no longer sed as their sister.
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Example: The architect observers a dreamer shivering from cold and tormented by a blizzard. The architect
may then use the skill to change the | andscape. He wo !
andthesnomas stopped. o You must continue to engage the dr
opposing creature attempt to change it back.

You are encouraged to be creative with this skKill.

If Dreamweaving cannot be used in a scenario (g&ilis are either not sufficient, the dream is too strong, or
somet hing el se is occurriLletgneClarifyiNeo MNP @ thiwis taled, shewsecf, A No
the Dreamweave is not lost, but the skill will have no effect duhirsgencounter.

I f Dreamweaving can be used, but the attempt is somet
Your use of this skill is not expended.

If the attempt was successful but the creature or dreamer was unaffectedCthel® ul d st mthis A Resi s
case the skill would be expended.
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SandmanEmpath Skills

Soothing the Dreamer

Cost:
Adept: ---
Empath: 5
Architect:
Reset: Encounter
Prerequisite: Sandman Empath
Restriction: None
Skill Points: 1 Imagination
Notes: Typically a dreamer will feel agitated whenever someone enters his Dreamscape

uninvited. This agitation can have different effects depending on the nature of the dreamer, but can range from

hostility and wariness to physical pain to uninvited gudgis skill allows you and your companions to enter the

Dreamscape of another dreamer without causing aldrthe dreamer is hostile, this skill will have no effettpon
entering a Dreamscape the Empath cal eamefhByseaohthe voi c e, |
skill cannot be used in the waking world.

This skill may also be used to calm a frenziedtardep¢ u may cal | , AiBy my Gestur e, C
| ma g i n arheiCare Frenzy may be used in the real world, but if so, youthmast a packet, and the call
becomes, ACure Frenzy by | maginationo

Understanding the Dream

Cost:
Adept:
Empath: 5
Architect:
Reset: Instant
Prerequisite: Empath, Dreamsight
Restriction: None
Skill Points: None
Notes: After five minutes of being in a dream, you can sometimes get a feel for the state of mind

of the dreamer.You can read yellow tags only usable by Empaths.

If a dreamer or other creature has a yellow "Understanding the Dream" tag on them, you maythemp t
and say, "Imbue Understanding the Dream.” The effect varies depending on the dream, but could range from no
effect, to additional clarification, or to a change in the Dreamer's behavior towards you or the dreamscape. You may
only use this versionf the skill (imbue) once per encounter and must take a Rest encounter abilities action before
using it in this manner again.

Finding the Dreamer

Cost:
Adept:
Empath: 5
Architect:
Reset: Encounter
Prerequisite: Understanding the Dream
Restriction: None
Skill Points: 1 Imagination
Notes: You may locate a Dreamer or other dream entity within a Dreamscape or the
SlumberlandsYou must know tChad It amruge ti®sy rnyaoma. name, <name?>, E x
Dreamspeaker
Cost:
Adept: ---

Empath: 5
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Architect:
Reset: Encounter
Prerequisite: Understanding the Dream
Restriction: None
Skill Points: 1 Imagination
Notes: This ability allows you to ASpeak Thiso Dr eamo

skill is usable outside the Slumberlands.

Stabilize
Cost:
Adept:
Empath: 10
Architect:
Reset: Instant
Prerequisite: Empath
Restriction: None
Skill Points: None
Notes: You may touch an unstable target with a paclk

This skill may be used outside the Slumberlaifiglou have purchased the Awaken Dreamer skill, but you must
then touch the target for 10 seconds before calling "Stabilize to Dream"”. You may attempt to use this on targets that
do not have the Dream trait, but it will not affect them unless they possegrait.

Heal Dream
Cost:
Adept:
Empath: 10
Architect:
Reset: Encounter
Prerequisite: Sandman Empath
Restriction: None
Skill Points: 1 Imagination
Notes: Say a phrase of 6+ syllables and call "Imbue to Self by Imaginatiéou'thengain a

Healing Pool of 4 Points of "Heal to Sandmaitbuch or throw a packet to the recipient and call "Heal X to
Sandman,” where X is the number of points you wish to héall may use these 4 points in any combinatibar
example, you may touch agleet to a target and call "Heal 1 to Sandman" and then touch a packet to a second target
and call "Heal 2 to SandmanYou would then have 1 point of Healing remaining in this potdu may attempt to
use this on targets that do not have the Sandmanktudiit will not affect them unless they possess the trait.

You may cast this as many times as you have imagination points in a single encblomtever, if you
have points remaining and recast the healing pool, you lose any points remaining wspsll tkeecast (they do
not stack).For example, if you used 3 points of healing and had 1 point remaining, and then chose to recast your
Heal Dream pool, you would then have 4 points of healing to use, fidie&51 point of healing from the last pool
would go away.

This skill may be used outside of the Slumberlands if you have the Awakened Dreamer skill. If used
outside the Slumberlands, the call changes to "Heal X to Dream."

You may attempt to use this on targets outside the Slumberlands thattdvadhe Dream trait, but it will
not affect them unless they possess the trait.

Accurate Heal Dream

Cost:

Adept: ---

Empath: 5

Architect:
Reset: Encounter
Prerequisite: Heal Dream

Restriction: None
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Skill Points: 1 Imagination
Notes: Say aphrase of 6+ syllables and call "By Your Name, <Name>, Heal 2 to Sandman."
You may attempt to use this on targets that do not have the Sandman trait, but it will not affect them unless they
possess the trait.

This skil may only be used in the Slurabards.

Greater Heal Dream

Cost:
Adept:
Empath: 10
Architect:
Reset: Twilight
Prerequisite: Heal Dream
Restriction:
Season: 1 2 3
Max Purchase: 4 5 6
Skill Points: 1 Imagination

Notes: You may say a phrase of 8+ syllabex call "Imbue t&elf by Imagination."You then gain a Healing
Pool of 6 Points of Heal to DreanY.ou may also choose to cast this healing "to Sandman" instead of "to Dream."
You may use these 6 points in any combinatibar example, you may touch a packet to a tamgdtcall "Heal 1
to Sandman" and then touch a packet to a second target and call "Heal 2 to Dfeamutuld then have 3 points
of Healing remaining in this pool.
You may attempt to use this on targets that do not have the Dream trait, but itt\afflecd them unless
they possess the trait.
This skill may only be used in the Slumberlands.

Accurate Greater Heal Dream

Cost:
Adept:
Empath: 5
Architect:
Reset: Twilight
Prerequisite: Greater Heal Dream, Accurate Heal Dream
Restriction: None
Skill Points: 1 Imagination
Notes: Say a phrase of 6+ syllables andl tBy Your Name, <Name>, Heal ¥ Dream” You

may attempt to use this on targets that do not have the Sandman trait, but it will not affect them unless they possess
the trait.
This skil may only be used in the Slurmmbands.

Heal All the Dreams

Cost:
Adept:
Empath: 10
Architect:
Reset: Event
Prerequisite: Accurate Greater Heal Dream, Accurate Heal Dream
Restriction:
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: 1 Imagination
Notes: You may draw upon your personal dreamscape to heal other dreams, though it is painful
and difficult to do so. Call out ABYy My Voice, He al

Sandmano instead of @At ousedinghre Bluntberlandhi s skill can only

t
b

(
[
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Awakened Dream Healing

Cost:
Adept: ---
Empath: 5
Architect:
Reset: Encounter
Prerequisite: Greater Heal Dream, Awakened Dreamer
Skill Points: 1 Imagination
Notes: Outside ofthe Slumberlands,ou may say a phrase of 6+ syllables, then toyghcket to
thetargeaend cal | AiShort St um Thisndy odle ke lusedon Anyunconstigsiomaavillingo n

target. It cannot be used to render an unwilling target temporarily unconscious; please obey the spirit of the skill.

Awakened Greater Dream Healing

Cost:
Adept:
Empath: 10
Architect:
Reset: Encounter
Prerequisite: Awakened Dreamer, Awakened Dream Healing
Skill Points: 1 Imagination
Notes: Outside of the Slumberlands, you may say a phrase of 8+ syllables, then paaketto

thetargeta n d ¢ a IStun aimdsHeal 4 iy ImaginatianThis may only be used on an unconscious or a willing
target. It cannot be used to render an unwilling target temporarily unconscious; please obey the spirit of the skill.

Awakened Heal to Named Dreamer

Cost:
Adept:
Empath: 10
Architect:
Reset: Event
Prerequisite: Awakened Dreamer, Accurate Heal Dream, Awakened Greater Dream Healing
Restriction:
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: None
Notes: Outside of the Slumberlandgou can draw upon your own Dreamscape to offer healing
to a dreamer whose name youknowou may say a phrase of 10+ syl l abl es,

He al 2 by I magination. 0 You t hen t alked, thaugtsitmaybe St un ef !
purged.

Cure Mind
Cost:

Adept:

Empath: 10

Architect:
Reset: Encounter
Prerequisite: Empath
Restriction:

Season: 1 2 3

Max Purchase: None
Skill Points: 1 Imagination
Notes: You may role play with a target for a full minute, reassuring him that all is right with the

worl d, touch a packet to him, aThidwiltcbreeffecsbpwe, ACur e Ment
Confusion, Despair, Fear, Gloom, Inspiration, Madnesssdhce, Trance, and Will.
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This spell will also cure effects by Fascination, I 1
Fascination/lllusion/ I magination by | maginationo.

This skill can NOT be used to cure effects by Nightmare, Insamitpreaming, though in some rare cases it
may have some effect upon inflictions with those traits even though it will not cure it.

This skill is usable outside of the Slumberlands.

Shield Imagination

Cost:
Adept:
Empath: 10
Architect:
Reset: Twilight
Prerequisite: Heal Dream
Restriction:

Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: 1 Imagination

Notes: Youmayrolepl ay with a target, reassuri wWgl them, t

orl ma g i n @Hisigramsdhe recipnt a Shield against the firddy Will'oriby | magi nati ondo ef fec
them. This is usable outside of the Slumberlands.

Imagined Repel Al &dm getting ang
Cost:
Adept:
Empath: 10
Architect:
Reset: Encounter
Prerequisite: Empath
Restriction: None
Skill Points: 1 Imagination
Notes: You may throw a packet anAltermatly, you mdyatigral t o Dr

brief description (AA gust of wind forces you to back
Repel to Dream by ImaginationYou may maintain the gesture as long as you continue to talk to the target about
why they cannot approach yoThe effect ends if you are Silenced, stop talking, or drop the gestoremay have
two of these active at one time, one with each hand.
This skill is not usable outside of the Slumberlands.

Awakened Imagined Repel

Cost:
Adept:
Empath: 5
Architect:
Reset: Encounter
Prerequisite: Imagined Repel, Awakened Dreamer
Restriction: None
Skill Points: 1 Imagination
Notes: This works exactly aBnaginedRepel, except that it may be usadside of the

Slumberlands If delivered as a packet, the call is "Repel by Fear." If delivered by gesture, the call becomes "By
My Gesture, Repel by Imagination.” All other requirements and restrictions remain the same as Imagined Repel.

Desperate Awalened Imagined Repel

Cost:
Adept: ---
Empath: 10
Architect:
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Reset: Event
Prerequisite: Awakened Imagined Repel, Awakened Dreamer
Restriction:
Season: 1 2 3
Max Purchase: 2 35
Skill Points: None
Notes: You are able to draw upon your adversaryds fear

Awakened Imagined Repel, but is an event skill that only works per time bought and costs no attribute points.

Imagined Agony AYou woul dndét dngrnkde me whe
Cost:
Adept:
Empath: 10
Architect:
Reset: Encounter
Prerequisite: Imagined Repel
Restriction: None
Skill Points: 1 Imagination
Notes: You may call iBy my Ge.s@hegesture maygbe maintaingd | magi r

for no more than 60 second¥ou may also choose to throw a packet instead. This skill cannot be used outside the
Slumberlands. You may have two of these active at one time, one with each hand, but otherwise cannot use any
othe skill (except to use a defense, such as resist) while maintaining the gesture.

This skill is not usable outside of the Slumberlands.

Awakened Imagined Agony AYou woul dnéltérmi&regme! avhe
Cost:
Adept:
Empath: 5
Architect:
Reset: Instant
Prerequisite: Imagined Agony, Awakened Dreamer
Restriction: None
Skill Points: None
Notes: This works exactly abnagined Agonyexcept that it may be useditside of the

Slumberlandsand he gesture may be maintained for no more tttaseconds.

Empathic Link

Cost:
Adept:
Empath: 10
Architect:
Reset: Instant
Prerequisite: Finding the Dreamer, Dreamspeaker, OMiad
Restriction: Only one active Empathic Link
Skill Points: 1 Imagination
Notes: You may create an Empathic Link with anoth&o activate this skill, you must spend at

least one minute roleplayingheart to heart conversation with the person. Then, when the roleplaying is done, you
must ask the person for permission to form an empathic
constitutes, you must explain it to them). If they aggeu can touch a packet to the person and to yourself, and call
out Al mbue by | maginationd each time. You now have est:;
You can choose to break the empathic link when you refresh your Encolititere which point you are free to
form a different empathic link.

You can use this link in the following ways:

* You can, at any time and for no skill point cost, t
Empathy and Agony o S Ehls floesdnot require your hands to be fré¢he person with the Empathic Link
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cannot bephysicallyreached, you may instead choose to call "By Your Name, <NdiRerson>, Stabilize by
Empathy and Short Stun to Self."

*You can, at any time and for no attribute cost, roleplay with your linked person for at least 30 seconds, then
touch a packet to them and call out ACure Ment al by Emj
engaged in combat during $hiime (they cannot be actively wielding weapons or packets, or be struck by a melee,
packet, or missile effect. By My Voice or To the Room effects do not disrupt your roleplaying). The target must be
conscious and able to hear you for this to work...thos,can do it to a target who is Drained or Paralyzed, for
instance, but not to one who is Stunned.

* You can transfer I magination to the pedaisndoSelf Touch &
by Empathy. Refresh 1 Imagination by Empalth

* You can, at any t i meByaoudName[Mame af linked pensdn] Egpose by, c al | 0L
Empathy."

*You can, once per encounter and at no point cost, draw upon your mental reserves and dreamspace to heal the
person in an act of despgion, though it comes at a cost to yourself. Call, "By your name, <name>, Heal 1 by
Empathy." You then take 2 Damage and Agony to Self.

* You may use any of your "to Dream" skills upon the person with whom you have an Empathic Link, even if
they do nohave the Dream trait or you are not in the Slumberlahdhis situation, you would replace "to Dream"
with "to <nameof-character> by Imagination.You take an agony effect if using these skills outside of the
Slumberlands, as drawing upon a persaineamspace of a nadreamer while not in the slumberlands is difficult
and painful, unless the Linked person has the Dream trait. You must otherwise follow the restrictions of the skills
you are using, and must still spend the Imagination costs.

Additional Notes:

* You can only have one Empathic Link active at a time.

* You may choose to keep this active between evepiisase note in your PEL if you do sgou do not need
to re-establish it at the beginning of the next event if you do so; youemigy game with it active.

* This is also a roleplaying skill. Players are welcome to define the degree to which Empathic Link affects their
roleplay and the amount of "mental” or "emotional” insight into one another the link givesItherantirely
possible that Plot may utilize this skill if active in other ways, but there is no guarantee and players should not rely
on it.

* Particularly powerful entities may be able to make use of this, so Empaths should be careful who they
establish an Empathidrk with.

Dreamkeeping fiDream of i fe, no
Cost:
Adept:
Empath: 10
Architect:
Reset: Twilight
Prerequisite: Empathic Link
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Imagination
Notes: You may touch a target who has died and call "ImiouBeadby Dreamkeeping." The

target stops counting their death count for up to thirty minutes, so long as you remain in physical contact and tell
them of the dream that is holding their spirit withinithEdy. You must spend this time describing to them the
dream they are experiencing.

This skill does not require your hands to be free.

Frightened Awake AWake up! o

Cost:
Adept:
Empath: 10
Architect:
Reset: Twilight
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Prerequisite: Imagined Agony
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: 1 Imagination
Notes: You may touch a packet to a Stunned character, give a brief description of what is
startling them in their dream (for exampl e, AYou sudde

F e a MThisds usableutside the slumberlands, addes not require your hands to be free

Dreamcatcher
Cost:

Adept:

Empath: 10

Architect:
Reset: Between Events
Prerequisite: Finding the Dreamer, Dreamspeaker
Restriction:

Season: 1 2 3

Max Purchase:
Skill Points: None
Notes: Between evets, you can reach out in your dreams to another, and dream of them. It may

be that you will dream about what they are doing, or that you will share a dream they are having (it will not always
be clear which). You can choose to use this info skill actigelyassively after each event.

* |f you use it actively, you can seek to dream of a particular person, though it should be someone you know
enough about to have some feel for what they are I|ike.
someone else instead.)

* |f you use it passively, you will get a dream about a person with some kind of connection to you, chosen by
plot.

In either case, beware your target may become aware of your intrusion into their dreams.

Additional Notes:

* If for any reason staff fails to give you a reply to your skill at the next event, we will do our best to get you
your answer at the following event. In the meantime, youscémit another Dreamcatcher skifter the new event
wi t hout #@Ar eldobna;evé willggét you anawers on both, so long assymmitno more than one
Dreamcatcherper event using this skill.

* You MUST submit your question by the PEL deadline after the event in order to receive an answer if using
this skill actively. If we do not receive a question by the deadline, we will assume you are using the skill passively.

Dreamgiver
Cost:
Adept:
Empath: 15
Architect:
Reset: Between Events
Prerequisite: Dreamcatcher, Awakened Dreamer
Restriction: None
Skill Points: 1 Imagination
Notes: Between events, you can reach out in your dreams to another, and attempt to give them a

dream. Note that any individual slumberland is subject to interpretation by that dreamer, and thus the dream may
not convey exactly as you interdleYou may use this skill one of two ways:

* You may attempt to send a specific dreaviou must write up this dream and submit it by the PEL deadline
after the eventWhile the chances are good that the dreamer will dream exactly as you intendeaot, guaranteed
that their personal slumberlands will not change the dream in some fashion or that they will interpret it as you
intended. Please include what information, message, or intent you have with the dream being sent.

* You may instead submit vet message, information, or intent you are trying to convey to the individual to
whom you are sending a dream, and trust that the Slumberlands will craft the dream to do #tithithis is
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open to more interpretation and you may not know exactlyt sligpe the dream took, or what other affect it may
have on the dreamer, it is also likely to convey the intent in a fashion best understood by the dreamer.

* In either case, bewaregyour target may become aware of your intrusion into their dreams.

* In rare circumstances, you may be able to use this skill during a weekend event, but submitting a dream to the
appropriate Plot Staff person. There is no guarantee a dream can be given during a weekend event, and if the skill is
used during the event, it maot be used between events.

Empathic Dreamer

Cost:
Adept:
Empath: 25
Architect:
Reset: Event
Prerequisite: Dreamcatcher, Awakened Dreamer, Empathic Libdeamgiver, Frightened Awake,
Accurate Dream Heal
Restriction:
Season: 1 2 3
Max Purchase: 1 2 3
Notes: This is the pinnacle of Empathic Dreaming, and allows the Empath to give their aid to
another within that individual 6s p eThisiedaagerou§ baamber | and,
lend great strength to the dreamer.
To use this ability, touch a packet tlooutdhiretthink e amer an

the Dreamer understands what this means, explain it to them or provide an Imbue card.

When this ability isused, your Imagination and Draw from the Dream points are automatically refreshed, as if
you had spent a between encounter rest action. When this skill ends, your Imagination points return to where they
were or their current amount, whichever was lowEor exampleyou have 3 Imagination Points and 2
Imagination Points from Draw from the Dream, for a total of 5 Imagination Points. You've used 3, so your current
total is 2 Points. You use Empathic Dreamer, and your point total is restored to 5g fhardream, you use 2
Imagination Points, making your active total 3. When the Empathic Dreamer skill ends, you would return to 2
Points. If instead you had used all 5 Imagination Points during the encounter, when Empathic Dreamer ends, you
would remainat O Imagination Points).

In some cases, the ability may be used on a sleeping Dreamer prior to entering the Slumberaddsamer
may have an octagon on them with AEmpathic Dreamer o wr |

call tha this skill may be used ontherfhouch a packet to the dreamer, and cal
Though you may travels aspirit to the Slumberlands, the ability will still be considered active.

