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A World Of Adventure!
Live Action Roleplaying games (LARPs) take the world 
of tabletop roleplaying and brings it into the real world. 
Spend a weekend as a powerful fighter, a cunning rogue 
or sling transmutations to protect your allies and harm 
your foes.

Purchasing skills directly in Alchemy’s classless system is 
designed to let you create any character you can imagine 
without limits. Skills on your character sheet translate 
into actions you perform in the game world around you. 
In just one example, the skill Disarm Traps enables you 
to cut the tripwire on the door, foiling the explosive trap 
on the other side and opening the way to the treasure.

What Can I Expect?
Expect the same type of adventures you play at home 
around the table or read about in books. The world of 
Alchemy is one of noble knights and evil villains. Bat-
tle for either side, working with your fellow players to 
forge your own place in the history of the Alchemy game 
world.

Expect each character to be different. Some will be good 
and some evil, and either may seem to be the other. 
There are no alignments in Alchemy, nor is there any 
ability to magically discern the truth.

Expect both adventure and intrigue. While a player’s 
time with the game usually begins with adventures and 
combat, intrigue inevitably creeps into their lives. Ad-
venturers form Companies who later form Guilds or 
Baronies. Compete for titles and treasure while making 
new friends along the way.

Expect to stay in-character for as much of the weekend 
as possible. This is where the action is and we want you 
to be a part of it. Expect to the play the game with full 
immersion and find out just how real it can be.

Expect to roleplay a character – in a physical way. Com-
bat is represented with foam weapons called boffers and 
small bean bags called packets. It is not resolved with 
dice but on the field of battle with actual back and forth, 
hack and slash combat.

Why Alchemy?
Most LARPs are based on whichever LARP the admins 
played before and this is fine if you just want to play a 
regular LARP. At Alchemy, however, we went all the way 
back to tabletop roleplaying for our inspiration, despite 
our three writers having a combined 90 years’ experi-
ence running LARPs. It’s not just our inspiration that’s 

different at Alchemy, however. “That’s too complicated” 
or “Just play what Plot is running,” are all too commonly 
heard in response to a great idea. We’ve all had our ideas 
shot down so often you’d think every game was based 
around the word “No.” 

At Alchemy, we know that our players are mature and 
capable roleplayers, so we give them every opportuni-
ty to hear the word “Yes.” We got tired of cookie-cutter 
characters, so we got rid of classes. We wanted to open 
more possibilities for crafting so our players make their 
own tags and perform their own logistics. Our players 
wanted to play their own storylines, so our Plot is based 
of player actions rather than the opposite. Look for all 
the places where we’ve said “Yes” as you read this book. 
LARPing is supposed to transport you into a fantasy 
world where you can leave the world “No” behind you.

Welcome to Alchemy
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What Should I Bring?
Planning is very important at a weekend event as most 
state parks are at least an hour from major cities and 
stores. You will want to have most  of the following items 
with you at every event:

Costuming: Players wear period fantasy costuming 
at events as evidenced in the pictures throughout this 
rulebook. Remember to bring makeup and prosthetics if 
your race requires them. Don’t forget a white headband 
for when you go out-of-game.

Bedding: State parks have beds and mattresses but not 
sheets or blankets. Events can get cold late at night and 
you will want a blanket even in the south.

Toiletries: All sites have restrooms and these are usually 
stocked with the basics such as paper towels and toilet 
paper. It’s never a good idea to make this assumption 
however. Additionally, most sites have shower facilities 
and your fellow gamers would appreciate your using 
them. Bring soap, towels, shampoo or anything else you 
need. Makeup remover and baby wipes are an absolute 
must if you play a makeup race!

Lights: A flashlight is a necessity when trying to pick 
your way down to the restrooms at 4 a.m. 

Food: While the tavern serves meals, you may get hun-
gry when it is not open. Make certain all food is in sealed 
containers. Weekends at a state park are very pleasant, 
assuming you don’t have ants in your bed. 

Garbage Bags: Your cabin and the surrounding areas 
must be clean for you to get credit for the weekend. 
Communal trash cans sometimes fill up and you will 
need your own containers for your personal trash.

Emergency Supplies: Please bring any prescription 
medicines you may need and let the Administration 
know if you have a condition which may become an is-
sue. First aid kits are very helpful as are aspirin, extra 
batteries and tools to repair costuming and phys reps. 
There are many uses on site for duct tape and you will no 
doubt regret it if you don’t bring some. The Game keeps 
First Aid kits at the Tavern and Monster Town.

Cabin Decorations: Good costuming goes a long way 
toward making you feel ready to roleplay, but a nice cab-
in is a close second. Simple cloth draped across walls or 
from overhead beams can dramatically transform a cab-
in. It is also easier to hide your valuables if you have a lot 
of in-game stuff.

Real World Clothing: You will be happy that you 
brought it Sunday afternoon for the ride home. 

What Should I Leave At Home?
Every state has different laws for their parks and other 
public places so this list is not exhaustive by any means. 
The following items are absolutely forbidden at Alchemy 
events:

Functioning Weapons: This includes modern firearms 
such as handguns and period weapons such as swords 
and axes. Even if allowed by state law, which they usually 
aren’t, the game does not allow them on site. If you can’t 
keep them at home, at least keep them in your car.

Alcohol And Illicit Drugs: Alchemy is a physically de-
manding sport and alcohol endangers both your safety 
and that of others. Possession of illicit drugs is of course 
illegal, and you endanger everyone around you if you are 
caught with them on site. Possession of either of these 
substances result in immediate banning for first offenses.

Fireworks and Personal Special Effects Equipment: 
Fireworks are always, without exception, banned from 
site and their possession is cause for immediate disci-
plinary action. Other special effects equipment such as 
smoke machines may be allowed with prior approval. 
Colored light bulbs and other non-damaging items may 
be brought as long as installation does not endanger 
anyone’s safety. Open flames such as candles or torches, 
even tiki torches, are never allowed.

Tents: Tents are rarely allowed on state parks. If you 
wish to bring a pavilion, it must first be cleared by the 
park. Pavilions with stakes that must be driven into the 
ground are rarely allowed.

Anachronistic Items: Bringing a hair dryer is no prob-
lem. Bringing a loud stereo to play classic rock music 
ruins the atmosphere for everyone around you. Addi-
tionally, personal gas heaters, refrigerators or air condi-
tioners are not allowed by the parks. 

Engineers create many fantastic inventions, many of 
which are built from modern devices such as spy glasses, 
traps and even mini-robots. These are all specific items 
and must be approved before they are made in-game.

Cell Phones: Cell phones are vital for keeping in touch 
during emergencies and we would never ask you to leave 
them at home. On the other hand, they are not allowed 
to be used in the game in any way. Whether taking a pic-
ture to remember something important, using the flash-
light to find coins you dropped or calling your buddies 
to meet at the tavern, you need to find in-game ways to 
accomplish these tasks.
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Logistics
A game as complicated as Alchemy requires a surpris-
ing amount of bookkeeping. In a departure from many 
games, players are trusted to perform most bookkeep-
ing themselves with minimal interaction needed from 
the game administrators. This system only works when 
players are diligent and organized. Please leave yourself 
enough time to complete your logistics before the event 
and make certain that you understand the process thor-
oughly. The game administrators are happy to answer 
questions and assist new players until they have learned 
the system. Most players produce the same items for 
each event and can therefore copy/paste if they stay suf-
ficiently organized.

What do I do between events?

The following activities are handled between events:

a) Write your between-game-action (BGA)

b) Pre-reg and pay for the next event

c) Prepare your tags for the coming event

Between-Game-Actions

Every player gets one between-game-action per event 
attended. At Alchemy, we strive to let our players guide 
plotlines rather than our staff. BGAs are how we do this. 
Pick a subject that interests you, plan how you would 
like to go about it and communicate your actions to the 
administrators by email. It is best if you begin small and 
slowly build to more dramatic events as suddenly ap-
pearing at the treasure room is unlikely.

Pre-Registration and Pre-Payment 

There are several advantages to pre-registering and 
pre-paying for events at Alchemy. Firstly, we offer dis-
counts for doing so at least a week before the event, 
and even bigger discounts for purchasing a package of 
events. Secondly, it lets our taff know that you are com-
ing so that we can prepare adventures based around 
character histories and BGAs. Lastly, some parks require 
pre-payment or large deposits and require pre-payments 
to make this possible.

Prepare Your Tags

Like most games, Alchemy utilizes many different types 
of tags to represent items, reputation and resources. Un-
like other games, however, the players generate most of 
their own tags themselves. Placing the responsibility 
of tags on the players has many advantages as is both 
faster and more accurate, provided players treat their 
logistics seriously and perform them with care. Ideally, 
tags should be completed before the event and electron-
ic copies of each type of tag are available for those who 
want them. We also understand, however, that real life 
happens and tags are sometimes completed on site. This 
is fine, provided all tags are completed before going in-
game. Once a player goes in-game, unfinished tags are 

no longer valid. 

What Player Generated Tags Do I Need?

Most players use at least some kind of tags. While the 
Logistics for each type are specified in the correspond-
ing section of the Player’s Guide, here is a summary:

Players with Alchemistry make catalysts such as potions 
that contain transmutations. You can find the rules for 
them in the magic section but each catalyst takes a tag.

Some players with Alkahestry use Metamagic 
to enhance their transmutations. Each elevated 
transmutation requires a tag listing the spell and 
where the levels needed to fuel it come from. 
Those who Craft such as smiths or ritualists 
produce items with various abilities and effects. 
These items require tags with their production 
points marked and components and or resources 
attached.

What Do I Do When I Arrive?

Always try to come to the event early as there 
is a lot to do once you reach site and little time 
to do it. This is compounded because you will 
see friends that you haven’t spoken to in several 
weeks and it takes time to catch up.

a. Head to the tavern and pick up your character 
envelope. Inside will be your updated character 
sheet, any tags that you are owed, props or letters 
related to Between-Game- Actions and a blank 
cabin notes form. Be careful with these because 
some of them must be turned in at the end of 
the event.

b. Confirm your cabin reservation.

c. Head to your cabin and unload. Most sites 
allow you to drive to your cabin but you will 
need to park in designated areas before going in-
game. Parking next to your cabin is not allowed 
once in-game has been called.

d. Fill out your cabin notes. This is where you 
list the specific attributes of your cabin including 
wards, proscriptions, familiars or dimensional 
storage.

e. Try not to miss Opening Ceremonies. This is 
where special rules or taglines for the event are 
shared, where rules changes for the game are an-
nounced. Every effort is made to keep Opening 
Ceremonies as brief as possible as in-game is 
called as soon as it’s over.

What Do I Do Before I Leave?

List any skills you wish to purchase with Character 
points on your character sheet and place it in your Event 
Envelope. Make certain that your cabin notes are filled 
out, that your cabin and the surrounding area is clean 
and that you have not forgotten any of your belongings.

The following is an example of a 
Between-Game-Action:

Peter plays a dwarf named 
Thorin who he imagines to be 
the displaced king of an ancient 
kingdom. His main character 
goal is taking back his king-
dom and he knows that the Be-
tween-Game-Action system is 
the best way to do this. Peter sub-
mits a BGA after his first event 
saying, “I gather my kinsmen 
and convince them to join me 
in freeing our ancient kingdom 
from the dragon who conquered 
it long ago.” Several weeks lat-
er he receives a reply that says, 
“Your kinsmen are willing and 
recommend adding a wizard and 
thief to your group.”

Peter attends the next event and 
recruits an NPC wizard to his 
cause. He doesn’t know a thief 
but the wizard he recruits knows 
a new player who just started 
playing a Halfling. Peter emails 
the above information to his lo-
cal Plot Committee and arranges 
to meet the new player with the 
halfling at the next event.

It will take many events to re-
solve this plotline but Peter has 
begun it with minimal effort. The 
future will bring more emails, 
more meetings and more than a 
few modules on site.
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Cab-
in notes must be turned in to 
your area’s Cabin Marshal, listing all of the players in 
that cabin and signed off by their area’s marshal. You will 
be held to a high standard as Alchemy prides itself on 
leaving the park in better shape than before we arrived, 
This sign off is required to receive event credit.

Once you are packed and everything is checked off, drive 
to the tavern to turn in your envelope. There is no need 
to turn in experience or money at the end of an event as 
your successful completion of the event provides your 
advancement.

Your Character
Each character has its own character sheet which you 
will be given on check in. Appendix I includes a sample 
character sheet with which you may become familiar 
before the game begins. Keep this sheet with you at 
all times as it not only lists all of your skills, but is also 
used to prove that your character is currently alive.

While the terms “Player” and “Character” are some-
times used interchangeably, they are not synonymous. 
Your character may be a horrible, lying piece of bilge 
scum but you are expected to be honorable and show 
good sportsmanship at all times. 

Some specific examples of the line between player and 
character include:

In and Out-of-Game: You, the player, may find times 
when you need to be out-of-game such as at check 

in, on your way to volunteer or during trips to the 
restrooms. This is represented by donning a white 
headband. Your character, on the other hand, is always, 
without exception, in-game. 

Real World Skills: Most in-game actions have a 
skill that must be purchased before an action can be 
attempted. The skill Pick Locks allows you to attempt 
to pick a period lock in-game. Your character must be 
able to pick locks, meaning it must be 
on your character sheet, but in the end 
it is you, with your picks, that deter-
mines success. 

Sportsmanship
It is very important to always main-
tain an environment of inclusion and 
fair play. Action in Alchemy is quick, 
fluid and always moving. Players are 
in frequent conflict with monsters and 
sometimes with each other. It is vital 
that everyone work together to ensure 
that we all have a good time, especial-
ly when something good happens to 
you or something bad happens to an-
other. Sure, poor sportsmanship may 
be a poor way to make friends or hurt 
people’s feelings. Once you look a little 
closer, however, you realize that many 
instances of poor sportsmanship are re-
ally cheating. 

Exploiting the Rules: Alchemy has 
many rules as this is a big book and 
no one can be expected to know all of 
them. Maybe you found an obscure 
way to interpret something unclear or 
a way to combine two rules to give you 
a significant advantage at events. In all 
seriousness, congratulations. We all ad-
mire clever people and the fact that you 
went the extra mile to carefully read the 
rulebook is appreciated. You have our word that we’ll 
keep your secret if the combination is reasonable or give 
you credit for your astuteness when we announce the 
correction. Please understand, however, that it is your 
responsibility to report possible exploits to the game ad-
ministrators rather than taking advantage of them until 
caught. 

Player vs Character: While the terms “player” and 
“character” are sometimes used interchangeably, they 
are not synonymous. Your character may be a horri-
ble, lying piece of bilge scum but you are expected to 
be honorable and considerate of your fellow players. 
Foul language, harassing behavior, personal insults and 

Good sportsmanship is vital 
for everyone’s enjoyment. 
The following, however, brings 
disciplinary action quickly.

It is a player’s responsibility to re-
port possible exploits to the game 
administrators.

Foul language, harassing be-
havior, personal insults and re-
al-world bigotry are not tolerat-
ed.

No amount of touching another 
player is acceptable.

Your character must always be in 
game.

Meta-gaming is the use of out-
of-game information for in-game 
purposes.

You must have bought the skill to 
perform an action.

Players taking inappropriate ad-
vantage of new players are hurt-
ing all of us.

Real-world religions, their beliefs 
and imagery are not part of the 
game.
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real-world bigotry are not tolerated. Your dwarf “charac-
ter” may hate another player’s orc “character” and that is 
fine. Hating the “player” for their race, religion, gender, 
or sexual preference is not.

Harassment: If you are uncomfortable with a situation, 
end the encounter, even if everyone else thinks it’s fine. If 
you suspect you are being harassed, go find an adminis-
trator immediately. Most importantly, please remember 

that no amount of touching another 
player is acceptable, regardless of the 
reason.

In- and Out-of-Game: You, the play-
er, may find times when you need to 
be out-of-game, such as at check-in, 
on your way to volunteer or during a 
trip to the restroom. This is represent-
ed by donning a white sash. Holding 
your weapon above your head is only 
acceptable if it is immediately clear 
that you are OOG. On the other hand, 
your character must always, without 
exception, be in-game.

Meta-gaming: Despite everyone 
knowing the definition of meta-gam-
ing, it is still unbelievably common. 
Meta-gaming is the use of out-of-
game information for in-game pur-
poses. It is literally that simple. Excus-
es as to why it’s acceptable are plentiful 
but when pared down to their heart, 
still obviously wrong.

You heard an opponent updating their 
character at logistics and they are 
much higher level than you thought. 
Maybe you should wait on that am-
bush. Your ally is getting close to an 
opponent’s character. You could prob-
ably put a wedge between them if you 
spread real-world rumors about one 
of them. You pulled a fast one on a 
module and can’t wait to tell everyone 

how clever you are. Even better, you know they will be 
accused of metagaming if you brag about it at closing 
ceremonies. After all, didn’t you preface your words 
with, “Out-of-Game?” You just killed an important 
NPC. Maybe now’s a good time to volunteer for mon-
ster time. At least until the investigating NPC goes back 
in-play.

Real World Skills: Most in-game actions have an appro-
priate skill for their use. You must have bought the skill 
to perform the action, even if you know how to pick a 
lock, swing a sword or know the stats for a ghoul in real 
life. The Knowledge skills are in the game for that very 
reason. 

New Players: Take a moment to explain rules to other 

players who may not have experienced them. Alchemy 
is a difficult game to master and new players some-
times feel out of their depth. New players are vital for 
continued survival of LARPing and it falls to all of us to 
welcome them. Players taking inappropriate advantage 
of new players are hurting all of us, even those in other 
games.

Mature Themes: Faith, purity, good and evil are a part 
of any game. Our setting has groups representing all of 
these and while participating in the entire game is en-
couraged, it is not required. Real-world religions, their 
beliefs and imagery are not part of the game and should 
be left at home. Care must be taken to not bring items 
denoting them to the game. Care also must be taken to 
not assign or imagine religious significant to every little 
thing. Report something to the admins if you think it’s 
questionable but don’t constantly go about looking to be 
offended.

Protect your reputation. Nobody is perfect and mis-
takes do happen. However, sloppy play and misin-
terpreting the rules to your benefit are unfortunately 
common. Players have a sense of what’s reasonable and 
what’s not and if all else fails, ask an admin. It’s much 
easier to keep your  reputation that try to rebuild it after 
you’ve made questionable decisions.

A Special Note on Self-Policing

Most tags that alchemy uses are 
online and player generated. This 
places a great responsibility

on the players and requires that 
they maintain a high level of 
trust. Fortunately, cheating is 
rare.

Unfortunately, sloppy play gives 
the same result and is frustrat-
ingly common. Avoid sloppy 
play with the following:

* Discard used tags immediately. 
Tags need to be thrown away so 
rare ones can appear.

* Be fastidious in your book-
keeping. Put used essences and 
silver in your player envelope

in an organized manner so it’s 
easy to see what you did.

*Avoid keeping track of things in 
your head – write them down.

* Take questionable hits when 
appropriate.

* Make certain your hits are 
clearly called.
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Safety
No rule or situation is ever so important that it is al-
lowed to trump our chief concern – your safety. Though 
there are many applications of this primary rule, some 
situations you may encounter are:

“HOLD!”: Yelling this word indicates that a potentially 
dangerous situation threatens and should be avoided. 
When a HOLD is called, everyone in the area is required 
to stop exactly where they are and immediately drop to 
one knee. Do not walk or move around as many holds 
are called for glasses or contact lenses lost in combat. Se-
rious medical conditions are answered by certified first 
responders who must be able to get in to assess the sit-
uation. Trust that the situation will be resolved and play 
will resume as quickly as possible. Everyone is allowed, 
and even encouraged, to call a HOLD when legitimately 
necessary to avoid a dangerous situation.

Environmental Hazards: Play is to stop immediately 
within five feet of any potential environmental safety 
hazard such as stakes, ravines, and especially thick or 
fallen debris. It is perfectly acceptable to use a tree or 
fence tactically assuming there is no danger involved. 
These should be marked with Orange marking ribbon 
and orange glowsticks when found. 

Running In The Dark: Most areas on site are lit but 
many players and monsters stick to the shadows. This is 
not generally a problem except when it regards running. 
Avoid doing so, even if you believe you know the ground 
well. Alchemy is played in a natural outdoor environ-
ment and sharp drop offs or holes pose a significant 
safety risk.

Unsafe Weapons: Do not wait for the end of combat if 
you suspect your opponent’s weapon is unsafe or their 
blows do not fall within safe combat parameters. Call a 
HOLD, examine the weapon, communicate your con-
cerns, and continue combat only if you are comfortable 
doing so. No combat is so important that it must con-
tinue in the face of your safety concerns, regardless of 
what an NPC or even other players may tell you. Find a 
marshal immediately.

“HOLD! TAKE A KNEE”: While not a safety call, this 
call is reserved for acting marshals or Plot Team mem-
bers running an encounter and usually involves a ruling 
requiring immediate resolution. If a question cannot 
wait for the end of an encounter, approach and ask the 
marshal running that encounter and they will determine 
if EVERYBODY TAKE A KNEE is required. Only the 
currently acting marshal is allowed to use this call and 
questions which cannot wait until the end of the en-
counter for resolution should be rare. Large encounters, 
when this call is used most often, are the worst times to 
use it as you are halting the play of all the players around 
you. Please weigh this fact when considering the impor-
tance of your question.

A Special Note On Sashes
Sashes are used to denote a number of special situations 
and convey a great deal of information. They are cloth 
and worn from one shoulder to the opposite hip. Always 
be on the lookout for them and take care that your cos-
tuming does not confuse others by looking like a special 
Sash. We use the following colors to denote special sit-
uations:

White: These sashes represent a player who is out-of-
game. When you are out of game, try to resolve your sit-
uation as quickly as possible and get back in game.

Yellow: These sashes represent a marshal who is on 
duty. Marshals will be able to produce one of these sash-
es upon request when they are acting in their capacity 
as marshals. Anyone that does not have one is another 
player.

Orange: These sashes represent someone who is avail-
able for roleplaying but is removed from combat, usually 
for age or health reasons. If the flow of combat nears a 
player with an orange headband, a HOLD is to be called 
immediately to allow them to leave the area.

Wearers of an orange sashes may not use packets or 
weapons. They are killed when approached within two 
paces by another player or NPC who speaks the phrase, 
“I kill you.” This call is only stopped if interrupted by 
another combat worthy character who states the phrase, 
“I protect you.”

It is unusual for players to wear orange sashes for longer 
than a few events. Many players consider it poor sports-
manship to kill them or for them to actively provide sup-
port for combatants on the field. While the rules do not 
officially confront this subject, it is best if those wearing 
orange sashes keep themselves as far away from combat 
as possible.
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Thievery
Theft in Alchemy is very carefully monitored and has 
very specific conditions under which it may be attempt-
ed. No one is ever allowed in another player’s cabin 
without the owner of that cabin or an uninvolved Rogue 
Marshal present and this will result in harsh disciplinary 
action for  the first offense.

The accompanying marshal will let you know which 
are in-game items and which are not and only in-game 
items, with tags, may be taken. If you are ever unsure 
of whether an item is in or out-of-game, leave the item 
there and go ask a marshal. If the item is 

in-game the marshal will go get the item for you.

All phys reps are to be returned to their owners at the 
end of the event with the thief keeping only the tags. 
Those phys reps must be replaced with reasonable du-
plicates before they may be brought back into the game. 

The Administration expects those playing thieves to re-
spect other’s personal property and will come down par-
ticularly hard on players breaking these rules.

The Administrators
Every game must have a Gamemaster and with players 
spread across a state park, Alchemy needs several. They 
fall roughly into the following categories:

Marshals: Marshals are experienced players donating 
part of their weekend to administrative duties. You can 
always spot a marshal by their yellow sashes. They may 
run mini adventures called modules for their fellow 
players, safety check weapons or a host of other duties. 
Marshals resolve most questions or conflicts in the game 
and an uninvolved marshal should always be the first av-
enue of help pursued.

Rogue Marshals: Rogue Marshals are a special kind of 
marshal who have passed the most rigorous standards of 
trustworthiness. An uninvolved Rogue Marshal must be 
present whenever you are trespassing in another play-
er’s cabin without fail. Failure to do so will result in the 
harshest disciplinary action for the first offense.

The Plot Team: Every event is part of a much larger sto-
ry. While this event may center around undead spon-
taneously rising from a cursed graveyard, it is only one 
part of a campaign to defeat an evil lich and keep her 
from building a necropolis. Plot Team members can be 
found running modules, playing key NPCs or trying to 
grab a 5 second lunch in the tavern. They are ultimately 
responsible for all rules decisions after considering both 
short and long term implications. Avoid taking imme-
diate problems to them as it holds up plot events for the 
rest of our players.

Check-in Staff: The tavern is set up for check in early 
Friday night at every event. There, you can find volun-
teers who will give you character sheets, assign 

Cabins and distribute needed items such as silver for 
crafting skills. While they can help explain skills during 
lull periods, you need to update your character online 
between events rather than at the event itself. 

The Event Director: At any given time, the Event Di-
rector may be the head of the Plot Team, the owner of 
your chapter game or a trusted guest volunteer. This is a 
particularly exhausting duty and they deserve your grat-
itude and appreciation. If you need clarification, please 
accept the chain of command – ask a marshal who will 
speak to a Plot Team member who will bring in the 
Event Director only if absolutely required. This allows 
the main Plot of the event to move swiftly and smoothly 
for all of the players and avoids bottlenecks where play 
stops.

We all hate standing around waiting for the game to get 
moving. These problems invariably turn out to be due 
to a small group or even a single individual. Consider-
ation for each other, whether that means hurrying along 
or waiting patiently, gets the game moving as quickly as 
possible and all of us back to having fun.
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Every LARP player, and their character, is different from 
every other. Two identical characters on paper will still 
be played in completely different ways and it is for this 
reason that character creation in Alchemy is both one of 
the most difficult, and most important, parts of playing 
the game. 

Alchemy is a “classless” system and there are very few 
restraints on the skills you may purchase to customize 
your character. While liberating in many ways, this free-
dom can also be daunting. Appendix I of this volume 
includes example characters at various levels. 

Whether you begin from a template or build your char-
acter from scratch, all characters may be completely 
rebuilt before the beginning of their fourth game and 
deaths during your first event do not count against you 
as long as you are actively trying to learn the game.

Step One – Concept
Decide what type of character you would like to play. It 
may sound counter-intuitive, but characters with a good 
concept do better in the game than characters without. 
Other players want to be around strong role-players with 
a good concept and costuming.

You can find examples of archetypal first level characters 
in Appendix I.

Step Two – Choose a Race
The races included in the core rulebook  may be played 
without previous approval. Other races are included in 
our Campaign Guide and some, primarily those with 
strict costuming demands, do require approval from ei-
ther a Plot member or the particular Race Marshal.. See 
the Races section on the next page for more information.

Please note that Alchemy bends reality where races 
are concerned. Personal characteristics such as height, 
weight or gender will not preclude someone from play-
ing a race. With that said, anyone attempting to be offen-
sive with makeup or costuming will be asked to change 
their race or exit the site.

Step Three – Decide Your Attri-
butes
Every character has five attributes further broken down 
by scores of 0 - 5. A score of 0 represents the basic hu-
man norm while a 5 is a heroic individual far removed 
from the common citizen. Your primary attribute is gen-
erally the one where you expect to purchase the highest 
level skills as each subsequent attribute’s points become 
more expensive in Character Points.

The five attributes are as follows: 

Strength – This is offensive melee combat at its finest. 
Here you learn to deal extra damage with weapons, gain 
inhuman strength or shatter the weapons of your foes.

Dexterity – Not all conflicts are resolved face to face. 
From the cunning investigator to the crafty burglar, this 
is where you learn to dodge blows, attack from hiding 
and hide in the shadows.

Constitution – Where water extinguishes fire instantly, 
it must slowly wear away at stone. Gain more benefit 
from your armor, resist mental attacks or even damage 
resistance here.

Wisdom – This is where you find the abilities to align 
your spirit with the forces of Life, Death or something 
in between. Curse your foes, manipulate their minds or 
interact with the living dead,  all to further your own 
power and that of your allies.

Intelligence – The power of Intelligence can end argu-
ments quickly, one way or another. This is where you 
learn to ward and protect your possessions or dispel the 
protections of others before blasting them with bolts of 
fire.

Step Four – Purchase Prerequisites
All skill purchases begin on the General Skills List as it 
includes the prerequisites for all other skill lines. While 
it is possible to make a character consisting only of Gen-
eral Skills, it is not recommended and a better course is 
to choose one or two Attributes to back up your General 
Skills, even if you cannot afford to purchase those skills 
at character creation.

Step Five – Purchase Individual 
Skills
You receive a base of thirty character points with which 
to purchase skills. Every character starts with 5 Hit 
Points. It is recommended that you purchase at least a 
few additional points at every level. Every character also 
begins the game literate and able to perform basic math-
ematical operations. 

Character Creation
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Player’s begin the game with 40 Character Points (CP). 
They receive additional CP for attending events as shown 
on the table to the right. Full weekends are worth the list-
ed amount while adventure days are worth half. 

A player starts at 40 Build. After the event they will earn 
15 Build. This puts him at 55 CP after the event is over. 

His next event is worth 10 CP, (being between the 50 and 
60 mark) bringing him to 65. His fourth event will be 
worth 9 CP, bringing him to 74.

Every chapter has different criterion for successfully 
completing an event but they usually consist of properly 
checking in, checking out and leaving the site in an ac-
ceptable condition. Alchemy does not require players to 
achieve in-game goals to gain experience. If you are on-
site and playing, you are gaining experience!

Alchemy caps CP at 500, an achievement that will take 
some time to achieve at an event a month. Even at that 
point however, although you have maxed out receiving 
CP, that are still many reasons to play. It is quite likely 
that you will moved into other stages of play long before 
reaching this cap. 

You will make friends, form teams and compete with 
other players during play. There is no cap on gaining 
magic items, climbing the political ladder, gaining rep-
utation with in-game groups and leading bands of new 
players. In Alchemy, the only limits are your ambition 
and imagination.

Event Experience Rewards
CP Gain CP Gain
40 15 270 4
50 10 280 4

60 9 290 4
70 9 300 4
80 8 310 4
90 8 320 4

100 8 330 3
110 7 340 3
120 7 350 3
130 7 360 3
140 7 370 3
150 6 380 3
160 6 390 3
170 6 400 3
180 6 410 2
190 6 420 2
200 5 430 2
210 5 440 2
220 5 450 2
230 5 460 2
240 5 470 2
250 5 480 2
260 4 490 2

Character Advancement
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Standard Races
Any of the following races may be played without prior 
approval, provided the guidelines stated are followed

Hill Dwarves 
High Elves 
Gnomes 
Haflings 
All Humans 

Other races are available but require advanced 
costuming or roleplaying and higher standards 
are required to play them. Players can get prior 
approval from the Race Marshall for that particular 
race, with a photo of their costume and a summary 
of their character history and expected roleplaying. 
If this is not possible, you may bring your gear to an 
event and speak with the Marshall there, although 
you may have to play a different race for the event. 

Requirements
Specific makeup colors are listed throughout this chap-
ter. Krylon Aquacolor color numbers have been used to 
define each color but other makeup brands may still be 
used as long as the color is comparable. Please match 
the Krylon color as closely as possible.

Specific prosthetics have also been listed. We recom-
mend purchasing prosthetics through Aradani but this 
is also not required as long as your prosthetics match the 
required ones closely.

A warning will be given for first offenses taking into ac-
count your experience with this race. An elf player who 
forgets his ears once in a season is unlikely to receive 
even a warning. A makeup race without their makeup 
definitely gets a warning and will be expected to switch 
characters or NPC for the event.

There are circumstances where the right to play the races 
listed in this book will be denied. Not only must non-hu-
man races wear costuming and makeup according  to 
their requirements, but roleplaying is equally important. 
If a race requiring makeup or prosthetics seems that it 
might be too difficult, you are probably better off with a 
race that does not require such.

Please remember that all players can completely remake 
their characters during the first three events, so even if 
you don’t get to play a listed race at first, changing into it 
during the first three events is a simple matter.

Roleplaying
On relative ages – Contrary to common stories or lore, 
no race lives any longer than another in the world of 
Alchemy. While it is quite possible to play a character 
older or younger than yourself, this change is made with 
costuming rather than arbitrarily assigning some races 
long lifespans.

On relative sizes – Your character will generally be the 
same size you are. If you are playing something unusual, 
however, this may not be possible. If you are playing a 
character of a different size than yourself, this must be 
roleplayed and repped as much as possible. 

On specific costuming – Appropriate costuming must 
always be worn. If you have a skill or transmutation that 
allows you to change shape, you must have that costum-
ing on hand and change into it. No holds may be called 
and you may not leave the area to retrieve the costume. 
Casting time for these skills or transmutations is equal to 
the time it takes you to change costumes. This will usu-
ally consist of putting on a tabard or mask and costumes 
that would require you to change your clothing should 
be avoided.

Racial Abilities
Every character gains advantages from their race. Dis-
advantages are strictly self-imposed through roleplaying 
and are not mandatory. Each section includes the back-
ground and abilities provided by this race and may not 
be changed other than where noted.

Some races gain access to specific skills at reduced or no 
cost. You are not required to purchase these skills and 
they are always available for purchase at a later time. 

All racial skills can be found on the Racial Skills List 
section of the General Skills List. Most of these skills 
cost 5 Character Points and are extremely advantageous. 
Unless noted, they can be purchased repeatedly, allow-
ing them to be used multiple times in a day and to reset 
each time one is called.

Racial Basics
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Dwarves tend to be stoic and stern, with the well-earned 
reputation of peerless craftsmen. Dwarves are driven 
by honor, tradition and duty and while often seen as 
standoffish, their relationships are incredibly long lasting 
compared to more fickle races. They work hard, but play 
harder.

Hill Dwarves live primarily in the mountains of the Ei-
senstadt Empire where they fight a two-front war against 
the Humans above and the monsters below. They have 
a ruddy complexion from the heat of their forges and 
strong muscle from the weight of a hammer.

Deep Dwarves are the dark cousins of their mountain 
dwelling kin. They have dark skin but are similar to hill 
dwarves in most other respects. While Deep Dwarves 
have a bad reputation, they are not all evil, per se. Rather, 
they are extremely practical and their morality springs 
from this pragmatism. 

Physical Description
All dwarves are short and stocky, usually a foot shorter 
than humans. They have wide shoulders with compact 
torsos, allowing them to bring their entire strength to 
bear in cramped quarters. 

Costuming Requirement
All males must have a beard at least 12” long and all fe-
males must have hair 12” below the collar that is intri-
cately braided with beads and other decorations.

Deep Dwarves must also wear Kryolan Aquacolor Light 
Purple 482 (or equivalent color from another brand) 
makeup on all exposed skin with hair that is white or 
silver that is not able to be dyed,

Racial Attributes
Born to the Forge – Dwarves are expected to work from 
as soon as they can lift a hammer. They therefore receive 
5 CP to spend on any production skill for free.

Implacable - Dwarves push forward regardless of set 
backs through sheer determination alone. Dwarves may 
therefore purchase Freedom of Movement.

Iron Gut – Dwarves are famously tough with cast-iron 
stomachs. They may purchase Resist Poison/Disease.

Martial Training – All dwarves are taught to defend 
their clan from an early age. Hill dwarves automatically 
proficient with all axes while Deep Dwarves are profi-
cient with crossbows.

Strong Willed – Behind their stoicism, dwarves are de-
termined and implacable. They are able to purchase Re-
sist Enchantment.

Racial Skills
Active Defense (Hill Dwarves) – With their feet set, a 
Hill Dwarf is nearly impossible to move or cut down. 
They are therefore able to half all damage taken at the 
cost of halving their damage as well. This skill lasts until 
the end of combat or until they move, whichever comes 
first. Purchasable once.

Poison Technique (Deep Dwarves) – Accustomed to 
fighting monsters far bigger then themselves, Deep 
Dwarves have become masters of poison. Where oth-
ers must use blade poisons with their first swing, Deep 
Dwarf weapons include springing needless and wells of 
hidden poison. They may call poison damage at any time 
during the combat in which poison is applied. Purchas-
able once.

Dwarves
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While almost as varied as humans, all elves contain 
some form of deep tie to the ancient fey. Elves value their 
traditions despite the wide breadth those traditions take. 
Privacy, especially on a national level, is very important 
to elves but once a friend is accepted their friendship is 
both deep and profound.

Elves value their communities and kinship with each 
other. They love art, music and dance and their cities are 
always beautiful, blending into their environment yet 
enhancing it with faerie lights of different colors. Where 
elves once treasured friendship with other races, they 
are currently a desperate, melancholy race with many of 
their gods dead and themselves in danger of extinction.

At one with the natural world in a way few humans un-
derstand, all elves are able to speak with animals who 
will generally aid them in their time of need. They value 
freedom and self-reliance which makes their current sit-
uation all the worse.

History
The elves were created by Faeron Windcaller on the 
fourth Day of Making. Faeron and many of his kin fell 
during the Birthing War, unaccustomed to fighting deep 
below the earth and without their animal allies. This 
greatly weakened the elven people, though they perse-
vered regardless, building seven cities throughout the 
western half of the northern continent. With Faeron 
gone, so too was gone the Word “Elvenkind.” While 
more information is included in the chapter on gods, the 
loss of the Word “Elvenkind” limits elves to their petty 
kingdoms and ethnic identity. Without the Word, Elven-
kind can not exist until someone reclaims it and until 
then, the elves are a pitiful, shattered race.

Tragedy struck again in the year 578 when five of their 
communities were destroyed in the Night of Falling Fire. 
With the entire region suddenly transformed into a bar-
ren wasteland, the few survivors fled to Taralaan. Dev-
astated by this new disaster and their resources strained 
by so many refugees, it would take centuries for the elves 
to recover.

With their gods dead, their lands shattered and un-
friendly neighbors to the south and east, the young, 
dynamic Empire wasted little time subjugating the elder 
race after its birth. The ensuing war split the elves into 
two factions, driving the dark elves into the Underking-
dom in the north. The remaining elves in the lands of the 
Empire were enslaved and remain so today.

Allies
All is not lost for the elves. Their war with the Empire 
gave them two new deities and unknown allies. The dark 
elves continue their struggle in the north, aided secretly 
by the dwarves. In the south, the elves have made allies 
with the men of the Free Kingdoms and while they are 
unable to go on the offensive, they are at least safe for 
the time being.

Enemies
The enemies of the elves definitely outnumber their 
friends, the bleakest of ironies for such a community 
oriented race. Enslaved by the Empire and hunted by the 
Orcs of the Arcane Wastes, the elves are left with only 
the inhospitable north for shelter.

Physical Description
Elves stand at least as tall as humans with pointed ears 
and generally lithe frames. Their skin is known to take 
on the hue of their environment, causing different elven 
cultures to range in color from brown to white to blue.
Each ethnicity of elves is discussed in order in this sec-
tion and their differences are discussed there along with 
specific  costuming requirements.

Racial Abilities
City Militia – In the early days of the race, elves pur-
suit many passions but few specialized. Rather, defense 
was left to volunteer fighters. Each community followed 
a different form of warfare and each ethnicity of elves 
maintains that with different weapon preferences.

Natural Allies - Today more than ever, free elves are in 
touch with the natural world to a depth few humans un-
derstand. Elves are able to speak to natural animals and 
can generally count on them as allies.

First World Willpower – Elves are still touched by the 
magical nature of the fey. Because of this, their minds 
are resistant to enchantments and illusions. Elves may 
purchase Willpower as a racial skill to represent this.

Natural Magic – Magic and alchemy are wedded deep 
within the elven soul. All elves may choose five (5) char-
acter points of intrinsic alchemical circles at no cost.

Elves
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High Elves
As the most numerous of the elven subtypes, High Elves 
were also the most likely to live in cities. Decimated on 
the Nigh of Falling Fire. With their leaders dead and 
communities in ruins, they made quick victims for the 
men of the Empire. Little is left of their culture and ways 
yet these people are still proud and haughty, knowing 
that their culture once dominated the north.

Appearance: As the traditional rulers of the elves, high 
elves are the most similar to their fey ancestors, the Sid-
he. High elves are the tallest of the elven kin, creamy, 
smooth skin and blonde or black hair. Their pointed 
ears are short for the race as a whole. They once wore 
fine clothing but now wear rags more often than not as they 
make up the lion’s share of elven slaves in the empire.

Costume Requirements: Aradani High Elf Ears

Ancestral Weapon: High elves may purchase any single 
missile weapon proficiency at no cost.

Racial Skill: Arcane Arms. 5 CP. The combination of 
missiles and magic is a long tradition to the high elves. 
Elven players are able to cast transmutations through 
their weapons. This has benefits, of course, other than 
the combination of damage and transmutation effects. 
Just as their ammunition calls Massive, the magical ef-
fect of their first shot in every combat calls Penetrate. 
Purchasable once.

Wild Elves
The northern lands of the eastern continent are home 
to a small community of elves, surrounded by mon-
ster-worshipping humans and worse. This harsh land of 
near constant raiding and combat leaves little time for 
civilized niceties and wild elves reflect this. Quick tem-
pered and free, wild elves are but one step above the hu-
man barbarians surrounding them. Wild elves dress in 
scant, mottled green leathers, in deference to the forest 
environment where they make their homes. They have 
almond skin and generally brown or black hair which 
they braid with small treasures. Ritual scarring and tat-
tooing is common and used to identify parentage and 
great feats performed by the bearer. 

Appearance: Wild elves generally have darker skin 
than their high elf brethren and decorate themselves in 
tattoos. Most of their clothing comes from their envi-
ronment and consists of hides and natural fibers. They 
prefer natural colors as well, to help them blend in and 
avoid detection. Their tattoos tend toward circle patterns 
as they make up the alchemical circles required to cast 
transmutations.

Costume Requirements: Aradani Wood Elf Ears, tribal 
tattoos of any color

Ancestral Weapon: Wild elves keep to their ancestral 
bow and avoid the crossbows and firearms of the mod-
ern world. Any wild elf may purchase the archery skill 
at no cost.

Racial Skill: Living Formulas. 5 CP. Wild elf tattoos are 
more than just metallic inks. Each tattoo is imbued with 
the alchemy of their people. Where most intrinsic alche-
mists must carry their formulas in notebooks, the wood 
elves carry them in their skin. While each tattoo holds 
only one transmutation, the skill provides for as many 
tattoos as they wish. 5 CP.

Dark Elves
Dark elves are a desperate race, backed into a corner and 
at war from the moment of their inception. Proximity to 
Amasagnul, the Mother of Monsters, has changed them 
so drastically that their own kin no longer recognize 
them. Dark elves consider themselves to be in a constant 
state of war and their militant culture supports this be-
lief.

Dark elves revere Honor and Duty above all other traits. 
Driven from their homes and living deep in enemy ter-
ritory, everyday life requires constant coordination be-
tween individuals, families and clans. They divide them-
selves along strict hierarchies with each individual aware 
of exactly where they stand in regard to every other in-
dividual.

Older dark elves dedicate themselves to war from birth 
and while still as beautiful as all elves, they bear the many 
scars proving their dedication. 
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Younger dark elves follow pursuits aside from war, 
though each is still trained and expected to defend the 
city from enemies.

History
Dark elves share a common history with their surface 
kin up to the events of the Elven Suppression by the Em-
pire. At the height of the fighting, the elven king Ygdrien 
declared his intention to surrender. His son Vendethiel 
requested command but was kidnapped and attacked by 
his brother Anhes instead. Fleeing northward with his 
followers, Vendethiel eventually found the entrance to 
the Underkingdom from the Birthing War.

With Empire forces a mere hour behind and no other 
options available, the elven refugees descended into this 
pit of hell where the humans dared not follow. 

Constant danger faced them from their very first day 
below ground. Waves of monsters crashed against their 
shields and while they all fell before their blades, many 
an elf fell with them.

Unable to advance after six months, the elves moved lat-
erally into tertiary tunnels, too small for pursuit from 
the largest monsters. Able to regroup for the first time, 
they struck camp, built defenses and ultimately founded 
the only free elven city – Ithilaughym.

Allies
Sharing common cultures and goals, dark Elves are 
closely allied with dwarves. This relationship is consid-
ered of vital national importance and like most crimes 
in Ithilaughym, jeopardizing it is punishable by death.

Enemies
Dark elves are surrounded by enemies. Despite carving 
out relative safety in the Underkingdom, battles with 
monsters are still an almost daily occurrence. Raids are 
mounted against the Empire on the surface when possi-
ble and are growing in frequency as the monster prob-
lem comes under control.

Appearance: Dark elves have gray skin and white, un-
bleachable hair. They dress in dark colors with a decided 
military cut as dark elven culture is based around their 
armies and combat.

Costume Requirements: Aradani Moon Elf Ears, 
Kryolan Aquacolor Gray 32B (or equivalent color from 
another brand), White/Silver Hair

Ancestral Weapon: Dark elves fight in tunnels deep be-
low the earth. Here, they have mastered the art of strik-
ing unseen from the shadows. All dark elves are profi-
cient with the crossbow at no cost.

Racial Skill: Focused Fighting. 5 CP. Dark elven combat 
is a flowing, musical art. This rhythm is used to gath-
er damage before releasing it in a powerful crescendo. 
Successful strikes may be replaced with “taps” – blows 
which call 0 damage of the appropriate tagline. Up to 
five taps may be made, causing the next successful attack 
to call the accumulated damage of all sacrificed swings 
in addition to its own. This skill may be used once per 
day per rank.

Sea Elves
Stories tell of a group of elves who fled in Night of Fall-
ing Fire into the sea. It is also said that these elves live 
their lives on the edges of the world in small villages 
made of rafts lashed together. Oddly, reality is far more 
interesting. 

Sea Elves left their rafts long ago as resources grew 
scarce on the lashed vessels. Many returned to the lands 
of man and are no doubt the source of the legends. Many 
more, however, entered the sea itself, turning their rafts 
from the ground beneath their feet to the sky overhead. 
The elves have since turned to alchemy to resupply the 
oxygen content to the air. 

Harvesting sustenance from the sea provides an abun-
dant life for these elves but the limited environment is 
causing many young sea elves to seek the surface world. 
These expatriates are welcomed by the Free Captains 
of the Pirate Isles and eagerly sought as alchemists and 
guides.
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Appearance: Aquatic Elves are blue in color from the low 
levels of nitrogen in their blood stream and tissues. Ad-
ditionally, their hair is usually dark as the luminescent 
lichen lighting their cities does not function as does UV 
light. They wear minimal clothing to avoid drag in the 
water and what they do wear is either waterproof shark-
skin or a light, diaphanous weave similar to netting.

Costuming Requirements: Aradani Sea Elf Ears, 
Kryolan Aquacolor Sky Blue 91 (or equivalent color 
from another brand)

Ancestral Weapon: Long Spear

Racial Skill: Naked Courage.	 5 CP. Armor is too cum-
bersome for aquatic wear and sea elves have learned oth-
er skills to compensate. This skill gives a sea elf ten points 
of natural armor which does not stack with physical ar-
mor and may not be enhanced by the Armor Training 
skills. Purchaseable once.

Desert Elves
Not all elves lived in the north-lands before the Night of 
Falling Fire and many were merchants and scholars in 
the land of the Caliphate. Despite what one might ex-
pect, these elves hold little sympathy for their kinsmen. 
The desert is a cold and cruel place and does not provide 
sustenance to the weak or sentimental. To the elves of the 
desert, their kinsmen were foolish to start a fight with 
someone they knew little about and doubly so when the 
began treating it as a game.

Appearance: The elves of the caliphate have tanned, dark 
skin as befits the harsh, hot land of their home. They 
dress in flowing silk robes which shed heat and are usu-
ally covered from head to toe like their human neigh-
bors. With a reputation as fierce lancers they are eagerly 
sought by the Caliphate as light cavalry. 

Costume Requirements: Aradani Nomad Elf Ears, Any 
spray tan in a bottle.

Ancestral Weapon: Scimitar

Racial Skill: Dervish Strike. 5 CP. Desert elves in com-
bat spin and leap, avoiding blows while lashing out to 
fell their opponents with one thousand tiny cuts. Prac-
titioners of this art may use their bonus Brutal Strike or 
Accuracy damage with both hands. Both weapons must 
be slashing weapons of the same length. Purchaseable 
once.

Frost Elves
A significant number of elves fled north to the top of the 
world to escape enslavement and slaughter at the hands 
of man and orc. As hunter/gatherers and raiders, some 
might consider these northern elves to be more primitive 
though this is far from the truth. 

 

Frost elves save their words for when they count, snatch-
ing them out of the frozen air and matching them with 
deeds. Their harsh environs demand total dedication for 
mere survival, leaving their inhabitants unable to indulge 
in laughter and emotion. Frost elves have a well-deserved 
reputation as taciturn and unfriendly if not openly ruth-
less.

Appearance: Frost elves are shorter than their kin as this 
produces less surface area for heat loss. Their skin is a 
very pale blue with more intense coloration in the folds 
of their skin around their eyes or in their hands. They 
dress in layers of thick wool and fur which the usually 
waterproof with seal fat. Jewelry and decoration is usual-
ly made of bone or stolen human metal.

Costume Requirement: Aradani Moon Elf Ears, Kryolan 
Aquacolor Baby Blue 587 (or equivalent color from an-
other brand)

Racial Skill: Indomitable Spear. 5 CP. There is little cov-
er in the frozen wastes of northern Nordun and Frost 
Elves have learned to set their spears to negate the initial 
charge of their opponents. Practitioners of this skill may 
“Parry” the first blow in any combat. Purchaseable once.
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Those That Have Returned have found themselves back 
in the Realm of the Living through different mechanism 
leading to different results. When the living die the fi-
nal death, their soul rises that night and begins the long 
journey south. At the end of their journey is an island 
where cultists of the dead god Erde guide spirits up the 
Stair of Release, through the Obsidian Disk and into the 
Land of the Dead. 

In theory, it is a one-way trip. Like all theories, however, 
there are exceptions. Ancient texts and stories tell of an 
endless frozen plain where the dead wander, each having 
lost...themselves. Mindless, they exist, unaware of their 
previous lives, their dreams, their goals and even how 
long they have been on the plains. 

No one really knows what to make of Those Who Have 
Returned, usually called, “The Returned.” Most remem-
ber their lives before death, although the amount they 
remember varies wildly. Those who died more recent-
ly seem to remember more and the “old dead” seem to 
remember less. None of them know how or why they 
made it back into the world of the living, but more and 
more seem to pop up daily.

Playing The Returned
Players need to do a little research before playing one 
of the Returned. First, pick an era and location you are 
interested in. Decide how much of your life you remem-
ber, including whether or not you remember your death. 
No one remembers their time on the frozen plains, but 
you will remember your return. These two stories, the 
past and the present, make up your character history.

Physical Description
The Returned are gaunt and lifeless with dark empty eye 
sockets, no noses and the rictus grin of a skull. Many 
have hair and some have flesh upon their bones. 

Costuming Requirement
Skeleton makeup - white skin, dark rings around eyes, 
no nose, teeth in grimace. You may not make previous 
race something that relies on makeup color alone as you 
will be white. 

Racial Attributes
The Thin Thread – Having lost much of themselves, the 
returned do not think of themselves as other do. They 
may purchase Willpower as a racial skill.

Beyond Metabolism - The Returned are walking corpses 
and as such are not affected by the ailments of the living. 
They may purchase Hardy as a racial skill.

Frozen Flesh – Regardless of how long since their re-
birth, they still bear the cold, lifeless limbs of the dead. 
They are able to block weapons with their hands.

Remnants of a Previous Life – The Returned are able to 
take two skills as traits to give some indication of their 
past.

Racial Skills
One Foot In: 5 CP. Having crossed the line between life 
and death, the spirits of the Returned with this skill are 
tattered, willowy things impossible to get a hold of. The 
Returned is immune to in-game effects that affect their 
spirit, either for good or ill. These effects include:

•	 Transmutations with “Curse” in the title

•	 Any effect which manipulates resurrections

•	 Any effect which lasts between events

When in doubt, speak with the Plot or Rules Marshals 
as to whether an effect is taken.

The Returned
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A very technologically advanced race, Gnomes value 
cleverness and creativity. Gnomes have an almost sui-
cidal disregard for safety and backup systems, making 
them as dangerous to their friends and families as their 
enemies. With their friendly, albeit distracted demeanor, 
and the efficacy of their bombs, it’s surprising they have 
enemies at all. 

The gnomes of Gael make their home in Bronwydd, a 
cloaked city of which their neighbors are unaware. To 
the contrary, their neighbors all believe that the gnomes  
all live on the moon. This is not true. They only have a 
colony there.

Gnomes have mastered farsight, the ability to speak over 
long distances and even interplanetary sailing. They in-
vented an explosive powder which they have turned into 
small thrown bombs as well as the firearm. It is not un-
reasonable to posit that the nations of Gael thank their 
gods that the gnomes have no interest in conquest.

Physical Description
Gnomes are famous for their ubiquitous hats and side-
burns. They dress in earth tone leathers, usually slight-
ly singed along the edges. Burdened down with gadgets 
and tools, they favor belts with many pockets as gnomes 
deeply respect a fellow gnome with his spanner constant-
ly at hand. Their skin is gray and they are blessed with 
bushy sideburns and eyebrows. Their ears are round and 
bulbous and provide a distinctive feature for the race.

Costuming Requirements
Aradani Gnome Ears, Kryolan Aquacolor - Gray 089 (or 
equivalent color from another brand)

Racial Abilities
Chemical Exposure – Gnomes have been exposed to so 
many chemicals over their lives that they have built re-
sistance to almost everything. Gnomes may purchase the 
skill Hardy.

Mad Science - The mind of a gnome is a scary place of 
giant formulas, arcing electricity and noxious chemicals. 
It can be said that they are too smart for their own good. 
Whether or not that is true, they are definitely too smart 
for anyone else’s. Gnomes may purchase the skill Will-
power.

Tinker Tinker Tinker – Gnomes tinker with anything. 
“If it’s not broken, don’t fix it,” is a concept so alien to 
gnomes that hearing it gives them the vapors. Gnomes 
may learn any single crafting skill at no cost. If it involves 
blowing something up, they can even name it after them-
selves.

Experienced Craftsmen – Gnomes learn to craft as chil-
dren and are already experienced by the time they leave 
home. Gnomes receive ten production points at no cost 
at character creation.

Racial Skill
Trap Sense: 5 CP. May call “Dodge” once per purchase in 
response to non-targeted damage. This includes area of 
effect damage, environmental damage and even thrown 
items, including packets that were not originally aimed 
at the gnome. In other words, you may dodge anything 
that was not specifically aimed at you. Purchaseable 
more than once.

Gnomes
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Halflings are a study in dichotomy yet make the incor-
poration of these seeming opposing traits look effortless. 
Despite their wanderlust, halflings place tremendous 
import on comfort and laziness when not roaming the 
countryside. Their short statures are only shallowly 
masked by amazing bravado and curiosity. While easily 
excitable they also possess an easy going nature making 
them natural peacemakers and friends. 

Halflings live in temperate climates intermixed with the 
majority residents. While there is no halfling homeland, 
traveling the Free Kingdoms illustrates that virtually ev-
ery village has a few halflings on the town council and 
that every kingdom has at least one halfling advisor.

The majority of halflings live in Alangea but there are 
more than a few spread throughout every different land.  
Wherever you find them, you can expect to find them 
dressed similar to their neighbors and friends with al-
most anyone.

Physical Description
Halfling society is traditionally rural and simple habits 
tend to follow them throughout life. Halfling males grow 
thick hair on the backs of their hands and as the women 
do not, it is a sign of great shame to cut it. For their part, 
female halflings always maintain some form of tradition-
al dress and braid their long hair elaborately.

Costuming Requirement
Halfling players must wear patches of fur on the top of 
their feet, even if wearing shoes. Halfling females have 
the option to incorporate an apron into their costuming 
instead, provided it is easily recognizable as such. Hal-
flings also must wear Aradani Halfling Ears

Racial Abilities
Swift of Thought – Halfling minds flitter and dart quick-
ly and are very hard to pin down. Halflings may buy the 
skill Willpower to represent this.

Worldly – Halflings travel a lot and meet a great many 
people. This helps them understand the value of things. 
Halflings automatically have the Appraise skill.

Hardy - Halflings are healthy and hardy folk. They are 
able to purchase the skill Hardy as often as they like.

Crafty - Halfling hands are nimble and dexterous. They 
are able to learn a single production skill at no cost.

Natural Allies - Rural halflings train animals for work 
and companionship. They can count on any non-preda-
tory animal as a companion.

Racial Skill
Bravery: 5 CP. Why the pastoral halflings would be more 
brave than other races is a mystery. Many ascribe this 
trait to their eternal optimism and the belief that every-
thing will work out in the end. Halflings with this skill 
are immune to Fear, responding “Resist” to each and ev-
ery instance. Purchaseable once.

Halflings
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Humans come in sweeping variety with new cultures 
and sects discovered frequently. They thrive in almost 
any conditions and dominate all aspects of life on Gael. 
Despite their similarities to each other, men divide 
themselves along geographical, religious or political 
rather than racial lines. Because of this, they are almost 
continually at war with each other.

History
Humans were created on the second Day of Making by 
Erde, the greatest of the gods. As the first sentient race 
created, men were scattered across the entire surface of 
Gael with more than enough room to thrive. 

Humans also made up the bulk of the armies during 
the First Birthing War and it was the human gods who 
fought in the vanguard. Many gods were lost in that bat-
tle, almost half. Of the gods, the greatest loss was Erde 
himself, the father of the gods. Perhaps worse, with the 
loss of the gods was also the loss of their Words and of 
f the lost Words, the greatest loss was the Word “Hu-
manity.”

While this is explained in more detail in the chapter on 
gods, the loss of a race’s word is catastrophic. Humanity 
cannot become a force in the world without the Word, 
at least, that is, until the Word is reclaimed. Until then, 
humanity is broken into their ethnic enclaves warring 
against each other for the limited resources left to them.

Physical Description
The diversity of humans shows as much from without as 
from within. They tend to encompass lighter skin tones 
in the north with darker in the south, but this is simply a 
generalization and humans of every color can be found 
in every locale. Humans divide themselves along cultur-
al and national, rather than racial, lines and are therefore 
the most welcoming of all the races.

Costuming Requirement 
None.

Racial Abilities
Diverse Traits – Humans choose any three skills for 
traits. These traits do not need to be chosen at character 
creation but once chosen they cannot be changed.

Infinite Variability – Human characters receive 10 ad-
ditional character points for character creation. These 
points are spent without regard to attribute prerequisites 
but must be spent at character creation.

Racial Skills
While Racial Abilities are the same across ethnicities, 
each group has their own Racial Skill. Please see each 
section.

Al Hambra
The inhabitants of 
northern Cadia are close 
descendants of the Cadi 
and still share many cul-
tural and physical simi-
larities with them.

The Al Hambra are 
well known scholars 
having invented ad-
vanced mathematics 
and astronomy. They 
are renowned traders 
and horsemen. They are 
currently suffering from 
their lack of a naval tra-
dition and their horses 
are ineffective against 
Caracan defensive works. Expect this situation to change 
soon however, as Al Hambran scholars are once again 
turning their attentions to siege engineering.

Appearance: All Al Hambra have dark hair and tanned 
skin which is naturally fairer than the Cadi though their 
coloration becomes closer with exposure to the sun. The 
wear loose robes of silk in many layers to control their 
body temperature in the blistering heat.

Racial Skill: Freedom of Movement. 5 CP. The open des-
ert calls to the Al Hambra and is responsible for their 
Bedouin tradition. This need to be on the move has en-
tered their very souls and protects them from magical 
binding. Al-hambrans may call “Resist” to a single bind-
ing transmutation which negates that particular trans-
mutation and grants immunity to new transmutations 
for the remainder of the combat. May purchase more 
than once.

