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INTRODUCTION

Secrets of Ritual
Those that bind the forces of Alchemy to the physical 
are the Ritualists. They are able to take all of what others 
have created and bind it all together.

With out the Ritualists then the others works would 
fall to nothingness. Some feel that the masters of Ritual 
crafting are the height of the crafting arts.

In this booklet we will examine deeper and more in 
depth the skills and abilities of the Ritual crafter and be-
yond. The creation of powerful Ritualistic Implements 
to the strange Imps that are summoned to aid in Ritual 
Casting. 

NEW SKILLS
These skills represent a deepening of the abilities of the 
smith. 

Imp Familiar Skill

They follow the same rules as Familiars. In addition to 
those rules there are the following additional Rules: 

•	 Imps are helpful but they do need to be fed, Imps 
consume Vitae. Upkeep costs are in Vitae

•	 All  Imps can be Travel or Guardian Familiars.

•	 Imps are anywhere from 10” - 20” inches in 
length/height.

•	 Upkeeps are paid at the beginning of the event at 
check in. 

•	 Imps are far more loyal then other lured Familiars 
and can not abandon their Creators.

•	 Imps still retain the normal Familiar Tiered abil-
ities.

 Imps are summoned by Ritualists to  aid them in Ritu-
als and other things.

Impish Assistant: This type aids in the creation of things. 
This Guardian Imp provides an additional 10 Produc-
tion Points that may be used for any Ritual abilities that 
takes them. This Imp has an Upkeep of ten (10) Vitae 

Impish Firebrand: This Imp is from any of the Fire Re-
lated Planes. It grants some of its immunity from Fire to 
its Master. Each Tier of the Familiar Skill gives 2 Thresh-
old to Fire. This imp has a Upkeep of twenty (20) Vitae

Impish Stoic: This Imp of the Traveling Familiar type, is 
sought out, and seeks out, by the most adventurous of 
Ritualists. This Imp can keep a Circle up  even after the 
Ritualist leaves it. It can not Allow people in or out, and 
the different Circles functions are not active while the 
creator of the Circle is not in it. This Imp has an Upkeep 
of fifteen (15) Vitae 

Impish Caller: This Imp is able to contact a being of 
great power from the outer planes. It could be any of the 
planes that the creature  that receives the call. They will 
answer 2 questions for the Imps master. Those answers 
can mostly be trusted but also could come as double talk 
and riddle-like. This call can be done once in a 48 hour 
period. This Imp has an Upkeep of ten (10) Vitae

Ritualistic Implement

Implements are used by Ritualists to store a Ritual for 
use at a moments notice along with a number of other 
uses. Some find that the disruption of Rituals is common 
and they wish to be able to replace or ‘activate’ a Ritual 
at a moments notice. It is also able to be used for defense 
and even offensive uses.

New Ritual Skills
Skill Lvl CP Pre-requisite Slot Description
Summon Imp Assistant 1 5 Ritual 1, Familiar 1 C You summon a Familiar from the outer 

worlds.
Ritualistic Implement Tier I 1 5 Ritual 1 C Create a Short Bladed Weapon for Ritual 

Effects
Ritualistic Implement Tier II 3 7 Ritual 3 C Create a Short Bladed Weapon for Ritual 

Effects
Ritualistic Implement Tier III 5 10 Ritual 5 C Create a Short Bladed Weapon for Ritual 

Effects
Ritual Mastery 1 3 Ritual 1 C You count as having a School of Alchemy 

for casting time of Rituals.
Slip Ward 4 10 Ritual 4, Shadow 

Form
4 May bypass a Ward, You may enter a 

Ward without a Key.
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Any Slashing weapon that is under 24” may be turned 
into a  Implement. When it does it takes on a dark black 
sheen and often has runic symbols and glyphs adorning 
it though not always.

The Implement retains its crafted qualities and can even 
be  Etched and extended as with crafting any Alchemical 
Artifact.

Ritualistic Implement Abilities:

You may choice one (1) Ability per Teir of Ritualistic 
Implement you have. Some my have other prerequisites 
needed to use them. The Ritualist may infuse his Im-
plement with Essences valuing 10 times the Tier of his 
Implement. This Rite takes 10 Minutes of concentration.