I n other cases, you m&ypeaehbouonDeramerocbagotvovef brd a
may use touch the octagon, call Al mbu¥ourkmpatBaipeamh hi ¢ Dr e
connection is considered active to the dreamer whose dream tliads. entering the Dagn, you must find the
Dreamer and remain within armbés |l ength once you find t|
ability ends.

So long as you remain within armds reacf(fthebDreandhe Dr e a m

suddenly lunges forward out of reach, but you immediately follow, the skill is still considered to be inleffect.
only if you stop paying attention or do not notice and immediately follow, move away, or are struck down and left
behind that wouladause the ability to end.Jhe ability also ends if you leaves the Slumberlands, rest to recover
Encounter skills, or are slairYou may converse with others while this is active, but cannot use any abilities that
would affect anyone other than the Drex or yourself.If you do, this ability ends.
You are affected by any calls that land upon the Dreamer while this is in gff@ctexample, if the Dreamer is
struck with A1 Damage to Dream, 0 bléthetDredmerealsreedefensend you
that would negate the effect, then it is also negated far you
If the Dreamer dies, you die as well.

While this ability is in effect, you can use your def
Forexap| e, using the same scenari o as above, iif the Drea
ability to Resist an attack Ato Dream, 0 you could call

effect.
Additionally, while this isin effect, you may use your own strength to heal the Dreal®u. may at any point
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touch a packet to the Dreamer and c alThisdénthgeacdnnolbeby Emp a1
healed while the skill is in effect.

If you also have antBpathic Link with the Dreamer, you may use all of your Empathic Link abilities. You may
al so Refresh their Imagination in this situation by onl
Imagination to Self and Refresh 1 Imagination by Empathije touching a packet to them.)

While this ability is in effect, you may attempt to talk to the Dreamer, even if the Dreamer seems unaware of you,
and can attempt to convince them that the Nightmare or Dream they are within is not as they neéallosemust
be careful Dreamers, especially né®andman Dreamers, can react badly when made aware that they are Dreaming
T but you can attempt to influence a Dreamer for the better.

For example the Dreamer is experiencing a nightmare about thih @ddnis sister.In real life, the Dreamer had
tried to save her but failedl’he Nightmare controlling this dream, however, is making the Dreamer think that he
was too afraid to eventrytosaveh@rh e Empat h can call @Al mbhenattetptitoEmpat hi c
convince the Dreamer that he was brave enough to fight the monsters, giving him the strength in his dreams to fight
back against what is attacking.

This is not to imply that you must have this skill to convince a Dreamer trapped witlighnare that they

must wake up, or must overcome their fears. Rather, this skill guarantees that the Dreamer will hear you, even if
they are in a situation where normally they could not see or interact with any Sandman. It also means you may use
the efects as described above.
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12.8a Witchery Skills
"I drank 'what'?"
--said to be the last words of Socrates

Outlook
Witches tend to have a practical, no narsgeway of looking at the world, and view the antics of others, in a
professional sense, as somewhat of a waste of time. Priests bury their heads in the past or waste time worrying
about what might come to pass, thinking, it seems, to not consider Wiagipisning in the now. Magicians flap
their arms and make clucking sounds and come off as r af
really, and who cares? I f fol ks approached the worl d
Witches practice their craft without the use of verbals or gestures. They get their power directly from the earth,
which asks for nothing but a sense of balance in return. Yet still, because of their tie to the earth, witches tend to try
andprotectti, treating others who squander the worl dods resoul

Witch Skills

A note on the use of dolls:Many witches will craft special dolls with which to cast spells. Some dolls grant
abilities(and cost points as described belparyd some merely act as fodi.is not unusual for the witch to craft a
specific doll to replace the packet used when touch casting her spells.

The doll does not have to be an actual doll. Some witches wilbfashtharm, or even just a bag filled with
special herbs. The effort of will is what is important, not the physical appearance.

Skill: Craft
Character Points
Hearth Witch: 5,10,15
Wood Witch: 5,10,15
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: none
Notes: Skill represents the number of special actions a character can take during each encounter.

There are different types of Skill, and when a point of Skill is purchased, it is immediately dssigpe. Most
characters will only require one, or at most two types of Skill.

The different Skill types are Magic (magicians), Faith (priests of the Word), Craft (witches), Imagination
(sandmen), Brain Waves (men of science), and Endurance (for egeariga).

Skill returns to full when the character is able to rest fully.

The cost of a single point of Skill is determined by the total number purchased, regardless of where the points
were assigned after purchase.

ExampleOne A character purchases a point of Skill for 5 character points and assigns it to Endurance so he can
use his strong attack. He is also a magician, so he purchases a second point of Skill and assigns it to Magic. The
first point of Magic is still the semd point of Skill, and would 10 character points, not 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 15 + 20 + 25)
which have all been assigned to Endurance, and decides to purchase the Priest Header. His first point of Faith
would cost 30 character points.

Diagnose Physical

Character Points

Hearth Witch: 5

Wood Witch: 5
Reset: Instant
Prerequisite: None

Restriction: None



Skill Points:
Notes:
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None
You maydiagnose the physical condition@farget. This includes the ability to

diagnose any of the following conditiongaBle, Unstable, Dead, Comatose, Unconscious, or Damage. It also
includes the ability to diagnose most physical effects, suéltids Aging, Cold, Disease, Fire, Lightning, Poison,

Sleep, and Water.

Diagnose Mental

Character Points
Hearth Witch:
Wood Witch:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

10

10

Instant

None

None

None

You may immediately diagnose Fear. After ten seconds of role played conversation, you

may also diagnose Awe, Confusion, Despair, Inspiration, Madness, PreBearee, Will, and Fascination.

First Aid

Character Points
Hearth Witch:
Wood Witch:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

minute of role play

Cure Maim

5

5

Instant

None

None

None

You mayperform first aid on m unstabldarget,bringing that character to statdéer one

Character Points
Hearth Witch:
Wood Witch:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Mai mo .

5

10

Instant

Diagnose Physical
None

None

Youmayroleplaypo ver a mai med | imb for 60 seconds

an
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Wood Witch Craft

Wood Sense AKnowi ng the Wood
Character Points
Hearth Witch: ---
Wood Witch: 10
Reset: Event
Prerequisite: Wood Witch header
Restriction: None
Skill Points: None
Notes: This is the wood wit chdreumagears abounthemafea t he Sc ol

around town, and to receive a special information card before an avémetreas a normal scout would learn about
the area around town by actually walking the trails, you would have a feel for it, a knack for knowing when
something is or is not right.

Tracking

Character Points
Hearth Witch: ---

Wood Witch: 5
Reset: Instant
Prerequisite: None
Restriction: None
Skill Points: None
Notes: You mayread tracking cards. This skill does NOT allgau to trackan NPC, only to

read cards that are already in place. This skill may sometimes grant options that are not availataletéoscivao
cannot track.

Foraging

Character Points
Hearth Witch: ---
Wood Witch: 10,20,30

Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 1 2 3
Skill Points: None
Notes: You may enter game with a number of herbs in hand. With each level of the Foraging

skill, you begin game with 5 special points to purchase herbs from a list. The cost for each herb and the types of
herbs available may vary from event to event.

Herbalist

Character Points
Hearth Witch: ---

Wood Witch: 10
Reset: Instant
Prerequisite: None
Restriction: Wood Witch header
Skill Points: None
Notes: You understanthow tocombine herbs intpotions Each recipe is purchased separately,

but each recipe ismicroskill, and can be learned during the course of an event. After the evemugbspend
character points earned during the event to purchase the recipe.

Most herbal recipes are drawn with diagrams and illustrations rather than words, and asisichagtchave to
know how to read or write to understand them. Because the ability to read and write is not a prerequisite for
becoming an herbalist, brer are able to learn this skill.
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You nolongerneedto find Geoffreyandturn youringredientsn to receiveyour potions. PCswill nowbe
givenpotioncardsfor potionstheycancreate. To createa potion,you mustnow spendfive minutescreatingthe
potion. Attachtheingredientgo the potiontagwith a paperclipor othermeans.Oncea potionhasbeenused,
pleasadrop off the potionandingredientsatthe box in the CottingHouse. This allows usto trackwhich potions
werecreated/usedindto reusetheingredientscardsfor treasurdater.

Master Herbalist

Character Points

Hearth Witch:
Wood Witch: 15
Reset: Encounter
Prerequisite: Herbalist
Restriction: Wood Witch header
Skill Points: 1 Craft
Notes: You may spend 1 craft and call Al mbue by Cr
Typically this incresases the potionds effectivenes

Master Herbalist also grants an additional 3 points to those witches who have the Foraging skill.

Resist Poison

Character Points

Hearth Witch:
Wood Witch: 10
Reset: Encounter
Prerequisite: Wood Witch
Restriction: None
Skill Points: 1 Craft
Notes: Because you spend all of your time surrounded by herbs and potions, you have learned to
resist the effects of poison. You may spend a point of

Poison. This skill may be used while unconsg®or dead, but not while Drained.

Speakwith Animal

Character Points
Hearth Witch: ---
Wood Witch: 10

Reset: Encounter

Prerequisite: Wood Witch

Restriction: None

Skill Points: 1 Craft

Notes: With an effort of will, you can understand and converse with the creatures of the wood.

Cal |l AiBy my Gestur e, Speak to animal . o Note that this

with you, and does not make a hostile animal fligor in any way subject to your will. Also, some brer animals
can speak the language of men, so this spell is not always needed. You would do well to try and speak with the
animal normally before spending the craft to do so.

Calm Animal (Cure Frenzy)

Character Points
Hearth Witch: ---
Wood Witch: 10

Reset: Encounter

Prerequisite: Speak with Animal

Restriction: None

Skill Points: 1 Craft

Notes: With an effort of will, you can calm an enraged animal. Spend five seconds speaking in

soothing tones | oud enough for the frenzied animal to |
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Ani mal by Craft. o I'f tiepedani haplerthalpes heo wathédet firreoami
you do not lose your point of Craft.
Only one hand needs to be free (the casting hand) to use this ability.

Enrage Animal (Frenzy)
Character Points

Hearth Witch:
Wood Witch: 15
Reset: Encouner
Prerequisite: Speak with Animal
Restriction: None
Skill Points: 1 Craft
Notes: You may spend five seconds speaking to rile your target up, tlitananveffort of will,
you may cause it to enter a rage.CraTffhr.ow a packet and

Only one hand needs to be free (the casting hand) to use this ability.

Call Lesser Woodland Animal fiAni mal Friendo
Character Points

Hearth Witch: -

Wood Witch: 10,20,30

Reset: Event
Prerequisite: Speak with Animal
Restriction
Season: 1 2 3
Max Purchase: 1 1 1
Skill Points: None
Notes: You may call upon a woodland creature to carry a message or perform a very basic task.

This creature is always of a small or weak variety, and is incapable of fighting (It is never a brer). There is no
guarantee that such aaall duniinevarlhurtato iryl Suahnas amienal coald petertialyh 6 s
gather a key from a peg on a wall or carry a spoken message to another witch, or even a written message to someone
else.
To call a lesser woodland animal, the witch player should attraattention of the nearest NPC. She should
whi sper, Al mbue by Craft, Cal | Lesser Woodland Ani mal .
factors align in the witchdés favor, the woodland ani mal
Calling a lesser woodlarghimal can be done fairly quickly, even in the middle of a module, although highly
chaotic environments make it less likely such an animal will hear the character and come to help. As with all
summoning abilities, this ability is absolutely subject toahailability of an NPC to play the summoned creature.

Call Greater Woodland Animal AAni mal Al lyo

Character Points
Hearth Witch: ---
Wood Witch: 30

Reset: Event
Prerequisite: Speak with Animal, Wood Sense
Restriction
Season: 1 2 3
Max Purchase: 1 1 1
Skill Points: 1 Craft
Notes: You may call upon a more powerful woodland creature to come to your aid. Thisis a

more lengthy and arduous effort of will than summoning a lesser animal friend, and the animal will never be close
enough to come quickly.

To call a greater woodland araiyou should call out into the wilderness, and spend no less than fifteen
seconds doing so. There is nothing subtle about this call. The call may be anything, but if possible should
incorporate the sounds the animal itself would make. You shouldiapaan imbue card into the Plot Dr8ox so
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that Athe ani mal is sure to hear youo. The process
chance that no animal will arrive, but if this is the case, you will get some sort of iodicat

As with all summoning abilities, this ability is absolutely subject to the availability of an NPC to play the
summoned creature. Typically, because of her attunement with her environment, the witch will come to know if no
such animal is close enoughcall.

Acorn Pouch

Character Points

Hearth Witch:
Wood Witch: 15
Reset: Special, see below
Prerequisite: Master Herbalist, Thrown Weapon
Restriction: Herbalist
Skill Points: none
Notes: You carry a pouch that you have enchanted with your ciidfe pouch may carry up to

10 acorngrepped using spell packetsyYou may draw forth an acorn, focus your craftiofor five FULL seconds,
call "1 Damage by Thorns", atidrow the acorn aour target. While the acorn travels through the air it sprouts
wicked thorns, which rend the target on impact
The enchantedcarns lose their enchantmemhenthey landi they cannot be picked up and reuséah acorn
pouch may never carry more than ten acotrastame, and cannot by refilled until all the acorns within it are
expended (thrown or dumped out). Once the bag is emptied, any acorns added to it will be ready for use only after
you have rested for fifteen minutes.
Only one hand needs to be free (tlasting hand) to use this ability.

Grasping Roots

Character Points
Hearth Witch: ---

Wood Witch: 15
Reset: Encounter
Prerequisite: Acorn Pouch
Restriction: Wood Witch
Skill Points: 1 Craft
Notes: Instead of causing an acorn from an Acorn Pouch to ¢gnows and cause damage, you

may instead elect to have the acorn sprout entangling roots that bind the target's feet in place. You may draw forth
an acorn just as if you intended to throw it for damage, focus your craft on it for five full secondRpcalby
Thorns" and throw the packet at the target.

Note that using an acorn in this manner uses 1 Craft AND expends one acorn from the Acorn Pouch.

Craft Wood Stick Doll

Character Points
Hearth Witch: ---

Wood Witch: 5
Reset: Instant
Prerequisite: Wood Witch header, Healing Salve
Restriction: None
Skill Points: 1 Craft

Notes: You may fashion a doll from crude materials. Once the doll is fashioned, you may then channel your craft
through the doll in the form of healing. The doll lasts indefinitety,ntil it is destroyed.This acts as a prerequisite
for other skills. Your doll must contain something unique to you withinlitcould be a drop of blood, a piece of
hair, or something strongly tied to you, such as a bead from a necklace youakeayshis ties the doll to you.

Note: The doll does not have to be an actual doll. Some witches will fashion a charm, or even just a bag filled
with special herbs. The effort of will is what is important, not the physical appearance.

Heal by Wood Sick Doll

Character Points

of
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Hearth Witch: -
Wood Witch: 5
Reset: Encounter
Prerequisite: Craft Wood Stick Doll
Restriction: None
Skill Points: 1 Craft
Notes: Rol e play pricking your finger to mix your I

Cr a This@mpowers the doll. You then have a pool of 4 points of healing. Touch the doll to a target and call
AHeal # by Craftd, where # i ouilndyase thasebpeimsinoahy poi nts you
combination. For example, you may touch a pattea target and call "Heal 1 by Craft" and then touch a packet to
a second target and call "Heal 2 by Craft.6u would then have 1 point of Healing remaining in this pool.
You may cast this as many times as you have Craft Skill Points in a sicglentéer. However, if you
have Healing points remaining and recast the healing pool, you lose any points remaining when the spell is recast
(they do not stack)For example, if you used 3 points of healing and had 1 point remaining, and then chosgt to reca
your Craft Wood Stick Doll pool, you would then have 4 points of healing to use, Atteb1 point of healing from
the last pool would go away.

Cure Poison
Character Points
Hearth Witch:
Wood Witch: 10
Reset: Encounter
Prerequisite: Wood Witch,Craft Wood Stick Doll
Restriction: None
Skill Points: 1 Craft
Notes: You may spend a point of Craft, touch your s

by poison. o
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Hearth Witch Craft

Craft Hearth

Character Points

Hearth Witch: Free

Wood Witch:
Reset: Event
Prerequisite: Hearth Witch
Restriction: None
Skill Points: 1 Craft

Notes: This skill is free for all Hearth Witches. Whgau arrive in town on Friday night, you may turn your cabin
into a place of comfort and safetyo do so, you mudirst create a "Hearth Anchor" within your home. This must
be an obvious centerpiece, and often includes fire or light in some fashion. The Witch must perform some small
personal rite before it, then walk therpmeter, attuning herself to the wallstbe home. After which, the magic is
complete, and she may haagoctagon that indicates a Hearth is established in this building. A Hearth Witch may
only ever have one active Hearth. If the Hearth is maintained between events, it does not needttarbd e the
start of the next event but is considered already active.

A hearth witch must stay within her home for the Hearth to remain active. If tvgzcotive nights pass where
she aes not sleep in her hearth, the Hearth effzits.

More than one Harth Witch may share a hearthey would also share the same Hearth.trait

Once the Hearth is created, the Hearth Witch gains the trait of her Hearth. Tharnramust be chosen prior
to the event and submitted to Plot for Approval. You cannot gpecific Hearth Trait without plot approval.

Hearthoés Protection
Character Points

Hearth Witch: 5
Wood Witch:
Reset: Event
Prerequisite: Craft Hearth
Restriction: None
Skill Points: 1 Craft
Notes: This skill casts a protection over your home. The protection lasts for three nights per
casting. Bet ween the hours of 1 AM and 8 AM, no one m

to anyone within. Weak willed foes or foes without a specifisasadao do so will typically not be able to even enter

the building. Any harmful actions taken against the foe will break this protection. When a witch protects her home
thus, she hangs a device outside, such as a wind chime. In any case, a yelldvWb&agivén to the witch, and this

tag must be displayed as part of the device or on the door.

Attune to Other Hearth iHome | s Where My Hear
Character Points
Hearth Witch: 10,10,10
Wood Witch:
Reset: Event
Prerequisite: Craft Hearth, Caft Woodland Charm
Restriction:
Season: 1 2 3
Max Purchase 3 4 5
Skill Points: 1 Craft
Notes: You may harmonize yourself to another hearth or building, and use your abilities as if

that place was your own. You must place within that building a representation (a charm of sorts) of your own
hearth. You must pace the walls of the building for a goa@dminutes to attune yourself to the place and to the
boundaries of the home. Finally, if the building already is occupied, you must obtain permission from the hearth
witch who resides there. If there is no hearth witch in residence, this lastani@yibe ignored. Once these
conditions are met, you may treat the building as if it was your own. At any point, the resident hearth witch may
remove her permission simply bslling you that she has done so.
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If the Hearth Witch is using this skilb extend her Hearth to a second building for the purposes of making the
people staying in that building part of her Hearth, and to make that building part of her warded "home," a hearth
focus must be established in that building, as per the Craft He#eth and must be of the same theme as her
original hearth, tying the two Hearths togeth&his cannot be done in a building where another Hearth Witch has
establishea different Hearth (with a different Trait)f two Hearth Witches wished to combih&o buildings into a
singular Hearth, they would each still need to purchase "Attune to Other Hearth" to extend their Hearth beyond a
single building.

For example:Two Hearth Witches wish to combine their halls to make two buildings share the santie he
aspect, and cover a total of 16 peopléney may do so, but the hearth focus in each building must share some of the
same materials, and the Hearth Witches must both take "Attune to Other Hearth" and attune the other building to
them and their heartio do so.

Bestow Hearth Trait

Character Points

Hearth Witch: 5
Wood Witch:
Reset: Instant
Prerequisite: Craft Hearth
Restriction: None
Skill Points: 1 Craft
Notes: You may grant your Hearth's traiand thus the protection of your Cratb those

sharing the building with you. Once your hearth is established, touch a packet to each person who is staying within
the heart and call "Grant Trait <Hedntait> by Craft." Any person who shares your hearth between events will

retain the Trait, and does not need to be recast at the next event. The trait remains so long as the person stays
within the cabin. If a second consecutive night passes where the person does not sleep within the hearth, they will
lose the trait. The trait may also be repladethother Hearth Witch welcomes them into their home and they accept
the spell.

A person may only have one hearth trait active at one time.