Humans
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Alatyr
The Alatyr occupy the 
Free Kingdoms on 
Alangea. They share 
some ancestry with the 
Galicians to the south 
and the Bruins to the 
west. They currently 
live in a region of nu-
merous city states and 
as most of them are 
young, only time will 
tell which survive and 
which are absorbed by 
the others.

The Alatyr are currently very optimistic and feel that the 
time is theirs to rise to prominence. With a strong navy, 
they can force the Empire to battle on their terms, so 
their confidence may actually be justified.

Appearance: Alatyr have a neutral skin tone with hair 
colors ranging from blonde to brown to black with red 
being somewhat uncommon. They dress in practical 
clothing based on their mild climate.

Racial Skill: Readied Deadshot. 5 CP. The alatyr have a 
common tradition in the bow, relying on it for food and 
protection. Assuming the archer has his bow drawn and 
targeted on his opponent, his first shot in a combat gains 
the Penetrate tagline and cannot be blocked. Please note 
that they must have an arrow knocked before another 
participant calls damage. Purchaseable once.

Aranese
The Aranese can be 
found primarily in south-
eastern Nordun though 
the nation of Aran has 
been conquered. While 
the Aranese are known 
as poets and artists, many 
scholars have come from 
their numbers. In the 
300 years since the fall 
of their homeland, the 
Aranese are now firmly 
part of the Empire.

Having no interest in scholarly pursuits, the Voros glad-
ly turn over all such work to the Aranese, who now run 
the major centers of learning and culture throughout the 
Empire.

The Aranese share many features with the Galicians, a 
sister culture with whom there has been much inter-
breeding over the years. They also share some kinship 
with the alatyr, though they war with their southern 
neighbors more than breed with them.

Appearance: The aranese have dark hair ranging from 
brown to black. They pay a great deal of attention to fash-
ion and even the poorest among them have at least one 
set of silk or woolen finery.

Racial Skill: Dueling Tradition. 5 CP. The duel has long 
been fought in Aran as a means to protect your honor. 
Unscrupulous opponents do bring friends however, and 
you are accustomed to countering this. Once per day you 
may negate the Flanked status effect for the remainder of 
the combat by calling “Resist”. May be purchased more 
than once.

Bruin
Occupying the island 
between Tian Jin and 
Alangea, the Bruin once 
occupied  the majori-
ty of the island to their 
east  before losing it to 
the Alatyr out of Ca-
dia.  They have stopped 
Alatyr invasions of  the 
island twice now and 
are determined  to not 
only keep their indepen-
dence,  but rejoin with 
their kin in the southern  
Free Kingdoms.

Having lost the abundant resources of the larger conti-
nent, the Bruin lead a more hardscrabble existence than 
they have historically. However, their fierce pride in their 
heritage steel them through hardship and they seem 
none the worse for it.

Appearance: The Bruin are fair skinned with blonde, red 
and brown hair the most common. Black hair is extreme-
ly rare as is dark skin for the Bruin generally burn before 
they tan. They primarily dress in leather as they must be 
ready to fight off the Alatyr at any moment.

Racial Skill: Offensive Fighting. 5 CP. The bruin ideal of 
heroism has never been one of hiding behind walls or 
shields. For one combat per purchase. You may double 
your Brutal Strike damage while taking double damage 
from all sources. This skill does not function if you have 
anything but your weapon interposed between you and 
your opponent, including a shield or if you receive heal-
ing. Purchaseable once.
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Cadi
The river delta leading to 
the city of Aswan is fre-
quently called the Cradle 
of Civilization. This is 
true, by eastern standards, 
as archaeological studies 
have shown the Cadi to 
be the ancestors of all hu-
mans outside Datian. 

Theirs is a civilization go-
ing back over a thousand 
years and their lands are 
rich with trinkets and treasures of historical interest.

Scholars from all lands come to Aswan to study Cadi 
artifacts and much is coming to light about this ancient 
culture. Of special interest are their reverence for, and 
study of, the dead and caring for them seems to have 
dominated much of early Cadi society.

Appearance: The Cadi have skin bronzed by the sun 
with dark hair and eyes. Modern clothing is similar to 
the Al-Hambra as they wear robes of silk in many layers 
to avoid the deadly heat.

Racial Skill: Negative Energy Absorption. 5 CP. The As-
wan Delta is known as the Land of the Dead because of 
the large number of undead living there. Necromantic 
power infuses the very ground and taints all those born 
in the area. You may Resist Necromancy and gain a same 
leveled slot instead. May be purchased more than once.

Faroese
The Faroese are more than 
just eastern neighbors 
to the Voros, they have a 
shared kinship and ances-
try from far back in time. 
Interacting more with the 
Aranese and  Galicians, 
the Faroese have long 
been considered the civi-
lized branch of the family.

This is not strictly accu-
rate as the  peoples have 
much in common regard-
ing dress, appearance and 
culture. The Faroese are darker than their kin, probably 
because of Galician influence.

Less raiders and more farmers and craftsmen, the other 
races prefer dealing with the Faroese to the Voros. This 
is fine with them and they do quite well as middle men 
between their western cousins and the rest of the world.

Appearance: The Faroese are tall with hair that runs 
the gamut from blonde to red and brown. Their skin is 

generally more pale that even the Alantyr. Their hair is 
usually neatly cut as are their beards.

Racial Skill: Renewed Vigor. 5 CP. The Faroese have al-
ways straddled the line between civilization and the bar-
barism of their northern cousins. Gifted with additional 
endurance, a Faroese character may instantly regain 10 
health with the phrase “Heal 10.” May purchase more 
than once.

Galicians
The occupants of southern Cadia are the recognized 
progenitors of the Alatyr and Aranese and with the Vo-
ros, also gave birth to the Faroese.

Galicians founded the original Hallanic Empire and 
though it has fallen, their current nation, Caracas, is 
both strong and aggressive. With a strong navy and de-
fensive works, they are relatively immune to retaliation 
from the Al Hamra to the east and have dedicated them-
selves to conquering them.

Appearance: Hair color is almost universally black with 
only rare dark brown. They have olive complexions and 
are usually tanned as befits their close proximity to the 
sea. Galicians dress in loose robes of cotton and are ac-
customed to showing more flesh than their northern 
descendants.

Racial Skill: Phalanx Fighter. 5 CP. The tradition of your 
greatest warriors lies in the spear and shield style where 
men stand side by side with their brothers in com-
mon cause. As long as you are standing beside an ally 
equipped with a shield, you may use this Shield Parry 
to protect either of you. This parry is usable once per 
purchase. May purchase more than once.

Machavaya
These dark and forebod-
ing members of the Em-
pire stay constantly to the 
shadows and less traveled 
paths, where ever they go 
there are hushed whispers 
and rumors of darker 
things abound. 

While some have reputa-
tions as thieves, kidnap-
pers and traffickers in 
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dark magic, the Machavaya are a people of legend, most 
of it the nervous rambling of those worried the land be-
comes cursed where they travel.

A very insular people, the Machavaya consider them-
selves outsiders wherever they are. They neither ask for 
charity nor give it but always have something to bargin. 
Their fortune tellers are extremely powerful, as are their 
curses.

Appearance: They have dark hair and dark complexion 
with faint olive undertones. Men and women dress in 
practical Faroese garb but the women often with glitter-
ing gold jewelry at the wrists and neck hearkening to old 
years bygone ages.

Racial Skill: Coven Casting. 5 CP. Your close knit family 
traditions infuse your very soul and increase your magi-
cal ability. If all three casters have this skill and are able to 
cast the ritual being cast, the you may add an additional 
Tier Essence for each person with Coven Casting. Pur-
chaseable once.

Orosomo
The people of Orosia may 
be as ancient as the Cadi, 
or may even be the same 
ethnicity. As the Orosomo 
do not keep written re-
cords, this question burns 
in the minds of scholars 
and drives many expedi-
tions.

Only slightly less hot 
than the Aswan Delta, 
and without the water to 
keep it cool, the jungles 
of Orosia are a sweltering hell filled with predators and 
far worse. Some Orosomo worship the monster children 
of Amasagnul and participate in cannibalism. The wild 
elves of the area are equally dangerous along with the na-
tive flora and fauna, some of the deadliest on Gael.

The Orosomo wear the bare minimum of clothing re-
quired for modesty and fight unarmored in deference to 
the heat. With no industry of their own, they trade gems 
and spices for metal spear and arrow heads and a fortune 
is to be made in the exchange if a merchant survives long 
enough.

Racial Skill: Hide In Plain Sight. 5 CP. No people are 
more stealthy than yours when in the jungles of your 
homelands. You may immediately hide as long as there is 
vegetation of your size or larger within 10’. You must still 
purchase Hide in Shadows. Purchaseable once. 

Tian
Unknown to eastern civ-
ilization, the  Tian had a 
thriving civilization going 
long before the Cadi first 
walked the course of the 
river westward. With over 
four thousand years of 
scholarship and tradition, 
there is much the Tian 
know, but far less that they 
share.

Foreigners are banned from 
the lands of Tian Jin on pain of death though that decree 
does little but drive up the price of Tian products. Still, 
little is known of the interior of the continent or its in-
habitants.

Appearance: The Tian dress in silk in the north with the 
southerners in wool and furs due to the frigid tempera-
tures. Few tian have dark brown hair with the majori-
ty having black hair and dark eyes. Interbreeding with 
Easterners is unheard of at this time and all eyes are on 
this ancient nation to see if they will open themselves to 
interaction with the east.

Racial Skill: Improvised Martial Arts. 5 CP. The Tian 
martial arts are able to turn any object into a deadly 
weapon. You may apply your highest Brutal Strike or Ac-
curacy bonus to any combat safe object. May purchase 
once.

Voros
Birthed on the central plains 
of Nordun, the men of the 
northern continent are taller 
and bigger than most Voros. 
Historically a tribe-based 
culture, when the Eisenstadt 
conquered the other tribes, 
they became a nation for the 
first time.

As the dominant ethnicity 
on Gael today, all are wait-
ing to see if they will regain 
their strength from their re-
cent defeats and continue their expansion.

Appearance: Voros wear rough, homespun clothing and 
furs as their lands are quite cold. While their traditional 
occupation has been as raiders, they are as civilized as 
any other culture of men.

Racial Skill: Natural Transmutations. 5 CP. The myths of 
your people abound with shape-changers. You may cast 
self-targeted transmutations normally when in animal 
form. May purchase once.
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The Created are a mystery, or at least, their creator is. Ev-
ery sentient being on Gael can point to their creator. The 
act of creation was a very personal one, leaving an indel-
ible stamp on both the creator and the created. Some-
thing went wrong with The Created, however.

The Created appear humanoid from a distance but can be 
seen to have been stitched together when seen up close. 
Animated by some mysterious force, they come to life 
fully formed and do not show age. Their animating force 
can run out over time and their bodies may be damaged 
beyond repair.

Unlike other races, The Created are born intelligent and 
aware. Once told of the importance of naming, they 
usually name themselves after the time or place of their 
birth, something they like or something they have been 
called by others. They take great pride in their names and 
are unwilling to use aliases.

The Created have a god, actually a goddess, The Ragdoll. 
As best as can be told, she appeared on the planet Elysi-
um that same day in 1265. Furthermore, she denies hav-
ing made them, stating instead that they made her. For 
this reason, virtually every scholar on the planet consid-
ers her, and probably her creation, to be mad. After all, 
would this affair not break the Second Rule of Alchemy? 
“Every Cause has an Effect, every Effect has a Cause.” 
Clearly, she cannot be both Cause and Effect for the Laws 
of Alchemy are immutable.

History

The first known Created was Harrow, born in the year 
1265. Confused for a Revenant, Harrow was driven into 
the mountains of Alangea for the first decade of his life. 

He fought to defend his home from Empire invaders 
during the Revolt of the Free Kingdoms but was captured 
in the first year. Upon learning that he was not undead, 
his fellow prisoners recruited him and he joined their es-
cape later that month.

He fought in the levies of the town Harrow as heavy in-
fantry for the rest of the war and was named a Hero of 
the Realm at the successful conclusion of the Revolt.

All Created are made citizens of the Kingdoms upon 
their birth in his name. They are allowed to choose any 
city to receive their allegiance but are not required to 
do so. They enjoy all the benefits of living beings in the 
Kingdoms and have not been found on any of the other 
continents.

Allies: The Created are welcomed in the Free Kingdoms.

Enemies: The Created have no enemies. Even animals 
leave them alone, finding them inedible.

Physical Appearance
The Created are humanoids who have been magically 
animated through unknown means. Though they appear 
human in almost all respects, the stitching required to 
hold them together is always visible.

Costume Requirements
Patchwork stitching on all exposed skin

Racial Abilities
Natural Weapons: Monstrous Appearance: The Created 
have hands as cold and hard as stone. They are able to 
block with natural weapons, their natural weapons call 1 
base damage and they are able to cast by touch. 

Skilled: Medicine: The Created do not heal as others. 
Rather, they have all learned the skill Medicine to patch 
themselves back together when damaged.

Hardy: The Created may purchase the skill Hardy a.

Obsessive: Their confusing existence is simply unbear-
able to The Created. All Created learn Knowledge: Phi-
losophy and Knowledge: Religion at no cost.

Racial Skill
Flurry of Blows: 5 CP. Once a tagline has been called 
in combat, the next five blows require only their dam-
age even if the tagline would change. Activated with the 
phrase “Flurry.” Purchaseable once. 

The Created
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There is a place, right next to us, where magic and won-
der abound. You can see it, out of the corner of your eye, 
but only when you’re not looking for it. You can even 
feel it, usually around dusk, when you’re walking alone 
toward home. Yes, at those times you can feel it, like dag-
gers itching for a spot just below your fifth rib.

Tir Na nÓg overlies everything you see. It seeps into our 
reality during times of change - the solstices, naming 
days, twilight or dawn. Unlike the homes of the gods, 
which can be seen and maybe traveled to, Tir Na nÓg 
must be reached by other means.

There are as many types of fey as there are believers to 
bring them to life. On Gael, however, four types have 
reached such notoriety, and therefore believers, that they 
are able to take physical form.

Faeries
This is a broad category of 
fey that include Faeries, Nix-
ies, Brownies, Nyads, Pixies, 
Redcaps and Korred. They  
represent the rank and file of 
the fey, some important, but 
most not. Their form is mu-
table but the can always be 
told one from another and  
cannot act in the world with-
out becoming human-sized.

Physical Appearance: Faeries all have wings, all differ-
ent from anothers, some larger, some smaller. All faeries 
have shiny skin that glitters in the light.

Costume Requirements: Aradani Large Anime Elf Ears, 
Wings that cover at least the top of the head to the belt. 
Glitter must be applied lightly to the skin.

Racial Abilities: 

Wings: All faeries have diminuitive wings. They are 
strong enough to allow them to float slightly above the 
ground but not actually fly. Faeries are immune to Pins 
and environmental effects on the ground such as lava or 
thorns.

Alien Mindset: Fey attitudes and logic are so alien to 
mortals that they are almost impossible to influence. Fa-
eries may purchase Willpower as a racial skill.

Alien Physiology: Fey may look like mortals but are re-
ally nothing like them on the inside. Poisons and diseas-
es that would kill a human may be completely ineffectu-
al. Faeries may purchase Hardy as a racial skill.

Boundless Energy: Faeries constantly flitter about chas-
ing whatever interest currently captured their fancy. All 
faeries have 5 free CP with which to puchase action slots.

Magical Speech: Roleplaying. This ability allows Fey to 
speak with natural animals but does not award any type 
of cooperation.

Racial Skill: Natural Stealth. 5 CP. Faeries with this abil-
ity can move while using the Hiding in Shadows Skill 
while outdoors. You must still purchase Hide in Shad-
ows, Purchaseable once.

Satyrs
Despite common belief, 
not all satyrs are male and 
female satyrs are called 
nymphs. These fey are  
almost completely domi-
nated by their passions, al-
though most are not phys-
ical. Satyrs and nymphs 
frequently rush off after 
new causes or interests and 
are therefore not usually 
very dependable.

Physical Appearance: Sa-
tyrs and nymphs must have 
horns and furred legs with 
hooves. 

Costume Requirements: Aradani faun ears, furred legs 
with backward knees (google), Aradani Elope Satyr 
Horns

Racial Abilities

Alien Mindset: Fey attitudes and logic are so alien to 
mortals that they are almost impossible to influence. Fa-
eries may purchase Willpower as a racial skill.

Alien Physiology: Fey may look like mortals but are re-
ally nothing like them on the inside. Poisons and diseas-
es that would kill a human may be completely ineffectu-
al. Faeries may purchase Hardy as a racial skill.

Impassioned Speech: Satyrs and nymphs charge straight 
ahead in arguments as well as combat. They gain the 
transmutation Enthrall at no cost and are able to cast it 
three times a day without the use of action slots.

Powerful Build: Satyrs and nymphs charge forward in 
everything they do. They are much stronger than they 
appear and may apply +1 to contested strength checks, 
but not for damage.

Powerful Shanks: Satyrs can buy Freedom of Movement 
as a racial skill.

Racial Skill: Ferocious Charge. 5 CP. All satyrs and 
nymphs have horns that they use to deadly effect in 
combat. Your first strike in combat does double damage 
if you swing first. Purchaseable once.

The Unborn
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Sidhe
The Sidhe are the rulers of 
the Fey. As rulers, they are 
accustomed to being obeyed 
and are known for their tem-
per when defied. Fey mo-
rality is very different from 
mortal norms and frequently 
seems random to outsiders.  
In general:

•	 Fey are part of the 
natural world and 
consider themselves it’s protectors. With that said, 
they respect the beliefs of others and so must ask 
permission to enter another’s abode.

•	 Fey consider oaths and promises very seriously 
but take them literally. Do not assume that their 
intentions are what they appear.

•	 Fey prefer the dramatic to that which is planned. 
Sponeniety is everything and boredom is heinous. 
Always prepare for quick shifts, especially if the fey 
would benefit.

Physical Appearance: The Sidhe are incredibly varied 
and no two look alike. Some dress in finery, others in 
rags. However, irregardless of outward appearance, all 
Sidhe are striking and with a nobility that demands at-
tention. This is seen most strongly in their eyes which 
glow with an inner light.

Costume Requirements: Aradani Royal Fae Elf Ears or 
Aradani Long Anime Elf Ears, metalic makeup around 
eyes

Racial Abilities

Alien Mindset: Fey attitudes and logic are so alien to 
mortals that they are almost impossible to influence. Fa-
eries may purchase Willpower as a racial skill.

Alien Physiology: Fey may look like mortals but are re-
ally nothing like them on the inside. Poisons and diseas-
es that would kill a human may be completely ineffectu-
al. Faeries may purchase Hardy as a racial skill.

Slashing Light: The Sidhe despise iron weapons, con-
sidering them the province of brutish men and orcs. A 
Sidhe is proficient in any type of sword as long as it is not 
made of iron or steel.

Inhuman Speed: The Sidhe accomplish far more than 
than mortals in brief periods of time. All Sidhe get five 
free CP with which to purchase action slots.

Noble Presence: Sidhe are accustomed to being obeyed 
for good reason. They may cast the Command trans-
mutation three times a day without expending action 
slots. May be purchased more than once.

Fomori
The Fomori are usually seen as  
the enemies of the Sidhe, but  
their relationship is actually 
far more complex. Considered 
by some to be monsters, the  
Fomori are more a force of  
nature. The Sidhe generally rep-
resent the hospitable aspects 
of nature while the Fomori the 
harmful ones. May heroes are 
half-Sidhe/half-Fomori as inter-
marriage between the two is not 
unheard of.

The Fomori prefer the dark and cold and live and work 
underground. Their time on the surface is generally at 
night but they suffer no inconvenience from sunlight. In 
the end, each Fomori should be taken individually, but 
never at face value. They are much more varied than the 
Sidhe but generally follow the same norms.

Physical Appearance: The Fomori are even more varied 
than the Sidhe and their dress follows suit. All Fomori 
have a third eye that shows only when open. The appear-
ance of this eye varies wildly with some looking just like 
the other two and others looking like they are drawn on, 
carved in or made of glowing light.

Costume Requirements: Aradani Twilight Elf Ears, 
Kryolan Aquacolor Light Purple 482 (or equivalent color 
from another brand), White/Silver Hair, Aradani Elope 
Beast Horns - Small

Racial Abilities

Alien Mindset: Fey attitudes and logic are so alien to 
mortals that they are almost impossible to influence. Fa-
eries may purchase Willpower as a racial skill.

Alien Physiology: Fey may look like mortals but are real-
ly nothing like them on the inside. Poisons and diseases 
that would kill a human may be completely ineffectual. 
Faeries may purchase Hardy as a racial skill.

Resillient: Fomori receive 10 extra hit points at character 
creation.

Resist Cold: Fomori are able to purchase Resist <Ele-
ment> at no cost as long as the element they choose is 
cold.

Racial Skill: Mirrored Sight. 5 CP. Fomori are able to see 
the world mirrored by opening their third eye. They are 
stiill able to act normally when doing so, but now show 
no effect to visual phenomena such as seeing a gorgon or 
reading a glyph. They may still read and write normally 
as they have had years to practice seeing the world in this 
manner. Purchaseable once.
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Wildkin are a diverse type of animals  able to achieve 
anthropomorphic form. They usually either strive to 
survive in the boundaries of civilization  or retreat to the 
wilderness to be with their animal kin. Many are naive to 
the differences between other humanoids and see them 
as one species. Their valuable animal traits are frequent-
ly needed by civilized man. 

Playing a Wildkin
It is easy to forget that Wildkin are animals able to take 
anthropomorphic form, not humans able to take animal 
form. Decide what type of animal you want to play and 
imagine what they would be like. Remember that ani-
mals have different priorities than humans. How old is 
your character and how long have they been in the lands 
of man? Wildkin who have been here longer will better 
understand humanoids and may have picked up their 
priorities and ways.

Physical Description
 There is very little uniformity to Wildkin. Their appear-
ance varies from species to species and individual to 
individual.  In their animal form, Wildkin appear as a 
larger, often distinctively marked member of their spe-
cies . In bipedal form, they appear as a humanoid animal 
with traits appropriate to their base species. 

Costuming Requirement
Appropriate for animal race. Ears are required, Make-
up must include two colors. Makeup must be approved 
before play. Additional facial Prosthetics are highly en-
couraged. The Wildkin can vary wildly on how “human” 
they look, with some looking very in tune with their an-
imal side. 

Racial Attributes:
Nature’s weapons - Instinctively drawn to bite or claw 
foes or threats, all Wildkin have proficiency with natural 
weapons and call 1 damage rather than 0 . Each Wild-
kin must select the form of their starting weapon, be it 
biting/raking with claws, pecking with a beak or tearing 
with teeth.

Beastly Body -There is no better designer than nature. 
Your natural weapons match the hardness of steel and 
may be used to intercept blows. This skill gives you con-
tinuous use of the Racial Skill: Monstrous Appearance 
in either form. 

Speech of Your Kin – Roleplaying Skill - You may speak 
to any of your feral kin and vise-versa. They see you as 

an alpha of their kind and can be convinced to help you 
in your adventures. Communication with those of ani-
mal-level intelligence is frequently vague and limited to 
their interests and understanding. Complex directions 
are unlikely to be followed. 

Second Form – You may resume your animal form at 
will. This process takes as long as required to don the 
appropriate costuming and Holds may not be called. In 
effect, you must carry a tabard, mask and claws with you, 
at a minimum. 

Racial Skill
Gone Feral. 8 CP. Some Wildkin dislike the feel of man-
ufactured weaponry and choose to fight with their nat-
ural weapons. Your natural attack does additional dam-
age, but the muscle memory required to do so has made 
training any other weapons nearly impossible. Though 
you may use them, they’ll never compare to those pearly 
whites or claws. You are therefore able to purchase Bru-
tal Strike: Natural Weapon at the discounted rate of 8 CP 
rather than 12. May be purchased more than once.

Wildkin
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Undiscovered and Strange Races
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As a classless system, Alchemy gives all characters access to 
all skills. Standardized skills that all players may want are 
in the General Skills tab. As non-attribute skills, they have 
very little in the way of prerequisites and form the basics of 
your character, whereas attribute skills cover what makes 
you special. For this reason, it is possible to make a charac-
ter solely out of General Skills but it isn’t really ideal.

Stat Points
Choosing your stat points is one of the biggest decisions 
you will make while building your character. The number 
of stat points you have in an attribute is the maximum level 
of skills you can take within that attribute. So, if you have 
a Str of 2 and Dex of 3, you can take second level Strength 
skills and third level Dexterity skills.

As a classless system, there are a great many character con-
cepts that you can make, all of them different from each 
other. A standard “fighter”, to the extent that there even is 
one, has to choose their focus. Consider the many kinds of 
“fighters”:

An offensive fighter might concentrate on the Strength 
attribute, pushing their damage as high as possible.

A defensive fighter might do the same with Constitution, 
raising defense as high as possible.

A balanced fighter will probably take both, and as the first 
two Attributes purchased are at the lowest cost, this is not 
hard to do.

A swashbuckler, however, could take strength and dexteri-
ty, counting on being quick on their feet for their defense.

Once you begin adding transmutations, your choices 
quickly multiply. Are you interested in a Ranger? Add 
Wisdom to Dexterity. How about a Paladin? Add Wisdom 
to Strength. Intelligence is helpful as well.  

Action Slots
Action slots are how you use on-demand skills and are rep-
resented in the “Slots” column of the skill charts. Numbers 
1-5 represent the level of slot required to activate the skill. 
“C” represents “continuous” skills that don’t require slots to 
activate and run in the background. Finally, “P” represents 
“production” skills wherein you activate a production/craft-
ing item. 

Activating an item you made doesn’t require a slot (Unless 
Specified) while activating an item made by another does 
require a level of slot equal to the level of the item. You will 
find these three codes throughout the charts to come and 
are listed on every skill.

Action slots can be purchased in any configuration as long 
as there are more beneath each level than on it. This means 
that you can buy one 2nd level slot if you have two 1 st level 

slots. Likewise, you 
can buy seven 4th 
level slots, provided 
you have eight 3rd 
level slots. You don’t 
have to buy a high-
er-level slot every 
time you have two 
lower-level slots, but 
rather, that you can. 
In this way it is possi-
ble to have seven 1st , six 2nd , three 3rd and one 4th . Lastly, 
once you have four slots in a level, you can have four in each 
of the rows above. You aren’t required to, but you can.

Skill Reset
One last note on ac-
tion slots, they reset 
during an event.

First and second level 
slots are reset with a 
free skill called “Battle 
Meditation.” A player 
can “meditate” for 60 
seconds per level to 
reset a 1st or 2nd level 
slot. Multiple expend-
ed slots therefore re-
quire multiple 60 second counts for meditation. No actions 
aside from walking or sitting quietly may be taken while 
meditating and meditation only returns a single Slot.

Third level slots re-
set every 12 hours 
(7am/7pm)

Fourth level Slots reset 
every 24 hours (7pm)

Fifth level Slots do not 
reset and can only be 
used once each week-
end.

Additional resets may 
be called depending 
on Plot events taking 
place.

General Skills - The Basics
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General Skills
Skill Cost Prerequisite Description Slot

Stat Points - Attributes
     Primary 2 None Min of 0, Max of 5. C
     Secondary Stat Point 2 None Min of 0, Max of 5. C
     Tertiary Stat Point 3 None Min of 0, Max of 5. C
     Quaternary Point 4 None Min of 0, Max of 5. C
     Quintary Stat Point 5 None Min of 0, Max of 5. C
Knowledge Skills
   Knowledge: Alchemy 2 None Gain roleplaying knowledge from a mar-

shal about the different process of alchemy.
C

   Knowledge: History 2 None Gain roleplaying knowledge from a mar-
shal about the history of Gael

C

   Knowledge: Local 2 None Gain roleplaying knowledge from a mar-
shal about the local area

C

   Knowledge: Nature 2 None Gain roleplaying knowledge from a mar-
shal about flora and fauna

C

   Knowledge: Planes 2 None Gain roleplaying knowledge from a mar-
shal about the planets and outsiders

C

   Knowledge: Religion 2 None Gain roleplaying knowledge from a mar-
shal about the gods and their worshipers

C

   Knowledge: Other 2 None Gain roleplaying knowledge from a mar-
shal about any specific subject

C

   Appraise 5 None Know the value of an in-game item C
Hit Points/Action Slots/Production Points
   x5 Hit points 0 None Starting HPs C
   Extra HPs 1-50 1 None Gain 2 HPs/Rank C
   Extra HPs 50+ 2 None Gain 2 HPs/Rank C
   1-2 lvl Action Slots 1 Per Pyramid Gain 1 Action Slot of appropriate level. C
   3-4 lvl Action Slots 2 Per Pyramid Gain 1 Action Slot of appropriate level. C
   5th lvl Action Slots 3 Per Pyramid Gain 1 Action Slot of appropriate level. C
   Prod Points 1-100 1 None Gain 2 PPs/rank C
   Prod Points 101-200 2 None Gain 2 PPs/rank C
   Prod Points 201+ 3 None Gain 2 PPs/rank C
Racial Abilities
   Willpower 3 Racial Resist one Enchantment status effect per 

purchase. This costs a 3rd Tier Slot to use
3

   Hardy 4 Racial Resist one Disease or Poison status effect 
per purchase. You can purchase this skill 
more than once. This costs a 3rd Tier Slot 
to use

3
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General Skills
Skill Cost Prerequisite Description Slot

   Racial Skills 5 Racial This allows you to utilize your racial skill. 
Where appropriate, you can purchase these 
skills more than once.

3

Armor Proficiency
   Light Armor 5 None May wear armor totaling less than 10 

points
C

   Medium Armor 5 Armor Prof Light May wear armor totaling less than 20 
points

C

   Heavy Armor 5 Armor Prof Medium May wear armor of any point value C
Weapon Proficiency
   One handed 7 None Use of one handed blunt, edged and pierc-

ing weapons
C

   Two handed 7 None Use of two handed blunt, edged and pierc-
ing weapons

C

   Edged 5 None Use of one and two handed edged weapons C
   Blunt 5 None Use of one and two handed blunt weapons C
   Peirce 5 None Use of one and two handed piercing 

weapons
C

   Simple 3 None Use of weapons 24" or less in length includ-
ing thrown weapons

C

   Natural 5 None Use of claws/fist weapons C
   Archery 5 None Use of bows and crossbows C
   Shield Use 5 None Proficiency in shield usage C
   Specialization 3 None Use of one weapon rather than a category C
   Melee Mastery 10 None Use of all melee weapons C
   Weapon Mastery 20 None Use of all weapons C
   Firearms 5 None Use of flintlock pistols C
Crafting Skills
   Delegation <level> 5 Cooperative Casting This skill allows you to utilize an assistant 

for cooperative crafting that would not 
otherwise qualify. Please see this skill  
description for important information.

C

   Exceptional Artisan 5 Any Crafting Skill Reduce the production points to craft by 
25%

C

   Frugal Artisan 5 Any Crafting Skill Reduce the silver piece cost to craft by 25% C
   Expeditious Artisan 5 Any Crafting Skill Reduce the time required to craft by 25% C
   Cooperative Crafting 5 Any Crafting Skill Combine your work with others to create 

items costing more production points than  
you possess. Both partners must have this 
skill and the formula of the item being 
made.

C



CHARACTERS

33

General Skills
Skill Cost Prerequisite Description Slot

Engineering <level> Please Chapter 4: Production and Crafting C
Apothecary <level> Please Chapter 4: Production and Crafting C
Ritual Alchemy <level> Please Chapter 4: Production and Crafting C
Smithing <level> Please Chapter 4: Production and Crafting C
Gathering Skills
   Gathering 1 3 Knowledge: Any Choose 10 Level 1 essences at the begin-

ning of the event
C

   Gathering 2 3 Knowledge: Any,
Gathering 1

Choose 20 Tier 1 and 10 Tier 2 essences at 
the beginning of the event. 

C

Leadership
  Cohort Leadership 2 Cohort Membership May include one individual into a cohort 

you lead per CHR Attribute  rank
C

  Cohort Membership 10 None May be included in a cohort. C

Misc. Skills
Artifact Attunement 1 None May Attune to 2 levels of artifact power

Find Secret Doors 2 None Allows you to see hidden doors and the like C
Open Secret Doors 5 Find Secret Doors Allows you to open simple secret doors or 

attempt to by pass complicated ones
5

Medicine  Level Prerequisite Cost Slot Description

Medicine I 1  None 5 C Can preform First Aid in 60 Sec
Medicine II 2 Medicine I 5 C Can preform First Aid in 40 Sec
Medicine III 3 Medicine II 5 C Can preform First Aid in 30 Sec

Medicine IV 4 Medicine III 5 C Can preform First Aid in 20 Sec
Medicine V 5 Medicine IV 5 C Can preform First Aid in 10 Sec

Bandaging 1 Medicine I 3 C Stops Bleed Out Count (1 Kit)
Psychic Reduction 5 Medicine V 7 5 Remove Mind Effecting/10 Count
Surgery 3 Medicine III 5 3 Restore Limb/120 Count
Defibrillation 5 Medicine V 10 C Raise Dead/5 min Count

Create Lesser Medicine Bag 3 Medicine III 10 C Create Lesser Kits
Create Greater Medicine Bag 5 Medicine III, 

Surgery
15 C Create Greater Kits

General Skill Descriptions
Attributes/Stat Points
Information on this topic can be found in the section 
General Skills - The Basics on page 32.

Knowledge Skills
These skills are roleplaying oriented and do not guaran-
tee any specific advantage. Rather, they can be used to 

ask a martial for specific information, or to help advance 
the Plot. These skills are also useful as an introduction 
to new factions or to define your character’s personality 
and background. 

Knowledge Other: This skill is a catchall for player 
generated Plot. Generally, the more specific your focus, 
the more specific effects you will achieve. For example, 
you will receive more reputation points for Knowledge: 
Town Guard than you would Knowledge: Local.
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Appraise: Some in-game items have a nine-digit code 
indicating that they have a specific in-game value. This 
skill allows you to interpret that code and act on its in-
formation. The key for this code can be obtained from 
Logistics.

Action Slots, Hit and Production Points
At least some Action Slots and Hit Points should be pur-
chased at each level. Action Slots are required to use

 most in-game skills and Hit Points are needed to keep 
you alive and moving.

See the section “General Skills - The Basics” on page 
32 for information on how to purchase Action Slots. 
CP cost is based on the level of the slot rather than the 
number of them purchased. Action Slots are generic in 
that they can be used for any appropriately leveled skill 
regardless of attribute or function. There are no prereq-
uisites for them and you may purchase as many as you 
like provided you purchase them in the pyramid format. 
It is possible to build a character with only continuous 
skills, and therefore no need for action slots, but most 
characters will find them indispensable.

Hit Points: Please see the section “General Skills - The 
Basics” on page 32. The cost of Hit Points is based on the 
number already purchased, not counting the initial five 
awarded at character creation. More information can 
be found in this chapter under Death and Dying but in 
summary, you go unconscious, entering the bleed state 
at 0 hit points, beginning your 60 second bleed count. 
Once completed, you enter the dead state and begin a 
300-second death count. Upon completion you rise as 
a spirit, leave your in-game items on the ground, don a 
white sash and head to the Plot Cabin.  If you have no 
more resurrections left, you will need to perform other 
specific actions which will be discussed at that time.

Production Points: Please see Chapters 3 and 5 for 
methods to spend Production Points. In general, they 
represent the work produced when making in-game 
items of utility or value.  Like hit points, your charac-
ter sheet with tell you how many production points you 
have for each event. You are responsible for tracking 
your own production and then summarizing it on your 
character sheet, so please keep track of them.

Racial Abilities
Willpower: This skill represents the characters ability to 
resist one enchantment effect for each time purchased. 
The specifics of this skill are left to the discretion of the 
player and may represent stubbornness, mindlessness, 
insanity, divine protection or any other role playing ve-
hicle. In practice, when the player wants to use this skill, 
they have 5 seconds in which to call “Resist.: This is an 
out-of-game statement and does not indicate to in-game 
observers whether the enchantment took effect or not. 
Because of this, the defense need only be heard by the 
originator of the enchantment effect. It is then the re-

sponsibility of the player to react to the original cause of 
the effect as appropriate, whether real or contrived. This 
skill can be purchased more than once and may be used 
once per reset per purchase depending on its level.

Hardy: This skill represents the characters ability to re-
sist one poison or disease effect for each time purchased. 
The specifics of this skill are left to the discretion of the 
player and may represent constitution, perseverance, the 
lack of a digestive system, divine protection or any other 
role playing vehicle. In practice, when the player wants 
to use this skill, they have 5 seconds in which to call 
“Resist.: This is an out-of-game statement and does not 
indicate to in-game observers whether the enchantment 
took effect or not. Because of this, the defense need only 
be heard by the originator of the enchantment effect. It is 
then the responsibility of the player to react to the orig-
inal cause of the effect as appropriate, whether real or 
contrived. This skill can be purchased more than once 
and may be used once per reset per purchase depending 
on its level.

Racial Skills: The specifics of each skill are listed in their 
appropriate racial entry at the beginning of this chapter. 
These skills generally cost 5 points and can be purchased 
as often as desired. These skills may represent a signifi-
cant discount or a unique skill, depending on the race. 
These skills are generally reserved for the race to which 
they are assigned but this is not guaranteed. These skills 
have no prerequisite other than the race itself.

Armor Proficiency
Please see Chapter 2 for specifics on armor points and 
how armor is made. Proficiency applies to base armor 
points of physical armor only and their limits can be 
modified in a number of ways. Other types of armor, 
such as those provided by a skill, alchemical effect or rit-
ual, do not count toward level of proficiency. Armor pro-
ficiency does not take materials into account so a player 
with only one metal bracer would count as light armor.

Light Armor: The player is limited to 10 base points of 
physical armor.

Medium Armor: The player is limited to 20 base points 
of physical armor.

Heavy armor: The player is not limited and may wear 
any amount of physical armor.

Weapon Proficiency
Please see Chapter 2 for specifics on weapon damage 
and how weapons are made. Proficiency allows the use 
of the weapon type or category in the manner described 
in Chapter 2. Strikes applied to a weapon in which the 
player is not proficient are taken as normal damage by 
the player.

One-handed Proficiency: This skill provides proficien-
cy in all one-handed melee weapons whether slashing, 
blunt or piercing.
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Two-handed Proficiency: This skill provides proficien-
cy in all two-handed melee weapons whether slashing, 
blunt or piercing.

Edged Proficiency: This skill provides proficiency in all 
edged melee weapons including swords, daggers and 
axes including double weapons.

Blunt Proficiency: This skill provides proficiency in all 
blunt melee weapons including staves, maces and clubs 
including double weapons.

Piercing Proficiency: This skill provides proficiency in 
all piercing melee weapons including daggers, spears, 
picks and rapiers, including double weapons.

Simple Weapon Proficiency: This skill provides profi-
ciency in all melee weapons under 24” in length.

Natural Weapon Proficiency: This skill provides the 
ability to call 0 damage with natural weapons, including 
fists. Additional damage must be added through claws or 
brutal strike.

Find Secret Doors: Secret Doors and other hidden ob-
jects could be anywhere. Those with a keen eye for detail 
can search them out. Hidden objects are marked with 
Green Dot Stickers, The Triggers to open these objects 
if else where will also be marked with a similar sticker.

Open Secret Doors: Once one has found a secret or hid-
den object in most cases there are some sort of trigger or 
puzzle that may need to  be activated to gain access to it, 
Some may be more difficult to open then others.

Each Trigger has a value assigned to from 1 - 5. This is the 
Tier of Slot that you can use to bypass the Trigger. Some 
Triggers may just need a puzzle solved. Anyone that finds 
the Secret Door Trigger may attempt the puzzle.

Artifact Attunement:  This skill allows you to use Al-
chemical Artifacts. These items have a value that must 
be met to gain the abilities. In addition each Keyword 
you match lowers that number. This may be purchased 
up to 10 times. It takes 1 Minute per Attunement Rating 
of an Alchemical Artifact to attune to it. One (1) Minute 
Minimum.

Archery: This skill provides proficiency with bows and 
crossbows.

Shield Use: This skill provides proficiency with shields 
and bucklers.

Specialization: This skill provides a discount for being 
proficient in a single weapons. Any weapon may be cho-
sen. A refund will be provided if this proficiency is later 
upgraded to another.

Melee Mastery: This skill provides proficiency in all me-
lee weapons, including double weapons.

Weapon Mastery: This skill provides proficiency in all 
weapons, including missile weapons.

Firearms: This skill provides proficiency in flintlock pis-
tols and rifles.

Crafting/Item Creation
Delegation <level>: This skill allows you to nominate 
another player to act as an assistant in regards to Coop-
erative Casting for each time purchased. Your assistant 
does not need cooperative crafting or to know the for-
mula for the item being produced. Further, your assistant 
doesn’t even need to have the appropriate crafting skill 
as long as they have the production points to contribute. 
You can delegate one assistant per level of this skill.

Exceptional Artisan: The player with this skill is able to 
lessen the work required to produce alchemical crafting 
by 10% in a single crafting skill. Multiple purchases of 
this skill allows them to apply to other crafting skills.

Frugal Artisan: The player with this skill is able to reduce 
the in-game cost of production items by 10% in a single 
crafting skill. Multiple purchases of this skill allows them 
to apply to other crafting skills.

Cooperative Crafting: Players with this skill are able 
to collaborate on a single project. Players with this skill 
listed on their character sheet are able to pool their pro-
duction points to craft items they would not normally be 
able to craft alone. There is no benefit to purchasing this 
skill more than once.

Gathering Skills
Gathering 1: This skill represents your ability to find 
components between events for use or sale. Purchasing 
this skill earns the equivalent of a Tier One Resource 
Bag  of Essences, You can find a blank Tags  Sheet in the 
Appendixes, You may fill that out and have it validated 
at Logistics. Your components will be randomized if you 
are unable to do so.

Gathering 2: This skill represents your ability to find 
components between events for use or sale. Purchasing 
this skill earns the equivalent of a Tier Two Resource 
Bag  of Essences, You can find a blank Tags  Sheet in the 
Appendixes, You may fill that out and have it validated 
at Logistics. Your components will be randomized if you 
are unable to do so

Leadership Skills

Cohort Leader <level>: This skill represents your ability 
to command a group to act as one. You are able to have 
one additional person in your cohort for every purchase 
of this skill. Cohort members must be in the same com-
bat and general area as you. Cohort members, including 
those previously knocked out of combat, can join your 
cohort on a 3-Count. Cohort members who are unable 
to see or hear you are not counted as being within your 
general area and therefore lose access to your cohort bo-
nuses.

Cohort Member: This skill represents your ability to 
work with others and is required to join a cohort. Join-
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ing a cohort is performed on a 3-count and acknowl-
edgment from the cohort leader is required. You must 
remain in the same combat and general area as the co-
hort leader, although you can rejoin if you lose either. 
You must remain able to hear or see the cohort leader to 
count as in the same general area.

Medicine is a skill that is that of the patient and steady 
handed, Often looked on as morbid practice of grave-
diggers and morticians by some but by others healers 
of the common man armed with the knowledge to save 
limbs and lives. No matter how you look at it having a 
man of medicine on your side is invaluable. It how ever 
is a pricey endeavor. The tools of the trade are precise 
instruments. Kept clean and pristine if not could lead 
to the death of the very man o r woman you are seeking 
to save. Some practitioners even  delve in to the inner 
workings of the mind. Helping ease those whos very 
psyche has been damaged. 

MEDICINE SKILLS

Bandaging - This skill allows the Doctor to render help 
to a Target that is in the Bleed Out state. At the end of a 
30 Second Count the Targets Hit Point total to 0. Players 
are encouraged to have Bandage Physreps and roleplay 
the act of bandaging the wounds of the Target.

Defibrillation - This skill is one of the most impressive 
of the Doctors abilities. If they are able to reach a Target 
while they are in the Dead State but before they Dis-
sipate they can begin a 5 Minute count. At the end of 
that count the Target receives the Revive Effect. When 
the Defibrillation count starts the Dissipation Count is 
paused. If the Defibrillation Count is disrupted then the  
Dissipate count resumes at the point it stopped.  

First Aid - This skill is the backbone of the Medicine 
Skill It allows the Doctor to apply their skill to Target. At 
the end of the First Aid count the Target regains 10 Hit 
Points. This count can be disrupted.

Surgery - This skill allows the Doctor to work on and  
return a damaged limb (under  the Wither Effect) to 
functional states. After a 2 minute count the  Limb is 
fully functional.

This skill has a second use. It allows a person with the 
skill to harvest valuable body parts that can be used with 
Greater Medicine Bags. A doctor can examine a body if 
there is a part that may be harvested it is apparent after 
a 30 second count.

MEDICINE BAGS

Medicine Bags must be represented by a bag/case/box 
that the character must have with them to access the 
abilities of the kits that are carried about. Conversely a 
bag may be spread out across a table or canvas to be im-
mobile. These laboratories can be gory affairs.

Lesser Medicine Bag – Lesser Medicine Bags carry a 
number of Kits that allow for a number of effects. You 
may have a number of ‘Kits’ equal to your Tier of Med-
icine. Kits may be switched out after 15 minutes of RP.

Combat Drugs – Mixing up a batch of specific herbs 
and other mysterious ingredients. The Medicine Prac-
titioner can spend a 3rd Tier Slot chose one of the fol-
lowing effects:

	 Haste - Next 5 Swings no tagline needed. 

	 Strength - +3 Feat of Strength

	 Burly - Threshold of 3 for one (1) combat.

Smelling Salts – The Medic can whip up a foul smelling 
concoction able to snap some one under even powerful 
Enchantments. Expend a 4th Tier Slot  “Remove En-
chantments”

Anesthesia –  May expend Tier 2 Slot to throw a ‘Phys-
ical Sleep” gas

Healing Kits – One of the most useful kits that a practi-
tioner of Medicine is known for is healing.

	  5 hit points - 1st Tier Slot

	 10 hit points - 2nd Tier Slot

	 25 hit points - 3rd Tier Slot

	 50 hit points - 4th Tier Slot

	 100 hit points - 5th Tier Slot

Acupuncture Needles – Specialized instruments that 
allows the  administered with natural weapons. There 
are two philosophies. May use 2nd Tier Slots to add the 
following Tagline to Natural Weapon attacks:

     Restore/Remove:

	 Remove Pin 

	 Remove Bind 

	 Remove Silence 

	 Remove Agony 

	 Remove Paralysis 
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Remove Weakness

     Cause – 

	 Disarm 

	 Pin 

	 Silence 

	 Agony 

	 Bind 	

	 Paralysis 	

	 Weakness

 

Greater Medicine Bag – This far more involved bag has 
even more extensive abilities that the Kits can accom-
plish. You may have a number of ‘Kits’ equal to your Tier 
of Medicine. Kits may be switched out after 15 minutes 
of RP.

Much in the way Alchemists make long lasting things 
using Production Points. Someone using Medicine can 
use Production Points to temporally alter a targets body, 
or even themselves in some cases, granting abilities of 
the ‘donor’. These ’modifications’ can last for a time but 
eventually need to be removed and replaced. In all cases 
the part being replaced or modified may only be done 
so by a ‘Superior Specimen’ When found in nature some 
one with the Surgery Skill may take that Superior Spec-
imen and later replace a similar part with it on a Target 
granting in some cases strange and powerful abilities. 

Modifications should be readily apparent with Phys 
Reps or discoloring and Stitching seen.

External / Limb Grafts:

	 Bear Arms - Replacing one, or both. The 
arms of the Target they gain Natural Weapons (Repre-
sented by 20” Claw Physreps) These Claws have a base 
Damage of 2. - 20 PP body modification lasts 4 Events, 
Requires Superior Bear Arms.

	 Giant Scorpion Claw – A Huge Claw replac-
es a hand of the Target. This claw can be used to block 
weapon attacks as if it were a Buckler. The Claw can be 
used to hold items  - 20 PP body modification lasts 4 
Events, Requires Superior Huge Scorpion Claw.

	 Wolf Legs – By replacing the legs of the Target 
they are granted the speed and nimbleness of the Wolf. 
The Targets may Dodge Once per Combat. - 20 PP body 
modification lasts 4 Events, Requires Superior Wolf 
Legs.

	 Raptor Eyes - Eyes from large birds of prey 
are known for their keen eyesight. This allows for some-
one with this modification to adjust quickly to avoid 
missing deadly shots. Once per a combat a person with 
this modification to regain a Sloted ranged attack that 
misses. - 10 PP body modification lasts 3 Events, Re-

quires Superior Raptor Eyes.

	 Hounds Nose - There are very few things that 
are honed in their function then a hounds nose. Able to 
smell and track a quarry over miles. Grants the ability to  
Track - 15 PP body modification lasts 4 Events, Must be 
repped by a canine like snout (Plot Approval Required).

Requires Superior Canine Nose

	 Ankage Antennae – These antennae  can be 
harvested from the heads of Ankage. Known for their 
ability to sense movement an enterprising Medical 
practitioner can make bold moves. This  grants a type 
of blind sight. A person with this modification gains the 
Alertness Skill. By expending a 3rd level Slot they may 
make a single attack against an opponent in the Invisible 
State. - 15 PP modification and last 6 events. Must be 
repped. Requires Superior Ankage Antennae. 

	 Giant Insect Carapace – Any oversize in-
sect specimen can yield suitable pieces of their protec-
tive exoskeleton. This acts as regular armor but must 
be healed instead of repaired.  Must be phys repped as 
carapace. Can’t wear normal armor however you do not 
need the wear Armor Skill. - 1 PP per point of Armor 
lasts 4 Events and Requires Superior Giant Insect Cara-
pace.

	 Whip Tail – Thick tails often add a great deal 
of balance to a subject, You can recover from any Phys-
ical Challenge that requires balance by expending a 1st 
Tier Slot Must be repped by a significantly large tail 
(Plot Approval Required). - 25 PP body modification 
lasts 6 Events and Requires Superior Velocaraptor Tail

Other Grafts my be found in the course of game play,
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Strength Skills
Skill Level Prerequisite Cost Slot Description
Aquatic Combatant 1 Weapon Proficiency 3 C Roleplaying skill. Fight in water as 

normal rather than Slowed.
Brutal Strike 1 C +1 Damage with listed weapons. 

Stacks
   One-handed 1 Weapon Proficiency 15 C All one-handed blunt, piercing and 

edged weapons
   Two-handed 1 Weapon Proficiency 15 C All  two-handed blunt, edged and 

piercing weapons
   Natural 1 Weapon Proficiency 12 C With claws/fist weapons

   Edged 1 Weapon Proficiency 14 C With  one- and two-handed edged 
weapons

   Blunt 1 Weapon Proficiency 14 C With  one- and two-handed blunt 
weapons

   Piercing 1 Weapon Proficiency 14 C With  one- and two-handed piercing 
weapons

   Weapon Mastery 1 Weapon Proficiency 20 C With all weapons

   Specialization 1 Weapon Proficiency 12 C With one weapon rather than a weap-
on category

   Melee Mastery 1 Weapon Proficiency 18 C With all melee weapons

   Ancestral Weapon   
       Mastery

1 Weapon Proficiency 10 C +1 Damage with one ancestral weap-
on. Stacks

Barroom Brawler 1 None 3 C Gain proficiency in improvised 
weapons

Drunken Master 1 Natural Weapon Profi-
ciency

5 C Utilize intoxicant poison for various 
effects while still able to utilize 
strength attribute skills.

Feat of Strength 1 None 5 1 Add Strength attribute to contested 
strength contests

Firebrand 1 None 5 C Gain Weapon Proficiency in “Torch”. 
Allows you to call “Blunt” and “Fire” 
as a tagline

Improved Strength 1 None 20 C +1 melee damage, +1 to Strength 
Contests

Numbing Strike 1 Brutal Strike 3 1 Add Disarm to tagline

Staggering Blow 1 Weapon Proficiency, 
Brutal Strike

3 1 Add Pinned to tagline

Bob and Sway 2 Drunken Master 2 C Gain 2 points of Dexterity Armor. See 
skill description.

Bullrush 2 Brutal Strike 5 2 Add Push 10 to tagline

Compounded Pain 2 2 skills w/Effect 
Taglines

5 * Call two Taglines with one swing. 
Each uses one action slot. One De-
fense negates both

Disable 2 Brutal Strike 5 2 Add Slow 3 to tagline
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Strength Skills
Skill Level Prerequisite Cost Slot Description
Stunning Blow 2 Brutal Strike 3 2 Add Daze 10 to tagline

Sundering Blow 2 Brutal Strike 5 2 May call Shatter <item> 

Arcing Charge 3 Brutal Strike 5 3 Apply melee Brutal Strike Damage 
bonus to a thrown weapon once per 
combat. 

Blood Alcohol 3 Drunken Master 3 C Create 1 intoxicant poison for every 
5 hit points sacrificed. Expends one 
level of intoxication.

Burst of Strength 3 Brutal Strike 5 3 Double Strength Attribute to one 
contested strength contest per time 
purchased.

Exhausting Blow 3 Brutal Strike 5 3 Add Exhaustion to tagline once per 
purchase

Ferocity 3 Brutal Strike 8 C Call Brutal Strike Damage with both 
hands

Giantslayer 3 Weapon Proficiency 10 C +2 damage vs targets with Giant 
Keyword with one weapon chosen at 
purchase. Stacks

Instant Killer 3 Brutal Strike 3 C State Quick Killing Blow for killing 
blow rather than 10-Count. Target 
must be in Bleeding state and subject 
to killing blows.

Medicinal Shot 3 Drunken Master 10 3 Exchange one level of Intoxication to 
Heal 20 hit points

Merciful Blows 3 Brutal Strike 10 C Call full damage, rather than half, 
with subdual/padded damage.

Smashing Blow 3 Brutal Strike 5 3 Add Shatter < worn item> to tagline

Two Weapon 2 Weapon Proficiency 4 C Concurrent use of two one-handed 
weapons

Wall of Steel 3 Brutal Strike, Standard 
Bearer

10 4 Cohorts in Arms reach use highest 
Brutal Strike available in Cohort

Awesome Charge 4 Weapon Proficiency 5 4 x2 Damage with the first melee attack 
in combat

Befuddling Strike 4 Blunt Weapon 5 4 Confusion Tagline

Breath of Flame 4 Drunken Master 8 4 Ignite breath for 50 Fire damage. 
Expends one level of Intoxication

Drunken Stagger 4 Drunken Master 10 4 Gain Dodge defense when intoxi-
cated

Enforcer 4 Subdual 5 4 Double damage when calling subdual 
damage

Intimidating Blow 4 Slay 5 4 When an uninjured foe has been 
killed with a single strike, the player’s 
next three attacks may add Fear to 
the tagline
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Strength Skills
Skill Level Prerequisite Cost Slot Description
Overpower 4 Brutal Strike 5 4 Add Massive to your tagline

Befuddling Strike 4 Blunt Weapon Profi-
ciency

4 4 Add Confusion to tag line

Bloody Assault 5 Brutal Strike +4 10 C Add +1 to damage for each success-
ful hit until you fail to damage your 
target.

Cleaving Finish 5 Brutal Strike 8 C If you kill an opponent with an acti-
vated skill, you can use that skill on 
your next swing without expending 
an action slot.

Death or Glory 5 Brutal Strike 10 C Double damage dealt in return for 
double damage taken for one combat

Drunken Combat 
Mastery

5 Drunken Master 8 C +1 Brutal Strike damage with natural 
or improvised weapons per time 
purchased. Sacrifice 1 level of intoxi-
cation at beginning of combat. Stacks 
with itself and other damage buffs.

Ghostslayer 5 Weapon Proficiency 10 C Gain ability to damage targets with 
Phased status effect

Slay 5 Brutal Strike x2 10 5 Add Fatal to tagline. Cannot be 
Parried.

Deflect 5 Weapon Proficiency, 
Parry, Brutal Strike x2

10 5 Negate previous Melee attack, on self 
only, Works on 5th Tier abilities.

Thrust To The Throat 5 Brutal Strike 5 5 Player may add Silence to tagline

Strength Skill Descriptions
Strength skills form the basis of the offensive melee war-
rior. These skills cover improved weapon damage and 
specific combat maneuvers. While many fighters stay 
focus on this attribute, Constitution interfaces nicely for 
all-rounders.

Aquatic Combatant: This skill represents the ability for 
a character to act and fight normally on marshaled mod-
ule scenario that takes place in an Underwater or mostly 
submerged situation.

Arcing Charge: You are able to put your strength behind 
a weapon that  you hurl towards an enemy. You may ap-
ply your  Melee Brutal Strike damage bonus to a thrown 
weapon once per combat.

Awesome Charge: This skill allows for the character to 
summon up a powerful attack for the first attack against 
the Target. The Character is able to Double the damage 
for first attack in combat.

Barroom Brawler: You are ready to fight with what ever 
is at hand.  Gain proficiency in Natural weapons

Befuddling Strike: A good thumping is able to disorient 
an opponent with a single blow. A character may add the 
Confusion tagline to their next attack.
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Blood Alcohol: The characters drinking prowess is im-
pressive. So much so that the contents of their blood is 
like a highly concentrated alcohol. The character may 
create one (1) Intoxicant poison for every 5 hit points 
sacrificed. You may have a number of Intoxication levels 
active equal to your Strength Statistic.

Bloody Assault: A character with this skill is able to 
continuously  scale up damage as the attacks continue 
to progress and begin to mount up. Add +1 to damage 
for each successful it until you fail to damage your target. 
The damage resets and the Skill must be activated again 
if a Defense is used against the damage. Weapon is Dis-
armed, or other wise is interrupted.

Bob and Sway: This skill provides 2 point of Dexteri-
ty Armor per rank purchased. This armor may only be 
combined with light physical armor and may be reset 
after a combat. It is not subject to the Constitution skill 
Armor Training and is not able to be shattered. It does 
not need to be repped and you are not required to indi-
cate possession of this skill. This armor may be used even 
if you are unaware of an impending attack but may not 
be used if you are under the Bound status effect.

Breath of Flame: A Drunken Master may ignite their 
breath and produce a gout of flame. They may throw a 
packet of 50 fire damage. This expends one (1) level of 
Intoxication. 

Brutal Strike: Extra damage from Brutal Strike rep-
resents knowing where to hit someone as opposed to 
Improved Strength which represents how hard you hit. 
Each rank of this skill is applied to a specific weapon or 
group as well as a specific hand. Brutal Strikes stack in a 
descending manner. The higher 

Bullrush:  Hitting someone with enough force to send 
them staggering backwards. A player may add the Push 
10 tagline to their next attack. 

This combat maneuver forces your opponent to with-
draw ten steps, or the maximum safe distance, directly 
away from you. Note that while your opponent must 
move 10’, you must allow them to do so in a safe man-
ner. No hold may be called and this maneuver is not an 
excuse for charging.

Burst of Strength: You reach deep and summon an un-
worldly power. You may double Strength attribute to one 
contested strength contest. Cleaving Finish - You are able 
to master the follow through when finishing off a target. 
If you kill an opponent with any Slot activated skill, you 
can use that skill on your next swing without expending 
an action slot.

Compounded Pain: You are able to twist that blade to 
further damage an opponent. You may add an additional 
Tagline with one swing. Ex. 10 Slashing Daze Pin Each 
uses one (1) action slot. One Defense blocks both.

Crippling Blow: Crushing bone and snapping sinew you 
hinder a  target greatly. A player may add the Wither ta-
gline to their next attack. 

Death or Glory: This skill allows the character to deal 
Double damage for one Combat. In return the character 
takes double damage for that same combat.