Ritual Echo - For Each Tier of  Ritualist Implement you 
have you may store a completed Ritual in the blade equal 
to its Teir or in combination. Ex: A 3rd Tier Blade could 
have one 1st Tier and one 2nd Teir Ritual Stored in it or 
a single 3rd Tier Ritual. You may activate this  Ritual on 
a 10 Count. You must have the correct number and type 
of Essences Stored in the Ritualists Implement. 

Essence Strike - You are able to release the stored Ritual 
Potential in a swing of your Implement. You can con-
sume all Essences in the Blade and add that number in 
damage to your next swing. Ex: If you have 10 Tiers of 
Essences stores you can add +10 to your next swing.

Spiritual Conduit - Your Implement is attuned to the 
Spirit World. You sometimes may receive messages or 
Visions from the Spirits in the otherworld.

Spell Parry - You may expend two (2) Essence from the 
Implement and parry a Alkehestry Effect you are hit 
with. You must have the Parry Skill to use this ability. 
This requires a 3rd Tier Slot.

Tagline: Spell Parry

Spiritual Anchor - You do not Bleed Out while your Im-
plement is on your person. You will Bleed out as normal 
but you will stop at 59 Seconds. If you have your Imple-
ment removed from your person your Bleed Out count 
continues. You are still subject to Killing Blows. You may 
choose to Bleed Out ii you desire. 

Ghost Blade - You may spend a 2nd Teir Slot to strike a 
Target that is Phased out.

Power Word - You may count as having a Keyword for 
purposes of Artifact Attunement, Proscribed Areas, Etc

Twin Implement - You are able to create a twin second 
Implement. This second Implement has one less Power 
this grants an additional power that you can add to your 
Implements. (This Power may only be selected once)

Grand Implement - This power allows the Implement 
to be up to double the length of a standard Implement.
(This Power may only be selected once)

Indestructible Implement - As long as there are Essences  
stored in your Implement it is Indestructible. 

Ritual Mastery - This skill allows for you to count as 
having one of the  Alchemy Schools of magic for the ease 
of casting Rituals belonging to that School. Normally if 
you are not proficient in the related School it doubles the 
casting time of the Ritual. This skill may be purchased 
more then once each time you may choose another 
School.

Slip Ward - This a skill allows a Ritualist that is acquaint-
ed with the Phase Realm and a good working knowledge 
of Ritual itself, to pass through a Ward. They are unable 
to take anyone with them. It takes a 60 Count to pass 
through the Ward.

 Unique Ritualistic Masterpieces
These creations of legend exceed what normal Ritualists 
have been able to recreate over hundreds of years. Those 
that are lucky enough to stumble across one  are often 
overwhelmed by the items power, consuming them, or 
are able to harness a fraction of their power. 

Some are legendary for who made them and some pow-
erful because of the circumstances of the creation. With 
out a doubt they remain a mystery. Below are some of 
some of the known and rumored ones.

Perhaps new adventured will begin to create their own 
and step in to the history books themselves.

Masters Ritualist Circle

These Circles can found through out the world. Their 
creation process has been lost but at one point there 
were widely used by Ritualists and Alkahestry users for 
any number of uses.

They were rumored to multiply the effectiveness of Es-
sences consuming them at a much lower rate. Rumors 
say that this cost came at the price of blood while others 
say it was tied to the worship of the gods.

Quill of Divination.

This quill is a relic of days past when the magics that 
men wielded was more forbidden. Some say it was a 
feather from an ancient god from a pantheon long for-
gotten. It is said to have the power to place the person 
wielding it into a trance and begin transcribing future 
events that come true. 

Black Blade of Ruin

This solid black longsword is said to have passed through 
many hands of wizard-kings and dark alchemists over a 
thousand years. It was said to have the power to trap the 
souls of the wielders enemies in it to enhance the power 
of the sword. 

Rumor has it that the gods took the sword from the last 
owner and hid it away so that non of the mortal races 
could ever use it again.
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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 loca-

tions. You can see grand arrays and their compo-
nent alchemical circles. 

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 Fire aura. At the end of the 60 second 
rite, each participant nominates one weapon to 
burst into flame, adding the “Fire” tagline until 
Combat ends.

