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Introduction

What is a LARP?

Interactive plays, jazz, live television shows, and improvisational art (usually called "impravigditens that have
existed in one form another since the first drumming circle where primitive men and women beat out a tempo and
interacted with each other's music. Improv is spontaneity, reaction, losing yourself in art. To succeed at improv you
must quet your conscious mind and simply react to what is happening around you.

Imagine an improv play that takes place in a world of your own design, whether it is on Merdromeda or a world
beyond the fringes of the universe. You, as an improv acttiplay the part of a blacksmith on this wordr a

starship captain, or an elven prince, or James Joyce; you have complete control over whom you decide to represent.
Here is the twist in this play, there is no audience. There are only actors.pith®f the play is solely what you make it
out to be, a tapestry sewn from your interactions with the other actors and your reactions to events. If you decide to
pretend to be James Joyce, and you meet up with someone playing Ernest Hemingway, hoyowaaktt? Or, more
specifically, how would James Joyce react?

Perhaps in your world the majority of the populace cannot read, how would this affect Joyttearidgway? Would
they exist at all? Or would they be actively trying to get people to leamtb read? Do they see themselves as
enemies, or friends with a common goal? No one knows until the interaction between the two of them plays out.
Moreover, who controls that interaction, the summation of their meeting with each other? In a word... yo

A LARP (an acronym for Live Action Role Playing, usually used like a noun) is an impetw@ésymultiple actors on a
stage initially designed by the Board of Directors and cooperatiwalptained by the Players and Directors. The rules

of a LAR are the laws that govern this world and include the logistical considerations for character creation,
advancement of character skills and abilities, and character interactions. These rules define the Out of Game (O0G)
mechanics that underlie the game W& R @ ¢CKS a2y adl3S¢ NHzZ SNE 2F (GKS f1I
character must learn. This In Game (IG) information is gained through game play as your character and by reading the
newsletters.

The pages that follow contain the rules foreoaf these many worlds, End of Seasons: Veneration, a dark fantasy setting
set on the world of Ptalmanar. Will you join those seeking Light in the darkest of times, finding a way to kindle that ligh
when all hope is lost? Or will you succumb to the hifrpower within the Darkness and join those working to twist,

corrupt and destroy all within their reach? Whatever your choice, we hope that you will find the inspiration and
wherewithal to lose yourself in our world in the coming pages. So sharpersywuds, prepare your spells, and make
peace with your Godsthe world of End of Seasons: Veneration awaits!
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Boffer Combat

The combat system described herein is to be used only by members of End of S¥asmmationchapters in

attendance of official End of Seasdfenerationsanctioned events. Furthermore, it is highly recommended that
members attend a 'combat training' session as part of their membership orientation, which includes proper instruction
on safe boffe weapon combat.

Although boffer (padded) weapons are made in the shapes of staffs, daggers, swords, axgsanadthese weapons

are not real. They are instead specially designed representations of the weapons, which conform to strict safety
regulatons. Boffer weapons are also used to represent claws and fists. Specially designed crossbows shoot foam
arrows. All of these weapons are available for players to purchase through local vendors. Contact fellow players or the
Board of Directors for a ti®f recommended vendors. At the event, you may rent these weaponsIft@NE Corp At

no time, are real weapons permitted within game play. Specially designed spell packets are used to represent the
casting of magical spells or administering physiskills. To make your own weapons or spell packets, please refer to

the detailed instructions contained this rulebook

In End of Season¥enerationcombat, boffer weapons may be used to silently inflict one point of damage to an
opponent. However,ecialized attacks will require a deeper level of concentration on the part of the fighter. This is
represented by the use of Pool and Essence. For a more detailed description of Pool and Essence, please refer to Se
on Character CreationSpecifieffect calls will also be required with the use of these special weapon strikes. Within
each Archetype is a table that contains the information necessary to use the skills. In the same way, the casting of spe
requires deep concentration, is represedtby the use of Pool and Essence and has a specific effect call associated with
it. In addition, spell casters must use an incant to enchant packets prior to use with a specific skill. The castel uses Pc
or Essence when he or she begins the incant Hag effect (game call) and throws the packet. For numtails, please

refer tothe section on combat

LIONE Corgoes not condone nor recommend boffer weapon combat or other livepdgingactivities outside the
domain of End of Seasangeneratio sanctioned events. Participants will understand that under no circumstances will
LIONE Corpe considered liable for injuries that may arise in conjunction with these activiti€NE Corgtrongly
suggests the wearing of safety glasses at all timeig sanctioned events.

Religion in the Game

LIONE Corpas created, completely from the depths of their imagination, a pantheon of deities, an associated creation
myth, as well as ceremonies and festivals to honor these deities. This religious sysiemeatad solely for the

purpose of providing flavor and background for the garhBONE Corgoes not believe in, nor does it endorse the belief
of, these fictional deitiesLIONE Corwill not tolerate any person participating in these games to actiegfyress

worship or belief in these deities, except as a character in the game for purposes of entertainment.

As part of regular game play, there will be festivals, celebrations and ceremonies, which honor the Eigitiesxes,
Solstices or other in gae forces. Thign gamerole-play will be used exclusively to provide depth of culture and

enhance game play. Although the rich religious system is a strong aspect of the End of:Séasenasionworld, it is

not necessary to play a religious character or for your character to take an active role within the religious ceremonies.
For detailed descriptions please refer to the sectiorRamtigion
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Glossary

Archetype:-YolNJ OK I NI} OG SNna OK2aSy Y2RS 2F O2Yolid Ay G4KS 9yR
Blanket: Amount of experience points your character receives for playing an adventure weekend (unless otherwise
specified, this is the cost of the event).

Body points (BP)Amount of damage achlarOG SND&a o02Reé Oly gA0KadGlIyR 06ST2NB
Boffer weapon: Specially designed weapon that is heavily padded to prevent injuries.

Character: Any persona developed for the End of Seasons fantasy world, within the rule guidelines, whephted sari

player controlled.

Character points (CP)Points used to purchase combat skills for characters. All characters start the game with a specifi
number of CP, depending on their character race. Characters earn additional CP by gaining expenenqgeiparily
through attending End of Season events. (Table located in Section 1 (Character Generation) Character Advancement.
Clarify: Verbal command given to request a clarification of an effect.

ComponentsMaterial components (usually 1 inch byadd a half inch tags) that are used to fuel recipes and in game
abilities.

XCount5 dzZNAy 3 (GKS O2dzNBERS 2F (GKS 3IFYSs @2dz YIe 6S G2ftR (K
YdzYo SN 2F &/ 2dzyaé o 2 KSy ListhIha& Nivider/irda naridal speaking voice while & 2 (
alternately saying the action. For example performing a Killing Blow requires a 3 count. To perform this, you would sa
GYATEAY3 .26 mI YAfTEAYy3 .t2¢ HIdskiofalforsgyd . €26 o0éx |yl
EssenceEssence is the total strength that characters can summon during the course of the weekend. These Essence
points can be used to fuel special skills or be used to restore your per battle pool quickly. When you summon your
Essace to replenish your pool it takes ten seconds of ey in order to restore points of your per battle pool. Each
Archetype has a different way to restore pool in this manner.

Faction: One of the three major groups that make up the End of Seasane gaorld.

Hold: Verbal command that is used to halt all movement and action during game play. This should only be used for
safety reasons. For clarifications of effects, please use the Clarify command.

In-Game: Any activities, actions or conversat®that take place during game play. Also, this refers to knowledge that a
character has rather than the player. For instance, while playing a major scripted character, a player may be required
know some specific plot information. This informatiokn®wn by the player and the scripted character, but cannot be
considered information known to the player's other characters (unless received throyggmie sources during game

play).

Korba: Magical substance which is used in the casting of rites andlsitas well as the performance of certain special
magical abilities.

Killing Blow:Delivery of a finishing attack to an incapacitated character, killing him. This requires a three count. Once ¢
killing blow has been delivered to a character, he willibéhis spirit count.

Maiming Blow: Delivery of a crippling attack (breaking of a limb) to an incapacitated (stunned) character. Following the
NEIjdzA NER GKNBS O2dzyixs GKS OFftt G2 GKS GF NBSdimdsa a{ 1 Af
Out-of-Game: Any activities, actions or conversations that take place outside of game play.

Player: An individual who plays the End of Seasons game system.

Player character (PC¥ictional persona created and controlled by a player for use during game play.

Pool: ¢ KS SyYySNBE& ySOSaalrNE (G2 F20dza | OKINIOGSNRa FddaSyl
represents the total amount of energy he is ablddous during a particular battle. This can be restored by either
converting Essence to Pool or by resting sufficient time.
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Production PointsPoints used to represent the amount of work being done to practice a vocation (ex.research, locate
raw materialsor components, craft). The level in the vocation determines the number of production points earned
between events.

Recipe: List of ingredients (usually tagged items) that are required to create vocation products.

Rest: The mechanic forrestissinfpll ¢ KSy @2dz Sy SNJ @2dzNJ NBadz atreée Ay |
begin your Rolglaying within the specifications of your chosen Archetype. The duration of resting-lsiaodesd

seconds. When resting has been completed all maladiégefits that last until rest, end. During this period you will
regain up to four points of your battle pool. You cannot recover more then your total pool during this time.

Rite: Less powerful versions of rituals (see ritual magic).

Ritual magic: Themost potent and unpredictable magic in the game. Many believe that any feat is possible through
rituals.

Scripted character (scripts)Fictional persona created and controlled by the officials of End of Seasons. All players are
required to play scripté characters part of the time.