Hearth Witches may Bestow Hearth Traits to individuals residing in a hearth to which the Hearth Witch has
attunel and established an anchor that beassame trait but in which the Hearthtgl is not actually stayingkFor
example, the Hearth Witch wishes to establish her hearth across two buil@ingsuilding sleeps 8 people and the
other also 8.The HearthVitch stays in the first building and uses "Craft Hearth" to establish her hearth, and
Bestow Hearth Trait to grant the Hearth trait "Home" to those staying tBéeemay then use "Attune to Other
Hearth" to attune to the second home, and then estabdishond Hearth Anchor as per the Craft Hearth rules in that
hall that ties it to her main hearth. Once this is done, she may then use "Bestow Hearth Trait" to grant the "Home"
trait to the people residing there, even though they are not sleeping antaebgilding as her.

More than one Hearth Witch may join together to create a single hearth and bestow the same hearth trait.
However, if the hearth is spread across multiple buildiegshHearth Witch must purchase Attune to Other Hearth
to cover eaclbuilding to which the Hearth extends.

Extend Hospitality ACome in to my par
Character Points
Hearth Witch: 55,5
Wood Witch:
Reset: Event
Prerequisite: Wood Witch and Hearth Witch
Restriction: None
Skill Points: 1 Craft
Notes: You may extend the hospitality of your hearth to someone who does not live beneath its

roof. To do so you must first craft a charm to give to the guest. This charm can be something very simple, from a
strip of cloth you wove yourself to a doll of sticks)ything so long as it was crafted by you and given to the guest.
The charm does not have to be showifgst carried is enough. When the charm is given to the target, state,
Al mbue <<Name of Hearth>> Trait b, ebEnefdasfasif he was &heimbee t he
of your hearth.
A person may only have one hearth trait at a time.



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Place of Healing

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Instant
Prerequisite: Craft Hearth
Restriction: None
Skill Points: None
Notes: Within the walls ofyour home,you area healer without equalSo long as you are

playing host to those inside (conversing, providing food and drink, or otherwise being hospitable and paying
attention to those present, you may, once every five minutes, cdllfouheroom heal one by Craft."
The witch is unabléo rest while hosting others thus in her hall.

Home of Healing

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Instant
Prerequisite: Place of Healing
Restriction: None
Skill Points: None
Notes: Within the wallsof yourhome,and so long as yoare playing host to those inside

(conversing, providing food and drink, or otherwise being hospitable and paying attention to those present) you may,
after five minutes, call outTotheroom healf i ve by Craft to <<name of hearth>>,
The witch is unale to rest while hosting others thus in her hall.

Place of Curing

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Instant
Prerequisite: Place of Healing
Restriction: None
Skill Points: None
Notes: So long as you are playing host to those inside your hearth (conversing, providing food

and drink, or otherwise being hospitable and paying attention to those present) or tending the wounded (in the case
of those in a coma or incapacitated), you may, &fterminutes, touch a packet to a target and t@llire
<<Disease, Poi son, Stricken, or Comatose Trait>> by Cr

Heal to Hearth

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Encounter
Prerequisite: Craft Hearth, Bestow Hearth Trait
Restriction: None
Skill Points: 1 Craft
Notes: You mayspend a point of craft and call "Imbue to Self by Craftdu gain a Healing

Pool ofsix points thatyou may use to heal membeassyour hearth. Touch a packet to a hearth member and call out
"Heal <<Number> to <<name ofHearth>> by Craft" where number equals a number ugixdut no more than

the remaining points in the pool’he pool lasts until all points arexpendeduntil you rest taecover encounter

skills, oruntil you casthis spell again.Thus,you could call out "Heab to <<Hearth Trait> by Craft" in aone
singleuse, or ussix separate castings by calling out "Heal 1 &learth Trait> by Craft".
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Charm of Protection from Poison

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Twilight
Prerequisite: Hearth Witchand Wood Witch headers
Restriction:
Skill Points: 1 Craft
Notes: You may gift a charm to a member of her hearth and f&ahant Defense: Shield Poison

by Craft. o T y pdortainla bityof dushfem thehheartlmandvalsd a bit belonging to the target, such
as a fingernail or bit of hair. The charm must be carried by the target for this benefit to be in effect.

Unbinding ANow head on home
Character Points
Hearth Witch: 15
Wood Witch:
Reset: Twilight
Prerequisite: Hearth Witchand Wood Witch headers
Restriction:
Skill Points: 1 Craft
Notes: Those in your care should never be hindered from returning h¥memay call,iCure

<<Root, Slow, Maim, oParalyze> to <<Hearth Trait>>"

Stabilizeto Hearth AYou candt die vy
Character Points
Hearth Witch: 15
Wood Witch:
Reset: Encounter
Prerequisite: Bestow Hearth Trait, Heal to Hearth
Restriction: None
Skill Points: 1 Craft
Notes: No matter where your hearthates are, they are under your care, and dying is not
permitted. Youmaycalli By my voice, Stabilize to <<Hearth Trait>>.
ExposeHearth iwWwhere did you get
Character Points
Hearth Witch: 10
Wood Witch:
Reset: Twilight
Prerequisite: Bestow Hearth Trait
Restriction: None
Skill Points: 1 Craft
Notes: You may |l earn the wher eabByWyWiceBExposehose i n y.

<<Hearth Trait>byCraftt OR A By y<dame ofHaarntdember>> Expose byCraftd The witch
herself does not need to call out to this expose.

Witchds Stabilize
Character Points

Hearth Witch: 10

Wood Witch:
Reset: Encounter
Prerequisite: Home of Healing
Restriction: None

Skill Points: 1 Craft
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Notes: You cannot bleed out or enter a coma while in your own hearth. Instead of dying, after
the one minute count you become stable.

Showing the Door iGet out! o
Character Points
Hearth Witch: 15
Wood Witch:
Reset: Encounter
Prerequisite: Heal to Hearth
Restriction: None
Skill Points; 1 Craft
Notes: You may point to someone inside your hearth

You may use this skill in any hearth to which you are attuned.

Desperate Showing the Door AGet out! o
Character Points
Hearth Witch: 55,5
Wood Witch:
Reset: Event
Prerequisite: Heal to Hearth
Restriction
Season: 1 2 3
Max Purchase: 1 2 3
Skill Points: None
Notes: You may point to someonemyns$iedeuyeur Repailt i)

You may use this skill in any hearth to which you are attuned.

Hearth Healing by Wood Stick Doll

Character Points

Hearth Witch: 10
Wood Witch:
Reset: Encounter
Prerequisite: Wood Witch header, Heal by Wood Stick Dolla&e of Healing
Restriction: None
Skill Points: 1 Craft

Notes: This skill is designed for use by those charactdrs are trained in both wood and heactiaft You may
fashion a doll from crude material¥.ou must use the Wood Stick Doll you have crafted from the Wood Witch

"Craft Stick Doll "™ skill to use this skill. By spendi n
You then gain a Healing Pool of 10 Points. Once every one minute@@hds), you may touch the doll to a
target (in |ieu of a packet) and state: iHe al 1 by Cr af

The effect lasts until you rest to refresh Skill Points, all 10 points have been expended, or the event ends.

Craft Hearth Stick Doll

Character Points

Hearth Witch: 5
Wood Witch:
Reset: Instant
Prerequisite: Wood Witch header, Craft Stick Doll, Home of Healing
Restriction: None
Skill Points: 1 Craft
Notes: This skill is designed for use by those characters that are trained in both wood
and hearth witchery. You may fashion a doll or woodland charm from crude materials. Once the doll is
fashioned, you may state @l mbuiasommsathin@belarfgihghaeachhi s dol | o1

hearthmate you wish to use this skill on (including yourself): blood works best, but it could be a piece of
hair, an item of significant value, or other such thing. If blood is to be used, motion as if pricking their
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finger and then touch their finger to the doll. Otherwise, incorporate the item into the doll. Once the doll
is fashioned or pricked finger is placed on the doll
a link between you and your hearthmate, gihelh you may utilize some of your hearth magic while not
within the hearth. The doll lasts until it is destroyed.
This doll may be the same doll used for Craft Wood Stick Doll, but it now must incorporate
something of those you wish to use it @his doll is a prereq for other skills.
Note: The doll does not have to be an actual doll. Some witches will fashion a charm, or even just a
bag filled with special herbs. The effort of will is what is important, not the physical appearance.

Heal Hearthmate by Hearth Stick Doll

Character Points

Hearth Witch: 5
Wood Witch:
Reset: Encounter
Prerequisite: Wood Witch header, Craft Stick Doll, Home of Healing
Restriction: None
Skill Points: 1 Craft
Notes: While holding the doll created with the "Craft Hearth Stick Doll" skill, you may spend

one point of Craft and cal/l out ABY your name <<Name

0 |
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12.08a Herbalism and Master Herbalism

How to Create Potions

Once cut, an herb doesn't last lortgpically only a few weeks at the very most. To that end, it is to the best
interest of an herbalist to create potions as soon as the required ingredients have been collected. To create a potion,
the herbalist needsgreenhouse. Lucky for the residents of the Cottington community, the town merchant,
Geoffrey Hamille, has one.

Herbalists should find Geoffrey in the Cotting House. He (or one of his very loyal employees) will take herbs
and convert them to potion3.he creation of a potion takes anywhere from fifteen minutes to a few hours. The
herbalist should leave the herbs with Geoffrey and check back later.

Herbalists should be aware that neither Geoffrey nor his staff are herbalists themselves, andfatovonly
directions. In other words, they don't actually know what they are making, and they don't ndetktdhis is a
game mechanic. Geoffrey and any NPC that fills his role in the creation of potions will not ask questions. Players
are warned todmindful of this, however. The NPCs can hear just fine, and if you say something that will give
away the nature of your creation, they may become aware.

Rules ChangeYou no longerneedto find Geoffreyandturn youringredientsn to receiveyour potions. PCs
will now be givenpotioncardsfor potionstheycancreate. To createa potion,you mustnow spendfive minutes
creatingthe potion. Attachtheingredientgo the potiontagwith a paperclipor othermeans.Oncea potionhas
beenused pleaseadrop off the potionandingredientsatthe boxin the CottingHouse. This allowsusto trackwhich
potionswerecreated/usedindto reusetheingredientscardsfor treasurdater.

How to Use the Master Use of a Potion

Through the understanding of heaftr a wood witch is able tease better effects out of a potion. She holds the
bottle in her handspends 1 Craftand st ates: fl mbue by Crafto. The potio
handed to that target to drink. The potion must be imbibddmseconds, before any other action is taken, or the
effect fades and the potion becomes normal again.

Note: This is a flavor rule. It is meant fisomote a certain feel andpoomoteg a me b al ance. Pl eas
abuse it.

Recipe: Ailment Kit

Cost: Free

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None

Ingredients: Common Clippings

Notes: You can create an Ailment Kit, which holds the common medicines needed to treat

simple ailments such as the common cold, headachesalikeh The Ailment kit is an igame mechanic used to
explain an out of game first aid kit. I't has no in gal

this skill i this is just a mechanic.

Recipe: Glamboo Stick

Cost: Free

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Ingredients: Glamboo

Notes: You can use the flower a Glamboo plant to create a source of light.

Raw Use: No skill is required in order ttloisfamcti vateo

herbal recipe, however, so it is included here.

Recipe: Herbal Hand Warmers
Cost: 0
Reset: Instant




Prerequisite:
Restriction:

Skill Points:
Ingredients:
Notes:

Prepared Use:
adverse weather.
Master Use:
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Herbalist

None

None

Uncommon Clippings

None

These small herbalackets radiate heat, which may be used to keep extremities warm in

None

Recipe: Acid Splash Weak

Cost:

Reset:
Prerequisite:
Restriction:
Skill Points:
Ingredients:
Notes:
Prepared Use:
by Poison 0
Master use:
by Poison 0

1

Instant

Herbalist Thrown Weapon

None

None or 1 Craft

Common Clippings, Fibergrass

The weak acid splash is usually contained within a specially treated egg shell.

You can throw the Weak Acid Splash at a

Youcanthm ow t he Weak Acid Splash at a target.

Recipe: Acid Splash Strong

Cost:

Reset:
Prerequisite:
Restriction:
Skill Points:
Ingredients:
Notes:
Prepared Use:
Master use:

Recipe: Agility Potion

3

Instant

Herbalist Thrown Weapon

None

None or 1 Craft

Uncommon Clipings, Fibergrass, Poison Bestos Vine

The Strong Acid Splash is usually contained with a specially treated egg shell.

You can throw the Strong Acid Spoisarsd at
You can throw the Strong Acid Spoisarsd at

Cost: 5

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Rare Clippings, Joe Bean

Notes: Agility Potions are addicting. Players must admit to imbibing the potion in their PEL.
Prepared Use: You receive a card that states, Alf you
by Poison: Grant 1 Reflex. Thiffect lasts untilitisust, or until you rest. o

Master Use: You receive a card that states, Alf you
by Poison: Grant 2 Reflex. Thif f ect | ast s unti | it is used, or unt

Recipe: Blade Poison

Cost:

Reset:
Prerequisite:
Restriction:
Skill Points:
Ingredients:
Notes:

5

Instart

Herbalist

None

None or 1 Craft

Uncommon Clippings, Venom Sap

You can distill the sap of some trees to create a blade poison.

dr i

"Ny O



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Prepared Use: You receive a card t alistskd,tycu mayspply this goisomo u h a v e
to a bl ade. The next strike that | ands does 1 more poi
Master use: You receive a card that states, Al f toyou have
a bl ade. The next strike that | ands does 2 more point:
Recipe: Cure DiseasdPotion

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None

Ingredients: UncommonClippings, Sickle Vine

Notes: You can create a potion that will cure most common disease effects.

Prepared Use: You receive a card that states, Alf you drir
by Poison. o

Master Use: None.

Recipe: Cure (Specific) Disease Potion

Cost: 3 per specific cure

Reset: Instant

Prerequisite: Master Herbalist

Restriction: None

Skill Points: 1 Craft

Ingredients: Rare Clippings, Sickle Vine, (Varies)

Notes: You can create a potion that will cure one specificammon disease effect. For each

uncommon disease effect, there is a specific recipe that must be learned, although not all of these recipes have been
discovered. No potions of this sort may be known at the start of game, and there is no list a¥ailadhigootions.

Consider all known di seases to be Acommono.
Prepared Use: None.
Master Use: Varies.

Recipe: Cure PoisonPotion

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None

Ingredients: Common Clippings, Whit&ir

Notes: You can create a potion that will cure most other common poison effects.

Prepared Use: You receive a card that states, il f you drir
by Poison. 0

Master Use: None.

Recipe: Cure (Specific) PoisonPotion

Cost: 3 per specific cure

Reset: Instant

Prerequisite: Master Herbalist

Restriction: None

Skill Points: None

Ingredients: Uncommon Clippings, White Fir, (Varies)

Notes: You can create a potion that will cure one specific uncommon poison effect. For each

uncommon poison effect, there is a specific recipe that must be learned, although not all of these recipes have been
discovered. No potions of this sort may be knowthatstart of game, and there is no list available of such potions.
Consider all known poisons to be fAcommono.

Prepared Use: None.
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Master Use: Varies.

Recipe: Dream Potion

Cost: 4

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Uncommon Clippings, Purple Lotus, Black Lotus

Notes: You can create a potion that will allow the target to experience clear and vivid dreams.

Prepared Use: You receive a card that st theeoffect;Inflittboy you drir
Poison. During your next sleep (lasting at least four hours) you experience strange and confusing dreams. These
dreams | eave you tired but without clear memory of whai
Master Use: You receive alfyoudrind this gotoh yostaka theeefect: Irflict by

Poison. During your next sleep (lasting at least four hours) you will experience vivid dreams. These may or may

not have meaning. I nstructions may follow. 0

Recipe: Dreamless SlumberPotion

Cost: 4

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: 1 Craft

Ingredients: Uncommon Clippings, Black Lotus, Purple Lotus

Notes: You can create a potion that wil!/l l'imit the
Prepared Use: None.

Master Use: You receive a card that states, Alf you drir
Poi son. During your next sleep (lasting at | east four
Recipe: Healing Salve

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Common Clippings, Silvermint Leaf

Notes: You can mix a Healing Salve.

Prepared Use: You will receive a card that states, il f yolt
mayapply this salvetoatr get and c al | The Healimd sal\& isltonsumed in $his proceéss.

Master Use: You can hold a Healing Salve, expend 1 Craft and call: Imbue by Craft. You may then

apply the salve (touch a packet to your target) and call: Heal 4 by Ctafthealing salve is consumed in this

process.

Recipe: Health Potion

Cost: 5

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Uncommon Clippings, Silvermint Leaf, Tufnut

Notes: You can brew a Potion dfealth.

Prepared Use: You receive a card that states, Alf you drir
Protection by Craft. Thisf f ect | asts wuntil you rest. o

Master Use: You receive a card that states, Alf you drir
Protection by Craft. Thisf f ect | asts until you rest. o
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Recipe: Love Potion

Cost: 1

Reset: Instant

Prerequisite: MasterHerbalist

Restriction: None

Skill Points: 1 Craft

Ingredients: Uncommon Clippings, Fool 6s Tongue

Notes: None.

Prepared Use: This potion is extremely difficult to mix. If an herbalist other than a master attempts to

do so, they receive a card t ha effet:inflidt by qisoni Ydumysbu dr i nk |
babble for five minutes, after which, you grow ill with nausea and remain ill until you are able'to rest.

Master Use: You receive a card that states: Alf you drir
Poison. You have sudden and powerful feelings of romantic attraction toward the first person of the appropriate sex
that you see. Thisis aroleplayingchoigeou can ignore it (call: Resist!) or

Note: Use of this potion isgainst the King's Laws.

Recipe: Magic Potion

Cost: 5

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: 1 Craft

Ingredients: Rare Clippings, Trope Weed

Notes: Magic Potions are addicting. Players must admit to imbibing the piotitweir PEL.

Prepared Use: None

Master Use: You receive a card that states, Alf you drir

by Poison: Grant 1 Magic Power. Tla$ect lasts until it is used, or until you resh your PEL you must admit to
taking this potioro

Recipe: Paralyze Splash

Cost: 3

Reset: Instant

Prerequisite: Herbalist Thrown Weapon

Restriction: None

Skill Points: None

Ingredients: Uncommon Clippings, Sticky Goo

Notes: The Paralyze Splash is usually contained with a specially treated egg shell.

Prepared Use: None

Master Use: You can throw the Paralyze Splash at a tar ge

Recipe: Resist Cold Potion

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Uncommon Clippings, Springvart, Cottonglove

Notes: You can create a potion that will protect against the effects of freezing.

Prepared Use: You receive a card that states: lfiuyo dr i nk t hi s potion you take
Defense by Poi s o efect!|&ts unglitid us€odr uhtil yourest. hi s

Master Use: You receive a card that states: I f you dri nk

Defense by Poison:Rs i st C @ffea lasts untilTt Is used, or until you rest.

Recipe: ResistDisease Potion
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Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Uncommon Clippings, Springvart, Sickle Vine

Notes: You can create a potion that will protect against disease.

Prepared Use: You receive a card that states, Alf you drir
Defense by Poison: Shield Disease. This affect lasts until it is used, or until tou Kes

Master Use: You receive a card that states: I f you drinlk
by Poison: Resi st Disease. This affect | asts until it

Recipe: ResistHeat Potion

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Uncommon Clippings, Springvart, Firelick

Notes: You can create a potion that will protect against the effects of extreme heat.

Prepared Use: You recei ve a cudrinkthis goéon yostake theeeffect: GrantfDefgnse

by Poison: Shield Fire. Thef f ect | asts until it is used, or until y ou
Master Use: You receive a card that states, il f you drir
by Poison: Resi Fire. Thissf f ect | asts until it is used, or until you

Recipe: ResistPoison Potion

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Common Clippings, Springvart, White Fir

Notes: You can create a potion that will protect against poison.

Prepared Use: You receive a card that states, il f you drir
by Poison: Shield Poison. Thets f ect | asts unt il it i s used, or until y 0
Master Use: You receive a card that states, il f you drir
by Poison: Resist Poison. Tlisf ect | asts until it is used, or until y 0
Recipe: ResistSlow Potion

Cost: 3

Reset: Instant

Prerequisite: Herbalig

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Common Clippings, Springvart, Joe Bean

Notes: You can create a potion that will protect against slow effects.