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 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. 
Banner of Hearth and Home 1 V C Protect your home from raids at night.
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.

Claim the Dead 2 J V C Protect a corpse from being animated.
Proscription Glyph 2 2 V N P C Force barrier inhibits entry to specific CR or 

types of creatures. Please see description for 
details.

Implement Chain Link 2 F V C Increase the powers of an Implement
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

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.
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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.

Create Shrine 3 C S V C Create a Shrine to a Powerful being
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. Does not 
stack with other hit point buffs

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.

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.

Skull Speakers 4 M M M Connect two skulls  so you may communicate 
through them
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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.

Elemental Bonding 5 A T G T C Protect yourself from the dangers of Elemental 
Environs 

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)

Obfuscate 5 U U P O C Hide the properties of an item or person
Phase Building 5 T P P A C Move your building to an Phased state with some 

risks
Polymorph Item 5 F F A V Change the shape of a tagged weapon into a dif-

ferent weapon type and rep of like material
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 Sanctuary. Effect ends for 
each individual if they lose touch with Ritualist or 
Ritualist lowers their arms.

Spirit Brand 5 C N V O Target a person with a powerful Spirit Mark that 
can be acted through.

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.

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.
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What is Ritual Alchemy?
All objects contain essence and this essence increas-
es 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. Ritual Al-
chemests gather, or disperse, essence from the envi-
ronment. In a sufficient setting, a Ritualist can gather 
enough essence to transmute them in to a usable form. 

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 discrepancy by using Essenc-
es that have been gathered or found. For game play pur-
poses, essence for first and second level effects can be 
gathered from environmental sources if they are large 
enough. Essence for greater effects is generated by leech-
ing essence from components. 

Manipulating essence cannot be performed remotely. 
Gathering the essence of a fire requires standing near 
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 esti-
mate 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 ritu-
al as close to the source as safely possible. 

The locations will 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.

One should always consult with Staff to see if the  area 
could provide enough of a specific Essence to be able to 
harvest it.

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, differences 
in ability or simply different preferences, all alchemists 
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 for-
mulas 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.

Skills
Ritual Alchemy

This skill allows for the use of Ritual Alchemy. Using 
Production Point you are able to preform Lesser Rituals 
and Greater Ritual abilities. Lesser Rituals are temporary 
effects lasting normally no longer then an event week-
end.

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.

Combat Ritualist

This skill allows the Ritualist to use any Item he has 
placed a Ritual on. This includes Weapons and Armor. 
The Ritual must have that Item as a Target listed in the 
Ritual it self.
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A Combat Ritualist can also steel himself against the 
rigors and pain that sometimes is involved in the  craft-
ing of Rituals. By expending a 1st Teir Slot they will not 
be interrupted by damage for the next 60 Seconds. This 
may be done consecutively.

Ritualist Sight - The ability to see the forces that make 
up the world is an impressive skill. It allows the Ritualist 
to see and Identify things related to Alchemy and Magic.

You may see leylines of power between items and loca-
tions. You may identify what the Leyline is attuned to. If 
it is a junction of Leylines some things may be available 
to be done there. Such as Harvesting Essences and other  
actions.

You can tell if something is Alchemical in nature. You 
can see grand arrays and their component alchemical 
circles. This allows you to Identify properties of Al-
chemical Artifacts. This identification take at minimum 
1 minute per Attunement point.

Phase Sight - The ability to Phase is an mark of many 
things. Alkahestry, Supernatural entities, and those that 
know many secrets. Some say that those that are out of 
phase actually  move to a dimension that overlays our 
own.

By gazing into those dimensions laying over our own, 
you are able to see objects that are out of Phase. You are 
unable to affect them unless you have some other means 
to do so.

Spirit Sight - You are able to pierce the veil between the 
living world and the ethereal. Some see you as a medium 
to the afterlife, some a witch. Either way you are able to 
see  the dead in their spirit form.

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 or marks on those around you by concen-
trating. If you concentrate for 60 Seconds you can see 
any Spirit manifestations on a person. PCs in spirit form 
should have a white spirit Shroud covering their head 
and upper torso.

Circles
Circles are created by Ritualists as platforms to do a 
number of things. They are used as focal points to cre-
ate,  maintain focus, protect, and in some cases destroy.