Vocation Points (VP)ocation Points are used to purchase crafting and othercmmbat skills. All characters start the
game with a specific number of VP, depending on their character race. Characters earn additigngaviih

experience points, primarily through attending End of Season events.
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Character Creation

Creating a Character

When creating a character, every person starts at the same beginning level of power. Bagsed cmosen race, your
characterwill h@S | OSNIilI Ay ydzYoSNJ 2F OKIFNIOGSNI LRAYyGA 0/t 0
character also starts with a certain amount of vocation points (Wgh can be used to learn nartombat skills As you
continue to play the game, yoeharacter will gain experience, and can learn new skills and powers. Your character may
discover powerful magic items, accumulate fabulous treasures, or even discover a cure for the plague scourging the
countryside. Yet it all starts here, with the ation of asimple character

If this is your first time creating a player character, we strongly recommend you seek advice from an End of Seasons
official or experienced player. He or she will have insight into the world in which your character iscalbgrit

Thesesixbasic steps will breathe life into your character, maximizing your enjoyment afathee:
o Define character motivations, goals and objectives.
e {SEtSOG &2dzNJ LX I @SNJ OKI N¥ OGSNna cC
e {StSOG &2dzNJ LX I @SNJ OKIF N OG SNRna w
e Select Archetype
e Use initial character points (CP) to select starting skills.
o Define a basic personality profile and background history.

N

iA2y

Oc¢ O«
» <

Define Character Motivations, Goals and Objectives

The first step in having a successful (and fun) character is deciding what geperaf person or creature you wish to

play. What are the motivations, goals and objectives of the character? Is your character a saintly individual whose ma
goal is to help those in need? Or perhaps your character might, shall we say, have moneratisttions. Having

some goals in mind is beneficial during the character generation process. Because the Factions determine the

0F O13ANRBdzyR Odz GdzNE 2F &2dzNJ OKI NI OGSNE AGQa AYLRNII YD
ashow he is perceived by others in the game world.

[ FGSNE ¢6KSYy @2dz KIFI@3S FAYAAKSR ONBFGAYy3I &2dzNJ OKIF NI OGS
motivations have changed. During game play, efined goals and objectives will creatgeresting roleplaying

2LILR NI dzyAGASE YR KStL) F20dza GKS OKIF NI} Ol SN C2NJ Ayal
around town stomping on the poor citizenry (at the very least, avoid getting caught!). Players may decidehip wors

one of the deities in the End of Seaspxgnerationpantheon. They may also decide to become invested to one these
deities, making their worship a central part of their character.

Choosing your Characteroés Faction

Having developed a foundation, thext step is to choose a faction for your character. Yo& I NI O SN &a CI C
foundation building block of your character choice. There are differences in culture, focus and personality between the
factions. Think of it as your nationality, whidcNB | 1S4 &42YS ol aA O ARSIfa F2NJ &2 dz
defines you as a person. It determines how you dress, how you interact with others, and where your loyalties lie at the
0SAAYYAYI 2F &2dzNJ OKI NI SuinBadidsandwe fe@mmendittaSouEietkod auAwed | |
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site for a more involved breakdown of what it is to be part of a specific faction. The campaign may be offering incentive
to be part of less populous faction so before making your final choice yguinthit helpful to find out if this is the case.

It is possible to become more powerful in your faction and gain access to these abilities, but this must be accomplishec
in game.

Realm of Seasons

Summary:

The people of the Realm of Seasons are desaetsdof the legendary Four Thrones of
Autumn, Winter, Spring and Summer. Where once these people were separated not only
water, but their very way of life, today they are a unified people that represent a melting p
of these cultures. The Realm of Seas is known for its strength in numbers, ability to reaso!
and noble heart willing to aid those in need or right the wrongs of the world. Their prophet
dreams are taken quite literally as a call to action.

Cultural Identity:
Medieval European

Qualities:
Noble protectors of the realm, its traditions and lore

Leader:
Zenith Ulrik 1l

Strengths:
Prophecy, Unconquerable Spirit, Thoughtfulness

Weaknesses:
Loss of meaningful connection to Nature or gods (apart from Unacia)

Identifying Characteristics:
Medieval European costuming largely in black with seasonal colors (green, blue, orange, red)

Geography:

The Realm of Seasons is made up of three provinces Autumn, Winter and Spring each with its own distinct character.
Although each province retains tiiame of its former Throne, travel between the provinces has brought a mixing of the
cultures to the point that it is hard to distinguish one land from another, apart from their geologic differences. Each
Province still has its diversity in climates, foahabng capabilities, and trade goods.

To the east is the Province of Autumn with its temperate climate and fertile lands, which produces a bountiful harvest
each year. The deep rivers bring fresh water down from the Adriac Mountains to the heavily popukstern

farmlands. The people experience the full spectrum of the seasons: short rainy springs, warm summers and long slow
falls, which eventually lead to short but snowy winters. Although it rains a normal amount there is a disparity with the
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amount ofsun and clouds, as it is frequently overcast, but it only serves to make the days of true sun so much the
brighter to the sturdy people of this region.

The Province of Winter is the northernmost kingdom that is housed within the Realm of Seasons. Bhexegasome
expanse of the Kirkehettar Mountains in the north and the ssthwsted evergreen forests in the south is the cool
grasslands of the central steppes. Despite the bitter cold, people continue to settle in the central region and beneath th
Kirkefrettar Mountains where hunting is plentiful. Others choose the relative shelter of the evergreens and warmth
along the southern coast. The hardy people of this province are also known for their ability to adapt to their
surroundings and between their shipitding and sailing abilities have become integral to the trade between the
provinces.

To the west lies the diverse lands within the Province of Spring. A mountainous region rich with mountain lakes in the
southwestern corner of the province gives birththe Nidawi River, which runs northeast along a vast ridge within the
land. The Great Silent Forest and gentle waters of the Pools are in the southern region closest to the city of Forest Dee
This opens up to the Great Plains, which accountfornearly # 2 ¥ G KS LINPGAYOSQa flyR |
that nomadic people tend to herds of sheep, cattle and pigs. Within the large marshes of the northeastern corner, there
are those that grow rice and water plants known for their medicinala/alu

History:

Following the Eclipse War, the heroes of the Realm of Seasons returned home with a new understanding of one anoth:
and a sense of camaraderie that paved the way for improved diplomatic relations between the Four Thrones. Each in
their own wayfound their homelands wrought with internal warfare due to a strong loyalist contingent that followed

the corrupted leadership. Autumn was the first to be free of these domestic challenges and quickly found themselves
coming to the aid of their friendsagoht of Winter and Dander of Spring. The short lived Great Cleansing, as it became
known, lasted only a few bloody years, but changed life within the Realm of Seasons forever. The unity on the battlefie
which began during the Eclipse War, intensifiediny the Great Cleansing and at its conclusion, ushered in a Golden
Age.

During the Golden Age of the Thrones, people traveled freely between the lands for trade, education and pleasure.
Scholars, artisans and bards in each of the Thrones found greagiimp for their work as they visited even the most
remote areas of the Realm of Seasons. Cultural barriers began to crumble and over time there was a great migration ¢
people between the Thrones. The Golden Age began to wane as a series of warstuedtevithin the Realm of

Seasons. Throne Spirits seemed to lose power, the lines between the Thrones blurred. Descendants of mixed Throne
relations became more and more plentiful until the vast majority of those living in the cities identified thesaslve

being from the Realm of Seasons, rather than from individual Thrones.

Taking a look at how small the Summer Throne was and how devastated their homeland was, the Throne Spirit once
known as Hassim, chose to consolidate the Summer Throne upon thEdsle time, they lived relatively peacefully

with the other three Thrones, but eventually their paths diverged and they joined others upon the Isle in a war for
independence.

Politics:
A triumvirate between the Provinces of Autumn, Winter and SpringiexiAlthough each land is still more or less self
governed according to their particular traditions, there is an overriding body, that of the triumvirate that ensures all
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citizens are treated fairly and can move freely between the lands. The Zenithsspneme head of this centralized
government, but works closely with his two advisers. These three powerful positions are jointly held between the three
provinces and shifts at regular intervals. Although the first Zenith was of Autumn, the second\Weresfand the

third of Spring. In this way every three years, the positions of Zenith, Senior Advisor and Junior Advisor cycle to give es
province a chance to lead. Should the Zenith find himself on his last gift before the end of his reign, he epodiohst

and mentor the next Zenith. This was seen not only as a noble gesture, but as a necessary stabilizing force for the real

Religion:

Followers of any gods other than Unacia are extremely rare because of the role they played in the formation of the
Eclipse. Since Unacia supported the Thranemrtals¢ she stands alone as a goddess worthy of praise. It is widely felt
that the other gods turned their backs on mortals the moment they agreed to be part of the Eclipse. The spread of
corruption and blodshed that resulted can never be forgotten or forgiven.

Although there were pockets of followers of Soliran, Faya and the Maker that survived their personal crisis of faith, they
could never manage to build a strong following within the Realm of Sea&arm:erriding air of distrust and disdain for

the gods has endured all these years. At best, one can find a sense of ambivalence toward followers of the Maker,
Soliran and Faya.

Traditions:

As the seasons shift, the Zenith and close advisers travel toadahe provinces to honor the traditions once held by

the Thrones. During the cool of fall, harvest celebrations include an honoring of noble deeds and facing ones demons,

either individual or collective. Lanterns are lit and processions through thesowhonly bring song, but provisions for

the cold winter to all. On the longest night of the year, all gather to feast and drink honoring those that died glomiously i

battle righting the wrongs of the world. When the snows melt and the warmth returtisedands, people celebrate

this rebirth with drumming circles and the delivery of sweet baskets of goodies to friends and loved ones. As the warmt
of summer arrives, all within the Realm of Seasons mourn the loss of their brethren in The Great Floot# ama

time when those descendants of Summer that remain will rejoin the Realm of Seasons.

Dress:
Medieval European clothing.

Races:
All races except Blooded (formerly known as Touched). Blooded individuals are extremely rare within these lands.

Veneration 2.0 Pagel2



Artificers

Summary:

The Artificers are the various peoples inhabiting what was once known as the Isle of th
Damned. The ruling body of these myriad people is the Council, which arbitrates dispt
between the various clans and provides for the geneediédse of all. Life in the center of
the world is not easy, as the goblin menace must always be kept in check, and from tin
time ancient evils rise up to wreak havoc once again. However, these dangers are wol
the reward. The island is seeded withst natural and magical resources, and the Artifice
have learned how to best exploit all of these resources.