Prepared Use: You receive a card that st theeffect; GraniDefengeou dr i r
by Poison: Shield Slow. Thif f ect | asts until it is used, or until you
Master Use: You receive a card that states, Alf you drir
by Poison: Resist Slow. Théffect lastsu nt i | it is used, or wuntil you rest.o

Recipe: Smelling Snaps

Cost: 1
Reset: Instant
Prerequisite: Herbalist
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Restriction: None

Skill Points: 1 Craft

Ingredients: Common Clippings, Bittersnap

Notes: You can mix a packet that, when broken and touched to an unconscious target, will

instantly wake that target up. The target will be exhausted, but will recover quickly.

Prepared Use: None

Master Use: The call i s fAHeal 1 and Short Drain to Uncor

Recipe: Strength Potion

Cost: 1

Reset: Instant

Prerequisite: Herbalist

Restriction:

None

Skill Points: 1 Craft

Ingredients: Common Clippings, Tufnut, Vigor Root

Notes: Potions of Strength are somewhat addicting. Players must admit to imbibingitire pot

in their PEL.

Prepared Use: None.

Master Use: You receive a card that states, il f you drir
Craft, Feat of Strength. You are also granted a single, special point of Endurance that can ONLY be usechto perf

the feat of strength. The effect | asts until the end

Recipe: Underwater Breathing Potion

Cost: 3

Reset: Instant

Prerequisite: Master Herbalist

Restriction: None

Skill Points: None

Ingredients: Common Clippings, Gilly Weed

Notes: You can create a potion of underwater breathing.

Prepared Use: None.

Master Use: You receive a card that states, ADrinking tt

lasts until the encounter ends or you restichever comes first. This potion does NOT affect underwater
movement . 0

Recipe: Willer Bark Tea

Cost: 3

Reset: Instant

Prerequisite: Herbalist

Restriction: None

Skill Points: None or 1 Craft

Ingredients: Common Clippings, Willer Bark, Springvart

Notes: You can brew a dose of Willer Bark Tea.

Prepared Use: You receive a card that states: A dose of t}
Poi son: Shi e Efdctldsts antil ysed or unil lydu sest.

Master Use: Youreceiveacartt hat st ates: A dose of this tea has

Poi son: Re s i dféctlastg ontiuged,®r untijjou rest.

Recipe: Youth Potion

Cost: 3

Reset: Instant
Prerequisite: Herbalist
Restriction: None

Skill Points: 1 Craft



Ingredients:
Notes:
Prepared Use:
Master Use:
Craft:
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Rare Clippings, Aulderberry

None.

None

You receive a card that st
Yout h. I ndicate in your PEL t
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11.9 Man of Science Skills
"The point is, with the right amount of genius and a touch of perceived insanity,
science carconquer anything."

~~Brainiac 5
iScience and magic are opposite sid
~~Socks
AScience is dimth side
Magic is the idiot pretending to

--Scratch Fury

Outlook

Science is out of fashiaon the Written World. There is no denying it exists, and is real, but it and its
applications are slowly being replaced by the moredeno ways of magic. Men of Science know that they are
studying a dying art. At the same time, the art is dying, not dead. The applications of Science can be found
everywhere. Weapons fueled by bottled lightning are items to be feared. The streetawéy and parts of
Collamoor are lit by powered networks. The tracks of the Red Castle Railway cross the land and only now has the
last locomotive been decommissioned.

Those who love Science are passionate, and will not let it go without a figay. afe frantic in their
expression, often surrounded by the smell of ozone, burnt hair, or the reek of some explosive aftermath. They are a
wild-eyed, crazy, and often misunderstood bunch. Their numbers are few, and growing fewer with each explosion
or passing year, but no culture would be complete without them.

Man of ScienceGarb

Men of Science are heavily influenced by the steampunk gercepting of course that gadgets are typically
powered by bottled lightning, and not steaard anything thdboksappropriatelysteampunk should be considered
appropriate for Cottington Woods well Costuming for Men of Science can, if desired, be Victorian era clothing,
though you should take care not to make it look too modern.

On the Appearanceof Gadgds
Gadgets should be repainted in hues of silver, copper or wood. Other, more specific notes are included under
each gadget.

A Note on Men of Science vs. Rogues
While the two headers go geitvell hand in hand, there is a large difference between a gadget
and a trapped box.
The gear icon indicates that a box is a gadget, and not something that can be worked using the
Pick Locks o DisarmTrapsSkills. The ONLY skill that allows a player toanipulate an item with
a gear icon attached to itttse Manipulate Gadgegkill.
Also, Men of Science use a number of special tools, such as the crosshaired and tapered torque shanks, the long
handled force driver and the variable capacity grip crabgues utilize simpler, more common versions of each of
these tools (the phillips head and flat head screwdrivers, the hammer and the adjustable wrench). These tools should
not be confused for one another. The simpler versions do not allow a rogasifulate gadgets.

Skill: Brain Waves

Character Points: 5,10,15
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
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Notes: Skill represents the number of special actions a character can takeahgainmgncounter.
There are different types of Skill, and when a point of Skill is purchased, it is immediately assigned a type. Most
characters will only require one, or at most two types of Skill.

The different Skill types are Magic (magicians), Féfhests of the Word), Craft (witches), Imagination
(sandmen), Brain Waves (men of science), and Endurance (for everyone else).

Skill returns to full when the character is able to rest fully.

The cost of a single point of Skill is determined by the totathber purchased, regardless of where the points
were assigned after purchase.

ExampleOne A character purchases a point of Skill for 5 character points and assigns it to Endurance so he
can use his strong attack. He is also a magician, so he peschaecond point of Skill and assigns it to Magic.
The first point of Magic is still the second point of Skill, and would 10 character points, not 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 152520
which have all been assigned to Endurance, and decides to purchase the Priest Header. His first point of Faith
would cost 30 character points.

Read Schematic

Cost: Free

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: This freeskill is known by all Men of Science. You may read schematics that you find

during the event, and learn to build the item it describes. You must spend fifteen minutes studying the schematic
and, if the proper phys rep is pemt, may build the gadget. After the event, character points will be deducted from
the character to reflect the purchase.

Create

Schematic/Reverse Engineer

Cost: 10

Reset: Between Event

Prerequisite: Schematic: Read Schematic

Restriction: None

Skill Points: None

Notes: Betweenevents, you may attempt to invent a new schematic. Pending plot approval, you

may then purchase the schemati c, and build it for the |

cannot be duplicated by anothdayer for two events after they are first designed. After the second event, the
gadget may be reverse engineered and learned by any Man of Science with this skill.

Alternately, between events, you may study or reflect on the design of a gadget ysedmawend then attempt
to build it. There is no guarantee the attempt will succeed, and some gadgets are simply too complicated (game
balance and the ability to rep a gadget may get in the way).

Note that a gadget, when first invented, might not workelgtas the Man of Science might wish, and that
several uses of this skill might be required to work out the bugs. Of course, the Man of Science might be satisfied
with the results of his invention long before a ddan of Science would deem it safe.

Use of this skill does not count against your 1 Active Use Between Events/Info skill use.

Gadgets: Manipulate Gadget

Cost: 10

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: This skill is to Men of Sciencehat Pick Locks and Disarm Traps are to Rogues. When

you come across a gadget, you may attempt to manipul at

It also allows the PCs to read any tags that may be presentexistinggadget
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Locks: Pick Locks

Character Points: 15

Reset: Instant

Prerequisite: Roguery Header or Man of Science Header

Restriction: None

Skill Points: None

Notes: You may attempt tpick a lock. You may also readny tags that may be present on a

lock. Appropriate tools are required. Note that special tools are required to pick certain locks.

Traps: Disarm Traps

Cost: 10

Reset: Instant

Prerequisite: Rogue of Man of Science header

Restriction: None

Skill Points: None

Notes: You mayattempt to disarm trap. You may alsaead any tags that may be present on a
trap.

Note: Schematics Skills versus Gadget Skills

Gadget skills allow the Man of Science to use an existing gadget, while Schematics skills allow the Man of
Science to actually build the itenit is not required that a Man of Science have both skills. A Man of Science who
does not know how to build his own tools is often referred to as a "gadgeteer”, which is typically a derogatory term.

Schematics: Simple Tools

Cost: 1

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct simple tools. These tools represent almost every tool a Man of

Science needs to build gadgets. There are four advanced tools utilized by Men of Sciencev}ed bislo
schematic does not cover the construction of those tools.

Phys Rep:These items varyand players are welcome to use their imagination. Most likely these tools will
only ever be used off screen.

Schematics: Crosshaired Torque Shank

Cost: 1

Rest: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a crosshaired torque shank. This is one of the four advanced tools
used by a Man of Science to manipulate gadgets. A crosshaigert shank may look like a normal phillips head
screwdriver, but is actually far more advanced, ut.i

various functions.

Phys Rep:A small phillips head screwdriver. The player may deteoiteas appropriate.

Note: This skill only allows you to build the specified tool. They do not need this skill to use it. To use any of
the four advanced tools, the character is required to hawdahpulate Gadgeskill.

Schematics: Tapered TorqueShank

Cost: 1

Reset: Instant

Prerequisite: Man of Science header
Restriction: None

Skill Points: None
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Notes: You may construct a tapered torque shank. This is one of the four advanced tools used
by a Man of Science to manipulate gadgets. A taperegie shank may look like a normal flathead head
screwdriver, but is actually far more adv®@pedanis util i zi

various functions.

Phys Rep:A flat head screwdriver. The player may decorate &mmopriate.

Note: This skill only allows you to build the specified tool. They do not need this skill to use it. To use any of
the four advanced tools, the character is required to hawdahpulate Gadgekill.

Schematics: Long Handled Force Drive

Cost: 1

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a long handled force driver. This is one of the four advanced tools

used by a Man of Science to manipulate gadgets. A long hdiedteddriver may look like a normal hammer, but

is actually far more advanced, ut i koiperformigsvaritue har moni cs
functions.

Phys Rep:A small hammer. The player may decorate it as appropriate.
Note: This skil only allows you to build the specified tool. They do not need this skill to use it. To use any of
the four advanced tools, the character is required to hawahipulate Gadgeskill.

Schematics: Variable Capacity Grip Crank

Cost: 1

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a variable capacity grip crank. This is one of the four advanced tools

used by a Man of Science to manipulate gadgets. A variable capacity grip crardoiblye a normal adjustable

wrench, but is actually far more advanc®gperformitsi | i zi ng t |

various functions.

Phys Rep:A small adjustable wrench. The player may decorate it as appropriate.

Note: This skill only allows you to build the specified tool. They do not need this skill to use it. To use any of
the four advanced tools, the character is required to hawahipulate Gadgetkill.

Schematics: Lightning Bottle

Cost: 2

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a bottle to hold units of zap. A lightning bottle is used to collect or

hold units of zap, where zap is represented using marbles (that we will provide).

There are two types of bottles, and this schematic details the construction of both. The first bottle is connected
to a lightning rod, and is used to collect zap, or units of bottled lightning. The second type of bottle carries a
char act er @ bottleddightniegc t i o n

Phys Rep:The smaller lightning bottles should be large enough to hold two marbles and a tag (just in case).
The bottle should be sealable, so that the marbles do not fall out if the container is jostled. The second bottle can be
as large or as small as he likes. Obviously the larger the bottle the more zap the bottle can hold, so a bottle able to
contain about a dozen of the electrified beads is fine.

Schematics: Lightning Rod

Cost: 3
Reset: Instant
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Prerequisite: Man of Science raler

Restriction: None

Skill Points: None

Notes: You may construct a lightning rod.

Phys Rep:A basic lightning rod may be fashionffdm a stick around three feet tall, with a basket or bottle at
the top that can hold the captured lighting and angcated tags.

Schematics: Magnetic Attractor

Cost: 3

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a device to attract lightning elementals.

Phys Rep:This device can be anything, kalould be expendable, in that it is typically tossed away for the
elemental to chase and collect. The device will be returned (out of game) at the end of the event (or earlier, if it can
be arranged).

Schematic: Chemical Bow

Cost: 5

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a chemical bow.

Phys Rep:Chemical Bows are represented by NERF guns that have been painted to remove all trace of the
neon yellow or green. They should instead be painted in tones reminiscent of wood or metal. The rep should be a
pistol or rifle, and should be a single shot p@aor used as a single shot weapon. The weapon should have a
receptacle in which to place zap, and, like lightning bottles the receptacle should be able to be closed and sealed so
that any contained zap does not fall out as the weapon is jostled. oddtdgchematics and skills might modify the
weapon in other ways.

Schematic:Overcharger (Overcharge Bottle)

Cost: 3
Reset: Instant
Prerequisite: Man of Science header
Restriction: None
Skill Points: None
Notes: You may construct an overcharger to beextitb a chemical bow.
Phys Rep:Overchargers are added to chemical bows so that the weapon may fire larger amounts of damage in
a single shot. The item is represented by using a fAbol

one. Nornal shots can be fired from the overcharge bettthe weapon does not need to have two bottles.

Schematic:Freezer Coil

Cost: 3

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a freezeoil, which can be added to different types of items to

convert lightning into ice.
Phys Rep:A freezer coil is represented by a large spring which is attached to the side of the item being
modified.

Schematic:Protective Clothing
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Cost: 2

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a suit of protective clothing, a heavy sort of garb worn by Men of

Science to protect them when their tinkering goes awry.
Phys Rep:Protective Clothing is the equivalent of light armor. With that in mind, it can be anything, so long as
it is decorated in such a way to distinguish it from normal armor.

Schematic:Powered Clothing

Cost: 2
Reset: Instant
Prerequisite: Schematic: PowedeClothing
Restriction: None
Skill Points: None
Notes: You may construct a suit of powered clothing, a heavier sort of garb worn by Men of
Science to protect them when their tinkering goes really awry.
Phys Rep:Protective Clothing is the equivalentofe d i um ar mor , although due to t

building things, it typically looks a lot more bulky. It must be distinguishable from normal armor.

Schematic:Grounding Boots

Cost: 2

Reset: Instant

Prerequisite: Schematic: PotectiveClothing

Restriction: None

Skill Points: None

Notes: You may construct a pair of Grounding Boots, which can protect a character from attacks
by lightning.

Phys Rep:Grounding Boots may be any kind of decorated footwear.

Schematic:Glow Torch

Cost: 1

Reset: Instant

Prerequisite: Man of Science header
Restriction: None

Skill Points: None

Notes: You may construct a glow torch.

Phys Rep:A glow torch can be represented using a diffused flashlight.
Note: Glow torches do not require any skill to use, and can be used by any character.

Schematic:Chemical Bandage

Cost: 3

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a Chemical bandage, witigh be prepared and later used to heal an

injured character
Phys Rep:A chemical bandage can be represented using angaagerous plastic syringe.

Schematic:ReLifer Box

Cost: 5
Reset: Instant
Prerequisite: Schematic: Chemical Bandage
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Restriction: None
Skill Points: None
Notes: You may construct a ReLifer Box, which can be used on a target who has bled out, but

has yet to depart, in an attempt to shock that person back to life.
Phys Rep:Second to the Chemical Bow, the ReLifer box is the most agfithe gadgets utilized by the
Men of Science. It must weigh at least five pounds, with holes in the surface to fit three Chemical Bandages. There
must be a bottle to hold a single zap. Cables or cords must extend from it, and these should hasg sbme
connect to the dead target.

Schematic:Wave Lock

Cost: 4

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may construct a Wave Loekhat is, a lock that can only be opened by the Man of

Science whb built it, by utilizing the pattern of his own brain waves.

Phys Rep:At the heart of the design should be a combination lock (though it should be disguised at least by
putting the lock inside a box of some sort). The only way through the lock is to know (or discover) the combination.
A tag will be attached to the front of theaWe Lock stating that those using a Brain Wave Attunement Box may
open the tag. Opening the tag should reveal the first two digits of the three digit combination. Remember that no
lock should ever really be used to seal shut a container or door, bid bedieside the real opening mechanism.

Schematic:Crystal Power Grid

Cost: 10

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: You may design and build a Crystal Power Grid, which in turn is used to provide

lightning powered lighting and functions to a town or portion of a city.
Phys Rep:Outdoor electrical lighting such as Christmas lights, and diffused indoor lights coutdteo
represent a Crystal Power Grid.

Gadget: Lightning Rod

Cost: 10

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: 1 Brain Wave

Notes: You know how to use a Lightning Rod to collect units of z&@his device iplaced

outdoors, a safe distance from any buildings. The more open the area, the more luck the rod will have in collecting
lightning. Collecting lightning is a hazardous chore, since while lightning rods typically attract lightning, they also
attract untable charges, and have a nasty habit of attracting lighting elementals. A single lightning collector will
typically collect a single unit of zap, but occasionally an overcharge (two zap) is collected.

You should check the lightning rod every few houfgy tags should be read before the lighting is collected.

Gadget: Magnetic Attractor

Cost: 10

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: 1 Brain Wave

Notes: You know how to use a Magnetic Attractor to attract Iy elementals. You strike the

el emental with a packet and states, #fAlnflict to el emeni
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is engaged in combat or otherwise distracted. The elemental should be drawn to the gadget, andftSeiéfa®

would do best to toss the gadget aside before the elemental reaches him and attempts to take it away. In most cases,
the elemental will take the attractor, devour it, and wander off, sated. If the elemental is not attracted to the gadget,
thenno Brain Waves are spent

Gadget: Chemical Bow

Cost: 15

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: 1 Brain Wave

Notes: You know how to use a chemical bow. You may

the weapon. The target takes the damage if the bolt hits. Regardless of how long the NERF gun takes to reload out

of game, IN game it must take at least ten seconds,giwtiich the character must unload the spent zap, reload the

new zap, and reload a new bolt. Take your time withithis 6 s a fl avor thing. Al so, ev
capable of carrying many shots out of game, a chemical bow cannot carry mavedhsrot at a time in game.

You may keep the weapon loaded full of darts, but you must at least roleplay reloading between each shot.

Gadget: Overcharge

Cost: 15

Reset: Twilight

Prerequisite: Gadget: Chemical Bow

Restriction: None

Skill Points: 1 BrainWave

Notes: You know how to fire a great shot from a che
lightningdo and fire the NERF gun. The target takes t hi
but it requires the use of two bottled ligimg. An overcharge takes no more time to reload than a regular shot,

except that two marbles must be deposited into the bottle instead of one.

Gadget: Freezer Coill

Cost: 10

Reset: Twilight

Prerequisite: Man of Science header

Restriction: None

Skill Points: None

Notes: The skill used is determined by whatu attach the Freezer Coil tA.ypically the item is

a chemical bow, in which case the damage is called fAby

make cold boxes, which have no iange effect, and so cost no Brain Waves when used. When attached to armor
(Protective or Powered Clothing), a Freezer Coil grants a Resist vs. Fire as a twilight ability.

Gadget Protective Clothing

Cost: 10

Reset: Instant

Prerequisite: Man of Sciencédeader

Restriction: None

Skill Points: None

Notes: You may wear Protective Clothing, which grants the equivalent of 1 point of armor.

Protective clothing, when damaged, requires both the skill of a blacksmith and a Man of Science to be repaired (two
minutes of roleplay eadhand master forges do not affeahe Man of Sciences time to repair).

Gadget Powered Clothing

Cost: 15
Reset: Instant
Prerequisite: Gadget: Protective Clothing event

Restriction: None
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Skill Points: None

Notes: You may wear Powered Clothing, which grants the equivalent of 2 piatsnor.

Powered clothing also requires both the skill of a blacksmith and a Man of Science to be repaired (two minutes of
roleplay eacli and master forges do not affect the Man of Sciences time to regaiun.jnaywearPowered
Clothingbeginning withhis first event, but cannot gain full benefit from it until his second event.

Gadget Grounding Boots

Cost: 10

Reset: Twilight

Prerequisite: Schematic: RotectiveClothing

Restriction: None

Skill Points: 1 Brain Wave

Notes: You may wealGrounding Bootswhich grant the Man of Science a Resist vs. Lightning

as a Twilight ability.

Gadget Chemical Bandage

Cost: 10

Reset: Twilight

Prerequisite: Man of Science header

Restriction: None

Skill Points: 1 Brain Wave

Notes: With a chemical bandage, you draw adiitife essence (points of body, not armor) from

a willing target (or at least one who cannot resist), and can later use that life essence to heal another target. You

draw | ife essence from a target usi ngce.hte sYWou negxep e nsdt ad
Wave and create a Chemical Bandage. You may use that
and Heal 1 by Science. 0 The act of drawing the [|ife e:

Using he bandage to heal the second target does not.
A Man of Science may only carry five Chemical bandages at a time.