Disable: This slashing combat maneuver slows your op-
ponent’s movement to a walk. Your opponent does not 
have to possess legs for this maneuver to work. The tagline 
Slow 10 is used.
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Drunken Combat Mastery:  While under the effects of 
Intoxicants, for each instance of Intoxication gain tempo-
rary +1 Brutal Strike damage with Natural or Improvised 
weapons. Stacks with itself and other damage buffs. You 
may have a number of Intoxication Levels active equal to 
your Strength Statistic. Ex. At the beginning of combat you 
use 3 Intoxicants. You gain +3 Brutal Strike damage ap-
plied to your damage.

Drunken Master: You are not necessarily more likable 
when drunk but you are certainly a formidable fighter. A 
character can utilize an Intoxicant Poison for various ef-
fects while still able to utilize Strength attribute skills. You 
how ever may not use any other Attribute Skills Non-Con-
tinuous Skills (Slot based)

Drunken Stagger: A Drunken Master becomes a difficult 
target to hit. They  lurch from side to side becoming erratic 
and hard to hit. The character may use a Dodge defense. 
This expends one (1) level of Intoxication. 

Enforcer: Mastering the ability to wear down an opponent 
through no lethal methods. A Character may Double dam-
age when calling Subdual damage

Exhausting Blow:  Taking the wind out of your opponent 
can slow them down and you can press your advantage.  
You may add the Exhaustion tagline. 

Feat of Strength: You are a pillar of power and a impres-
sive force to behold. Add Strength attribute to contested 
tests of strength. Ex, Holding Doors shut, pull something 
up with a rope, Etc.

Ferocity: You are a whirling dervish of death. You may call 
your Brutal Strike bonus in both hands. 

Firebrand: This skill grants a number of abilities. The 
character gains Weapon Proficiency in Torch. Allows you 
to call Blunt and Fire as a tagline. 

Ghostslayer: This skill grants the ability to reach into 
the realm that certain creatures and people reside or en-
ter into. The character is able to damage targets with the 
Phased status effect. You should call ‘Ghostslayer’ before 
your first attack. From that point on you may call damage 
as you normally would.

Giantslayer: You are able to stand against those foes that 
are mightier then y ourself. You gain a +2 damage verses  
creatures that have the Giant Keyword with one weapon 
chosen at purchase. This skill may be purchased more then 
once and stacks.

Instant Killer: You are able with a stroke snuff out a life. 
You may reduce a Killing Blow to Instant Killing Blow 
for killing blow rather than 10-Count. Target must be in 
Bleeding state and subject to killing blows. 

Intimidating Blow: Being able to do enough damage in a 
single attack can have a devastating effect to moral.  When 
an uninjured target has been killed with a single strike, the 
player’s next three attacks may add the Fear tagline.

Medicinal Shot: A quick nip and you are back in fighting 
shape. You may exchange one (1) level of Intoxication to 
heal 20 hit points.

Melee Mastery: These Brutal Strikes apply to any melee 
weapon. They only apply to a single weapon at a time even 
if you are wielding two at a time.

Merciful Blows: You are so well versed in taking some one 
down you do it with the same efficacy as more deadly at-
tacks. The character may all full damage, rather than half, 
with subdual/padded damage.

Numbing Strike: This combat maneuver causes your op-
ponent to lose feeling in one limb, dropping whatever they 
are carrying in that hand. For safety reasons, neither you 
or another may pick up the item as long as your opponent 
is actively defending it. The tagline Disarm 3 is used. 

Overpowering Attack: Your attack is so powerful that any 
intervening physical defense such as shields or swords, can 
not stop the damage. Character may add the Massive tag-
line to your next swing.

Slay: This is one of the most devastating abilities that a 
warrior has in their arsenal. It is a nigh unsurmountable 
attack that is capable of outright killing the enemy.  Add 
the Fatal tagline to the next attack. This attack may not be 
Parried, though there are other defenses that may negate 
the attack.

Staggering Blow - You can strike some one so hard they 
are unable to move temporally. A player may add the Pin 
tagline to their next attack.

Stunning Blow: A heavy blow that is capable of knocking 
your target for a loop. A player may add the Daze 10 tag-
line to their next attack. 

Sundering Blow: This attack directs a solid and destruc-
tive blow against a Targets hand held item. This is typically 
a weapon but could be another type of carried tagged item. 
A Character may add the Shatter <item> tagline.

Thrust To The Throat: Targeting an opponent with the 
intent to stop them from communicating or activating 
Transmutations. A player may add the Silence tagline to 
their next attack. 

Two Weapon: The ability to wield two melee weapons at a 
time is a fearsome skill, This skill allows for the concurrent 
use of two one-handed weapons. One in each hand. The 
combination may be switched to which ever way is most 
advantageous to the wielder.

Wall of Steel: Each Cohort member within arm’s reach 
of another uses the highest Brutal Strike damage bonus 
of the allied players. This skill may substitute for Web of 
Steel in Dexterity.

Weapon Mastery: These Brutal Strikes apply to any 
weapon. They only apply to a single weapon at a time 
even if you are wielding two at a time.
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Dexterity Skills
Skill Level Prerequisite Cost Slot Description
Accuracy (Melee) 1 Weapon Proficiency 12 C +1 damage with a single melee weapon 

chosen at time of purchase. Stacks with 
itself and other melee weapon damage 
bonuses.

Accuracy (Ranged) 1 Weapon Proficiency 12 C +1 damage with a single missile weapon 

Backstab 1 Weapon Proficiency 8 C +1 damage from behind with melee 
weapons. Stacks with itself and other 
melee weapon damage bonuses.

Dexterity Armor 1 None 2 C 2 pt of armor, resettable at end of com-
bat. Does not need rep. Stacks 5 times.

Disarm 1 Accuracy (Melee), 
Accuracy (Missile)

3 1 Add Disarm <item> to tagline once per 
purchase.

Arm/Disarm Trap 1 None 8 C May attempt to manually disarm a trap 
of any level. This also allows for the 
setting of Traps.

Tracing Round 1 Weapon Proficiency 5 C A missed shot may be repeated immedi-
ately at no cost.

Duelist 2 Weapon Proficiency 3 C May call either Piercing or Slashing 
with rapiers, daggers and spears.

Empty Quiver 2 Weapon Proficiency 5 C Player may use a missile weapon to 
block melee attacks provided the weap-
on is combat safe.

Feint 2 Backstab x2 7 2 Target counts as Turned for your next 
attack, once per purchase

Parry 2 Accuracy (Melee) x2 10 2 Called as a defense against a melee 
attack from the front. Attack misses and 
riders do not take effect.

Readied Aim 2 Accuracy (Missile) 10 C May double the Accuracy bonus of each 
shot. Must execute a 3-count prior to 
each shot, including the first.

Waylay 2 Weapon Proficiency 12 2 Target gains Daze 60 status. Negated by 
Alchemical defenses or neck protec-
tions.

Coordinated 
     Maneuver

3 Backstab x2,  
Cohort Leader

5 C Members of a cohort all count as flank-
ing regardless of individual positioning.

Disengaging Flourish 3 Feint 5 3 Feint may be used as a Dodge if player 
moves directly away from their oppo-
nent. Player must end their movement 
out of arms reach of their opponent.

Dodge 3 Accuracy (melee) x2, 
Accuracy (missile) 
x2 or Backstab x2

10 3 Negate previous attack, on self only

Evade 5 Dodge 10 5 Negate previous attack, on self only, 
Includes 5th Teir Attacks

Hide in Shadows 3 None 12 C Subject gains Invisibility status in 
shadows at least his size. Ends if subject 
moves or lowers arms from crossed on 
chest.
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Dexterity Skills
Skill Level Prerequisite Cost Slot Description
Insight 3 Feint 5 C Player may substitute the defense Re-

flect Feint for one of their Feints.
Intercept 3 None 5 3 Subject accepts one attack for target 

within reach per purchase. Blocked At-
tack cannot be Negated by another skill.

Riposte 3 Parry 5 3 May double damage for a single attack 
after using the Parry skill

Web of Steel 3 Accuracy (Melee), 
Standard Bearer

10 3 Cohort Members gains an Accuracy 
(Melee) bonus equal to the highest in 
the Cohort

Circuitous Shot 4 Accuracy (Missile) 5 C Missile phys reps can be bounced a sin-
gle time off another object before hitting 
their target. Hitting a second target has 
no effect.

Combat Reflexes 4 Accuracy (melee) x4 
or Backstab x4

5 C When a creature comes out of phase or 
teleports within arms length, you deal 
your highest continuous damage to them 
with the Penetrate tagline

Off-hand Expertise 4 Accuracy (Melee) x4 10 4 If your rapier hits when fighting rapier 
and dagger, the target counts as turned if 
your next hit is with the dagger.

Sever 4 Accuracy (Melee), 
Accuracy (Missile)

7 4 On successful attack, named limb has 
the Wither Effect and not usable until 
Restored. 

Assassinate 5 Backstab x2 10 5 Add Penetrate & Fatal to your melee. 
Must attack from behind and target 
must not consider you a threat.

Coordinated Fire 5 Accuracy (Missile) 
x4

10 C A player with a missile weapon standing 
within arms reach of a player with Coor-
dinated Stance (Charisma) and a shield 
may double their Accuracy (Missile) 
bonus damage.

No Defense 5 Accuracy (melee), 
Accuracy (ranged) 

5 5 Add Penetrate to next tagline

Shadowform 5 Hide in Shadows 6 C Subject gains Phased status and may 
walk until arms are lowered from 
shoulders.

Straight to Body 5 Accuracy (missile) 4 4 Add Body to tagline

Lockpicking
Lockpicking 1 1 None 5 C Allows you to pick 1st level locks
Lockpicking 2 2 Lockpicking 1 5 C Allows you to pick 2nd level locks
Lockpicking 3 3 Lockpicking 2 5 C Allows you to pick 3rd level locks
Lockpicking 4 4 Lockpicking 3 5 C Allows you to pick 4th level locks
Lockpicking 5 5 Lockpicking 4 5 C Allows you to pick 5th level locks
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Dexterity Skill Descriptions
Dexterity skills represent agility and related skills. They 
comprise unexpected attacks, dodging damage and ma-
nipulating fine items. While many unsavory characters 
make use of these skills, their use does not imply pur-
pose. A tactical fighter attacks from the rear when possi-
ble as surely as a thug. 

Flanking - When a combatant is  positioned between 
two opponents, they are said to be “flanked.” Flanked 
opponents have their backs turned to both foes regard-
less of actual facing, though they are aware and cannot 
be waylayed or assassinated. To initiate flanking, either 
opponent need only speak the phrase “Flanking.” Please 
see chart descriptions above. Further skill descriptions 
to come. 

Accuracy (Melee): +1 damage with a single melee pierc-
ing weapon chosen at time of purchase. Stacks with itself 
and other melee weapon damage bonuses.

Accuracy (Ranged): +1 damage with a single missile 
weapon chosen at time of purchase. Stacks with itself and 
other weapon damage bonuses.

Accuracy (Melee or Ranged): Extra damage from Accu-
racy represents precisely placed blows and may only be 
made with piercing or ranged weapons. These attacks are 
not dependent on positioning but are both weapon (not 
weapon group) and hand specific. Other than these lim-
itations, the skill is the same as Brutal Strike. Defenses 
which negate precision damage will negate the Accuracy 
bonus.

Assassinate: Deadly with an attack  from surprise, This 
skill allows you to add Penetrate and Fatal to your tag-
line against an unaware foe. To qualify as “Aware” a play-
er must specifically notify you that they are aware of your 
presence and consider you a potential threat. This notifi-
cation is considered “out-of-game” and may not be acted 
upon. An assassinate is not limited by weapon or hand.

Backstab: Like Assassinate, these strikes are not limit-
ed by weapon or hand. The bulk of your body must be 
behind a vertical plane drawn through your opponent’s 
shoulders to their heels or have an ally flanking. Backstab 
stacks with Accuracy (Melee) and Brutal Strike when 
you are behind your opponent.

Circuitous Shot: Master of angles and ricochets. You can 
attempt make masterful shots. Missile phys reps can be 
bounced a single time off another object before hitting 
their target. Hitting a second target has no effect. 

Combat Reflexes: You are constantly looking for am-
bushes from unseen assailants. When a creature comes 
out of Phase or Teleports within weapons length you deal 
your highest continuous damage to them with the Pierce 
tagline

Concentrated Fire: You are part of a well trained group 
of ranged combatants. Each cohort member within arm’s 
reach of another uses the highest Accuracy (Missile) 
damage bonus of the allied Characters in the same Co-

hort.

Coordinated Maneuver: You know the fighting move-
ments of your friends so well  you can gain advantages 
over a foe.  Two or more allies in a Cohort with this skill 
may count their mutual opponent as being flanked re-
gardless of whether one is behind them.

Duelist: You are skilled in the fine art of dueling and 
its more well known weapons of the form. You may call 
either Piercing or Slashing with rapiers, daggers and 
spears.

Dexterity Armor: This skill provides 2 point of armor 
per rank purchased. This armor may only be combined 
with physical Light Armor and may be reset after a com-
bat after spending 60 seconds stretching. 

It is not subject to the Constitution skill Armor Training 
and is not shatterable. It does not need to be repped and 
you are not required to indicate possession of this skill. 
This armor may be used even if you are unaware of an 
impending attack but may not be used if you are under 
the Bound status effect.

Disarm: This combat maneuver causes your opponent to 
drop whatever they are carrying in one hand. For safety 
reasons, neither you or another may pick up the item as 
long as your opponent is actively defending it.  Tagline 
Disarm <Item>. If you do not name an item the target 
may choose if holding more then one item.

Disarm Trap: This skill allows you to attempt to dis-
arm non-magical in-game traps. Magical traps includ-
ing symbols, glyphs and wards must be eliminated with 
transmutation instead. This skill does not guarantee suc-
cess as that is determined by your experience and skill. 
Note: There is no specific skill for detecting traps and 
anyone may perform that skill.

Disengaging Flourish: Feint may be used as a Dodge if 
player moves directly away from their opponent. Player 
must end their movement out of weapons reach of their 
opponent.

Dodge: This skill allows you to ignore any attack of 
which you are imminently aware. You may dodge attacks 
from any angle assuming you were aware of them, how-
ever, non-aimed damage, such as from traps, cannot be 
dodged. You may not call a Dodge if you have deliberate-
ly blocked an attack on another including use of the skill 
Intercept. You may not Dodge if you are subject to the 
Bound status effect.

Empty Quiver: Sacrificing the possible integrity of the 
weapon you may through it in harms way to protect 
yourself. A player may use a missile weapon to block me-
lee attacks provided the weapon is combat safe.

Feint: The target of your next attack counts as having his 
back to you regardless of actual positioning. Unlike slay, 
the next attack must be successful or the Feint is wasted.
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Hide in Shadows: This skill allows you to fade back into 
the shadows assuming the shadow is both larger than 
you and not your own. If the shadow moves, you have 
the option of moving with it or returning to view. 

On a 5 Count you gain the Invisible status effect as long 
as you keep one arm crossed over your chest. When you 
first enter Hide in Shadows you may make 5 Steps form 
that point. Any offensive action or skill use on your part 
removes the Invisible effect. Hiding in Shadows 1, Hid-
ing ins Shadows 2....Hiding in Shadows 5,

Insight: Player may substitute the defense “Reflect Feint” 
for one of their Feints.

Intercept: This skill allows you to block one attack des-
tined for an ally within reach. You may call intercept ne-
gating the attack  on the other player. You may not use 
the Dodge defense though it can be resisted or otherwise 
negated. You are not required to actually block 

Lockpicking: This skill allows the picking of locks. You 
must spend at least one minute per level of the Lock at-
tempting to physically open it. After that you may us an 
Action Slot to bypass it if you were not successful. If the 
lock is trapped and the trap did not go off during the ini-
tial picking attempt, it automatically activates when you 
bypass physically picking the lock.

An example: Paul comes across a level 3 Lock on a myste-
rious box. He has Level 3 Lock Picking, After 3 Minutes 
he is unsuccessful. He then has a choice to expend one of 
his 3rd Level Slots to open it but may trigger a trap.

You may spend as long as you wish working on a Lock. 
The time limit associated with your Lock Picking level is 
the Minimum. If you are successful picking the Lock it 
only takes as long as it takes to pick it, 

You may not attempt to pick a lock above your level in 
Lock Picking. 

No Defense: You are able to penetrate even the most 
hardened defenses through guile and skill. You may add 
the Penetrate tagline to your next attack.

Off-hand Expertise:  If your rapier hits when fighting ra-
pier and dagger, the target counts as turned if your next 
hit is with the dagger.

Parry:  Called as a defense against a melee attack from 
the front. Attack misses and riders do not take effect. 
This can not be used against 5th Teir abilities

Readied Aim: This skill allows you to strike for more 
damage at the cost of speed. You may double your Accu-
racy bonus but must add a full three count at the begin-
ning of your attack, over and above any count required 
for your particular weapon.

Riposte: You turn your opponent’s attack against them. 
You may Riposte any attack you would otherwise be able 
to Dodge after which the attacker takes the result of their 

attack. 

Your attacker may respond to this attack normally in-
cluding use of Resists, Transmutations, Dodges, etc. The 
defense called is Reflect.

Sever: You are able to damage a limb to a point that it is 
lost. This slashing attack enables you to use the Wither 
<limb> tagline.

Shadowform: Those that become even more in tune with 
the shadows may even become like one. At night the 
subject gains Phased  and Invisible status. Unlike Hide 
in Shadows you may move about freely, while avoiding 
brightly lit areas, until arms are lowered from shoulders. 
Movement should be restricted to a walking pace and no 
running.

You are affected by any thing that targets the Phased 
or Invisible statuses. This does not allow you to pass 
through any solid objects or people. Damage that does 
not effect Phased has a No Effect defense call.

Count is a 5 Second, Phasing 1, Phasing 2, Phasing3...
Phasing 5.

Straight to Body: You are able to find every chink in ar-
mor and strike deadly blows. You may add the Body tag-
line to your next attack. This is still stopped by Defenses 
such as Parry, and Transmutations that negate an attack.

Tracing Round: You are deft at correcting from poor 
targeting. When you fire using a missile weapon a Slot 
based effect from a missed shot may be repeated at no 
Slot cost.

Waylay: The Waylay action is made in lieu of an attack. 
You tap an unaware target, with neither a helmet nor neck 
protection, between the shoulder blades with a “kosh.” A 
waylay kosh is a particular weapon made only of foam 
and no longer than 6”. The subject gains the Stunned sta-
tus effect for a 120 count. Note that Stunned is different 
from Slept and that people are somewhat aware of their 
surroundings when Stunned. Additionally, Stunned sub-
jects regain their senses upon initiation of a killing blow.

Web of Steel: Each cohort member within arm’s reach of 
another uses the highest Accuracy (Melee) damage bo-
nus of the allied players. This skill may substitute for Wall 
of Steel in Strength.
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Constitution Skills
Skill Level Prerequisite Cost Slot Description
All-Around Vision 4 Weapon Profi-

ciency
5 4 Cannot be flanked for one combat per 

purchase. Call Resist each time an oppo-
nent calls Flanked

Armor Training - 
Light

1 None 3 C First base 20 armor points are  
multiplied by 1.5

Armor Training - 
Medium

2 Armor Training - 
Light

5 C Second base 20 armor points are  
multiplied by 1.5

Armor Training - 
Heavy

3 Armor Training - 
Medium

7 C Remaining base 20 armor points are 
multiple by 1.5

Beerbelly 3 Drunken Master 7 C +1 Intoxication Level Can go above the 
STR Limit.  Stacks

Bodyguard 1 None 5 C May use Defenses for allies in arm’s reach
Cling to Life 3 None 7 C Bleed out Time increased by one minute. 

May be purchased more then once.
Death Denied 5 None 10 5 Continue fighting after reaching 0 Hit 

Points
Defensive Stance 4 Heavy Armor  

Training
5 4 May halve all damage taken for one com-

bat per purchase. Must halve all damage 
dealt. Ends when player falls below 0 HPs 
or moves.

Dispel Transmutation 3 Weapon Profi-
ciency

7 3 Add Dispel <effect> to tagline. Dispel 
one effect on target per purchase.

Feeling No Pain 3 Drunken Master 7 3 Gain a Threshold equal to your Intoxica-
tion level for a combat. 

Freedom of Movement 1 None 3 3 Resist one Binding effect per purchase
Fortified Armor 3 Heavy Armor 

Training
5 C May convert 5 Armor Points to 1 Hit 

Point. May exceed base HP. May be done 
before or after hit.

Full Defense 3 Medium Armor 
Training

5 3 May call Resist to all effects delivered 
while Defensive Stance is active for one 
combat per purchase.

Guarded Soul 2 None 3 3 Resist one Necromancy effect per pur-
chase

Iron Hide 4 Armor Training - 
Heavy

10 C Gain Damage Resistance 1. Stacks with 
all sources of Damage Resistance.

Hardy 2 None 3 3 Resist Poison/Disease once per  
purchase

Living Steel 5 Heavy Armor 
Training

5 5 May call Resist to Body tagline. Dam-
age does not count as hitting body until 
all AP has been expended regardless of 
tagline.

Noble Nature 3 None 5 3 Resist any one Transmutation. This costs 
a 3rd Tier Slot

Parry 1 Weapon Profi-
ciency

10 1 Parry one blow. See description for skills 
which cannot be parried.
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Constitution Skills
Skill Level Prerequisite Cost Slot Description
Soak Damage 2 None 5 2 Call “Resist” to the first Melee or Ranged 

Damage taken of each combat
Taunt 3 None 5 3 Target takes x2 damage from you unless 

they attack you for 5 attacks in a row.
Tough as Nails 3 CON III 8 C Every 20 Hit Points you have purchased 

you gain a +1 Threshold
Threshold 3 Armor Training - 

Medium
7 C Gain Threshold +1. Stacks with all sourc-

es of thresholds
Shield Parry 1 Shield Proficiency 7 1 Parry one blow. See description for skills 

which cannot be parried.
Sure Grip 1 None  5 1 Call Resist to a Disarm
Shake it Off! 1 None 3 1 Resist  a Daze effect
Willpower 2 None 3 3 Resist  an Enchantment effect.
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Constitution Skill Descriptions
Constitution Skills allow you to get more out of your  
armor, parry mighty blows and even cast protective 
transmutations. Constitution warriors defeat foes by 
simply outlasting them.

All-Around Vision: Some think you have eyes in the 
back of your head, You cannot be flanked for the combat. 
Call No Effect each time an opponent calls Flanked 

Armor Training: You get the most out of your armor, 
limiting its weak points and maximizing its protection.

All of your armor points from masterwork armor are 
multiplied by 1.5. For more information on masterwork 
armor, please see the Weapons and Armor section on 
page 79.

Beer Belly: You can hold your booze far better the even 
the heaviest of drinkers. You may have an additional level 
of Intoxication for the Drunken Brawler effects. Normal-
ly you are limited to your Strength Attribute.

Bodyguard: Your desire to protect others is great even 
if putting your self at risk.  You may use any defenses for 
allies in weapons reach. If you use a Dodge then you take 
the effect. If you Dodge for another Character you may 
NOT Dodge a second time though other Defenses can be 
used to negate the effect. 

Cling to Life: It is harder for you to expire from Bleeding 
to death. Your Bleed out Count increases by 1 Minute. 
This skill may be purchased more then one time.

Death Denied: You have the fighting spirit. You are able 
to continue fighting even after you have reached the lim-
its of you body. You may continue fighting even after hit-
ting 0 Hit Points. 

Once out of Combat for any reason you immediately en-
ter the Death Count bypassing the Bleed Out state.

Defensive Stance: Caution is a great ally in combat. You 
may halve all damage taken for a combat. Ends when 
player falls below 0 HPs or moves or is knocked out of 
combat by such effects as Daze, Stun, Etc.

Diehard: Your spirit is loath to leave your body. Your 
death count is doubled to 120 seconds. 

Dispel Transmutation Strike: You may Dispel a single, 
named Alchemistry/Alkahestry  effect of 4th Tier or 
below on a successful melee attack. The attack must do 
damage and have “Dispel <effect>” added to the tagline. 
If you miss then the Dispel is lost.

Feeling No Pain: You have the ability while drinking 
heavily, to ignore a fair amount of damge. This is harder 
to ignore as you sober up. Gain a Threshold  equal to 
your current Intoxication Level. This changes as the level  
changes.

Full Defense: You become a defensive monolith. Once 
activated you may call Resist to all effect taglines  deliv-

ered while Defensive Stance is active for the combat. This 
does not allow you to ignore the normal damage.

Fortified Armor: You have the ability to sacrifice your 
physical protection to save your life. You may convert 5 
Armor Points to gain 1 Hit Point. You may exceed your 
Maximum Hit Points and may be done before or after 
hit in  combat.

Freedom of Movement: Always keep moving, that is 
sometimes your best defense. Costing a 3rd Tier Slot

Guarded Soul: Your spirit is stronger then most. You 
may Resist one (1) Necromancy effect costing a 3rd Tier 
Slot

Hardy: Your body is able to stave of even the most harm-
ful of toxins. You may call Resist to one poison/disease 
effect. This costs a 3rd Tier Slot

Iron Hide: You are so tough that lesser blows have little 
effect on you. You are able to minimize serious injury 
with the call Damage Reduction or simply Reduce to 
show you are taking less damage. Any source causing 
damage equal to or under your Damage Reduction is 
completely ignored.  

Living Steel: You become a armored juggernaut. You 
may call Resist to the Body tagline. Damage does not 
count as hitting body until all Armor Points have been 
expended regardless of tagline.

Last to Fall: You stand even as others are felled around 
you. With this skill you are able to call a Resist to status 
effects attack. 

Parry: You are adept at turning a blow aside negating any 
damage that would harm you. You must have a weapon 
in hand which you are proficient with. When successful-
ly hit you may call Parry. You are not able to Parry the 
attack if you are being Flanked by that person. Called as 
a defense against a melee attack from the front. Attack 
misses and riders do not take effect. This can not be used 
against 5th Teir abilities

Shield Parry: You may Parry any single ranged weapon 
but not against other packet delivered effects. You must 
have the shield in hand. You are not able to Shield Parry 
the attack if you are being Flanked by that person.  

Soak Damage: This skill allows you to resist any single 
source of hit point damage. You may not resist any at-
tack which does not specifically state a damage amount 
including attacks which automatically reduce you to -1 
hit points. If you are attacked by a damaging attack with 
an accompanying status effect, the effect is negated if you 
resist the damage.

Shake it off!: You have the ability to not be knocked for 
a loop. If you are going to be Dazed and knocked out of 
combat you may call Resist Daze to avoid suffering the  
Effects.
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Sure Grip: You can hold on to your weapon without fear 
of it escaping your grasp. You may resist a Disarm effect.

Taunt: Your scathing wit can be an effective also. Target 
opponent takes double damage from you unless they at-
tack you for 5 attacks in a row.

Tough as Nails: You gain the ability to ignore damage the 
tougher you become. For every 20 Purchased Hit Points 
you have you gain a +1 Threshold. This stacks with  other 
sources of Threshold. 

Willpower: You have an inordinate amount of mental for-
titude allowing you to shrug off alchemical restraints. You 
may resist any single Enchantment status effect costing a 
3rd Teir Slot
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Intelligence Skills
Skill Level Prerequisite Cost Slot Description
1st School Tier 1 1 INT 1 5 C You have access to a Alchemical School of 

Magic of the First Tier. 
1st School Tier 2 1 INT 2, 1st School 

Tier 1
5 C You have access to a Alchemical School of 

Magic of the Second Tier. 
1st School Tier 3 1 INT 3, 1st School 

Tier 3 
5 C You have access to a Alchemical School of 

Magic of the Third Tier. 
1st School Tier 4 1 INT 4, 1st School 

Tier 3 
5 C You have access to a Alchemical School of 

Magic of the Fourth Tier. 
1st School Tier 5 1 INT 5, 1st School 

Tier 4 
5 C You have access to a Alchemical School of 

Magic of the Fifth Tier. 
Allied School 1 First School of Equal 

Tier
8 C Access  for second and later school ac-

cess. Each level allows access to that level 
of spells in any of the six schools.

Transmutation Skills
   Combat Casting 1 Level 1  

   Transmutation
5 C Cast transmute when taking damage

   Inscribe Magic  
         Tattoo

1 None 3 C Create a tattoo that will hold one Trans-
mutation for use without a transmutation 
book.

   Quick Study 1 Recovered  
   Preparation

5 C May spend 1 min/level to prepare Me-
ta-transmutations at the cost of 1sp/level.

   Recovered  
      Preparation

1 Any Meta-trans-
mutation Skill

5 C May break prepared meta-transmutations 
back down into equal action slots

   Tracking  
        Transmutation

1 None 5 C Missed transmutation may be cast again 
free of cost

   Cooperative Magic 2 Level 1  
   Transmutation

5 C Each caster with this skill casting same 
transmutation adds radius to total trans-
mutation

   Intuition 3 Tracking  
   Transmutation

10 C Any transmutation met with No Effect 
has it’s slot refunded

   Signature  
      Transmutation

3 Specialist  
   Transmuter

5 C May cast transmutation without Trans-
mutation Book on your person. Trans-
mutation must be in specialist school.

   Specialist  
     Transmuter

3 Level 5  
   Transmutation

10 C Choose one school. Transmutations from 
that school use an action slot one level 
lower than the transmutation

Meta-Transmutation Skills
   Mercy  
          Transmutation

1 Level 1 Trans-
mutation

1 1 Target takes some portion of  trans-
mutation damage. Subdual is added to 
Tagline

   Bouncing  
           Transmutation

2 Level 1 Trans-
mutation

2 2 May redirect a transmutation with anoth-
er packet if first transmutation hit but did 
not take effect

   Rime Transmutation 2 Level 1 Trans-
mutation

2 2 Applicable body part is frozen. Status ef-
fect Disarm/Pin/Bind is added to tagline.
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Intelligence Skills
Skill Level Prerequisite Cost Slot Description
   Ectoplasmic  
            Transmutation

3 Level 3 Trans-
mutation

3 3 Add Penetrate tagline to transmutation 
vs target with Phased status effect. No 
effect otherwise

   Empowered  
          Transmutation

3 Level 3 Trans-
mutation

3 3 Direct damage portion of Transmutation 
is doubled

   Misery  
          Transmutation

3 Level 3 Trans-
mutation

3 3 Transmutation gains Disease status effect

   Reaching  
          Transmutation

3 Level 3 Trans-
mutation

3 3 Transmutation Strike transmutation 
rather than throw packet. Must still call 
verbal

   Admixture  
          Transmutation

4 Level 5 Trans-
mutation

4 4 Add direct damage from one trans-
mutation to status effect of another. Pay 
AP cost of both as well as action slot ad-
justment. Only one verbal is said. Either 
tagline can take effect first.

   Concussive  
         Transmutation

4 Level 5 Trans-
mutation

4 4 Add taglines Massive and Sonic. Must 
shout verbal

   Silent Transmutation 4 Level 5 Trans-
mutation

4 4 Cast this transmutation, even if unable to 
speak or be heard

   Echoing  
         Transmutation

5 Level 5 Trans-
mutation/ 
Specialist Trans-
mutation caster

5 5 “Immediately throw a duplicate trans-
mutation at target unaffected by previous 
transmutation with Penetrate added 
to tagline. Must be a Specialist Trans-
mutation

   Piercing  
          Transmutation

5 Level 5 Trans-
mutation/ 
Signature Trans-
mutation

5 5 May add Penetrate to transmutation 
tagline for Signature Transmutation

   Quickened  
          Transmutation

5 Level 5 Trans-
mutation/ 
Specialist Trans-
mutation caster

5 5 May substitute verbal with Quickened 
tagline. Must be Specialist Transmutation

   Thanatopic  
         Transmutation

5 Level 5 Trans-
mutation/ 
Specialist Trans-
mutation caster

5 5 Cast transmutation on undead/elemental/
outsider as if it was native to Gael. Must 
be a Specialist Transmutation

   Threnodic  
        Transmutation

5 Level 5 Trans-
mutation/ 
Specialist Trans-
mutation caster

5 5 Cast Mind-Effecting transmutation on 
mindless creature. Must be a Specialist 
Transmutation
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Intelligence Skill Descriptions
Transmutations skills and Meta-Transmutations are skill 
types that allows you to gain certain advantages through 
the manipulations of Alchemical power. The level of slot 
that you would use to use the Transmutations may be 
more costly or less. The Tier of the spell does not matter 
once the Slot teir is known

Example: You use your Specialist Transmuter Skill for 
Necromancy. A 3rd Tier Spell now takes a 2nd Level Slot. 
So 3rd Tier spells can be cast every combat as those slots 
used (2nds) return each combat.

Descriptions
1st School:  You chose your first School of Transmutation. 
Each level purchased allows access to that level of spells 
in any of the six schools. Each Tier allows you to pick 2 
Transmutations from that Tier into your Formula book. 
You must have an INT attribute equal to the tier of the 
school you have.

Allied School: Beyond your first school you may pick 
up Allied Schools. Each purchase lets you add one Tier 
of a new School. You may continue going up in the new 
School or pic a 3rd, then  4th, etc. Each instance stacks 5 
times. Each level allows access to that level of spells in any 
of the six schools.

Combat Casting: You are so focused on finishing your 
transmutations that you will even continue through harm. 
You are able to cast transmute while taking damage.

Inscribe Magic Tattoo: Normally you must have a Trans-
mutation Formula Book. This skill allows you to create a 
tattoo that will hold one (1) transmutation for use without 
a transmutation book. This may be purchased more then 
once.

Quick Study: May spend 1 min/level to prepare me-
ta-transmutation at the cost of 1sp/level.

Recovered Preparation:  May break prepared Meta trans-
mutations back down into equal action slots

Tracking Transmutation: Missed transmutation may be 
cast again free of cost

Cooperative Magic: Some Transmutations can effect an 
area. With this, each caster with this skill casting same 
transmutation adds 5’ to the radius of the total trans-
mutation.

Intuition: You are a master at recognizing that a Trans-
mutation is not going to effect the target. Any trans-
mutation met with No Effect has the Slot refunded.

Signature Transmutation: You may chose and cast trans-
mutation without transmutation book on your person. 
This choice should be noted and that Transmutation does 
not change. Transmutation must be in specialist school. 
You may purchase this more then once each time applying 
to a new Transmutation.

Specialist Transmuter: You have become a master of 
a transmutation school. Choose one school. Trans-
mutations from that school use Slots one level lower to a 
Minimum of one (1) than the Tier Listed.

Meta-Transmutation Skills

Meta-Transumtations skills have the ability to affect Alke-
hestry Transmutations in many and unique ways, In some 
cases you may add additional Taglines to spells or cause 
them to effect Targets in different ways getting around dif-
ferent resistances.

When using a Meta-Transumtation skill you must howev-
er pay a cost. This comes in the form of ‘Locking Down’ 
a number of Slot Tiers equal to the Slot Cost in the Table. 
These Tiers may be made up of any combination of Slots, 
For Example: 

Cassius wants to use the Quicken Meta-Transutation Skill 
to Quicken his Conflagration Alkehestry. He must “lock” 
5 Slots from any of his available ones in any combination 
equaling 5. For example may use a 5th Tier Slot or three 
1st Tier Slots and a 2nd Tier Slot.

If you wish to use a Meta-Transmutation Skill you must 
prepare it at the beginning of your day. So the Slots will be 
locked even if you do not end up using that chosen spell. 
The Locked Spells remain locked until 6 PM the following 
day. This supersedes normal reset times, (1st, 2nd, and 3rd 
Tier Slots).

Mercy Transmutation (Meta-Transmutation Skill): You 
are able to chose to not try and not kill them with your 
Transmutations. You may add Subdual tagline to a trans-
mutation. 

Bouncing Transmutation (Meta-Transmutation Skill): 
You are capable of redirecting your Transmutations effects 
to new targets even if they don’t have the intended effect. 
May redirect a transmutation with a second packet if first 
transmutation hit but did not take effect. 

Rime Transmutation (Meta-Transmutation Skill): You 
may cause a icy coating to cover a target applicable body 
part is frozen. You may add either Disarm,Pin. or Bind 
to the tagline. 

Ectoplasmic Transmutation (Meta-Transmutation 
Skill): Able to reach beyond the mortal realm your trans-
mutations can effect insubstantial foes. May add the 
Pierce tagline verses targets with Phased status effect. No 
effect otherwise. 

Empowered Transmutation (Meta-Transmutation 
Skill): Your Transmutations can be more powerful then 
normal. The damage portion of a transmutation is dou-
bled. 

Misery Transmutation (Meta-Transmutation Skill): 
You reach out to power that corrupts nature. You may add 
the Disease Tagline to you Transmutations. 
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Reaching Transmutation (Meta-Transmutation Skill): 
You may channel your transmutations through a weapon 
rather than throw a packet. You say your verbal and effect 
then Transmutation-Strike. 

Admixture Transmutation (Meta-Transmutation Skill): 
You may take two Transmutations and add them together. 
You may add direct damage from one transmutation and 
the status effect of another. You must use the appropriate 
number of slots for both combined. Only one verbal is 
said. Either tagline can take effect first.

Concussive Transmutation (Meta-Transmutation 
Skill): You have a thundering effect that accompanies 
your Transmutations. You may add Massive Sonic to the 
tagline of your Transmutation. You must shout verbal.  

Silent Transmutation (Meta-Transmutation Skill): You 
can cast this transmutation, even if unable to speak or be 
heard.  

Echoing Transmutation (Meta-Transmutation Skill): 
Immediately throw a duplicate transmutation at target 
unaffected by previous transmutation with Penetrate 
added to tagline. Must be a Specialist Transmutation

Piercing Transmutation (Meta-Transmutation Skill): 
May add “Penetrate” to transmutation tagline for Signa-
ture Transmutation. 

Quickened Transmutation (Meta-Transmutation 
Skill): You have the ability to speed up the activation you 
your Transmutations to near instant speeds. May substi-
tute verbal with Quickened tagline. Must be Specialist 
Transmuter. 

Transmutation Thanatopic (Meta-Transmutation 
Skill): You are able to cast transmutations on undead/
elemental/outsider as if it was native to Gael. Must be a 
Specialist Transmutation”  

Threnodic Transmutation (Meta-Transmutation Skill): 
You are able to effect the mindless. Cast Mind-Effecting 
transmutation on mindless creature. Must be a Specialist 
Transmutation. 
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Wisdom Skills
Transmutation Level Prerequisite Cost Slot Description
1st School Tier 1 1 WIS 1 5 C You have access to a Alchemical School 

of Magic of the First Tier. 
1st School Tier 2 1 WIS 2, 1st School 

Tier 1
5 C You have access to a Alchemical School 

of Magic of the Second Tier. 
1st School Tier 3 1 WIS 3, 1st School 

Tier 3 
5 C You have access to a Alchemical School 

of Magic of the Third Tier. 
1st School Tier 4 1 WIS 4, 1st School 

Tier 3 
5 C You have access to a Alchemical School 

of Magic of the Fourth Tier. 
1st School Tier 5 1 WIS 5, 1st School 

Tier 4 
5 C You have access to a Alchemical School 

of Magic of the Fifth Tier. 
Allied School 1 First School of Equal 

Tier
8 C Access  for second and later school 

access. Each level allows access to that 
level of spells in any of the six schools.

Transmutation Skills
Monstrous  
   Appearance

1 None 5 C Block with Natural Weapons

Speak with Animals 1 None 3 C Roleplaying only. You are able to speak 
with animals but not monstrous beasts.

Willpower 1 None 3 3 Resist enchantment status effect
Conduit 2 None 5 C Channel action slots to another
Feign Death 2 Willpower 5 2 Detect as Dead to all skills
Lay on Hands 2 None 5 C Channel Action Slots to Heal/Cause 2 

HPs/1 level of Slot
Alertness 3 Alchemical School 10 C You are aware that someone or 

something is invisible or out of phase 
whenever you come within 10’ of the 
object or person.

Dispelling Strike 3 Weapon Proficiency 5 3 Dispel named effect on target. Must 
strike with weapon. If a named Effect is 
not named they the Target chooses.

Greyshroud 5 Shadowform 6 C Gain “Invisible” tagline
Wildshape 2 None 10 3 Polymorph into the Animal Class of 

Creatures (See Tables)
Arbor Shape 2 Wildshape 10 3 Polymorph into Plant Class of Crea-

tures (See Tables)
Aberrant Shape 4 Wildshape 10 3 Polymorph into the Aberrant Class of 

Creatures (See Tables)
Elemental Shape 5 Wildshape 10 3 Polymorph into the Elemental/Outsid-

er Class of Creatures (See Tables)
Vermin Shape 2 Wildshape 10 3 Polymorph into the Vermin Class of 

Creatures (See Tables)
Photosynthesis 5 Arborshape 10 C Heal to full in 60 seconds. Only works 

in daylight and outside of combat.
Eldritch Claws 2 None 5 2 Your claws are able to add any one (1) 

single alchemical metal to their tagline.
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Wisdom Skills
Transmutation Level Prerequisite Cost Slot Description
Hybrid Form 4 Wildshape 10 C You may use Weapons and Equipment 
Brawny Wild Shape 3 Wildshape 12 C +2 Strength while Wildshaped. Does 

NOT Stack
Hardened Bark 3 Arborshape 10 C Gain +15 natural armor while in  

Arborshape. Refit outside of combat in 
30 seconds as Dexterity Armor.

Natural Soul 1 Wildshape or  
Arborshape

3 C +5  Polymorph Points. Stacks.

Poisonous Plant 3 Arborshape 5 2 May call Slow Poison 2 with natural 
weapons as plant

Stealthy Wild Shape 3 Wildshape 7 C Hide in Shadows while wildshaped in 
natural environs

Preferred Shape 4 Wildshape or  
Arborshape

5 C +10 to Ability points but you can only 
turn into that shape.

Effortless Shaping 5 Wildshape 10 C Lowers the cost to activate Wildshape 
buy 1 Tier. 

Photosynthesis 5 Arborshape 10 C Heal to full in 60 seconds. Only works 
in daylight and outside of combat.

Prolific Shaper 1 Wildshape 10 C Can Wildshape x2 your WIS Attribute
Dangerous Claws 3 Wildshape, Wildkyn 7 C Your Claws are longer then average.
Devastating Claws 5 Wildshape, Wildkyn 10 C Your Claws are much longer then aver-

age
Extended Polymorph 2 Wildshape, PmP 7 C Your WIS Attribute counts as +1 High-

ers when dealing with some abilities 
when Wildshaping

Alchemistry Skills
Reformulate Catalyst 1 1st level trans-

mutation
5 - Change catalyst from one trans-

mutation to another without  a lab
Attune Catalyst 1 1st level trans-

mutation
3 - Allow another to activate your catalysts

Fetishist 1 1st Teir Trans-
mutations

5 - Spend only half the production points 
to place transmutations in a fetish

Powerful Catalyst 3 Production Points 7 3 Discharge all transmutations in a cata-
lyst at once to generate a packet attack 
for 10 dam/level discharged.

Wisdom Skill Descriptions
The Wisdom Attribute represents your understanding 
and relationship with the essence of reality. By tapping 
into the essence of a thing, you are able to draw some 
of its characteristics to yourself. Whether your allied es-
sence is life, death, nature or something else entirely, you 
weave in and out of these concepts in daily life. Changing 
physical forms is dangerous as the individual takes on 
part of the spirit of their new form. Creatures with a tem-
plate other than their own are affected by status effects 

of both their forms. A barbarian shaman shape-changed 
into a bear is therefore subject to both Command Ani-
mals and Command Humanoids.

1st School:  You chose your first School of Trans-
mutation. Each level purchased allows access to that level 
of spells in any of the six schools. Each Tier allows you to 
pick 2 Transmutations from that Tier into your Formula 
book. You must have an WIS attribute equal to the tier of 
the school you have.
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Alertness You use all of your senses to tell if there are 
hidden things around  you. You are aware that someone 
or something is invisible or out of phase whenever you 
come within 10’ of the object or person. This does not 
give you any ability to interact with them.

Allied School: Beyond your first school you may pick 
up Allied Schools. Each purchase lets you add one Tier 
of a new School. You may continue going up in the new 
School or pic a 3rd, then  4th, etc. Each instance stacks 
5 times. Each level allows access to that level of spells in 
any of the six schools.

Conduit: You are able to establish an affinity between 
our own potential energy and another. You are able to 
give other players action slots one at a time. There is no 
limit to how many or what level can be transfered. An ex-
ample: Thom wants to give Rob a 4th level action slot to 

revive a friend. The only way to do so is to substitute one 
of his own. Once he has done so, he can transfer other 
action slots in the same manner if he wishes.

Dangerous Claws: Your claws are longer then normal. 
You can use 36” Claws

Devastating Claws: Your Claws are the longest they can 
be. You can use 48” Claws

Dispel Transmutation Strike: You may Dispel a sin-
gle, named Alchemistry/Alkahestry  effect of 4th Tier 
or below on a successful melee attack. The attack must 
do damage and have “Dispel <effect>” added to the tag-
line. If you miss then the Dispel is lost. If an Effect is not 
named the Target chooses which to lose.

Feign Death: You appear to be dead with the use of  
this ability. All investigative abilities, both magical and 
mundane, will register your status as beyond your death 
count but before your five minute resurrection count. 

Fetishist: You are able to always find a little extra trin-
ket around. You gain One (1) free Tier 1 Fetish an event. 
That still must come from you lists of Transmutations.

Extended Polymorph: This skill allows your WIS skill 
to count as one (1) higher in regards to the limit on the 
number of times you may purchase those  abilities.

Greyshroud: Rumors abound of those that master the 
ability to become so innocuous that they fade from sight 
and memory. This ability grants the character to become 
invisible. They must move slowly and try to not attract 
attention to themselves. On a 5 Count they become In-
visible and must cross their arms to signify they are to be 
ignored. Hiding in Shadows 1, Hiding ins Shadows 2....
Hiding in Shadows 5,

Lay on Hands: By tapping directly into the essence of 
life and death, you are able to channel energy directly 
through your hands and into another. You either may 
heal or cause damage. For each level of action slot(s) 
spent you heal/harm 2 Points of damage. For example 
if you expend a 4th Tier Slot you may heal 8 Hit Points. 
This skill requires a 3 count.

Monstrous Aspect: Whether you have fiendish blood in 
your history or you are a trained Alchemist. Your fists 
turn into 24” claws allowing you to call slashing or pierc-
ing as their tagline. You must be proficient in natural 
weapons to purchase this ability.

Powerful Catalyst: You are able to discharge all of the 
transmutations inside a catalyst at once. This massive 
discharge of raw energy can be shaped into a thrown ball 
that does 10 hps/level or spell sacrificed.

Preferred Shape; Whether you have a dedication or are 
given only once choice you come to have a greater mas-
tery of that form. You gain an additional 10 PmP . That 
form should be noted on your Character sheet.
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Speak with Animals: You have a gift that allows you 
to understand and communicate with normal animals 
but not monstrous beasts. This skill does not guarantee  
friendly interactions but it defiantly helps.

Stealthy Wild Shape: You gain the stealth of the preda-
tors and prey you transform into. You may Camouflage 
(as Hide In Shadows) while in natural environments

Willpower: You have an inordinate amount of mental 
fortitude allowing you to shrug off alchemical restraints. 
You may resist any single Enchantment status effect. 
Costing a 3rd Teir Slot

Wildshaping/Polymorphing

Changing physical forms is dangerous as the individual 
takes on part of the spirit of their new form. Creatures 
with a template other than their own are affected by 
status effects of both their forms. A barbarian shaman 
shape-changed into a bear is therefore subject to both 
Command Animals and Command Humanoids.

Due to the Laws of Equivalent Exchange in the World 
of Alchemy you may only transform, wildshape, poly-
morph into things that are roughly human sized.

Arborshape Your ties to nature are powerful and you 
know the secrets to allow yourself to transform into a 
number of creatures with the Plant Keyword. This in-
cludes things like Treants, Giant Flytraps, even Sham-
bling Mounds. You may build a form out of the Plant 
Attribute Table

Aberrant Shape Similar to both Arborshape and Wild-
shape, Aberrant Shape allows you to take the form of 
more monstrous and magical forms with the Aberrant 
Keyword. Creatures like Displacer Beasts, Owlbears, 
and the like, You may transform into an Aberrant crea-
ture built from the Aberrant  Attribute Table

Brawny Wild Shape: The strength of the wild beast re-
sides in  you. When you transform in to a Wildshape 
Form you gain a  +2 bonus to your damage to Natural 
Weapons. You are able to perform a Feat of Strength 2 
(or add +2 to a Feat of Strength form another ability) for 
a 3rd Tier Slot. 

Effortless Shaping: You are so adept at Wildshape you 
are able to do it with more ease. It cost 1 Tier lower slots 
to Wildshape. (Tier 2 instead of Tier 3)

Eldritch Claws: Ancient and cyclopean knowledge has 
shown you the way to enhance claws you use. Your claws 
are able to add any one (1) single alchemical element  or 
Silver to their tagline. Each time you activate it lasts for 
an entire combat for the cost of a 2nd Tier Slot.

Elemental Shape: This allows you to transform into such 
things that you find on the outer planes that are ruled by 
the elements. You can transform into creatures with the 
Elemental Keyword, Creatures like Azers, Efreet, or Ice 
Elementals.

Hardened Bark: When in your Arborshape your skin 
becomes a hardened thick bark. You gain +15 Armor 
while Arbor Shaped. Once out of combat and you return 
to your non Arbor form those Armor Points are lost  and 
the next time you transform to an Arbor Form those Ar-
mor points are reset. 

Hybrid Form: You’re able to wear armor and wield 
weapons, This often come in the form of Treants, 
Were-Creatures, Efreets, Etc

Monstrous Aspect: Whether you have fiendish blood in 
your history or you are a trained Alchemist. Your fists 
turn into claws allowing you to call Slashing or Piercing 
as their tagline. You must be proficient in natural weap-
ons to purchase this ability.

Natural Soul: You focus on the more animalistic parts 
of yourself. You become more and more powerful in  the 
animal forms you Wildshape into. Gain +5 ability points 
to the  Wildshaped form picked. Stackable. 

Photosynthesis: When in your Arborshape you gain the 
ability to gain sustenance from the sun. You may plant 
your feet and if  you remain planted for 5 minutes you 
are fully healed. This only works while not in combat 
and only in daylight(between 7AM and 7PM).

Poisonous Plant; When in your Arborshape you have 
a touch that is poisonous. May use the Slow Poison 2 
tagline with natural weapons as plant. 

Preferred Shape; Whether you have a dedication or are 
given only once choice you come to have a greater mas-
tery of that form. You gain an additional +10 PmP to 
be used for your Preferred Shape. That form should be 
noted on your Character sheet.

Prolific Shaper: You ability to Wildshape becomes sec-
ond nature. You stay in other forms more often then not. 
You gain the ability to Wildshape twice your WIS attri-
bute +1 instead of the normal limit.

Stealthy Wild Shape: You gain the stealth of the preda-
tors and prey you transform into. You may Camouflage 
(as Hide In Shadows) while in natural environments

Vermin Shape; This allows for the Wildshaper to change 
in to the creatures that are normally thought of as Ver-
min. Things such as Spiders, Rats, Centipedes. Any crea-
ture with the Vermin Keyword. This includes the giant 
types of them (Which are far more effective for players)

Wild Shape: This ability allows you to gain the appear-
ance and some of the abilities of an animal and you gain 
the Animal Keyword. While in animal form you appear 
as a normal member of that species but may have mark-
ings or normal colorization at your discretion. You do 
not gain any of the attributes of the animal and those 
must be purchased separately. You may gain wings but 
may not fly. 

You may role-play any other natural abilities of the ani-
mal but they provide no direct in-game benefit. Natural 
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animals of the species treat you as one of themselves and 
behave appropriately, but may only take the form of an 
animal similar in size to a human. A large dog would be 
acceptable as would an ape while a house cat or an ele-
phant would fall outside these parameters. 

Staff asks for you to run the costume prepared by them 
so that is is appropriate and you must wear it every time 
you use this ability. Donning the costume is part of the 
transformation process. You transform on a three (3)
count. 

Wildshape allows you to pick a number of abilities for 
the shape you choose. You should have an animal (or 
other creature)  in mind and try to purchase the abili-
ties that make the most sense. When you use any of the 
Wildshapes you must have an appropriate Mask to show 
that you are in a Wildshape form. A matching tabard is 
also suggested. 

You have your Base Hit Points and Attribute Scores while 
Wildshape. Skills that directly affect the Wildshape (IE 
Profs in Natural Weapons) translate over. Slots Included

•	 Wildshape skill grants you 10 Polymorph Points 
aka PmP

•	 Natural Soul gives you +5 Polymorph Points s and 
can be  purchased more than once.

•	 You also gain a Bonus Polymorph Point for each 
Tier of your Wisdom Attribute.

•	 You lose your Physical Racial Traits while Wild 
Shaped - Because you are no longer that Shape. 
These should be pretty obvious if there are any 
questions contact a Staff member 

•	 Any Wildshape Ability bought with PmP that says 
it Stacks may only be stacked a number of times 
equal to your WIS x2 attribute. EX: The most you 
could buy Thickened Fur (Animal) with a WIS At-
tribute of 2 is 4 Times,

Matching up to some skills that interact with CR, every 3 
points = 1 CR. So with just Wildshape alone you can do 
a CR 3 as in the Player’s Guide.

Time Limits

You normally remain Wildshaped for the duration of an 
encounter (module). You may remain in Wildshape oth-
erwise for up to 1 Hour. After that it begins to take is toll 
on you mentally. Some say that there are some Wyldkin 
that actually are wizards that have forgotten their true 
self rather then enlighten animals.

You may push this limit. If you do please contact a Plot 
Member.

If you are going to remain Wildshaped into a form for 

long periods of time and so not wish to wear a mask and 
opt to wear full face make up you will need a symbol that 
will show on your forehead in Silver or Gold. This shows 
that you are Wildshaped. This is to avoid people taking 
advantage of a system where there may be nonstandard 
Races to be played and/or avoiding Makeup require-
ments. This Symbols should be at least 2”x2” and feasibly 
seen from a normal distance (across a room)

Alchemical Spells that alter shape:

There are a number of spells and items that can alter the 
form of the caster. Each tier that the spell represent the 
amount of Wildshape PmP they get to spend. It is the 
Tier of the Spell x 10. 

Example: A Tier 3 Spell that Alters shape would grant 
you 30 Points to spend. 

All transformations through Alchemistry lasts for one 
(1) Combat or 10 Minutes outside of Combat. 

If you are a Wisdom Caster and you have any of the Wis-
dom based skills that affect Wildshape it does apply to 
when using Magic to alter your shape.
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Animal

These are your mundane creatures, also including their giant relatives.

Cost	 Name			   Short Description

2	 Claws			   Base 1 Claws, May be purchased more then once +1/Purchase

4	 Thick Hide/Fur		  +10 Hit Points.  May be purchased more then once +10/Purchase

5	 Armored Hide		  1 Threshold. May be purchased more then once +1/Purchase 	

5	 Fly (Hover)		  May ignore Physical Challenges that are ground based ( Pits,etc)

4	 Scent 1			   Find Secret Doors

4	 Scent 2			   As Alertness Skill

3	 Swimmer			  Act full speed in water modules

2	 Strong			   May perform a Feat Strength adding +1 to you Strength Attribute

5	 Camouflage		  May Hide In Plain Sight (Hide In Shadows) within  5 feet of foliage

5 	 Healing Lick		  Heal 5x Wis, Costs 2nd Tier Slot 

3	 Quick Reflexes		  Parry, Cost 1st Tier Slot

3	 Winter Coat		  Resist Cold, 2nd Tier Slot

5 	 Fearsome Howl		  Packet Delivered Fear, 3rd Tier Slot

10	 Alpha Creature		  Will not be attacked by same Animal Type

 

Example: Giant Owl 23 pts - Claws x5, Fly, Scent 2, Camouflage

Abberant
These represent the strange and unusual creatures that exist  in the world. Things such as Owlbears and Displacer 
Beasts

2	 Claws			   Base 1 Claws, May be purchased more then once +1/Purchase

4	 Thick Hide/Fur		  +10 Hit Points.  May be purchased more then once +10/Purchase

4	 Armored Hide		  1 Threshold. May be purchased more then once +1/Purchase 	

4	 Fly (Hover)		  May ignore Physical Challenges that are ground based ( Pits,etc)

5 	 Scent 1			   Find Secret Doors

3	 Scent 2			   As Alertness Skill

3	 Swimmer			  Act full speed in water modules

2	 Stong			   May perform a Feat Strength adding +1 to you Strength Attribute 

7 	 Tentacles			   May call Bind for a 3rd Level Slot 

3 	 Unnatural Dodge		  May Dodge and Attack costs 3rd Level Slot

5 	 Unnatural Sight		  Phase Sight

Example: Displacer Beast 20 Pts - Claws x3,  Dodge, Tentacles  Scent 2, Strong
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Arbor
Perhaps the least known and underutilized forms of Wildshape this  includes things like giant fly traps, Ents, and 
the like.

3	 Claws			   Base 1 Claws (Blunt),Stacks +1/Purchase

5	 Hardened Bark		  +15 Hit Points, May be purchased more then once +15/Purchase

5	 Root In Place		  +2 Threshold Stacks. Can not move while active.

2 	 Fruit of Healing		  Can Goodberry 5 Fruits for a 3rd level Slot

3	 Grasping Roots		  Packet Delivered Pin 2/1st Tier Slot

	

Example: Oaken Ent 15 Points - Root In Place x2, Fruit of Healing, Claws x1

Outsider/Elemental
The forms the Wildshaper takes is other worldly, Fire Elementals, Xorn, etc. They are connected to the 4 elemental 
planes to a degree.

3	 Claws			   Base 1 Claws (S/P/B) , Stacks +1/Purchase

5	 Elemental Touch		  May add Fire, Ice, Earth, or Lightning to your Claw Attacks

5	 Planar Touch		  May add Law, Chaos, Life, or Death to your Claw Attacks

5	 Planar Immunity		  You take no damage when in your Element (not Attacks)

5	 Elemental Hide		  You gain a Threshold of +3 verses your Element, Stacks

5	 Humanoid Form		  You may use your gear

5	 Elemental Blasts		  You may use a 20 Elemental Packet Attack for a Tier 2 Slot

3	 Fly (Hover)		  May ignore Physical Challenges that are ground based ( Pits,etc)

Example: Efreeti 35 pts - Humanoid Form, Element Hide (Fire) x3, Elemental  Touch, Planar Immunity, Elemental 
Blasts

Vermin
The giant creepy crawlies that lurk in the shadows. Giant Rats, Giant Centipedes, etc. They all are normally 
shunned but they do have there places in the world. When changing into one does grand access to useful abilities.

3	 Claws			   Base 2 Claws (Slashing or Piercing) Stacks +1/Purchase

5	 Venomous		  You may call Envenom for a 4th Level Slot

2	 Filthy Hide		  Resist Poison costs 2nd level Slot

3	 Wall Crawler		  Resist Pin Effects cost 1st Level Slot

5	 Chitinous Hide		  Threshold 2, Stacks

3	 Parasite			   Gain 10 Hit Point when performing a killing Blow

4	 Thick Casing 		  +10 Hitpoints.  May be purchased more then once +10/Purchase

3	 Fly (Hover)		  May ignore Physical Challenges that are ground based ( Pits,etc)

Example: Giant Scorpion 20 pts - Claws, Wall Crawler, Chitinous Hide x2, Thick Casing
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Charisma Skills
Skill  Level Prerequisite  Cost  Slot  Description

Charming Gaze 3 None 3 3 Packet Delivered Daze for 
concentration

Disarming Smile 3 Easing Demeanor 3 C Cancel a Reputation Loss 
from module

Easing Demeanor 1 None 10 C +1 Reputation Point re-
ward

Feast of Bounty 1 Standard Bearer 3 3 Create Feast under your 
Houses Banner

Forceful Personality 4 None 10 C Mind Effecting statuses last 
10 Seconds,

Harmonic Scion 3 None 10 3 Song induced effects
Intimidating Presence (X) 3 None 5 C CR>2 Will not attack un-

less provoked
Light of Spirit 2 None 3 C Your Cohort has a knack 

for sticking around, Bleed 
Count Increased

Silver Tongue 2 None 2 C Reap greater monetary 
benefits for jobs

Untrustworthy 5 None 10 1/P You are always Flanking for 
the Battle.