Cultural Identity:
Old world gypsy

Qualities:
Repurposing of Old Magics, Individual Freedoms, Religious Tolerance

Leader:
The Council

Strengths:
Magical improvisation, Trade, and exploration

Weaknesses:
Secretive, Stubborn, and Weak Central Government

Identifying Characteristics:
Flamboyant costuming blacks and purples with bright or metallic highlights

Geography:

The land of the Artificers is located at the center of the known world. Travel to and from the island is treacherous as th
seas are extremely turbulent and stormy. Historically, the only seafarers that could make this trip were the longboat
men of Winte, but even they suffered great losses. In the modern era, only the Atrtificers are capable of making this trif
with enough safety to make trade worthwhile.

The climate within the Island is varied. The lands near the shore are warm and pleasant hiljecets heavy
destructive storms. However, the closer to the center of the island you go, the higher the elevation, the cooler the
weather, and the calmer the storms become.

The lands are also resplendent with a variety of natural and magical resourbese are arable lands fit for providing
more than enough food for the inhabitants of the Island, there are rich mineral veins crisscrossing the lands, and there
are numerous sources of magical and alchemical wealth hidden from ages past.
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History:

Theisland is an amalgamation of a number of different groups, and over time they have come to work as a more or les:
cohesive unit. Following the destruction of the Eclipse, many of the heroes returned to their own homes to address the
host of unresolved mues. However those that remained were in the position of needing to deal with the surviving
AYAGALFGSR YSYOSNR 2F GKS 90fALASE (GKS dzyl ft A3JySR o yA:
forces that chose not to return to the Winteomeland.

A number of forays were made back to the island over twenty years following the War of the Eclipse, and it was
generally found to be to inhospitable to consider colonization. Finally the natural hazards of the land had settled
enough and the thtones began returning to investigate the lands for rare minerals, components, and magical resources.
What they found were a number of disparate groups fighting for survival against each other and against the hazards of
the land. Seeing a land ripe for @oization, the Thrones began travelling to the Island enmass as treasure hunters saw
the treasurers that lay there and decided to take the great risk in travelling to the Island. Over time the presence of the
Thrones began to grow much stronger in the tegrof the Island.

Several decades after the War of the Eclipse, the citizens of the Island unified to push back the influence of the Throne
which led to a five year war between the Thrones and the Island. In the end, a treaty was signed, the Thinolnew wi
and the Artificers became officially recognized by the three Thrones.

Politics:

The Artificers are made up of a number of different and clans, each with its own strengths, weaknesses, and customs.
The ways in which these groups govern themsebhesge from group to group, and people are known to move from

one group to another through marriage or while rare, simply wanderlust. Each of these groups sends one member to <
on the Council of the Artificers. New council seats are created from tinime as groups grow too large and fraction.

The Council acts as the arbitrator between the various clans, provides for the general defense of the Atrtificers as a
whole, can tax, and grants godsends to member groups. That however is the extent of 1h©Goti Q& LJ2 & S NI
laws, regulations, and customs are determined individually by the clans within their own domain.

Religion:

The worship of Faya and Soliran is prevalent amongst the Artificers, however the church of Unacia is abmost non
existent. Wile there is no organized worldwide church of the Maker, there are a number of worshippers who have
gathered over the years near the land where the Avatar of the Maker was slain. Together they built a Cathedral in the
al 1 SNDa K2y2NE gre&dSaldsversok thelNlaked make pilridagedi Tze Realm of Seasons is generally
happy about this as it keeps their mad ramblings in their lands to a minimum. The Artificers haven't encouraged the
Maker worshippers, but allow them to waste their resourcegtmnconstruction of their place of "worship".

Traditions:

Each of the clans within the Artificers has its own unique customs and traditions. However, amongst most of the clans
is common the young, upon coming of age, to go on a walkabout. Ariti®f this walkabout, these members either
return to their original clan with some boon for the clan, or if they decide that another clan is the right decision for
them, they are freely let go and there is no animosity between them and their former clan.

/| KAt RNBY 2F (KS Oflya INBYyQl oNRdIZAKG Ayid2 GKS AYyYySNI
expected that any information that is learned about your original home/clan remains a secret when going to another
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clan. Thisruld & FTNBIljdzSydfe oNRB{SYy (GK2dzZ3K FyR KFa SR (42 I y
intervene.

Dress:

¢tKS Of20KAYy3a 2F (KAAa a20ASGe asSNWSa (62 Llz2N1}R2aSay ¢z
of conditonsand?!RSI Rf 8 Q Yz2ad 2F GKS GAYS>T IyR (2 KAIKEAIKG G
heavily patterned bright or metallic highlights. Many wear heavily decorated scarves or highlight their appearance with
jewelry and other accessogelLeather armor is preferred, since it provides much better range of motion should one
need to run, but there are those who wear metal armor as well, although full plate as all but unheard of.

Races:

All of the races can be found Amongst the Artificgage the Giant Blooded and the Fae Blooded. The Dwarves and the
Dark Elves (separately) have come to the island in great numbers delving deep into the caverns and dark places of the
Island, and most of their kind have segregated themselves from the lpogedation. Additionally, as a result of the
prolonged contact between the goblinoid hordes the other gifted a number of Orc Blooded have begun to appear on the
island. The Orc Blooded are quite rare.
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The Chosen

Summary:

The Chosen protect the spgiof the land and nature throughout
creation. They believe that a true bond between one of the Gifted an
the pure spirits of the land will cleanse the corruption and allow for the
world to grow brighter. They are tribal in hierarchy, with each group
focused on a specific totem or powerful spirit of the land. They are
measured in thoughts and actions, though when they act it is with
surprising speed and often without quarter. They are bonded to all la
and as such they tend to dress in earth toneg] aasily maintained
clothing.

Preferred Classes:
Druid, Preserver, Runic Guardian

Cultural Identity:
Druidic/Shamanistic

Qualities:
Spirit Powers, Savage Ferocity

Leader:
The Awakened

Strengths:
Power drawn from the spirits of the land and the cyalereation

Weaknesses:
They do not care for modern comforts and view most current civilization as soft.

Identifying Characteristics:
Totem Symbols; trophies, furs and fetishes, bound to their costuming

Geography:

The Chosen are scattered throughout the greater Realm of Seasons. They have a presence within each of the ancest
homelands of the Thrones, though they are most concentrated in the Province of Spring. This is largely due to the first
unified front theChosen demonstrated against the fae, when they stood in the Forest of Whispers and blunted the first
large offensive. Their existence there is nomadic, and after the Fae War, they have scattered among the less populou:
areas of the Spring province, pattlarly the Plains of the Sun.

In the Province of Winter, the Chosen have found a home with the giant blooded on the outskirts of the north. There,
they travel with great herds of mammoths and bison, occasionally coming into contact with one of therndrties.
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As the rest of Winter has moved towards the more temperate shores, they have stayed in the depths of the frigid land,
tending to the glacial spirits there so they will remain sleeping.

In the Autumn province, the Chosen are the most familiaough they still unsettle the locals. The former order of the
Undying joined their ranks shortly before the Last Fae War, bolstering the Chosen and giving them a much needed
political face. They have begun to participate in the seasonal festivitiasg gidm a much needed focal point for
others to speak to.

History:

The Chosen have existed in many forms for many years. At their heart, they are the oathladen promise between a spil
and one of the gifted in the pursuit of a common cause. After thefahe Eclipse, the spirits of the lands, and the

totems bore witness to the ascension of one of their own to primacy within the land of Autumn. This, combined with
teachings from other, old spirits of the land allowed for the spirits and those theyremed with to share a single

vision, leading the birth of the Chosen.

The first great moot occurred in the former lands of the Eclipse. Afterwards, the Chosen were officially recognized by
the Realm of Seasons.

Politics:

Each of the Chosen tribes is @wn entity, forming alliances as it needs to. Each of the tribes is ultimately beholden to
answer the call of the Eldest spirit of the land, the one that parleyed the first moot. During times of decision, internal
matters are often decided by challergearbitrated by one of the elder spirits or leaders. This is how the decision was
made to participate in the Fae War; one of the Chosen decided to fight against the fae, and conquered the challenges
necessary to convince the others to assist in the eomfl

The Chosen also have more immediate needs; each of the tribes will often engage in trading, or minor raids in order to
acquire what they need. Some of the most exotic textiles and natural resources are provided by Chosen tribes.

Religion:
The Chose typically have very little use for the gods. Initiation is rare within their ranks, though there have been some
that follow Unacia, for her honor, and Soliran for his strength.

Traditions:

The tribes all practice seasonal rites, in order to appeasspiréés and as a show of support for the spirits they are

aligned with. During the spring, they celebrate with rites of spiritual awakening, and welcoming the rebirth of the land,
and spirits of the land. During the summer, they swear oaths to pursug fgintheir spirit bound. In the autumn, they
make great sacrifices, and tell the stories of their achievements. In the winter, they have a festival of naming, where th
name the spirits of the land and keep them safe from the hungry spirits that Hagegd the lands since the Summer
Throne was sundered.

Dress:
Most clothing is made of natural materials. The more heavily armored Chosen either wear mystically treated leather, o
armor they have forged themselves. The men and women of the Chosen are truly equal; the ultimate measure of their
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worth is solely basedn their achievements. They dress practically, based on the climate they are in, and the battlefield
they are faced with.

Prestige among the Chosen is often shown by their trophy adornments; it is normal to see one of the prestigious
members have an asgment of jewelry and other objects, each with a tale associated with it. With the addition of the
Undying, these trophies have become less prevalent; they are normally only showcased during meetings of the Chosel
or at specific ceremonies.

Lastly, itis often the case that the Chosen will wear a mask, or a symbol of their tribe. The more opulent this symbol,
the more pious the individual oathbound.

Races:

Most of the known races, save Dark Elves and Orc Blooded, are present in the Chosen. Alanditonded, Giant

Blooded and Humans are the most prevalent. There are often different concentrations of races based on the tribal
G2GSY 2NJ ALIANRGT Ay GKS y2NIK>X GKSNB INB Ylye Stg@gSa |
lessnumerous.

Choosing Your Race

Players may select from among five character races: Amalkin, Dwarf, EIf, Human, or Blooded. Within these races, a
player may choose to play a character of either sex and of any age 14 years or older. Obviously, groxsdiffage
between player and character will have to be represented with makedress and behavior.