Circles are always represented by some sort of physi-
cal marker. This can be rope, or chalk, or anything that 
makes a semi-permanent barrier. Ritual Circles are simi-
lar to but different to Alkestry Transmutations that affect 
areas.

The time it takes to create a Ritual Circle is the same as 
it takes to create the Physical representation of it. They 
may be up to 6’ in diameter.

There are four basic Circle Types corresponding to the 
cardinal Elements: Air, Earth, Fire, and Water. However 

rumors abound that more then these basic types exist.

Ritual Circles remain active as long as the creator of that 
Circle stays with in it. In most cases you may only cre-
ate once Ritual Circle at a time. However, several Ritual 
Casters may use the same Circle for their barrier. No two  
of the same Circle how ever may make use of the same 
barrier. I.E. You can not have two Circles of Fire using 
the same Circle Representation. 

Circle of Air

Able to use the powers of Alchemy you transform the 
Circles properties to that of a cleansing one. 

All those within this 6’ alchemical circle partake in an 
aura of freedom. The aura removes one status effect ev-
ery thirty (30) seconds from sitting, concentrating par-
ticipants.

Characters may pass freely in and out of a Circle of Wa-
ter

Circle of Earth

Summoning up the Alchemical power of stone and dirt 
you may create an impenetrable shield around you. Used 
to defend a Ritualist from attack it is a staple of Ritualist 
that find themselves in the thick of adventure.

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 and activated 
but anyone may leave at any time.

Circle of Fire

Some say that the Circle of Fire is the most basic of the 
Ritual Circles to create. Destruction is some of the most 
easily harnessed of the Alchemical forces.

All those within this 6’ alchemical circle participate in 
the rite. At the end of the 60 second rite, each participant 
nominates one weapon to burst into flame, adding the 
“Fire” tagline  until Combat ends.

Characters may pass freely in and out of a Circle of Wa-
ter

Circle of Water

This cleansing circle rejuvenates and heals those that 
take the time to receive such auras. 

All those within this 6’ alchemical circle partake in a 
healing aura. If the person that enters the circle preforms  
no actions and remains in the aura, it heals them to full 
health in 5 minutes. 

Characters may pass freely in and out of a Circle of Wa-
ter
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Lesser Alchemical Ritual 
Descriptions
A Note on Lesser Alchemy  Rituals. Unless specified 
you may only have one (1) of any specific Ritual active 
on you at a time. If it is able to be stacked it will be in 
the description. 

Lesser Alchemical Rituals are based on a number of 
aspects. Some are even set to specific schools of Alke-
hestry though.  The following rules apply to Lesser 
Rituals.

•	 If a Ritual is of a discipline you do not have then 
the time to cast it is doubled.

•	 If there are special requirements (Religious/Key-
words/Components) and you attempt it with out 
those requirements contact a staff member.

•	 If you are interrupted while conducting a Ritual 
all Essences are lost

•	 Copying Rituals costs 10 Silver per Tier of the 
Ritual itself. Rituals can be copied into their own 
book but also into Tomes of other types.

Augury
Level 3 Ritual (Enchantment)
V J L
Duration: 1 Hour
Target: Self
Finding out the unknown is a skill that many in the 
world seek to tame. This Ritual allows a Ritualist with 
a Deific connection to reach out and seek a Yes/No 
an swer to Three (3) questions. Not receiving answer 
is a possibility.

If the Ritualist has no religions affiliation then they 
will still receive an answer but not knowing who or 
what may be answering.

Balance
Level 2 Ritual (Biomancy)
V R
Duration: 1 Event
Target: Self
Ritual is no stranger to sacrifice. Many have found 
ways to Alchemicaly, using the Laws of Equivalence, 
heal another.  This Ritual makes you a living conduit. 
You have the power to ‘burn’ or sacrifice 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 increment. 

This Ritual ends if you receive any direct healing your-
self.