Familiars
Travelers Familiar I 1  None  5 C Bonus Slots 1
Travelers Familiar II 2 Travelers Familiar I 5 C Bonus Slots 1,2
Travelers Familiar III 3 Travelers Familiar I 5 C Bonus Slots 1,2,3
Travelers Familiar IV 4 Travelers Familiar I 5 C Bonus Slots 1,2,3,4
Travelers Familiar V 5 Travelers Familiar IV 5 C Bonus Slots 1,2,3,4,5
Guardian Familiar I 1 None 3 C One Guardian Power
Guardian Familiar II 2 Guardian Familiar I 3 C +1 Guardian Power

Guardian Familiar III 3 Guardian Familiar II 3 C +1 Guardian Power
Guardian Familiar IV 4 Guardian Familiar III 3 C +1 Guardian Power
Guardian Familiar V 5 Guardian Familiar IV 3 C +1 Guardian Power
Hirerlings

Man-at-Arms I 3 None 3 C +1 NPC of this type

Man-at-Arms II 4 Man-at-Arms I 5 C +1 NPC of this type
Man-at-ArmsIII 5 Man-at-Arms II 8 C +1 NPC of this type
Core Engineers I 3 None 3 C +1 NPC of this type
Core Engineers II 4 Core Engineers I 5 C +1 NPC of this type

Core Engineers III 5 Core Engineers I 8 C +1 NPC of this type
Undergound Network I 3 None 3 C +1 NPC of this type
Undergound Network II 4 Undergound Network I 5 C +1 NPC of this type

Undergound Network III 5 Undergound Network II 8 C +1 NPC of this type
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Professions
Profession 1 1 None 3 10 Silver Stipend
Profession 1I 2 Profession 1 6 +10 Silver
Profession III 3 Profession 1I 9 +10 Silver
Profession IV 4 Profession III 12 +10 Silver

Profession V 5 Profession IV 15 +10 Silver
Standard Bearer
Standard Bearer 1 None 5 C Allows use of all Standard 

Bearer prerequisite skills for 
one combat per purchase Skills

Clearing Cry 2 Standard Bearer 5 2 Cohorts have Mind Effecting 
Status Effects broken

Cohort Damage Bonus 2 Standard Bearer 20 C Add this bonus damage to  the 
Standard Bearer and Cohort 
members. 

Concentrated Fire 3 Ranger Weapon Profi-
ciency, Standard Bearer

10 3 All members of a cohort gain a 
Accuracy (Missile) bonus equal 
to the number of Missile weap-
on users in the Cohort

Coordinated Stance 3 Shield Proficiency, Stan-
dard Bearer

10 C All members of a cohort gain 
a Threshold bonus equal to the 
number of shields among users 
in the Cohort

Luck of the Cohort 2 Standard Bearer 5 2 May use the defense Dodge if 
presenting a standard

Last to Fall 4 Standard Bearer 10 4 Call “Resist” to status effect 
attack.

Hoist the Colors 4 Standard Bearer 5 4 Player takes half damage from 
all sources. Ends if player falls 
to 0 HP or if banner touches the 
ground.

Damn the Consequences 5 Standard Bearer 10 5 Raise your dead and dying 
Cohort members to fight as 
Undead. May not be purchased 
if “Rally!” has been purchased.

Rally! 5 Standard Bearer 10 5 Cohort members heal to full hit 
points. May not be purchased 
if Damn the Consequences has 
already been purchased.

Stand Firm 3 Standard Bearer 10 3 Cohort members are released 
from one status effect. 

Charisma is the force of personality that a character has. 
It draws people in and forces them to stay at distance. It 
is a way to gain others to your cause. 

Familiars fall into a specific category of creatures. They 
are non combatant and are represented by a small animal 
or beast or even a magically animated construct. They 
could be literally just about anything. The Bond that is 
created is powerful. If the Familiar is Killed or Destroyed 

the character it is bonded to may not use any Charisma 
Skills for the next 12 Hour Reset is up, 

Skills

Charming Gaze: The character may flash a sly look can 
freeze a person in place. Character gains the ability to 
Packet Deliver a Daze. This Daze lasts while the char-
acter concentrates. The Character keeps an outstretched 
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hand pointed at the Dazed Character. Any attack on the 
Dazed Target breaks the Daze.

Disarming Smile: When the mission is done some 
times the outcome did not end up in your favor. This 
could effect the reputation you have built up. If you are 
going to suffer a negative Reputation loss, The Character 
may Cancel up to 3 Points Reputation Loss from module 

Easing Demeanor: After all is said and done you may 
reap the good will of the job well done. If you receive a 
Reputation reward add +1 Reputation Point to that re-
ward 

Feast of Bounty: You create a delicious feast. Your Co-
hort engaging in that meal receives a boost to health. 
For each 3rd tier slot expended when the meal is served 
every one in the cohort is granted 5 Body. If you are 
removed from the cohort you r do not loose the Body 
however you may not gain Body from any other Feasts 
of Bounty.

Forceful Personality: Your character has such a strong 
presence of self that even the most intrusive mental in-
vasions. All Mind Effecting statuses last 10 Seconds,

Intimidating Presence (X): So powerful is your bearing 
that you inspire awe or fear in those around you. Any 
creature that is 2 CR or below will not attack you unless 
you are aggressive towards them first. This may be pur-
chased more then once. Each additional purchase add an 
additional +2 to the CR of creatures that will not attack.

Silver Tongue - When you receive a individual payment 
for a job, You get an additional 10% (Rounded Up) in Sil-
ver. This reward must be payed in coin and only applies 
to that part of the reward. If possible alert the marshal 
at the beginning of the module that you have this skill.

Untrustworthy: You have such an air about you that 
everyone is so sure something else is about to happen 
they keep an eye not focused on you. This give you a leg 
up and always count as flanking for the duration of the 
battle when activated.

Familiars

Familiars fall into a specific category of creatures. They 
are non combatant and are represented by a small an-
imal or beast or even a magically animated construct. 

They could be literally just about anything. The Bond 
that is created is powerful. If the Familiar is Killed or 
Destroyed the character it is bonded to may not use any 
Skills that target another. 

To attract and Bond with a Familiar of either type you 
must create an Alchemical Artifact known as a Familiar 
Trap. This item represents the bond between the per-
son that controls it and the Familiar itself. The item is 
normally a geometrical shape such as a disk or square 

but may be any shape. The size of the item is normally 
around 4 inches in any two directions. (See Image)

If the item is destroyed then the Familiar is set free 
though it can be regained once the Trap is recreated.

Familiars have their own statistics (See Below). Though 
there may be unique and rare Familiars in the world. If 
you know where to look.

If they are intentionally targeted and hit they can take 
damage as a character would. (We recommend that Fa-
miliars be made of some material that will not be eas-
ily broken or damaged, Puppets, Foam Creations, Etc. 
make for excellent phys-reps)

Some Skills/Spells/Rituals may target Familiars. If Staff 
feels that a Character is abusing its Familiar it may 
choose to leave. At that point a Player may have to atone 
for its behavior to appease the Familiar community to 
regain their trust. 

There may be additional skills found through out the 
other skill sets that narrow the type of familiars available 
an individual that is more tailored to their specific inter-
ests. For example Clock Work Familiars for Engineers, 
Tiny Coal Golems for Smiths, Homonculi for Ritualists 
etc.

Familiar Stats

Size: 12” to 18” in Height or Length

Body/Health: 10

Damage: None

When you upgrade to the next level of Travelers Familiar 
this is Improving your current Familiar.

Travelers Familiar I: This small creature rides on or 
with the belongings of the character. It has a special 
bond that grants the character certain abilities. This 
particular one gives an additional 1st tier Slot that can 
be used on any Transmutation. In addition it is attuned 
to One (1) Specific Transmutation. That Transmutation 
may add any Meta Transmutation with out changing the 
Slot requirement but only that Transmutation that may 
never change.

Travelers Familiar II: This small creature rides on or 
with the belongings of the character. It has a special bond 
that grants the character certain abilities. This particular 
one gives an additional 1st and 2nd tier Slot that can be 
used on any Transmutation. In addition it is attuned to 
One (1) Specific Transmutation. That Transmutation 
may add any Meta Transmutation with out changing the 
Slot requirement but only that Transmutation that may 
never change.

Travelers Familiar III: This small creature rides on or 
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with the belongings of the character. It has a special bond that 
grants the character certain abilities. This particular one gives 
an additional 1st, 2nd and 3rd tier Slot that can be used on any 
Transmutation. In addition it is attuned to One (1) Specific 
Transmutation. That Transmutation may add any Meta Trans-
mutation with out changing the Slot requirement but only that 
Transmutation that may never change.

Travelers Familiar IV: This small creature rides on or with the 
belongings of the character. It has a special bond that grants 
the character certain abilities. This particular one gives an ad-
ditional 1st. 2nd, 3rd and 4th tier Slot that can be used on any 
Transmutation. In addition it is attuned to One (1) Specific 
Transmutation. That Transmutation may add any Meta Trans-
mutation with out changing the Slot requirement but only that 
Transmutation that may never change.

Travelers Familiar V: This small creature rides on or with-
in the belongings of the character. It has a special bond that 
grants the character certain abilities. This particular familiar 
gives an additional 1st, 2nd, 3rd, 4th, and 5th tier Slot that can 
be used on any Transmutation. In addition it is attuned to One 
(1) Specific Transmutation. That Transmutation may add any 
Meta Transmutation with out changing the Slot requirement 
but only that Transmutation that may never change.

Guardian Familiar I: 	 +1 Guardian Power

Guardian Familiar II: 	 +1 Guardian Power

Guardian Familiar III: 	 +1 Guardian Power

Guardian Familiar IV: 	 +1 Guardian Power

Guardian Familiar V: 	 +1 Guardian Power

Guardian Powers

Guardian Familiars bond to a building or area and may not 
normally leave it. If they do leave it the powers they contribute 
cease working until they return.

When you upgrade to the next level of Guardian Familiar this 
is improving your current Familiar. You may pick the same 
Guardian Power more then once.

Strengthened Walls - This Familiar adds One (1) to the de-
fense of doors for contests of Strength.

Lost Burrows - You may designated an InPlay area that is un-
reachable by Characters. You may store in game items 

Random Stings - +1 to any Poison Effect. Damage from Poi-
son Traps, Rituals (Ex Blighted Grove), Etc

Enhanced Etchings - Your Familiar aids you in creating Al-
chemical Items. An Engineer that is creating a Grand Array 
you may ignore one (1) T3 Resource.

Guiding Trainer - This Familiar has ancient knowledge of 
blade work. It whispers in your ears the cues to increase your 

fighting ability. While in your building or the surrounding 
area (with in 10 feet) you gain a +2 to your melee and ranged 
damage.

Hirelings

Hirelings fill an important role with in the game world of Al-
chemy. Everyone may have a single Hireling at any point, if 
they are lucky enough to find one that will work for them). 
Hirelings come in three types. Men-at-arms, Engineers, and 
Underground Network.

Each type fulfills a space in the world. Some may have impacts 
that are narrowly focused while other are fairly generalized. 

Men-at-Arms may be  Mercenaries, Squires, or Caravan 
Guards. They will have abilities and benefits that add to a play-
ers ‘off screen’ presence dealing with combat.

Engineers could be a Airship Mechanic, a Smith Apprentice, 
or a Trap Maker. These are the types of things that will add to 
a players influence and abilities dealing with the more science 
and  mechanical things of the Alchemy world.

Underground Network members may be Grave Robbers, 
Scouts, or Smugglers. These hirelings will have impact on the 
shadier dealings your character may get up to between games,

There are some Hirelings that are more then one type which 
makes them valuable to those that manage a number of mem-

Underground Network

Men-at-Arms

Engineers
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bers of their retinue.

Each type of Hireling will have a symbol on its card that 
represents the type that it is. Seen below.

Every player my have a single trusted (as long as the 
coin holds out) Hireling regardless of having the Skills 
found here.

Each time you purchase the specific type of Hireling 
you may add an addition NPC of that type. So if you 
have Man-at-Arms III you could theoretically have 4 
Men-at-Arms NPCs. There may be additional skills, 
abilities, or items that allow for more.

The Hireling Skills do not apply to generic NPCs that 
you may find. If it is a Hireling that you need the skill 
for then they will be Named.

Professions

Professionals are the backbone of any society. They 
come in any number of types. Each Profession has a 
fairly focused ability that is the characters bread and 
butter. One can have more then one profession though 
the focus on many professions does cut into the ability 
to Adventure.

Professions must be approved by Staff. Here is a list of 
common Professions: Smith, Farmer, Pilot, Capitan, 
Engineer, Seamstress, Tailor, Leather Worker, Tracker, 
Trapper, Miner, Etc

You receive  10 Silver for each tier of Profession 
you have. This money is collected at Check in at 
game at Logistics.

Professions have the additional benefit of aiding 
in certain other aspects of the game. Manage-
ment of Hirelings and/or Deeds. You may have 3 
Professions you gain pay from. Beyond that you 
are stretched to thin to be productive.

In some cases depending on the game play the 
chapter and the marshals running it. Some Pro-
fessions could enhance play experience much 
in the same way some Knowledge skills do. For 
example a character with the Profession Tracker 
may be able to use that in some Marshaled sit-
uations but is left up to the ruling of the person 
running the encounter.

Leadership Skills

Standard Bearers are the leaders of those that 
flock to their cause. This can be summed up 
by the Standard that is raised that they rally to 
when their name is called to marshal. A Stan-
dard Bearer may have a number of Cohorts in 
their group equal to their Charisma Attribute, 

This number can be increased through Skills and spe-
cialized Banners found with in the play of the game. 
These may provide benefits beyond combat scenarios

BANNERS are represented by a flag or pinon. They can 
on rare occasions be other things: A unique Weapon or 
shield to be raised for example.  The Standard should be 
no smaller then 3’x1’ and no larger then 3’x’5’.  This size 
is what is the standard for small scale groups.

In some cases huge banners that may fly for armies or 
castles can be used to rally the people but this is rare 
and often only seen in times of war. 

Concentrated Fire: Through bold direction and keen 
eye the Stndard Bearer can encourage deadly vollys 
from the Cohort when unloading their weapons on 
th enemy, For each member of the Cohort that has a 
ranged weapon in hand every member of the Cohort 
gains a damage bonus to the damage equal t that num-
ber. 

For Example: If there are 4 Members of the Cohort 
wielding Ranged weapon they each member receives a 
+4 Damage bonus. This bonus stacks with other dam-
age increases. When activated this lasts for the combat. 
This effect ends if the Standard Bearer is knocked out 
of combat/focus.

Coordinated Stance: With steadfast determination 
and strategic direction you are able to have your shield 
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wielding cohorts weather tremendous damage, For each 
memebr of the cohort that has a shield at the ready ev-
ery member of the cohort gains a threshold equal to that 
number,

For example: If there are 4 Members of the cohort that 
have shields at the ready each member of the cohort 
gains a +4 Threshold, This stacks with other Threshold 
granting Skills or Abilities. When activated this lasts for 
the combat. This effect ends if the Standard Bearer is 
knocked out of combat/focus.

Cohort Damage +1: All cohort members, including the 
standard bearer themselves, may add this bonus damage 
to their own, including the standard bearer. It does stack 
with other damage bonuses such as Brutal Strike or Ac-
curacy (Melee). This ability may be purchased more then 
once and stacks.

Clearing Cry - The Standard Bearer is able to raise up 
their banner and snap their cohorts out of mental debil-
itating effects. When activating the ability call out “<Co-
hort Name> Remove Mind Affecting 1. 

Damn the Consequences - Cohort members in either 
the bleeding or dying state rise with half their max-
imum hit points and enter the Undead state. Each ally 
enters dying state if they leave the combat area, once 
again reach 0 hit points or if the last opponent falls.  
May not be purchased if “Rally!” has been purchased.

Hoist the Colors: Flying your colors instills an unparal-
leled confidence. A Standard Bearer when activating this 

ability takes half damage from all sources. This abili-
ty lasts for a combat ands  ends if player falls to 0 Hit 
Points, is removed from combat, or if banner touches 
the ground.

Inspiring Energy: The character is able to inspire and 
fill their Cohort Members with a invigorating energy. 
Presenting the Cohorts Banner and exclaiming “Inspire 
Energy 3!” Every member of that Cohort gains 3 Slots 
temporally that go away at Combat Resolution. These 
3 Slots may be in any organization. 3 1st Tier , a 2nd 
and 1st, or a 3rd Tier Slot. Rally Cry: The Leader of the 
Cohort may present their Banner and shout out “Rally 
your Minds <Cohort name>!”. Members of the Cohort 
have all Mind Effecting Status Effects broken.

Light of Spirit: Your companions do not want to give 
up on you even when facing death. All members of your 
Cohort have their Bleed Out Count extended 1 min-
ute. This may be purchased more then once and each 
purchase extends it another minute. He Cohort Leader 
must be conscious for this to be in effect.

Luck of the Cohort: It is the ability of a leader to po-
sition others around where he may take advantage of 
every lucky break.  The Standard Bearer gains use the 
defense Dodge if presenting a standard,Last to Fall - 

Call “Resist” to status effect attack.

Rally!: Your words are reinvigorating. By announcing 
<Cohort Name> Full Heal any Cohort members are 
healed to full hit points. This may not be purchased if 
Damn the Consequences has already been purchased.

Stand Firm: The ability to surge forth with a word. By 
announcing <Cohort Name> Release 1 any Cohort 
members are released from one (1) status effect.

Standard Bearer: Your banner represents you an others 
that may flock to your cause. You present a banner or 
other suitable icon, with it you can excessive a number of 
abilities for your self or others. Some of those abilities are 
only able to be used if the individuals are in your Cohort.

Abilities are purchased separately and in most cases need 
to be activated. Once activated those abilities stay active 
unless the Standard Bearer is incapacitated or if he drops 
the his Standard. 
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Few people, even those who live  
by the sword, understand what  
combat is. They think it is physical, 
and that is certainly a part.  
Others think it is all strategy,  
and it is certainly more than just 
swinging a sword wildly. In truth, 
however, combat is both of these 
things, and much, much more. 
Combat is the way we separate  
truth from falsehood. Combat is  
the crucible in which we separate  
the gold from the dross.
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Combat is a vital part of LARPing and whether won or 
lost, both outcomes equally further your character’s sto-
ry. Before we get into specifics, however, consider the 
following three principles as they affect your enjoyment 
of the game, something far more important than the im-
mediate story being told.

1. Play with safety in mind above all else!
This hobby involves people running around on uneven 
terrain, in the dark, and engaging in simulated physical 
combat. If you see something unsafe about to happen, 
the game matters less than the health of the players. 
Please stop play if there is any question in your mind 
about the safety of a participant.

2. Play to the spirit of the rules that are  
written!
No set of rules can anticipate every circumstance that 
will arise in a game as complicated as a LARP. As such, 
the rules as written may be unclear in places or have 
unanticipated loopholes that can be exploited. At times 
like this, the player has a few options. They can keep the 
discrepancy to themselves and thus gain advantage from 
it, they can keep it to themselves but ignore it, or they 
can report it to the other players for resolution. Without 
a doubt, at times like this, the player has a responsibility 
to their fellow players to point out the exploit for resolu-
tion. Honest mistakes happen but we all know an exploit 
when we see it.

3. Be a good sport!
Good sportsmanship is paramount to a successful 
LARP experience. If you treat everyone nicely, you will 
likely be treated well in return. If you have the best 
intentions towards your fellow players, everyone has 
a better experience, and even if your characters don’t 
like one another, practice good sportsmanship to one 
another at all times. Remember, LARPing can be a very 
immersive experience, but it is only a game.

Anatomy of a Combat 
Combat in Alchemy is a real-time affair combining play-
er skill with purchased modifiers. While ombat frequent-
ly involves multiple groups of players fighting each other, 
we are going to reduce it to two combatants to make dis-
secting the rules easier. Despite the following description 
making combat appear to be turn-based, keep in mind 
that both players are attacking and defending concur-
rently.

At its simplest, combat begins when one player engag-
es another. The attacker initiates their attack and must 
contact the defender for the action to be successful. The 
defender then states their defense, and the attack is re-
solved. At the same time, the defender will try to initiate 
his own attack which must contact his opponent and be 
resolved. 

Damage & Taglines
Damage in Alchemy can be divided into melee and 
packet. Weapons call their base damage as listed under 
each weapon type and must contact their target firmly 
but not excessively to be counted. Packet damge is 
specified by its source, usually and alchemical effect 
or missile weapon. Damage is communicated to your 
opponent with a “Call.” This call takes the form of the 
damage number followed by a tagline stating the type of 
damage. A call would therefore look like “10 Slashing” 
to indicate that you were doing 10 points of damage and 
that it originated from a slashing weapon. 

Damage
The first portion of the damage call is the actual damage 
taken. Damage must always be a positive, whole num-
ber and will be subtracted from one of a few different 
pools. Unmodified damage is subtracted from the 
following pools, in order:

•	 Magical Defenses

•	 Bonus Armor Points

•	 Armor Points

•	 Bonus Hit Points

•	 Hit Points

Once your hit points have reached 0, you enter the 
bleeding state.

Taglines
Taglines are a short stock phrase to indicate either the 
source, type or effect of the damage you expect your 
opponent to take. Specific taglines are discussed later 
in Appendix 1: Effects. Some taglines change the pool 

General Combat Guidelines
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damage comes from, such as “Body” which indicates 
that the damage skips the armor pools. Others, such as 
“Fire” may do special damage to creatures susceptible to 
fire, or do none to those immune to it. 

Taglines also fill an additional, important, purpose. 
They slow down combat. All weapon attacks require a 
tagline of some kind, even if it is simply, “Normal,” in-
dicated it comes from a normal, run of the mill sword. 
Some circumstances will change this rule, such as the 
Haste transmutation, which removes the tagline, or the 
Slow transmutation, which adds to it. Swinging so rap-
idly that your taglines are not clear and distinct is called 
“machine gunning” and ALL blows are not counted in 
that circumstance.

Effects
The effects listed in Appendix 1: Effects constitute all of 
the effects you are expected to remember at this time. 
Most are fairly clear but will still be expanded upon in 
the description following the chart. New effects may be 
introduced periodically, usually for a specific encounter 
at a limited number of events. 

Please pay close attention to the specifics of an effect. 
Some take affect you if they hit you at all. Some are ne-
gated by a shield, so aren’t. Some have to penetrate your 
armor and actually strike hit points. All of this is made 
clear in the descriptions.

Delivery methods
Weapon
Melee involves swinging a boffer weapon (safely) at 
your opponent while verbalizing an effect. If you hit 
your opponent, the effect lands, and if no defense is 
used, your opponent will then take whichever effect 
you are using. There are some things to think about 
with the melee delivery method.

Unless you are using some effect or rider which says 
otherwise, melee attacks can be physically blocked 
by weapons and shields. This does not mean that you 
should swing harder, it means that you should swing 
accurately. When a melee swing is partially blocked, 
but ultimately lands, this is referred to as blow-through. 
Attacks that blow-through a defense are considered to 
be blocked.

Melee attacks which strike an opponent’s head, groin, 
or hands do not count, and any such strikes are to be 
avoided for safety reasons. That being said, while these 
strikes are not allowed, accidents do happen, and you 
will be struck in these areas. However, deliberately 
blocking blows by placing your hands in the way of 
swings is equally dangerous and cause for disciplinary 
action under the Sportsmanship rules.

Anyone who repeatedly strikes illegal targets in combat 

may be approached by a marshal and warnings or other 
disciplinary methods can and will be used (appropriate 
to the situation). If you accidentally strike someone in 
an illegal manner, it is a good idea to stop play imme-
diately, and check to make sure that your opponent is 
okay before proceeding, remember safety first.

All weapon swings in Alchemy must begin 45 degrees 
from your target but no further than 90 degrees. Swings 
which truly are not noticed have generally not been 
pulled back 45 degrees and so will not count. Likewise, 
swinging to hard is a safety hazard and will lead to the 
removal of combat privileges. When targeting first one 
side of your opponent and then the other, make certain 
to pause in the middle to maintain the 90° rule. 

Physical contact is not allowed other than with weap-
ons or packets and marshals will not recognize claims 
of Physical Roleplay, regardless of what two players may 
agree to. 

Combat may only be initiated two full paces from 
your opponent and attacking closer than this is called 
Charging. When running up to a monster, come to a 
complete stop before initiating combat. If a backped-
aling character comes to an abrupt stop and you bump 
into them, you are guilty of charging. Neither charging 
nor run-by attacks are legal attacks and damage will not 
be counted.

Packet
Packet delivery is a representation of some kind of 
ranged effect. Unfortunately, it can sometimes be diffi-
cult to determine how the effect originated. In general, 
a packet delivery method resolves its effect if it hits any 
part of your body, or costuming. Packet delivery indi-
cates that the effect is being delivered by either magic, 
or some other source that uses a wide dispersal method 
(like gases).

Packets cannot be blocked with weapons or shields, 
so unless you have some defensive effect to mitigate 
them, an effect delivered by packet resolves on you if 
it hits you in any way. Again we ask that everyone use 
good judgment and focus on safety above all else when 
delivering packets, especially at close range. It is under-
standable that tensions run high, but there is no need to 
deliver a fastball style pitch from five feet away. Due to 
the inaccurate nature of thrown items, there are no ille-
gal targets for packets, but head and groin shots should 
be avoided at all times, and again if it happens, check to 
make sure your opponent is well before continuing.

A Note on “Packet Bows” and other missiles

Ranged weapon damage always carries the effect 
“Pierce.” This means that it is not blockable by shields, 
either physical or alchemical. Pierce damage can, how-
ever, be resisted if you have the appropriate skill.

“Touch”
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The touch delivery method is something of a misnomer. 
The code of conduct states that you should not touch 
anyone under any circumstances unless you have their 
full and complete consent. A husband might touch his 
wife, or close friends might touch one another, but the 
rule states that you should not touch anyone or any part 
of their costuming. The safety and comfort if players in 
Alchemy is paramount!

That being said, touch attacks, including touch trans-
mutations, are made by lightly tapping with a natural 
weapon phys-rep. Information on building these phys-
reps appears later in this chapter.

“Widget”
Widget is a generic term for an item thrown in place 
of a packet. A widget must clearly indicate what it is 
and it’s call must further define this. A thrown knife 
must obviously be a knife and it’s tagline must include 
the source of it’s damage as physical, such as “normal”, 
“Steel” or similar. Examples of widgets are thrown 
weapons, poison vials, runestones or missiles. Some can 
be blocked by shields and others can’t.

Voice
Voice delivery is common and sometimes a little con-
fusing. Most defenses are called in this manner and if 
it is unclear whether you are the target, a quick, “Me?” 
will usually clear up the issue. If the originator of a voice 
effect does not clarify the situation, assume the effect 
fails. Examples of this would be the defenses reflect and/
or redirect.

Duration
Concentration
Several effects require that the originator maintain con-
centration to maintain the effect. To maintain concen-
tration, you must stand with your feet planted (unless 
you have a skill which specifies differently) and extend 
one arm in the direction of the affected target.

You may still engage in combat while maintaining con-
centration but only with base melee skills and with your 
remaining arm. If an effect would remove your ability 
to use the arm you are using to maintain concentration 
(such as disable), you lose concentration. If you move 
or are forced to move, you also lose concentration. You 
also lose concentration by using any non-continuous 
skills such as disarms, slays or transmutations. When 
you lose concentration, you must announce “Concen-
tration Lost!” in a loud and clear voice.

If the target of an effect which requires concentration 
leaves your line of sight, the effect immediately ends.

Counted
Many skills and effects in Alchemy require the player to 
execute a count. Short counts should be audible to those 
around you but longer counts can be made by vocaliz-
ing only every tenth period. 

If any effect or damage hits you you must restart your 
count even if you used a defense. Each count should last 
approximately 1 second to be legitimate.

Timed
Some effects, usually involving items, may last for a cer-
tain time period before expiring. Common uses include 
“until next reset”, “for three events,” or “for two seasons.”

Reset is an instantaneous event and effects both begin 
and end at the instant it takes place, regardless of book-
keeping or other factors. 

An Event duration begins at the beginning of the event 
and ends at the end of the event. It is acceptable if this 
gives you extra time.

A Season duration ends at the end of the event in the 
month in which it began. If there is no event during that 
month, the next event is substituted. It is also acceptable 
if this gives you extra time.

Combat
This is the most commonly used duration in the game 
and while it may seem confusing, it is actually quite ba-
sic. Whether or not someone is in a combat depends on 
what each of them is doing independently, rather than 
what they are doing as a group. It is entirely possible 
for one person on a team to be knocked out of combat 
while the rest are not. They may rejoin combat, but if 
they do, any “per combat” or “for one combat” buffs are 
ended. 

Please see the graphic at the bottom of the page. 

Note how Brad is knocked out of combat by Orc 1 with 
a Daze to end the Repel. Likewise, Tom is knocked out 
of combat by Orc 1 to end his “for one combat” buff. 

Also note how the two orcs are knocked out of combat 
by reaching 0 HPs. While the means are different, the 
results are identical.

Some skills may look overpowering, but a single first 
level transmutation (Daze) or enough damage to 
overcome their HPs will take them out of the combat. 
At that point, even if they rejoin combat, their skill is no 
longer running and their buff has ended.
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 States of Being: Death and Dying
Living
While you are up and active with a positive number of 
hit points, you are in the living state. This is the normal 
state of being.

Bleeding Out
Once you reach -1 hit points, you are “bleeding out.” 
This state lasts for a 60 count before you enter the 
Dissipation Count. You may be brought to positive hit 
points in several ways during your bleeding count. 

A Note on Beneficial Counted Effects

If you are in your Bleeding Count, or your Dissipation 
count, and you become the target of a beneficial count-
ed effect that will affect you in your state, you count is 
suspended for as long as the count continues:

• Bleeding Count: Counted Healing

• Dissipation Count: Counted Revive or Animate Dead

If the counted effect that is targeting you is interrupted, 
you then must resume your count at the point where 
the count became suspended.

Killing Blows
Once you have successfully defeated an opponent, 
you may decide to finish them off. Executing a killing 
blow is a counted effect which requires the initiator to 
execute a 10-Count.

Dead
Once you have completed your Bleeding Count, or you 
have been subject to a killing blow or an effect which 
states that you enter the ‘Dead’ state, you must imme-
diately begin your Dissipation Count. The Dissipation 
Count is a 300-Count (5 minutes). At the end of this 
count you report to the Plot Cabin to learn your next 
state.

A Note on Animate & Raise Dead

If while you are dead, you are targeted by an ‘Animate 
Dead’ or a ‘Raise Dead’ effect, you are no longer in the 
dead state. At the end of these two effects, you return to 
the ‘Dead’ state, and you begin a new dissipation count.

Resurrecting
If you have resurrections available when you get to the 
Plot Cabin, you will be instructed to resurrect. There 
are many ways to resurrect in Alchemy. Here are a few:

•	 You can resurrect anywhere that there is a com-
pleted resurrection circle that you have attuned to.

•	 You can resurrect at the hearth in the tavern if you 
have given a spirit token to Harrow.

•	 You can resurrect at an altar to the dead god Erde 
if it includes a shard of the Black Obelisk.

•	 Harrow can attempt to pull your spirit to the 
Obelisk if it is lost.

Each of the above has their pros and cons as listed 
below:

Attuned Resurrection Circles: These circles can be 
inscribed anywhere with the following provisions:

•	 You must be attuned to it by imbuing it with 1 hp

•	 It must be large enough for you to stand complete-
ly within the inner circle

If these circumstances are met, there is no penalty to 
resurrection.

Harrow’s Hearth: This is an excellent place to resurrect 
if either Harrow himself is present or if you have left an 
attuned spirit token. Attuning a spirit token takes 1 HP 
in blood and cannot be removed from the hearth except 
by yourself or Harrow. Resurrection at the hearth is not 
possible if the two circumstances are not met.

The Altar of the Dead God: Those desperate enough 
can resurrect at The Altar of the Dead God. According 
to legend, there are penalties surrounding this method, 
yet some seem able to avoid them. Consultation with a 
cultist of Erde is recommended before attempting this 
feat.

Spirit
Players only enter the spirit state upon their final death. 
Spirits uniformly come out at midnight walking south 
from the place of their death. Many legends deal with 
their destination and circumstances and these can be 
learned in-game. 

Your Resurrection Number
Spirits are vital to the story of Gael and death is not 
necessarily the end of your character. All players are 
guaranteed three resurrections. Additionally, resur-
rections do not count during your first three events. 
You also gain one resurrection for every two levels you 
achieve. However, many things can happen to your 
additional resurrections. 

Some rituals will allow you to resurrect without losing 
a resurrection. Others allow you to resurrect at the cost 
of two or more. 

Occasionally, astrological events may add to, or  
subtract from, your ability to resurrect. These are  
frequently based around your god’s feast day, or the 
feast day of their enemies.

Those who are particularly devout may be saved from 
resurrection only to be assigned a geas from their god. 
This may either be a bane or boon, depending on your 
outlook.

Lastly, keep in mind that death is not always the end. 
Speak to any of Those Who Have Returned and ask 
them about death. It will certainly be illuminating.
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Manufactured Weapons
Players have asked if Alchemy has approved vendors. 
The following vendors have proven themselves exempla-
ry in the past by providing durable, safe weapons.

Approved Weapon Vendors

Epic Armoury Mytholon
Forgotten Dreams Palnotoke

Please make certain that your weapon meets the spec-
ifications on the next two pages, 62 and 63. Weapon 
creation guidelines in Alchemy are very stringent and 
there is no leeway for specifications to be exceeded. It 
is therefore recommended that weapons and shields 
be procured which are slightly smaller to account for 
variability.

All weapons, without exception, must be checked-in, 
approved and given a dated tag with a specific deadline 
when first brought on site, even if they are not intend-
ed to be used. Weapons that fail inspection must be 
secured under your bed where they cannot be used 
accidentally. 

No weapon is automatically denied, regardless of the 
vendor. The above table simply states vendors that you 
know will be approved. If you really want a weapon 
from another vendor, first ask a weapon marshal if that 
vendor has been denied in the past. Then bring your 
weapon to an event, have it inspected, go through the 
approval process and if all goes well, fight with your 
weapon. Alchemy is always open to new vendors.

Player Vendors
Many players make their own weapons and this is 
perfectly acceptable. As player vendors have more 
variability in the quality of their weapons, however, they 
must be approved more often. 

Approval, either as a vendor or homemade weap-
on-smith, is pursued through contact with the chap-
ter owner. Such approval will require evidence that 
previous weapons have lasted significantly longer 
than their approval duration. This means that all new 
weapon-smiths will need to have their weapons checked 
every event for at least 6 months before approval can be 
granted.

Appendix three has tutorials for making specific types 
of weapons. All approved player weapon-smiths must 
submit a photographed tutorial on how they make their 
weapons. No weapon will be turned down automatical-

ly and there is no group of weapon-smiths waiting to 
turn down weapons so that they can keep the profit for 
themselves. If you feel that a weapon was turned down 
unfairly, feel free to seek out another weapon marshal 
as long as unapproved weapons are under a bed by 
opening ceremonies.

Approved player vendors have a card showing that they 
have met Alchemy’s requirements. If you are uncertain 
about a vendor, ask to see their card.

Approval Process
The following table specifies how often weapons that 
were approved at their first event must be checked in, 
regardless of their repair state. With that said, while 
weapons may only need to be checked in at particular 
intervals, they can be disqualified at any time.

Weapon Approval Duration
Type Duration
Purchased from approved vendor 8 events
Purchased from other vendor 3 events
Homemade by approved  
   weapon-smith 

3 events

Homemade by other weapon-smith 1 event

Please note that this table is not very complicated. All 
weapons must be checked in at their first event and giv-
en an out of game tag. This tag must be carried with the 
weapon at all times. Weapon approval ends at opening 
ceremonies of the specified event. Players with expired 
approvals will be required to return the weapon to their 
cabin and place it under their bed until they can get 
a weapon Marshall there to approve it. A second case 
of being found with an expired weapon approval will 
be referred for disciplinary measures as this is a safety 
issue.

The following two pages include a picture of all the legal 
weapons in Alchemy and a chart specifying their dam-
age and physical measurements. Players are given the 
weapons and armor they bring to their first event for 
free. These free weapons and armor represent those of 
T2 quality and call the base taglines of “normal”, “slash-
ing”, “piercing” or “blunt” as appropriate. Later armor 
and weapons must be made by smiths in-game.

Non-Weapon Vendors
The game periodically invites other vendors to attend 
events and many players sell costumes, props and other 
necessities. Please speak with the General Manager if 
you wish to participate in this process.

Weapon and Armor Specifics
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The above weapons are examples of those which can be used at the Alchemy LARP. Your weapons do not need to 
look exactly like these as you will most likely make them out of different materials and at different lengths. With 
that said, many of the details in this graphic are required and are spelled out in the chart on the opposite page. 
Maces and hammers must have smooth heads, morningstar heads must be spiked. Axes may have one cutting sur-
face or two, the same is true of swords. It is far better to follow the spirit of the rules in this instance as an expen-
sive, time-consuming phys-rep that is not approved is extremely disappointing.
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Weapon Specifications
Weapon Damage Description
Arrows 8 Massive Arrows for a packet bow. 
Bolts 8 Massive Bolts for a crossbow. 
Bolt, Hand Crossbow 5 Massive Bolts for a hand crossbow represented by Nerf Rival Rounds
Bullet 10 Massive Bullets for a pistol represented by Nerf Rival Rounds
Dart 2 Massive Throwing darts, knives or stars represented by nerf arrows or foam 

phys reps
Javelin 6 Massive Short throwing spears. Made from 30" foam tube with thrusting tip on 

the end.
Bow, Short - < 36" bow made of core and foam
Bow, Long - < 48" bow made of core and foam
Crossbow - Full (not hand) crossbow made of core and foam
Hand Crossbow - Plot approved modified single shot nerf weapon
Pistol, single-barrel - Plot approved modified single shot nerf weapon with one barrel
Axe, Hand 3 Slashing < 36" axe with at least a 4"  built up axe head
Axe 5 Slashing < 44" axe with at least a 4"  built up axe head
Axe, Great 8 Slashing < 60" axe with at least a 4" built up axe head
Axe, Double 4 Slashing 60" - 72" stave with axe heads on either end
Hammer, Light 3 Blunt < 36" hammer with at least a 2" built up hammer head
Hammer, Heavy 5 Blunt < 44" hammer with at least a 2" built up hammer head
Warhammer 6 Blunt < 60" hammer with at least a 2"  built up hammer head
Hammer, Double 4 Blunt 60" - 72" stave with  built up hammer heads on either end
Quaterstaff 4 Blunt 72" stave with > 18" striking surfaces on either end
Mace, Light 3 Blunt < 36" mace with > 3" built up striking surface
Mace, Heavy 5 Blunt < 44" mace with > 3" built up striking surface
Morningstar 5 Blunt or 

Piercing
< 44" mace with > 3" built up striking surface with spikes

Mace, Great 5 Blunt < 60" mace with > 3" built up striking surface
Dagger 2 Slashing or 

Piercing
< 18" sword

Sword, Short 3 Slashing or 
Piercing

< 36" sword

Rapier 5 Piercing < 44" sword
Scimitar 5 Slashing < 44" sword
Sword, Long 5 Slashing or 

Piercing
< 44" sword

Sword, Two Handed 8 Slashing or 
Piercing

< 60" sword

Sword, Double 4 Slashing 60" - 72" stave with > 18" sword blades on either end
Glaive 8 Slashing < 72" polearm with > 18" sword blade on one end
Halberd 8 Slashing or 

Piercing
< 72" polearm with > 18" historical halberd blade on one end
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Weapon Specifications
Weapon Damage Description
Hammer, Lucern 8 Blunt or 

Piercing
< 72" polearm with built up hammer head on one end

Spear, Short 5 Piercing < 58” thrusting weapon. Must be approved every event
Spear, Long 6 Piercing < 62” thrusting weapon. Must be approved every event
Pike 8 Piercing < 72" polearm with built up spear head on one end
Buckler < 254 sq in, no dimension more than 18”. Use with great weapons
Shield < 531 sq in. No dimension more than 36”. 

Weapon Rules
Ammunition comprises the projectiles fired from mis-
sile weapons. Unlike thrown weapons, they may not be 
used alone. Each piece of ammunition must be repped 
individually up to the number included on the weapons 
tag. Assuming a smith makes you 20 arrows, he will give 
you a tag for those arrows. You must have 20 actual ar-
row reps for those arrows. If he gave you two tags, you 
still only need 20 arrows as that is the amount allotted 
to each tag. Ammunition is never recoverable, whether 
a hit or miss.

Each game has specific rules on acceptable phys reps for 
arrows and bolts. Alchemy prefers that you use pack-
et bows of the type made by B3 Imagination Studios.  
Alchemy also allows real arrows with padded heads, 
fired from real bows with a max draw of 30 lbs. Arrows 
can be found for sale online, including at B3 Imagination 
Studios and arrows differing from them will not be ap-
proved. Use of unsafe arrows will result in disciplinary 
action on the first offense.

Blunt Weapons include maces, hammers and quarter-
staves. They may not be used to thrust and use the ta-
gline “Blunt.”

Daggers may be 12 – 24” long with a handle no more 
than 10” long. They may be Edged or Piercing weapons 
and this must be designated on their tag at creation.

Double Weapons may be 62 – 72” long. They must have 
striking surfaces on both ends. When wielded, both 
hands must remain in the middle 32” of the weapon.

Edged Weapons include swords, axes, daggers, glaives 
and halberds. Swords may be used to thrust but axes may 
not. They may use the taglines “Slashing of Edged” only.

Long Weapons may be 37 – 46” in length. They must 
have a handle no more than 18” long.

Piercing Weapons include rapiers, daggers, spears and 
pikes. They may not be used to slash and use the tagline 
“Piercing.”

Thrusting Weapons include most piercing weapons. La-

tex, Plasti-Dip and most purchasable weapons are not 
made for thrusting. The core of these weapons must end 
3” below the tip. Thrusting weapons with more than 3” 
below the tip may be refused if the tip bends or is “flop-
py.” Thrusts are to be performed lightly, with caution and 
never above the nipple line. Thrusting weapon strikes 
count regardless of hitting to lightly like other weapons. 
“Slashing” motions are counted for “piercing” attack if 
no more than the last 4” of the weapon strikes the target. 
Thrusting weapons must be checked in at every event 
and will be inspected rigorously. It is advised that you 
bring a spare. Striking an opponent above the nipple line 
will result in loss of the weapon usage for the remainder 
of the event on the first incident and for the remainder of 
the season for the second. Please note that these are not 
disciplinary matters per se and do not add to penalties 
for sportsmanship or cheating. It is very difficult to fight 
safely with most thrusting weapons and players must 
prove that they will take the time to learn.

Polearms may be 62 – 72” in length. They must include a 
striking head at least 18” in length. When wielded, both 
hands must be on a handle no longer than 30”.

Short Weapons may be 25 – 36” in length. They must 
have a handle no more than 12” long.

Thrown Weapons are projectiles in and of themselves. 
They do not need, nor will they work, in a launcher of any 
kind. They must be made completely of foam. Thrown 
weapons are recoverable and therefore each must have 
its own tag. 

Two-Handed Weapons may be 47-62” long. When 
wielded, both hand must be on a handle no longer than 
20”.

The proper number of hands must be on a weapon for its 
use in any capacity. This means that a two-handed sword 
may not be swung or even used to block with one hand, 
regardless of whether or not damage is called. Swinging 
weapons inappropriately is particularly dangerous and 
responsible for most injuries in the game. Damage ap-
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plied to a weapon that is not being used appropriately 
is taken by the player in full and defenses may be called.

Crouching behind a shield is called Turtling and is also 
unsafe. The proper response to that technique in real 
combat is to kick the person over. As this is not allowed 
in the rules of the game, neither is turtling. It is very dif-
ficult to define turtling in words but easy to recognize in 
practice. This is one of the few areas where warnings will 
be given before disciplinary action.

Only special throwing weapons without cores may be 
thrown, whether at a player or not. While there is no 
set rule as to how hard either these weapons or trans-
mutation packets may be thrown, throwing them harder 
than necessary is dangerous. You are not required to lob 
transmutation packets but neither are you expected to 
drill every one home.

No weapons may include moving parts or fulcrums. 
Flails, nunchaku and other martial arts weapons provide 
too much force for safe use and will not be approved.

Weapon Descriptions
Arrows 		  Type: Ammunition 
Damage: 8 Massive	  
See the beginning of this section about arrows and 
bolts.

Bolts 		  Type: Ammunition 
Damage: 8 Massive	  
Bolts are created and fired exactly as are arrows.

Bolt, Hand Crossbow Type: Ammunition 
Damage: 5 Massive	  
Hand crossbow bolts are little more than darts. 

Bullet 		  Type: Ammunition 
Damage: 10 Massive		   
Bullets are fired from period flintlock pistols or rifles. 
They are represented by foam darts, tubing, or other 
approved materials. 

Dart		  Type: Thrown Weapon 
Damage: 2 Massive		   
Darts are approximately 8” with fletching on the 
proximal end. They can be represented by Nerf arrows 
properly modified to appear period.

Javelin		  Type: Thrown Weapon 
Damage: 6 Massive	  
Javelins are made of 30” of foam without a core. They 
must include a thrusting tip and the striking surface 
must be colored silver to represent the point. They may 
not be used in melee combat and any successful attack 
hitting the javelin does damage to the wielder.

Dart		   Type: Thrown Weapon 
Damage: 2 Massive		   
Darts are approximately 8” with fletching on the 
proximal end. They can be represented by Nerf arrows 
properly modified to appear period.

Bow	 	  Type: Missile Weapon 
Damage: None	  
A bow in alchemy is made of curved, foam-padded 
core. They are either 36” or 48” long. Bows may block 
like any other weapon but have a hardness 1 less than 
normal. Bows with hardness 0 break upon any success-
ful hit.

Crossbow	 Type: Missile Weapon 
Damage: None	  
Crossbows are made in the same manner as bows and 
follow all of the same rules.

Hand Crossbow	  Type: Missile Weapon 
Damage: None	  
Hand crossbows may be modified from a number of 
sources, most likely from some form of nerf pistol. The 
Plot Team must approve every hand crossbow. The 
original weapon must be suitably modified to disguise 
its origin and look as period as possible. 

Pistol		   Type: Missile Weapon 
Damage: None	  
Firearms have advanced to the flintlock stage. Please 
email the Plot Team prior to play for a list of approved 
vendors. Under no circumstances may pistols be used to 
block or strike in melee.

Rifle		   Type: Missile Weapon 
Damage: None	  
Firearms have advanced to the flintlock stage. Please 
email the Plot Team prior to play for a list of approved 
vendors. Under no circumstances may rifles be used to 
block or strike with in melee.

Axe, Hand	  Type: Short Edged Weapon 
Damage: 3 Slashing	 
Hand axes must include an axe head with at least a 4” 
striking surface made completely of foam. They may not 
be used to thrust.

Axe, Battle	 Type: Long Edged Weapon 
Damage: 5 Slashing	 
Battle axes must include an axe head with at least a 4” 
striking surface made completely of foam. They may not 
be used to thrust.

Axe, Double 	 Type: Double Edged Weapon 
Damage: 4 Slashing	 
Double axes must include double axe heads on both 
ends. They may not be used to thrust.

Axe, Great 	 Type: Two Handed Edged Weapon 
Damage: 8 Slashing	 
Great axes must include double axe heads. They may 
not be used to thrust.

Hammer, Light 	 Type: Short Blunt Weapon 
Damage: 3 Blunt	  
Light Hammers must include balanced hammer heads 
with at least 2” striking surfaces. They may not be used 
to thrust.
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Hammer, Heavy 	 Type: Long Blunt Weapon 
Damage: 5 Blunt	  
Heavy Hammers must include balanced hammer heads 
with at least 2” striking surfaces. They may not be used 
to thrust.

Hammer, Lucerne 	 Type: Blunt Polearm 
Damage: 8 Blunt	  
Lucerne Hammers must be built-up 18” from the strik-
ing surface and must include balanced hammer heads 
with at least 2” striking surfaces. They may not be used 
to thrust.

Hammer, War 	 Type: Two-Handed Blunt Weapon 
Damage: 6 Blunt	  
Warhammers must include balanced hammer heads 
with at least 2” striking surfaces. They may not be used 
to thrust.

Halberd		  Type: Two-Handed Blunt Weapon 
Damage: 8 Piercing or Slashing Polearm	  
Halberds must be built-up 18” from the striking surface 
and  least a 4” striking surface made completely of 
foams. They must have a thrusting tip. 

Quarterstaff 	 Type: Double Blunt Weapon 
Damage: 3 Blunt	  
Both hands must remain in the center 40” of the weap-
on. They may not be used to thrust.

Mace, Light 	 Type: Short Blunt Weapon 
Damage: 3 Blunt	  
Light maces must have built-up striking surfaces of at 
least 6”. They may not be used to thrust.

Mace, Heavy 	 Type: Long Blunt Weapon 
Damage: 4 Blunt	  
Light maces must have built-up striking surfaces of at 
least 8”. They may not be used to thrust.

Morningstar 	 Type: Long Pierce/Blunt Weapon 
Damage: 3 Piercing	or Blunt 
Morningstars must have a spiked, built-up striking sur-
face of at least 8”. They may not be used to thrust.

Natural Weapon 	 Type: Natural Weapon 
Damage: 0 Blunt	  
Natural Weapons do not have crossguards and may not 
thrust. They may not be used to block weapons. Dam-
age bonuses that apply to one claw applies to both. Nat-
ural weapons may be used to touch cast transmutations.

Natural Weapons, Claws Type: Natural Weapons 
Damage: 1 Blunt, Slashing or Piercing	  
These natural weapons are the result of the skill “Mon-
strous Appearance.” Claws do not have crossguards. 
They may call Blunt, Slashing or Piercing and may 
change their damage type at will. They do not have 
crossguards but may be used to block weapons. Damage 
bonuses that apply to one claw apply to both. Natural 
weapons may be used to touch cast transmutations

Sword, Short 	 Type: Short Edged Weapon 
Damage: 3 Slashing	

Rapier 	 Type: Long Piercing Weapon 
Damage: 5 Piercing	 
Rapiers may only have one edge and handles no longer 
than 8”. They may only be 40” in length. They may not 
be used to slash. 

Sword, Long 	 Type: Long Edged Weapon 
Damage: 5 Slashing	

Sword, 2-Handed 	 Type: Two-Handed Edged Weapon 
Damage: 5 Slashing	

Sword, Double 	 Type: Double Edged Weapon 
Damage: 3 Slashing	

Glaive: 	 Type: Edged Polearm 
Damage: 5 Slashing	

Pike: 	 Type: Piercing Polearm 
Damage: 8 Piercing	 
Pikes must have 18” built-up spear heads. They may not 
be used to slash.

Spear, Long Type: Two-Handed Piercing Weapon 
Damage: 6 Piercing	 
Long Spears must have 12” built-up spear heads. They 
may not be used to slash.

Spear, One-Handed Type: Long Piercing Weapon 
Damage: 5 Piercing	 
One-Handed Spears may be no longer than 52”. They 
must have 8” built up spear heads. They may not be 
used to slash. 

Shield		  Type: Shield 
One-handed shields require an empty hand for use. Hits 
to the shield are taken when the shield hand is holding 
other in-game items. Shields may not be used offensively.

Buckler		  Type: Shield 
Bucklers can be used in a hand holding in-game items 
without penalty. They count as shields in all other 
respects. Shields may not be used offensively.
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Armor
Armor must be checked in at the Armorsmith’s Guild 
when brought to its first event. There, it will be assessed 
for armor points and given its first set of tags for free. 

Armor points are assessed according to the table below.

Armor Points
Armor Type Protection
Torso - Front & Back vs. Front Alone

Plate 20/16
Brigandine 16/16
Chain 14/10
Ring 12/8
Studded 10/6
Leather 8/4

Shoulders
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Wrist, each
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Thigh, each
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Calf, each
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Waist
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Helmets
Plate, Brigandine 6
Chain, Ring 4
Studded, Leather 2

Armor Points
Armor Type Protection
Features

Articulations, each 
at shoulders, elbow, 
waist and knee.

2

To determine what type of armor you are wearing, add the 
armor points of all of the individual pieces. 10 or less is light 
armor, 20 or less medium armor and 21-40 is heavy armor. It 
is perfectly possible to wear a steel breastplate yet be in light 
armor.

All armor must be well made and fit within a fantasy setting. 
The actual material used to craft the armor is unimportant and 
armor points are awarded based on what the armor appears to 
be. The Plot Team has the final say on how many armor points 
your armor is worth or if it will even be allowed at all. 

Appearance is more important that materials at Alchemy and 
plastic, pvc or aluminum armor is just as protective as steel as 
long as it looks the same. Many online vendors make costume 
armor that is acceptable by Alchemy standards, provided it 
looks real.

Plate Armor constitutes large metal plates attached together or 
completely covering a leather undergarment.

Brigandine Armor consists of large metal plates attached to a 
leather undergarment that is still visible.

Chain Armor is made of small interlocking rings. This type of 
armor includes Scale mail.

Ring Armor is made of steel rings sewn to a leather surcoat.

Studded Armor has at least 25% of it’s surface area covered 
in steel studs. This includes small studs and the limited use of 
large panels.

Leather armor may either be rigid (tanned) or flexible (suede).
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ALCHEMY
Alchemy is an art, or maybe a  
science. You can call it magic but 
sometimes it isn’t. You can call it 
chemistry, for it does follow natural 
laws, only sometimes it doesn’t.  
Alchemy can best be defined as the 
process of taking something ordinary  
and turning it into something  
extraordinary, of making the  
mundane magical, usually in  
a way that cannot be explained. 
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Any civilized denizen of Gael will tell you that there is 
no such thing as magic. For certain, charlatans and per-
formers engage in magic, but this is mere trickery and 
fakery. The educated know that the world works accord-
ing to the laws of science as defined in the science of Al-
chemy. To think otherwise is the sign of the superstitious 
and barbaric.

All Alchemy works under three self-evident principles:

The Law of Correspondence: “All is energy and all en-
ergy comes from source energy.” Alchemy exists to find, 
define and quantify source energy. Source energy is vast 
for it was used to create the world. It is also continuous 
as it powers all reality. Some even believe that it lives, for 
the world is ordered and that takes sentience.

The Law of Causality: “Every cause has an effect. Every 
effect has a cause.” Every action has consequence. It is 
impossible to engage in an action that does not affect 
others. The Law of Causality means more than that, 
however, as every effect also has its cause. Clearly, this 
means that cause and effect are reversible.

The Law of Equivalence: “As above, so below. As within, 
so without.” If all is energy and every consequence is re-
versible, then it follows that the energy put into an effect 
is the same as the energy flowing from an effect. Thus, 
an endeavor pursued half-heartedly, i.e. with weak ener-
gy, will produce a weak result and actions performed for 
dark purposes have dark effects. 

Intrinsic Alchemy - Alkahestry
Alkahestry is performed instantaneously at range. This 
requires a great deal of concentration. All of this requires 
incredible concentration that alchemists achieve with 
the use of verbal mnemonic devices.

Words are symbols of the concepts by which we order 
the universe. A shared language allows us to communi-
cate these symbols to each other while imprinting their 
meaning onto reality. 

Each alchemist uses intrinsic alchemy in the same way. 
They focus their will, chant a particular mnemonic, and 
convert surrounding kinetic motion into energy to enact 
change at their target. These mnemonic devices are cre-
ated as alchemists study for the coming day, one benefit 
of which is that the devices can be manipulated to en-
chance the effect of their change.

This type transmutation system will seem the most com-
fortable to most LARPers. Through research, you build 
your transmutations with mystical symbols, words and 
phrases which you pen into an alchemical circle in your 
notes. By memorizing each you are able to cast them at 
will. Each effect is then completed by contacting your 
target with a transmutation packet. 

Completed effects can also be manipulated with 
Meta- transmutations making them more powerful 
while making them more difficult to generate. Meta- 
transmutational effects must be prepared in advance and 
require the temporary sacrifice of higher level action 
slots. Those effects can be reclaimed if needed, provided 
you have time and access to your notes. 

Extrinisc Alchemy - Alchemistry
Simple arrays and mnemonic devices are fine for creat-
ing instantaneous change, even at range. Real change, 
lasting change, requires more. Enter Alchemistry and 
it’s catalysts. Here, things are changed on a fundamen-
tal level and while rarely permanent, their change lasts 
signficantly longer.

Alchemistry encompasses the arts of Necromancy, 
Biomancy and Abjuration. Every Chemist casts their 
transmutations differently, but all must be prepared in 
advance. Each Chemist uses tools to create a catalyst for 
storing catalysts that they are later able to draw forth. 
Each catalyst can only hold a limited number of cata-
lysts, so it is not uncommon to see these practitioners 
festooned with potion bottles, rune stones or fetishes.

This type of alchemy will be familiar to many LARPers 
as well. You research transmutations and create cata-
lysts with production points. You place specific trans-
mutations in each catalyst and use action slots later to 
cast them. You can also change the transmutations in 
your catalysts later, with access to a laboratory. 

Catalysts remain active for 90 days and can be activated 
by anyone’s action slot. Because of this, you may give a 
catalyst to another who may activate it with their slot, 
saving your own. Catalysts may be enhanced during cre-
ation giving additional abilities to transmutations they 
hold at greater cost, but metamagic skills do not affect 
the transmutations placed inside catalysts. Practitioners 
of Alchemistry build their transmutations out of several 
compounds activated by one catalyst.

The Forms of Alchemy
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All alchemy shares some similarities. While Alkahes-
try deals extensively with verbal mnemonics and trans-
mutation packets, Alchemistry doesn’t make use of them 
at all.

The verbal mnemonic of a transmutation defines its ef-
fect. Verbal mnemonics arrange the alchemists thoughts 
and help align the transmutation in the direction that 
they desire. These mnemonics are different for everyone 
as we all see the ebb and flow of essence differently.

Upon completion of the verbal mnemonic, the trans-
mutation is cast at a target. This is represented by con-
tacting the target with a transmutation packet. Trans-
mutation packets require an empty hand to be cast, 
even if they are affecting the caster themselves. Casting 
a transmutation without an empty hand “flubs” it, mean-
ing that the action slot is lost but the desired change does 
not take place.

Transmutation Packets
Alkahestry requires transmutation packets to represent 
the visible effects of the casting. These small bean bags 
are out-of-game items and so may be traded between 
players and cannot be shattered, disarmed or knocked 
out of a player’s hands. Additionally, possession of trans-
mutation packets does not make one “armed.”.

Transmutation packets come in many forms but the fol-
lowing rules must still be followed. Transmutation pack-
ets are made from cloth and may contain 1 oz/30 mL/2.5 
tbsp. of bird seed. Most transmutation packets are made 
from a 6”x6” piece of cloth, gathered with a rubber band 
in fashion shown below. Others are made by sewing 
pouches in cloth and filling them with bird seed.