The following pages describe the various character races in greater detail. Advantagksaawentages of each race
are explained, along with a bridéscription of the race and their basic character attributes. Some descriptions might
mention skills and abilities unfamiliar to the reader. We fully explain these later in the rulebook.

LiQa 62NIK y2GAy3 GKIFG &2 Y abitsf makdahin dideNdmestiEhe costuningld O S &
NBEIj dZA NBYSyYy (o LF &2dzQNB dzipfdekiie days atdziimepws asK ybu to thibkSardiufly &
about this before selecting a race requiring make We pride ourselves on offeripéenty of In Game incentives for

those who wish to go the extra mile with costumingand mekeJ>x a2 R2y Qi @62NNEBI AT @& 2 dzQ
GKSNBE INBE 3IFYS 02ydzaSa F2N R290T aa0d ¢ KCAKOSA S8 paraghhSS  (iekesd:
example of your race.
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dramatic makeup. When you buy your first power of the next level, you automatically inherit any costume or racial
drawbacks for tht tier.

It is important to review Races Within each Faction before making a choice on a specific race.
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Amalkin:

Description

Amalkin is the collective name for any of the humaro&hst hybrids which inhabit the world. This race is often the

most misune@rstood of any in the realm. Some think these creatures are nothing more than beasts which can stand on
two legs. However, that conclusion would be far from the truth. These complex creatures love and bleed, just like any c
the other races in the realnt is clear, however, that these wild, driven creatures are much more savage then any of the
other races in the world. They are supreme hunters who are accustomed to living in packs, with only theiafecto

rely upon. They often have a difficult tinfiging into many societies of the realm, preferring solitude and their own kind

to the company of other races. Amalkin are known to have a é&gped hatred of Werereatures, due largely to the

fact that they blame the Werereatures for their status asocial outcasts. While making a friend of an Amalkin may be
difficult, their friendships often last for life, as these creatures tend to have an unfailing sense of noble loyalty despite
their subspecies.

Common racial hybrids include: Wolves, Catsi Bu [ AT I NR& | yR D2l Gad LT &2dzQR f
this list, it is recommended that you contact our plot team, and include a picture of yourself in your costume and make
up for approval.

Certain regions have a higher predispasitthan others for certain animal types. Bull and goat Amalkin are common in
the plains. Temperate forests are home to wolf and cat Amalkin.

Amalkin within the Factions

Realm of Seasons

Although cultural mixing has taken place within fRealm of Seasonthis is much rarer amongst the Amalkin, as they
have more of a naral tendency to stay within the climate that best suits them. The Province of Autumn, has many
night-hunting cat (like panthers) and wolf Amalkin. The Province of Spring has mountain lion, goat, and lizard hybrids
among its Amalkin. Because they are betsuited for the rigorous climate, snow leopards, bear and bull men are
common Amalkin within the Winter province. Unlike other race restrictions, this list is intended to be a guideline. It is
possible for any of these creatures to exist in any of thavimrces within the Realm of Seasons.

The Chosen

Among the most feral of races, they make up a significant portidrnefChosenespecially the ones that dwell in very
harsh climates. Typically, the Amalkirbhgs that come fromThe Choseare hearty and resilient, though there are
many that are quite simply survivors. Common types are: Bulls, panthers, lynxes, foxes, wolves, lizards, and bears.

The Artificess

The Amalkin in the Artificer faction are nothing if not survivors. Many of them originally came from the feral tribes that
were resident on the Island in the time of the Eclipse. As the Island developed following the Goblinoid Wars, many of t
scatteral groups were among the first to sign on to the tenant3lo¢ Artificers Although many Amalkin live in

settlements, even more are found in the fringes of Artificer society both protecting communities from what threats
remain on the Island and expandirfggir reach. In terms of the expedition teams they send out, few would turn down

an Amalkin in the group, as their innate instincts and resourceful nature make them ideal at this somewhat dangerous
practice.
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Level | Qualities

e Racial Bonuses:
0 Hardy Body+1 Body point
o Claws: Amalkin may purchase the use of Natural Weapon. In order to use 1 claw, the Amalkin must

purchase Natural Weapon. The use of two weapons requires Natural Weapon and Florentine.

¢ Racial Disadvantage:
o Start with 22 CP
o Crosshows cost2 CP

e Characteristics:
0 Full Face Paint and Talil if the real life animal normally has one.

Level Il Qualities
e Racial Bonuses:
0 Animal Cunning: Resist Sense 1/battle (2 CP)
0 Animal Strength: Spend one Essence to gain 3 x Resist Disarm (3 CP)
0 Hardy Bodyl: +1 Body point (4 CP)
e Characteristics:
o Full Body Cat Suit or fur covered legs and hands

Level lll Qualities

e Racial Bonuses:
o Animal Grace: You may resist any one Ranged or Packet attack while not rooted 1/weekend (4 CP)
0 Resist Slow: Spend one Essence to gain Resist Slow x 3 (4 CP)
0 Resist Root: Spend one Essence to gain Resist Root x 3 (4 CP)
0 Beast Within: Skill 3 x 3 with Melee Weapon 1/weekend (4 CP)
0 Hardy Body llI: +1 Body point (5 CP)

e Characteristics:
0 Animal Prodtetic Nose or Forehead

Dwarves:

Description

Dwarves are a reclusive race, usually inhabiting huge underground cities in isolated, mountainous regions bordering
civilized areas. They are a tough and sturdy folk, whose labor in the mines and caverns endow their bodies with above
average stamina and phical resilience. Dwarves rarely become ill, for their hardy bodies seem to possess an almost
magical resistance to most known diseases. A hardworking race, dwarves do not really seem happy unless they are
working on some major project. They become extedyrfocused on learning and developing a specific trade or talent.
As a result, although usually a master of one trade, dwarves are lessowatled than a human of equivalent age.
Dwarves are without a doubt the most industrious of the races, and ar dbthe crafting profession. Despite their

dour natures in some regions the dwarves are the most widely traveled of all the races, spending much time on their
well constructed roads inside well protected caravans.
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Dwarves within the Factions

Realm of Seasons

Since the merging of thRealm of Seasonthe dwarven race has prospered as the need for roads and improvements in
shipping has forced them, despite their reclusive nature, to mingle moreramd with the other races. Their innate
understanding of mechanic objects and fondness of the tinkering profession make dwarves one of the most industrious
of the races. Despite their dour natures, dwarves are among the most widely traveled of all theseeding much

time on their wellconstructed roads inside webrotected caravans.

The Chosen

Normally a heavily architectural race,The Chosethey tend to be much more focused on unlocking their inner
potential. As a result, they tend to favor pursuits such as the the Cereberi, Keepers, and Devourers, as each of them
forces an individual to harness their inner strength.

The Artificers

The dwarves arsome of the more industrious people among@ste ArtificersThey have spent much of their time since
arriving to the Island excavating the insides of the rocky interior of the Island. These mining activities have given the
dwarves a relatively safe place live, provided them with riches, and provides the rest of the island with much of the
raw materials they use in their endeavors.

Level | Qualities:

e Racial Bonuses:
0 Hardy Body: +1 Body point
0 Axe Master: 1 Handed Hafted (Axes/Hammers) and Two Handed Hafted (Axes/ Hammers) cost 2 less (

to purchase.

o0 Start with 21 CP

e Characteristics:
0 Great Beard: a large beard must be worn at all times.

Level Il Qualities:
¢ Racial Bonuses:
o Armor Proficient You may repair armor as if you were a Crafter or if you are already a Crafter you may
do so in fifty seconds. (2 CP)
0 Hardy Body IlI: +1 Body point (4 CP)
¢ Characteristics:
0 Veteran Beard: This beard must be as long as your chest.

Level lll Qualities:
¢ Racial Bonuses:
0 Sense Enemy Goblinoid: Voice Sense Goblinoid 1/day (1 CP)
0 Hardy Body llI: +1 Body point (5 CP)
0 Resist Blight: Resist Blight 1/day (4 CP)
e Characteristics:
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0 Heroic Beard: This beard must be as long as your waist, be bejeweled and magstiytihe hair on your
head (or a wig). The goal of this level is to hide the straps or obvious signs of attachment of the false
beard.

Elves:

Description

Elves are often mistaken for humans at a distance, but up close, theinumman attributes set them apart. The oddly
shaped eyes (to other races) and pointed ears are telling characteristics of their elven blood.

¢tKS St F¥Qa o02yR gswuiukualyd the dadtBat théy arng Bhiererily niadicallcreatures. All elves are born
with the power, albeit without the knowledge, to cast arcane magic. With proper instruction, elves make formidable
Magi and Ritualists. Some say this innate magical pewengthens their resistance to being stunned. They have a

grace possessed by only those of elven blood, allowing the best of their race to resist attacks delivered by skill. They a
also masters of crafting crossbows that are made from wood that isst#l: the natural bond with such devices makes
them easily used by the elves.

9f ¥Sa O2yyzyte fAGS G(23aASGKSNIAY Oflyas FyR (GKSaS 3INE
Faction they belong. Older elves usually adorn theweseWith elaborate facial tattoos that sometimes expand to cover
their entire bodies, so that every inch of skin they expose to the world is covered.

Elves within the Factions

Realm of Seasons

Although there are some established elven families or clans of note withiRéiaédm of Seasonmany elves have left

their homes in search of a deeper connection to Nature. Traveling in the most remote areas of the realm, some elves
have managed to rekindle their connection to magic, but not to Nature. However, elves possess grace and can easily
make their way through various terrain. Elves make excellent scouts and as such easily find work as guides for traveler
within the realm and for those seeking greater adventure.

Although Dark Elves traditionally hail from the Autumn province, they hageated to other provinces in search of
undead to destroy. The more prominent dark elves adorn themselves with tattoos of white tribal markings on their face
and hands. Many of these are considered warding marks to keep restless spirits away from thesir bodi

The Chosen

Wild and unbound are the words that describe this race wiiftie ChosenThey often belong to tribes that celebrate
the sky and the raw elements, underscoring their nascent attunement to ttenarnature of the world. There are no
Dark Elves withifhe Choserthough almost all elves bear tribal markings.