Banner of Hearth and Home
Level 1 Ritual 
V
Duration: 1 Event
Target: One (1) Item (Banner)
This Ritual creates a magic aura about a banner that 
hangs outside a building or space that is designat-
ed protecting it from those that would seek to cause 
physical harm. Bandits, Ne’er Do Wells, savage crea-
tures will all stay away and not fight in the area. This 
will protect a sleeping area from raids. Some areas 
may be to contested for this Ritual to take hold.  This 
is not the same as a Proscribe. It does not actively keep 
anyone out. It merely keeps you from being a target. 

A person with the Standard Bearer Skill can forgo the 
Essence  requirement of this Ritual.

Representation: This requires a designated area to 
have a Banner as a point of focus. This can be a Stan-
dard Bearers Standard but must measure at least 3’x5’. 
Allowances can be made for many small banners for 
such places as Taverns and other Communal Halls.

Function: This is intended fro those that do not wish 
to be cabin raided at night or have particularly frag-
ile things as decorations/merchants. It is not a way to 
avoid the day to day threats of the world. There are 
other Rituals for that. 

Bargain with the Lady
Level 5 Ritual (Necromancy)
M J O D
Duration: 1 Event
Target: One (1) Person
You make a dangerous agreement with one of the 
Death Goddesses. Making the bargain the target of 
the Ritualists wraths. The next resurrection suffered 
by target is entered twice on their character record. 
Some say that later the Goddesses will exact a toll for 
the service.

Additional Cost: You must have the Death Keyword

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)
Linking one person to another through Ritual is a 
risky proposition. You create a tiny Leyline that con-
nects you and another (or others). This allows you to 
perform minor abilities between two individuals that 
are targeted with this Ritual.
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•	 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) Area (See Description)
This Ritual originating from the southern coasts of the 
Empire has a potent effect. Conjuring the corrupted fun-
gus from deep with in the swamps. Mushrooms spring 
up and fill the area with unseen spores that permeate the 
area targeted. The smell of rich over turned earth and 
still water can be faintly smelled in the air.

Those that are not invested into the ritual at the  time 
of casting cause your actions to be slowed. This Ritual 
puts a protective barrier with in a building protecting 
the people with in. Anyone not invested to this building 
is under the effect of Slow 2 Poison Effect (See Effects). 

Representation: Strange Mushrooms mark the entranc-
es of where the effect is in affect. 

Bolster Structure
Level 1 Ritual (Alteration)
T F
Duration: 1 Event
Target: One(1) Structure
Your home, your castle, this is the place you feel the 
safest. Defense of ones structure comes in many forms. 
Ritualists make structures even more formidable be us-
ing Alchemy and infusing the walls and doors harder to 
break down.

This Ritual makes the targeted structure element, 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. So if a Door has a 
Target number of 2 for a Feat of Strength to over come it 
would be 4 once targeted by this Ritual.

Breath of the Siren
Level 2 Ritual (Alteration)
A G V
Duration: 1 Event
Target: One(1) Person
To explore the waters and the mysteries below one need 
to have the forethought. Ritualists have managed to al-
low for the body to adapt to water through Ritual.

This Ritual allows the Target to breath underwater from 

the time that they enter the water and they stay sub-
merged. The Ritual effect begins  once you have become 
submerged and ends once you take a breath of air. An 
additional person may be added for an additional One 
(1) Aura per person.

Claim the Dead 
Level 2 Ritual (Biomancy)
J V
Duration: Permanent
Target: One (1) Corpse
This Ritual was originally created out of necessity during 
a war  forgotten to time. Where one side was bolstering 
its forces with the dead of both fallen soldiers. The Ritu-
alists created a way for the Corpses to be sanctified and 
therefore not able to be affected by Necromantic Alke-
hestry or Ritual to raise them to fight again.

This does not prevent some one that has died from being 
Resurrected

Charismatic Intervention
Level 3 Ritual (Enchantment)
V P
Duration: 1 Event
Target: One(1) Person
Ritually marking ones self with a Spirit Mark that wards 
of those that would seek to end your life.

This Ritual while active on the Target may not receive 
a killing blow. 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. When the Killing Blow 
is attempted you simply say Ward. This Ritual does not 
stop you from Bleeding Out.

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. By forging an Al-
chemical connection with the stone  you are able to 
speak to it.
You may ask 3 questions. It can only answer questions 
about its immediate area. Stone is aways very slow and 
deliberate in its answers. It can only answer what it 
knows about. 