Once closed with a rubber band, the resulting packet is 
ready for play. Transmutation packets do not need to be 
a particular color but may not be green as that color rep-
resents poisons.  

Verbal Mnemonics
Alkahestry’s verbal mnemonics are a specific phrase 
unique to you, which must be spoken in a clear voice 
loud enough to be heard by your target. You devise the 
mnemonic for your effects when you first purchase them 
and they must remain constant each time they are cast.

The theme of the mnemonic is left to your imagination 
and character concept so long as the specific phrase re-
quired to interpret the transmutations effect is pulled 
from the standardized effects list in Appendix 1: Effects.

Alkahestry mnemonics must be no shorter than 5 sylla-
bles plus 3 syllables per level of the transmutation. Take 
the Disarm transmutation as an example:

“Holy metal burns the unjust. Disarm sword!”

“I demand your steel disown thee. Disarm sword!”

“May your grip weaken with disease. Disarm sword!”

All three mnemonics include the requisite number of 
syllables, state the effect of the tranition and therefore 
meet the requirements for a first level alkahestry mne-
monic.

Interruption: Casting Alkahestry requires concentra-
tion, a sometimes rare commodity on the battlefield. 
Once a transmutation is started, any damage sustained 
nullifies it while still expending the action slot used to 
cast it. As the effect is incomplete, the slot lost is always 
the base slot, unmodified by metamagic skills, which 
are resolved at the end of the transmutation. Damage 
blocked by alchemical shields allows the transmutation 
to continue while damage taken, even if resisted or ap-
plied to armor, stops the transmutation.

Action Slots
Similarly to combat skills, Action Slots are used to define 
how many transmutations can be cast in each reset pe-
riod. Action Slots used to cast transmutations behave in 
all ways as do others, including the ability to regain first 
and second level alchemical slots. 

Some transmutations can be modified to use higher lev-
el slots than they would normally. In this instance, the 
inital transmutation utilizes a slot of the level required 
to cast it. The modifier then uses another slot of its own 
level in the casting. Please note that the transmutations 
tag must be of the appropriate level but the modifier’s tag 
must simply total it’s level. 

An example: Marius throws a 3rd level transmutation 
modified by a 2nd level meta-transmutational skill. He 
must use one 3rd level action slot plus either a 2nd level, 
or two 1st level, action slots.

Alkahestry
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Range 
There are several different ranges within which trans-
mutations may be cast.

Personal: These transmutations are usually the best aug-
mentation transmutations available and may only affect 
the caster. Unless modified, a transmutation packet, and 
therefore a free hand, is still required for casting. No ef-
fect, regardless of its source, will allow a caster range 
transmutation to be cast on another.

Packet-delivered: These are the Alkahestry trans-
mutations.  The packet must hit in order to take effect 
although some meta-transmutational skills may alter this.

Touch: These transmutations may be cast through a nat-
ural weapon phys rep. The transmutation takes effect if it 
hits the target or any object in their possession. The caster 
must specify the target if the object is in more than one 
person’s possession.

Area of Effect: These transmutations are relatively rare in 
Alchemy as they affect more than one target at a time.All 
casters of AoE effects must carry a marked string of the 
proper radius. This string is to be used for measurement 
when it is not clear whether someone is included in the 
transmutation or not.

Circle Transmutations

Temporary circles may be represented with rope or 
string and cannot be drawn even if they would be 
clearly seen. Other, pre-approved markers can also 
be used but will always include something brought 
with the player and not found in the area. The circle 
must be fully enclosed and represents a cylinder with 
its height as high as you can reach and it’s depth even 
with the ground. 

Temporary circle transmutations have a duration 
of one hour but may be cancelled before the end of 
this duration or if the caster leaves the circle. They 
must be cast again once cancelled and so may not 
be “raised” and “lowered” to allow someone ingress 
or egress.

Permanent circles must be represented with rope 
lights but may have up to 30% of their circumference 
provided by a building or other large object which 
they do not encompass. 

Some circle transmutations hedge out people or 
items of a particular type and this effect may not be 
bypassed by the caster. A circle which hedges out un-
dead will not admit an undead creature regardless of 
the caster’s wishes and may not be cast by an undead 
creature at all.

Other circle transmutations are a barrier and do not 
specify who may occupy their interior. Passage into 
these circles may be granted by an occupant attuned 
to the circle with the phrase, “You are recognized 
and may enter/leave.”

Structure Transmutations

These come in two forms, those that effect an entire 
structure and those that effect one aspect of a struc-
ture such as a door. Both types require 5 minutes to cast 
and may only be cast on your assigned cabin or with 
the express permission of a marshal or owner of the 
structure, making it so that you cannot trap someone 
in their cabin. 

Structure transmutations can be detected on the struc-
ture with Detect Magic but if cast on the door the 
transmutation will not reveal if the door is effected sep-
arately from the building. Each of these transmutations 
must be ditransmutationed individually with the pro-
cedures indicated in their description. Please note that 
in Alchemy, a structure or any portion of a structure 
is indestructible to both magical and mundane means, 
with or without transmutations on them.

Alchemical Effects
Many skills, including alchemy, have effects other than 
damage. These effects are summarized on the chart in Ap-
pendix 1: Effects.

Formulas and Notebooks
All alchemical formula use alchemical arrays and verbal 
mnemonic devices. Each alchemist has a notebook in 
which they have researched their formulas and encod-
ed their findings. These notes are vital for preparing and 
casting their transmutations and so must be kept with 
them. 

Lesser Notebooks, sometimes called “traveling note-
books” include verbal mnemonics and perhaps a few 
accompanying gestures or a shortened array. They are 
enough to cast by, but insufficient for other needs. Lesser 
Formula Notebooks must be no smaller than 19 square 
inches. (3.5” x 5.5”) Each formula takes one page, regard-
less of level. Scribing a lesser notebook costs 3 silver/level 
of each formula.

Greater Notebooks are much grander affairs and include 
the arrays, mnemonics, incantations, gestures and re-
search notes for each transmutation.  Greater notebooks 
are used to prepare and refund metamagic slots as well as 
to prepare arrays for greater transmutations or alchemical 
item creation. 

Greater Notebooks must be no smaller than 93 square 
inches. (8.5” x 11”) Each formula takes one page per lev-
el and costs 5sp per level for scribing, unless the caster 
researched the transmutation, in which case the scribing 
cost is included in the research cost.

Players begin the game with both Lesser and Greater For-
mula Notebooks that include every transmutation they 
know at character creation. The pages and transmutations 
in these notebooks do not require scribing and so are 
without cost.
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Abjuration Keystones
Abjuration Keystones are unique, matching sets of a 
“lock” and “key.” These do not generally need to be ap-
proved so long as they match the following description: 
The “lock” must be a solid, durable, piece from which 
the “key” has been removed. These are usually made 
from blocks of wood with a shape cut out of them – the 
shape providing the “key.” Both the lock and key must be 
clearly identifiable as such with the initials AK perma-
nently written on both. 

Locks must be placed next to the item or the door of the 
building. Keys are clearly magical in nature and cannot 
be hidden amongst similar items. While it is possible to 
create more than one key, a lock will only open when 
one of the keys is placed within the lock.

Door: 4” x 6”      Chest: 2” x 3.5”
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Chemists build catalysts that hold proto-transmutations 
one breath from causing change. All catalyst trans-
mutations take place at arm’s reach rather than at range. 

Catalyst Basics
There are many types of catalysts but all follow the same 
rules. Each requires activation and uses an action slot to 
do so. The caster does this with their own catalyst natu-
rally but some are able to attune a catalyst for another to 
cast with some study. Attunement to a catalyst is an all 
or nothing affair. Without attunement, a catalyst will not 
release its effect, so stealing them gains the thief noth-
ing. Once attuned, however, the new owner becomes 
the caster in all ways, including using their action slot 
to cast. Lastly, every transmutation within a catalyst be-
comes attuned to the same individual. Catalysts stay ac-
tive for 90 days for their creator, but only until the next 
reset in the hands of another. Catalysts can also only be 
attuned once, so once passed, a catalyst cannot be re-
turned.

Catalysts without transmutations are frequently incon-
sequential items. Most have no monetary value although 
they can be quite elegant and expensive should the caster 
wish. Catalysts are produced with production points just 
as any other craft, but have no material costs. Addition-
ally, catalysts take very little time to make. This means 
that a caster is able to make as many catalysts as they 
have production points and transmutations to put in 
them. Neither time nor wealth are a boon or impedi-
ment to the Thaumaturge.

All catalysts take a 3-count to bring forth their effect. 
The specifics of this count are left to roleplaying and 
therefore the player. While there is no specific verbal 
mnemonic, the target must, and others in the area pay-
ing attention should, be aware of what is happening and 
why. Any of the three situation below are sufficient:

“Drinking potion 1, drinking potion 2, drinking potion 
3,” said by a participant in a duel to their opponent.

“Through the grace of Arasinya the Martyr, be healed by 
this draught,” said by a healer as they pour a potion into 
the mouth of a fallen friend.

“Use this potion if you find yourself on the brink of 
death,. You are attuned,” said by a thaumaturge while 
attuning a catalyst to his companion.

Destroying Catalysts
Alchemical catalysts are tough, but not indestructible. 
While holding a transmutation of any level, a catalyst is 
immune to mundane destruction including from dam-
age and even shatter or destroy transmutations. They 
cannot be targeted in combat by weapons or with pack-
ets and any effect that would affect them must be 

directed at the caster instead. Catalysts can be disarmed 
as well as subjects of aversion and other such trans-
mutations. Catalysts also remain with the body if their 
owner is killed, along with their other gear.

Catalysts and Anti-Magic
A catalyst is a magical device and therefore affected by 
many types of anti-magic. 

Transmutation Defenses: Harmful affects from trans-
mutations in catalysts are not stopped by transmutation 
shields as they are drunk or applied directly to the tar-
get. Various resists, however, will stop alchemistry ef-
fects regardless of how they are applied if used within 
a 3-Count.

Dispel Transmutation: Dispel transmutation effects 
will drain the transmutations from a target catalyst if 
that catalyst is specifically named as the target of the 
transmutation. AoE dispel effects drain a single catalyst 
carried by the alchemist that they pick if carrying more 
than one.

Anti-Magic Fields: Like most other alchemical items, 
catalysts become mundane items within an anti-mag-
ic field. Here, they cannot be activated and can be de-
stroyed through standard means. Catalysts return to 
normal once exiting the field.

Types of Catalysts
Catalysts come in several forms, but some are common 
enough to be considered standard. Catalysts are separate 
from packets and should not be represented by such. 
Their specific creation is up to the player, provided the 
stated guidelines are followed and can be purchased, 
made, or even found. All catalysts must be repped and 
while artistic talent is not strictly required, effort is. 

The following catalysts types and their abbreviations are  
common. Allowed catalysts for each transmutation are 
listed in the transmutation charts:

Warpstones/Wyrdstones (WS):  
These stones vary from small  
gems to stones. They must be a 
minimum of 2 cubic inches per 
level of transmutation placed in 
them.

Weapons (WP) and Armor (AR): Both armor  
are easily turned into catalysts 
while still supplying their initial 
benefits. Regardless of its type, 
armor can hold 1 transmutation 
level for every two armor points 
it possesses when fully repaired. 

Alchemistry
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Weapons hold 1 transmutation for every  
point of their base damage.  
Damage and subsequent repair  
do not affect the transmutations 
contained in weapons or armor. 
However, all transmutations are 
lost in the case of complete destruction such as by 
transmutation, skill or even simply losing their last armor 
point.

Bones and Viscera (BV):  
Necromancers put great store  
in bones as repositories for  
transmutations. Even bone 
fragments are able to hold 1st 
level transmutation while the 
smallest (fingers or toes) able to 
hold two. Medium size bones (ribs, tibia, etc) are able 
to hold 1 transmutation level per inch in length. Large 
bones (humerus, femur) hold 2 transmutation levels 
per inch and a skull will hold 5 transmutations, 
regardless of their level. Animal bones hold a number 
of transmutation levels in relation to their size to their 
human counterpart. Size has little effect on the efficacy 
of viscera. Eyes and other small peices will hold a 
transmutation each. Kidneys and similar organs will 
hold two. The lungs and liver will hold three each while 
the heart and brain will each hold 5. Other viscera can 
be estimated based on their size.

Symbols and glyphs (SG):  
Magical writings hold only a  
single transmutation per symbol 
but do become larger as they 
increase in level. A business card 
will hold a first level transmutation, 
an index card a second. Half a sheet 
of printer paper will hold a third, a 
full sheet a fourth and a tabloid 
sheet a fifth. Circle transmutations are also drawn using 
sigils called arrays. These should be cast by making a 
circle of string and then placing the sigil on a piece of 
paper inside it.

Poppets (PP): These small dolls  
are a staple in curses and other  
transmutations meant to harm a 
specific individual. The intensity  
of transmutations they hold equals 
their mimicry of a human.  
Simple twigs wrapped in a human 
form will hold first and second  
level transmutations. A figure  
sewn of muslin a third. Rag dolls 
and the like will hold a fourth and 
porcelain or other detailed dolls a fifth. The number of 
transmutations they hold is proportional to their size. 
Poppets hold 1 transmutation for every 2” height of the 
doll. 

Fetishes (FE): These large sculptures  
are primarily for stationary  
transmutations such as those 
protecting a chest or building. Made 
of bones, feathers and other 
primitive materials mounted on 
stakes or hung from vines, they  
will hold as many transmutations as 
their components or one trans-
mutation level for every inch they stand, whichever is 
greater. Fetishes cannot be moved once activated and 
cannot be accessed while being moved. Any trans-
mutation attempted during transport counts as being 
interrupted. 

Menhir (ME): These large rocks are  
similar to fetishes in that they are  
not meant to be moved. The smallest 
are the size of a gravestone and hold 
three transmutations of any level. 
The largest are boulders and will 
hold as many transmutations as is 
put into them. Menhir cannot be 
moved once activated and cannot be accessed while 
being moved. 

Potions (PO) and Ointment (ON):  
Healers and alchemists store  
transmutations in potions and  
ungents for later use.  
Transmutations stored this way do  
not cost action points for the caster  
to activate but still require them if  
activated by third parties. The  
following chart shows how many  
transmutation levels can be stored  
in different bottles.

 
 

Alchemical Catalysts
Lvl

Small Potion (5 ml) 1
Small Potion (10 ml) 2
Medium Potion (12 ml) 5
Large Potion (20 ml) 10
Small Ointment (1 oz) 1
Small Ointment (1.7 oz) 5
Med Ointment (2 oz) 8
Large Ointment (2.5 oz) 10

 
All transmutations placed in a bottle must be the same, 
so you can put three 3rd level healing effects in a large 
potion bottle but not two 3rd level healing and one 2nd 
level healing effect. 
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Not all bottles must be simple glass bottles. Labware and 
other containers can be used with the following provi-
sions:

All containers must be durable. They must survive 
when dropped from chest height onto grass or a wood 
floor. If bottles break in play, a Hold is called and the 
caster must dispose of the shards. While this will not 
automatically lead to these bottles being disallowed, 
dangerous bottles cannot be allowed.

Bottles must appear period. As long as the bottles do 
not obviously appear to be plastic, they are fine. Avoid 
colored plastic lids or obvious seam lines. Labware 
in particular should be plastic as it is thin and easily 
broken. 

Consuming the contents is discouraged. In fact, glu-
ing the top on the bottle is preferred to keep others 
from thinking the contents are candy or something 
similar. Children may gain access to these containers 
and their safety is paramount. 

Symbolic Items: Objects related to a deity revered by 
the caster are acceptable as catalysts. Worshipers of the 
goddess of plants, Niloufar, could store transmutations 
in a bundle of flowers and those of Muati in claws or 
teeth. Two strictures apply: First, these items must be 
decorated in such a way that they do not appear to have 
been randomly picked. Placing them in bottles or jew-
elry are an excellent method of doing so. Secondly, the 
transmutation levels that can be stored in an item are 
comparable to what could be stored in bones or bottles, 
whichever is more appropriate for their size.

Holy Symbols: These  are common in table top gam-
ing and are efficacious in Alchemy as well. The material 
composition of these symbols is irrelevant to the trans-
mutations they may hold but size is. A holy symbol holds 
one transmutation of any level for every 2” of its length. 
Unusual symbols (those not stated in the Campaign 
Guide) must be approved by the game administration 
before use. Holy symbols must be clearly distinguishable 
from symbolic items. This is usually achieved by orna-
mentation or their material of manufacture. Holy sym-
bols are never found items, regardless of deity and must 
have been obviously constructed.

Labs
Despite their name, these items constitute a whole range 
of items used to aid in the preparation of alchemical 
transmutations. Whether consisting of standard labo-
ratory equipment, cauldrons, books, crucibles or forges 
and anvils, they all serve the same purpose of multiply-
ing production points. Lesser Labs are sets of tools with 
limited usefulness but are mobile and can be used in the 
field. Such a kit should fill a storage box for index cards 
(3x5x6) with various items appropriate to the school of 
magic being utilized. These kits are sufficient to re-pur-
pose one transmutation to another but are not sufficient 

for the creation of catalysts. This requires one minute for 
each transmutation level due to the restricted level of 
materials in the kit.

Greater Labs are not mobile an will generally fill a stor-
age crate (14x10x6). Such a lab might include books, 
candles, sewing supplies, spare bottles and a bag of 
herbs. These labs can be used to prepare catalysts and 
re-purpose transmutations of any level to another by 
adding the transmutation levels together. Generally, 
these labs are sufficient to double the product used in 
catalyst creation but are not sufficient for ritual magic. 
Greater Labs cost 25 Gold and Lesser Labs cost 10 Gold.

Preparing Alchemical  
Transmutations
Playing with Alchemistry may seem confusing, but it’s 
not that difficult once you get used to it. Upon check-in, 
you will receive an envelope like all other players. In-
side will be your character card and another for each of 
your production points. Sheets of tags are available upon 
request, but will not be inside your character envelope. 

Upon returning to your cabin you assign production 
points to the formulas you want to create into Cat-
alysts or wish to use for Metatransmutations before 
the next reset. Assuming you have not filled out your 
transmutation tags between events, you fill out a trans-
mutation tag and attach the required production points 
to the back.
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Once the bookkeeping is finished, decide which formu-
las go into each of your catalysts, then decide which cat-
alysts you want to carry with you and you are ready for 
adventure!

Should you change your mind and want to re-purpose 
your catalysts, that can be done with access to the right 
skill and tools. Once finished with the required in-game 
actions, apply a new tag to the stack you are re-purpos-
ing and you are ready to cast your new transmutation.

Production Points and Costs
The cost for creating and re-purposing catalysts are list-
ed in the table below. Catalysts created with labs, both 
lesser and greater, are documented on the back of the 
player’s character sheet and placed with any required 
tags or silver in the cabin’s check out envelope.

Please note that a lab doubles the product produced and 
does not halve the cost. No production craft can fall be-
low 1, making halving the cost less valuable than dou-
bling production.

Alchemistry Production
Trans-

mutation 
Lvl

Production
Point Cost

Catalyst Product
w/o Greater Lab

Catalyst Product
w/Greater Lab

Re-purpose Cost
w/ Lesser Lab

Re-purpose 
Cost

w/ Greater Lab
1 1 x1 x2 1 sp 0 sp
2 1 x1 x2 2 sp 1 sp
3 2 x1 x2 3 sp 1 sp
4 2 x1 x2 4 sp 2 sp
5 3 x1 x2 5 sp 2 sp
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Alkahestry and Alchemistry are two traditions by which 
alchemy is performed. Within these two traditions are 
six schools of formulas. Some utilize Alkehestry more 
while others contain more Alchemistry. When you pur-
chase a transmutation school in Alchemy, you are pur-
chasing a set of formulas to cast. You are assumed to be 
able to cast both traditions equally.

The six schools are:

Abjuration: Our last school focuses on protection. 
Whether that protection is from physical, or even al-
chemical, means, Abjuration shuts things down or keeps 
them from getting started.

Biomancy: While similar to Necromancy, Biomancy 
studies the methods of returning damaged tissue to it’s 
healthy state. Less time is spent trying to “improve” the 
body and more trying to “repair” the body. 

Elementalism: Changing elemental aspects of the world 
around you is the focus of this school. Energy is released 
when elemental particles are joined or broken. Tremen-
dous damage can be caused if you harness that energy.

Enchantment: Control the attitudes and even the actions 
of others around you by manipulating the hormones and 
electral pathways of the body. This school teaches you to 
get ahead by controlling others.

Necromancy: Contrary to what you might think, these 
practitioners do not spend all their time in graveyards 

and stirring bubbling cauldrons. In this modern era the 
true necromancer spends his time in the laboratory, ma-
nipulating life energy and learning to return it to dead 
tissue.

Alteration: This school focuses on changing the at-
tributes of a thing. You can make something stronger, 
weaker, sharper or heavier.

When picking your school, remember that you create 
your own verbals. If a transmutation seems to have a 
specific flavor in mind, either because of the name of the 
transmutation or the school, this can be changed by the 
verbal you pick. 

Take an Enchanter. They could control a person through 
their hormones, through magnetic fields in their bod-
ies, by changing the electrical pathways in their brains, 
with phermones released into the air or even hypnotism. 
The verbals you create are how you flavor these trans-
mutations. 

The transmutations are also written to be neither divine 
nor arcane and we have tried to avoid tying them to a 
particular group, god or element. 

Also remember that school get more expensive the more 
of them you have. Look for combinations within one 
school, or at most two, when choosing your school as 
prerequisites don’t give you anything in and of them-
selves in return for the CP spent on them.

The Six Schools of Alchemy
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Abjuration
First Level Transmutations

Aid +5 Hit Points. Does not stack, cannot be healed Alchemistry - AR, BV, PP, 
PO, ON

Ablative Armor +5 armor points added to physical armor. Does not stack, cannot 
be repaired.

Alchemistry - AR

Shun Repel target as long as you hold your hand up Alkahestry - Packet
Elemental 
Resistance

Resist 5 points of damage from next elemental attack Alchemistry - AR, PP, PO, 
ON

Stoneskin Resist next physical attack. Does not stack with Steelskin, Greater. Alchemistry - AR, PP, PO, 
ON

Alarm Opening door/window/box makes loud noise for anyone but 
caster

Alchemistry - SG

Fire Trap Drawn on container as glyph. Flamable contents are destroyed if 
opened by anyone but caster.

Alchemistry - SG

Force Shield Shield may block next instance of massive damage Alchemistry - AR
Sanctuary Caster Only. Ignore physical damage as long as you leave arms 

crossed on chest. Ends if any damage taken.
Alchemistry - AR, BV, PP, 
PO, ON

Hold Portal Opening held closed with +3 Strength. Ends when opening is 
opened.

Alchemistry - SG

Second Level Transmutations
Aid, Greater +10 Hit Points. Does not stack, cannot be healed Alchemistry - AR, BV, PP, 

PO, ON
Wall of Fire "Ten foot long phys repped wall of fire appears as long as caster 

remains in area. Wall damages those 
passing through 10 fire damage but non-living objects are im-
mune."

Alchemistry - SG

Arcane Lock Wards any container smaller than 10 cubic feet. Must have abju-
ration lock and key.

Alchemistry - SG

Explosive 
Runes

Drawn as container as glyph. 10 damage to all those within 5' and 
flamable objects in range destroyed if opened by anyone other 
than caster. Stacks for both damage and range.

Alchemistry - SG

Invisibility 
Purge

Invisible individuals with 5' are revealed. Radius increases with 
each concurrent caster.

Alchemistry - AR, BV, PP, 
FE, MN

See Invisibility Target ignores the "Invisibility" status effect until they move. Alchemistry - AR, BV, PP, 
FE, MN. PO

Steelshroud +1 Threshold until end of combat. Stacks Alchemistry - AR, PP, PO, 
ON

Ablative Ar-
mor, Greater

+10 armor points added to physical armor. Does not stack, can-
not be repaired.

Alchemistry - AR

Freedom Free target from Binding effect under 4th level Alchemistry - BV, PP, FE, 
MN, PO

Third Level Transmutations
Alchemical 
Trap

Individual other than caster who opens doorway or container 
gains Web status effect

Alchemistry - SG

Symbol Converts status effect of next detrimental transmutation cast into 
glyph.

Alchemistry - SG
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Abjuration
Wall of Ice Ten foot long phys repped wall of ice appears as long as caster 

remains in area. Wall blocks path until taking 30 HPS of damage
Alchemistry - SG, FE, MN

Anti-Life/death 
Shell

AoE Circle Spell. Specified Outsiders hedged out. Specified 
transmutations will not cross line.

Alchemistry - SG, FE, MN

Stability Shield Call Resist to next alchemical attack under 4th level. Alchemistry - AR, PP, PO
Break  
    Enchantment

Free target of a single Enchantment status effect Alchemistry - PP, PO

Return to  
      Stability

Free target of a single Alchemical status effect Alchemistry - AR, PP, PO

Transmutation 
Immunity, 
Lesser

Caster Only. Call Resist to all alchemical effects of 1st level Alchemistry - AR, PP, PO

Healing  
     <Element>

Next specified elemental attack heals the target. Stacks with shield 
transmutations

Alchemistry - AR, PP, PO

Fourth Level Transmutations
Deflection Reflect physical damage to initiator. One use, Does not stack with 

other physical shields
Alchemistry - AR, PP

Spell Turning Caster becomes target of transmutation. One use, Does not stack 
with other alchemical shields

Alchemistry - AR, PP

Wall of Steel Ten foot long phys repped wall of steel appears as long as caster 
remains in area. Wall blocks path until taking 60 HPS of damage

Alchemistry - SG, FE, MN

Anti-Alchemi-
cal Field

AoE Circle Spell. Transmutations cannot cross line. All trans-
mutation within at time of casting are hedged out.

Alchemistry - SG, FE, MN

Dismissal Outsider or Elemental forcibly returned to their home planet or 
plane.

Alkahestry - Packet

Dimensional 
Anchor

AoE Circle Spell. Individuals within circle cannot cast teleport or 
phase effects. Ends when caster leaves.

Alchemistry - SG, FE, MN

Steelskin, 
Greater

May call resist to any one physical attack. Does not stack with 
Steelskin, Lesser

Alchemistry - AR, PO

Ward Building Target building cannot be entered without abjuration key. Re-
quires abjuration lock and key.

Alchemistry - SG, FE, MN

Shield <Effect> May call "Resist" to status effects from the following sources: 
Enchantment, Necromancy, Elemental, Poison, Binding, Death. 
One use, does not stack with other effect shields

Alchemistry - WP (Shield)

Fifth Level Transmutations
Cloak of Pro-
tection

Caster only. One of each kind of Resist tracked separately. Does 
not stack with individual resists

Alchemistry - AR, PO

Transmutation 
Immunity, 
Greater

Call Resist to all alchemical effects under 3rd level Alchemistry - AR, PO

Wall of Force Ten foot long phys repped wall of force appears as long as caster 
remains in area. Wall blocks path until  
destroyed by magical means"

Alchemistry - SG, FE, MN

Guards and 
Wards

Target existing Ward does 50 force damage to anyone who touch-
es it

Alchemistry - SG, FE, MN
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Abjuration
Greater Ward As Ward Building but with multiple keys. One key for every 

individual inside when ward is cast
Alchemistry - FE, MN

Banishment As dismissal but target Outsider/Elemental is kept from return-
ing for 90 days

Alkahestry - Packet

Fool's  
     Forbiddance

When activated, all individuals inside circle are unable to per-
form transmutations except caster

Alchemistry - SG

Imprison Target held in form fitting 1cm sleeve of force. Cannot effect oth-
ers or be effected. Sleeve is frictionless but cannot be moved.

Alkahestry - Packet

Comfort AoE Circle Transmutation. Environment inside 5' circle matches 
home plane of caster.

Alchemistry - 

Abjuration Transmutation Descriptions

1st Tier Transmutations

Aid 
Type: Alchemistry - AR, BV, PP, PO, ON
Add +5 Hit Points to your total Hit Points. This Trans-
mutation does not stack, these bonus Hit Points cannot be 
healed and once they are gone will not return until a new 
Transmutation is applied.
Syllables: 8
Tagline: You are granted great fortitude. Grant 5 Hit 
Points. ‘

Ablative Armor 
Transmutation Name
Type: Alchemistry - AR
Add +5 armor points to your physical armor total. he 
Transmutation does not stack, these bonus Armor Points 
cannot be Refit and once they are gone will not return un-
til a new Transmutation is applied.
Syllables: 8
Tagline: Armor protects you from harm, Grant 5 Armor 
Points.

Shun 
Type: Alkahestry - Packet
You use power to Repel target away from you. They must 
not approach any closer then 10 steps away. If closer then 
10 steps they must stop, If y ou repel some on you have 
Shunned they do not have to back  up. They will stay Re-
peled as long as you keep your arm and hand outstretched 
palm forward 
Syllables: 8
Tagline: Back foul beast stay away from me, Repel. 

Stoneskin 
Type: Alchemistry - AR, PP, PO, ON
You may ignore the damage from the first physical attack. 
This Transmutation does not stack with Greater Steelskin.  
When this attack is negated you must call Stoneskin to sig-
nify it was stopped

Syllables: 8
Tagline: Stone and Earth protect me from harm, Grant 
Stoneskin. 

Alarm 
Type: Alchemistry - SG
Opening door/window/box makes loud noise for anyone 
but caster
Syllables: 8
Tagline: Chimes and rings awaken me, Grant Alarm. 

Fire Trap 
Type: Alchemistry - SG
Drawn on container as glyph this transmutation blast the 
person that opens the container but the caster. Dealing 10 
Fire Damage along with Flammable contents taking the 
Destroy effect. 
Syllables: 8
Tagline: Fire inhabit this glyph to protect, Fire Trap. 

Force Shield 
Type: Alchemistry - AR
You bring forth a invisible barrier protecting you from the 
next instance of Massive damage then dissipates.
Syllables: 8
Tagline: Wall of power protect from mass. Massive Shield

Sanctuary
Type: Alchemistry - AR, BV, PP, PO, ON
Caster Only. You ignore physical damage from all sources 
as long as concentration is held. To signify you are in a 
state of Sanctuary you cross you arms across your chest 
and leave them crossed. It will also end if any damage tak-
en from other sources such as Alchemy.
Syllables: 8
Tagline: Alchemy envelop and protect me, Sanctuary.

Hold Portal
Type: Alkahestry - Packet
The Transmutation keeps an opening held closed with +3 
Feat of Strength. This can be bolstered with any characters 
with that Skill.  This Transmutation ends when opening 



ALCHEMY

97

is opened.
Syllables: 8
Tagline: This barrier is held closed fast, Hold Portal.

2nd Tier Transmutations

Aid, Greater
Type: Alchemistry - AR, BV, PP, PO, ON
Add +10 Hit Points to your total Hit Points. This Trans-
mutation does not stack, these bonus Hit Points cannot be 
healed and once they are gone will not return until a new 
Transmutation is applied.
Syllables: 11
Tagline:You are granted a store of vitality and vigor, Grant 
5 Hit Points. 

Wall of Fire
Type: Alchemistry - SG
Ten foot long phys repped wall of fire appears as long 
as caster remains in area. Wall damages those passing 
through 10 fire damage but non-living objects are im-
mune.
Syllables: 11
Tagline: Ignite and defend me from battle, Wall of Fire.

Arcane Lock
Type: Alchemistry - SG
This Transmutation creates a force that will Ward any con-
tainer smaller than 10 cubic feet. Must have Abjuration 
lock and key.
Syllables: 11
Tagline: Creation forms a lock to stop intrusion, Arcane 
Lock.

Explosive Runes
Type: Alchemistry - SG
You can trace this rune out on a container. If opened it de-
livers 10 Fire to all those within 5’, and flammable objects 
in range destroyed, if opened by anyone other than caster. 
Multiple castings stacks both damage and range.
Syllables: 11
Tagline: O’ Runes of ancient Fire protect my words, Ex-
plosive Runes

Invisibility Purge
Type: Alchemistry - AR, BV, PP, FE, MN
Anyone with the Invisible status effect within 5’ are re-
vealed. Radius increases with each concurrent caster.
Syllables: 11
Tagline: I blast this area with a revealing pulse, Reveal.

See Invisibility
Type: Alchemistry - AR, BV, PP, FE, MN. PO
You can look beyond the veil. You may ignore the Invisi-
bility status effect until they move. 
Syllables: 11
Tagline: My eyes are open to your presence and revealed 
to me, Phase Sight. 

Steelshroud
Type: Alchemistry - AR, PP, PO, ON
You bolster your defenses. Gain a +1 Threshold until end 
of combat. This Transmutation Stacks
Syllables: 11
Tagline: I am cloaked in a suit of alchemical armor, 
Steelshroud.

Ablative Armor, Greater
Type: Alchemistry - AR
Add +10 armor points to your physical armor total. he 
Transmutation does not stack, these bonus Armor Points 
cannot be Refit and once they are gone will not return un-
til a new Transmutation is applied.
Syllables: 11
Tagline: Ancient rote creates a magic armor to shield you 
from harm, Grant 10 Armor Points.

Freedom 
Type: Alchemistry - BV, PP, FE, MN, PO
You uses this Transmutation to free a Target from Binding 
effect 4th Tier and below. 
Syllables: 11
Tagline: You legs are free from the shackles that hold you, 
Release.

3rd Tier Transmutations

Alchemical Trap
Type: Alchemistry - SG
This transmutation puts a sigil on an opening that will 
cause anyone other then the Caster to become under  Tar-
geted Webbed status effect. Once Triggered the Alchemi-
cal Trap dissipates.
Syllables: 14
Tagline: These Mystic Symbols reach out and trap you 
where you stand. Web

Symbol
Type: Alchemistry - SG
This Transmutation allows the Alchemist turn another 
Transmutation into a Symbol. The target Transmutation 
must be 3rd Tier or below. The Transmutation must be 
one that targets an individual.
Syllables: 14
Tagline:  Drawn to perfection copy the symbol from my 
mind. Create Symbol of <X>

Wall of Ice
Type: Alchemistry - SG, FE, MN
Ten foot long wall of ice appears as long as caster remains 
in area. Wall blocks the path until taking 30 HPS of dam-
age. It has a Threshold of 3. Often represented by a rope 
showing where the wall is.
Syllables: 14
Tagline: Frigid cold and ice build a wall and protect me 
NOW!. Create Wall 30
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Anti-Life/Death Shell
Type: Alchemistry - SG, FE, MN
This Transmutation creates a circle barrier 6 feet across 
that protects the caster chooses a specified school of 
Transmutations (Choose from the 6), Creatures with a 
matching Keyword may not enter and are hedged out. 
Specified transmutations will not cross line. Represented 
by a Circle made of rope or something similar.
Syllables: 14
Tagline: Ancient runes and symbols form a barrier to 
protect me, Circle against <X>

Stability Shield
Type: Alchemistry - AR, PP, PO
This Transmutation allows one protected by it to call “Re-
sist” to next Alchemical attack 3rd Tier and below.
Syllables: 14
Tagline: Abjuration shield me from all lesser Trans-
mutations. Shield

Break Enchantment
Type: Alchemistry - PP, PO
Disrupting an active Enchantment Transmutation the 
Caster may Free a target of a single Enchantment status 
effect
Syllables: 14
Tagline: I break you from the chains of this Enchantment 
that holds you. Dispel Enchantment

Return to Stability
Type: Alchemistry - AR, PP, PO
Free target of a single Alchemical status effect of 1st or 
2nd Tier.
Syllables: 14
Tagline: Remove the alchemical bonds that have a hold 
on you. Dispel Transmutation

Transmutation Immunity, Lesser
Type: Alchemistry - AR, PP, PO
Caster Only. The Caster shields themselves from the 
most minor of Transmutations, Call “Resist” to all al-
chemical effects of 1st level 
Syllables: 14
Tagline: Protect my form from the weak Transmutations 
of my enemies. Shield

Healing <Element>
Type: 
The next elemental attack that hits the target heals them 
for that amount of damage instead. Chose from the fol-
lowing elemental types: Fire, Ice, Stone, or Shock. This 
shield stacks with other shield transmutations
Syllables: 14
Tagline: The elements are mine to command and heal my 
frail form. Healing Shield <X>

4th Tier Transmutations

Deflection
Type: Alchemistry - AR, PP
This transmutation grants you a shield that will reflect 
physical damage to source that targets you. This Shield is 
against the first source of physical damage that hits you. 
Does not stack with other physical shields
Syllables: 17
Tagline: Bounce back the attack that would do me harm 
saving myself. Reflect Damage

Spell Turning
Type: Alchemistry - AR, PP
When you are hit by a Transmutation you shield it and 
the Caster becomes the target of that Transmutation. One 
use, Does not stack with other Alchemical shields
Syllables: 17
Tagline: Rebound the power that seeks to transform me 
to its baleful origin. Reflect Transmutation

Wall of Steel
Type: Alchemistry - SG, FE, MN
Ten foot long wall of steel appears as long as caster re-
mains in area. Wall blocks path until taking 60 HPS of 
damage. It has a Threshold of 6. Wall is represented by a 
rope or something similar.
Syllables: 17
Tagline: Iron, Copper, Tin, and Steel ward this path from 
those that tread it blocking their way. Create Wall 60

Anti-Alchemical Field
Type: Alchemistry - SG, FE, MN
This Transmutation creates a circle barrier 6 feet across 
that protects the caster. Transmutations cannot cross line. 
All Transmutation within at time of casting are hedged 
out.
Syllables: 17
Tagline: Drawing power from the leylines that surround 
block out and keep safe all within. Create Circle Against 
Transmutations.

Dismissal
Type: Alkahestry - Packet
This Transmutation forces a Outsider or Elemental to 
returned to their home planet or plane. More powerful 
beings may have more of a resistance to such Abjurations
Syllables: 17
Tagline: I banish you from my home would you never re-
turn to it outworlder. Banish

Dimensional Anchor
Type: Alchemistry - SG, FE, MN
This Transmutation creates a circle barrier 6 feet across 
that protects the caster. Individuals within circle cannot 
cast Teleport or Phase effects. Ends when caster leaves.
Syllables: 17
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Tagline: Tread light when with in my web or you will find 
it not easy to leave. Phase Lock

Steel Skin
Type: Alchemistry - AR, PO
This protects you from great deals of damage at once May 
call resist to any one physical attack. Does not stack with 
Lesser or Greater Steelskin, 
Syllables: 17
Tagline: Protection from a mighty blow this trans-
mutation is a giants bane. Create Steel Skin

Ward
Type: Alchemistry -Alchemistry - SG, FE, MN
Target building cannot be entered without Abjuration 
key. Requires Abjuration lock and key Physical Repre-
sentation.
Syllables: 17
Tagline: Protect my lodge from attack and raid, sleep 
sound tonight safely in our beds. Create Ward

<Effect> Shield 
Type:  WP (Shield)
You create a Alchemical Shield so you may call “Resist” 
to status effects from the following sources: Enchantment, 
Necromancy, Elemental, Poison, Binding, Death. One use 
shield that does not stack with other effect shields
Syllables: 17
Tagline: I weave the ward that will protect me from the 
erroneous, <effect> Shield

5th Tier Transmutations

Cloak of Protection
Type: Alchemistry - AR, PO
Caster only. One of each kind of Resist (Abjuration, 
Alteration, Biomancy, Elementalism, Enchantment and 
Necromancy) tracked separately. Does not stack with in-
dividual transmutations that grant Resists.
Syllables: 20
Tagline: This wondrous cloak of woven lines by ancient  
rote wraps me in its many arms to protect me from many 
harms. Shields Against Transmutations.

Transmutation Immunity, Greater
Type: Alchemistry - AR, PO
Call Resist to all alchemical effects under 3rd level
Syllables: 20
Tagline: I shield myself from the forces of dangerous Al-
chemical manipulation, Resist Alchemy.

Wall of Force
Type: Alchemistry - SG, FE, MN
Ten foot long wall of steel appears as long as caster re-
mains in area. This wall of Force blocks path until  
destroyed by Alchemical means. Wall is represented by 
rope or something similar.
Syllables: 20

Tagline: Wall of force seal the way, making so no one may 
pass again this day! Create Wall of Force.

Guards and Wards
Type: Alchemistry - SG, FE, MN
This Transmutation alters an existing Ward. The affected 
Ward now does 50 Force damage to anyone who touches 
it that is not holding the corresponding Ward Key.
Syllables: 20
Tagline: This building has a bite fangs of force and claws 
of might do not dare to enter this night. Guards and 
Wards

Greater Ward
Type: Alchemistry - FE, MN
This creates a Ward but with multiple keys. One key for 
every individual inside when Ward is cast
Syllables: 20
Tagline: Building made of Stone and Wood be now pro-
tected from that would, cause harm, sleeping now sound 
and tight. Create Ward
 
Banishment
Type: Alkahestry - Packet
As Ddismissal but target Outsider/Elemental is kept from 
returning for 90 days
Syllables: 20
Tagline: Forced from our world you shall not tread on it 
again while eyes watch you Outworlder, Banish

Fool’s Forbiddance
Type: Alchemistry - SG
This Transmutation creates a circle barrier 6 feet across. 
When activated, all individuals inside circle are unable to 
perform transmutations except caster. This lasts until the 
caster leaves the circle.
Syllables: 20
Tagline: Come into my parlor said the spider to the 
fly. You now are mine until you die. Suppress Trans-
mutations

Imprison
Type: Alkahestry - Packet
The Target is held in form fitting sleeve of Force. Cannot 
effect others or be effected. Sleeve is frictionless but can-
not be moved. Last as long as the Caster in concentrating
Syllables: 20
Tagline: Wrapped in unbreakable bonds your form is 
held unmutable by space and time now. Imprison.

Comfort
Type: Alchemistry - 
This Transmutation creates a circle barrier 6 feet across 
that protects the caster. Environment inside 6’ circle 
matches home plane of caster.
Syllables: 20
Tagline: Transmute this area I sit to protect me as if I sit 
by my hearth at home. Planar Reprieve.
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Alteration
First Level Transmutations

Align Weapon, 
Lesser

Target weapon gains tagline of Law, Chaos, Life or Death for five 
(5) swings

Alchemistry - WP

Barkskin 5 armor until used. Cannot be repaired Alchemistry - AR
Bear's  
     Endurance

5 hps until used. Cannot be healed Alchemistry - AR, PO, 
ON

Beastial Form Caster gains the skill Monstrous Appearance for one combat. Alchemistry - AR, PO, 
ON

Harden Target gains Shatter Resistance Alchemistry - WP, AR
Knock, Lesser Open target magical lock of 3rd level or lower Alchemistry - WS, FE, 

MN
Light Allows glowstick to be used for light Alchemistry - WS, WP, 

AR
Magic Mouth Summon ghostly mouth that speaks at normal volume for 10 syl-

lables per transmutation slot or 10 seconds, whichever is shorter."
Alchemistry - SG

Plant Form Caster able to change into Plant with 10 Ability Points or below 
keeping hps. Each additional slot of same level increases the 
Ability Points by 10 (See Wildshape)

Alchemistry - WS, PP, PO, 
ON, FE, MN

Snare Target gains the Pin status effect Alkahestry -Packet

Second Level Transmutations
Animal Form Caster able to change into Animal form with 20 Ability Points or 

below keeping hps. Each additional slot of same level increases 
the Ability Points by 10 (See Wildshape)

Alchemistry - WS, PP, PO, 
ON, FE, MN

Animate  
       Weapon

Caster gains proficiency with any single weapon for 1 combat Alchemistry - WP, PP, PO

Bull's Strength One target adds +4 to a weapons Damage for one feat or attack. Alchemistry - WPN, PO
Chill Metal Metal object take the Shatter effect Alkahestry -Packet
Warp Wood Wooden object takes the Shatter effect Alkahestry -Packet
Invisibility Target gains Invisible effect as long as arms kept crossed on torso 

or moves.
Alchemistry - WS, PP, FE, 
MN, PO, ON

Iron Wood One wooden item gains Shatter Resistance. Alchemistry - WP
Purify Food/
Drink

Eliminates all magical toxins or diseases from food occupying a 
single table.

Alchemistry - WS, BV, 
FE, MN

Weakness Target calls -4 damage for one combat. Stacks but does not fall 
below zero.

Alkahestry -Packet

Third Level Transmutations
Burst into  
     Flames

Target wooden object gains “Shatter” status effect. Target metal 
object deals 20 fire to its bearer.

Alkahestry -Packet

Aberrant Form Caster able to change into Abberant shape with 30 Ability Points 
or below keeping hps. Each additional of same level increases the 
Ability Points by 10 (See Wildshape)

Alchemistry - PP, PO, ON, 
FE, MN

Keen Edge Target weapon gains +1 damage for one combat. Stacks. Alchemistry - WP
Shatter Target item no larger than a door gains Shatter effect twice. Alkahestry -Packet
Destroy Armor Target suit of armor gains Shatter status effect Alkahestry -Packet
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Alteration
Transmutation 
Resistance

Target gains resistance to next 4th level and below transmutation 
that would affect them

Alchemistry - PP, PO, FE, 
MN

Levitate Caster Only. Caster is not affected by ground effects and is im-
mune to the Pin Effect. Does not allow flight over 1 inch.

Alchemistry - PP, PO, FE, 
MN

Slow Target takes the Slow 3 Effect. Cancels Haste effect. Alkahestry -Packet
Thorns Caster Only. Opponent takes 3 damage for each successful hit for 

one combat. Response must be called each time.
Alchemistry - PP, PO, FE, 
MN

Haste Caster Only. Taglines may not, and need not be called for the 
next 5 swings.

Alchemistry - PP, PO, FE, 
MN

Fourth Level Transmutations
Align Weapon, 
Greater

Target weapon gains tagline of Law, Chaos, Life or Death for one 
combat

Alchemistry - WP

Elemental 
Form

Caster Only. Caster able to change into an Elemental form with 
40 Ability Points or below keeping hps. Each additional slot of 
same level increases the Ability Points by 10 (See Wildshape)

Alchemistry - PP, PO, FE, 
MN

Flesh to Stone Target gains Paralysis tagline for as long as caster is in the area, 
or 5 minutes, whichever is less

Alkahestry -Packet

Gaseous Form Caster Only. Caster gains Phased status, but not Invisible. Allows 
movement under invisibility if cast after. Caster must hold hands 
above shoulder level unsupported during transmutation effect

Alchemistry - PP, PO, FE, 
MN

Growth One target doubles in weight. 50% bonus to base weapon and 
strength damage and hit points

Alchemistry - PP, PO, FE, 
MN

Implosion If a target has the Bind Status target takes 50 points of damage 
and removes all binding status effects

Alkahestry -Packet

Invisibility                                                                                                                                          
     Sphere

Individuals within 5' of caster each gain Invisible status affect. 
Individual targets lose Invisible either when they, or the primary 
caster, drops their arms from across their torso. "

Alchemistry - PP, PO, FE, 
MN

Density

    Reduction

One target halves in weight. 50% penalty to base weapon damage 
and hit points

Alkahestry -Packet

Silence Target creature cannot speak but makes other noise Alkahestry -Packet

Fifth Level Transmutations
Blitz Caster Only. Taglines may not, and need not be called for one 

combat.
Alchemistry - PO, FE, MN

Disintegrate Target is immediately reduced to -1 hps, receives a killing blow 
and ends their life count. 

Alkahestry -Packet

Knock, Greater Target non-Ritual magical protection is negated Alchemistry - WS, FE, 
MN

Planar Form Caster Only. Caster able to change into an outsider CR 15 or 
below gaining damage and special abilities but keeping hps. Each 
additional slot of same level increases CR by 3.

Alchemistry - PP, PO, FE, 
MN

Rusting Grasp Caster Only. Caster tagline becomes Shatter  for one combat. Ad-
ditionally, each melee hit from a metal weapon draws the defense 
Triggered Shatter which must be called each time it is used.

Alchemistry - PP, FE, MN
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Alteration Transmutation  
Descriptions
Align Weapon, Lesser
Type: Alchemistry - WP
You are able to align a target weapon with one of the  uni-
versal alignments.  You gain the tagline of Law, Chaos, 
Life or Death  for five swings.
Syllables: 8
Tagline: This weapon is the hand of Death, Lesser Align 
Weapon <Death>.

Barkskin 
Type: Alchemistry - AR
Add +5 armor points to your physical armor total. 
This Transmutation does not stack, these bonus Armor 
Points cannot be Refit and once they are gone will not 
return until a new Transmutation is applied.
Syllables: 8
Tagline: The strength of oaks protects me, Grant 5 Ar-
mor Points. 

Bear’s Endurance
Type: Alchemistry - AR, PO, ON
Add +5 Hit Points to your total Hit Points. This Trans-
mutation does not stack, these bonus Hit Points cannot 
be healed and once they are gone will not return until a 
new Transmutation is applied.
Syllables: 8
Tagline: The constitution of the bear fills me, Grant 5 
Hit Points.

Beastial Form 
Type:  Alchemistry - AR, PO, ON
You gain the Skill Monstrous Appearance for one com-
bat.
Syllables: 8
Tagline: My hands become like that of the beasts, Mon-
strous Appearance.

Harden 
Type: Alchemistry - WP, AR
You can alchemical strengthen a target item. That item 
gains one (1) Resist Shatter.
Syllables: 8
Tagline: This <item> is forged in the elements, Grant 
Resis Shater 

Knock, Lesser
Type: Alchemistry - WS, FE, MN
You are able to open a target magical lock 3rd Tier or 
lower. 
Syllables: 8
Tagline: I command you to give up your secrets, Lesser 
Knock.
  

Light
Type: Alchemistry - WS, WP, AR
You create and glowing ball of nonharmful energy. It 
lights a small area around you. You use a phys rep such 
as a glowstick to be used for lighting your way.
Syllables: 8
Tagline: This willow wisp lights my way ahead, Light.
  
Magic Mouth
Type: Alchemistry - SG
You are able to summon ghostly mouth. It is triggered 
when a specific trigger is met. (A Door is opened, An 
Elf walks within  10 feet, etc.) It remains Invisible until 
triggered. At that point it appears and  speaks at nor-
mal volume. It states a phrase 10 words long per Trans-
mutation slot expended. IE if  you expend 3 1st level 
Slots to activate the Transmutation which could state a 
30 word phrase.

The Caster should leave a note for any Marshal so that 
the Phrase may be read aloud. The Magic Mouth disap-
pears after its phrase is uttered 3 times.
Syllables: 8
Tagline: This magic mouth speaks with my words, Mag-
ic Mouth.
 
Plant Form 
Type: Alchemistry - WS, PP, PO, ON, FE, MN
Caster able to change into Plant with 10 Ability Points 
or below keeping hps. Each additional slot of same level 
increases the Ability Points by 10 (See Wildshape).
Syllables: 8
Tagline: I take the form of the forest, Plant Shape 

Snare 
Type: Alkahestry -Packet
You are able to target an opponent, if successful the op-
ponent is under the Pin status effect  
Syllables: 8
Tagline: The forest grips you to stand fast, Pin. 

2nd Tier Transmutations
Animal Form 
Type: Alchemistry - WS, PP, PO, ON, FE, MN
Caster able to change into Animal form with 20 Ability 
Points or below keeping hps. Each additional slot 
of same level increases the Ability Points by 10 (See 
Wildshape)

Syllables: 11
Tagline: I take the mantel of the beast and stalk the for-
est. Wildshape.
.
Animate Weapon
Type: Alchemistry - WP, PP, PO
You allow a weapon in hand to take on a life of its own. 
Target gains proficiency with any single weapon for the 
current combat. 
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Syllables: 11
Tagline: Unleash this weapons inner animus to defend 
me, Animate Weapon.

Bull’s Strength
Type: Alchemistry - WP, PO
You become stronger. The target of this Transmutation 
adds +4 to strength for one (1) Feat of Strength or 5 
Swings of a melee attack.
Syllables: 11
Tagline: The vitality of the iron gorgon fills you, Grant 
4 Strength. 

Chill Metal
Type: Alkahestry -Packet
You Alchemically lower the temperature of a Metal ob-
ject. That object takes the Shatter effect 
Syllables: 11
Tagline: With the power of the intense cold you weapon 
becomes brittle, Shatter.
 
Warp Wood
Type: Alkahestry -Packet
You are able to twist wood to a damaging end. Wooden 
item takes the Shatter effect
Syllables: 11
Tagline: The old forest twists and breaks the trunks in 
age. Shatter. 

Invisibility
Type: Alchemistry - WS, PP, FE, MN, PO, ON
Target gains Invisible effect as long as arms kept crossed 
on torso or does not move.
Syllables: 11
Tagline: I pull the shroud of hidden eyes to hide me, In-
visibility.

Iron Wood 
Type: Alchemistry - WP
The strength of the forest protects one wooden item. You 
give one (1) Wooded Item a Resist Shatter for the next 
Combat.
Syllables: 11
Tagline: The strength of the mighty oak resides in this 
<item>, Grant Resist Shatter. 

Purify Food/Drink
Type: Alchemistry - WS, BV, FE, MN
This Transmutation eliminates all magical toxins or dis-
eases from food occupying a single table.
Syllables: 11
Tagline: This table has been cleansed all enjoy without 
fear, Purify.

Weakness
Type: Alkahestry -Packet
You sap the strength from a target. Target calls -4 dam-

age for one combat. Stacks but does not fall below zero.
Syllables: 11
Tagline: I rob your vitality from your arms you are 
harmless, Weakness 4 

3rd Tier Transmutations

Aberrant Form
Type: Alchemistry - PP, PO, ON, FE, MN
Caster able to change into Abberant shape with 30 Abil-
ity Points or below keeping hps. Each additional of same 
level increases the Ability Points by 10 (See Wildshape).
Syllables: 14
Tagline: Transform my form to that of whimsy and mys-
tic ability. Abberant Shape.

Keen Edge
Type: Alchemistry - WP
You temporarily Alchemicaly Transform a bladed or 
piercing weapon to be sharper. Target weapon gains +1 
damage for one combat. This Transmutation Stacks.
Syllables: 14
Tagline: Mystic might transform this weapon to a more 
deadly form, Keen Edge

Shatter
Type: Alkahestry -Packet
Target Tagged weapon gains the Broken effect and can 
not be used until repaired If no weapon is named it is 
considered the weapon being held. If two weapons are 
held the Targeted player may choose. 
Syllables: 14
Tagline: Unbinding the rules of physicality your <weap-
on> is useless, Shatter <Weapon>

Destroy Armor
Type: Alkahestry -Packet
Target Tagged Suit of Armor gains the Broken effect and 
can not be used until repaired.
Syllables: 14
Tagline: Unbinding the rules of physicality your <weap-
on> is useless, Shatter Armor.

Transmutation Resistance
Type: Alchemistry - PP, PO, FE, MN
Target gains a Shield against transmutations to next 4th 
level and below transmutation that would affect them.
Syllables: 14
Tagline: Alter my form to become resistant to transfor-
mations, Shield.

Levitate
Type: Alchemistry - PP, PO, FE, MN
Caster Only. For a single combat the Caster is not affect-
ed by ground effects or hazards, and may not be Pinned. 
Does not allow flight over 1 inch.
Syllables: 14
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Tagline: My form becomes lighter then air so I may walk 
the clouds, Levitate.

Slow
Type: Alkahestry -Packet
Target comes under the Slow 2 effect for the duration of 
a combat. Cancels the benefits of the Haste Transforma-
tion and similar, effects.
Syllables: 14
Tagline: Your form is as if in mollassas and is nearly 
halted, Slow 2.

Thorns
Type: Alchemistry - PP, PO, FE, MN
Caster Only. Opponent takes 3 damage for each suc-
cessful hit for one combat. Response must be called each 
time. Response Triggered 3 Piercing
Syllables: 14
Tagline: You shall not strike  me with out paying the 
price I tell you now., Grant Thorns 3

Haste
Type: Alchemistry - PP, PO, FE, MN
Caster Only. Speeding up the body the Caster is able to 
fight faster. Taglines may not, and need not be called for 
the next 5 swings.
Syllables: 14
Tagline: Alter my form to have the speed of a quicksilver 
blade, Haste.

4th Tier Transmutations

Align Weapon, Greater
Type: Alchemistry - WP
Your alter your weapon to become more aligned with an 
ideology, Target weapon gains tagline of “Law”, “Chaos”, 
“Life” or “Death” for one combat
Syllables: 17
Tagline: This ancient rote Transform this weapon to be 
an extension of the planes, Greater Align Weapon.

Elemental Form 
Type: Alchemistry - PP, PO, FE, MN
Caster Only. Caster Only. Caster able to change into an 
Elemental form with 40 Ability Points or below keep-
ing hps. Each additional slot of same level increases the 
Ability Points by 10 (See Wildshape)
Syllables: 17
Tagline: I twist my form to suit my needs and become 
that of an elemental nature, Elemental Shape
 
Flesh to Stone
Type: Alkahestry -Packet 
By temporally Altering the form of a Target to a Stone 
like state it gains the Paralyze Status for as long as caster 
is in the area, or 5 minutes, whichever is less.
Syllables: 17

Tagline: Basalt and Granite encase your form to remove 
you as a threat to me, Paralyze.

Gaseous Form
Type: Alchemistry - PP, PO, FE, MN
Caster Only. Caster gains Phased Status, but not Invisi-
ble. Caster must hold hands above shoulder level unsup-
ported during transmutation effect”
Syllables: 17
Tagline: I transform myself to form of the early morning 
mist on the lake. Phase Out.

Density Increase
Type: Alchemistry - PP, PO, FE, MN
One target doubled in mass. 50% bonus to base weapon 
and strength damage and hit points
Syllables: 17
Tagline: Your form becomes more then what it once be-
coming stronger, 

Implosion
Type: Alkahestry -Packet
Bound target takes 50 points of damage and removes all 
binding status effects
Syllables: 17
Tagline: You are shackled but I release you in an unfor-
tunate way, 50 Force Release

Invisibility, Sphere
Type: Alchemistry - PP, PO, FE, MN
Individuals within 5’ of caster each gain Invisible status 
affect. Individual targets lose the status either when they, 
or the primary caster, drops their arms from across their 
torso. 
Syllables: 17
Tagline: I vanish us from the prying eyes of those that 
seek to find us today, Invisibility.

Density Reduction
Type: Alkahestry -Packet
One target halves in mass. 50% penalty to base weapon 
and strength damage and hit points
Syllables: 17
Tagline: Your form becomes less then what it once be-
coming feeble,

Silence
Type: Alkahestry -Packet
You alter the Targets ability to speak but they make other 
noise such as clapping or the like.
Syllables: 17
Tagline: Invisible cords of alchemical essence wrap and 
constrict your voice, Silence,

5th Tier Transmutations

Blitz
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Type: Alchemistry - PO, FE, MN
Caster Only. You infuse your form with pure speed Ta-
glines may not, and need not be called for one combat.
Syllables: 20
Tagline: I seed my blood and limbs to become the incar-
nation of the mighty deadly whirlwind, Greater Haste.

Disintegrate
Type: Alkahestry -Packet
This volatile Transmutation  hitting the Target causes 
that Target is immediately reduced to -1 hps, effectively 
receives a killing blow and ends their life count. 
Syllables: 20
Tagline: I release the bonds of reality that holds your 
form together destroying you utterly, Disintegrate,

Knock, Greater
Type: Alchemistry - WS, FE, MN
You may Target non-ritual magical defense (such as a 
Ward) is negated.
Syllables: 20
Tagline: Unravel the protection that is laid upon this 
structure to allow me access, Dispel <Defense>. 

Planar Form
Type: Alchemistry - PP, PO, FE, MN
Caster Only. Caster able to change into an outsider CR 
15 or below gaining damage and special abilities but 
keeping hps. Each additional 5th tier slot increases CR 
by 3.
Syllables: 20
Tagline: Transform this weak and feeble form to that of 
a massive elemental juggernaut, Monstrous Form.