The Artificers

The population of the elves on the Island has grown in comparison tortheibers in the throne lands. The elves and
humans often live side by side, and the offspring of elves and humans are just as likely to appear to be full blooded elf
they are to appear to be full blooded human.
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The Dark Elves have been quite sucedsHffinding old buried ruins and cities on the island which they have taken to
clearing out, inhabiting, and seurposing the ancient magics within. They have become quite adept and merging a
number of the different types of magics that exist witAiheArtificers

Level | Qualities:
e Racial Bonuses:
0 Sense Corrupt: Sense Corruption by Packet (5/day)*
o *Certain "Evil" acts, such as investiture to the Unmaker or Grumach may change this ability.
0 Magic Adept: Elves restore +1 Pool per rest.
0o ElvenCrossbow Use: Use Crossbow ce3t€P.
o Dark EIf Only Arcane Rituals | (Must meet other prerequisites)
¢ Racial Disadvantage:
o Start with 22 CP
e Characteristics:
o Elven Costume Ears.
o0 All exposed skin must be black (Dark EIf Only)

Level Il Qualities:

e Racial Bonuses:
0 Sense Corrupt by Touch* (4 CP)
o *Certain "Evil" acts, such as investiture to the Unmaker or Grumach may change this ability.
0 Sleep Resistant: Spend 2 Essence to Resist Stun (3 CP)
o Elven Grace: Spend 2 Essence to Resist Skill (3 CP)

¢ Ragdal Disadvantage:
o Frail:-1 Body Points (This number cannot go below 1)

e Characteristics:
o Eye Makeup or more Pronounced Ears

Level lll Qualities:

e Racial Bonuses:
0 Voice Sense Corruption (3/day)* (4 CP)
0 *Certain "Evil" acts, such as investiture to the Unmaker or Grumach may change this ability.
0 Resist Blight: Resist Blight 1/day (3 CP)
0 Sense Enemy Goblinoid: Voice Sense Goblinoid 1/day (4 CP)

e Characteristics:
o Elven Tattoos Face must be adorned wittomplex tattoos.
0 Hair must be white. (Dark EIf Only)

Human:

Description
The most prominent strength of humans is their versatility, which explains why humans are more skilled than most of
the other races. Able to live in the mountains with the dwarees dense wooded forests with the elves, humans
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readily adapt to almost any environment. Humans control the lands and political mechanisms of End of Seasons, and &
more prevalent than any other race. Many races have, at one time or another, been atdtticthis race.

Humans, by their sheer numbers, ability to survive anywhere, and utter determination, have left many other races
convinced that peace with the humans is their only chance at survival. There is some interesting debate about what
HumanifQa G NHzS NRES Ay GKS dzyA@SNERS Aaxr odzi AdQa Of SINJ i
boon and bane.

Humans within the Factions

Realm of Seasons

The most prominent séngth of humans is their versatility. Able to live in the mountains with the dwarves or in dense
wooded forests with the elves, humans readily adapt to almost any environment. Humans are more prevalent than any
other race in theRealm of Season$hey control the lands and political mechanisms of the provinces withiR¢adm

of Seasonssave the Winter province, which is typically controlled by the dwarves.

The Chosen

Settling through the lands, #y are the most numerous and varied race. They have settled the highest, rubishate
mountains, and the most treacherous swamps, in addition to filling out most of the settled lands. They make up the
majority of The Choserthough they are by no meatise dominant race, splitting their control with the Blooded and
the Amalkin.

The Artificers

Humans are the most numerous race in the Artificer faction, although it does have a higher percentagdofams

than theRealm of Seasoms The ChosenAs a result of the landscape and interesting residents of the Island of the

5/ YYSRE (GKS KdzYlya KSNB FINB | (42dAK>X NBaiAfASyd NIFOS:
existence to the fulldsand have an open attitude to both life and death.

Level | Qualities
¢ Racial Bonuses:
o0 Start with 27 CP
¢ Racial Disadvantage:

o None
e Characteristics:
o None

Level Il Qualities
e Unknown

Level lll Qualities
e Unknown

Blooded:

The Blooded are humansgith mixed lineage. In the world of EOS 2, the Throne boundaries have all but worn
away and the term Touched is no longer applicable. Instead, people refer to them by the type of being their blood is
mixed with. There are three major types of Blooded:
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Fae Blooded

Description
They are ethereal offspring of human and fae. Although the magic of the fae was to be respected, those that had

relations with them were anathema. Although once considered unlucky and cast out of society, the fae blooded are
sought fortheir unigque perspective and perceived power.

Fae Blooded Within The Factions

Realm of Seasons

Typically found only in the Spring province, they are ethereal offspring of human and fae. Altheughdic of the fae

was to be respected in Spring, those that had relations with them were anathema. Although once considered unlucky
and cast out of society, the fae blooded are sought for their unique perspective and perceived power.

The Chosen

Eerie and savagely noble, this race occupies an odd plddei€hoserBefore the Fae Wars, there were many of the
blooded, yet when the conflict began the falaughtered as many of their half children as they could find. Many of the
survivors joinedrhe Chosein their fight against the pure bloods, and in recognition of their true attunement to nature.
Since then, it is believed that the still existent bloddee the product of two similar parents, or an odd throwback/fluke
of birth.

The Artificers
The fae & giant blooded are largely absent fréhre ArtificersThere are those that do emigrate the island, but the
fae or giant blood does not seem to carry through generations.

Level | Qualities

e Racial Bonuses:
0 Magic Adept: Fae Blooded receive +1 Pool per rest
o Strength of Mind: "Magic Disarm" by packet 1/Day

¢ Racial Disadvantage:
o Start with 21 CP
0 Unlucky:-20 second Bleed Count
o Crosshows cost +2 CP

e Characteristics:
o Green Face Paint that must cross the bridge of the nose, often leading into leaf style designs

Level Il Qualities
e Racial Bonuses:
o Improved Strength of Mind: "Skill Stu(2 CP)
¢ Racial Disadvantages:
o al3aAO0 !''ffSNHeY ¢l 1S&a 52dzofS 5FYF3aS FNRBY lye |

Level lll Qualities
¢ Racial Bonuses:
0 Human Heritage: Spend 1 Essence to suppress Magic Allergy until rest. (1 CP)
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0 Fae Grace: Spend 1 essenceesist any one Ranged or Packet attack while not rooted. (4 CP)
e Characteristics:
0 Heavy Glitter

Giant Blooded:

Description
This formidable race is the descendants from Frost Giants, (named for their strength not their size). Exceedingly rare,

they are typically only found on the fringes of society within the northernmost regions; however, due to their strength
and magical wagf moving stones within caverns, they are occasionally found within the other provinces.

Giant Blooded within the Factions

Realm of Seasons

This formidable race is the descendants from Frost Gigngsned for their strength not their size). Exceedingly rare,
they are typically only found on the fringes of society within the Winter province; however, due to their strength and
magical way of moving stones within caverns, they are occasionally foitimid the other provinces.

The Chosen

Found mostly in the north, these hardy folks are known for their unnatural strength, and their inhuman stamina. They
rarely venture into the more civilized lands, thoughem they do they often cause a spectacleThe Choserthe giant
bloods are often the keeper of deep runes that are kept as part of their most revered customs. Many of them have
runes and glyphs on their flesh, showing their clan or deeds for those &dgedble in their ways.

The Artificers
The fae & giant blooded are largely absent fréhe Artificers There are those that do emigrate to the island, but the
fae or giant blood does not seem to carrydhgh generations.

Level | Qualities

e Racial Bonuses:
0 Hardy I: +1 Body Point
o0 Strength of Blood: "Skill Disarm" with melee attack 1/day

¢ Racial Disadvantage:
o Start with 21 CP
0 Unlucky:-20 second Bleed Count
o Crosshows cost +2 CP

e Characteristics:
0 White Face Paint that must cross the bridge of the nose, often leading into snowflake style designs

Level Il Qualities
e Racial Bonuses:
o Improved Strength of Blood: "Skill Stun" with melee weapon 1/day (2 CP)
e Racial Disadvantages:
o al3aA0 !''ffSNHeY ¢l 1S&a 52dzofS 5FYF3aS FNRBRY lyeé |0
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Level Il Qualities
e Racial Bonuses:
o0 Human Heritage: Spend 1 Essence to suppress Magic Allergy until rest (2 CP)
o0 Fey Grace: Endurance of Giants: Spend 1 Essenceyl&plReshg for 10 seconds, Gain 3 Body back (4
CP)
e Characteristics:
0 Winter Touched: Heavy Brow (Prosthetic Fbiead)

Orc Blooded:

Description

Orc Blooded are of human and orcish origin. They are known more for their brute strength and skill with weapons than
their intellect. They tend to have green skin and large tusks protruding from their mouths. Though rare, there are some
gray Orc Blooded.

Orc Blooded within the Factions

Realm of Seasons
There areno known Orc Blooded within theealm of Seasons

The Chosen
There are no known Orc Blooded witAihe Chosen

The Artificers

One of the more unfortunate sideffects of the Goblinoid Wars was the production of offspring that were both human
and orcish in origin. Although the original births were a shock, eventually those with orc blood were integrated fully into
Artificer sociey. As time wore on, it became apparent the orcish features remained strong through several generations.
These days, although rare, orc blooded can be found among all ranks of Artificer society.

Level | Qualities

e Racial Bonuses:
0 Brawler: Or@Blooded may purchase Unarmed Combat-£P
0 Hardy Body I: +1 Body

¢ Racial Disadvantage:
o Start with 21 CP

e Characteristics:
0 All exposed skin must be green.