Create Shrine Level 3 Ritual 
C S V
Duration: 1 Event
Target: One (1) Item (Ritual)
When one is dedicated to a deity often a goal is to at-
tract favor. To create a Shrine is no small endeavor and 
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once created it must be Ritually activated.

A Shrine in and of itself is similar to an Alchemical 
Artifact. In that it can be targeted by Relic Devices to 
give those Shrines abilities for the adherents can benefit 
from.

Representation: A Shrine must be at least 1’x1’x6”. One 
should decorate it in the styling of the deity’s tenets and 
style.

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 outdoors, 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

Elemental Bonding
Level 5 Ritual 
A I G T
Duration: 1 Event
Target: See Below
This Ritual conveys the ability for one to survive when 
visiting one of the other realms of Elemental nature. 
It allows for the Ritualist to exist in some of the more 
hazardous areas. For example if he were to travel to the 
Great Sea of Fire and to the streets of the bazzar in the 
City of Brass he would not parish from the abundance 
of heat. 

It however does not however grant any kind of 
immunity to that Element. The Ritualist may include 
any number of people to the Ritual as Targets. Each 
additional person requires a T3 Essence of the related 
Element.

Essence of Harm
Level 1 Ritual (Necromancy)
N N
Duration: 1 Event
Target: One(1) Person
This Ritual is similar to others of its ilk. The pain that 
magnifies the damage that one can deal. This sacrifice is 

tenuous and can easily be countered if not careful.

Target weapon adds one (1) to it’s base damage as long 
as the bearer is wounded or until the end of the current 
event. If the target is healed to full the Ritual ends

Essence of Pain
Level 3 Ritual (Necromancy)
D D 
Duration: 1 Event
Target: One(1) Weapon
Channeling the harm of ones self is a powerful generator 
of energy. To inflict harm to power a weapon is not a cost 
to be taken lightly. 

Target weapon adds two (2) 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. If the wielder is brought above 
1/2 hit points then the Ritual ends.

Essence of Death
Level 5 Ritual (Necromancy)
M M M M
Duration: 1 Event
Target: One(1) Weapon
When one sacrifices their sanity and begins to feel the 
blood lust of battle the stench of death stick in their nos-
trils. One is driven to slay any that they have done battle 
with.

Target weapon adds three (3) to it’s base damage un-
til bearer fails to killing blow an opponent they have 
dropped to 0 or lower hit points or until the end of the 
current event.

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. The Target of this Ritu-
al need not be conscious to use this skill. 

Heavy Metal
Level 1 Ritual (Alteration)
F F 
Duration: 1 Event
Target: One(1) Weapon
Enriching a weapon with the weight of every hammer 
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blow that forged it. The weapon becomes heavy in the 
hand of the wielder and deadly.

This Ritual makes a wielded weapon far more dangerous. 
It adds two (2) to the base damage of the target Weapon.

Hand of the Undying
Level 3 Ritual (Necromancy)
V N D 
Duration: 1 Event
Target: One (1) Person
Ancient Rituals passed down from different cults of the 
Tian Goddess of Death. This Ritual begins to corrupt 
the living flesh into that of The Dead.

The Ritual Transforms the arm of target into a dead 
limb. Grants +2 to a feat of strength. Also grants profi-
ciency in Natural Weapons and may call Base 1 Dam-
age and block with it, as with Monstrous Appearance.

Invest/Divest
Level 1 Ritual (Enchantment)
O L
Duration: 1 Event
Target: One(1) Person / Item
Security is the thing that many Ritualists get in to the 
craft for. There are a number of protective Rituals, Alke-
hestry spells,  and Barriers found with in the world of 
Geal, In 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 great-
er ward or permanent circle or other similar things. If 
the Protective item has a Key (for example a Ward) then 
investing the person to it creates a new key, Divest on a 
person destroys any Keys present.

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.

Implement Chain Link 
Level 2 Ritual 
F V
Duration: 1 Event
Target: One (1) Implement (Ritual)
This Ritual enchants a link of a chain that can be at-
tached to a Ritualists Implement. Each Link allows for a  
power to be added or modified in some way. This Ritual 
can be Stacked.