Gadget RelLifer Box

Cost: 30,60,90

Reset: Event

Prerequisite: Gadget:Chemical Bandage

Restriction: None

Skill Points: None

Notes: RelLifer Boxes are too heavy to carry around, and usually will be left in a cabin or central

location in case they are needéfla target falls and has bled out, you may attempt to revive him using the gadget.
You must slide a Chemical bandage into each oftttee holes in the box made for that purpose. Loads a charge of
zap into the bottle. Finally you must run the cords from the box to the target. Shout (in your best Mad Scientist

vVoi ce, i f you wisht!), ACur e Deatnhy abnyd LOrgahitnnibnyg .LOi ght ni |
Gadget Wave Lock

Cost: 25

Reset: Instant

Prerequisite: Man of Science header

Restriction: None

Skill Points: 1 Brain Wave to seal, none to open

Notes: You may seals shut a Wave Lock by focusing your will and spending a Brain Wage. Th

lock is attuned to the pattern of your Brain Wave, and you can open it without using another Brain Wave. Without
the correct Brain Wave, the lock will not open.

Trivial Schematics

Many gadgets have no effect on game play, but still do exist. Thssaothing for a Man of Science to learn,
and require no skill for the Man of Science to use. The only restriction in the use of these items is that they must be
decorated or designed to look in game.
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Cold Box -- This is a freezer or cooler. Camp ragtons may preclude the use of these items, but in case they do
not, the gadget is listed here. The Prerequisi@aidget: Freezer Coil

Extendable Am--Thi s gadget extends the reach of e character

t h
that add two or so feet to a persondbdés reach.
Eye Glasse$ Prescription eyeglasses have to come from somewhere.

Harmonics Boxi This is a music playedesigned by Men of Science and filled with the latest hits by the bards in
Briardown.

Telescope
Wall Clock

Wristwatch
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11.10 Bards
AWhere words fail, mu !
~Hans Christian Andersen

Outlook

Bards are wanderers and collectors of taBscause they seek those who adventure, they often become
adventurers themselves. Because it is unseemly to brag, they tend to downplay their own involvement, giving credit
toothers even when that credit i snot redfierewelcomBdavheleserthaye gener
go. And where they are not welcomed, a few verses of song of strums of an instrument will open the door.

Like the Priests of the Word, bards collect news from around the world. But bards differ from priests in that,
while priests place value in the truth, bards place more value in a well received tale. Itis more important to get
across the point than to get across every last exacting déiaiimportant to note, though, that bards are not liars.

They are entertaers. A common illustration is of a bard and a priest standing side by side with a trove of
discovered book, dividing the volumes evenly like loot, with the bard collecting the words of fiction and the priest
collecting the words of fact.

A note on Audience trait: Bards are often able, through their performangbether it be singing, playing an
instrument, reciting poetry, telling a tale, giving an inspiring speech, or other mwaaffect those who hear them
with both beneficial and harmful effesc When a bard is able to perform for an audience who is paying close
attention, the Bard can inspire those listeners to become his personal Audiedogg so, the Bard grants that
Audience a particular trait that is unique to the Bard for an etenufhis gives the Bard the ability to cast
beneficial magic upon his Audience without also doing so to the enemy his audience may be fighting.

Audience Traits must be given to Plot in advance of the event that the Bard intends to use it, and must be
approved by plot. If no trait is approved, the Bard may choose to use the trait, Audience, by default. NPCs, unless
working with the PCs, will not use this trait, so PC Bards need not worry about choosing this default trait and having
abilities cast to Auiénce affect enemy NPCs.

More than one Bard may combine their abilities to create a mutual Audience. In this case, the Bards may
choose to use the trait of "Audience," use one of the Traits one of the Bards already uses (and has Plot Approval
for), or they may choose a new Trait (which must have been approved by Plot prior to the Event).

This Audience Trait will remain until a rest action (fifteen minutes) to refresh encounter skills is taken.

A note on casting requirements Unless specified otherwisBards do not need their hands free to cast their
spells/use their abilities. They cannot, however, use any abilities that require a Performance or Incant while
Silenced, unless the skill explicitly says they can.

Bard Skills
Skill: Verse
Character Points: 5,10,15,20
Reset: Encounter
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: None
Notes: This skill represents the number of special actions a character can take during each

encounter. There are different types of Skill, and when a point of Skill is purchased, it is immediately assigned a
type. Most characters will only require one, or at most twesygf Skill.

The different Skill types are Magic (magicians), Faith (priests of the Word), Craft (witches), Imagination
(sandmen), Brain Waves (men of sciend&)se (bardsand Endurance (for everyone else).

Skill returns to full when the characterable to rest fully.

The cost of a single point of Skill is determined by the total number purchased, regardless of where the points
were assigned after purchase.
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Example One:A character purchases a point of Skill for 5 character points and asdigiEniurance so he can
use his strong attack. He is also a magician, so he purchases a second point of Skill and assigns it to Magic. The
first point of Magic is still the second point of Skill, and would 10 character points, not 5.

Example Two:A character has the Warrior header and has five Skill Points (costing 5 + 10+ 15 + 20 + 25)
which have all been assigned to Endurance, and decides to purchase the Priest Header. His first point of Faith
would cost 30 character points.

Resist Inspiration

Character Points; 5,10,15,20
Reset: Event
Prerequisite: None
Restriction:
Season: 1 2 3
Max Purchase: 3 4 5
Skill Points: None
Notes: You know how ités done, and therefore know

AResi st o t o dnspiratiod " by Peesencatcrby Fado. yThis skill may be used while unconscious
or dead, but not while drained.

But Wait!

Character Points. 15

Reset: Encounter

Prerequisite: Bard header

Restriction: None

Skill Points: 1 Verse

Notes: You can hold gotential foe at bay for a time with words alone. Gesture at an opponent

and call out ABYy my Gesture, Repel by Presencedo and be;q

for as long as you talk to/with the opponent; if you stop talking, yiwur conversation ends, you must drop the
gesture immediately. You also must drop the gesture and make some final comment to clearly end the conversation
before launching any attacks on your opponent, and you cannot advance on your opponent wHilis s&ilig t
This skill works even on opponents whomtmt seem to be listening to you or dotunderstand you; your presence
and charisma still have an effect.
You may have two of these skills active at one time (one for each hand), but otherwise samtbeuskills
while this active, except to call defenses.

Desperate But Wait!

Character Points 5
Reset: Event
Prerequisite: But Wait!
Restriction:
Season: 1 2 3
Max Purchase: 2 4 6
Skill Points: None
Notes: In times of desperation, a skilled Bard can draw upon his presence to force an enemy
away, even when exhausted. This works exactly as the |
an event skill, and thus can only be used per timgbibas a desperate measuy@u can hold a potential foe at
bay for a time with words alone. Gesture at an opponen:

talking to the opponent. You can maintain the gesture for as long as youatk tbe opponent; if you stop
talking, or if your conversation ends, you must drop the gesture immediately. You also must drop the gesture and
make some final comment to clearly end the conversation before launching any attacks on your opponent, and you
cannot advance on your opponent while using this skill. This skill works even on opponents natgatim to be
listening to you or dmotunderstand you; your presence and charisma still have an effect.

You may have two of these skills active at oneetifopne for each hand), but otherwise cannot use other skills
while this active, except to call defenses.



CottingtonWoods Pl ayer s Gui de
Part Two: Character Creation

Music in the Air

Character Points: 0

Reset: Instant

Prerequisite: None

Restriction: None

Skill Points: None

Notes: Whether you are a musician oot, you understand sothing of how the Mists resonate

to music. You can attune a musical focus to the Mists in the place where you dwell such that it fills the air with
music to suit your moodSo long as you are present in your caboy gan use a hitbn ordisguised music player.
You can only play music that uses no obviouslyafyperiod instruments or musical styles (most symphonic and
traditional music is okay); if you ar®t sure whether music might jar immersion in the game caoucheck with
staff. You should place the item your character has attuned as a musical focus on display in your cabin near where
the music player is hidden, so that anyone setting up music can pretend to be attuning the focus. A musical focus can
be anything that can pduce music or a tone, from an instrument to a bell, or a crystal or set of crystals. Others can
use your musical focus, but you have the final say and control. However, it is not impossible that some plot effects
or characters may cause your musical fdousehave in unexpected ways.

Men of Science are able to build a music box that Bards can attune to their musical focus. If a Bard has this
Musical Box, he can enable it to play his musical focus even when he is not present in the room.

In Song & Story

Character Points. 15

Reset: Between events

Prerequisite: Bard Header

Restriction: None

Skill Points: None

Notes: This is a bardidénfo skill. You are well versed in the stories, songs, legends, folklore,

poetry, and oral traditions of The Written World, and

fellow bards. You can choose to use this info skill actively or pagsafir each event.

* |f you use it passively, you will receive plohosen snippets of stories & the like in your character envelope at
check in next event which may contain relevant plot information. (Sometimes we may use other delivery methods,
such & an NPC visit, to give you your info.)

* |f you use it actively, you can ask one question in your PEL about what tales and songs say on a particular
topic. You will receive an answer at the next event you attend. Your answer may be an OOG note iargotarch
envelope at check in, or an IG letter, or a contact who comes in person to give you your answer during game.
There is no guarantee that the information you get will be true or acéurats it is what you and your contacts
could yndtdanmotulyh ttdpisc avenue. Someti mes the answer may
and should try other sources or methods. And be careful what yéu askds are not always known for their
discretion, and word may get around of who youareandwhat§ir e as ki ng about.

Notes:

* |f for any reason staff fails to give you a reply to your question at the next event, we will do our best to get
you your answer at the following event. In the meantime, you can ask another question after the new euént witho
Aireplacingd your old one; we will get you answers on b
using this skill.

* You MUST submit your question by the PEL deadline after the event in order to receive an answer if using
this skill actively. If we do not receive a question by the deadline, we will assume you are using the skill passively.

* Multiple characters may stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received wibbe greater than what would be discovered individually. If combining efforts, you must
indicate that you are doing so when submitting the skill use in your PEL.

Hear Rumor: Streetwise

Character Points: 10

Reset: Between Event
Prerequisite: None
Restriction: None

Skill Points: None
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Notes: You have the right contacts and connections within the streets, bars, and less savory
places of society, such that you always hear the latest things being whispered or gossipetoabmatyhear
il owe ro rc | fabslsacrkmormizetwkea ¢ventsYou may choose to use this skill passively or actively. If
used passively, Plot will provide relevant rumors or gossip you may hear on the streets. If you used actively, you
must submit a question or topic tlyatu are seeking to hear rumors about in your PEL by the deadline. This skill
guarantees a response, but it is also possible the topic you are seeking information on may not be widely talked
about. Itis also possible that someone may take note of tkaqseyou are asking.
Note:

* Multiple characters may stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received will be greater than what would be discovered individually. If combining gffortaust
indicate that you are doing so when submitting the skill use in your PEL.

Hear Rumor: High Society

Character Points: 10

Reset: Between Event

Prerequisite: None

Restriction: None

Skill Points: None

Notes: You have the right connections and contacts among the great families, the House Courts,

and highend establishments to hear the latest gossip among the most influential members of Houseland Society.
You mayhearfi u p p e r runwits bhetweean eventYou nay choose to use this skill passively or actively. If used
passively, Plot will provide relevant rumors or gossip you may hear on the streets. If you used actively, you must
submit a question or topic that you are seeking to hear rumors about in yobyBte deadline. This skill
guarantees a response, but it is also possible the topic you are seeking information on may not be widely talked
about. Itis also possible that someone may take note of the questions you are asking.
Note:

* Multiple characers may stack use of this skill together to ask the same question. If multiple uses are stacked,
the information received will be greater than what would be discovered individually. If combining efforts, you must
indicate that you are doing so when sutbing the skill use in your PEL.

Gossip

Character Points: 15

Reset: Between Event

Prerequisite: One AHear Rumor o skill

Restriction: None

Skill Points: None

Notes: Bards have a wide network of social contacts, and their business is the spreading of

information. You can spread and disseminate rumors, stories, or anétdmtesor false, slanderous or laudatory.

In your PEL after each eventpy can tell staff one thingyouwouldi ke t o fAput out o and sprea
bewared there is no guaraeé that all who hear your rumor will believe it, and it is likely that any interested

parties can trace it back to its source.

Note: You MUST submit your use for this skill by the PEL deadline of two weeks after the event in order for it to

have an effect The effect may not always be immediately obvious, but it is guaranteed to have some appropriate

effect. This is an Active betweavents skill.

Influence

Character Points. 10

Reset: Between events

Prerequisite: Bard header

Restriction: None

Skill Points: None

Notes: You have connections and social pull in certain circles. Sometimes, you can use this to

your advantage in small ways. After each event, in your PEL, you can include a description of one way in which you
hope to use your Influence, fratme followingoptions:
* To smooth over a possible insult, offense, or misunderstanding (caused by you or a friend)
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* To try to arrange an invitation for you or a friend to a certain event, gathering, or social giuisps not the
Invitation skill. You cannot use this as an attempt to invite someone to Cottington Woods, or to arrange a meeting
with an individual. This is intended to be, for exampl

* To attempt to arrangenantroduction for ariend. Note that it must be reasonable for your character to
arrange this introduction.

* To spread the word about and raise the perceived status of a social event you or a friend are hosting

* To attempt to encourage/invite/attract appropriateossifor your hand or that of a friend, or affect the
chances of a given possible match

* To influence the arts and/ or what is perceived as 7
tales, but if using Gossip or other such skill, yon gae this to increase the effect of Influence.)

* You can at times use this to attempt the influence the general opinion or viewpoint of groups of individuals
within the Woods or where you are living. Note that thigeseral- you could, for example, try to use this to
increase hostilities towards wolves, but would be unlikely in succeeding to use this to make the Woodslander turn
against the kingThisuse is more difficult, and may not always work as expected.

There isno guarantee whatsoever that your attempt will be successful, and it may even backfire if you
reach too far or push too hard In your PEL, you should provide as much detail as possible on how you hope to
achieve this effect (what contacts yadll be using where youare focusing your attempts, how subtle yavea trying
to be, etc). The more modest and detailed your proposal is (and the more cool, interesting, and likely to bring results
that will be fun for everyone), the likelier it is to work. While wengrally appreciate creativity in the campaign,
you cannot use this skill in ways other than the ones described @bive not allpurpose influence. Your skill
will have some degree of effect, though it may not get you the result you were hopinglfizr ualikely to go over
poorly unless you make a clear gaffe. You may not see immediate results of your efforts, but we will do our best to
show you any results as soon as it makes sense for them to occur in game.

* Multiple characters may stack usetbis skill together for the same use. If multiple uses are stacked, the
influence will be greater than what would be discovered individually. If combining efforts, you must indicate that
you are doing so when submitting the skill use in your PEL.

Invitation

Character Points: 10

Reset: Between events

Prerequisite: Bard header

Restriction: None

Skill Points: None

Notes: Your influence and reputation are great enough that when you invite someone to visit or

attend a social gathering, it is likelyatithey will come, or at least receive some kind of respoyiee. may request

to meet with an NPC character. You shdotdreasonably certain that your connections are good enough that you
will receive some kind of respons&he response of the invitéddividual will be appropriate to your relationship
and the manner of your invitatiohnnclude the 1G text of your invitation in your PEL.

It is expected that appropriate hospitality be providédu shouldalso only use this skill on an NPC that you
have a reasonable chance of invitorgknow how to contact. fle King of Farrawayfor instanceis unlikely to stop
by fortea, andsending an invitation to the Queen of the Faeries may prove more difficult unless you've bartered
with a fairy to do it fo you.

Use of this skill does not guarantee that the invitee will appear, only that they ardlaatg@ have sent an
invitation. You will usually get some form oésponsdgsuch as a letter or a representativi@gar in mind that the
response theyesd will be one that is appropriate for your relative stations, current relationship, and the manner of
your invitation.

You do not need this skill to attempt to invite an NPC, but no response is guaranteed without use of this skill.

In some cases, yauay not get a response at the next event (say, if the person playing the NPC is unavailable);
if that occurs, you are free to use the skill again after the new event without "replacing" your old use. We will
respond to both as soon as possible.

Soliloquy
Character Points: 5
Reset: Instant

Prerequisite: Bard header
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Restriction: None
Skill Points: None
Notes: When at 0 Hit Points, Unstable, or struck with a Death Effect, you nmagimeconscious

for up to 10 seconds to deliver one last final line befaltang back unconscious or dying. You cannot do anything
other than speak in a quiet voice. This skill cannot be used when Stunned, Paralyzed, or otherwise incapacitated.

Bringing Music to the Hearth

Character Points 10

Reset: Twilight

Prerequisite: Bard header

Restriction: None

Skill Points: 1 Verse

Notes: If you give a performance of some kind (singing, playing music, telling a story, giving an

inspiring speech, reading poetry, etc.) that lasts at leastminutes where a Hearth Witch has estti#d a
Hearth, you may choose to call out one of the following if you receive some kind of applause or positive
acknowledgement of your performance:

"To theRoom, Grat 1 Protection by Inspiration”

"To theRoom, Grant Defese Shield Fear by Inspiration”

"To theRoom, Expose lllusion by Inspiration"

"To theRoom, Cure<<Mental Trait>> by Inspiratioti (where Mental Traits any Mental trait defined in Core
rules, such asAwe, Confusion, Despair, Fear, Gloom, Inspiration, Madness, Presence, Trange, Will

Audience

Character Points: 15

Reset: Encounter

Prerequisite: Bard header

Restriction:

Skill Points: 1 Verse

Notes: When a bard is able to perform for an audience who is paying close attention, the Bard

can inspire those listeners to become his paisAudience in doing so, the Bard grants that Audience a particular
trait that is unique to the Bard for an encounter. This gives the Bard the ability to cast beneficial magic upon his
Audience without also doing so to the enemy his audience mayHimdjg
Spend 60+ seconds performing and/or inspiring, then touch up to six indiwdualsere listening or
watching the performanaceith a packet and callEnhcounteimbue<<Audience Trait>> Trait by InspiratichYou
also gain this Trait.This Audience Trait will remain until a rest action to refresh encounter skills is taken.
The tait name must be approved in advance by pléth e t rait AAudi enced may be wuse
unl ess working with PC bards, wild!l not use the AAudi en
cast to this trait).

Greater Audience

Character Points: 10
Reset: Twilight
Prerequisite: Audience
Restriction:
Season: 1 2 3
Max Purchase: 2 3 e
Skill Points: 1 Verse
Notes: As the Audience skill, butgu may combine yoyserformancevith one or more other

Bards to create a larger circou both must possess this skilhdaboth must expend a point of verse and

participate in the performance. You cannot use this skill as a solo perform@ntte end of the performance, call,

ABy my voice, Encounter | mbue <<Audi ence mdsragreetor > Tr ai t
the trait name used, and each also gains the trait. This Audience Trait will remain until a rest action to refresh

encounter skills is taken.
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Thetatname must be approved in advance by NPOhads, The
unl ess working with PC bards, wildl not use the AAudI

cast to this trait).

NOTE: Anyone who hears this call will gain the traite careful in using this in situations where your
enemy may hear you, as they too will become part of your audience.

Inspiring Performance

Character Points: 10,15,20,25 ,
Reset: Twilight
Prerequisite: Bard header
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: Your music has the power to inspire others, though at some cost to yourselfti8ggnd

secondgiving an inspiring performance or speech to an individual. At the end of which, touch thHempeitket

and call, "Refresh 1 Skill Poily InspirationandShort Drain to Self* where Skifloint is one of
Endurance/Craft/Magic/Imagination/etc. This Drain cannot be cprgded, resisted, etc. You must take the effect
of the drain. You cannot use this skill on yourself.

Greater Inspiring Performance

Character Points: 15
Reset: Event
Prerequisite: Inspiring Performance
Restriction:
Season: 1 2 3
Max Purchase: 0 1 2
Skill Points: None
Notes: Your music can give inspiration to those who iargour audiencethough the cost to you

is dear. Spend 1€econds giving an inspiring performance or spedadhe end of which, call,By my voice,
Refresh 1Skill Point to <<Audience Trait®y Inspirationand Drain to Self. This Drain cannot be curegurged,
resisted, etc. You must take the effect ofdtein, but you also take the effect of the Refresh.