Level Il Qualities
¢ Racial Bonuses:
0 Hardy Body IlI: +1 Body (4 CP)
0 Tough Hide: Resist SkilDhy (3 CP)
e Characteristics:
0 Green elflike ears
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Level Il Qualities
e Racial Bonuses:
0 Hardy Body llI: +1 Body (5 CP)
o OrcSmash: Once per Day, the character gains +2 damage to the next three melee aftaekharacter
must scream as loud as possible to invoke this ability. (4 CP)
¢ Racial Disadvantage:
0 Red Haze: Lesser Frenzy becomes a standard duration Frenzy. Adyjtfoeratied oreblooded are
even more terrifying than normal. A frenzied é@Blooded is automatically effected by a "Self Fate 10
Healing" upon reaching zero body. This self healing may only happen a maximum of once per Frenzy.
e Characteristics:
0 RequiresTusks

Choosing youcClass

In the world of End of Seasangeneratior I LJX I @ SNDa ! NOKSGeLlS OFy o6S O2yaa

Ly AYLRNIIFYyQd [dSadAazy G2 1SSLI AY YAYR A a&encddrageplaye’ L ¢
to create whatever kind of character type they would like to try, we do recommend that the player choQiasamat

Ad AdzZAGSR (2 GKSANI LXLFEe adetsS | yR y2 @aCladaatdoesn'Ksuityous 2 dzf |
playstyle may lead to frustration during your play experience. For example, knowing you do not like confrontation, and

then deciding to play a high conflict melee fighter, may be setting yourself up for a wearisome weekehNE Corp

wants you, the playetpo have fun first and foremost.

To assist you in this process, three broad categories have been developed and f@lasgthese categories are given
ratings (High, Averagand Low). The three categories are Melee, Ranged and Sup@ettainrefled the specific

culture and historywithin eachfactionandAs such, not alClassesre represented within athe Factions Thefaction
Interpretations provide the societal perceptions and culture of the speCiiswithin eachfaction. Together with

Resting and Essence Mechanics, Flaetioninterpretations provide valuable insight into the cultures, which will assist
you in roleplaying your character. Archetypes also determine the amount of Armor your character is eligible to wear
and the type of weapon training your character will need.

For eachClasghere is a table that outlines the specific skills for tliddss This table includes the skill name, description,
tier (level), method of delivery, the specific In Game call, asasahe Pool, Essence and CP cost for the skill. To advance
in Clasdevel, your character will need to find an In Game teacher (player or scripted character possessing the desired
Clasdevel However, to purchase skills within ti@asdevel your chascter has already gained does not require a

teacher. For further details, please see the section on Character Advancement.

Melee refers to direct participation in combat. Although Melee fighters are often found in the front lines of large battles,
they can also be seen sneaking behind enemy lines or pushing a flank assault. As one might g@asstilisee a lot

of first hand fighting and confliciThere are three Archetypes with a rating of High for Melee. Weaponmasters can are
stalwart fighterswho are able to deal an impressive amount of melee damage and have impressive fortitude in battle.
The stealthy Nightblades are a combination of fast skirmishing warriors and assassins in th€haytardens are

powerful, defensive fighters who aremable of enduring difficult battles.
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There are four Archetypes with a High rating for Randritlialistsare strong spell casters amaperts at the Game of

Fate. Hunters are masters dhe Crossbowtheir skills enabling them to deliver ranged effects with their crossbows as

if they were speltasters. TheMagus wields powerful extrplanar magi@nd isanexpert at making pactSourges are
powerful skirmish fighters who are adept at defeating very specific kinds of creatures.

Although Support characters can be very active and require just as much physicality as any of the other Archetypes, th
tend to play a more indirect paih combat. The two strongest Support Archetypes are Crusader and Preserver.
Crusaders are the priests and healers offédetions Having proved themselves to be one with the watdund them,
Preservers have gained powerful magic to preservealft maintain balance

I SNIFAY ! NOKSGeLlSa YIe 0S O2yaARSNBR || GKEONRARREZ Fa i
These Archetypes probably do a wide variety of things reasonably well, and are good choices for people oo like t
little bit of everything. Combat Technicians are warrnoonks stalwart fighters and philosophers are skilled at both
Ranged and MeleeSpellswords combine the casting power of the ranged caster with the ability to channel effects
through their weapons. Runic Guardians effectively combine Support and Ranged methods to protect and strengthen
others in battle, as well as defend themselves. They etch (draw) Runic glyphs and use packets to deliver their magic.

It is important to note that althoughhte Archetypes represent a class system for acquiring skills arfddtiensdefine
the cultures within End of Seasongeneratiofr G KSNB NS Yl ye gl e&a (G2 AYRAODARGCZ
personality.
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Combat Technician

Description

CombatTechniciansire the WarriorMonks of the land. These adepts are both stalwart warriors and philosophers. They
are skilled at both ranged and melee fighting. This Archetype is reliant on using material components to execute some
their powerful abilities.

Game Information

e Factions:
o Al
e Playstyle:

0 Melee: Average
0 Ranged: Average
0 Support: Low

e Armor:
0 Wear Armor 1

Faction Interpretations

The Realm of SeasonrdMonks

The True Warrior Monks of the realm, they are keepers of ancient lore and knowledge. These men and women primari
live in the foothills of the great Adriac Mountains. They believe that a sound mind and sound body are one and the
same. When the Thrones nged, many decided to set out to spread their system of training to those that they deem
deserving. They are able to transform things found in nature into personal power, enabling them to pull off incredible
feats of combat precision. In tHeealm of Seasanthey are some of the most influential keepers of lore, and are often
consulted by even the aristocracy on matters of magic, faith and history.

The Chosen Devourers

In The Chosernthese are among the most feared opponentwir battle prowess is awesome to behold. There are many
legends surrounding the Devourers, though it is clear that they ingest materials that give them access to vast power.
Within The Chosenthey often act as spirit warriors to dispatch corruptedatteges. They were also quite potent during
the Last Fae War.

The Artificers- Paragons

The Paragons of the Artificer faction are skilled warriors, often on the front line of any conflict. These stalwart warriors
mixarcand 2 NS A GK GKSANI YIENIAIFIT LINRPgSaax yR fK2dAK @S
situation.

Mechanics
e Resting Rolgplay Mechaniag Centering
o While resting, the character cannot enter combat, take damage and must remain saumhe location.
Most Combat Technician®gcite their particular philosophy during this time, or perform several katas,
representing the refocusing of their energies.

e Essence Rolplay Mechanic- Battle Hymn
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0 They must roleplay, calling upon their own philosophy for support, for at least ten secdaisibat
Techniciangannot move their feet during this period and cannot use any special abilities, but may fight
normally, so long as this fighting does not imtgat their role-play of restoring Essence. A common
example is using a tesecond kata to restore their Pool via Essence.

Skills
, Skill _ Pool Essence
TietName . Description Game Call
Delivery Cost Cost
1 |Apprentice |N/A Enables the Purchase Apprentice skills N/A N/A |N/A 1
Mi ick Y +1 Pool aft leti t. Thi
1 inor Quic N/A ou nqw recover. ool after completing a res is N/A N/A INJA 4
Rest bonus is cumulative.
You may expend a component to cure yourself of any i
effect. Malicesand Qualities cannot be remedied in this
Focus of the method. You must be conscious to invoke this ability. GSelf Magic
1 ron Path N/A 1 Component; Common components can cure lesser |Remedy 0 1 4
effects, Rare can cure normal, Very Rare can cure greg[Effect]
and Unique can cure true effects. This ability caly be
used once per rest.
Block the . . Magic Lesser|
1 Melee |Magic Lesser Drain g 2 0 4
Flow Drain
Strength of . . . . . .
1 g Melee |This skill grants the ability to use: "Magic 2" x 3 Swings|Magic 2 2 0 4
the Earth
1 |Frozen Limb [Melee |Maim an opponent's limb Magic Maim |3 |0 4
Magic Magic
1 [Remedy Packet |Restores a Shattered Weapon Instantly Remedy 2 [0 4
Shatter Shatter
Enables the Purchase of Journeyman skills. Must have
2 |Journeyman |N/A . e y N/A N/A [N/A 1
Pool and all tier 1 abilities
Minor
2 |Hardened |N/A Character gains +1 Body N/A N/A [N/A 5
Body
2 |Dodge N/A Resist any packet or ranged attack when not rooted  |Resist 5 |0 5
Focus of the L . . .
2 ron Mind Packet |This skill grants the ability to use: "Magic 2" x 3 PacketyMagic 2 2 0 5
Focus of the
2 N/A Resist Stun Resist 0 1 5
Iron Body
Unbalancing _ Skill
2 Packet |Skill Weak 3 |0 5
Attack acke ryveaxness Weakness
Enables the Purch fM kills. Must h P
3 |Master N/A ngb est e.z. _urc ase of Master skills. Must have 8 Po N/A N/A INA 1
all tier 2 abilities.
. You now recover +1 Pool after completing a rest. This
3 |Quick Rest |N/A . . P g N/A N/A |N/A 6
bonus is cumulative.
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F fth . . :
3 OCUS.O © N/A Resist Magic Resist 0 1 6
Iron Will

Self Defense

. Channel:

3 |Body of Ston¢Aura  (Immune to Torment (except by Fate) until rest 0o 2 6
Immune to

Torment

Self Defense

. . Channel:

3 [Will of Stone [N/A Immune to Frenzy (except by Fate) until rest 0 2 6
Immune to

Frenzy

4 lGrandmasterlN/A Enables the It”urchas.e' pf Grandmaster skills. Must haVGN/A N/A INJA 1
Pool and all tier 3 abilities.

Harden
4 B: d?/e ed N/A Character Gains +1 Body N/A N/A [N/A 7
F f th Permanentl ne Pack F f the Iron Min
4 ocus.oteN/A e agtygddqe acket to Focus of the Iro IdMagicZ o o 7
Iron Fist Purchasing this skill permanently costs 2 Essence**
Expend 3 Bodio Resist Any Effect. Cannot resist Malice
4 Focus of the N/A or Qualities. Must have more than one body to use..Yo Resist o o .
Iron Soul permanently lose 2 Essence when you purchase this p
L
Focus of : : . . : .
4 _ Melee |This skill grants the ability to swing once ‘fistagic 10"  [Magic 10 4 0 7
Devastation

**Skill marked with a star means that you must choose between only one of these types of skills for your character.
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Crusaders
Game Information

e Factions:
o Al
e Playstyle:

0 Melee: Average
o0 Ranged: Low
0 Support: High
e Armor:
0 Wear Armor 1
o Wear Armor 2
Description
Crusadersre the priests and healers of the End of Season world. Crusaders often champion the teachings of a god or
set of beliefs and carry the fight to their enemies.