Rusting Grasp
Type: Alchemistry - PP, FE, MN
Caster Only. Caster tagline becomes Shatter for their 
next 5 swings. Additionally, they gain a Shield that has a 
Triggered Destroy effect that is used on the next attack 
with a Metal Weapon that strikes them. 
Syllables: 20
Tagline: My form becomes that of decay and bane to 
that which is metal in construction, Monstrous Form. 
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Biomancy
First Level Transmutations

Fortify  
     Constitution

Target maximum HP grows by 2 per level of slot spent. HPs can 
be healed and last until next reset.

Alchemistry - BV, PP, PO, 
ON

Bless Water Packet delivered attack deals 5 Life damage and remains until 
used. If transfered to another player, a tag must accompany it."

Alkahestry - Packet

Cure Light 
Wounds

Healing for 5 HPs. Affects all creatures with HPs but will not 
repair items.

Alchemistry - PO, ON

Death Watch Reduces the need to examine a target's health status to simple 
questions, eliminating counts of any kind. Subject must be 
notified that caster is under the effect of Death Watch by simplest 
manner possible."

Alchemistry - PO

Delay Poison Physical, but not magical, poison effects are delayed for one com-
bat before resuming.

Alchemistry - PO

Divine Favor Caster Only. Caster gains proficiency in weapon most commonly 
associated with their deity for one combat.

Alchemistry - WP

Halt Undead Undead target gains "Pinned" status effect Alkahestry - Packet
Light Creates a glowstick for use as a light source. Lasts as long as 

glowstick does.
Alchemistry - Glow Stick

Stabilize Character currently bleeding out instantly stabilizes. Alchemistry - PO, ON

Second Level Transmutations
Calm Emotion Removes all emotion based status effects, including but not limit-

ed to "Fear", "Paranoia", "Berzerk"
Alchemistry - PO, ON

Cure Disease Removes all effects of magical disease. Has no effect on natural 
disease or those without in-game effects.

Alchemistry - PO, ON

Cure Moderate 
Wounds

Healing for 10 HPs. Affects all creatures with HPs but will not 
repair items.

Alchemistry - PO, ON

Disease  
      Immunity

Caster only. Immunity to the "Diseased" status effect for the 
duration of one combat.

Alchemistry - PO

Last Rites Prevents target corpse from becoming undead until the end of it's 
Life count.

Alchemistry - ON

Mass Cure 
Light Wounds

Healing for 5 HPs to up to 3 targets, no two of which can be the 
same. Affects all creatures with HPs but will not repair items."

Alchemistry - PO

Repose Doubles Life Count allowing both more time for to be resuscitat-
ed or raised as an undead.

Alchemistry - ON

Sanctuary Caster only. Caster cannot be directly harmed by hit point dam-
age while arms are crossed.

Alchemistry - PO

Searing Light Packet delivered attack for 10 Life to an undead target. Carries 
the Penetrate tagline.

Alkahestry - Packet

Sympathetic 
Pain

Caster's next source of damage is also suffered by the target of 
this transmutation.

Alkahestry - Packet
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Biomancy
Third Level Transmutations

Bless Weapon Target weapon gains planar tagline such as "Life", "Death", "Law" 
or "Chaos"

Alchemistry - WP

Cure Wounds Healing for 20 HPs. Affects all creatures with HPs but will not 
repair items.

Alchemistry - ON

Goodberry Creates 15 HPs worth of healing that can traded and last until 
used. No tag is necessary provided they are repped.

Alchemistry - Berries 
(Candies)

Mass Cure 
Mod Wnds

Healing for 10 HPs to up to 3 targets, no two of which can be the 
same. Affects all creatures with HPs but will not repair items.

Alchemistry - PO

Remove  
    Paralysis

Removes "Paralysis" status effect regardless of source. Alchemistry - PO

Divine Power Caster only. Caster gains proficiency in weapon most commonly 
associated with their deity for one combat as well their deity's 
most likely planar tagline."

Alchemistry - WP

Smite Packet delivered attack for 20 HPs and caster's choice of planar 
tagline.

Alkahestry - Packet

Resist  
     Necromancy

The next necromantic effect which would affect the caster may be 
answered with "Resist."

Alchemistry - PO

Regenerate  
      Limb

Counters magical limb removal if cast before the next reset. Does 
not affect physical removal and becomes ineffective if a reset is 
allowed to take place."

Alchemistry - ON

Fourth Level Transmutations
Circle of Life A 5' radius circle that will keep out the unliving. Must be repped 

and lasts until ditransmutationed or the caster leaves the circle.
Alchemistry - SG

Consecrate A 5' radius repped circle that halves the HPs and damage of un-
dead within it's confines. Lasts until caster leaves the circle. Stacks 
with itself but not other circle transmutations.

Alchemistry - SG

Cure Serious 
Wounds

Healing for 40 HPs. Affects all creatures with HPs but will not 
repair items.

Alchemistry - PO

Destroy  
     Undead

Packet delivered attack for 50 HPs or outright destruction of a 
lesser undead creature, whichever is lower.

Alkahestry - Packet

Flame Strike Packet delivered attack for 40 Fire/Life damage. Alkahestry - Packet
Mass Cure 
Wounds

Healing for 20 HPs to up to 3 targets, no 2 of which can be the 
same. Affects all creatures with HPs but will not repair items.

Alchemistry - PO

Neutralize  
     Poison

Removes Poison status effects if cast before the next reset. Alchemistry - PO

Raise Dead Returns target to 1 HP provided it is cast before the end of the 
Life Count. Provides no other healing.

Alchemistry - ON

Soul Bind Allows defense of "Resist" upon the next occasion that the target 
would become undead.

Alchemistry - AR, PO

Fifth Level Transmutations
Breath of Life Returns target to full HP provided it is cast before the end of the 

Life Count. Resolves all magical, but not physical, effects upon 
the body. Castable on a living target only.

Alchemistry - PO

Contingent 
Resuscitation

Caster only. Caster receives a Breath of Life transmutation at the 
end of their next Life Count

Alchemistry - AR, PO
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Biomancy
Disrupting 
Weapon

Creates a caster only weapon based on their deity's weapon and 
tagline which calls Destroy Undead at will for one combat. The 
verbal for Destroy Undead must be repeated each time it is used."

Alchemistry - WP

Hallow A 5' radius repped circle that forces lesser undead within out and 
keep others from entering.  Greater undead are treated as per 
consecrate instead. Caster does not need to know that a being is 
undead for them to be affected and this transmutation will there-
fore reveal their nature if hidden."

Alchemistry - SG

Mass Cure 
Serious Wnds

Packet delivered healing for 40 HPs to up to 3 targets, no 2 of 
which can be the same. Affects all creatures with HPs but will not 
repair items.

Alchemistry - PO

Undeath to Life Returns Lesser Undead to a living state as per Raise Dead. Great-
er Undead are dropped to -1 HP and considered to have received 
a killing blow.

Alkahestry - Packet

‘Biomancy Transmutation Descriptions

1st Tier Transmutations

Fortify Constitution
Type: Alchemistry - BV, PP, PO, ON
You are able to expand a targets Hit Point base. For every 
Slot Level spent up to your casting Attribute score, at the 
time of casting you add an additional 2 Hit Points up. 
These Hit Points can be healed and last until next reset. 
You may only have one Fortify Constitution active at a 
time on your person.
Syllables: 8
Tagline: I grant you vigor and good health. Grant X 
Body

Bless Water 
Type: Alkahestry - Packet
You create a splash of water capable of harming the Un-
dead. A packet delivered attack deals 5 Life damage and 
can be held until needed. If transfered to another player, 
a tag must accompany it.
Syllables: 8
Tagline: This water is clean and pure now, Bless Water. 

Cure Light Wounds
Type: Alchemistry - PO, ON
You have the ability to mend wounds. You heal a target 
for 5 Hit Points. It affects all creatures with a Hit Point 
total but will not repair items.
Syllables: 8
Tagline: I mend your body with my touch, Heal 5.

Death Watch 
Type: Alchemistry - PO
This Transmutation reduces the need to examine a 
target’s health status to simple questions, eliminating 
counts of any kind. Subject being examined must be no-

tified that the caster is under the effect of Death Watch 
by simplest manner possible.
Syllables: 8
Tagline: My eyes are shrouded with a shroud, Death 
Watch.

Delay Poison
Type: Alchemistry - PO
You able to stop the effects of Natural, but not Alchem-
ical, poison effects they are delayed for one combat be-
fore resuming.
Syllables: 8
Tagline: Time halts the flow of the toxins. Delay Poison.

Divine Favor 
Type: Alchemistry - WP
Caster Only. You are a pious Alchemist. You gain profi-
ciency in a weapon most commonly associated with you 
deity for one combat. If  you have no deity then it fails.
Syllables: 8
Tagline: I am the righteous hand of the church, Divine 
Favor.

Halt Undead
Type: Alkahestry - Packet
You have the ability to stop the undead in their tracks. 
Any Target with the Undead Keyword hit is under the 
Pin status effect. 
Syllables: 8
Tagline: You are stopped in your gait abomination, Pin. 

Light 
Type: Alchemistry - Glow Stick
You create and glowing ball of nonharmful energy. It 
lights a small area around you. You use a phys rep such 
as a glowstick to be used for lighting your way.
Syllables: 8
Tagline: Glory leads the way through the night, Light.
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Stabilize
Type: Alchemistry - PO, ON
You are able to stop the Bleed  Status effect. A character 
currently bleeding out instantly stabilizes at 0 Hit Points.
Syllables: 8
Tagline: Your wounds are stitched shut tight. Stabalize.

2nd Tier Transmutations

Calm Emotion 
Type: Alchemistry - PO, ON
Removes all emotion based status effects from a Target, 
including but not limited to Fear, Paranoia, Berzerk.
Syllables: 11
Tagline: Breath in the air that settles your mind and be 
sated. Awaken.

Cure Disease
Type: Alchemistry - PO, ON
You are able to cleanse Disease of an alchemical nature. 
It removes all effects of magical disease. This has no ef-
fect on natural disease or those without in-game effects.
Syllables: 11
Tagline: I rid you of the festering ailment from you, Re-
move Disease. 

Cure Moderate Wounds
Type: Alchemistry - PO, ON
You have the ability to mend wounds. You heal a target 
for 10 Hit Points. It affects all creatures with a Hit Point 
total but will not repair items.
Syllables: 11
Tagline: I bring  your body back to the whole with my 
words, Heal 10

Disease Immunity
Type: Alchemistry - PO
Caster only. You alchemically bolster your body to be 
resistant to Disease. You gain  Immunity to the Disease 
tagline and status effect for the duration of one combat.
Syllables: 11
Tagline: My body fends of the horrible plague of the 
land, Grant Disease Immunity 

Last Rites
Type: Alchemistry - ON
You bless a body to rest. This prevents a target corpse 
from rising and taking on the Undead Template until 
the end of it’s Life count.
Syllables: 11
Tagline: This vanquished foe shall not rise to plague us 
again, Lock Form.

Mass Cure Light Wounds
Type: Alchemistry - PO
You have the ability to mend wounds. You heal three (3) 
targets for 5 Hit Points each. May not heal the same per-

son twice. It affects all creatures with a Hit Point total but 
will not repair items.
Syllables: 11
Tagline: You gathers share in the bounty of health. Heal 
5, Heal 5, Heal 5.

Repose
Type: Alchemistry - ON 
You help in the struggle of life and death of someone. 
Target in the Life Count doubles the time allowing both 
more time for to be resuscitated or raised as an undead.
Syllables: 11
Tagline: Life is strong and powerful you shall not perish 
easily, Grant Life Count.

Sanctuary
Type: Alchemistry - PO
Caster Only. You ignore physical damage from all sourc-
es as long as concentration is held. To signify you are in a 
state of Sanctuary you cross you arms across your chest 
and leave them crossed. It will also end if any damage 
taken from other sources such as Alchemy.
Syllables: 11
Tagline: Life protects me from all harm that may come, 
Sanctuary

Searing Light 
Type: Alkahestry - Packet
You  have powerful attacks against the dead. You may 
deliver 10 Life to an Undead target with a packet. Car-
ries the Penetrate tagline.
Syllables: 11
Tagline: You are smitten by the might of the light now, 
10 Life Pierce

Sympathetic Pain
Type: Alkahestry - Packet
Yours and another fates become entwined. The next 
Single source of damage caster suffers is also suffered by 
target of this spell. If the target is not made aware of the 
effect being on them then it goes unaffected.

When you are hit you call Reflect <Effect/Damage> with 
a point effect (pointing out to the target they are affect-
ed.)
Syllables: 11
Tagline: You suffer as I suffer, we die together, Reflect 
Damage

3rd Tier Transmutations

Bless Weapon
Type: Alchemistry - WP
Your alter your weapon to become more aligned with an 
ideology, Target weapon gains tagline of “Law”, “Chaos”, 
“Life” or “Death” for one combat
Syllables: 14
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Tagline: The universe infuses my weapon with each 
swing,Align Weapon.

Cure Wounds
Type: Alchemistry - ON
This Transmutation heals a Target 20 Hit Pointss. It 
affects all creatures with Hit Points but will not repair 
items.
Syllables: 14
Tagline: Mending your form through old words and 
symbols I close your wounds, Heal 20.

Goodberry
Type: Alchemistry - Berries (Candies)
This Transmutation creates three ‘Berries’ that total15 
Hit Points worth of healing (5 Hit Points Each) that can 
traded and last until used. No tag is necessary provided 
they are properly represented. These do not count as the 
Essence of the same name.
Syllables: 14
Tagline: Ancient and learned ways, create a tasty treat to 
heal you later, Create Goodberries.

Mass Cure Mod Wnds
Type: Alchemistry - PO
Healing for 10 HPs to up to 3 targets, no two of which 
can be the same. Affects all creatures with HPs but will 
not repair items.
Syllables: 14
Tagline: I draw upon the leylines to weave a healing 
Transmutation, Heal 10, Heal 10, Heal 10.

Remove Paralysis
Type: Alchemistry - PO
This Transmutation removes the Paralysis status effect 
regardless of source.
Syllables: 14
Tagline: Melt away the hardened trap you find yourself 
within, Remove Paralysis.

Divine Power
Type: Alchemistry - WP
Caster only. Caster gains proficiency in weapon most 
commonly associated with their deity for one combat as 
well their deity’s most likely planar tagline. This does not 
create the weapon.
Syllables: 14
Tagline: Grant me skill and power in this your most 
trusted weapon. Empower Weapon.

Smite
Type: Alkahestry - Packet
Caster may packet deliver an attack for 20 HPs and cast-
er’s choice of planar tagline. Example: 20 Death.
Syllables: 14
Tagline: From the dark realms of the Underworld I 
wound you, 20 Death.

Resist Necromancy
Type: Alchemistry - PO
This Transmutation allows the next Necromantic effect 
that would affect the caster may call Resist. This is not a 
Shield Effect.
Syllables: 14
Tagline: Weave this transmutation to protect me from 
the harm of Necromancy, Resist.

Regenerate Limb
Type: Alchemistry - ON
This Transmutation restores a limb before the next 
6pm/6am reset.
Syllables: 14
Tagline: Regrowth of this withered limb restores you 
body to whole. Restore Limb.

4th Tier Transmutations

Circle of Life
Type: Alchemistry - SG
This Transmutation creates a circle barrier 6 feet across 
that protects the caster and keep out the unliving (Any-
thing with the Undead Keyword). Normally circles are 
repped by rope or something similar. It lasts until dis-
pelled or the caster leaves the circle.
Syllables: 17 
Tagline: Sample

Consecrate
Type: Alchemistry - SG
This Transmutation creates a circle barrier 6 feet across 
that halves the HPs and damage of any creature with the 
Undead Keyword within it’s confines. Lasts until caster 
leaves the circle. Each time you cast it it adds 6 more 
feet tot he circle. It can not be combined with any other 
Circle Transmutations.
Syllables: 17
Tagline: This ancient inscription create a weakening 
zone to defeat the Undead, Concecrate.

Cure Serious Wounds
Type: Alchemistry - PO
Healing for 40 HPs. Affects all creatures with HPs but 
will not repair items.
Syllables: 17
Tagline: I draw upon the leylines to weave a healing 
Transmutation and mend the broken form before me, 
Heal 40

Destroy Undead
Type: Alkahestry - Packet
This packet delivered attack does 50 Damage to Greater 
Undead and Destroys Lesser Undead.
Syllables: 17
Tagline: Life and Power destroy this Undead form be-
fore me and reduce it to dust, Destroy Undead.
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Flame Strike
Type: Alkahestry - Packet
This packet delivered attack for delivers a 40 Life Fire 
attack. A Shield or Resist for either of the Taglines will 
stop the entire effect.
Syllables: 17
Tagline: I call forth from the shy a fiery torment from 
the heavens to smash you, 40 Life Fire.

Mass Cure Wounds
Type: Alchemistry - PO
This  Transmutation grants the caster packet delivered 
Healing for 20 Hit Points to up to 3 targets, No 2two 
of which can be the same. Affects all creatures with Hit 
Points but will not repair items.
Syllables: 17
Tagline:  Weaving a healing Transmutation mending 
these various wounds i see before me, Heal 20, Heal 20, 
Heal 20.

Neutralize  Poison
Type: Alchemistry - PO
This Transformation removes Poison status effects from 
a target if cast before the next reset (6 am/6pm).
Syllables: 17
Tagline: I take this poison and draw it from your form 
cleansing your body from it s effects. Remove Poison.

Raise Dead
Type: Alchemistry - ON
Using this Transmutation you are able to returns a Tar-
get to Life and 1 Hit Point provided it is cast before the 
end of the Life Count. It provides no other healing on 
the casting.
Syllables: 17
Tagline: Hearth and Home revitalize this broken and 
lifeless form to life. Revive.

Soul Bind
Type: Alchemistry - AR, PO
This Transmutation creates a defense of being corrupted 
to the Undead State. You call Resist to the next occasion 
that the target would become Undead.
Syllables: 17
Tagline: Strengthen my hold to the world of the living 
and protect me from rising, Grant Resist.

5th Tier Transmutations

Breath of Life
Type: Alchemistry - PO
Returns target to full Hit Points provided it is cast before 
the end of the Life Count. Resolves all Alchemical, but 
not Physical, effects upon the body. Able to be cast on a 
living target only.
Syllables: 20
Tagline: The sweet wind of life fills your body with vigor 
and energy, You rise and heal whole, Revive.

Contingent Resuscitation
Type: Alchemistry - AR, PO
Caster only. Caster receives a Breath of Life trans-
mutation at the end of their next Life Count
Syllables: 20
Tagline: Transmute me In my time of need  raise me up 
again to fulfill my destiny. Revive.

Disrupting Weapon
Type: Alchemistry - WP
Caster Only. This Transmutation creates a caster only 
weapon based on their deity’s weapon and tagline which 
calls Destroy Undead at will for one combat. The ver-
bal for Destroy Undead must be repeated each time it 
is used.”
Syllables: 20
Tagline: I summon the weapon of my deity to smite the 
abominations that stand before me, Create Weapon

Hallow
Type: Alchemistry - SG
This Transmutation creates a circle barrier 6 feet across 
that protects the caster it forces lesser Undead within 
out and keep others from entering.  Greater Undead are 
treated as per Consecrate instead. Caster does not need 
to know that a being is Undead for them to be affected 
and this transmutation will therefore reveal their nature 
if hidden.”
Syllables: 20
Tagline: Infuse this circle with the power to repeal the 
undead and hedge them out this Transmutation pro-
tects, Hallowed Ground.

Mass Cure Serious Wounds
Type: Alchemistry - PO
This  Transmutation grants the caster packet delivered 
Healing for 40 Hit Points to up to 3 targets, No 2 of 
which can be the same. Affects all creatures with Hit 
Points but will not repair items.
Syllables: 20
Tagline:  I draw upon the leylines to weave a healing 
Transmutation mending these various wounds i see be-
fore me, Heal 40, Heal 40, Heal 40.

Undeath to Life
Type: Alkahestry - Packet
This Transmutation returns Lesser Undead to a liv-
ing state as per Raise Dead. Most Greater Undead are 
dropped to -1 HP and considered to have received a kill-
ing blow.
Syllables: 20
Tagline: Blast away the rotten and diseased stench and 
bring this being back to the side of the living. Undeath 
to Life.
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Elementalism
First Level Transmutations

Elemental/
Force Dart

Packet delivered elemental, magical or force attack for 5 damage 
with appropriate tagline

Alkahestry - Packet

Entangle Target gains the Pin status effect. Alkahestry - Packet
Faerie Fire Target gains Illuminated status effect and cannot gain Invisible 

status affect
Alkahestry - Packet

Flare Target current skill or verbal is interrupted and wasted. Target 
can begin again.

Alkahestry - Packet

Grease Target must drop one hand held item for a three (3) count. Alkahestry - Packet
Stone Armor Target gains 5 non-refittable armor points that last until used. Alchemistry - AR, WS
Produce Flame Roleplaying only. Target ignites all easily flammable substances 

(paper) in a 5' radius
Alkahestry - Packet

Second Level Transmutations
Black Tentacles Target gains the Pin and Bind status effect as long as caster is in 

the area.
Alkahestry - Packet

Elemental 
Blade

Target gains weapon proficiency in a melee weapon matching the 
size of the phys rep. Calls Elemental tagline. Caster must provide 
appropriate phys rep and may not call a hold to do so. May also 
target their existing weapon.

Alchemistry - WP, WS

Elemental 
Forbiddance

Next Elemental attack against the target may be answered with 
Resist

Alchemistry - AR, PO, WS

Elemental/
Force Missile

Packet delivered Elemental  or Force attack for 15 damage with 
appropriate tagline

Alkahestry - Packet

Endure  
     Elements

Caster only. Caster gains a 3 Damage Reduction against damage 
from a single Element for one combat. Elements do not stack 
with themselves.

Alchemistry - AR, WS, PO

Force Armor Target may call Resist to next instance of physical damage. Pro-
tection is lost if not used.

Alchemistry - AR, WS

Keen Edge Target weapon gains +1 damage for 1 combat. stacks. Alchemistry - WP
Force Weapon Target gains Force tagline for one combat. Alchemistry - WP
Wall of Fire Ten foot long phys repped wall of fire appears as long as caster 

remains in area. Wall damages those passing through 10 Fire 
damage but non-living objects are immune."

Alchemistry - SG, FE, MN

Third Level Transmutations
Accelerant Caster only. Next Elemental effect Doubles numeric effects and 

adds Penetrate tagline
Alchemistry - WP, PO, 
WS

Bind Target gains the Bind status effect. Alkahestry - Packet
Blade Barrier Ten foot long phys repped physical barrier appears as long as 

caster remains in area. Wall damages those attempting to pass 
through for 10 slashing and requires +2 Feat of Strength to suc-
cessfully pass through."

Alchemistry - SG. FE, MN

Dimensional 
Lock

Target loses ability to Phase, Displace or gain another Planar state 
for 1 combat.

Alkahestry - Packet

Elemental 
Chain

Three packet delivered Elemental or Force attack for 10 damage 
with appropriate tagline

Alkahestry - Packet
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Elementalism
Elemental/
Magic Bolt

Packet delivered Elemental or Force attack for 30 damage with 
appropriate tagline

Alkahestry - Packet

Elemental 
Shield

Caster only. Opponent Triggered 3 Elemental <Type> for each 
successful hit for one combat. Response must be called each time.

Alchemistry - AR, PO

Conflagration Packet delivered 20 Fire/20 Chaos attack. Alkahestry - Packet
Boulder Crush Packet delivered 20 Earth/20 Law attack. Alkahestry - Packet
Wall of Ice Ten foot long phys repped wall of Ice appears as long as caster 

remains in area. Wall blocks path until taking 30 HPS of damage
Alchemistry - SG, FE, MN

Fourth Level Transmutations
Dimensional 
Anchor

All creatures in 5' radius circle gain Phase Lock status effect. Alchemistry - SG

Dismissal Target Elemental or Outsider immediately returns to their plane 
of origin.

Alkahestry - Packet

Elemental/
Magic Blast

Packet delivered Elemental or Force attack for 60 damage with 
appropriate tagline

Alkahestry - Packet

Circle of Health 5' circle doubles Hit Point regeneration due to each type of Heal-
ing taking place within circle.

Alchemistry - SG, FE, MN

Wall of Steel Ten foot long phys repped wall of steel appears as long as caster 
remains in area. Wall blocks path until taking 60 HPS of damage

AAlchemistry - SG, FE, 
MN

Web Target gains the Web status effect as long as the caster is in the 
area or 5 mins, whichever is shorter.

Alkahestry - Packet

Fifth Level Transmutations
Cage of Force Target gains the Imprison status effect as long as the caster is in 

the area or 5 mins, whichever is shorter.
Alkahestry - Packet

Elemental  
Conflageration

Packet delivered Elemental or Force attack, dropping the target 
to -1 HPS.

Alkahestry - Packet

Elemental/
Storm

Caster is able to deliver unlimited Elemental or Force attack for 5 
damage with appropriate tagline until they move"

Alkahestry - Packet

Resilient 
Sphere

Caster only. Caster gains the Imprison status effect until can-
celed or 5 mins, whichever is shorter. Caster can move under 
their own volition but cannot be forcefully moved.

Alchemistry - AR, SG

Wall of Force Ten foot long phys repped wall of force appears as long as caster 
remains in area. Wall blocks path until destroyed by magical 
means

Alchemistry - SG, FE, MN

Elementalism Transmutations 
Descriptions
1st Tier Transmutations

Elemental/Force Dart
Type: Alkahestry - Packet
Summon a elemental jolt. You can packet deliver 5 dam-
age with either one of the Elemental or Force taglines.
Syllables: 8
Tagline: I now blast you with searing heat, 5 Elemental 
Fire

Entangle
Type: Alkahestry - Packet
You are able to target an opponent, if successful the op-
ponent is under the Pin status effect   
Syllables: 8
Tagline: Stone envelops your feet and holds, Pin.

Faerie Fire
Type: Alkahestry - Packet
You are able to cast a haze of light that is not powerful 
enough to light the surroundings but enough to keep a 
target from gaining the invisible status affect 
Syllables: 8
Tagline: The Fey surround you with their light, Illuminate.
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Flare
Type: Alkahestry - Packet
This alchemical transmutations interrupts a Targets cur-
rent active Skill or a verbal, The Slot used to activate abil-
ities is lost. The target must begin again if they choose.
Syllables: 8
Tagline: Beware you are tricked and fooled, Interrupt.

Grease
Type: Alkahestry - Packet
This spell causes any single hand held item to be unusable. 
Target must drop or ‘fumble’ unusable to regain hold of 
that item for a three (3) count.
Syllables: 8
Tagline: Slip loose from you hands what you hold, Dis-
arm <Item>.
  
Stone Armor 
Type: Alchemistry - AR, WS
You surround your self with the aura of stone that pro-
tects the target. Add +5 armor points to your physical ar-
mor total. he Transmutation does not stack, these bonus 
Armor Points cannot be Refit and once they are gone will 
not return until a new Transmutation is applied.
Syllables: 8
Tagline: Raw earth rise up to protect me,  Grant 5 Armor 
Points.

Produce Flame
Type: Alkahestry - Packet
Roleplaying only. You summon a blaze to burn away 
what it can. This  ignites all easily flammable substances 
(paper) in a 5’ radius
Syllables: 8
Tagline: Burn away all before what I see before me, Ignite

2nd Tier Transmutations

Black Tentacles
Type: Alkahestry - Packet
You summon forth grasping tentacles. You may packet 
deliver the Pin and Bound status effects. It lasts as long as 
caster is in the area or 60 seconds.
Syllables: 11
Tagline: Rise form the earthen tomb to harass my foes, 
Pin Bind.

Elemental Blade
Type: Alchemistry - WP, WS
Target creates a weapon of elemental energy. The target 
gains weapon proficiency in a melee weapon that is cre-
ated represents. For the combat may call one of the Ele-
mental taglines (Fire, Ice, Lightning, Stone). Caster must 
provide appropriate phys rep and may not call a hold to 
do so. It may also target a weapon the Caster is holding.
Syllables: 11
Tagline: I bring  forth a weapon of elemental form to 

strike as my hand, Elemental Blade.

Elemental Forbiddance
Type: Alchemistry - AR, PO, WS
This defense protects you from the next elemental based 
attack they are hit with. When hit by the next Elemental 
Tagline call Elemental Resist in response.
Syllables: 11
Tagline: The  elements roil about but we are shielded. 
Grant Elemental Resist

Elemental/Force Missile
Type: Alkahestry - Packet
Packet delivered Elemental or Force attack for 15 dam-
age with appropriate tagline. 
Syllables: 11
Tagline: I call the tectonic forces to obey my words, 15 
Elemental Fire

Endure Elements 
Type: Alchemistry - AR, WS, PO
Caster only. Caster gains a 3 Damage Reduction against 
damage from a single Element for one combat. Endure 
Elements do not stack with themselves.
Syllables: 11
Tagline: Sample

Force Armor
Type: Alchemistry - AR, WS
You cloak your self in an Alchemical sheen. You gain a  
Physical Resist to next instance of physical damage you 
are struck by. When used call Physical Resist. 
Syllables: 11
Tagline: The force that surrounds me protects me from 
harm. Grant Physical Resist

Keen Edge
Type: Alchemistry - WP
You temporally make a Slashing or Piercing weapon more 
deadly. Target weapon gains +1 damage for one (1) com-
bat. This Transmutation Stacks.
Syllables: 11
Tagline: Elements sharpen my blade so that it may pierce 
any hide, Grant Keen Edge
  
Force Weapon
Type: Alchemistry - WP
You elementally charge a weapon. Target weapon gains 
the Force tagline for one combat.
Syllables: 11
Tagline: This blade is as if multiplied to do more harm, 
Grant Force Blade

Wall of Fire
Type: Alchemistry - SG, FE, MN
You summon forth a wall of searing fire. Creating a wall 
up to 10’ long using a piece of rope or other method of 
showing a boundary. This must be anchored from two 



ALCHEMY

115

solid objects. Most commonly this is used in doorways. 
A wall of Fire can not stand unsupported. The wall of 
Fire remains as long as caster remains within reach Wall 
damages those passing through it, they take 10 Elemental 
Fire damage but items/objects are immune.
Syllables: 11
Tagline: Sample

3rd Tier Transmutations

Accelerant
Type: Alchemistry - WP, PO, WS
Caster only. You adapt your next Transmutation to be-
come more powerful. The next Elemental effect doubles 
numeric effects and adds Penatrate tagline
Syllables: 14
Tagline: I bend the lines of the elemental leylines to in-
crease effectiveness, Accelerate.

Bind
Type: Alkahestry - Packet
You wrap a Target in invisible bands of Force. This traps 
their arms by their side. The Target gains Bind status ef-
fect.
Syllables: 14
Tagline: The earthen confines reach out and grasps you 
holding you fast, Bind.

Blade Barrier
Type: Alchemistry - SG. FE, MN
You summon a wall of spinning blades and knives. Cre-
ating a wall up to 10’ long using a piece of rope or other 
method of showing  a boundary. This must be anchored 
from two solid objects. Most commonly this is used 
in doorways. Wall damages those attempting to pass 
through for 10 Slashing and requires  Feat of Strength 2 
to successfully pass through.
Syllables: 14
Tagline: I form withthe bonds of Alchemy a wall of blades 
to thwart my enemies, Create Wall.

Dimensional Lock
Type: Alkahestry - Packet
You cause a Target to loses ability to Phase, or gain anoth-
er Planar state for one combat.
Syllables: 14
Tagline: Your form is trapped here among the physical 
world now fool!, Phase Lock.

Elemental Chain
Type: Alkahestry - Packet
You manifest whirling balls of elemental energy. You may 
throw three packet delivered Elemental (chose from the 
elemental types) or Force attack for 10 damage with ap-
propriate tagline
Syllables: 14
Tagline: The elements are mine to command and I chose 

their time ans manifestation, 10 Fire, 10 Ice, 10 Force.

Elemental/Magic Bolt
Type: Alkahestry - Packet
A powerful transmutation you create a blast of energyYou 
can packet deliver 30 damage with either one of the Ele-
mental, Magic, or Force taglines
Syllables: 17
Tagline: Molten lava jets forth to sear you reducing you to 
ash, 30 Elemental Fire.

Conflagration 
Type: Alkahestry - Packet
Danger and mayhem are at your command. You may 
deliver a 40 Chaos Fire Law attack by packet. Defenses 
against either stop the complete damage
Syllables: 14
Tagline: The chaotic inferno bringing havoc and burning 
ash to all before me, 40 Chaos Fire Law

Boulder Crush
Type: Alkahestry - Packet
Stone rains down on the unsuspecting. You may deliver 
a 40 Earth Law attack by packet. Defenses against either 
stop the complete damage
Syllables: 14
Tagline: Sample, 40 Earth Law

Wall of Ice
Type:Alchemistry - SG, FE, MN
You summon forth a wall of near impenetrable ice. Cre-
ating a wall up to 10’ long using a piece of rope or other 
method of showing  a boundary. This must be anchored 
from two solid objects. Most commonly this is used in 
doorways. A wall of Ice can not stand unsupported. The 
wall of ice remains as long as caster remains with in reach. 
Wall blocks path until taking 30 HPS of damage.
Syllables: 14
Tagline: I summon up a frozen wall to block all those 
who seek to pass by. Ice Wall 30.
  
4th Tier Transmutations

Dimensional Anchor
Type: Alchemistry - SG
This Transmutation creates a circle barrier 6 feet across 
that all creatures with in it gain Phase Locked status effect. 
This effect lasts until the Circle is dispelled or the Caster 
leaves the circle.
Syllables: 17
Tagline: I twist the elemental leylines to weave a circle so 
that none may escape to the aether. Create Circle - Phase 
Lock.

Dismissal
Type: Alkahestry - Packet
This Transmutation forces a being or Elemental to re-
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turned to their home planet or plane. More powerful be-
ings may have more of a resistance to such Abjurations.
Syllables: 17
Tagline: Tagline: I banish you from my home would you 
never return to it outworlder. Banish

Elemental/Magic Blast
Type: Alkahestry - Packet
This Transmutation allows the caster a packet delivered 
elemental (chosen type), or Force attack for 60 damage 
with appropriate tagline
Syllables: 17
Tagline: I transform the very air around me to deliver 
you a blast of Elemental might to destroy you, 60 Fire. 

Circle of Health
Type: Alchemistry - SG, FE, MN
This Transmutation creates a circle barrier 6 feet across 
that doubles Hit Point regeneration/Healing due to each 
type taking place within circle.
Syllables: 17
Tagline: Come sit at my Fire and mend your wounds so 
that you are rested and fresh. Create Circle. 

SWall of Steel
Type: Alchemistry - SG, FE, MN
You brring into being a wall fo Steel.Creating a wall up to 
10’ long using a piece of rope or other method of show-
ing  a boundary. This must be anchored from two solid 
objects. Most commonly this is used in doorways Wall 
blocks path until taking 60 HPS of damage
Syllables: 17
Tagline: ,Create Steel Wall 60

5th Tier Transmutations
Cage of Force

Type: Alkahestry - Packet

Using Force you completely encase a Target it gains the 
Imprison status effect as long as the caster is in the area 
or 5 mins, whichever is shorter. The Target is immune 
to all effects and may not be moved in any way.

Syllables: 20

Tagline: I surround you in a trap of my making forcing 
you to become halted and move no more, Imprison.

Elemental Conflagration

Type: Alkahestry - Packet

I single massive blast of elemental  force. A packet 
delivered Elemental or Force attack, dropping the target 
to -1 Hit Points.

Syllables: 20

Tagline: Like an immeasurable comet of fire I flatten 
you to motes of dust, Elemental Slay.

Elemental Storm

Type: Alkahestry - Packet

Caster Only. The Caster is able to plant their feet and 
call up great Elemental power. The Caster is able to de-
liver unlimited Elemental or Force attack for 5 damage 
with appropriate tagline until they move either of their 
feet.

Syllables: 20

Tagline: Sample

Resilient Sphere

Type: Alchemistry - AR, SG

Caster only. Caster gains Imprison status effect until 
canceled or 5 minutes, whichever is shorter. Caster can 
move under their own volition but cannot be forcefully 
moved.

Syllables: 20

Tagline: I reside in my resilient sphere untouchable to 
all that seek to harm me, Imprison.

Wall of Force

Type: Alchemistry - SG, FE, MN

Ten foot long wall of steel appears as long as caster 
remains in area. This wall of Force blocks path until  
destroyed by Alchemical means. Wall is represented by 
rope or something similar.

Syllables: 20

Tagline: Wall of force seal the way, making so no one 
may pass again this day! Create Wall of Force.
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Enchantment
First Level Transmutations

Animal Trance Animal target gains the Sleep status effect Alkahestry - Packet
Calm Emotions Removes all emotion based status effects, including but not limit-

ed to Fear, Paranoia, Berserk
Alchemistry - PP, PO, BV

Command Target obeys a single one word Command for a three count or 
until completion. 

Alkahestry - Packet

Daze Target loses interrupted action which counts as expended. Alkahestry - Packet
Directness Target continues rate and direction of travel until physically 

blocked or for 60 Seconds, whichever is shortest.
Alkahestry - Packet

Speak with  
    Animals

Caster is able to communicate with those of animal intelligence 
in an extremely primitive way. Note that animals remember little 
beyond 5 minutes, pay attention to little that doesn't involve 
food, danger or mating and rarely realize the context of what they 
observe.

Alchemistry - PP, PO, BV

Speak with  
    Dead

Target corpse may, but is not required to, answer questions until 
the end of their Life Count.

Alchemistry - PP, PO, BV

Unerring Aim Caster only. Caster may recast last spell which missed it's target. Alchemistry - PP, PO

Second Level Transmutations
Agony Target screams aloud until healed for a minimum of 1 HP. May 

call damage but not cast spells.
Alkahestry - Packet

Enthrall Target must stand and listen to caster as long as a) caster contin-
ues to speak at normal volume and b) caster holds both arms up 
before them. Further casting ends the spell.

Alkahestry - Packet

Irresistible  
     Dance

Target must dance for duration of combat or until caster leaves 
area. Target cannot use physical skills but may speak and use 
Alchemy.

Alkahestry - Packet

Hideous  
    Laughter

Target erupts in loud, raucous baying laughter unable to be quiet 
or cast spells above 1st level for the remainder of combat.

Alkahestry - Packet

Shun Target may not approach to within 5' as long as caster has one 
hand raised and presented at them.

Alkahestry - Packet

Speak with 
Plants

Caster is able to communicate with those of plant intelligence in 
an extremely primitive way. 

Alchemistry - PP, PO

Stun Target gains Stun 10 status effect. Alkahestry - Packet
Suggestion Target gains Charmed status effect toward Caster for a 10 count. Alkahestry - Packet
Touch of  
      Discord

Target gains Berzerk status effect. Ends when one or both are 
dropped to 0 hps.

Alkahestry - Packet

Vertigo Target gains Exhausted status effect. Alkahestry - Packet

Third Level Transmutations
Aversion Target must avoid named item for 5 minutes or until caster and 

target separate.
Alkahestry - Packet

Break  
    Enchantment

One named effect of the Enchantment school affecting target 
ends.

Alchemistry - PP, PO

Cause Fear Target must either a) move directly away from the caster or b) 
stand still with their weapon at their side until end of combat or 
until caster leaves the area.

Alkahestry - Packet
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Enchantment
Command 
Animal

Target with the Animal Keyword performs specified action im-
mediately to the best of it's ability. Effect ends at end of combat or 
when caster and animal separate."

Alkahestry - Packet

Freedom Removes all Bind effects 4th level or below Alchemistry - PP, PO
Rigid Thinking Next three spells thrown by target must be the same as last spell 

thrown in this combat
Alkahestry - Packet

Slumber Target gains Sleep status effect Alkahestry - Packet

Fourth Level Transmutations
Charm Target gains the Charm status effect Alkahestry - Packet
Deep Slumber Target gains Greater Sleep status effect. Cannot be roused with-

out Dispel Magic
Alkahestry - Packet

Designated  
     Hatred

Target is under the Taunt status effect toward the specified indi-
vidual until end of combat or caster leaves the area.

Alkahestry - Packet

Heroism Target calls Resist to any effect that would force them to leave the 
area of combat until end of combat or caster leaves the area. 

Alchemistry - PP, PO, BV

Hold Person Target gains the Web status effect Alkahestry - Packet
Magnetism Caster throws two packets. Both must hit and take effect. Subjects 

cannot move out of arm’s reach of each other.
Alkahestry - Packet

Touch of Idiocy Target speaks only gibberish and behaves randomly for dura-
tion of combat or until caster leaves area. No skills may be used, 
including proficiencies and no Transmutations cast.

Alkahestry - Packet

Fifth Level Transmutations
Deja Vu Target regains the last action slot they used
Dominate Target gains Dominated status effect for remainder of combat. Alkahestry - Packet
Feeblemind Target gains Confusion status effect Alkahestry - Packet
Geas Target gains Geas status effect Alkahestry - Packet
Insanity Target gains Berserk 30 status effect, beginning with their highest 

damaging attacks. Target is unable to call defenses.
Alkahestry - Packet

Modify  
    Memory

Caster replaces one memory with up to a 15 word phrase. Target 
substitutes the stated event whenever thinking about the original 
memory. Other events require another casting of the spell. This 
spell becomes permanent after the next reset but may be dispelled 
normally or cleared by resurrection before then.

Alchemistry - PP, PO, BV

Enchantment Transmutation  
Descriptions
1st Tier Transmutations

Animal Trance 
Type: Alkahestry - Packet
You are able to lull animals into a stupor. An Animal tar-
get gains the Sleep status effect.

Syllables: 8
Tagline: Rest in nightly slumber gentle beast, Sleep.

Calm Emotions
Type: Alchemistry - PP, PO, BV
Removes all emotion based status effects from a Target, 
including but not limited to Fear, Paranoia, Berserk.
Syllables: 8
Tagline: Relax your mind and be free from influence, 
Calm.
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Command 
Type: Alkahestry - Packet
Target obeys a single one word Command for a three (3) 
count or until completion.
Syllables: 8
Tagline: Obey me and do as I bid, <Command> 

Daze
Type: Alkahestry - Packet
This alchemical transmutations interrupts a Targets cur-
rent active Skill or a verbal, The Slot used to activate abil-
ities is lost. The target must begin again if they choose.
Syllables: 8
Tagline: Your mind is confused and befuddled, Interrupt

Directness
Type: Alkahestry - Packet
You can force a target to continue forward at a rate and 
direction of travel until physically blocked or for 60 sec-
onds, whichever is shortest.
Syllables: 8
Tagline: Go! Be on your way simpleton, Flee.

Speak with Animals
Type: Alkahestry - Packet
Roleplay only. You are able to communicate with those 
of animal intelligence in an extremely primitive way. 
Note; that animals remember little beyond 5 minutes, 
pay attention to little that doesn’t involve food, danger 
or mating and rarely realize the context of what they ob-
serve.
Syllables: 8
Tagline: Tell me your secrets animal, Speak with Ani-
mals 

Speak with Dead
Type: Alchemistry - PP, PO, BV
You may target a body to commune with. The  deceased 
may, but is not required to, answer questions but is not 
required to, answer questions. This may be Cast on char-
acters with in their Life Counts.
Syllables: 8
Tagline: Resting dead reveal your knowledge, Speak 
with Dead. 

Unerring Aim 
Type: Alchemistry - PP, PO
Caster only. You may regain a Transmutation they  have 
missed with. The Slot that was used to cast the Trans-
mutation is not used and may be used to cast that same 
Transmutation again for free.
Syllables: 8
Tagline: Keep my mind nimble and refreshed, Return 
Slot. 

2nd Tier Transmutations
Agony
Type: Alkahestry - Packet
You cause a target to cry out in a death filled wail. The 
Target screams aloud until healed for a minimum of 1 
Hit Point. The Target may call damage with weapons but 
may not cast spells.
Syllables: 11
Tagline: You mind is full of unimaginable fear and re-
gret. Pain

Enthrall
Type: Alkahestry - Packet
Your voice is alchemicaily enhanced. The target must 
stand and listen to caster as long as a) caster continues 
to speak at normal volume and b) caster holds both arms 
up before them. You are unable to casting or fight either 
ends the spell.
Syllables: 11
Tagline: Behold my voice is beautiful and entrancing, 
Stun.

Irresistible Dance
Type: Alkahestry - Packet
Target must dance for duration of combat or until cast-
er leaves area. Target cannot use physical skills but may 
speak and use alchemy.
Syllables: 11
Tagline: Dance Monkey Dance! You can not resist the 
call, Command Dance 30. 

Hideous Laughter
Type: Alkahestry - Packet
Target erupts in loud, raucous baying laughter unable to 
be quiet or cast spells above 1st level for the remainder 
of combat.
Syllables: 11
Tagline: The joke is on you, now you can not but help to 
chuckle. Command Laugh 30.

Shun 
Type: Alkahestry - Packet
You use power to Repel target away from you. They must 
not approach any closer then 10 steps away. If closer then 10 
steps they must stop, If y ou repel some on you have Shunned 
they do not have to back  up. They will stay Repeled as long 
as you keep your arm and hand outstretched palm forward 
Syllables: 11
Tagline: I ensorcerel you to stay back and come no clos-
er, Repel.

Speak with Plants
Type: Alchemistry - PP, PO
You are able to communicate with those of plant intelli-
gence in an extremely primitive way
Syllables: 11
Tagline: My leafy friend tell me your secrets so I will 
know, Speak with Plants
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Stun 
Type: Alkahestry - Packet
You are able to stop a target in their tracks. A target gains 
the Stun status effect.
Syllables: 11
Tagline: Dazzling colors and shining lights entice you to 
stand numb, Stun 10.

Suggestion
Type: Alkahestry - Packet
Target gains the Charm status effect toward Caster for a 
10 count.
Syllables: 11
Tagline: With vampiric seduction you will do my bidding. 
Charm 10
 
Touch of Discord
Type: Alkahestry - Packet
You trigger a madness in some one to launch them into 
an attack. Target gains the Berserk status effect. The tar-
get will begin attacking everyone around them starting 
with the closest. The berserk ends when  dropped to 0 Hit 
Points.
Syllables: 11
Tagline: Your mind is filled with rage and discontent slay 
all near you, Berserk

Vertigo
Type: Alkahestry - Packet
You enter a state of dizziness and  disorientation. The tar-
get gains the Exhausted status effect.
Syllables: 11
Tagline: Spinning and spinning you are unable to right 
yourself, Exhaustion 10.

3rd Tier Transmutations

Aversion
Type: Alkahestry - Packet
The Enchanter chooses a person or item. The Target must 
avoid named item for 5 minutes or until caster and target 
separate. They will not willingly hold touch or look at the 
chosen thing. 
Syllables: 14
Tagline: This thing that you once coveted you now find 
revolting, Shun.

Break Enchantment
Type: Alkahestry - Packet
This Transmutation allows you to break one named effect 
of the Enchantment school affecting a Target. It ends im-
mediately.
Syllables: 14
Tagline: I unweave the chains of Enchantment that bind 
your mind. Dispel Enchantment.

Cause Fear
Type: Alkahestry - Packet
This Transmutation causes a Target to become so over-
whelmed with fear that they are unable to act. The 
Target must either a) move directly away from the 
caster or b) stand still with their weapon at their side 
until end of combat or until caster leaves the area. If they 
are attacked they are no longer under the effect.
Syllables: 14
Tagline: I cloud your mind with unbridled horror and 
terror, Fear.

Command Animal
Type: Alkahestry - Packet
You command the beasts of the land. You may give a 
simple Command a Target with the Animal Template 
or Keyword. This animal performs the specified action 
immediately to the best of it’s ability. Effect ends at end 
of combat or when caster and animal separate for longer 
then 5 Minutes.
Syllables: 14
Tagline: I bend nature to my will through this enchant-
ment and you will follow me, Charm.

Freedom
Type: Alkahestry - Packet
You break the chains of Alchemy that has entangled a tar-
get. This Transmutation removes all Binding effects 4th 
level or below.
Syllables: 14
Tagline: You are freed from the mass of alchemical en-
trapments, Release.

Slumber
Type: Alkahestry - Packet
You drop your target in to an Enchanted slumber. The 
Target gains Sleep status effect.
Syllables: 14
Tagline: I hit you with the sack of the sandman, knocking 
you out, Sleep 30.

4th Tier Transmutations

Charm
Type: Alkahestry - Packet
You cloud a Targets mind and they believe you to be a 
trusted friend, The Target is under the Charm status 
effect. This last for 1 hour. Target will not do anything 
counter to their core beliefs but will bend them. 
Syllables: 17
Tagline: Your eyes are not fooling you I am your friend of 
old before you, Charm.

Deep Slumber
Type: Alkahestry - Packet
You have a more powerful sleep at your command. The 
Target gains Persistent Sleep status effect. Cannot be 
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roused without Dispelling the effect. It lasts for 10 min-
utes
Syllables: 17
Tagline: Fall into the realm of the drowsy Prince to not 
awaken again. Persistent Sleep.

Designated Hatred
Type: Alkahestry - Packet
You give a Target a fixated hatred of you. The Target is 
under the Taunt status effect toward the Caster until end 
of combat or Caster leaves the area.
Syllables: 17
Tagline: Your mind is clouded with irrational anger en-
chantment to despise me, Taunt.

Heroism
Type: Alchemistry - PP, PO, BV
This Transmutation bolsters the Targets resolve. Any 
attempt the Target may Resist to any effect that would 
force them to leave the area until end of combat or caster 
leaves the area.
Syllables: 17
Tagline: I wrap you in securely an enchanted cloak of 
bravery and stalwartness, Heroism

Hold Person
Type: Alkahestry - Packet
You use a Transmutation to wrap your Target in en-
chanted invisible chains. The Target gains the Web sta-
tus effect
Syllables: 17
Tagline: I wrap you in enchanted chains of force to trap 
you where you remain standing, Web.

Magnetism
Type: Alkahestry - Packet
Your Transmutation draws two Targets. If both packets 
hit and take effect then the Targets cannot move out of 
arm’s reach of each other for the duration of the Combat.
Syllables: 17
Tagline: You both are drawn to each other like the moon 
and earth trapped in each others orbit, Attraction.

Touch of Idiocy
Type: Alkahestry - Packet
Target speaks only gibberish and behaves random-
ly for duration of combat or until caster leaves area. 
No skills may be used, including proficiencies and no 
spells cast.
Syllables: 17
Tagline: Your mind is twisted and crushed by the might 
and power of my will, Feeblemind.

5th Tier Transmutations

Deja Vu
Type: Alkahestry - Packet
You allow a Target to relive the last few moments again. 
Target regains the last Action Slot they used.
Syllables: 20
Tagline: Rewind and retell your story because it is no 
longer written in stone. Restore Action Slot

Dominate
Type: Alkahestry - Packet
You enchant a Targets mind making them your willing 
thrall for a time. Target is under the effect of the Dom-
inate effect for the duration of the combat,  Dominated 
targets will fight and even die for you as if they are your 
most trusted friend,
Syllables: 20
Tagline: Your mind is supple and easily manipulated so 
you are now my puppet. Dominate.

Geas
Type: Alkahestry - Packet
One of the most powerful Enchantments the Geas is not 
to be taken lightly. Target gains Geas status effect. This 
means that the Target is given a task by the Caster. The 
Target must attempt to fulfill the task in an immediate 
manner. These tasks must be achievable even id incred-
ibly difficult. However after the Geas is successfully an-
swered the Caster now must grant the Target a boon. 
The more difficult the Task the more taxing the boon 
may become.
Syllables: 20
Tagline: I charge you with the weaving of this Trans-
mutation to seek out and fulfill my quest, Geas.

Modify Memory
Type: Alchemistry - PP, PO, BV
This powerful Transmutation the Caster replaces one 
memory eith in the 15 minutes before casting with a 
phrase up to 15 words long. The Target substitutes the 
new stated event whenever thinking about the original 
memory building an otherwise believable story around 
the new memory. Other events require another cast-
ing of the spell. This spell becomes permanent after the 
next reset (6am/6pm) but may be dispelled normally or 
cleared by resurrection before then. 
Syllables: 20
Tagline: Your mind is twisted and altered to now walk 
a new path backwards through time. Modify Memory.
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Necromancy
First Level Transmutations

Bleed Target currently bleeding out begins their Life Count. Alchemistry - WS, BV, PP, 
FE, MN

Chill Packet delivered 5 Ice damage Alkahestry - Packet
Curse Water Packet delivered 5 Death attack Alkahestry - Packet
Death Knell Counts as killing blow. Caster gains 10 non-healable HPs Alchemistry - WS, BV, PP, 

FE, MN
Death Watch Caster Only. Reduces the need to examine a target's health status 

to simple questions, eliminating counts of any kind. 
Subject must be notified that caster is under the effect of Death 
Watch by simplest manner possible.

Alchemistry - WS, BV, PP, 
FE, MN

False Life Target Undead creature appears living to the Medicine skill. Alchemistry - WS, BV, PP, 
FE, MN

Fatiguing 
Touch

Target loses 4 Strength in a contested Feat of Strength. Does not 
affect damage.

Alkahestry - Packet

Skeletal Grasp Target gains the Pin status effect Alkahestry - Packet
Numbness Living target gains the Disarmed status effect Alkahestry - Packet
Speak with 
Dead

Target corpse may, but is not required to, answer questions until 
the end of their Life Count.

Alchemistry - WS, BV, PP, 
FE, MN

Second Level Transmutations
Blood Seeking Caster Only. Caster may call one additional damage during one 

combat for every 3 hit points sacrificed until combat reset
Alchemistry - WP

Blood Ties Next source of damage caster suffers is also suffered by target of 
this spell.

Alkahestry - Packet

Cause Disease Target may walk but cannot run for one combat or as long as 
caster is in the area.

Alkahestry - Packet

Cause Fear Target must either a) move directly away from the caster or b) 
stand still with their weapon at their side until end of combat or 
until caster leaves the area.

Alkahestry - Packet

Soul Tap Caster drains 1 HP from an incapacitated foe for every three 
count. Caster gains stolen HP as levels of action slots.

Alchemistry - WS, BV, PP, 
FE, MN

Torment Target gains the Stun status effect. Alkahestry - Packet
Enfeebling 
Touch

Target calls 4 less damage from melee attacks Alkahestry - Packet

Necrotic Ray Packet delivered attack for 10 Body Alkahestry - Packet
Agony Target screams aloud until healed for a minimum of 1 HP. May 

call damage but not cast spells.
Alkahestry - Packet

Spectral Hand Caster Only. Caster may channel spells for one combat. Alchemistry - WS, BV, PP, 
FE, MN

Third Level Transmutations
Enervation Packet delivered attack draining the Target Locking Action Slots Alkahestry - Packet
Bane Target suffers double damage from all attacks subsequently ad-

ministered by the caster.
Bane Blade Target weapon gains planar tagline of Death, Chaos, or Law Alchemistry - WP
Contagion As Cause Disease but passed to each person touching an effected 

target.
Alkahestry - Packet
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Necromancy
Command 
Undead

Target lesser Undead must obey simple commands from the 
caster for until completed or the end of combat, whichever is less. 
Commands which cannot be completed immediately are ignored.

Alkahestry - Packet

Create Undead Target corpse gains the Undead Keyword for five minutes or until 
separated from caster, whichever comes first. If slain, the Target is 
eligible for a resuscitation.

Alchemistry - BV, PP, FE, 
ME

Ghoul Touch Target gains the Paralyzed status effect Alkahestry - Packet
Horrid Wilting Packet delivered attack for 30 Body that ignores armor. Alkahestry - Packet
Exhaustive 
Touch

Target gains the Web status effect Alkahestry - Packet

Wither Limb Target magically loses use of named limb. Wither Limb Alkahestry - Packet

Fourth Level Transmutations
Blasphemy As Dispel for any non-Necromancy spell Alkahestry - Packet
Blood Brother Double the next source of damage for the caster is taken by the 

target of this spell. The caster takes none.
Alkahestry - Packet

Circle of Death A 5' radius Circle that will keep out the living. Must be repped 
and lasts until dispelled or the caster leaves the circle.

Alchemistry

Curse Target suffers Double Damage from all attacks. Alkahestry - Packet
Desecration A 5' radius repped circle that doubles the HPs and damage of 

undead within it's confines. Lasts until caster  
leaves the circle. Stacks with itself but not other circle spells.

Alchemistry - BV, PP, FE, 
MN

Envenom Target begins their Bleed Count and continues with their Life 
Count when done. No HP are, however, lost.

Alkahestry - Packet

Touch of agony As Agony but healing does not end spell Alkahestry - Packet
Touch of Idiocy Target speaks only gibberish and behaves randomly for dura-

tion of combat or until caster leaves area. No skills may be used, 
including proficiencies and no spells cast.

Alkahestry - Packet

Vampiric 
Touch

Next five (5) weapon swings heal the Caster for the damage call 
in addition to causing damage. Does not stack with other leech 
abilities

Alchemistry - BV, PP, FE, 
MN

Symbol of 
Poison

Next target other than caster to view this symbol suffers Poison 
status effect. Effect ends if symbol is moved. If two targets see 
symbol simultaneously, lots are drawn.

Alchemistry - SI

Fifth Level Transmutations
Simulacrum Target takes all damage for the caster for the duration of the com-

bat. Spell ends when the target drops 
to -1 HP

Alkahestry - Packet

Control Un-
dead

Target lesser undead must obey simple commands from the cast-
er for for five minutes or the end of  
combat, whichever is less. While the commands must be stated 
during casting, immediate completion is not required. Caster 
must keep hand raised and is not able to use skills while spell is 
active

Alkahestry - Packet

Create Ghoul Target corpse or caster gains the ""Ghoul"" template upon the end 
of their Life Count. If cast on a corpse, resuscitative measure are 
inadequate.

Alchemistry - BV, FE, MN
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Necromancy Transmutation  
Descriptions

1st Tier Transmutations

Bleed 
Type: Alchemistry - WS, BV, PP, FE, MN
You touch can end a life quickly. You may target some-
one currently in the Bleeding state, they then move di-
rectly to their Life Count.
Syllables: 8
Tagline: You have been claimed by the realm of death, 
Lethal. 
 
Chill
Type: Alkahestry - Packet
You have the chill of the grave at your command. You 
may deliver 5 Ice damage by packet.
Syllables: 8
Tagline: The underworld is a cold place, 5 Ice.
  
Curse Water
Type: Alkahestry - Packet
You are able to cause water to become unpalatable. Pack-
et delivered 5 Death attack 
Syllables: 8
Tagline: Drink from the putrid river of the dead. 5 
Death.
 
Death Knell
Type: Alchemistry - WS, BV, PP, FE, MN
You gain strength for others deaths. When you complete the 
spell it acts as a Killing Blow. If successful the Target enters 
the Life Count and the Caster gains 10 non-healable HPs. 
This Transmutation does not stack, these bonus Hit Points 
cannot be healed and once they are gone will not return un-
til a new Transmutation is applied.
Syllables: 8
Tagline: I claim what is left of your life, Instant Killing Blow 
Drain 10 Hit Points. 
  
Death Watch
Type: Alchemistry - WS, BV, PP, FE, MN
This Transmutation reduces the need to examine a 
target’s health status to simple questions, eliminating 
counts of any kind. Subject being examined must be no-
tified that the caster is under the effect of Death Watch 
by simplest manner possible
Syllables: 8

Tagline: With deaths insight I see what inficts you, 
Death Watch.

False Life 
Type: Alchemistry - WS, BV, PP, FE, MN
You grant the veneer of life to a Target undead creature. 
It now appears living to the medicine skill until the next 
reset.
Syllables: 8
Tagline: The veil of life cloaks you in its graces. False 
Life 
 
Fatiguing Touch
Type: Alkahestry - Packet
A Target loses 4 Strength in a contested Feat of Strength. 
Does not affect damage.
Syllables: 8
Tagline: The grave seeps into your bones and muscles, 
Fatigue.