Powers and Effects
1st Link - Add one additional Power
2nd Link - Store 5 Additional Essences
3rd Link - Base Damage increased by 1
4th Link - Grants a 1st Tier Slot
5th Link - Add one additional Power
6th Link - Store 5 Additional Essences
7th Link - Base Damage increased by 2
8th Link - Grants a second1st Tier Slot and a 2nd Tier

Representation - The Chain Link should attach to the  
Implement and be some where between 1x2 and 2x4 
Inches. Some can be individual Rings placed along the 
back of a sword in the Tian Style.

Irjas Sheen
Level 3 Ritual (Biomancy)
P E V
Duration: 1 Event
Target: One(1) Person
The Ritualist gains a protection aura granting and 
additional 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.

Fearsome Pheromones
Level 1 Ritual (Enchantment)
A D 
Duration: 1 Event
Target: One(1) Person
You have an aura of fear that can become palpapel to 
others.

The Target may generate and throw 2 Packets of Fear.

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. 

Greater Ward
Level 1 Ritual (Abjuration)
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V P
Duration: 1 Event
Target: One(1) Structure
This Ritual puts a protective field around a struc-
ture 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.

Obfuscate 
Level 5 Ritual (Enchantment)
U U P  O
Duration: 1 Event
Target: One (1) Item or Person
This Ritual when cast on an object hides its loca-
tion and properties, excluding obvious ones such 
as materials it is made of, from being identified or 
scryed upon. 

Only a Demigod or more powerful entities might 
be able to see through it. If you match any of the 
Keywords and are Attuned to it the powers may 
be revealed, In some cases there may be a set of 
circumstances that must be met before they are 
revealed.

Phase Building 
Level 5 Ritual 
T P P A
Duration: 1 Event
Target: One (1) Building (Ritual)
Moving a building to the Phase Realm is a chal-
lenging task. Not in the Rituals creation its self, 
though it is the most challenging Tier, but in the 
fact that the building is being introduced to an 
inherently dangerous place.

The devilish rogue that has learned to briefly 
enter this place is only there for a short time. The 
longer something remains there the more atten-
tion it could attract from...something.

Once the Ritual is completed it creates a Key 
that the holder gains Phase Sight for that specific 
dwelling.

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.

Planar Warding
Level 1 Ritual (Abjuration)
Duration: 1 Event
Target: One(1) Person
An 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.

Polymorph Item 
Level 5 Ritual (Alteration)
F F A V 
Duration: Permanent
Target: One (1) Item (Ritual)
This Ritual can change the shape of a  Weapon or 
Armor. It can change between Slashing, Piercing, 
and Bludgeoning. It can change the length of the 
item. It is limited however. It can not change a 
Wooden Shield into a Metal Shield, nor can it 
change Leather Armor into Metal Armor.

If done to a Alchemical Artifact as long as the 
properties and etchings can apply to the new 
shape they will remain intact. It can not change 
the type of material it was originally created as.

Proscription Glyph
Level 1-5 Ritual (Abjuration)
Duration: 1 Event
Target: One(1) Structure
This Ritual creates a barrier that bars specific 
types of beings from entering. Each level in-
creases 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

Pursuasive Aura
Level 3 Ritual (Enchantment)
O L V
Duration: 1 Event
Target: One (1) Person
This Ritual allows for the Ritual Caster to act as if 
they have some sway with a known organization 
or person. They may attempt to talk a guard into 
letting them past or curry a favor with a low level 
bureaucrat.

Modifies Ritualist’s reputation with any faction 
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allowing them to use a phantom 5 Reputation Points in 
a Marshaled Situation. Ritual ends once used.

Resolute Spirit
Level 4 Ritual (Biomancy)
V P S E
Duration: 1 Event
Target: One(1) Person
Shoring up the spirit to ward of the permanent  death 
and walk to the Underworld is something that so many 
seek out.

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: Self
You and anyone touching you are protected from any  
damage from a Lesser Undead Creature. This is identical 
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

Regeneration
Level 3 Ritual (Biomancy)
V P I 
Duration: 1 Event
Target: Self
A Ritualist that was fascinated and studied for years 
the physiology of the Trolls in the northern Alangen 
mountains developed this Ritual. 

This Ritual gives the Ritualist a highly advanced healing 
ability. Once the body is at rest for a full 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.