Faction Interpretations

Realm of SeasonsDefender

The Defenders within thRealm of Seasorase viewed as protectors and defenders of the defenseless. Younger
Defenders tend to wander the lands, looking to do good where they may, andoput evil where it chooses to make

itself known. As they gain in wisdom and age, many Defenders tend to pick a town or area of wilderness to protect as
their own, where they live out their remaining years.

The Defenders have lost quite a bit of politicalut due to theRealm of Seasofss RS LI NIl dzZNE FNBY 42 N
Defenders within thdRealm of Seasonbat do follow a god almost exclusively worship Unacia (although there are
rumors of Defenders choosing to quietly worship the less acceptea, prascribed gods). Many Defenders simply

choose to follow a personal code of ethics, foregoing the worship of any particular god.

The ChosenPurifier

The wandering missionary @he Choserthe Purifier traels the lands to protect mortals and their souls from evils of
this world, and beyond. They come in all types; some unassuming, and some larger than life, though all of the most
effective ones have a natural and pure focus that they channel their esslereayh to enact their most devastating
abilities. They are often found fighting against dark spirits, or those who cause vast, unwarranted change to the land
itself.

The Artificers- Theurgist

The Artifcersgenerally avoid dealing in the realm of spirits, instead choosing to focus on the strengths of mortals.
However, those that deal with the spirits typically venerate the gods. This being a land of extremes, those that do follov
the path of the Theurgt devote their whole lives to servitude to the deities they worship.

Mechanics
¢ Resting Rolelay Mechaniag Contemplate
o While resting the character cannot enter combat, take damage and must remain still Qvissders
cry out to their god during this period asking for aid.
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e Essence Rolplay Mechanic Battle Meditation
o They must roleplay, calling upon their faith for ten seconds and must withdraw from combat. They
cannot take damage, and must remain still durinig fireriod. Once they begin this process they call out
"Essence" and begin their ref#ay: stopping roleplay during this period will cause the Essence to be
lost.

Special Abilities
Advanced Shield Us€rusadersre the only class which may wield aedtliwhile using abilities which require packets.

Skills
Pool Essence
Cost Cost

SKill

. Game Call
‘Dellvery

Tier\Name

Description

1 |Apprentice N/A Enables the Purchase of Apprentice skills. |N/A N/A IN/A 1
'You now recove#l pool after completing a
1 [Minor Quick RegN/A _ P °r COMPIEinG & 1A NA INA 4
rest. This bonus is cumulative.
Minor Font of This skill grants the ability to use: "Magic 2 ) .
1 ! . Packet ! . I,, g iy ol g Magic 2 Healing 2 0 4
Healing Healing" x 3 Packets
Mend Limb Packet [Remedy a Maim Effect or Lesser Matffect |Magic Remedy Main2 0 4
Shield of Faith |N/A Resist to Corruption Effects Resist 0 1 4
Strike Melee |Skill 2 Skill 2 1 0 4
Sense : Magic Sense
1 . Touch |Sense Corruption*** by Touch . 1 0 4
Corruption*** Corruption
Enables the Purchase of Journeyman skills
2 |Journeyman N/A ) s N/A N/A [N/A 1
urney Must have 4 Pool and all tier 1 abilities.
. You now recover +1 Pool after completing ¢
2 |Quick Rest  |N/A : . ) PG du/a NA NA |5
rest. This bonus is cumulative.
) This skill grants thebility to use: "Magic 3 ) .
2 |Font of Healing |Packet o g y g Magic 3 Healing 3 0 5
Healing" x 3 Packets
Major Men This skill will enabl r r Magic Rem
. jor Mend Packet |§s ill will enable you to cure Greater agic Re gdy 0 1 5
Limb Maims Greater Maim
Protect the Grants "Defense Channel Resist Corruptior[Defense Channel
Packet . ) 0 1 5
Innocent Target Resist Corruption
Remedy Magic Remedy
Packet R dy Weak 2 0 5
\Weakness acke emedy YWeakness Weakness
Master N/A Enables the Purchas.e of Ma'sftfer skills. Mus N/A NA IN/A 1
have 8 Pool and all tier 2 abilities.
'You now recover +1 Pool after completing ¢
Major Quick ResN/A H NOW Tecover _ PIEANG AN/ NA NA |6
rest. This bonus is cumulative.
Sacrifice Melee Slphoq l Pool from a defenseless opponen|Corruption Siphon 1 NA IN/A 6
this ability takes ten seconds of repday at  |Pool
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the conclusion you must killing blow the
target.
3 |Parry N/A Parry: Resist Melee Resist 5 0 6
Major Font of This skill grants the ability to use: "Magic 4 . .
3 : . Packet o d y g Magic 4 Healing 4 0 6
Healing Healing" x 4
Enables the Purchase of Grandmastitls.
4 |Grandmaster |N/A . e N/A N/A |N/A 1
Must have 12 Pool and all tier 3 abilities.
Supreme Quick 'You now recover +1 Pool after completing 4
g [uPreme Quickly H NOWTECOVEr _ PG A NA NA - [7
Rest rest. This bonus is cumulative.
Major Shield of . . .
4 Fai{[h N/A Immune to Corruption based skills untist** |No Effect 0 3 7
\oice t ti
Mass Protect the | . This bestows "Defense Channel Resist oice to Factior],
4 \/oice o . . Defense Channel [0 4 7
Innocent Corruption” to everyone in your faction** . .
Resist Corruption
4 Mass Heal Voice This allows y.ou to providg "Magidaling" Voicg to Facti'orj, 5 7
to everyone in your Faction. Magic 2 Healing

**Skill marked with a star means that you must choose between only one of these types of skills for your character.

***|nvestiture to an evil god may change this ability
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Hunter
Game Information

e Factions:
o Al
e Playstyle:

0 Melee: Low
o0 Ranged: High
0 Support: Average
e Armor:
0 Wear Armor 1
o Wear Armor 2
Descriptions
Huntersare masters of ranged combat. They are the most proficient Archetype with the crossbow, deliaeged r
effects with their bows as if they were spell casters.

Factions Interpretations

Realm of SeasonsScout

Considered indispensable for their ability to travel quickly, and to sustain themselves for long periods of time in the
wilderness, the Scouts are typically utilized by the aristocracy oRtre@m of Seasons watch the land for any

intruders. With theimpowerful attacks from range, and the ingenious use of their traps, and knowledge of the terrain,
many Scouts have been known to be able to bring an invading group to a dead stop while they send a warning to their
reinforcements.

The Chosen Shadestalker

Many fear the Shadestalker for their ability to slay from a distance. This is short sighted, as the real reason one should
fear them is for their ability to hunt down any prey, regardless of where they hiffen @arked by a predatory totem,

they provide food for their tribes, as well as ensure that people are found, either for questioning or punishment.

The Artificers- Vagabond

The Vagabonga common silgt amongstThe Artificers These individuals travel the roads between settlements,

blazing new trails, acting as merchants and mercenaries. Always looking for adventure, Vagabonds have an uncanny
knack for getting into trouble with the locals or stumblimgon ancient ruins.

Mechanics
¢ Resting Rolelay Mechanic: Contemplate
o While resting the character cannot enter combat, take damage and must remain still Hdogtrs
spend time seeing to their crossbows and weapons, or contemplating the wilderness while they rest.

e Essence Rolplay Mechanic Setting Your Sights
0 MostHuntersspend time aiming at their targets, envisioning their targets falling with one well placed
shot. In order to do this they must withdraw from combat, cannot take damage, and must remain still
during this period. Once they begin this process they call out "Essence" and begin thplayole
Stopping roleplay during this period will cause the Esse to be lost.
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Special Notes
Crossbow'sThis class, more than others, makes heavy use of the crossbow. The End of Seasons board needs to appr
of all crossbow props for use in the game. If you are purchasing or building a crossbow, please lcerteatd for
approval prior to dedicating time or money. The crossbow must shoot all foam arrows.
e An example of an acceptable arrow:
0 http://www.amazon.com/four-CrossBolt-RefillPack/dp/BO01RAJOGI/ref=pd_bxgy t img b
e Examples of acceptable crossbows, if modified to look more period:
0 http://www .amazon.com/Nerfl1151BigBad
Bow/dp/B00095LHU8/ref=sr 1 50?ie=UTF8&Qqid=1295159695&0=8
0 http://www.amazon.com/Castlet552942L EG@Archer
Set/dp/BO030DI9LF4/ref=sr 1 31?ie=UTF8&qid=1295160066&4r=8

The varioudHunterabilities make reference to a genus. Acceptable targets for a genuslamnean Elf, Amalkin Dwarf,
Goblinoid, Fae, SpiriGiant, Construct, or Elemental. Other options may become available as the game progresses.