Skeletal Grasp
Type: Alkahestry - Packet 
Target gains “Pinned” status effect 
Syllables: 8
Tagline: Bones grasp at your feet holding fast, Pin  

Numbness 
Alkahestry - Packet
Living target gains the “Disarmed” status effect
Syllables: 8
Tagline: Chill robs you of your  grasp losing grip, Dis-
arm.

Speak with Dead
Type: Alchemistry - WS, BV, PP, FE, MN
You may target a body to commune with. The  deceased 
may, but is not required to, answer questions but is not 
required to, answer questions. This may be Cast on char-
acters with in their Life Counts.
Syllables: 8
Tagline: Decaying form answer my questions, Speak 
with Dead.

2nd Tier Transmutations

Blood Seeking
Type: Alchemistry - WP
Caster Only. You use your own body as fuel, You may 
call one (1) additional damage for the next combat for 
every 3 hit points sacrificed. These Hit Points can not 

Necromancy
Slay Living Living target drops to -1 HPs, receives a killing blow and begins 

their Life Count.
Alkahestry - Packet

Symbol of 
Death

Next target other than caster to view this symbol suffers Slay 
Living. Effect ends if symbol is moved. If  
two targets see symbol simultaneously, lots are drawn.

Alchemistry - SI
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be healed until reset. You may still gain Temporary Hit 
Points.
Syllables: 11
Tagline: My flesh is my weapon and it will destroy my 
enemies, Sacrifice X.

Blood Ties
Type: Alkahestry - Packet
Yours and another fates become entwined. The next Sin-
gle source of damage caster suffers is also suffered by 
target of this spell. If the target is not made aware of the 
effect being on them then it goes unaffected.

When you are hit you call Reflect <Effect/Damage> with 
a point effect (pointing out to the target they are affected.)
Syllables: 11
Tagline: Our souls are connected but the silver cord of 
Fate, <Effect Name>
 
Cause Disease
Type: Alkahestry - Packet
You summon a contagion. On a successful attack the tar-
get may walk but cannot run. This lasts for one combat or 
as long as caster is in the area
Syllables: 11
Tagline: A cloud of flies seek you out and bring with them 
rot, Disease.
 .
Cause Fear
Type: Alkahestry - Packet
You cause a panic, A target must either a) run directly away 
from the caster or b) stand still with their weapon at their 
side until end of combat or until caster leaves the area. If 
they are attacked the Fear goes away.
Syllables: 11
Tagline: Beware I am the terror that flaps in the night, 
Fear.

Soul Tap
Type: Alchemistry - WS, BV, PP, FE, MN
You drain the energy of others to  increase yours. You may 
drain 1 HP from an foe for every three (3) count (Draining 
1, Draining, 2, Draining 3, Draining 4, etc....). Caster gains 
stolen HP as levels of Slots. When draining more than one 
Hit Point/Slot they may divide those up how they are needed.
Ex: You drain 3 hit points. You may return 1 1st Tier Slot  and 
a 2nd Tier Slot or 3 1st Tier Slots. 
Syllables: 11
Tagline: Your soul feeds my strength as your wanes withered 
away, Drain..Count.
 
Torment 
Type: Alkahestry - Packet
You are able to knock a person out of combat, Target 
gains Stun status effect. 
Syllables: 11
Tagline: The souls of the dead torment you from beyond, 
Stun.

Enfeebling Touch
Type: Alkahestry - Packet
You weaken a target, The Target calls -4 damage from 
melee attacks
Syllables: 11
Tagline: Your old strength wanes as if ghouls consume 
your muscles. Weakness 4.

Necrotic Ray
Type: Alkahestry - Packet
You shoot forth a beam that withers away flesh, You may 
throw a packet delivered attack that deals 10 Damage di-
rectly to Hit Points that ignores armor
Syllables: 11
Tagline: I call forth the crushing weight of the ages to de-
stroy, 10 Body

Agony 
Type: Alkahestry - Packet
You cause a target to cry out in a death filled wail.The 
Target screams aloud until healed for a minimum of 1 Hit 
Point. The Target may call damage with weapons but may 
not cast spells.
Syllables: 11
Tagline: Sing like the souls trapped in the halls of Pande-
monium, Agony.

Spectral Hand 
Type: Alchemistry - WS, BV, PP, FE, MN
You are able to preform Alkahestry through a weapon 
you are proficient in. You may Transmutation Strike your 
Transmutations for one combat. You must still Incant the 
verbal for each time you want to preform this action. Slot 
Costs remain the same. 
Syllables: 11
Tagline: The underworld is channeled through me be-
yond the grave. Grant Transmutation Strike

3rd Tier Transmutations

Enervation
Type: Alkahestry - Packet
This Transmutation prevents the Target from using any 
Slots for 60 seconds.
Syllables: 14
Tagline: You spirit is weakened as I siphon your strength, 
Action Block. 

Bane Blade
Type: Alkahestry - Packet
You choose a Target and you call double damage for the 
Combat against that Target.
Syllables: 14
Tagline: My blade seeks to destroy you an all you stand 
for. Bane Blade. 



126

ALCHEMY

Curse
Type: Alchemistry - WP
Target suffers double damage from all attacks subse-
quently for the remainder of the combat.
Syllables: 14
Tagline: Entropy corrupts and breaks you down it is 
your downfall, Curse 

Command Undead
Type: Alkahestry - Packet
Target lesser Undead must obey simple commands 
from the caster for until completed or the end of  
combat, whichever is less. Commands which cannot be 
completed immediately are ignored.
Syllables: 14
Tagline: With dark words and deeds you are now mine 
to command unliving wretch, Command Undead.

Create Zombie
Type: Alchemistry - BV, PP, FE, ME
Target body in its death count gains the Undead Key-
word and is animated as a Zombie for five (5) minutes or 
until separated from caster, it has 30 Hit Points and calls 
base weapon damage and can not use spells. If slain, the 
Zombie is able to  be targeted by a Revive continuing itrs 
Death count where it stopped.
Syllables: 14
Tagline: Rise to follow my commands to walk the land 
again as the walking dead, Create Zombie.

Ghoul Touch
Type: Alkahestry - Packet
You call forth the cold touch of the dead. Target gains the 
“Paralyzed” status effect.
Syllables: 14
Tagline: With graveyard rot and chill you are stopped in 
your tracks, Paralyze.

Horrid Wilting
Type: Alkahestry - Packet
You deliver a painful atack that strike the body. Packet 
delivered attack for 30 Body (Hit Points) that ignores 
armor.
Syllables: 14
Tagline: I draw forth the essence of your living spirit and 
wrack you with pain, 30 Body. 

Exhaustive Touch 
Type: Alkahestry - Packet
You weaken your foe so much they can not move, Target 
gains “Webbed” status effect
Syllables: 14
Tagline: You are but a husk of your physical form and 
may not move, Web. 

Wither Limb
Type: Alkahestry - Packet
You gain a packet delivered Wither Limb effect. You must 
name a limb. If you do not the Target may choose which 
limb is withered. Any hand held items are dropped if an 
arm is targeted.
Syllables: 14
Tagline: Shrivel and die like fruit on a vine and become 
useless, Wither <Limb> 

4th Tier Transmutations

Blasphemy
Type: Alkahestry - Packet
This powerful Transmutation un-weaves any non-nec-
romancy Transmutation as Dispel Magic.
Syllables: 17
Tagline: Decay and rot unravel the bonds of the Alche-
my that is present, Dispel Alchemy.

Circle of Death
Type: Alchemistry 
A 6 feet across  circle that will keep out the living. Circles 
are normally repped with rope or similar means, Lasts 
until dispelled or the caster leaves the circle.
Syllables: 17
Tagline: As I am surrounded by bones and decay I am 
protected from you, Create Circle of Death

Desecration
Type: Alchemistry - BV, PP, FE, MN
This Transmutation creates a circle barrier 6 feet across 
that doubles the Hit Points and Damage of Undead 
within it’s confines. Lasts until caster leaves the circle. 
Stacks with itself but not other circle spells.
Syllables: 17
Tagline: I foul this land below my feet and empower the 
dead as they do my bidding. Bolster Undead.

Envemon
Type: Alkahestry - Packet
Your Target comes under the Poison Effect, While under 
the effect you are in your Death Count and may not use 
any Skills. You may walk slowly and talk quietly,
Syllables: 17
Tagline: Rot and decay are seeped within your feeble 
body rendering you close to death, Envenom.

Touch of Agony
Type: Alkahestry - Packet
You Target comes under the Agony Effect but in this 
case healing does not end spell.
Syllables: 17
Tagline: Spirits wrack your body with unimaginable 
pain and suffering, Agony.
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Touch of Idiocy
Type: Alkahestry - Packet
Target speaks only gibberish and behaves random-
ly for duration of combat or until caster leaves area. 
No skills may be used, including proficiencies and no 
spells cast.
Syllables: 17
Tagline: Your mind is twisted and crushed by the might 
and power of my will, Feeblemind.

Vampiric Touch
Type: Alchemistry - BV, PP, FE, MN
The next five (5) swings of a weapon wielded by the 
caster Heals them of the same damage that is dealt to 
the Target. Does not stack with other Hit Point healing 
abilities.
Syllables: 17
Tagline: With the power of vampirism my blade siphons 
your life force to replenish me, Grant Vampiric Touch.

Symbol of Poison
Type: Alchemistry - SI
Next target other than Caster to view this symbol suffers 
Envenom status effect. Effect ends if symbol is moved.
Syllables: 17
Tagline: This symbol will infect you and be your down-
fall should you glimpse it at all, Create Symbol.

5th Tier Transmutations

Simulacrum
Type: Alkahestry - Packet
You and a willing target become bound together the 
Target takes all damage for the caster for the dura-
tion of the combat. Spell ends when the target drops 
to -1 Hit Points.
Syllables: 20
Tagline: I form a bond between us that lasts until death 
as you take the harm meant for me, Damage Bond

Control Undead
Type: Alkahestry - Packet
Target lesser Undead must obey simple commands from 
the Caster. Caster must keep hand raised and is not able 
to use skills while the spell is active. This Transmutation 
lasts five minutes or the end of combat, whichever is less
Syllables: 20
Tagline: , Control Lesser Undead.

Create Ghoul
Type: Alchemistry - BV, FE, MN
This Transmutation allows the caster to raise a Target as 
a Ghoul. The Target gains the Undead Keyword.  It has  
50 Hit Points and calls weapon damage +5. This Trans-
mutation lasts five minutes or the end of combat, which-
ever is less
Syllables: 20

Tagline: Rise by the dark command of the underworld, 
rise and do my bidding in undeath, Create Ghoul.

Slay Living
Type: Alkahestry - Packet
This Transmutation kills a Living Target. It puts the Tar-
get at  -1 Hit Points, receives a Killing Blow and begins 
their Life Count.
Syllables: 20
Tagline: With the dark powers of the realm of Death I 
strip you of your life essence, Slay Living.

Symbol of Death
Type: Alchemistry - SI
This Transmutation creates a Symbol. Next Target other 
than caster with out the Undead Keyword to view this 
symbol suffers Slay Living Effect. If moved the Symbol 
ceases to retain its power. 
Syllables: 20
Tagline: I carve this symbol for the next unsuspecting 
being to be struck dead, Create Symbol, Death.
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CRAFTING AND PRODUCTION

Some Alchemists produce  
instaneous transmutations  
to defeat monsters and take  
their gold. Other Alchemists produce 
goods of lasting value for adventurers 
and townspeople alike. Even then,  
however, not all Alchemists sit in  
dingy laboratories slaving away over  
bubbling crucibles. At heart, an  
Alchemist is a craftsman and like all 
craftsmen, he’s got products to sell.
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Types of Crafting in Alchemy
Most alchemists perform permanent transmutations to 
craft lasting goods. Swords, armor, poisons or  
miscellaneous items are all in great demand and  
cannot be made without alchemy. These skills fall in 
four broad categories and are discussed below.

Apothecarys make poisons in their study of Pharma-
cology and are masters of refining low quality materials 
into higher grade, more useful, resources. Alchemical 
steel alone has been such an important discovery that it 
brought the ability to make legendary, almost magical 
weapons and armor.

Engineers make traps, firearms and miscellaneous 
items. They also trace arrays into the smith’s products 
when making greater items. The list of useful items an 
engineer can make are varied and impressive. 

Ritualists work with transmutation arrays to bind 
alchemical effects into existing goods. Deeply in touch 
with the essences infusing the universe, they are able to 
manipulate their balance in nature. Lastly, they alone 
are able to seal and extend the results of Greater Alche-
my into long lasting items of power.

Smithing is the practice of making and repairing weap-
ons and armor. Whether made of cloth, leather or met-
al, if it involves something you fight with, a smith will 
have had a hand in it. Strong and hard from the forge, 
smiths are also able to repair armor in the field and fight 
effectively with any weapon they made themselves.

Every alchemical endeavor requires research and craft-
ing alchemists are no different. Build up your collection 
of patterns and formulas and you can produce almost 
anything you can imagine.

Formulas
The formulas for items are included in the section for 
the appropriate crafting skill. You begin the game with 
two formulas for each level of crafting you have and 
must buy formulas from other players after. This means 
that you have two level 1 formulas at level 1 and two 
level 2 formulas at level 2. You may trade higher level 
formulas for lower, but not the reverse.

Copying a formula from a tutor costs 2 sp per level of 
the formula. Researching a known formula on your 
own costs 2 reputation points and 5 sp per level of the 
formula and then must be copied into your notebook 
for 2 sp/level. Researching a unique formula that does 
not exist costs significantly more.

More specific information on formulas can be found in 
each crafting section.

Types of Items
There are two types of crafted items in Alchemy. The 
first are instantaneous items made with Lesser Alchem-
ical Crafting. These are armor patch kits, poisons, ban-
dages or traps. Extended items are made with Greater 
Alchemical Crafting and include weapons and armor, 
magic item components, surgical kits or firearms. You 
learn both instaneous and extended crafting whenever 
you learn a crafting skill, the only difference is in the 
final product.

Item Levels
Both instantaneous and extended items come in five 
tiers. A first tier instantaneous item might be something 
like a 5 fire elixir while a 5th tier instantaneous item 
might be a Memory Modification poison. On the other 
hand, a 1st tier extended item might be a one weekend 
sword that calls flaming while a 5th tier item might be 
an admantium monstrosity that you use to take over the 
town.

Cooperative Crafting
Instantaneous items are straightforward and only 
encompass one crafting skill. Extended items, however, 
require more than one crafting skill. This might mean 
that you need two crafters to work together, unless one 
crafter knows more than one craft at the necessary level.  
Items and their component peices do not have to be 
created all in one sitting. A smith can make half a sword 
at this event and finish it at the next. He simply has to 
keep track of how much he’s put into it. Which crafts are 
needed for which items depends on the type of item.

Component Types and Tiers
There are many types of components which fall into five 
tiers. 1st through 3rd tier components are used in Lesser 
Alchemical Crafting while 3rd through 5th tier are used 
in Greater. You can get components with the gathering 
skill, by purchasing resource bags, by monstering for 
events or by simply killing monsters. Components also 
make up the main economy of Harrow and so can be 
bought and sold to other players.

The chart on the next page lists the number and tiers of 
components required to make items. Mat. is the mate-
rial required while Essence is the number of essences 
required and their tier. The tier of each component is 
represented by T1-T5. So, a 3rd level extended item will 
take three components total - a Tier 4 and two Tier 3.

Crafting Alchemical Items
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Skill Level
This number represents the total number of times you 
have purchased a crafting skill. You would pay 5 CP for 
Smithing Level 1. Smithing Level 2 would cost another 
5 CP, and so forth. In this way, maxing out Smithing 
will cost 25 CP.

Production Points
Production points (PP) represent the value of the item 
produced rather than the difficulty in creating it. This 
means that the production points required stays con-
stant for an item regardless of the skill of the alchemist. 
Instaneous items do not cost very many production 
points are meant to be made in batches. Extended 
production, on the other hand, is quite expensive and 
completing and item will almost certainly take multiple 
events. Note that some skills, or posession of a lab, will 
change either the number of points used or quantity of 
product crafted.

Monetary Cost
Crafting items, even one-use items, costs money as well 
as components. The base monetary cost is equal to the 
base production point cost. Be aware, however, that 
there are skills and other factors that can mitigate this 
cost.

Types of Components
Naturally, components come in many varieties. 

Resources represent specific materials used to cre-
ate items such as metals, wood or leather. Resources 
contain power based on their rarity and so provide the 
framework for crafting an item. 

Essences are specific items that contain the spirit of the 
attributes to be changed. The higher the tier, the more 
essence a component provides. Examples include a rock 
of cooled lava that contains the essence of fire and earth.

Both the power and essences required for crafting are-
specified in their formulas.

Steps For Lesser Items
1.	 Decide which product to produce

2.	 Gather the specified components. Instantaneous 
items never need resources, only essences

3.	 Confirm that you have the correct skill level

4.	 Spend the production points for the item

5.	 Prepare the tag for the new item and staple the 
components to it and you can use it now

6.	 Place the silver in your character envelope 

7.	 Place the tag in your character envelope if you 
would like a new tag without the components 
attached. This is not required. The new tag will be 
ready at the next event.

Essences and Resources
An object’s essence makes up the intrinsic nature of 
something that determines its character. It is the essence 
of a thing that alchemy changes, substituting an essence 
with a character we desire with one we don’t. Under-
standing this concept is the heart of alchemy. Recogniz-
ing which essences can be substituted is its craft. 

Capturing the essences of every day objects is the great-
er part of transmutation. The chart on the next page 
lists a series of common essences and where they can be 
found. Note that the majority of components contain 
more than one essence. Efficient alchemy will wring 
every drop of essence from a component rather than 
only using one of a component’s essences.

Greater Alchemical Crafting works with physical items 
rather than just essences. This does not mean, however, 
that the materials involved are irrelevant. Metal, leather 
and wood have essence as well and in point of fact, the 
more rarified the material, the larger the grand array 
that it can hold. This is why items with many properties 
are made of mithril or adamantium instead of iron or 
steel. 

Lesser Alchemical Crafting -  
Instantaneous Items

Item 
Tier

No. of  
Skills

      No. of Essences 
    1        2       3       4 

Skill  
Level

Prod 
Points

Silver 
Pieces

1 1 T1 T1 1 1 1

2 1 T2 T1 T1 2 2 2

3 1 T3 T2 T2 3 4 4

4 1 T3 T3 T2 T2 4 7 7

5 1 T3 T3 T3 T3 5 11 11

Greater Alchemical Crafting -  
Extended Items

Item 
Tier

No. of  
Skills

Material 
Tier

     No. of Essences 
    1        2       3       4

Skill  
Level

Prod 
Pnts

Silver 
Coin

1 1 T1 T3 1 1 1

2 1 T2 T3 T3 2 10 10

3 2 T3 T4 T3 T3 3 30 30

4 3 T4 T4 T4 T4 T4 4 60 60

5 4 T5 T5 T5 T5 T5 5 100 100
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As stated previously, each tier of a resource holds a 
different number of essences. In general, this means 
that more abilities can be put into an item with made 
from more rarified materials. Materials encompassing 
a grand array are different however. There are therefore 
two types of materials. 

Mundane resources can hold one mundane improve-
ment (see maintenance under smithing) for each tier of 
the base material. 

Alchemical resources are made by chemists by trans-
muting the nature of the original materials. As an 
example, Mithril does not occur naturally in the world. 
Rather, it is an alchemically enhanced metal created 
from an alloy of steel. Please note that alchemical re-
sources will still hold mundane improvements and these 
do not interfere with grand arrays.

An iron sword cannot be transmuted to a cold iron 
sword as its essence was already changed from iron ore 
to iron sword. The alchemical transmutation must take 
place when the iron is still and ore. Because of this, 
planning ahead is vital.

One interesting thing to note is that chemists are able to 
transmute one resource into another, just as the ancients 
transmuted lead into gold. Unfortunately, a significant 
amount of material is lost in the transmutation. Al-
chemical transmutations are not something to be done 
lightly but are one way to get high tier materials when 
they are otherwise unavailable.

Grand Arrays and  
Alchemical Circles
Extended items frequently have multiple effects. These 
effects are contained in “grand arrays” which are made 
up of multiple transmutation circles. Each trans-
mutation circle contains a set of abilities that fit within 
the grand array. The grand array, minus the circles, must 
be designed at the time that the base item is crafted. The 
specific circles are then added later. Therefore, it is really 
important to plan out exactly what you are shooting for 
as it will be too late once the base item is crafted.

A grand array can hold one alchemical circle for each 
tier of the alchemical resource the base item is made 
from. Items made from multiple resources count the 
highest tier for their array.

Durations
Extended items have durations of one day, one event, 
three events, one season and two seasons. Further more, 
you can renew the extend ritual with silver and compo-
nents when the duration comes close. 

Types of Resources
Resource Alchemical  

Resource
Lvl

Metal
   Iron Cold Iron 1
   Steel Quicksilver 2
   Carbon Steel Tamagahane 3
   Alloy Steel Mithril 4
   Tool Steel Adamantium 5
Leather
   Pig Inscribed 1
   Lamb Runed 2
   Deer Crystaline 3
   Cow Shadowtouched 4
   Orca Mana-infused 5
Wood
   Pine Broadleaf 1
   Birch Wormwood 2
  Maple Bloodwood 3
   Cedar Dawnleaf 4
   Oak Ironwood 5
Cloth
   Jute Mushroom Felt 1
   Wool Shadowfell Wool 2
   Cotton Spiderweave 3
   Linen Shadowsilk 4
   Silk Gossamer 5
Ingots
   Lead Tin 1
   Copper Bronze 2
   Silver Dimeritium 3
   Gold Orichalcium 4
   Platinum Erdite 5
Stone
   Sandstone Grandilite 1
   Quartz Ignum 2
   Basalt Dwarvenstone 3
   Onyx Bloodstone 4
   Granite Mournelode 5
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Pure essence is never found naturally. Rather, pure  
essence is extracted from mundane objects by alche-
mists. Some alchemists, however, are better at this 
process than others. 

Apothecaries are a type of alchemist that specializes in 
transmuting organic tissue. While apothecaries work 
much more slowly than Bioalchemists, they work on 
a more fundamental level. This allows them to repair 
both living and dead tissue and correct pathologies 
caused by non-alchemical sources. 

Apothecaries are also able to transmute low tier essenc-
es into high tier essences by purifying them. Interest-
ingly, the result is also true, something not possible 
with resource materials. Unfortunately, a significant 
amount of essence is lost in the procedure making 
this an act performed for only the purest of essences. 
Still, splitting a high tier component into single high 
tier essences is justified if you only need one. After all, 
alchemy transmutes the entire component regardless of 
how many essences it contains.

The column at right lists the twenty most common es-
sences. Each essence has 5 tiers representing the purity 
of each essence. The chart in Appendix 3: Common 
Sources of Essence, however, lists common items in 
which essences can be found. Cross reference the es-
sence you are looking for to find the nature of the item 
you are looking for.

Steps For Greater Items
1.	 Plan your item carefully

2.	 Gather components for the base item. You will 
need both resources and essences.

3.	 Arrange for your craftsmen. You may need as many 
as four.

4.	 Gather each segment of your item once they are 
completed. They will consist of tags with the com-
ponents stapled to them

5.	 Have a Ritualist bind and extend them

6.	 He will give you a master tag you can use now

7. Put the tag in your character envelope at the end of 
the event.

8	 Your new tag will be in your character envelope at 
the beginning of the next event.

Types of Essences
Essence Represents Abbr

Aura Air A
Bestia Animal B
Caustica Corrosion C
Dolor Pain D
Echo Shield E
Ferrum Metal F
Gelu Water G
Hamus Talon H
Ignis Fire I
Jovus Heavens J
Lux Light L
Mort Death M
Noceo Harm N
Occulus Sight O
Praes Protection P
Quies Calm Q
Robur Health R
Signum Rune S
Tera Earth T
Umbra Shadow S
Vitae Life V

Using Alchemical Production 
Items
When using alchemical production items, please 
remember that items marked P in the formulas require 
an action slot to use. If you are the crafter of this item, 
this slot is waived and you do not need it. Therefore, 
this slot is only required if you received the item from 
someone else.
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What is an Apothecary?
Chemistry is the science of transmuting seemingly  
innocuous materials into deadly poisons and of trans-
muting one material into another. 

Apothecaries produce damage and status effects similar 
to school alchemists but their results are completely 
different. For starters, their “instantaneous” effects are 
contained in lasting delivery mechanisms. This means 
that the poisons they produce last a full season unless 
used, much longer than one would think. 

Delivery
Chemists should carry phys reps for their products. The 
chart below should serve as a guide for the minimum 
contents of each poison. Poisonous chemical phys reps 
must be a certain size and shape but are never thrown. 
You can only throw packets or pre-approved all foam 
objects made to look like the phys rep. It is also best if 
bottles or test tubes are plastic and their tops should be 
glued closed. Never actually drink the contents.

Vials are made to be thrown and are shaped like test 
tubes and should be made of plastic. They must hold at 
least 40 ml of fluid.

Elixirs are made to be drunk and are shaped like any 
bottle or test tube. They should hold at least 20 ml. 

Gases usually come in bottles very similar to vials. They 
are also made to be thrown and should hold 40 ml.

Mutagens are large potions that the chemist drinks to 
transform into a beast. They can look like a test tube or 
flask and should hold 60 ml of fluid.

Contact poisons are gelatinous and should also come in 
containers of at least 10 ml.

Blade poisons come in small vials and are viscous. They 
are poured over a weapon or sometimes poured into 
small reservoirs.

Apothecary Delivery Mechanisms
Abb Type Phys Rep General Rules

V Vial 40 ml Packet delivered, affects one target, non-magical, physical damage 
Stopped by armor and physical defenses. Non-resistable

E Elixir 20 ml Tag delivered, affects one target, pierce. Only resist defends
G Gas 40 ml Packet delivered, affects one target, status effects only, pierce, 

transmutation defense and resist defend, Ignores armor
M Mutagen 60 ml As elixir. Creator only
C Contact 10 ml Gel delivery, affects one target. Stopped by gloves
B Blade Poison 10 ml Weapon delivered, must damage HPs for status effects to affect 

target. It takes a 3 Count to apply the Blade Poison.

Apothecary
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Apothecary Skills
Skill Lvl CP Pre-requisite Slot Description
Apothecary 1 1 5 None C Pre-requisite for 1st level Apothecary formu-

las.
Apothecary 2 2 5 Apothecary 1 C Pre-requisite for 2nd level Apothecary formu-

las.
Apothecary 3 3 5 Apothecary 2 C Pre-requisite for 3rd level Apothecary formu-

las.
Apothecary 4 4 5 Apothecary 3 C Pre-requisite for 4th level Apothecary formu-

las.
Apothecary 5 5 5 Apothecary 4 C Pre-requisite for 5th level Apothecary formu-

las.
Combat Chemist 1 3 Apothecary 1 C Apothecary is proficient in all thrown weap-

ons including poison vials and globes.
Poison Immunity 5 10 Apothecary 5, 

Ability to create 
specific poison

C Constant exposure has left you immune to 
one specific poison you are able to create. Call 
“Resist” whenever you would be affected by 
that poison.

Amalgam of Mercury 4 8 Apothecary 4 C You are able to mix Delerium into solution 
with another poison such that the new poison 
gains the “Confusion” tagline. Both effects are 
stopped if the target announces a defense.

Iron Chelation 2 5 Apothecary 2 C Pick any elixir poison. You are able to convert 
that poison into a blade poison.

Brønsted–Lowry  
Equilibrium

1 5 Apothecary 1 C Pick any non-acid poison. You are able to 
combine that poison with any acid you are 
able to create. The acid loses it’s nonresistant 
nature.

Covalent Corrosion 2 3 Apothecary 2 C Add “Shatter <item>” status effect to any 
thrown acid. Add a Ferrum essence equal to 
the highest tier essence for the new formula. 

Crystalization 3 5 Apothecary 3 C Convert any elixir into a crystalline form sim-
ilar to table salt. The poison is not detectable 
and does not take affect unless added to food 
or water.

Dosage Distillation 4 7 Apothecary 4 C Distill two doses of any specific elixir into 
one to to make an elixir unresistable. Add the 
phrase “unresistable” to the poison tag.

Exothermic Acid 
Reaction

2 3 Apothecary 2 C Add “Fire” to the tagline of one specific acid 
formula. Add one Ignis essence equal to the 
highest tier essence for the new formula.

Emergency Antidote 1 5 Apothecary 1 C Use any specific poison as an antidote for a 
like poison.

Hydrolysis Reaction 3 5 Apothecary 3, 
Emergency Antidote

C You learn to make a Hydrolysis poison. Use 
this poison to call “Resist” to the next harmful 
poison that would affect you.
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Lesser Alchemical Apothecary Recipes
Skill Lvl VIA E1 E2 E3 E4 Slot Description
Acid Vial 1 V T N P 5 Acid Damage

Arsenic 1 EC G N P 10 Poison Damage

Bloodstem 1 EC V G P Instills Stable status effect

Elation 1 EC Q E P Negates one Fear status effect

Feral Transformation 1 M B V P Alchemist gains Weapon Prof Nat. Weapons, 
+2 Str and cannot use skills for one Combat.

Giant Spider Poison 1 B F N P Target takes 5 damage

Intoxicant 1 EC J V P Target is in a drunken state until reset. Cannot 
use skills

Cadian Reaper 1 G A C P Target gains Dazed status effect

Tangelroot 1 V T G P Target is Pinned

Fingernumb 1 CG G F N P Target gains Disarmed status effect

The 17th Healing Sip 1 V V V L P Heals 5 Hit Points

Belladonna 2 EC G N D P Target takes 20 damage

Freeze Fast 2 V G G N P  10 Ice Damage

Kneegrinder 2 ECG A N T P Target cannot run

Paste of Stickiness 2 C G H Q P  Joins 2 creatures/objects

Universal Solvent 2 C G T R P  Unglues anything

Antidote 2 E G R V P Negates one Poison status effect 3rd level or 
below

Black Adder Venom 2 B F B N P  Target takes 10 Poison damage

Greenblood's Bane 2 B T G N P Target plant takes 20  Poison damage

Ogre's Bane 2 ECGB B C D P Target swings for -2 melee damage

Hydrolysis Defense 3 E G R V P “Resist” next harmful Poison. Must have the 
skill Hydrolysis Reaction

Widow's Kiss 3 ECGB A G D P Target gains Agony status effect

Concussive Blast 3 V A G N P  20 Sonic Damage

Diluting Reagent 3 * A G T P Can copy any other 3rd level or below poison 
and then research formula without tutor. 
Copied poison is delivered in the same manner 
as the original.

Feral Trans., Greater 3 M B H V P As Feral Trans but +4 Str, 1 Resist Enchant-
ment, Poison/Disease

Red Bedlam 3 GEC A B H P  Call “Resist” to all Enchantment effects, attack 
target directly in front of you until one of you 
reaches 0 HPs.

Blistercap Spore 3 GECB A C D P Target gains Nausea status effect

Giant's Bane 3 ECGB B V N P Target swings for -4 melee damage

Glitterdust 3 ECGB G P D P Target gains “Invisibility Purge” status effect

Woundseal 3 ECGB D V N P Target not affected by Alchemical Healing
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Lesser Alchemical Apothecary Recipes
Skill Lvl VIA E1 E2 E3 E4 Slot Description
Soporific Dreams 4 GEC A G R Q P Target gains Sleep status effect for 5 minutes

Smelling Salts 4 G A D S J P  Negates one Enchantment status effect

Madness 4 ECB G F B D P Target becomes subtly paranoid that his friends 
are out to get him.

Alchemist's Fire 4 V G I D D P  40 Fire Damage

Curare 4 ECB B Q C D P  Target gains Paralysis status effect

Delirium 4 ECB G I D V P Target has hallucinations and waking night-
mares whenever in combat. Target gains 
“Confusion” status effect.

Nightmare Essence 4 ECB Q D C G P Target regains no action slots until cured.

Antidote, Greater 4 E G V Q E P Negates one Poison status effect

Dreaming Death 4 GEC G M N Q P Target gains “Death” status effect. Target gains 
“Sleep” status effect if “Resist” is called.

Black Innis 4 ECB G M Q Q P Target gains "Feign Death" status effect. Detects 
as dead to magical means. Removed by Anti-
dote or Cure Poison effects.

Sulfuric Acid 4 EG A T C N P Target gains Silenced status effect (burns 
throat)

Amantia Spores 4 ECGB P At end of combat or 5 mins, whichever is first, 
target drops to -1 HP and receives killing blow, 
Detectable with medicine skill but target is 
unaware

Fiddleback Venom 3 ECB A F N D P Target gains “Paralyzed” status effect. Gains 
“Exhausted” status effect if they call “Resist”

Basilisk Venom 5 ECB G F T Q P Target gains Imprisoned status effect (Turned 
to stone)

Feral Trans., Grand 5 M B H V M P As Greater but +6 Str, Immune Enchantment, 
Poison/Disease

Lethe 5 E G Q L M P Target forgets last 15 minutes, remembers 
inconsequential events

Lich Dust 5 ECB G Q M M P Target slowly gains an Undead template

Essence of Death 5 ECGB A G N M P Target dropped to -1 HPs, receives killing blow

Sweetdream 5 E G Q L M P As Soporific Dreams. Target also forgets, as per 
Lethe, the last hour before falling asleep

Refining
Refine Material  
Resources 1

1 * T C Sacrifice two of the same 1st level resources for 
one of the same 2nd level resource or sacrifice 
one of the same 2nd level resource for two of 
the same 1st level resources.

Refine Material  
Resources 2

2 * T J C Sacrifice three of the same 2nd level resources 
for one of the same 3rd level resource or sacri-
fice one of the same 3rd level resource for three 
of the same 2nd level resource.
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Lesser Alchemical Apothecary Recipes
Skill Lvl VIA E1 E2 E3 E4 Slot Description
Refine Material  
Resources 3

3 * T J L C Sacrifice four of the same 3rd level resources 
for one of the same 4th level resource or sacri-
fice one of the same 4th level resource for four 
of the same 3rd level resource.

Refine Material  
Resources 4

4 * T J L V C Sacrifice five of the same 4th level resources for 
one of the same 5th level resource or sacrifice 
one of the same 5th level resource for five of 
the same 4th level resource.

Greater Alchemical Apothecary Recipes
Skill Lvl R E1 E2 E3 E4 Slot Description
Transmute Material 
Resource 1

1 * T C Sacrifice one material resource below 1st tier 
for one of its alchemical counterpart. 

Transmute Material 
Resource 1

2 * T J C Sacrifice one material resource below 2nd tier 
for one of its alchemical counterpart.

Transmute Material 
Resource 1

3 * T J L C Sacrifice one material resource below 3rd tier 
for one of its alchemical counterpart.

Transmute Material 
Resource 1

4 * T J L V C Sacrifice one material resource below 4th tier 
for one of its alchemical counterpart.

Transmute Material 
Resource 1

5 * T J L V C Sacrifice one material resource below 5th tier 
for one of its alchemical counterpart.
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What is Engineering?
Engineering is one of the more practical skills available 
to the denizens of the Alchemy world. It takes some 
of the more mundane things and turns them in the 
the fantastical. Pistol wielding bandits plaguing the 

countryside fo rthe Free Kingdoms to the eccentric mad 
scientists of the city centers. Everyones lives are often 
touched but the Engineers works and they may not even 
know it.

Engineering Skills
Skill Lvl CP Pre-requisite Slot Description
Engineering 1 1 5 None C Pre-requisite for 1st level engineering formulas.
Engineering 2 2 5 Engineering 1 C Pre-requisite for 2nd level engineering formulas.
Engineering 3 3 5 Engineering 2 C Pre-requisite for 3rd level engineering formulas.
Engineering 4 4 5 Engineering 3 C Pre-requisite for 4th level engineering formulas.
Engineering 5 5 5 Engineering 4 C Pre-requisite for 5th level engineering formulas.
Combat Engineer 1 5 Engineering 1 C Engineer is proficient with any device he can 

make
Ringing Explosion 1 3 Engineering 1 

Trapper
1 Engineer may add the status effect “Daze” to a 

trap’s tagline
Blackpowder Master 1 12 Engineering 1 

Combat Engineer
C +1 damage to gunpowder weapons. Stacks

Hammered Wound 2 5 Engineering 2, 
Blackpowder  
     Master

C Double damage for the first melee attack after a 
successful ranged attack with a firearm

Rapid Maintenance 2 5 Engineering 2 C May apply a maintenance in 30 seconds instead 
of 60

Trapper 2 2 Engineering 1, 
Combat Engineer

C May move a set trap < 10’

Trappers Paranoia 2 5 Engineering 2, 
Combat Engineer

C Immunity to damage from any trap they are 
arming while setting the mechanism

Trappers Reflexes 3 8 Trappers  
     Paranoia

3 Use “Dodge” defense against trap effects. non-tar-
geted damage

Singed Hands 3 5 Engineering 3 C Gain threshold of 1 to attacks with the “Fire” 
tagline. Stacks

Black Lungs 3 10 Enigneering 3 C Gas poisons effecting you end on a 10-count

Winding Key 2 5 Engineering 2 C Per combat devices may be reset once.  
Jury Rig 5 5 Engineering 5 C May repair a device even if it is destroyed provid-

ed the shards are available. Cost of repair is the 
PP and SP used to create the device. No compo-
nents are needed.

Engineering
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Lesser Alchemical Engineering Formulas
The table below lists the type of components required 
for each project. Please check pg 108 of this chapter to 
learn the component tier required at each level. Where 
that chart states 4 types of essences, the four types found 
on this page, E1-E4, state which type. Component ab-
breviations can be found on page 110 of this chapter.

Unless stated otherwise, all Lesser Alchemical Engineer-
ing items last a maximum of 3 events. Each object can 
be renewed for the original cost of production points 
and silver peices. No components need be expended.

Lesser Alchemical Engineering Recipes
Skill Lvl E1 E2 E3 E4 Slot Description
Traps

Trigger All traps must have a trigger

   Pit 1 T N P Trap is triggered by standing on a marked 24” x 36” 
rectangle and falling.

   Pull Cord, Manual 1 V D P Trap is triggered by a sentient organism pulling a 
string or cord

   Pull Cord, Set 2 D N M P Trap is triggered by the victim tripping a string or 
cord

   Pressure Plate 3 F N M P Trap is triggered by standing on a marked 12”x12” 
square

   Circuit 5 F L G A P Trap is triggered by an electrical circuit and a battery

Effects Trap effects are optional

   Noise 1 B H P Trap results in a loud noise, specified by the creator, 
that is no longer than 30 seconds but can repeat as 
often as desired.

   Damage 2 D N T P Trap results in direct damage to the target

   Poison, Gas 3 G C M P Trap results in a < 3rd level gas status effect. Only 
works indoors. Cost does not include gas.

   Poison, Weapon 4 F N M P Trap results in a <3rd level blade poison. Cost does 
not include poison.

   Transmutation-Like 
     Effect

5 A G I T P Trap results in any single <3rd level transmutation 
effect. 

Damage Type

   Physical 1 A F P Damage from trap has tagline of slashing, piercing or 
blunt

   Elemental 2 I T A P Damage from trap has tagline of fire, earth, air or 
water

   Explosive 3 I A D P Damage from trap has a 5’ radius. Target’s larges item 
suffers one “Destroy <item> effect. Does not stack.

   Alchemical 4 T F D M P Damage from trap harms creatures only hurt by weap-
ons of a specific alchemical type.

   Massive 5 T B I S P Damage from trap cannot be blocked and carries a 
killing blow if the target drops to 0 HPs or below.

Reset Resetable traps are optional
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Lesser Alchemical Engineering Recipes
Skill Lvl E1 E2 E3 E4 Slot Description
   Manual 3 V O D P Trap can be reset by anyone with the skill to create the 

trap. Expended portion must be replaced before trap 
can be reset.

   Automated 5 F T N S P Trap can reset itself automatically. Expended portion 
must be replaced before trap can be reset.

Damage Damaging traps are optional

   10 HPs 1 B H P Trap results in 10 HP untargeted damage.

   25 HPs 2 B I P Trap results in 25 HP untargeted damage.

   45 HPs 3 B I D P Trap results in 45 HP untargeted damage.

   70 HPs 4 I D N M P Trap results in 70 HP untargeted damage.

   100 HPs 5 F D N M P Trap results in 100 HP untargeted damage.

Weapon Modifications

Blade Poison Reservoir 1 G C P Fitted to slashing/piercing melee weapon. Once 
activated, the next swing adds the appropriate poison 
tagline. A called defense that blocks the damage also 
blocks the poison. The reverse is not true.

Concussive Rounds I 1 F I C +1 damage for one combat.

Concussive Rounds II 2 F N I C +2 damage for one combat.

Concussive Rounds III 3 I D N C +4 damage for one combat.

Concussive Rounds IV 4 I D N T C +6 damage for one combat.

Concussive Rounds V 5 T I D M C +8 damage for one combat.

Framentation Rounds 1 G D P Add “Massive Wither Limb” to the tagline of the 
attack. The target gains the Wither Limb status effect 
if the bullet’s damage removes Hit Points. Cost is for 
one bullet.

Inscription Rounds 2 F I N P These clay bullets can be inscribed with alchemistry 
symbols holding activated transmutations. Cost is for 
one bullet.

Miscelaneous Items

   Clockwork Auto- 
        Injector

2 G V P P Installed poison or potion is applied on a 60-count 
following  unconsciousness, immobility or death. 
Resetable

   Current Disruptor 3 E E P P The defense “Resist” can be called for a single elemen-
tal air attack.

   Distinctive Mark 3 T F O C The weapon is uniquely marked in a way that cannot 
be removed.

   Glazed Goggles 1 O L P The defense “Resist” is called against attacks requiring 
the victim to see the originator.

   Lockgrip Glove 1 B F P The defense “Resist” can be called against a single 
disarm attack. Resetable.

   Phosphorous  
       Channeling

2 I I D P Added to any melee weapon. Target weapon adds 
“fire” to it’s tagline for one combat.
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Lesser Alchemical Engineering Recipes
Skill Lvl E1 E2 E3 E4 Slot Description
   Spring-Loaded  
       Grappler

4 H I F D P The engineer, and they alone, is able to use this device 
to avoid physical environmental challenges such as 
pits, chasms or lava. The area to be accessed must 
be safely reachable (OOG) or the device will not 
function.

   Shocking Resonator 2 L I L P Added to any melee weapon. Target weapon adds 
“Lightning” to its tagline for one combat.

   Bullet Case 1 F B C Container carrying unlimited gunfire ammunition.

   Gnomish Magnifying  
       Lenses

3 O O L P Allows the use of 4x magnification binoculars

   Skeleton Key 2 O F T P Reduces the level of a lock by one to a minimum of 1

Greater Alchemical Engineering Formulas
Greater Alchemical Smithing is very similar to Lesser 
but adds materials into the mix. Weapons and armor 
can be made of either mundane or alchemically trans-
muted materials but mundane materials can only hold 
Lesser Alchemical Smithing improvements such as the 
various maintenance effects. Alchemically transmuted 

materials are able to hold grand arrays and can therefore 
gain abilities through alchemical circles.

When crafting arms and armor, the level is equal to that 
of the material tier used in crafting. This level, as well as 
the PP, SP and essence tiers are all listed on page 108.

Greater Alchemical Engineering Recipes
Skill Lvl R E1 E2 E3 E4 Description
Door Bar * * F F T P C Level based on tier of materials. Add level to 

contested strength checks to force the door 
open

Padlock * * F F T P C Level based on tier of materials. Add level to 
contested strength checks to force the door 
open

Flintlock Pistol * * I F D M C Level based on tier of materials. The weapon 
may receive one Lesser Alchemical effect 
for each level for minor materials and one 
alchemical circle per level for alchemically 
modified materials.

Flintlock Rifle * * I D N M C Level based on tier of materials. The weapon 
may receive one Lesser Alchemical effect 
for each level for minor materials and one 
alchemical circle per level for alchemically 
modified materials.

Grand Array * * O J F T C Level based on tier of ingot used to inscribe 
the grand array. One alchemical circle can be 
added per level of the grand array.

Alchemical Circle * * O L T E C Level based on tier of ingot used to inscribe 
the alchemical circle. Level of item deter-
mines number of abilities that can be scribed 
into the alchemical circle.
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What is Ritual Alchemy?
All objects contain essence and this essence increases 
the more an object is associated with a particular  
identity. Strongly associated items and locations can 
even be used to power transmutations. For instance, if 
you mix a pinch of ash from a lava burned tree and a 
dying man’s last breath of air, you can make a ball of fire. 
This is simple science and many alchemists can control 
this kind of minor affinity with ease.

Ritual Alchemy gathers this essence and uses it to fuel 
transmutations or to store it for later use. The grand 
arrays used in ritual alchemy gather, or disperse, essence 
from the environment. In a sufficient setting, a ritualist 
can gather enough essence to transmute. 

Rumor abounds amongst ritualists of a stone that can 
transmute without essence and produce permanent 
transmutations.

How is Essence Used in Rituals?
Environments with sufficient essence to generate large 
alchemical effects are usually inimical to the alchemist. 
Experienced ritualists therefore carry small reposito-
ries of essence to fill this gap. While there is more than 
enough essence on the plane of fire to engulf a building, 
an alchemist would not be able to burn a cart in Harrow 
even were he standing in a fire.

Ritualists make up for this discrepency by carrying 
small repositories of essence with them. For gameplay 
purposes, essence for first and second level effects can 
be gathered from enivornmental sources if they are 
large enough. Essence for greater effects is generated by 
leeching essence from components. 

Manipulating essence cannot be performed remotely. 
Gathering the essence of a fire requires standing in the 
fire. Gathering the essence of a fireball means being hit 
by the fireball.

Leylines and Areas of Power
Environmental sources of essence strong enough to 
fuel transmutations are rare. Use the following table to 
estimate how much essence you would get out of each:

It is not necessary to get into the water or burn yourself 
in the fireplace to access this essence. Ritualists can 
use these areas to generate essence by performing their 
ritual as close to the source as safely possible. 

A map to greater essence areas is in Appendix 4: A Map 
of Harrow. The locations on that map will all generate 
a tier 2 essence for rituals cast in the area. Additionally, 
high essence areas have a better than average tendency 
to produce components of the appropriate essence. 

Those interested in essence might want to periodically 
keep an eye on these areas.

Estimating Essence
Object Essence   Object Essence
An industrial fan 1 Aura A noon sun 1 Lux

A rabbit warren 1 Bestia A dead body 1 Mort

A rusted scrap pile 1 Caustica A torture victim 1 Noceo

3rd Degree Burns 1 Dolor A stage 1 Occulus

A large mirror 1 Echo A suit of armor 1 Praes

A pile of swords 1 Ferrum A sleeping person 1Quies

A full water barrel 1 Gelu A good breakfast 1Robur

A fresh animal kill 1 Hamus A large rune 1 Signum

A lit fireplace 1 Ignis A giant rock 1 Tera

A high hilltop 1 Jovus A gathering of 
more than 10

1 Vitae

Arrays, Circles
Whether due to speaking different languages, differenc-
es in ability or simply different preferences, all alche-
mists draw their arrays and circles differently. A grand 
array must generally take up 50% of the item upon 
which it is drawn and it may wrap around the item 
to do this. Alchemical circles  generally take up 10% 
of the array containing them. Circles and arrays that 
generate effects on individuals must be large enough for 
all involved to sit in. Caution must be taken, of course, 
to make certain that part of the drawing is not erased 
and so these formulas are usually drawn large than 
necessary.

Alchemical arrays and circles are more than simple cir-
cles drawn on the ground. Examples of common arrays 
and alchemical circles can be found throughout this 
book and drawn circles must follow these precedents.

Ritual Alchemy
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Ritual Alchemy Skills
Skill Lvl CP Pre-requisite Description
Ritual Alchemy 1 1 5 None C Pre-requisite for 1st level Ritual Alchemy formu-

las.
Ritual Alchemy 2 2 5 Ritual Alchemy 1 C Pre-requisite for 2nd level Ritual Alchemy for-

mulas.
Ritual Alchemy 3 3 5 Ritual Alchemy 2 C Pre-requisite for 3rd level Ritual Alchemy for-

mulas.
Ritual Alchemy 4 4 5 Ritual Alchemy 3 C Pre-requisite for 4th level Ritual Alchemy for-

mulas.

Ritual Alchemy 5 5 5 Ritual Alchemy 4 C Pre-requisite for 5th level Ritual Alchemy for-
mulas.

Combat Ritualist 1 5 Ritual Alchemy 1 C Proficient in any weapon you have cast a ritual on
Ritualist Sight 1 3 Ritual Alchemy 1 C See leylines of power between items and 

locations. You can see grand arrays and their 
component alchemical circles. You can also rec-
ognize the individual essences involved in their 
manufacture.

Phase Sight 2 5 Ritual Alchemy 2 C By gazing into dimensions laying over our own, 
you are able to see objects that are out of phase.

Spirit Sight 1 2 Ritual Alchemy 1 C You are able to see nearby spirits but are still 
unable to interact with them in any way. You are 
also able to see spirit effects on those around you 
by concentrating

Circle of Water 3 3 Ritual Alchemy 3 2 All those within this 6’ alchemical circle partake 
in a healing aura. The aura heals all participants 
to full health in 5 minutes.

Circle of Air 3 3 Ritual Alchemy 3 3 All those within this 6’ alchemical circle partake 
in an aura of freedom. The aura removes one 
status effect every thirty seconds from sitting, 
concentrating participants.

Circle of Fire 3 3 Ritual Alchemy 3 1 All those within this 6’ alchemical circle partic-
ipate in a damage aura. At the end of the 60 sec-
ond rite, each participant nominates one weapon 
to burst into flame, adding the “Fire” tagline for 
the next combat.

Circle of Earth 3 3 Ritual Alchemy 3 4 This 6’ alchemical circle protects all those inside. 
Those inside the circle when it is drawn cannot 
be affected in any way by those outside the circle. 
None may enter the circle once it’s drawn but 
anyone may leave at any time.
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Lesser Alchemical Ritual Formulas
Refining sacrifices an entire component for the target 
essences. For multi-essence components, you must 
either have the components to remove them from the 
component as well or sacrifice them with the rest of the 
old component. Transferring essences whole to another 
component requires components equal to the full value 
of the essence unless you split it. With assembly, the 

player chooses which of the two essences gains the 
leeched essences. With disassembly, the player may 
choose what to use as a component and which compo-
nents receive which essences.

Unless stated differently, or extended with a greater 
alchemical ritual, all lesser alchemical rituals last until 
the end of the current event.

Lesser Alchemical Ritual Recipes
Skill Lvl E1 E2 E3 E4 Slot Description

Gorgon’s Gaze 1 O T P Ritualist gains 3 uses of packet delivered Stun 
status effect. No verbal is needed.

Greater Ward 1 V P C Places protective field around target structure 
that prevents entry to all not invested. Does not 
prevent leaving the building. Requires Abjuration 
Keystone.

Invest/Divest 1 O L C Invest an individual to a greater ward or perma-
nent circle

Blood Brothers 1 V M C Perform minor abilities between two individuals.  
   Spend 1 HP to stabilize the other. 
   Become stunned for a 10-count to awaken the  
        other. 
   Transfer a “non-caster only” buff on a 10-count 
This ritual may be expanded to others for an ad-
ditional T2 Vitae for each additional participant

Planar Warding 1 V P C Provides protection against the environmental 
effects of the planes.

Earthen Bulwark 1 V T P Target gains 20 base armor bonus in effect while 
touching the ground. 

Bolster Structure 1 T F C Strength value of structure is double for duration 
of ritual.

Zephyr Challenge 1 A L C Target vehicle gains 25% speed.
Fearsome Pheromones 1 A D P Ritualist gains 2 uses of packet delivered Fear 

status effect. No verbal is needed.
Indestructible Alignment 1 T P C Target item becomes indestructible to normal 

means.
Proscription Glyph 1 1 V D C Force barrier inhibits entry to specific CR or 

types of creatures. Please see description for 
details.

Proscription Glyph 2 2 V N P C Force barrier inhibits entry to specific CR or 
types of creatures. Please see description for 
details.

Blighted Grove 2 V M C C Places a protective barrier within a building pro-
tecting the people within for one event. Anyone 
not invested gains the Slow 2 Poison status effect. 
Strange mushrooms mark the entrances.

Elemental Aura 2 I A G C Target weapon adds the appropriate element to 
it’s tagline
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Lesser Alchemical Ritual Recipes
Skill Lvl E1 E2 E3 E4 Slot Description

Essence of Harm 2 N N N C Target weapon adds one to it’s base damage as 
long as the bearer is below half their base hit 
points or until the end of the current event.

Augury 3 V J L P Allows a ritualists with a deific connection to 
reach out and seek a yes/no answer to three ques-
tions. No answer is a possibility.

Phase Locker 2 T P A C Target chest enters out of phase state. A single 
command word enters and exits state. Chest must 
be accompanied by an abjuration lock and effect 
listed on bottom of chest.

Scrying Mirror 2 L O O P View remote location. View moves from 50’ 
to 500’ above Z axis and transverses X and Y 
axises at walking pace. Ritual ends once viewing 
sessions stops.

Breath of the Siren 2 A G V P Target may breathe underwater until they take a 
breath of air. Additional targets are added for a 
T1 aura component each.

Commune with Stone 2 V T O P Summons a spirit of stone to answer 3 questions 
known to the stone or immediate area.

Charismatic Intervention 3 J V P C Target cannot be killing blowed. Anyone attempt-
ing to do so leaves convinced that they performed 
the killing blow. Ritual ends when activated once.

Proscription Glyph 3 3 P D N C Force barrier inhibits entry to specific CR or 
types of creatures. Please see description for 
details.

Essence of Pain 3 D D D C Target weapon adds two to it’s base damage as 
long as the bearer is wounded or until the end of 
the current event.

Hand of the Undying 3 V N D C Transforms the arm of Ritualist into dead limb. 
Grants +2 damage and to a feat of strength. Also 
grants proficiency in natural weapons with dam-
age of 1 with monstrous appearance. 

Irja’s Sheen 3 P E V C The ritualist gains a protection aura granting and 
additional ten base hit points and ten natural 
armor points until the end of the event. The hit 
points can be healed and the armor points reset at 
the end of each combat. Does not stack with oth-
er hit point buffs or other forms of worn armor 
but return when the other bonuses end

Regeneration 3 V P I C Resting for 5 minutes heals the ritualists to full hit 
points. Ritual ends if ritualist takes fire damage.

Soul of Ice 3 V G A P Target gains ability to feign death at will as long 
as they have one unused 1st level action slot. Ad-
ditionally, target may add +2 Ice damage to any 
elemental aura currently active. 

Spirit Advisor 3 L M O P Summons the spirit of a person of knowledge 
to answer three questions known to the spirit. 
Failure to summon is possible.
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Lesser Alchemical Ritual Recipes
Skill Lvl E1 E2 E3 E4 Slot Description

Persuasive Aura 3 O L V P Modifies Ritualist reputation with any faction by 
5 temporarily. Does not stack. Ritual ends once 
used.

Fire Blooded 4 V I D I P Target sacrifices 5 hit points to remove one poi-
son effect. Additional effects removable with 5 hit 
point sacrifice. 

Resolute Spirit 4 V P S E P Target resists spirit loss of resurrection. Next res-
urrection is not entered on the character record.

Rusting Touch 4 V F A T C This ritual gives the Ritualist the ability to add 
Shatter <item> to their tagline with a natural 
weapon.

Essence of Death 4 M M M M P Target weapon adds three to it’s base damage 
until bearer fails to killing blow an opponent they 
have dropped to 0 or lower hit points or until the 
end of the current event.

Proscription Glyph 4 4 P D N M C Force barrier inhibits entry to specific CR or 
types of creatures. Please see description for 
details.

Bargain with the Lady 5 M J O D C The next resurrection suffered by target is entered 
twice on their character record. Additional cost: 5 
reputation with a deity associated with the death 
domain. Additional component: physical peice of 
target (i.e. lock of hair, nail clippings, etc)

Proscription Glyph 5 5 P V N M C Force barrier inhibits entry to specific CR or 
types of creatures. Please see description for 
details.

Radiance 5 V L M O C Ritualists and anyone touching them calls “Resist” 
to all damage dealt by Lesser Undead creatures. 
Ritualist must keep arms crossed across chest as 
if under the effects of Sancturary. Effect ends for 
each individual if they lose touch with Ritualist or 
Ritualist lowers their arms.

Refine Essence
Essence Realignment 1 1 T C The level of this formula is equal to the highest 

tier of essence to be realigned. Sacrifice two of the 
same 1st level essences for one of the same 2nd 
level essence or sacrifice one of the same 2nd level 
essences for two of the same 1st level essences.

Essence Realignment 2 2 T J C The level of this formula is equal to the highest 
tier of essence to be realigned. Sacrifice three of 
the same 2nd level essences for one of the same 
3rd level essences or sacrifice one of the same 
3rd level essences for three of the same 2nd level 
essences.
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Lesser Alchemical Ritual Recipes
Skill Lvl E1 E2 E3 E4 Slot Description

Essence Realignment 3 3 T J L C The level of this formula is equal to the highest 
tier of essence to be realigned. Sacrifice four of 
the same 3rd level essences for one of the same 
4th level essences or sacrifice one of the same 
4th level essences for four of the same 3rd level 
essences.

Essence Realignment 4 4 T J L V C The level of this formula is equal to the highest 
tier of essence to be realigned. Sacrifice five of the 
same 4th level essences for one of the same 5th 
level essences or sacrifice one of the same 5th lev-
el essences for five of the same 4th level essences.

Lesser Alchemical Ritual Descriptions
A Note on Lesser Alchemy  Rituals. Unless specified you 
may only have one of a specific Ritual active on you at a 
time. If it is able to be stacked it will be in the description. 

Time to cast a Lesser Alchemical Ritual is a minimum of 
2 (1) Minutes per Tier of the Ritual. There could be ways 
to make this more efficient found within the scope of the 
in game world.  There may also be things that lengthen 
the time of Rituals.

Augury
Level 3 Ritual (Enchantment)
V J L
Duration: 1 Hour
Target: Self
This Greater Ritual allows a Ritualist with a Deific con-
nection to reach out and seek a Yes/No answer to Three 
(3) questions. No answer is a possibility.

Bargain with the Lady
Level 5 Ritual (Necromancy)
M J O D
Duration: 1 Event
Target: One (1) Person
The next resurrection suffered by target is entered twice 
on their character record. Additional Cost: Death Key-
word

Additional component: physical piece of target (i.e. lock 
of hair, nail clippings, etc) 

Blood Brothers
Level 1 Ritual (Necromancy)
V M
Duration: 1 Event
Target: One (1) Person (See description)
Perform minor abilities between two individuals that are 
targeted with this Ritual.

•	  Sacrifice 1 Hit Point to stabilize the other.
•	  Become stunned for a 10-count to Awaken the other.
•	  Transfer a “non-caster only” buff on a 10-count
•	 This ritual may be expanded to others for an addi-

tional T2 Vitae for each additional participant

Blighted Grove
Level 2 Ritual (Necromancy)
V M C
Duration: 1 Event
Target: One (1) Person
This Greater Ritual puts a protective barrier with in a 
building protecting the people with in. Anyone not in-
vested to this building is under the effect of Slow 2 Poi-
son Effect (See Effects). Strange Mushrooms mark the 
entrances of where the effect is in affect. 