Rusting Touch
Level 1 Ritual (Alteration)
V F A T
Duration: 1 Event
Target: Self
Developed by a young Ritualist that was constantly bul-
lied by the soldiers that were encamped around his town. 

This Ritual allows the target to call Reflect-Shatter 
<weapon> upon being hit by a metal melee weapon. 
This Ritual is good for three times and then it dissipates.

Scrying Mirror
Level 2 Ritual (Enchantment)
L O O
Duration: 1 Event
Target: One(1) Item
Diviners and Mystics often use this Ritual to seek out 
information. Using a scrying device, normally a mirror,  
but can be any reflective surface. The Ritualist may view  
a remote location. 

The Ritualist may view anything with in 10 minutes of 
Walking from where the ritual takes place. The Player 
may cross their arms above their head, They are consid-
ered a Spirit and Invisible. They may be seen with Spirit 
Sight. Ritual ends once viewing sessions stops. Note: If 
you wish to see within a building that is normally not 
accessible you must have a Marshal present.

Skull Speakers
Level 4 Ritual (Necromancy)
M M M
Duration: 1 Year
Target: See Below
This Ritual links a number of Skulls together in a net-
work to allow for communication between two or more 
areas. These Skulls are placed in a stasis that draws the 
spirit that is trapped with in it to the attuned Spirit in 
the other Skull at the other end.

The sender of the message simply speaks to the Skull 
and the Skull that is selected will repeat that message. 
There is a chance that this ‘network’ could be intercept-
ed or even pick up on spirit ‘talk’ that could be floating 
about.

The Ritualist may create any number of Skulls for this 
connection. For each one added beyond the first two 
requires an additional Tier 2 Mort Essence.

Representation: A Skull with some mystic symbols on 
it or the place that it placed on.

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 
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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.

Representation: Skull of a knowledgeable being. 

Soul of Ice
Level 3 Ritual (Elementalism)
V G A
Duration: 1 Event
Target: One(1) Person
This Ritual aligns your body with that of the nature of 
Ice and Cold. A Ritual tying of one to  elemental forces 
is nothing new however this Ritual is popular among the 
Empire and specifically the Voros.

The target of this Alchemical Ritual can Feign Death at 
Will as long as they have one unused 1st Tier Slot. Fur-
ther if the Target has a Elemental Aura attuned to Ice 
they may add an additional two (2) to the weapon that 
has that Aura.

Spirit Brand Level 5 Ritual
C N V O
Duration: 1 Year
Target: One (1) Person (Ritual)
This Ritual marks an individual with a symbol that can 
be used for  a number of uses. The person marked by the 
Brand is able to be targeted by the Ritualist for Scrying, 
other Rituals, and  even more serious effects. Some say 
you can even cause pain or even the death of the brand-
ed person through this powerful mark.

It is nearly impossible for anyone by the person that did 
the Branding to remove it.

Spirit Mark Level 1 Ritual
V O
Duration: 1 Year
Target: One (1) Person (Ritual)
Often used by powerful entities and Ritualists to mark a 
person as a follower or as a target. A spirit Mark is a pop-
ular tool for Ritualists to track a person through scrying 
or send messages to the marked subject clandestinely.

Suppress Ritual Level 3 Ritual 
C N V
Duration: 1 Event
Target: One (1) Item (Ritual)
This Ritual targets another Ritual. Normally used to re-
move a Ritual that is undesirable. Sometimes the sup-
pression of a Ritual such as a Spirit Mark will break the 
tie between the original Ritual and the Target. While 
Suppressing other Rituals may only disrupt  it for an 
hour in the case of Proscribes or Wards.

Suppress Ritual will only work on Rituals of 3rd Tier and 
below.

Zephyr Challenge
Level 1 Ritual (Alteration)
A L
Duration: 1 Event
Target: One (1) Vehicle
From Merchants and Mercenaries, many different peo-
ple seek to move people and good quicker. This Ritu-
al bolsters the capabilities of Ships, Wagons, and even 
Horses.

This Ritual helps a vehicle to travel quicker and with 
less impediment. Gain an 10% bonus to Speed. (This 
bonus may change as the World System becomes more 
detailed.)
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