Inspired Protection

Character Points: 10
Reset: Twilight
Prerequisite: Audience
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: 1 Verse
Notes: Spend 60+ seconds performing and/or inspiriting, then call "By My Voice, Grant 1

Protection toc<AudienceTrait>> by Inspiration"

Inspired Courage

Character Points 10
Reset: Twilight
Prerequisite: Audience
Restriction:
Season: 1 2 3
Max Purchase: 5 6 7
Skill Points: 1 Verse
Notes: Spend 60+ seconds performing and/or inspiriting, then call out "By My Voice, Grant

Defense Resist Fear #&xAudienceTrait>> by Inspiration”

tr
en
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Character Points
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

10
Twilight
Audience

1 2 3

2 3 5

1 Verse

Spend20+ seconds performing and/or inspiring, then call out "By My Voice, Héal

<<AudienceTrait>> by Inspiration"
You may instead choose to spend 30+ secped®rming and call out, "By My Voice, Heal 1 by Inspiration."

Inspired Cure Will

Character Points
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

15
Twilight
Audience
1 2 3
2 3 4
None

Spend20+ seconds performing and/or inspiring, then call out "By My Voice, Cure Will

to <<AudienceTrait>> by Inspiration”

Invoke Fear

Character Points:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

15
Twilight
Bard header

1 2 3

2 3 4

1 verse

Spend20 seconds performing and/or inspiring, then call "By My Voice, Agony by Fear"

You do not take this effect.

Invoke Harm

Character Points:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

15.30.45
Event
Bard header

1 2 3
3 4 5
1 Verse

Spend30 seconds performing and/or inspiring, then call "By My Vok®amage by

Fear" You do not take this effect.

Invoke Frenzy

Character Points
Reset:
Prerequisite:
Restriction:
Season:
Max Purchase:
Skill Points:

20,40,60
Event
Bard header

2
2

Verse

1 3
1 3
1
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Notes: Spend30 seconds performing and/or inspiring, then call "By My Voice, Short Frenzy by
Fear" You do not take this effect.

Courageous Song

Character Points: 15

Reset: Encounter

Prerequisite: Bard header

Restriction: None

Skill Points: 1 verse

Notes: Spend20+ seconds performing and/or inspiring, then call "By My Voice, Cure Fear by

Inspiratior! or "By My Voice, Cure Fear by Inspiratidn <<Audience Trait>>"

Stabilizing Song

Character Points: 15

Reset: Encounter

Prerequisite: Bard header

Restriction: none

Skill Points: 1 verse

Notes: Spend 10+ seconds performing and/or inspiring, then call "By My Voice, Stabilize by

Inspiration”or "By My Voice, Stabilizeby Inspirationto <<Audience Trait>>"

Song of Peace

Character Points: 15

Reset: Twilight

Prerequisite: Bard header

Restriction: None

Skill Points: 1 verse

Notes: Spend 10+ seconds performing and/or inspiring, then call "By My Voice, Cure Frenzy by

Inspiration” You may choose to use "teAudienceTrait>>" if desired.

Song of Hope

Character Points. 15

Reset: Encounter

Prerequisite: Bard header

Restriction: none

Skill Points: 1 verse

Notes: Spend20+ seconds performing and/or inspiring, then dajt My Voice, Cure Despair

by Inspiration." You may choose to use "to <Audieficait>" if desired.

Chord of Pain

Character Points. 10

Reset: Encounter

Prerequisite: Bard header

Restriction: None

Skill Points: 1 verse

Notes: Say an incandf 10+ syllables, then throw a packet and call "Agony by Inspiration”

Chord of Weakness

Character Points; 10

Reset: Twilight
Prerequisite: Chord of Pain
Restriction: None

Skill Points: 1 verse
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Say an incanof 10+ syllables, then throw a packet and call "Weakness by Inspiration”

Character Points
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

Chord of Restoration

15
Twilight
Bard header

1 2 3

2 3 4

1 Verse

Say an incandf 10+ syllables, then throw a packet and call "Silence by Inspiration”

Character Points
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:
Inspiration”

Entrancing Song

10
Twilight
Bard header

1 2 3

3 4 5

1 Verse

Say an incanbf 10+ syllables, then throw a packet and call "Cure Silence/Weakness by

Character Points:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

15,30,45
Event
But Wait!

1 2 3

3 4 5

1 Verse

Talk, perform, sing, etc. at a target while pointing at them and say "By My Gesture, Root

by Fascination."As long as you remain talking/performing and maintain the gesture, the target will remain rooted.
You cannot maintain this gesture for more than fivautés at a time, though if you have more than one casting of
this spell, you may immediate attempt to use a second casting when the first expires.

You may have two of these skills active at one time (one for each hand), but otherwise cannot usel®ther skil
while this active, except to call defenses or to begin a deathstrike (once the deathstrike is begun, this skill must end).

Siren Song

Character Points:
Reset:
Prerequisite:
Restriction:

Season:

Max Purchase:
Skill Points:
Notes:

25,50,75
Event
Entrancing Song

1 2 3
1 2 3
1 Verse

Talk, perform, sing, etc. at a target while pointing at them and say "By My Gesture,

Paralyze by Fascination." As long as you remain talking/performing and maintain the gesture, the target will remain
paralyzed.You must drop the gesture if your target takes (or begins to take) any harmful effect (including a
deathstrike). You cannot maintain this gesture for more than five minutes at a time, though if you have more than
one casting you may immediate attempt to usecarsd casting when the first expires.

You may have two of these skills active at one time (one for each hand), but otherwise cannot use other skills
while this active, except to call defenses or to begin a deathstrike (once the deathstrike is begilhnibi end).
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Note of Silence

Character Points: 10,20,30
Reset: Event
Prerequisite: Chord of Silence
Restriction:
Season: 1 2 3
Max Purchase: 2 3 4
Skill Points: None
Notes: Gesture at an opponent and call "By My Gesture, Silence by Presence." The opponent

remains silenced as long as you maintain the gesture. You must drop the gesture after appréixenaiaiytes,
as the magic cannot be maintained for longer than that tim

You may have two of these skills active at one time (one for each hand), but otherwise cannot use other skills
while this active, except to call defenses.
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11.11 Racial and Cultural Skills

fiQuote 0
~Author

Skilled With a Knife (Clublander)

Character Points; Free

Reset: Instant

Prerequisite: Human, Clublander

Restriction: None

Skill Points: None

Notes: As the House of Clubs is often under constant threat of attack, all Clublanders learn how

to fight with at least a knife or other small weago defend themselves. Clublanders receive the Small Weapon
skill for free.

Stubborn (Clublander)

Character Points: 10

Reset: Event

Prerequisite: Human, Clublander

Restriction: None

Skill Points: None

Notes: Clublandersare known for their stubbornness. Once per event, the Clublander may call
"Resist by W IIl" to any one effect by Awe, Fear, Presel

Corruption, Faerie, Glamour, Insanity, or Nightmare.

Wealthy (Diamondlander)

Character Points: 5

Reset: Instant

Prerequisite: Human, Diamondlander

Restriction: None

Skill Points: None

Notes: Diamondlanders and money attract one another. The Diamondigaider2 additional

silver points each weekend long event.

Hard -Hearted (Diamondlander)

Character Points. 10

Reset: Event

Prerequisite: Human, Diamondlander

Restriction: None

Skill Points: None

Notes: It is often said that Diamondlanders &aadhearted, and that they are rarely moved by

the emotions of the heart. Once per event, you may choose to call "Resist by Disdain" to any one Agony effect, or
any one Effect by Despair, Fear, or Inspiration.

Inspired Heart (Heartlander)

Character Points: 10

Reset: Event

Prerequisite: Human, Heartlander

Restriction: None

Skill Points: None

Notes: Heartlandersire easily moved to great depths of emotions, but are able to tell when their

emotions are being used against them. Once per event, you may call "Purge Mental/lmagination/Inspiration by
Inspiration” to any one Mental, Inspiration, or Imagination effect.

Value in Friendship (Heartlander)
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Character Points: 10

Reset: Event

Prerequisite: Human, Heartlander

Restriction: None

Skill Points: None

Notes: Heartlanderplace great value on friendship and love. Once per event, you may inspire a

person you love or have strong friendship with. Spend at least 30 seconds telling them how they inspire you or how
much they mean to you, or recite to them an appropriate Eega song, or do some other performance, and then

call, "By Your Name, <<Name>>, Grant 2 Protection by Inspiration" or "By Your Name, <<Name>>, Grant

Defense, Resist Mental by Inspiration."

Knowledgeable (Spadelander)

Character Points: Free

Reset: Instant

Prerequisite: Human, Spadelander

Restriction: None

Skill Points: None

Notes: It is said that the Spadelanders are privy to many secrets, and that they place great

emphasis on knowledge&Choose any one Between Event Info Skill. You receivestilsat a 5 CP discount, even
if this gives you the skill for free. If you do not have access to the skill, you may purchase it at normal cost (you do
not receive the discount).

Fortune Favors the Spades (Spadelander)

Character Points. 25

Reset: Event

Prerequisite: Human, Spadelander

Restriction: None

Skill Points: None

Notes: Sometimes you just get lucky, but it's said that the Spadelanders are luckier than most.

Once per event, you may call "Elude by Luck" to any one packet or weapon attze, fex attacks by Madness,
Corruption, Glamour, Nightmare or Faerie. It is also said that luck can sometimes draw the attention of the Faeries;
if you use this skill during the event, you must inform Plot in your PEL.

City Gossip (Farraway)

Character Points: Free

Reset: Instant

Prerequisite: Human, Farraway

Restriction: None

Skill Points: None

Notes: You can take the man from the city, but you can't take the city from the man. No matter
where you are, you have enough friends and conta&ariaway to keep you tje-date on what's happening. You

are able to purchase the "Hear Rumor: Court" or HAHear

even if this gives you the skill for free. If you do not have access to the skilimgy purchase it at normal cost
(you do not receive the discount).

House Culture (Farraway)

Character Points Varies

Reset: Instant

Prerequisite: Human, Farraway

Restriction: None

Skill Points: None

Notes: You hail from the city of Farrawayut your family came from one of the Houselands

and its blood is strong within you. You may choose one of the following House skills: Stubborn (Clublander),
Wealthy (Diamondlander), Inspired Heart (Heartlander), or Knowledgeable (Spadelander). Ypurchage it as
if you were from that House, as that is the dominant House in your bloodline.
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Woodland Sense (Woodlander)

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

Free

Instant

Human, Woodlander

None

None

You have admiliarity with the Woods. Choose one skill: Beast Lore, Scouting,

Tracking, or Herbalist (wood witch only). You gain the skill at a 5 CP discount, even if this gives you the skill for

free.

Seeing Through The Glamour (Woodlander)

Character Points;
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

15

Event

Human, Woodlander

None

None

Those who live in the Woods are familiar with the ways of the Woods and the Faeries,

and are more resistant to their charms. Once per event you may caé Glargour.”

Free People (Wanderkin)

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

10

Event

Human, Wanderkin

None

None

The Wanderkirare a free people, and it is said that nothing can keep them in place for

very long. Once per event, you may call "Purge" to any one Root or Slow effect, or you may use it once to slip any
shackles or bindings that are holding you.

Fortune-telling (Wanderkin)

Character Points:
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

15

Event

Human, Wanderkin

None

None

It is said that the fortunes told by the Wanderkin will come true. Once per event, the

Wanderkin may attempt to tell the fortuneosfe person/being or ask one question of the fortunes and expect that
they will receive insight into the future. This skill requires the assistance of a GM if used during the event, though
the player may attempt to send word through a Town NPC to Monatep @hen they do this. You must note in

your PEL after the event that the skill was used. If it was not used during the event, you may submit a fortune as a
between event skill, either passive or actively. Note that this skill guarantees a respahsegsutot guarantee

that the answer will be clear. Some divinations are not easy to foresee, or are actively blocked.

Old Blood (Wanderkin)

Character Points
Reset:
Prerequisite:
Restriction:

Skill Points:
Notes:

10

Instant

Human, Wanderkin

None

None

The old Blood of the Wanderkin runs true

Speak with a Specific Animal Type

Character Points:
Reset:

Free
Instant

n
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Restriction:
Skill Points:
Notes:
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Brer only

None

None

You may speak with animals of your own type. Thus, if you are a sheep, you may speak

with other sheep, but not with a wolf. Keep in mind that many brer can speak the language of men.

Clawed: One Claw

Character Points
General:
Warrior:
Harrier :
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Clawed: Two Claws

15

5

5

5

Instant

Brer (appropriate animal type)

None

None

You may fight with a single, short sword length claw phys rep.

Character Points
General:
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

Clawed: Reach

15

10

10

15

Instant

Clawed: One Claw

None

None

Y ou mayfight with two, short swordengthclaw phys reps.

Character Points
General:
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

15

5

5

15

Instant

Clawed: One Claw

None

None

You mayuselong sword lengticlaw phys reps instead short sword lagth phys reps.

Wear Armor : Golem Light Armor

Character Points
General:
Warrior:
Harrier:
Archer:

Reset:

Prerequisite:

Restriction:

Skill Points:

Notes:

ar mor , i

10

5

10

10

Encounter

Golem character

None

None

You benefit from 1 point of naturakmor. Golem armor is different from normal worn

hat it is part of the golembdbs body. Gol

em
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full if you are able to use a Rest action. Golem armor does not stack with normal areonm,aamored golem
cannot benefit from wearing armor. As indicated in the racial description for golem, golem armor must be
represented and recognizable for what it is (bark, ice, dirt, whatever). It must be worn all thé iBressentially
thegolends s ki n.

Wear Armor : Golem Medium Armor

Character Points

General:
Warrior: 10
Harrier: 15
Archer: 20
Reset: instant
Prerequisite: Wear Armor: Golem Light Armor
Restriction: none
Skill Points: none
Notes: You benefit from 2 points of naturafmor. Golem armor is different from normal worn
armor, in that it is part of the golembdbs body. Gol em

full if you are able to use a Rest action. Golem armor does not stack with norroal anchan armored golem

cannot benefit from wearing armor. Unlike normal worn armor, you may begin game with medium golem armor.

As indicated in the racial description for golem, golem armor must be represented and recognizable for what it is

(bark, ice dirt, whatever). It must be worn allthetiine t i s essentially the gol embés s

Wear Armor : Golem Heavy Armor

Character Points

General:
Warrior: 10
Harrier: 15
Archer: -
Reset: instant
Prerequisite: Wear Armor: Golem Medium Armor
Restriction: none
Skill Points: none
Notes: You benefit from 3 points of naturatmor. Golem armor is different from normal worn
ar mor , in that it is part of the golembés body. Gol em

full if you are able to use a Rest action. Golem armor does not stack with normal armor, and an armored golem

cannot benefit from wearing armor. Unlike normal worn armor, you may begin game with heavy golem armor. As
indicated in the racial description foolgm, golem armor must be represented and recognizable for what it is (bark,

ice, dirt, whatever). It mustbe worn allthetimet i s essentially the golemds skin
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14 Gear
fiHe who dies with the most toys, wias.
~Author Unknown

Following is a list of some of the gear you might find or need to survive adventure in the Written World. These
items can only be purchased in game, not brought to game. Geoffrey HanfileCottington town merchant, and
he or one of his staff will usually be around. All items may be purchased wgtimie coins.

This list is far from complete.

Bottled Lightning
Men of Science always have a use for these items.

Spell Foci
Thereare usually a few magatfoci at the shop.
Collectables
Because one manbdés trash is another mands treasur e, Ge

obvious worth.

Contracts
Folks are always looking for work. Geoffrey holds mangtcacts that can be purchased and used to perform
some Between Event Reactions.

Feather Dye
Other than the occasional brer, no one rdadly a use for these things

Grapple
A grapple is a hook that ties to the end of a rope, and is used to anchor the rope. Without a grapple, a rope
cannot be secured, and upwards climbing is impossible without the use of climbing colds.

Heal eréds Bag

This bag is stocked with every bit of gear designed t
automatically drops 10 seconds from the time it takes to perform first aid from a target. The bag must be replaced or
restocked each event.

Heal er6s Bag Restock
For slightly | ess than the cost of a complete heal er ¢
Purchasing the restock

Lists
If youhavetheAppr ai sal Skill, this is where youdd go to pic

Plot of Land
Occasionally, bits of cleared land become vacant and free to purchase. These bits of land will allow some
occupations to increase in level without having to spend CP.

Rope
Lengths of rope can typically be purchased at the market. The Isragtbut twenty feet. Ropes are useful for
climbing and for binding prisoners.

Well Fed
Eating a hearty meal will grant yotl Body for the duration of the event.

Wire and Pliers
These are certainly not for making lock picks, because lock pickkegya.
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15.1 Adventuring Notes: Climbing
AJust ad aguidébool is mo substitute for skill, experience, judgment and lots of tension."
i Charlie Fowler

Climbing requires the use Climbing Holds. A rope can be substituted for Holds.dBamnavard climb, the
rope or holds are all that is needed. For an upward climb, a grapple is also necessary. In any case, because a climb
requires the rope to be secured at the top (with a grapple or a tight knot), after a downward climb a ropess. often |

How to Climb

Climbing requires that the character have three points of contact on the surface being climbed. That means only
one hand or foot may be moved at a time. Securing the contact requires that the character leave the hand or foot in
conta¢ with the surface for three seconds before moving again.

Use of theClimbing Skill (See Chapter 12. 2) allows you to climb faster. Instead of leaving a hand of foot in
contact with the surface for three seconds, the character only has to make céotaahbeing again.
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15.2 Adventuring Notes: Swimming
The water is your friend. You do
just share the same spirit as the water, and it will help you move.
- Aleksandr Popov

Swimming is difficult, and progress while swimming is much slower than normal.

How to Swim

Swimming is represented using a Slow Walk, which requires that the character take a step, make a three second
count, then take another step. Use of3tém Skill (See Chapter 12. 2) allows you to move at a normal
WALKING pace. Again, this is not a fast walking pace, just a normal one.

Fighting in Water
Fighting in water is also difficult. If you are under water, you may not flurry at all. The small wdapble
attack may still be used, with the idea being that the attacker is stabbing and not slicing his target. The use of the
Swim skill does not allow for faster combat.
Casting spells and using abilities while in water is very difficult. If thél spguires a verbal incant, it cannot
be cast unless the character also has some way of breathing (and speaking while doing so).
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15.3 Adventuring Notes: Locks
fil have six Il ocks on my door all/l in a ro
| figureno matter how | ong somebody stands there picki
--Elayne Boosler

Expect the use of locks to be slightly more involved in Cottinjttmods than in other games you might have
played. Rogues should familiarize themselves with the following section.

Key Tags

Since locks will never be attached to a box in such a way as to actually keep the box closed (there are many
skills to bypass thievck without using a key or picking it), we do not need to have hundreds of keys lying around to
match them.

Keys will be represented using small rectangular tags. These tags will have a number on them, and that
number, in theory, will match a lockahexists somewhere in the Written World.

Lock Tags
Many locks will have associated tags. If no tag is present, go about picking the lock as you normally would.
Tags will typically indicate important information, so if a tag is present, be carefehtbit; If the tag obstructs the
lock, feel free to move it, but be aware that others rogues may also need that information. Please, if possible, put it
back when you are done.
Lock Number: If the number on the lock matches the number on a key, théodhean be opened without it
having to be picked. I f you don6t have a matching set,

Normal Locks

A nor mal l ock will sometimes have a tag that reads:
be pened with the proper key. If the proper key does not exist, then the lock can be opened with any normal key,
however the normal key will break the lock and be jammed inside.

Expect that most locks in most modules will be normal locks.

Normal Key

Anoma | key will be a tag that reads: AiNor mal Keyo, fo
open any normal lock, but will break inside and be useless. Once broken, the key cannot, by any means, be
repaired. o

Normal keys might be found &®asure, and in rare cases spare keys can be purchased in game. Some normal
keys wildl not have numbers on them, or wild/l be number e
are, effectively, one shot items that the player may feel freise without worry that the matching lock will later be

found.

Difficult Lock

A difficult lock will ALWAYS have a tag, indicating that it is a difficult lock and followed by a number. A
difficult lock can only be opened using the key that matches lity deing picked. A key other than the one that
matches the lock is unable to fit inside the lock, and cannot be used to force the lock, thus there is no danger of the
lock or the key being lost or broken.

Difficult Key
A difficult key will only open te lock it was built for.