Breath of the Siren
Level 2 Ritual (Alteration)
A G V
Duration: 1 Event
Target: One(1) Person
This Ritual allows the Target to breath underwater for the 
time that they stay submerged. The Ritual ends once you 
take a breath of air. An additional person may be added 
for an additional One (1) Aura per person.

Commune With Stone
Level 2 Ritual (Elementalism)
V T O
Duration: 1 Event
Target: One(1) Stone
This ritual allows for the Ritualist to communicate with a 
Stone or Earthen structure or area. You may ask 3 ques-
tions. It can only answer questions about its immediate 
area. Stone is aways very slow and deliberate in its an-
swers. 
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Hand of the Undying
Level 3 Ritual (Necromancy)
V N D 
Duration: 1 Event
Target: One (1) Person
Transforms the arm of target into a dead limb. Grants +2 
to a feat of strength. Also grants proficiency in Natural 
Weapons and may call Base 1 Damage and block with it, 
as with Monstrous Appearance.

Spirit Advisor
Level 3 Ritual (Necromancy)
L M O 
Duration: 1 Event
Target: One (1) Target
This arcane Alchemical Ritual summons forth the spirit 
of a person of knowledge. The exact extent of he knowl-
edge could be dependent on the areas of focus and skills 
they had in life. 

For example a Spirit of a Knight from an ancient order 
might be able to give you insight on Knightly Orders, 
Tactics, or Horsemanship. Most often the reliquary is a 
skull of the specific or similar target of the specific infor-
mation the Ritualist would seek.

Soul of Ice
Level 3 Ritual (Elementalism)
V G A
Duration: 1 Event
Target: One(1) Person
The target of this Alchemical Ritual can Feign Death at 
Will as long as they have one unused 1st level Slot. If the 
Target person has a Elemental Aura attuned to Ice they 
may and an additional 2 Damage to the weapon swings.

Fire Blooded
Level 4 Ritual (Elementalism)
V I D I 
Duration: 1 Event
Target: One(1) Person
This ritual infused the blood of the target with the es-
sence of Ignis. It allows the target to literally burn away 
any Poisons and similar agents that have entered their 
system. The Target may lose 5 Hit Points to remove one 
(1) Poison effect. May remove an additional effect for 
each additional 5 Hit Points lost.

Earthen Bulwark
Level 1 Ritual (Elementalism)
V T 
Duration: 1 Event
Target: One (1) Item
This Ritual grants a +20 Armor bonus to the armor total. 
This bonus is only in effect while touching the ground 
while fighting. (This typically means out doors, Modules 
may dictate other environments also.)

Elemental Aura
Level 2 Ritual (Biomancy)
I A G 
Duration: 1 Event
Target: One (1) Weapon
Target weapon adds the appropriate element  chosen 
from Fire, Ice, Lightening, and Stone to it’s tagline. This 
Ritual may be the base for other Rituals dealing with the 
elements

Irjas Sheen
Level 3 Ritual (Biomancy)
P E V
Duration: 1 Event
Target: One(1) Person
The Ritualist gains a protection aura granting and ad-
ditional ten (10) base Hit Points and ten (10) Natural 
Armor Points until the end of the event. The hit points 
can be healed and the armor points reset at the end of 
each combat. Does not stack with other hit point buffs 
or other forms of worn armor but return when the other 
bonuses end.

Resolute Spirit
Level 4 Ritual (Biomancy)
V P S E
Duration: 1 Event
Target: One(1) Person
This Ritual allows the Target to stave off the spirit dwin-
dling effects of being brought back from the dead.. If you 
are struck down and Resurrected the Life loss does not 
count for the first Death. The Ritual expires immediately 
once returned to Life.

Radiance
Level 5 Ritual (Biomancy)
V L M O
Duration: 1 Event
Target: One(1) Person
You and anyone touching you are protected from any  
damage from a Lesser Undead Creature. This is identi-
cal to the Sanctuary effect, When you invoke this Ritual 
anyone that is touching you at that moment is under the 
effect and will remain so until they lose contact with you 
physically. The Ritualist must keep they arms crossed as 
if under the effect of a Sanctuary

Balance
Level 2 Ritual (Biomancy)
V R
Duration: 1 Event
Target: Self
This Greater Ritual makes you a living conduit. You have 
the power to ‘burn’ your own life force to heal others. 
While this ritual is engaged you may sacrifice 1 Hit Point 
to give some one 5 Hit Points. You may do this in any in-
crement. This Ritual ends if you receive any direct heal-
ing yourself.



152

CRAFTING AND PRODUCTION

Regeneration
Level 3 Ritual (Biomancy)
V P I 
Duration: 1 Event
Target: Self
This Greater Ritualist gives the Ritualist a highly ad-
vanced healing ability. Once the body is at rest for 5 
Minutes they are fully healed. Any strenuous activity 
will prevent the regeneration this includes, but is not 
limited to. the use of Slots or other in-game abilities. It 
the Ritualist is hit by an attack with the Fire tagline it will 
break the Ritual.

Bolster Structure
Level 1 Ritual (Alteration)
T F
Duration: 1 Event
Target: One(1) Structure
This Greater Ritual makes the targeted structure, such
as a Door, and makes it far more substantial. This means 
that for the duration of the Ritual the number of resis-
tance to Strength Effects is doubled.

Zephyr Challenge
Level 1 Ritual (Alteration)
A L
Duration: 1 Event
Target: One(1) Vehicle
This Ritual helps a vehicle to travel quicker and with less 
impediment. Gain an 10% bonus to Speed.

Heavy Metal
Level 1 Ritual (Alteration)
Duration: 1 Event
Target: One(1) Weapon
This Ritual makes a wielded weapon far more danger-
ous. It grants a +2 bonus to the damage call.

Rusting Touch
Level 1 Ritual (Alteration)
V F A T
Duration: 1 Event
Target: One(1) Person
Call “Reflect Shatter <weapon>” upon being hit by a 
metal melee weapon. Effect ends at end of the combat 
once summoned. Ritualist only effect.

Greater Ward
Level 1 Ritual (Abjuration)
V P
Duration: 1 Event
Target: One(1) Structure
This Ritual puts a protective field around a structure
that prevents entry without an Arcane Key that goes
to an Arcane Keystone. The only way to bypass it is
to have the Key. It does not stop one from leaving the
Structure.

Planar Warding
Level 1 Ritual (Abjuration)
Duration: 1 Event
Target: One(1) Person
A Greater Alchemical Ritual that allows for a person to 
survive a time of travel to one of the outer worlds. It does 
not convay you in anyway to these areas. You must still 
have a method of convalescence.

Phase Locker
Level 2 Ritual (Abjuration)
T P A
Duration: 1 Event
Target: One(1) Item (Chest)
This Ritual makes a target Chest able to be sent to
a phased out state. A command word will cause the
Chest to enter and exit that state. Any objects that are
in that chest go out of Phase with the Chest. The chest
while out of phase can only be seen if some one can see 
Phased or Invisible objects.

Proscription Glyph
Level 1-5 Ritual (Abjuration)
Duration: 1 Event
Target: One(1) Structure
This Greater Ritual creates a barrier that bars specific 
types of beings from entering. Each level increases the 
CR and narrows the type of creature proscribed.

Level 1: ≤ CR 3, Kingdom (Outsiders, Elementals, etc) 
Level 2: ≤ CR 6, Phylum (Animal, Plant, Mag. Beast)
Level 3: ≤ CR 9 Genus (Vulpes, Canis, Bacteria)
Level 4: ≤ CR 12 Species (Elf, Human, Dwarf)
Level 5: ≤ CR 15, Individual

Indestructible Alignment
Level 1 Ritual (Abjuration)
T P
Duration: 1 Event
Target: One(1) Item
This Ritual metaphysically alters the make up of a target 
item. It becomes completely indestructible to any means 
be it Alchemical or Mundane.

Scrying Mirror
Level 2 Ritual (Enchantment)
L O O
Duration: 1 Event
Target: One(1) Item
View remote location. View moves from 50’ to 500’ 
above Z axis and transverses X and Y axises at walking 
pace. Ritual ends once viewing sessions stops

Charismatic Intervention
Level 3 Ritual (Enchantment)
V P
Duration: 1 Event
Target: One(1) Person
This Greater Ritual while active on the Target may not
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be killing blowed. The creature preforming the killing 
blow thinks for all intent they have dealt the finishing 
blow and will move on. Unaware that something made 
them reluctant to end the Targets life.

Fearsome Pheromones
Level 1 Ritual (Enchantment)
A D 
Duration: 1 Event
Target: One(1) Person
2 Packets of Magical Fear may be thrown.

Pursuasive Aura
Level 3 Ritual (Enchantment)
O L V
Duration: 1 Event
Target: One(1) Person
Modifies Ritualist’s reputation with any faction by 5 tem-
porarily. Ritual ends once used.

Gorgons Gaze
Level 1 Ritual (Enchantment)
O T
Duration: 1 Event
Target: One(1) Person
3 Packets of Stun by Gaze
Greater Alchemical Ritual Formulas
Sealing the elements of a greater alchemical item and 
extending the rituals involved is the last step of making 
items of power. This is always the last step of the process 
and the array extended cannot be modified or added to. 

Invest/Divest
Level 1 Ritual (Enchantment)
O L
Duration: 1 Event
Target: One(1) Person
There are a number of protective Rituals and Barriers 
found with in the world of Geal, I some cases you must 
be magically tied to such things to enter or reap benefits 
from. This Ritual Invests or removes an individual to a 
greater ward or permanent circle or other similar things.

Essence of Harm
Level 1 Ritual (Necromancy)
N N
Duration: 1 Event
Target: One(1) Person
Target weapon adds one (1) to it’s base damage as long as 
the bearer is below half their base hit points or until the 
end of the current event.

Essence of Pain
Level 3 Ritual (Necromancy)
D D 
Duration: 1 Event

Target: One(1) Person
Target weapon adds two (2) to it’s base damage as long 
as the bearer is wounded or until the end of the current 
event.

Essence of Death
Level 5 Ritual (Necromancy)
M M M M
Duration: 1 Event
Target: One(1) Person
Target weapon adds three to it’s base damage until bearer 
fails to killing blow an opponent they have dropped to 0 
or lower hit points or until the end of the current event.
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Greater Alchemical Ritual Formulas
Sealing the elements of a greater alchemical item and 
extending the rituals involved is the last step of mak-
ing items of power. This is always the last step of the  
process and the array extended cannot be modified or 
added to. 

Greater Alchemical Ritual Recipes
Skill Lvl R E1 E2 E3 E4 Description
Extend Greater Alchemical  
     Ritual 1

1 * L E The only materials needed to extend a greater al-
chemical ritual are the component pieces making up 
the item. Seal a grand array while extending it until 
the end of the current event.

Extend Greater Alchemical  
     Ritual 2

2 * E J O The only materials needed to extend a greater 
alchemical ritual are the component pieces making 
up the item. Seal a grand array while extending it for 
the next event.

Extend Greater Alchemical  
     Ritual 3

3 * O E J The only materials needed to extend a greater 
alchemical ritual are the component pieces making 
up the item. Seal a grand array while extending it for 
the next three events.

Extend Greater Alchemical  
     Ritual 4

4 * L E J O The only materials needed to extend a greater 
alchemical ritual are the component pieces making 
up the item. Seal a grand array while extending it for 
eight events starting at the next event.

Extend Greater Alchemical  
     Ritual 5

5 * O L E J The only materials needed to extend a greater 
alchemical ritual are the component pieces making 
up the item. Seal a grand array while extending it for 
sixteen events starting at the next event.
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Smithing Alchemy
What is Smithing?
The following skills require the smithing skill to various 
levels. Smithing produces non-firearm arms, armor 
and projectiles. Once you purchase the required level of 
smithing, you are able to craft any item for which you 
have a formula.

Additionally, smithing skills don’t need to be learned or 
researched. The CP you spend learning your next level 
of smithing assumes you have practiced sufficiently to 
learn the requisite skills.

Smithing Skills
Skill Lvl CP Pre-requisite Slot Description
Smithing 1 1 5 None C Pre-requisite for 1st level smithing formulas.
Smithing 2 2 5 Smithing 1 C Pre-requisite for 2nd level smithing formulas.
Smithing 3 3 5 Smithing 2 C Pre-requisite for 3rd level smithing formulas.
Smithing 4 4 5 Smithing 3 C Pre-requisite for 4th level smithing formulas.
Smithing 5 5 5 Smithing 4 C Pre-requisite for 5th level smithing formulas.
Combat Smith 1 5 Smithing 1 C Smith is proficient in any weapon he has made
Ringing Blows 1 3 Smithing 1 

Combat Smith
3 Smith may add Daze to their tagline once per 

purchase
Practiced Power 1 12 Smithing 1 

Combat Smith
C +1 to damage with hammers. Stacks

Hammering Blows 2 5 Smithing 2  
Ringing Blows

2 Smith may add Stun to their tagline once per 
purchase.

Rapid Maintenance 2 5 Smithing 2 C May apply a maintenance in 30 seconds instead 
of 60

Turn the Blow 2 5 Smithing 2  
Combat Smith

2 Smith can call “Resist” as defense once in each 
combat when someone attempts to sunder his 
weapon or armor

Shattering Strike 3 10 Smithing 3, Com-
bat Smith

3 Smith may call “Shatter <Item>” with a weapon 
strike. The strike must only hit the Target in pos-
session of the item.

Disarming Strike 3 3 Smithing 3  
Combat Smith

3 Whenever the smith uses the sunder ability on 
a target’s weapon, add disarm to tagline even if 
weapon is not destroyed

Heart of Fire 3 3 Smithing 3 C Smith gains threshold of 1 to fire attacks and 
effects

Heart of Steel 3 5 Smithing 3 C Smith gains a threshold of 1 to non-alchemical 
effects

Hobbling Strike 3 3 Smithing 3  
Combat Smith

3 Whenever the smith uses the sunder ability on a 
target’s armor, the target is pinned as well, even if 
the armor is not destroyed

Tangling Debris 4 3 Smithing 4  
Hobbling Strike

4 Whenever the smith uses the sunder ability on a 
target’s armor, the target is bound as well, even if 
the armor is not destroyed.

Penetrating Blows 5 5 Smithing 5 
Tangling Debris

5 The smith is able to add the Massive tagline to his 
attacks for one combat

Reforge 5 15 Smithing 5 5 Reconstruct an tagged item if all the parts are 
there to its former glory.
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Alchemical Smithing Skill Descriptions
Combat Smith
Smiths put their soul into every weapon that the make 
and become far more familiar with it than anyone that 
would later use it. The smith is proficient in any weapon 
they have made.

Hammering Blows
The minds of mortals are as nothing compared to the 
strength required to force metal to do your bidding. The 
smith may add “Stun” to their tagline once per purchase.

Disarming Strike
A smith sets steel ringing with each blow of his hammer. 
Whenever a smith attempts to “shatter” a weapon, he 
may add “Disarm” to the tagline as well.

Heart of Fire
The smith spends so much time beside the sweltering 
heat of the furnace that it has seeped inside his very es-
sence. The smith gains a Threshold of 1 Fire that stacks 
with itself and all other fire thresholds.

Heart of Steel
The essence of iron has bonded to the smith’s form. The 
smith gains a threshold of 1 to any non-alchemical ef-
fect.

Hobbling Strike
The smith is so familiar with armor that they are able 
to sunder it in such a way as to provide maximum in-
convencience to the wearer. Whenever the smith uses 
the “Shatter Armor” tagline, they may add “Pin” to the 
tagline as well.

Penetrating Blows
The smith has become one with his hammer and may 
add “massive” to his tagline for one combat per pur-
chase.

Practiced Power
The smith knows his hammer the way he knows his own 
hand. This discount Brutal Strike is treated as one from 
the Strength Attribute in all ways including stacking 
with them. 

Rapid Maintenance
May apply a Lesser Alchemical Smithing Maintenance 
item in 30 seconds instead of 60. All other variables re-
main the same.

Reforge
No amount of damage is beyond the master smith’s abili-
ty to repair. As long as they have the shards of the broken 
weapon or armor, it may be repaired without losing its 
properties even if it is completely destroyed. The cost to 
do so is equal to the total of coin and production but 
components are not needed.

Ringing Blows
A lifetime of hammering metal does more than give you 
muscle, it embeds the force of the blows into your being. 
The smith may add “Daze” to their tagline once for each 
purchase.

Shattering Strike
Your well placed blows can target and take advantage 
of weaknesses in things that others might not see. You 
may call Shatter <Target> having an item gain the 
Broken effect,

Tangling Debris

Entangling a fighter’s feet in the remains of his armor is 
child’s play. The smith is able to add the tagline “Bind” 
when using the “Shatter Armor” tagline instead of “Pin.”

Turn the Blow
The smith is aware of every tiny fault in a weapon from 
the minute he picks it up. More importantly, he knows 
exactly how to prevent this fault from being exploited. 
The smith can call “Resist” as defense once per purchase 
when someone attempts to sunder his weapon or armor. 
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Lesser Alchemical Smithing For-
mulas
Lesser Alchemical Smithing produces small bonuses of 
limited duration. Unless specifically stated, each bonus 
lasts until used or three events, whichever comes first. 

Formulas are needed to make each item so each line 
below is one formula. These formulas are learned in ex-
actly the same way as other formulas. You gain two for 
each level of smithing at character creation for free. This 
means that you get two first level, two second level, etc. 
You can exchange lower level for higher level formulas 
but not the reverse. 

You are able to scribe any formula shared by another 
smith for 2 sp/level. If you wish to research the formula 
without a tutor, each costs 2 reputation and 5 sp per 
level and a further 2 sp per level to scribe it. Completely 

new formulas are significantly more expensive.

The table below lists the type of components required 
for each project. Please check pg 108 of this chapter to 
learn the component tier required at each level. Where 
that chart states 4 types of essences, the four types found 
on this page, E1-E4, state which type. Component ab-
breviations can be found on page 110 of this chapter.

Lesser Alchemical Smithing can only be performed on 
an item of comparable level to the improvement, wheth-
er Mundane or Alchemical. This means that a Level 
3 improvement requires an item of Level 3 material 
composition to work.

Lesser Alchemical Smithing Recipes
Skill Lvl E1 E2 E3 E4 Description
Armor Patches
Light Armor Patch 1 F P Repairs 5 AP on light armor on a 3-count
Medium Armor Patch 2 P R F Repairs 10 AP on medium armor on a 3-count
Heavy Armor Patch 3 F R P Repairs 20 AP on heavy armor on a 3-count

Skilled Maintenance
   Sharpening I 2 F H N +1 non-alchemical slashing/piercing damage bonus for 1 

combat. 
   Hardening I 2 H P V Call “Resist” to the next “Shatter Weapon” effect
   Balancing I 2 A F P Adds 20% to base armor points until destroyed. Does not 

stack with other bonuses.
   Weighting I 2 T F D +1 non-alchemical blunt damage bonus for 1 combat. 
   Cobbling I 2 T L P Resist next pin effect
   Tempered I 2 P L T Allows user to call “Resist” on next hit to the shield by an 

arrow/bolt/bullet

Masterwork Maintenance
   Sharpening II 3 F H N +2 non-alchemical slashing/piercing damage bonus for 1 

combat.
   Hardening II 3 H P V Call “Resist” to the next “Shatter Armor” effect
   Balancing II 3 A F P Allows wearing +40% more AP for 3 events
   Weighting II 3 T F D +2 non-alchemical blunt damage bonus for 1 combat.
   Cobbling II 3 T L P Call “Resist” to one “Pin” status effect at a time of your 

choosing.
   Tempered II 3 P L T Allows user to call “Resist” on a hit to the shield by an 

arrow/bolt/bullet at a time of your choosing.
   Transmutation  
        Tempering II

3 L P V Allows user to call “Resist” on the next hit to the shield by 
a packet delivered transmutation
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Lesser Alchemical Smithing Recipes
Skill Lvl E1 E2 E3 E4 Description
Legendary Maintenance
   Sharpening III 4 F H N D +3 non-alchemical slashing/piercing damage bonus for 1 

combat. 
   Hardening III 4 H P V L Call “Resist” to the a “Shatter Weapon” or “Shatter Ar-

mor” effect at a time of your choosing
   Balancing III 4 A F P T Adds 60% to base armor points until destroyed. Does not 

stack with other bonuses.
   Weighting III 4 T F D N +3 non-alchemical blunt damage bonus for 1 combat.
   Cobbling III 4 T L P A Call “Resist” to all pin effects for one combat.
   Tempered III 4 P L T F You may call Resist to Massive Attacks for One Combat
   Transmutation 
        Tempering III

4 L P V O Allows user to call “Resist” on a hit to the shield by a 
packet delivered transmutation at a time of your choosing

General Smithing
Weapon Chains 1 H P Call "Resist" to next “Disarm” status effect to force you to 

drop a weapon.
Repair * Repair level is the same level as the material resource. 

PP and SP are listed on page 108. No essence is needed 
provided the shards of the weapon are present.

Shatter Resist 2 F P P Call "Resist" to next attempt to break target weapon. 
Stacks three times

Distinctive Mark 3 F T O Place a permanent mark on a weapon or armor.

Armor Patch - Light
Level: 1	 Comp: F, P 
Pre-req: Smithing 1
Duration: Use or 3 events
Transmutation Time: 60 seconds 
These patches repair 5 AP on any suit of armor that has 
not been reduced to 0 AP. Once armor reaches 0 AP, it 
must be “Repaired.”

Armor Patch - Medium
Level: 1	 Comp: P, R, F 
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
These patches repair 10 AP on any suit of armor that has 
not been reduced to 0 AP. Once armor reaches 0 AP, it 
must be “Repaired.”

Armor Patch - Heavy
Level: 3	 Comp: F, R, P 
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
These patches repair 20 AP on any suit of armor that has 
not been reduced to 0 AP. Once armor reaches 0 AP,
it must be “Repaired”
Distinctive Mark

Level: 3	 Comp: F, T, O 
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
There are many ways that smiths can mark a weapon in 
a way that cannot be removed. Whether inscribing runes 
on hidden parts or simply designing the weapon with a 
unique appearance, this mark allows the smith to mark a 
weapon or armor in this way.

Legendary Maintenance - Balancing III
Level: 4	 Comp: A, F, P, T
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds small weights and files certain areas to 
bring this suit of armor into complete balance. It is now 
so easy to wear that it gains 60% of its base armor in bo-
nus armor points. These points last until destroyed and 
do not stack with other bonuses that would multiply 
them.

Legendary Maintenance - Cobbling III
Level: 4	 Comp: T, L, P, A
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
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The smith renews the soles of these boots while adding 
the rune toh’ for freedom. The wearer may call “Resist” to 
all “Pin” status effect for one combat.

Legendary Maintenance - Hardening III
Level: 4	 Comp: H, P, V, L
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith heats this weapon to white hot before plung-
ing it in water. This allows the user to call “Resist” to a 
“Shatter Weapon” or “Shatter Weapon” effect at a time of 
their choosing.

Legendary Maintenance - Sharpening III
Level: 4	 Comp: F, H, N 
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith sharpens this slashing or piercing weapon to 
perfection. This provides a +3 non-alchemical bonus to 
base damage for one combat or the next reset, whichever 
comes first. This bonus stacks with other weapon bonus-
es but not itself.

Legendary Maintenance - Transmutation 
Tempered III
Level: 4	 Comp: L, P, V
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith fortifies this shield against alchemy. The bearer 
may now call “Resist” to an alchemcial effect that strikes 
the shield at a time of their choosing.

Legendary Maintenance - Weighting III
Level: 4	 Comp: T, F, D
Pre-req: Smithing 4
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds additional weights to the head of this 
weapon, increasing its momentum. The weapon has a +3 
non-alchemical bonus to base damage. This bonus stacks 
with other weapon bonuses but not itself.

Masterwork Maintenance - Balancing II
Level: 3	 Comp: A, F, P
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds small weights and files certain areas to 
bring this suit of armor into complete balance. It is now 
so easy to wear that it gains 40% of its base armor in bo-
nus armor points. These points last until destroyed and 
do not stack with other bonuses that would multiply 
them.

Masterwork Maintenance - Cobbling II
Level: 3	 Comp: T, L, P
Pre-req: Smithing 3

Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith renews the soles of these boots while adding 
the rune toh’ for freedom. The wearer may call “Resist” to 
a “Pin” status effect at a time of their choosing

Masterwork Maintenance - Hardening II
Level: 23	 Comp: H, P, V
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith heats this weapon to white hot before plung-
ing it in water. This allows the user to call “Resist” to a 
“Shatter Weapon” effect at a time of their choosing.

Masterwork Maintenance - Sharpening II
Level: 3	 Comp: F, H, N 
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith sharpens this slashing or piercing weapon to 
perfection. This provides a +2 non-alchemical bonus to 
base damage for one combat or the next reset, whichever 
comes first. This bonus stacks with other weapon bonus-
es but not itself.

Masterwork Maintenance - Tempered II
Level: 3	 Comp: P, L, T
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith fortifies this shield against attacks that would 
breach it. The bearer may now call “Resist” to a “Massive” 
tagline that strikes the shield at a time of their choosing.

Masterwork Maintenance - Transmutation 
Tempered I
Level: 3	 Comp: L, P, V
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith fortifies this shield against alchemy. The bear-
er may now call “Resist” to the next alchemcial effect that 
strikes the shield.

Masterwork Maintenance - Weighting II
Level: 3	 Comp: T, F, D
Pre-req: Smithing 3
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds additional weights to the head of this 
weapon, increasing its momentum. The weapon has a +2 
non-alchemical bonus to base damage. This bonus stacks 
with other weapon bonuses but not itself.

Repair
Level: *	 Comp: None
Pre-req: Smithing *
Duration: Permanent
Transmutation Time: 5 mins/level of item 
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A skilled smith can even repair items that have been 
completely destroyed, provided they can get the shards 
of the weapon or armor to work with. The level of 
smithing required is equal to the level of the item to be 
repaired. The cost is the original cost of the base item 
but no components need to be used. Note that this 
begins the repair process. The next step is to have the 
grand array and alchemical circles rescribed and the  
ritual resealed and extended. This will restore the  
item to its original state, including its expiration date.

Shatter Resist
Level: 2	 Comp: F, P, P
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
Some customers are clumsy and others are downright 
negligent. The smith adds additional fortification to the 
weapon or armor of these customers so that they can call 
“Resist” to the next “Shatter” effect. This ability stacks 
three times on a weapon or suit of armor.

Skilled Maintenance - Balancing I
Level: 2	 Comp: A, F, P
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds small weights and files certain areas to 
bring this suit of armor into complete balance. It is now 
so easy to wear that it gains 20% of its base armor in 
bonus armor points. These points last until destroyed 
and do not stack with other bonuses that would multiply 
them.

Skilled Maintenance - Cobbling I
Level: 2	 Comp: T, L, P
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith renews the soles of these boots while adding 
the rune toh’ for freedom. The wearer may call “Resist” 
to the next “Pin” status effect.

Skilled Maintenance - Hardening I
Level: 2	 Comp: H, P, V
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith heats this weapon to white hot before plung-
ing it in water. This allows the user to call “Resist” to the 
next “Shatter Weapon” effect.

Skilled Maintenance - Sharpening I
Level: 2	 Comp: F, H, N 
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith sharpens this slashing or piercing weapon to 
perfection. This provides a +1 non-alchemical bonus to 
base damage for one combat or the next reset, which-
ever comes first. This bonus stacks with other weapon 
bonuses but not itself.

Skilled Maintenance - Tempered I
Level: 2	 Comp: P, L, T
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith fortifies this shield against attacks that would 
breach it. The bearer may now call “Resist” to the next 
“Massive” tagline that strikes the shield.

Skilled Maintenance - Weighting I
Level: 2	 Comp: T, F, D
Pre-req: Smithing 2
Duration: Use or 3 events
Transmutation Time: 60 seconds 
The smith adds additional weights to the head of this 
weapon, increasing its momentum. The weapon has a 
+1 non-alchemical bonus to base damage. This bonus 
stacks with other weapon bonuses but not itself.

Weapon Chains
Level: 1	 Comp: H, P
Pre-req: Smithing 1
Duration: Use or 3 events
Transmutation Time: 60 seconds 
No smith will tolerate their incomponent customers to 
drop their weapon if they can help it. These chains allow 
you to call “Resist” to the next “Disarm Weapon” attack.
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Greater Alchemical Smithing Formulas
Greater Alchemical Smithing produces items of 
long-lasting use. Weapons or Armor can be made either 
mundanely, with natural ores, or alchemically with 
transmuted materials. These materials are able to hold 
grand arrays and can therefore gain abilities through 
alchemical circles.

When crafting arms and armor, the level is equal to that 
of the material used in its crafting. This level, as well as 
the production points, silver coins and essence tiers are 
all listed on page 108. 

Mundane items produced by Greater Alchecmical 
Smithing do not have durations. Even alchemically 
transmuted items have no duration until a grand array 
is scribed into it. At that point, the arrays slowly whittle 
away at the longevity of the original crafting and such 
weapons are lost completely if their extend ritual is 
allowed to expire.

Formulas are needed to make each item so each line 
below is one formula. These formulas are learned in ex-
actly the same way as other formulas. You gain two for 
each level of smithing at character creation for free. This 
means that you get two first level, two second level, etc. 
You can exchange lower level for higher level formulas 
but not the reverse. 

You are able to scribe any formula shared by another 
smith for 2 sp/level. If you wish to research the formula 
without a tutor, each costs 2 reputation and 5 sp per 
level and a further 2 sp per level to scribe it. Completely 
new formulas are significantly more expensive.

The table below lists the type of components required 
for each project. Please check pg 108 of this chapter to 
learn the component tier required at each level. Where 
that chart states 4 types of essences, the four types found 
on this page, E1-E4, state which type. Component ab-
breviations can be found on page 110 of this chapter.

Greater Alchemical Smithing Recipes
Skill Lvl Resource E1 E2 E3 E4 Description
Slashing Weapons * M F H T D Craft weapons with Slashing tagline
Blunt Weapons * W T H D M Craft weapons with Blunt tagline
Piercing Weapons * W F M D H Craft weapons with Pierce tagline

Double Weapon * W T H H D Craft weapons with two damage surfaces
Long Weapon * M T H F D Craft weapons up to 44" in length
Short Weapon * M F T H D Craft weapons up to 36" in length
Small Weapon * M F T H H Craft weapons up to 24" in length
Two Handed Weapon * M F H D M Craft weapons up to 60" in length
Buckler * W T P H O Craft a shield up to 254 sq. inches with no 

dimension longer than 18”
Shield * W T T P H Craft a shield up to 531 sq. inches with no 

dimension longer than 36”
Crossbow * W T A G P Craft Crossbows
Bow * W T A P O Craft Bows
Ammunition * W T H A O Craft non-gunpowder ammunition
Thrown Weapons * M F H N O Knives, darts, stars and javelins
Polearms * W T T F D Craft weapons up to 72" in length with up to 

10" striking surface
Light Armor * C T P A R May craft armor suits of 10 or less armor 

points.
Medium Armor * L T B P T May craft armor suits 20 or less armor points.
Heavy Armor * M F D P O May craft armor suits of any armor points.

Resource: M - Metal, W - Wood, C - Cloth, L - Leather
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What is an Effect?
An effect is anything that you might learn as a skill, or 
something that might be used against you in a combat 
encounter. Outside of concepts like sportsmanship and 
how to safely engage in combat encounters, effects are 
in reality, “the rules of the game,” and understanding 
them will provide you with the instructions that you 
need to properly play. A complete list of these can be 
found in Appendix I of this book.

Definitions
Taglines
Broadly speaking, Taglines are “effects” which instruct 
you or a monster how to interpret damage. Taglines 
provide you with special instructions that refer to how 
you are to interact with a numerical value of damage. 
For example, the ‘Body’ tagline, instructs that it ignores 
any armor points that you may have, so damage of this 
type is applied directly to your hit points.

Effects
As stated above, effects are the things that are going 
to happen in combat that are not damage. There are 
many different effects, and they may be the result of a 
transmutation, or a particular weapon technique, but 
no matter what, the effects list will provide you with the 
instructions that you will need.

Riders
Riders are similar to taglines, but can be applied either 
to damage, or to effects. There are not many of these, 
but they are powerful, and generally their use will give a 
player a great advantage.

Defenses
Defenses are any “effect,” that describes a response 
after you are hit with something else. Using a defense 
properly informs the initiator of an action that you have 
not taken their action or have changed their effect into 
something else.

Effects List
Taglines Description
Acid Indicates that the damage is acidic in nature
Bludgeoning Indicates the use of a bludgeoning weapon such as a mace or club
Body Body Damage bypasses AP and goes directly to the target’s hit points

Drain Damage bypasses armor and heals the initiator for the amount of damage dealt. In the  event 
that the damage is mitigated by a defensive effect, the initiator is still healed

 <Elemental> Elemental damage carries any of the taglines, Fire, Earth, Air (Lightning), Ice. Some crea-
tures may take more damage of the specified type(s)

Piercing Indicates the use of a piercing weapon such as an arrow or a rapier

Planar This damage, carries any of the taglines, Chaos, Law, Light (Life), Shadow(Death), Etc. 
Some creatures may take more damage of the specified type(s)

Silver Indicates that the damage comes from a source made from a special material (silver.)  Some 
creatures may take more damage from silver weapons

Slashing Indicates the use of a slashing weapon such as a sword or axe

Riders Description
Fatal This attack if it is not negated puts a character in to the 5 minute death count.
Massive Damage or effect originates from an extremely forceful source and physically blocking the 

attack does not negate the incoming effect. Any hit to the player or his gear counts as a hit. 
Subjects dropped to 0 or below by this damage count as having been killing blowed.

Penetrate This attack ignores all defenses of magical and mundane means,

Appendix 1: States and Effects
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Effects List
Effects Description

Agony Target must stand in place and scream for remainder of combat or until caster leaves the 
area. May not perform transmutations or use skills but may use items.

Animate Dead Target in the dead state is rendered into the ‘Living’ state and may act under their own con-
trol. After 1 minute, the target immediately goes back to the dead state, and re-starts their 
dissipation count

Attraction The target must immediately take 5 steps towards the originator of the effect. If the caster 
continues to concentrate, the target must continue to move towards the originator in the 
most direct way possible

Banish  Target extra-planar being is immediately sent to their plane of origin. Note: If players are 
not on their home plane, this may be used to send them back to their home plane as well.

Berzerk Target attacks the individual directly in front of them for duration of combat or until the 
target or their target are reduced to 0 hit points. If no one is directly in front of them, target 
attacks nearest individual. Target may restrict themselves to continuous skills if they have 
them.

Bind The target has their upper body wrapped in some confining tendrils, whether made of invis-
ible force, vines, or some similar thing. The target must hold both of their arms to their sides 
for the duration of the effect.

Bleed Target being in the unconscious state immediately begins their bleed count 
Cancel  
     <specified>

Removes the specified effect from the target.

Command The target must immediately, and for the duration of the effect, carry out a 3-word com-
mand that is issued from the originator. This transmutation cannot force a creature to harm 
themselves, but it can be used to force them to do things that they normally would not (such 
as, “attack your allies.” Note: This effect does allow for a measure of creative resistance. For 
example, if you are told to “Dance in circles,” nothing says that you cannot engage normally 
in combat, as long as you continue to carry out the command.

Confusion The target must walk around in a circle for the duration of the effect. Combat may not be 
initiated during this time, but the target may defend themselves by using skills or physical 
means.

Curse  Target takes double damage from all sources.
Daze <X> Target loses any skill or transmutation they are currently casting and are knocked out of 

combat.
Destroy  
     <Specified>

The <Specified> item is rendered into the ‘Broken’ state

Disable  
      <Specified> 

Disable <Specified>..Target <Specified limb> is disabled and cannot be used by the target. In 
the case of an arm, they cannot use that limb to engage in any combat or activity dropping 
anything hand held. The target may only walk in a heel-to-toe manner for the duration of 
the effect if one leg is disabled. A target who has had all of their limbs disabled may not 
move under their own power.

Disease The target may only walk for the duration of the effect. At the end of the duration, if the 
effect is not canceled, the subject of the disease falls to the bleeding state. 

Disintegrate The target is immediately rendered into the ‘Spirit’ state.
Doom The target must take all damage and effects as though they carried the ‘Bane’ rider
Enraged Target gains “Berzerked” status effect but does not stop with one individual. Target must use 

slotted skills up to 2nd level and then falls back on continuous skills if they have them.
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Effects List
Enthrall The target may take no actions of any kind except to utilize defensive skills, and to fend off a 

killing blow, for as long as the originator maintains concentration Exhaustion The target may 
not use slots for the duration of the effect

Envenom The target may only walk and cannot run. Combat may not be initiated, but the target may 
still use physical ability and skills to defend themselves. At the end of the duration, the target 
enters the ‘Dead’ state

Exhaustion The target may not use slots for the duration of the effect

Fear The target may not attack the originator of the effect
<Value> Healing The target has the specified amount of hit points restored. A value of <Full> may be used on 

some high-level versions of this effect
Health Transfer 
<Value>

Health Transfer <X> The target has the specified number of hit points restored, while the 
originator loses the same number. If the effect misses, or for some reason, the effect is miti-
gated, the hit points are still lost by the originator of the effect

Illuminate Target cannot enter a state of ‘Invisibility’ or ‘Greater Invisibility’ until the duration ends
Imbue Grants a target with the specified ability once with a duration of the encounter. This effect 

has two primary functions. The first use is to imbue a <tagline> which allows that tagline to 
be used for the duration of the encounter. The second use is by naming a skill, or effect. The 
target(s) of the imbue effect may use the specified skill or effect once, and then the imbue 
ends.

Imprison The target is completely immobilized by a confining force. The target is immune to all effects 
except the Cancel <Imprison> effect. While the target cannot move of their own volition, 
they can be dragged by another.

Light The target may make use of a glow-stick, or other approved light source
Paralyze The target’s body and all of their limbs are frozen in place, whether by extreme fear, petrifica-

tion, or nerve damage. The target cannot move at all but can be dragged. The target is subject 
to a killing blow

Phase Lock The target may not enter the ‘Phased’ state by any means for the duration of the effect
Pin The target’s feet are rooted in place by a confining force
Quick Kill A Killing Blow with no count.
Raise Dead 
<Value>
Repair Armor  
     <value>

The target has the specified <Value> of AP restored. This cannot increase the target’s AP 
above their maximum, and any excess are simply wasted.

Repel The target must immediately take 5 steps directly away from the originator of the effect in 
the safest way possible. If the originator maintains concentration (by holding their arm out 
towards the target) the target cannot move any closer to the originator for the duration of 
the effect. 

Revive A target in the ‘Dead’ state is returned to the ‘Living’ state with 1 hit point 
Sleep The target is immediately rendered into the ‘Unconscious’ state but loses no hit points. The 

sleeping creature is subject to a killing blow. Note: this effect is not canceled by taking dam-
age, nor shaking the target awake

Slow <value> The ‘Slow’ effect is always followed by a value. The target must execute the specified count 
between initiations of actions e.g., swinging a weapon, throwing a packet, etc.

Stabilize Target in the ‘Bleeding’ state is immediately rendered into the ‘Unconscious’ state
Stun The Target is unable to perform any actions for the duration of the Stun Effect, They are 

aware of their surroundings. Any attack on the Target removes the Stun Status
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Effects List
Taunt <Value> The target must attack the originator with the next five attacks. If the target only has melee 

delivery methods, this means that the target must close with and attempt to carry out the 
taunt for the duration of the effect. 
Note: Use of this skill counts as an attack in-game and so may not be used to force someone 
to attack you such that you may claim self-defense

Transfer  
       <Specified>

The target receives the Cancel <Specified> effect, and the originator suffers the <Specified> 
effect

Transform  
       <Varies>

The originator of the effect transforms into an approved creature, and dons any appropriate 
costuming

Weakness The target is prevented from generating any damage effects with weapons other than base 
damage. Other effects can still be generated as normal.

Web The targets arms and legs are wrapped in a confining force, they must hold their arms at 
their sides, and their feet are stuck to the ground

Defenses
Dodge The last attack from a ranged weapon or packet is negated (front only.) In the event of being 

hit with multiple ranged effects, the defender should specify which effect is being dodged. 
“Dodge, -or- Dodge, Sleep” Feedback <Specified> Indicates that the target of a melee attack 
has an effect which has been triggered when you resolve your attack on them, you become 
the target of the specified response. Note: Feedback represents that the attacker takes some 
damage or effect in response to a triggering attack but does not negate the triggering attack 
in any way.

Intercept Transfers a single attack on an ally within reach of your weapon to you. To use, the one 
intercepting would strike their ally with the weapon, then announce “Intercept!” If defenses 
are used on the incoming effect, the originator of the Intercept should announce, “Intercept, 
<Defense>

Massive Block As ‘Shield Block,’ but any damage or effect with the <Massive> rider can be physically 
blocked with your shield. Announcing this defense negates the attack.

“No-Effect”  
        <Specified>

Indicates that the target of the effect in question is completely immune to the effect. Should 
be announced as “No Effect, Sleep.” Any slots spent on effects that receive a response of “No 
Effect” are refunded at the end of the encounter

Parry Negates a single melee attack (front only). Defender should announce, “Parry!” In the event 
that the defender is hit with multiple effects at once, the defender should specify which effect 
is being defended against, for example, “Parry, Sleep”

Phase This defense works as Dodge and/or Parry.
Reduce <Value> Reduce an incoming damage effect to 1. This damage may then be negated via threshold. 

Defender would announce, “Reduced!”
Reflect <Speci-
fied>

Usually, <Melee>, or <Magic>, but in rare cases, this could be a specified effect. The defender 
may announce “Reflect” which negates the attack and returns the effect to its originator. In 
the event that multiple effects are landing at the same time, the defender should announce 
which effect is being reflected. The originator of the effect may use defenses of the appropri-
ate type to negate the reflected attack, but they cannot reflect the attack that they originated.

Resist  
        <Specified>

Resist usually represents an inborn defense against a specific effect. In rare cases, this could 
also refer to a delivery method, such as Resist <Melee>, or Resist <Magic>. The defender 
should announce, “Resist!” in a loud and clear voice. In the event that multiple effects have 
landed, the defender should announce which effect is being resisted, for example, “Resist, 
Sleep!” 
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Effects List
Shield Block Shield block is a defense that may be used to negate an attack with a delivery method that 

normally would affect the defender upon hitting the shield (Such as a packet). The defender  
would block the incoming effect on their shield, and announce, “Shield Block!” in a loud and 
clear voice. In the event that multiple effects are simultaneously blocked, the defender should 
specify which effect is being negated. This defense cannot be used to negate against an attack 
with the “Massive” rider.

“Taken-as” The incoming effect is instead “taken as” a different effect. For example, an exceptionally 
large monster might take a death or disintegrate effect as damage instead of dying. In this 
case the defender would announce, “Taken as damage”

Threshold Reduces incoming base damage to zero. (Silent 1 Damage) Threshold cannot be used to 
negate damage that bypasses armor.

Triggered 

<effect>

States
Bleeding You are Dead, begin your dissipation count. Your dissipation count is a 120-Count (2 min-

utes). At the completion of your dissipation count, you transition to the ‘Spirit’ state.
Charm You view the originator as a close friend, You will not do anything to harm yourself or an-

other that you would consider a close friend. Effect ends if attacked by the originator of the 
Effect.

Dead You are Dead, begin your dissipation count. Your dissipation count is a 120-Count (2 min-
utes). At the completion of your dissipation count, you transition to the ‘Spirit’ state.

Disease
Feign Death The originator falls unconscious, becomes unaware of their surroundings, and is in an appar-

ent state of death. Anyone who checks your status will get a response of ‘Dead.’ You are not 
affected by damage or effects, except for ‘Cancel <Feign Death>’ and ‘Disintegrate’ While in

Invisibility This state you may respond with ‘No Effect’ to any killing blows. Phased, Greater
Invisible, 
Greater

You cannot be seen by normal means. As such, you can also not be affected by normal 
means. This is a game state which requires a hand signal to use. Unlike other states, Invisibil-
ity can be named by the Cancel effect.

Phased This state acts much in the same way as Invisibility. This can not be Targeted by a Cancel 
Effect.

Spirit You have entered the realm of the dead. In most cases you cannot be affected by anything on 
the normal plane, but in some rare cases, there could be effects which can affect you. Uncon-
scious You are unconscious and unaware of your surroundings. While in this state, you are 
subject to a killing blow

Wither “Target” This causes a limb that can then not be used, If not Limb is named then the target of the 
effect may choose which limb is affected
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There are numerous ways to make boffer weapons and 
both instructions and videos are easy to find on the 
internet. While this is a good guide for making your 
first boffer weapon, it is not the only kind you can make 
and you will want to check with your local chapter for 
what is, and is not, allowed in combat.

This generic boffer weapon, is a very simple, cheap, and 
common design. It is the easiest boffer weapon to make, 
and is safe and effective. Our example is a maximum 
length short sword with a 29” blade. If you’re new 
to making boffer weapons, this is the first boffer you 
should try to make.

Materials

3/4” PVC Pipe  
5/8” Pipe Foam  
Duct Tape  
Hack Saw  
Tape Measure  
Permanent Marker 

Material Descriptions

PVC Pipe: PVC pipe is a plastic pipe that is used in 
plumbing. It’s light weight and easy to work with and 
provides the “core” of our boffer weapon. You can buy it 
at any large hardware store. A 10 foot pipe costs about 
$2.00. 

One-handed weapons may use ½” PVC or CPVC but 
two-handed weapons and polearms need ¾” PVC. Oth-
er materials may be used for weapon cores such as kite 
spar, fiberglass or carbon-fiber rod. Your core must be 
flexible enough to bend slightly when striking but not 
so soft that it whips or folds when bent from the ends. 
Metal cores may not be used under any circumstances, 
regardless of their thickness or flexibility.

5/8” Wall Pipe Insulation: Pipe foam is made by a 
number of companies, most notably Frost King and 
can be purchased at hardware stores such as Ace or on 
the internet for $8 for a pack of 4 sticks. A minimum of 
5/8” wall thickness is required for most boffer weap-
ons. Pool noodles can be used but make both thicker 
and less durable weapons. Their advantage is that their 
thicker wall can be easily carved into a variety of shapes 
and ornaments.

2” Depth Open Cell Foam: Open cell foam is sold at 
most fabric stores for furniture cushions. It came be 
expensive as it is sold in yards but will give you enough 
for several weapons.

Duct Tape: Easily found at any hardware store, it’s a 

strong, fibrous multi-purpose tape. It comes in many 
colors including red, blue, green, brown, beige, black, 
white and yellow. It’s used to secure the padding and 
prevent damage. Look to spend up to $5.00 a roll for 
good tape. Much of a weapon’s weight is in the tape so 
avoid tapes with large thicknesses. Coated tapes, such 
as flashing tape, are not allowed under any circum-
stances.

Hack Saw: Small hand saws capable of cutting anything 
from wood to metal, these can be found at virtually 
any hardware store. They make an ideal cutting tool for 
both the PVC pipe foam. A cheap hack saw will cost 
you about $5.00. You don’t need an expensive one.

Tape Measure - You’ll only need a small tape mea-
sure, 10 feet is plenty and you can even use a yard/
meter stick. Both can be found any store with a home 
improvement section. A small tape measure costs $2.00 
or $1 for a yard stick.

Permanent Marker: Needed for marking measurements 
for cutting, get one with a broad tip. Make sure the 
marker will work well on plastic because if it easily 
wipes off, it’s no good to you.

How to Build the Boffer Weapon

Below is a non-scale diagram showing the dimensions 
for a maximum length short sword. 

Step 1

Using the measuring tape and the permanent marker, 
measure and cut 31” of PVC pipe and two pieces of 
insulation, one 25”, the other 3”.

Step 2

Put a small square of tape over both ends of the PVC to 
prevent it cutting your pipe.

Step 3

Slide the insulation onto the pipe leaving 1” on the end. 
Repeat the process with the 3” piece for the handle but 
only leave 2” on the end.

Note: Sometimes the padding is very tight on the PVC. 
You can work the padding onto the PVC pipe by twist-
ing the padding slowly over the PVC pipe. Be careful 
not to let the pipe cut the inside of the padding or let 
the padding wall thin in spots.

Appendix 2: Weapon Construction
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Step 4

Cut a 2” square 2” deep from your open cell foam. Place 
it on the end of the weapon and trim the corners to 
shape.

Step 5

With the padding structure in place, we now need to 
put a layer of tape over the padding to secure and pro-
tect it. Taping the blade is a little confusing at first, but 
after a few tries it becomes very easy.

Tape lightly length wise up the blade to prevent com-
pacting the foam, which can happen if you wrap the 
tape around the blade. It is important that you lay the 
tape smoothly to avoid weakening the tape through 
stretching or compacting the insulation.

Pull 3 inches of tape off the roll, but do not cut it yet. 
Start the tape on the handle three inches from the blade, 
and run it up the length of the blade, pulling off more 
tape as you go, until you reach the tip.

Place your thrusting tip on the end and pull off more 
tape (still don’t cut it!) moving it over the tip of the 
blade. It’s important that you don’t compact the padding 
when you tape the tip.

Run the tape down the other side of the blade until 
you’re back to the handle. Leave another 3 inches, and 
attach the tape to the both sides of the handle.

Step 6

Start another length of tape at the handle, so it’s 
over-lapping the first strip of tape by about 1/8 of an 
inch. Start the tape up the blade, over the tip, and back 
down the other side of the blade.

The third strip of tape should cover the blade entirely. 
Secure the tape to the handle.

After the blade is fully covered, you’ll notice the tape at 
the handle will want to come loose. Use a small piece of 
tape and wrap it around the tape on the handle to keep 
the tape tight.

Step 7

Follow the same taping technique to tape the padding 
on the other end of the weapon.
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Step 8

Tape over the handle with duct tape to cover the pipe. 
You can also use sports tape for a better grip.

Boffer weapons are not invincible. The padding will 
wear down with continued use, and will eventually 
break. Remember to have your weapon approved 
regularly and discard it when the foam inside begins to 
crumble.
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Common Sources of Essence
Name Phrase 1 Phrase 2 Phrase 3 Phrase 4

Aura
T1 A gnomish propeller found in a wreckage struck down by 

boulders
during a reconais-
sance.

T2 A broken arrow lodged in an earth 
elemental

by a tracker hunting for resources.

T3 A golden feather fallen from an eagle while hunting for food at mid of day.
T4 Captured essence of 

an elemental
sealed in a container during a hurricane in the fall.

T5 A feather from an 
elysian thrush

obtained by a mer-
chant

from a visitor of the 
planes

during the spring 
equinox.

Bestia
T1 A golden brush dropped by a child sitting on a pony during the festival.
T2 An intricate saddle crafted by a saddler for the lady of the 

estate
for her visits to the 
capital.

T3 A skin of a creature collected by a druid after it was molting for use in medicine.
T4 A cockatrice feather plucked by an adven-

turer
when it failed to petri-
fy its victim

when trapped.

T5 A hair from a black 
unicorn

crafted into a hair 
piece

worn by a galician when attending court.

Caustica
T1 A rusted nail dropped by a farrier after removing it from 

an animal
in the stall.

T2 A bent sword that failed a warrior during a skirmish defending an outpost.
T3 A broken shovel lost by a gravedigger stealing a corpse at mid of night.
T4 A bar sinister cast off by a herald after a quarrel during breakfast.
T5 A baron's bribe refused by a king to pardon a corrupt 

official
engaged in misdeeds.

Dolor
T1 A fishes scale caught by a pirate while fishing during midnight.
T2 A thorned whip used by an animal 

handler
training beasts for the festival.

T3 Tail of an imp that attacked its 
master

during an experiment 
gone wrong

during the winter 
equinox.

T4 A vial of manticore 
venom

collected by an al 
hambra

for trade in the bazaar in the black market.

T5 A captured essence 
from a yochlol

Summoned by a 
fomori

to wreak vengeance 
against fey

at twilight.

Echo
T1 A reflection of a 

nymph
encased in stone by a 
shaman

to use a spell focus during a midnight 
raid.

T2 A whisper captured in 
stone

sculpted by a gnome wrought with silver during a full moon.

T3 A silver mirror gifted to a new mother after a visit from the temple.
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Common Sources of Essence
Name Phrase 1 Phrase 2 Phrase 3 Phrase 4

T4 A conch shell found by a lass collecting sea shells in the bay.
T5 A wind spirit swallowed by an earth 

elemental
as it burrowed through its lair.

Ferrum
T1 Shavings of iron collected by the black-

smith
after creating the 
horse shoes

during the day.

T2 A tuning fork used by a bard to enchant his music during his perfor-
mances.

T3 A steel bar carried by a barbarian as a war trophy against the gnomes.
T4 An arm of a mechanus cut down by a demon to use as a weapon against the righteous.
T5 A perplexing ring crafted by a returned that spins in all direc-

tions
when trouble is near.

Gelu
T1 A snowflake frozen in 

water
collected by a cadi traveling through the 

forest
in winter.

T2 A tip of a glacier in the 
frost lands

removed by a frost elf worn as a pendant while hunting.

T3 A frozen heart removed by a goblin as the victim succumb 
to the chilling touch

from a banshee.

T4 Remnants of an ice 
elemental

collected by a wizard from a well timed 
fireball

in the center of it's 
back.

T5 A gelatinous cube entombed in ice in a battle with a white 
dragon

in the caves.

Hamus
T1 A sprouting seed gathered by a ranger as they wandered early in the morning.
T2 A new fallen nut shaken loose by a 

brigand
as they sat down at twilight.

T3 A leaf turning orange from the Burning Man as they rode by on a black-berry 
Monday.

T4 A sprouting sappling picked by a midwife as she lay sleeping yesterday.
T5 A fallen branch that provided shade 

to a god
as he lay dying at the beginning of 

time.
Ignis

T1 A remnant of a bonfire set up by the abbot to pay homage to the 
ancestors

in the twilight.

T2 A piece of a burnt 
lizard

cooked over a camp 
fire

which was caught by 
a trap

in the swamp.

T3 An effigy of a monster created by a returned to ward off invasions each month.
T4 Ashes of a herectic burned by an orc 

shaman
as tribute to their god 
for luck

in the coming battle.

T5 A bottle containing a 
bit of a fire elemental

summoned by a shad-
ow lord

to wreak havoc on the prime material 
plane.

Jovus
T1 A bottle of air carried by an elemental as it flew by at first dawn.
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Common Sources of Essence
Name Phrase 1 Phrase 2 Phrase 3 Phrase 4

T2 A solid beam of light borne by an aasimarr as it fought just after lunch.
T3 A crescent leaf blessed by a druid as he rested during the new year.
T4 A pure white feather dropped by an angel as it ran during a new moon.
T5 An ounce of gold dug up by a dwarf despite his weariness after a spring rain.

Lux
T1 An unlit candle carried by a scrivener to the desk as he prepares to work.
T2 A gilded candelabra gifted to the healers for the rescue of his 

daughter
from the raiders.

T3 A phosphorescent moss collected by a dark elf as they patrolled in their caverns.
T4 A star shaped prism crafted by a dwarf obsessed with the stars during a new moon.
T5 An essence of a wisp captured by a gnome during a hunt in the catacombs.

Mort
T1 A finger bone severed from an elf as he was starving at mid of night.
T2 A kidney in brine looted from a necro-

mancer
who had lost it just before 3:00.

T3 A salted liver preserved by a butcher who was in love during the witching 
hour.

T4 The hand of a felon severed from an orc who lay dying as they were killed.
T5 The skull of an idiot polished by a sim-

pleton
who couldn't read when moving south.

Noceo
T1 A bloody thorn that crippled a druid inadvertently brushed 

by
during their travels.

T2 A shining blade hailed by a hero to slay a horror in the graveyard.
T3 A dull razor sold by a barber used for torture in the dungeons.
T4 A hangman's noose saved by an execu-

tioner
as a momento of enemies of the past.

T5 A lover's letter given to a rival to instigate a confron-
tation 

at dusk.

Oculis
T1 A putrid eye plucked from a farmer after a scavenger 

attack
at dusk.

T2 A tattered picture treasured by a wife while clearing a trunk after the funeral.
T3 A captured beam of 

light
tinkered by a gnome placed on a hillside during the noonday 

sun.
T4 An engineers spyglass stolen by the fey left in a circle of 

mushrooms
in the spring.

T5 A beholder's eye torn by a witch attacking some trav-
elers

in the deep caverns.

Praes
T1 A worn buckler disposed by a soldier after a years worth of 

battle
in the defense of his 
lord.
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Name Phrase 1 Phrase 2 Phrase 3 Phrase 4

T2 A smithing hammer used by an armor-
smith

in producing the 
armaments

for the town guard.

T3 A ceremonial shield crafted by a dwarf given to the battle-
master

in triumph over ad-
versaries.

T4 An ancestral oyoroi given to the son after the father's 
demise

while successfully pro-
tecting the daimyo.

T5 A millenial old tor-
toise shell

worn by a mystic who befriended it in the final year of its 
life.

Quies
T1 A music box given to a child to help it sleep in the evening.
T2 A scented candle lit in  homes to provide a pleasant 

atmosphere
throughout the day.

T3 A set of chakra stones inscribed with runes 
by a voros

to remind them of 
home

on trips away from the 
plains.

T4 A child's dream stored 
in crystal

treasured by a parent in remembrance of 
them 

when they are away 
from home.

T5 A trapped Quori captured by a dream 
hunter

sold in the black 
market

at mid of night.

Robur
T1 A cup of nectar harvested by the 

peasants
used for a toast at dinner times.

T2 A bowl of mutton served to the lord at a banquet after the hunt.
T3 A rocs egg collected by a bruin to serve as a meal at breakfast.
T4 Wings of a couatl hunted by an alatyr given as a gift during the lover's 

festival.
T5 the song of an elysian 

thrush
contained in a bottle bestowed as an 

offering
in a temple.

Signum
T1 A leaf shaped like a 

rune
plucked by an ogre who was covered in 

blood
during a losing battle.

T2 A stick with a burnt 
in  rune

sharpened by a goblin as they cackled when he was forsaken.

T3 A stone with glowing 
runes

polished by a dwarf as their eyes shown 
greedily

just after breakfast.

T4 A rune marked bone taken from a human as she pointed south during the second 
hour.

T5 A rune-shaped flaw in 
a gem

spurned by a gnome as they started work-
ing

just before sundown.

Tera
T1 Soil from the elven 

forest
taken from an elf to remember where 

home is
when traveling 
abroad.

T2 A chrysanthemum stolen by the halfling growing in the garden during the summer.
T3 A porcelain bowl used by a priest in divining the results 

of the harvest
in the fall.
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APPENDIX 3: COMMON SOURCES OF ESSENCE

Common Sources of Essence
Name Phrase 1 Phrase 2 Phrase 3 Phrase 4

T4 A consecrated stone thrown by a dragon to stop the hunters invading his lair.
T5 The finger of a stone 

golem
taken by a dwarf with a large warham-

mer
guarding the border.

Umbra
T1 A leaf swept under a bridge after a rainstorm resting in shadow
T2 A rats tail caught in a trap at midnight during the fall equi-

nox
T3 A square nail from an ancient shed an old resting place for a rogues band
T4 A black glove sold to a dancer as she swayed while she walked away
T5 A supple boot worn by an assassin to mask its approach to kill a king

Vitae
T1 An acorn knocked down by a 

squirrel
as it was foraging before the winter.

T2 A bottle of water gathered by a maid from the mountain 
spring

during the mid-day.

T3 A goodberry given by a ranger to aid the travelers during the winter.
T4 Seeds from an ambro-

sia fruit
stolen by a devil to trade for souls all hallow's eve.

T5 A thousand year gin-
seng root

found by an apoth-
ecary

foraging for herbs during the spring.