Magical Locks

Extremely uncommon, magical locks will always have a tag. They can only be opened with the matching key.
A rogue cannot pick a magical lock with normal picks. Keep in mind that to use any lgdkeickgue still must
actually pick the | ock. Unl ess they have the skildl P i

Lockpicks
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Lockpicks can be used to pick any common or uncommon lock. They cannot pick magical locks. While
lockpicks cannot legjly be sold in the houselands, the tools and materials to create them are often lying around or
can be purchased in game.

Enchanted Lockpicks
Magical lockpicks can be used to pick any magical or nonmagical lock. The creation of magical lockpicks is

aga nst the Kingds Law. These tools are very illegal an
Magical lockpicks will often expire or will have a limited number of uses per event, so rogues often seek to find

as many of these valuable toaksthey can carry with them.

Enchanted Keys
An enchanted key can open any lock as if the user had a single use of the skill: Pick a Lock.

Further Complications

It is possible that distant places will not have locks compatible with keys found in tlseldods. If this is the
case, the numbers will not match. It is likewise possible that keys from distant places will not match common locks
found in the houselands. Tags will be present to indicate if this is the case, and Out of Game clarifidatiens wi
made.

Special Notes

There are two types of locks that not every rogue is ever equipped to handle. These are magical wards, created
by magical ritual, and Wave Locks, created by Men of Science.

First, do not expect to be able to bypass thedeslothey are made of different stuff, and you are not expected
to be able to handle them.

Second, a good rogue will always find a way. ;
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16.1 Glossary of Terms
AWatch your thought Natchfyour wotdd) fentheybbecomeragtionsto r d s .
Watch your actions, for they become habifgatch your habits, for they become character.

Watch your character, for it becomes your destiny."
--Unknown

Aaron Farraway The current High King of Farraway and the Houselands.

Adept, Sandman A sandman who specializes in manipulating his own abilities while in the Slumberlands.

Anathema Home of demonkind. Itis a hostile place where nothing of the Written World can survive.

Archer A fighting man who specializes in attacking from a distance

Architect, Sandman A Sandman who exerts control over the Slumberlands.

Asylum A town within the woods, near the Collamoor border. Asylum is a hospital for the mentally unstable and is
the headquarters for the Sandmen.

Barumbi Basin A region of trgical jungle west of the Dust Lands, separated from it by a great escarpment. The
House Lands have several settlements on the north and west edges of the basin, but most of the basin remains
unexplored.

Bracken A goblin town on the border of UnderMarghCottington Woods. Bracken is at least partially
underwater, making travel there difficult for ngoblins.

Brawler A fighting man who specializes in fighting bare handed. Usually a precursor to being dead or becoming
an unarmed monk.

Brer An animal that walksand sometimes talks like a man. Brer, in every other way, are animals.
Briardown The capitol of the Heart Lands.
Canyon Lands The region east and south of the House Lands, described by a series of great canyons.

Carroway Fortress A ruin dating back to the time of the Robber Barons. It is expansive, built over a thousand
years by baron after baron.

Church of the Word The institution dedicated to the study of the Written World and the works of the First Patron.

Club Lands One of the four House Lands in the Kingdom of Farraway. Also known as Collamoor or the House of
Clubs.

CodexA publication assembled by the Grimm Brotherhood.
Collamoor See the Club Lands. Also thapitol of the Club Lands.

Cottington Woods A fairy enchanted woodland in the upper middle of the four House Lands.

Craft The talent that witches have to control thenatural world around them.

Curren, Lord The first known Robber Baron. Credited witte invention of currency. Lord Curren is believed to
have a tomb hidden somewhere in Carroway Fortress.
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Death At the end of your life, you die. A person can sometimes die a number of times before true Death claims
him. The dead sometimes come baskiadead. If not, they will often be drawn to a graveyard.

Death, True A person who dies and does not come back. This may occur any time a person dies.
Demon A creature from Anathema. Demons are unquestionably evil, and seek to undo the Waittkn W

Diamond Lands One of the four House Lands in the Kingdom of Farraway. Also known as Westall or the House
of Diamonds.

Dust Lands A vast desert south of the House Lands.

Elf A humanlike fairyesque race native to Greencloud.

Empath, Sandman A Sandman who specializes in aiding others to gain control over their own dreams.
Fairy A being from the Fairy Lands.

Fairy Lands An otherworldy place that is connected to the Written World by the Mists.

Farraway The seat of the high King and capitdlthe House Lands.

First Patron The author of the Written World.

Frostwroth The land over the waters to the north. Also the people who live in that land. The Frostwroth remain a
constant threat to the people of Collamoor, and by extension kotlee Lands.

Gant A giant ant, of course.
Gobaleen Mountains Therange of Mountains northwest of the House Lands.

Goblin A humanlike race native to the Gobaleen Mountains. Goblins have green skin and are amphibious, but
otherwise appear as humans.

Golem A man created through artificial means.

Graveyard The place you go when you die, and often, if you do not give up the ghost, the place you come to life
again.

Greencloud The mysterious land of the elves. No radhhas ever seen Greencloud.
Greencloud Mountains An impassable mountain range that surrounds the elven land.
Grimm Abbey Home of the Grimm Brotherhood. Also, the place where the Codex is compiled and published.

Gypsy (also Wanderkin) Any of a number of groups originating fraime Dust Lands, but without a permanent
home, who move about the Written World.

Halfway Once a way station for the R&thstle railway, now the Halfway is an Inn on the south side of Cottington
Woods.

Harrier A fighting man who strikes hard and fasttombat, often from behind the target and with surprise.

Healer One who heals the injured. Also a priest who specializes in healing through the power of Faith.
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Hearth Witch A witch who specializes in controlling her environment, especially a homerthH&@ches are
unparalleled healers.

Heart Lands One of the four House Lands in the Kingdom of Farraway. Also known as the Heartlands or the
House of Hearts.

Herbalist A person who studies herbs and their uses, and can create potions using herbs.

House Down Under The name assumed by the colonists of Lakupaparoo.

Houselander A person native to the Houselands.

House Lands The combined area under the control of the House of Clubs, Diamonds, Hearts and Spades.

House of Cards The neutral forum usedly the four House Land governments. The House of Cards existed from
1500 to 1700.

Invasion of Dreams The name given to an attempted invasion by demons of Anathema around two hundred years
ago.

Jack An agent in service to the King of Farraway.

Kingdom of Gold A great kingdom that fell about a thousand years ago. It existed around a series of rivers in the
middle of the Dust Lands.

Laketown A town in the Spade Lands.

Lakupaparoo A land far to the west over the sea, colonized by the Houselamgscolonists have established the
House Down Under.

Lands The various regionaround the Written WorldThe word land is sometimes used alone and sometimes used
as a prefix.
Example: House Lands and Houselands are both considered correct.

Magic Loopholes in the way the world works. Generally considered by the Priests of the Word to exist between the
lines of the First Patronb6s works.

Magic The exceptions to the way things should normally work.

Magician One who studies and uses magic.

Man of ScienceOne who studies the Laws of Science.

Midcastle The capitol of the Diamond Lands.

Mind Illluminated An organization of Men of Science responsible for toppling the House of Cards.

Mists (in particular theFairy Mists, sometimes called theChange Wind9 An often invisible force or phenomena
thought to be fairy in nature that causes fAodd effects

place to place, but the mists have been known to effect other things as well.

Mount OverMarsh A mountainous ruin north of UnderMarsh in Cottington Woods. Once home to many goblins,
Mount Overmarsh is now abandoned.

Oldwood The deepest part of Cottington Wood. Not much is known of Oldwood.
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Paladin A warrior who fights with thg@ower of Faith. Paladins are very effective when fighting demons or
undead.

Patron A powerful entity. Patrons write events as they occur around the Written World.

Point, alsoSilver Point or Gold Point A single unit of currency. Ten silver pointsugds one gold point. Also,
paper money has been issued by the Church of the Word.

Priest of the Word a student of the Written World. See also Healer, Paladin, and Scholar.
Redbridge A town in the Spade Lands.
Red-Castle Railway A series of railways crossing the three southern House Lands.

Redfeather Canyon The greatest of the canyons in the Canyon Lands. Also the name of the town that exists in that
canyon. Redfeather Canyon is the cultural center of the Canyon Lands.

Riding Hood A patroller and warden of the forest. Once an organization backed by the king of Farraway, now the
Riding Hoods act on their own. The officers of the Riding Hoods wear red hoods to mark their station.

Ritualist A type of magician who speciaés in the slow use of magic and the creation of magical items.

Robber Barons A term used to define the hundreds of kingdoms that rose and fell across the land from the
beginning of recorded history until about 1500.

Rollinghill See the Spade Lands.
Sandman One who is able to remain lucid while dreaming, and gain control over his dreams.
Scholar One who studies. Also, a priest who specializes in collecting, verifying and studying written works.

Science, the Laws of Scienc&he rules, rituals angatterns that make sense of the world. Science is out of favor
today.

Skinchanger A man able to wear the skin of an animal and become that animal. Skinchangers are generally feared.

Slumberlands The Place of Dreams. The Slumberlands, on the syréae the sum off of every dreamers
Dreamscape.

Spade LandsOne of the four House Lands in the Kingdom of Farraway. Also known as Rollinghill or the House of
Spades.

Taiden Sheh A kingdom east of the Canyon Lands and Greencloud. Also calldtetaéKingdom.

Thornwall An elven place in eastern Cottington Woods. Thornwall is on an island, and is as far into the elven land
of Greencloud as any negif has ever gone.

Trace The Capitol of the Spade Lands.
Troglodyte A humanoid creature that dwells deep beneath the ground. Troglodytes are also called Trogs.

Undead A once living thing that is stuck in an animated or not quite dead state, generally harmful and twisted to
pursue some horrible goal.
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UnderMarsh A boggy wetland in northwest Cottington Woods, just this side of the Gobaleen Mountains.
Virtue Farraway The daughter of the current high king.

Very Bad Bargain A term used to describe a bargain between Queen Equiline Farraway and a fairy, which resulted
in the loss of every horse in the House Lands.

Warrior A fighting man who specializes in close combat.
Westall See the Diamond Lands.

Witch A person who is attuned to the force of nature, and usually is in harmony with his environment. See also
Heartlwitch and Woodwitch.

Word, The The teachings of the First Patron. The term fAwor
Wolf A type of animal that is common to Cottington Woods. Also, the first written word.

Woodwitch A witch who is especiallin tune with the natural world around her.

Written World The world on which our game takes place.

Zombie A common form of undead.
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16.2 Once Upon a Time, A Brief History of the World
Al f a thing is not written
-unknownPatron

Wolf

Before the Robber Barons and the rise of man, wolves roamed and ruled the wild places of Cottington Woods.
The first word was written. The word was wolf, and it was carved into stone as a warning to travelers who walked
within the woods. Tat stone sits in the center of Cottington Woods.

0: The Robber Barons

The first tales of men did not discuss towns or armies. Men did not dress in finery, and the words they used
were simple words. They were set apart from the animals byathiéity to read and write. They were smarter, and
they learned that when they gathered in numbers they were stronger. The time of the Robber Barons began. Of
course they were not all robbers, and the first among them were not called barons, but)gemtiagsrom the
wolves, the stronger did command the weaker and took what they needed to survive.

Over the fifteen hundred years of their rule in and around Cottington Woods the Robber Barons made and lost
hundreds of tiny kingdoms, and created thenttation of what would later become the four Houselands.

Battling the Things that Go Bump in the Night

Men were afraid of the things in the dark. Often those things were other men, but just as often they were other
things, terrible things like creatw®f fairy or demons or the dead. To fight the darkness, men assembled a
collection of rules, rituals and patterns that, when put together, caused effects to come to pass, every time, in the
exact same way. The name they gave to these rules, ritugiagichs was the Laws of Science.

Lord Curren and the Love of Money

Lord Curren was the first known Robber Baron. A volatile man, he was also well known for the fairness with
which he treated his men. Curren had five lieutenants, each as greedy s tiraseurred that they acquired a
small fortune in gold, and there came the question of how to split it equally among them. Lord Curren melted it
down and fashioned it into a measureable form. The only mold he had on hand was one to fashion armwhead
what resulted was a pile of golden points. They had no markings on them, no crest or date. They were simple, but

they were uniform, and thatoés what Curren needed. He
share for himself, angent them on their way.
The |ieutenants didnét make it to the forestébés edge [

his share. They fought until one remained, and the last turned his greedy eyes toward the baron. Curren killed the
man, and reclaimed all the points for himself.

Now, if Lord Curren were the sort of man to learn a lesson, the tale might have ended there. Instead, he horded
the points and used them, in small allotments, to reward others. As he was the most peoavedithe time,
points became the universal form of barter, and currency was introduced to the land.

A single triangular coin is called an arrowhead, or, more commonly, a point.

Frostwroth

The Frostwrothrare an aggressive people, and frequently crossed the waters from the north to raid against the
Robber Barons. They built the walled town of Collamoor to serve as a staging ground to press into the woods and
beyond. For many generations they were an siroonstant scourge. Eventually the Robber Barons were forced
either to unite or to fall completely to the barbarians.

The Frostwroth typically raided during the early winter, after crops had been taken in and sheds were full. On
this occasion when #y struck the first settlement, the barbarians found it empty. The harvest had been brought in
early, and neither the livestock nor the people were to be found. The barbarians raided farther afield to find the
same, over and over, until finally they hiadreturn to Collamoor. When they did return they discovered their own
town turned against them.

Days before, the barons had taken everything and waited until the Frostwroth set off from Collamoor. They
then entered the town and slaughtered the fdwelee d er s who had been | eft behind.
bounty and every piece of livestock that would fit, and they prepared for a siege. But the Frostwroth were outside
the walls with no food and few supplies. To no avail the barbariae themselves against their own walls.
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Ultimately, outmaneuvered, they were defeated. Some surrendered to the barons. Other fashioned boats from the
wilderness to attempt a return home across the bay.

Collamoor remained in the hands of the baronsenfally it became the seat of the House of Clubs and later
the birthplace of the first High King of Farraway.

The Day of the Dead

Though there had always been tales of the restless dead, it was at one time the expected norm that a body would
stay beneditthe ground once it had died and was buried. Prior to this time, tales of ghosts were not uncommon, but
it was never the case that the dead would arise with any control over their bodies. This changed at a time late in the
history of the Robber Baronahen to the surprise of all, the dead rose with the motivation to consume the flesh of
the living.

Many thought it was the end of the world, and it might have been except for the presence of the Priests of the
Word. Though less organized than the chuittoday, the priests were still the only organization that spanned the
entire known world and acted with a single set of motivations. These new undead, these walking bodies, they were
new to the world and were an abomination, much like the demons diénat The priests employed the very
same tools of their faith against the undead that they used against the demons, and those tools worked just as well.
Battles raged all across the land, and what took what seemed a single night to begin took andstrasave,
but the Robber Barons were able to control the restless dead and put them down.

Not all dead now rise. Some do. Graveyards typically are surrounded by sturdy walls, not to keep folks out,
but to keep them in. There are several rituals teokeep the dead from rising, and every priest of the Word is
trained to know them. Every year the Day of the Dead is observed to remind the people of the world of how it
almost all came to an end. Now, so many years later, the day has more tha feglebfation. To the priests of
the Word it is always a serious affair, but they have a hard time helping other remember that.

The Rules of Science and Magic
As time passed and the hold of men on the Written World grew stronger, they learnedinathersiselves.
The need for the Laws of Science became less. Study of the Word had revealed spaces between the lines, loopholes
in the way of things that could be manipulated. Men discovered magic. While the Laws of Science still exist and
are studieaground the world, magic is the science of the day. Once it was understood, magic was just easier than
any scientific method.

1500: The Four Houses and the House of Cards

Around five hundred years ago the Robber Barons ruled the four nations of Coll&uabioghill, Westall and
the Heartlands. They took the titles of kings and queens. As was customary by that time, each house had an
associated symbol. Collamoor was the House of Clubs, Westall was the House of Diamonds, Rollinghill was the
House of Spdes, and the Heartlands was the House of Hearts. The tales then did mention towns, and even cities.
There were armies. Men dressed in finery and their words were far less simple. Though less so than in the time of
the wolf, it was still a violent time Borders changed frequently and armed conflict was not uncommon. But there
remained the House of Clubs in Collamoor, the House of Diamonds in Westall, the House of Spades in Rollinghill,
and the House of Hearts in the Heartlands.

Prompted by the Hous® Diamonds, the four nations formed a body known as the House of Cards, a council
where the four houses could discuss and resolve difficulties without resorting to warfare. And for nearly two
hundred years, the House of Cards and the four nations stood.

1700: The Mind llluminated, The Fall of the House of Cards

For almost two hundred years, the House of Cards kept peace by giving the four Houselands a forum to discuss
conflict rationally and without bloodshed. More recently, and with alarming fregueanflicts were exploding
into open hostility. In particular, Spades and the Heartlands were in a constant struggle, and the Midland River was
unsafe for fear of abuse from one side or the other. The House of Cards shook. The epicenter ofehisaonfli
Farraway, wherein the House of Cards met, and where each House had a small force of men. Clubs had the
strongest presence, and was closely allied with Diamonds at the time. Together they traced every event to a single
organization and uncoveredketplot behind the conflict.

There existed a group of like minded men and women who believed in the importance of the Laws of Science.
They called themselves the Mind Illluminated. Their ranks were filled with higher ranking members of society,
many onlya few short steps away from the thrones of each of the four Houselands. On the surface, the Mind
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llluminated seemed to be a school of enlightened thought, but for two decades they had been maneuvering behind
the scenes to steal control of the Houselandthemselves.

The Mind llluminated succeeded in toppling the House of Cards. Before they could assume control, however,
the houses of Clubs and Diamonds exposed them and brought their plans to an end.

High King Farraway

The same king of Clubs and queaf Diamonds who foiled the plot of the Mind llluminated took control of the
ruined House of Cards and united the four Houselands under the throne of a High King. They relinquished control
of their individual houses to their successors and settled witthef Farraway. Each of the four Houselands swore
fealty to the new High King, and such is the way it has remained for the last three hundred years.

Cottington Woods

Stretching north over the Border Hills to just south of Collamoor is the ench@atédgton Woods. During
the early years of the Robber Barons the forest covered much of what is now the four Houselands. Over time the
forest has seen over three quarters of its acreage removed. The forest seems to have a mind of its own, and it now
resists the passage of men.

Legend tells of a force of three hundred Frostwroth that travelled south along the coast to invade Collamoor.
Normally this would not be a treacherous journey, except the path brought the men through Cottington Woods. The
forcewas never heard from, and the Frostwroth have never again attempted to send men to raid the coast except by
sea.

The Riding Hoods were assembled by one of the later kings of Farraway. Woodsmen all, it was their job to
patrol the forest and to protatie Houselands. They were very proud and highly dedicated men and women.

1800: Anathema and the Invasion of Dreams

Demons from Anathema crossed to the Written World through the dreams of the inmates of Asylum. The
countryside of Westall saw violence a scale like nothing this side of total war as invaders attacked without
warning and retreated, using patients as living gateways to and from the Slumberlands. There was little anyone
could do to defend themselves. Even the Priests of the Word cduddtrfast enough to fend the creatures off. It
was the inmates of the Asylum themselves who managed to face the demons, sealing the gates that were created.
Asylum was moved from Westall to its current home on the side of the Black Mountains, wkeraiits as the
training ground and headquarters of the Sandmen.

The RedCastle Railway

The RedCastle Railway was a joint venture by the Diamond and Spadelands to build a lightning powered
railway to connect the lands. Tracks were laid between Redkaity®lidcastle, with stops in central Farraway,
the Farraway Warehouse district, and the Heartland city of Briardown. The loud screeching cry and the earth
shaking vibrations it created as it wentbulbugingtheombi ned
Laws of Science, saw the railway in constant disfavor.

Still, the building of the way continued, and plans were even made to run a track through Cottington Woods
from Farraway all the way to Collamoor. The Halfway station was builhemorth side of the Border Hills and
construction on the tracks began. With the tracks laid down only a few miles into the woods, construction stopped,
and the project was shelved indefinitely. The way stations were decommissioned, and in most badéssthé
the lightning powered cars were left where they were.

1850: Colonizing Lakupaparoo
A fleet of settlers from Farraway traveled west to colonize Lakupaparoo. Originally made up of members from
the various Houselands, the settlers eventuatbbéished the House Down Under.

1950: Queen Equiline Farraway and her Very Bad Bargain
The mother of the father of the current King Aaron Farraway was Queen Equiline Farraway. Her love of horses
was well known, but her reign as High Queen would foreeeremembered because of her Very Bad Bargain.
Equiline took the throne when she was very young, the Queen before her falling to an illness the Priests of the
Word could not cure. While out riding one day the young queen encountered an old womaroad.thgeing
short of sight, the woman did not move out of the way. The queen insisted, and when she did the woman asked,
AWho are you, young thing, to tell me to get off the r
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Equiline told her, Al am Equi | iamguedhaal thesen@ags,belomgital | am
me, and | can do what | want. oo

The ol d woman regarded her. She said nothing more, &
way.

Many years later the queen was married and she bore in turn four chéltisens. When the boys were older,
it came to pass that the oldest son, the heir to the throne of Farraway became ill, and it was realized that he was ill
with the same sickness that took the gquetcrsdvshiimot her .

The queen called before her the three younger sons.
known cure for his illness. Yet you are princes of the land, and as such you can do what no other can. | want you to
travelt he | and and find for your brother a cure. o The boy

the oldest brother grew worse.
When the youngest brother returned he found his mot he
Equiline was disappointed.

When the second youngest brother returned, he al so fc
cure.o Queen Equiline was disappointed and distraught

Butwhenthefinabr ot her returned, he was not alone. With hinm
as you asked, mot her, 6 the son told the queen. fi | hav

The witch told the queen, fi | caa pureeyour boy, and |

Equiline said, iDo you know who | am? I am Equiline

The witch said, ABe that as it may. o0

Equiinegr ew stern, but the witch would not change her mi
said, AVery well, what is the price?bo

The witch said, O6Your horse. o0

The queends | ove for her hor se wawthewdtdhwoulk nobben . She t
moved. Besides, she planned to back out of the bargain as soon as her son was cured. She was the queen, and could
do what she wanted. She told the woman, AFi ne. One hi
son. 0

The witch did, and when she did she said to the queer
Now it is time for you to uphold yours. I would have
The queen told the witch, AYou wil| |l eave with nothing.

iAAre yda tshug ewi t ch asked. The queen did not respond,
me rudeness, Queen Equiline Farraway. Do you remember"
that the queen encountered years before on #w ro

The queen remembered. She grew angry. iGet out, o0 st

The witch said, Al shall tak the horse. 0

The queen called her guards.

The witch told her, AThat is thrice, and eénlyéilled i s unfc
the room.

The queen grew very afraid. AYou are no witch. You

The witch said, Al would have taken your horse and | e
were rude, and now | shall take them all .o

Thequeenwasash, but she was wise enboalgh sbowtypoargoet he fi:
mysl| f. 0

The witch told her, AYou doné6ét understand. You are I
are the queen, all the horses belongtoyou. wi 'l take them all . o

Equiline blanched. AYou cannot . 0

The witch smiled cruelly. Al am fairy. I can do whe

That is why there are no horses to be found in the Houselands.

For Want of a Horse

The loss of every horse in the Houselands wlsatross the land.

The Riding Hoods were without steeds to ride. The queen, feeling the riders were now ineffective, disbanded
them. But the Riding Hoods were loyal to their cause. Most were very proud and many, after all, had no place else
to go. They regrouped and reformed under their own banner, private patrollers and protectors of the woodland and
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of the people who live there. They still wear the riding hoods of their former office, and still attempt to carry out
their duties on foot. The leadof each band of Riding Hoods wears a red hood as a badge of office.
There was renewed interest in the Reaistle Railway. Many of the way stations were reopened, and one train
was refurbished and readied for active service. However, damage tacktsethat crossed the land was extensive,
and, while interest was renewed, there were not enough funds raised to breathe life into the project again.
The Halfway Station was among those that were reopened. Without a functioning railway, however, it served
no purpose. It was sold to a private owner and refitted to serve as an Inn for travelers about to set off into Cottington
Woods.

1980: The Beanstalk and the Jacks

There was a boy in the land of Diamonds who traded a cow for a handful of magic Neadtess to say, the
boy was punished severely when he returned home to his mother, who in turn took the seeds and threw them out the
window. In the morning, both mother and boy were found crushed to death with a beanstalk reaching into the sky
where thé& house had been, and bits of cottage scattered all over the Diamondlands.

The King of Diamonds regarded the beanstalk, saw that it reached into the sky and out of sight, had no idea
what to do about it, and so left it well enough alone. The next deyuairds were found flat beneath footprints that
led off into Cottington Woods. The tracks disappeared in the UnderMarsh, but it was clear as day where they had
come from.

It was also clear that exploring a skigh beanstalk was not a job for norrealdiers, so the King of Diamonds
asked for aid from the High King of Farraway, and the High King sent the jacks. Three jacks spent hours climbing
the stalk, resting often on leaves as wide as houses. Though the day was clear, after nearly halfladey th
began to climb through clouds, and when they finally emerged it was to a mist enshrouded landscape of floating
mountains.

The jacks saw the enormous beings that inhabited this land above the clouds. Exploring, they came to a modest
home, equal iproportion to the giant men, and they entered it. They split up, for there were many rooms.

The first jack came to a room filled with bags of <coi
and hefting one was about all he could manage. The second found a kitchen and a counter, and a nest on which sat a
goose that laid eggs of goldhe third found a magical harp with the face of a maiden that begged him to secure its
freedom. The three jacks met back at the cottage door. The harp warned them that the giant master of the house
would be back soon, and they must hurry and be aBaysing the wisdom in her words, the jacks hastened toward
the stalk and their way home.

The third jack carried the harp upon his back, and so the thing could see the cottage as they left it. It saw the
giant return even when the giant did not segabks. The harp let out a shriek of terror and cried out for the jacks
to run. The giant heard the cry, and gave chase.

The three jacks ran faster, but they were no match for the long legs of the giant, and he was almost on them
when they reached thep of the long climb to the ground. The first jack was burdened with the heavy gold point
and was last in line, and the giant picked him up and hurled him out into the sky, where he fell past the stalk and
tumbled a very long way to the ground far belothe second jack was soon overtaken, and hid himself in the vines
of the stalk where the giant was hard pressed to reach him. The third jack continued with great haste down the stalk.
The harp continued to cry out, and he was tempted to toss itdf itadishut up, but he did not. When the second
jack sailed by him and the stalk began to shake, he looked up to see the giant on its way down.

By then the kingbés men below saw the giant. The gol c
narrowly missed striking the Diamondland king. The jack who carried it, however, landed atop the monarch and
crushed him dead. Now the kingbés men watched in horrol

jack and fearing he had met hisddtigh above, they set upon the stalk with swords and axes. As the giant grew

closer they forwent the sharp instruments, and set the stalk ablaze. They fled, and it was then that the third jack and

the harp reached the safety of the ground. They adonfhile the stalk shook and wavered and the giant came

down after them. The monster reached the ground and gave chase, and at that moment the stalk, weakened by the

damage at its base, by the fire and by the weight of the giant, broke. It fell ugparthehe jack, the harp and the

fl eeing kingébs men, crushing them and killing them all
To this day the remains of that great stalk still lay along the northeast border of the Diamondlands, attracting

herbalists and wood witches who seek its variownge growths.

1990: Mount Overmarsh Closes its Doors
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At the best of times, goblins do not make good neighbors. They frequently get into things and take things that
dondét belong to them. Typically, uprsdreatharowers, apdeopl e do
from their warrens they pull the greatest supplies of |
estranged, it was very clear when, about twenty years ago, they faced a crisis. Mount OverMarsh, considered the
capitol of things goblin, sealed its doors, cutting off the goblins outside from those within.

For a society whose magicians specialize in making doors to almost instantly transport themselves from one
place to another, the event was also very curidiee goblins have no answers.

2012: The Cotting House

Vigo Cotting announced the opening of the Cotting House, an Inn near the center of Cottington Woods, just
about halfway between the cities of Farraway and Collamoor. Gathers commenced whesetitetisearound the
woodland agreed to meet at the Cotting House at regular intervals to conduct business. Vigo initiated plans to
construct outbuildings nearby to house the large numbers of travelers to the area.
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16.3 The Kings Laws

The Kingbs Laws are followed throughout the Housel anc
Misinterpreting the laws is difficult, but becomes easier as you get into the details. The farther you enter the
wilderness, the harder it is for agenfghe King to establish order, the more often the laws break down.
Cottington is under the direct control of none of the Houselands, but they still follow the laws. The
woodlanders appreciate their psetiddependence, and should try and seek an@ady legal issues without
asking for outside help. Attracting too much attention in this way might result in the High King or the King of
Clubs seeking to take a more active role in Cottington:i

Listing the complete Kings laws and their clauses would fill a library. Here are a few of the major laws, and
some thoughts behind them.

1. Do Not Cause Harm to Come to Others.

You should not assault others, directly or indirectly.

If someoneassaulsou i n someone el sebs name, either for pay ol
attacker and the originator.

2. Do Not Stand Idle and Allow Harm to Come to Others.
A clause to the first law, this is harder to enforce. For instance, you are dxemphis law if trying to aid

another would put you in direct harm. You are also exempt from this law if you THINK aiding them would put you

in direct har m. Then thereds the definition of direct
Very strict law abiding folks attempt tolfow this law, but it is almost never enforced.

3. Do Not Compel Others to Act Against Their Will.
Taking Away another personbs freedom of choice is an
must come from the High King (directly or dowme chain of command). Certain effects and items that have those
effects (love potions, for instance), are illegal.
There is some question as to what is the legal age of consent, wherein a parent is no longer able to make
decisions for their child. Typally this is judged on a case by case basis, and either is fairly cut and dry, or take so
long that the child grows up, and the case is no longer an issue.

4. Do Not Take That Which Belongs To Others.

This | aw is the easi eGwhershipclaimsanag alosictle issle. AfteDaoperidd, thes t e a |
dead lose the right to claim ownership of their belongings, and those belongings should fall to any rightful heir.
Ancient robber baron tombs and caches, however, muddy the issue further. iféhiteition found in those places
should go to the church, the church as no need for the items of treasure that may be found within.

5. Do Not Act Against The Good Of The Houselands.
You should not harbor enemies of the Houselands. You should immedikeielsiny figure of authority if such
an enemy is discovered. You should not act in any way as to endanger the nation, to steal from it, or to abuse it.
The King of Farraway is an Extension of the Houselands.
This includes the royalty of the four holeseds and their families. Acting against them is treason, and in direct
violation of the Fifth Law. The Second Law is strongly enforced where the high families are concerned.

Again, these are loose interpretations of the Laws and some issues dimgahem. Most woodlanders seek
to avoid breaking them, and when that does happen, they try and sort things out for themselves. That said, they
cannot lawfully ignore the laws, and they know that doing so would bring down a large ration of troulg@on th
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16.4 The Patrons

The First Patron wrote the Written Word, creating the world and all the things on it. He created the realms of
fairy, the mists, the Slumberlands and even Anathema, home of demons. He is the author of all things.

Other Patras followed.

Patrons were once men and women, but are now something both more and less. They can sometimes be seen
walking the world, but they do not interact with the world, and nothing at all seems to affect them. Only on some
far away level do theyegm to hear or see the world around them.

On rare occasions, wisdom may be gleaned from a patrc
speak directly to the people around them.

It is usually best to leave the patrons alone, when exuenig them or not. It is most likely true that they can
sense the world without being present, and to that end people will try to direct their attention, either to them or away.
Patrons are often known to embody the kinds of stories that they write.h/d s ame ti me, it 1isnot
if the patrons write the events of the world and so those events occur, or if the events occur and are then written
down.

As with fairies, it is sometimes best to leave patrons well enough alone.

The Greater Patrons
There are countless patrons who roam the world, dikeswith their eyes glued to the pages of their tomes.
Below is a list of some of the better known patrons, and how they are associated.

Mother Goose

The Mother is considered by many tothe second patron. Some believe she is called the Mother because to
her, all others are like children, and others believe it is because she favors tales for children or about them. Her tales
are the oldest of any other Patron, and although there hananbeew ones discovered recently, most suspect she
is still around. Mother Goose rides an enchanted goose through the sky, and some believe that she lives in a
comfortable cottage on the side of the moon.

Longstride, The Wanderer
The Wander is thought have been to every place on the Written World. His tales typically involve much
travel, or take place over a very long time. More often than not, they end without a satisfying conclusion, and it is
very clear that the journey, to him at least, is tweamportant. He is well known for his attention to detail, and his
pages often begin with a detailed map of his protagoni
Wanderer to announce his passing, or maybe just to remind himself & dnbas been. Historians pay
handsomely for the location of these places.

The Harrow

The Harrow is a patron to be avoided. He is attracted to the macabre, or perhaps he just writes that way. His
characters typically meet unsavory ends. When éndeakery painful or drawn out, most believe that Harrow
penned it. Soldiers might ask that he sharpen their blade before battle, but even then they fear the same blade will
be turned against them. Harrow is believed to be a scarg¢biowdividual, cbaked in shadows and accompanied
by ravens.

Noss (the Curious)
Noss is not an exciting patron, which, in a patron, is often a good thing. Those who catch his attention often
lead unexciting yet still fulfilled lives. He tends to write stories thataamghings-- how they work and why.
Thereb6s little action in a Noss tale, and ultimately,
they are after, and often end with a deeper understanding of the quieter dramas that unfeldbirexhef their
lives.

Cupid

Cupid writes loves tales with a chiltke innocence, and prefers stories of love and deep, throbbing emotion.
Sadly, he seems to lack much understanding of how men and women act when thought is not involved, and his
chaacters get themselves in a great deal of trouble that, ultimately, could have been avoided. The wise tend to want
to avoid Cupiddbs notice, while the foolish or young at
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Johanna the Warrior

Johanna is a free spiritHer stories typically are of high adventure and derdog Those she writes about
typically have no cause to be bored, and to that end, she is another patron that most would rather avoid. That said,
her stories are filled with reward, and those whibark on adventure on purpose could do worse than to have her
write their tale.

Humphrey

It is a matter of some speculation as to how Humphrey found his way to become a patron. While his tales tend
to cover a wide range of topics, they tend to randoie, more often than not they end abruptly without any
resolution. It cannot even be said that, as with the Wanderer, it is the journey that matters to Humphrey, because
even those tend to be rambling and introspective without a process. Those whomlzardkl @ projects would do
well to avoid the notice of Humphry, or face the more than likely possibility that that project will never see fruition.

Other Patrons

There are hundreds, maybe thousands of other patrons. Their names are not all known, even to the Church of
the Word. Many of these have the same level of fame or infamy as the patrons listed here, but most are far less well
known.
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16.5 Currency

"For the |l ove of money is the
--Timothy

10 silver points = 1 gold point

Briardown
Modern coins are minted in the Heartlands, in a well protected castle just outside the city of Briardown.

The Shape of the Coin

There is sme controversy over the shape of the point. Ages ago the coins were fashioned after arrow heads,
and that shape has been largely maintained. But there is no denying that the current silver and gold points bear as
much resemblance to the symbol of the tlaads as they do to the arrowheads of old. There is some movement by
the other houselands, especially the House of Diamonds, to move the production of coins to a less partial location.
Naturally they recommend themselves.

Types of Coins

Curren Gold Points

Around two thousand years old a couple hundred of these were minted. Most have been melted down or lost.
They are larger than the common gold point, but because the gold content is less pure, they are still worth a single
gold point. Collectors il often pay a great deal more to obtain these relics.

Common Silver Point
These small coins are the foundation of the economy of the Written World. One silver point is the lowest coin
value possible.

Common Gold Point
The gold point is about fodimes the size of the silver point. Ten silver points is equal to one gold point.

Paper Bills
Conceived of by the Church of the Word, paper bills are the new thing in currency. They are maybe two
generations old. They are legal and recognized bh@lhouses. They are available in several denominations, and
valued on the bill in points (never stars), although the reference is understood when the bills are used.
Currently, there exists the 5 point bill, the ten point bill, and the fifty point bill.

Other Coins

It is possible to find coins from places around the world. The Petal Kingdom and the Dustlands have their own
form of currency. The natives of the deep Barumbi Basin and the Wikapapuiji Islands, and the tribes of the
Canyonlands each barti®r trade, but some understand the value of points, and will sometimes trade for them. The
Houseland cities, even as far as Lakupaparoo and the Barumbi coast all rely on points.
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17 Appendix 1: Ethical Concerns

The following is copied directly frorthe Endgame web sitgith permissiorfrom Mac Brown, the Campaign
Director. | decided not to repurpose the text because, frahkbuyld not say this any bettePlease read it, and
understand that while our content will be different from that of Endgamur concerns regarding good and bad, both
in game and out, are the same.

Ethical Concerns

The people of Endgame Earth have gone through, and are continuing to experience, massive change and suf
fering. They are desperate, and in this sortofsitueon, cust om and morality tend to
priorities.
That said, the players of Endgame are intended to be a cut above normal people. They are heroes, and they may
be humanityds best hopegagfillkeuhei sadry Thhe Emeiga mef tamt s
Now, this is not to say that our staff will force any
I't does mean that the majority of o whichpdogefchndbshemit.f or t s
Anyone not willing to work for the good of manity, or at least go along for the ride with those who are, might not
enjoy the game very much. We make no apol ogieeosghf or t hi
to create an engaging world and series of storylines for heroes, without trying to accommodate villains as well.
People who want to fight other players, or enjoy sabotaging the efforts of the majority, might find a different LARP
more to their likng. If any player character is caught betraying humanity or acting against the players, staff will not
mitigate the consequences, and they should not expect to be able to continue playing as that character merely
because they are paying to play.

Fun and Sortsmanship

The purpose of this game is for the participants to have fun, including not only the players, but staff as well.
This may not al ways be realistic, but itds what wedre
Endgame staff will attempt to accomplish this by tellingeagaging, entertaining story that the players can
participate in and influence. This story and its fun value are the most important part of Endgame.
It is the responsibility of all people involved in the game, staff and players alike, to make a reastiord e
see that other people are able to enjoy themselves. If you are staffing an event, please remember that you are there to
entertain the players. If you are playing, please keep in mind that the staff are volunteering their services to make the
even possible and fun for you, and give them due consideration for this. Players who consistently cause problems or
friction to the detriment of other peopleds fun, whet hi
to leave.
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18 Appendix 2: Character Points, CP Earning and CP Cap by Event

Character Points (CP)
All new players will begin play witli00 pointsto purchase skills.

Earning Character Points
The total amount of Character Points can be increased each event, as such:

Weekend Event CP

For attending any part of the event: 10CP
For Submitting a Post Event Letter (PEL): 10CP
For aiding in set up or clean up during an event: 5CP
For staying and helpingCPuntil the Abitter endo
One Day Event CP
For atending any part of the event: 5CP
For Submitting a Post Event Letter (PEL): 5CP
For aiding in set up or clean up during an event: 5CP
For staying and hel pi ngCPunt il the Abitter endo
Additional character points may be earnechbiping us run and maintain the game.
Loading and Unloading the truck 5CP
Donations/Other vary

The CP reward for donations varies. Donations are always welcome, but permission for submitting
them must be received ahead of time. Please respect this. We cannot award CP for items we do not need,
and it would be unfortunate for you to send us gbing and get nothing in return.

Character Point Cap by Event

The CP cap is raised by fifty for each weekend event and thirty points for each one day event. Additional
CP, including fAbitter endod, t hose Ipmptdoload er undoadrthe frutk by at t «
of by making donations to the game will add to your total, but do not add to your cap.

If you earn over the cap, those extra points are held until after the next event, when the cap is raised.

Starting CP: 100
CP cap after The Wood Speaks Event 180
CP cap after the®1Season One Event 230
CP cap after the"2Season One Event 280
CP cap after the8Season One Event 330

CP cap after the™Season One Event 380
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The Cotting House sits in the middieenchanted Cottington Woods. The House and
fledgling town nearby are a meeting place and the center of commerce for landholders
throughout the woods. Cotting Town, or Cottington, would be a strategic holding for whoever
controls it. Neither the Highikg in Farraway nor his reluctant vassal, the King of Clubs have

|l aid claim to the tiny town, but i1itds young Yy
sure, howevef- the surrounding woods are home not only to goblins and to elves, batRFaith
Fol k. And while itbés wise to avoid fairies a

The characters of Cottington Woods are those settlers whose will it is to make the tiny town
thrive, and to do so they will have to overcome malpstacles, not the least of which is the
Spirit of the Woods itselfOur players will explore fairy tales and fables in their darkest.form
Wait, fairytales? on 6t for a second think that Cottingt
earliest stories @re written as warnings of things to avoid.

Herein, thee be dragons
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