Skills
Skill Pool Essenc
: Description Game Call |
‘Dellvery Cost|Cost
1 |Apprentice [N/A Enables the Purchase of Apprentice skills N/A N/A [N/A 1
Minor Quick You now recover +1 Pool after completing a rest. ]
1 Quick /A _ . pieting N/A NA INA 4
Rest bonus is cumulative.
: Ranged ) .
1 |Hamstring g Skill Slow Skill Slow 1 [0 4
or Packet
1 |Deadeye Ranged ['Skill 3" x 4 Arrows Skill 3 3 0 4
Escape . .
1 S .p N/A Resist Root Resist 1 0 4
Bindings
! Ranged . .
1 |Forest's Gras Magic Root Magic Root 3 0 4
or Packel
\Voice Sense

Sense Genus by Voice, cannot use again until afte

1 |Detect Prey [Voice [Genus] (e.q. 2 |0 4
rest. L
Goblinoid)
Enables the Purchase &furneyman skills. Must ha
2 [Journeyman [N/A . N/A N/A |N/A 1
4 Pool and all tier 1 abilities
You now recover +1 Pool after completing a rest. ]
2 |Quick Rest  |N/A _ . Pieting N/A NA INA [
bonus is cumulative.
Forest's This skill grants the ability to use: "Magi¢iealing" x . .
2 _ Packet g y g g Magic 2 Healing |3 |0 5
Blessing 3 Packets

After standing with your feet planted for five secon

Eternal . . .
2 Hunter N/A you may shoot your crossbow for "Skill 1" until yoySkill 1 N/A IN/A 5
move your feet.
2 |Evasive Aura Aura Magic Repel AuraMagic Repel2 |0 5
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Hunter
"Magic Malice Quality Hunted". You can make all
ranged attacks "To Hunted" that deals 1 additiona . .
, : Magic Malice
2 |Hunter's MarkPacket |damage. Example: Using Deadeye you could call _ 0 5
. Quiality Hunted
damage to Hunted" (this only hurts Hunted targets
be careful!). You can only use this once per rest.
3 |Master N/A Enables the I.Durchas.e. pf Master skills Must have EN/A N/A IN/A 1
Pool and all tier 2 abilities.
Minor
3 [Hardened |N/A Character Gains +1 Body N/A N/A |N/A 6
Body
3 |Forest Lore |Packet Mag|c Remgdy [Root/Maim]. Choose Root or MaifMagic Rem.edy 0 6
time of casting. [Rootor Maim]
Ranged . :
3 [Headshot g Skill Stun Skill Stun 5 |0 6
or Melee
"Magic Root" x 6. This ability may only be invoked .
3 [Snare Trap [Packet g y may only Magic Root 0 2 6
once per rest.
4 |Grandmaster IN/A Enables the Purchasg of Grar.1.d.master skills. MustN/A N/A IN/A 1
have 12 Pool and all tier 3 abilities.
Maj ick Y +1 Pool aft leti (o
4 ajor Quic N/A ou nqw recover. ool after completing a res N/A N/A IN/A 7
Rest bonus is cumulative.
Forest's . . \Voice to (Genus
4 Voice |Lesser Root by Voice to Genus** . ( ) 4 7
Embrace Magic Lesser Ro
You have no limits on marks, and increase mark
Unstoppable
4 Hunter N/A damage from arrows to +2. You permanently lose |[N/A N/A |N/A 7
Essence when ygourchase this power.**
You can grant up to 5 "Magic Fav¥olr character's|Voice to Your
4 \Voice of Voice namg's Protected". For 2 Essence you can call "V{character namgs 5 7
Healing to [Your character nanj&s Protected, Magic 2 Chosen, Magic 2
Healing" Healing

**Skill marked with a star means that you must choose between only one of these types of skills for your character.
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Magus

Game Information
e Faction:
o0 The Atrtificers
0 The Chosen
e Playstyle:
0 Melee: Low
o Ranged: High
0 Support: Low
e Armor:
0 Wear Armor 1

Descriptions

Wielding powerful extrgplanar magic, the Magi are expert deal makers, often making blood pacts with@atrar

creatures. In order for them to gain access to their true powers, the Magi have to gaisasphbip by more powerful

beings. From there, they enter into an oath, establishing the bond between the caster and the creature. This oath come
with great power, but also with consequences.

Faction Interpretations

The Artificers- Elementalists

The Elementalists wield their power to limit the destructive forces of the Elementals that ravage the Island. Individuals
are chosen to be Magi at a young age, and are whisked away from their families, nostu&dlype seen again until their
coming of age rites.

The ChosenDruids

The Druids are looked to as arbitrators between the natural world and the world of men. The most central figure within
The ChoserDruils are revered by all the clans. They are looked to as arbitrators between the natural world and the
world of men, while also performing many of the rituals that are near the hearhefChosenTheir ability to bless the
oaths that are sworn in their peence is the foundation thathe Choseanre built upon. Druids rarely have specific

offices of power, though they are respected by eaciiioé ChosenThere appears to be a system of ranks for them, but
Druids are fairly rare.

Mechanics
¢ Resting Roleplay Mechanic- Contemplate
0 While resting the character cannot enter combat or take damage, and must remain still. Most Magi give
praise to their patron spirits during this time.

e Essence Rolplay Mechanic- Battle Meditation
0 They must roleplay, harnessing the powers of the elements or their patron, and must withdraw from
combat. They cannot take damage and must remain still during this period. Once they begin this proces
they call out "Essence" and begin their rpliay: stgping roleplay during this period will cause the
Essence to be lost.
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Special Notes
e Spirit Pacts
0 What separatedagusfrom other spell casters is their ability to make pacts with exti@nar entities
and (often) come out on the better end of these tieeSpirit pacts are dangerous and unpredictable
things that can often lead to extremely powerful abilities for the mortal caster, but are not without

drawbacks
Skills
, Skill _ Pool Essence
TietName : Description Game Call
Delivery Cost Cost
1 |Apprentice N/A Enables the Purchase of Apprentice skills N/A N/A |0 1
, - " , .
1 Minor Quick N/A You nqw recover. 1 Pool after completing a rest -IN/A NA IN/A 4
Rest bonus is cumulative.
Shock Packet [Disarm Weapon by Magic Magic Disarm (1 0 4
Conflagration [Packet [This skill grants the ability to use "Magic 5" x 1 Pa¢qMagic 5 3 0 4
Wind of the This skill grants the ability to use" "Magic 2" x 3 .
1 ! Packet ! " fityfo u g X Magic 2 2 0 4
Tornado Packets
1 [Strengthof Will|N/A Resist Drain Resist 2 0 4
Leech the . Magic Siphon
1 . Packet [Magic Siphon 2 Bod 2 0 4
Heart's Fire g P y Body
Enables the Purchase of Journeyman Skills. Must
2 |[Journeyman [N/A u - umey I N N/A N/A [0 1
4 Pool and all tier 1 abilities.
. You now recover +1 Pool after completingeat. This
2 |Quick Rest |N/A . . P & N/A N/A |N/A 5
bonus is cumulative.
Water of the . . - . .
2 Flood Packet [This skill grants the ability to use "Magic 3" x 3 Pa{Magic 3 3 0 5
2 |Earthen Strike [Packet [Magic Maim Magic Maim |2 0 5
This power enables a Magushind himself in an oat{By Magic |
2 [Sanctify Oath [N/A with a creature. Depending on the creature and thgsanctify this |0 2 5
oath, powers can vary. oath.
. Blight
2 [Suffocate Packet [Blight Weakness 2 0 5
\Weakness
3 |Master N/A Enables the If’urchas.e. Pf Master skills. Meste 8 N/A NA INVA 1
Pool and all tier 2 abilities.
3 Major Quick N/A You nqw recover.+1 Pool after completing a rest. -IN/A NA IN/A 6
Rest bonus is cumulative.
3 |[Enervate Packet |Magic Drain Magic Drain |4 0 6
Elemental .
3 Shield N/A Reflect Magic Reflect 0 2 6
This skill grants the ability to use: "Magic 4" x 4 .
3 |[Earthquake |Packet Palcket; g yfod g X Magic 4 5 0 6
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4 lGrandmaster IN/A Enables the Purf:hase o.f.Qrandmaster skills. Must N/A NA o 1
12 Pool and all tier 3 abilities.

Supreme Quic N/A You now recover +1 Pool after completing a rest. 1

i ) N/A N/A |N/A 7
Rest bonus is cumulative.

Aura of Often to receive power Magi are forced to take
4 N/A penalties of oath, with this skill the Magus may N/A 0 2 7

Command . . L
sidestep some of their obligations**

| call the
Elemental You can cast "Magic 1" Packets as long as you do
4 N/A g gasy elementsto |0 4 7
Storm move your feet.
me.
. . You may enter into an additional sanctified oath wi
Spirit Court's . .
4 Eavor N/A another greater spirit, allow you to gamore power. [N/A N/A |3 7

(But also potentially more drawbacks.)**
**Skill marked with a star means that you must choose between only one of these types of skills for your character.

Nightblade
Game Information
e Factions:
o Al
e Playstyle:
0 Melee: High

o0 Ranged: Low

0 Support: Low
e Armor:

0 Wear Armor 1

0 Wear Armor 2

Descriptions

TheNightbladesare a combination of fast skirmishing warriors and assassins in the night. Those that like to use guile ar
stealth will appreciate this Archetype. They are wellsed in poisons and their use, allowing them to use poison with
frightening effectiveness.

Faction Interpretations

Realm of SeasonsAgent

Agents are often hired by the Aristocracy; however, gnare known to work for themselves.. These well dressed and

well paid individuals act as investigators, representing the eyes and ears of the Aristocracy. Their ability to blend in at ¢
fancy ball, or feel at home in a rrdown slum makes them ideal forformation gathering missions. Many a foe has
underestimated their ability to sway a battle by targeting an enemy commander with their devastating poisons.
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The ChosernUmbra

Raiding parties largely consistldmbra, and for good reason. They are very good at infiltrating unseen, and causing
havoc within the ranks by slaying the loudest ones, and leaving the strongest to test their mettle in battle. They often
follow a bizarre code of honor, only assassinatimgker opponents, before challenging stronger ones directly.

The Artificers- Shadow

The Shadows of the Island are an unfortunate necessity in these dark times. The dlhastafificerdhave many

enemkes both internally and externally. It is for the protection of each of these clans that the Shadows exist. Many of
their tasks revolve around the location and acquisition of information and resources. And when extreme measures are
needed, few are better agjpped. More than one Shadow has found himself hunted by his former comrades after a job
was failed and their cover was blown.

Mechanics
e Resting Rolelay Mechanicg Stealth
o0 While resting the character cannot enter combat or take damage and must restilhiost
Nightbladesspend time inventorying their various poisons and tricks to ensure they are ready for the
next engagement.

¢ Essence Rolplay Mechanic- On the Move
o While they are restoring their Essence padightbladesnust remain moving. They cannot sit still and
cannot take damage during this time. During this periodjghtbladeis just as likely to be hurling
insults as preparing a hew alchemical concoction to smear upon their blade.

Skills

, Skill .. Pool Essence

TietName : Description Game Call

Delivery Cost Cost

1 |Apprentice N/A Enables the Purchase of Apprentice Skills N/A N/A |N/A 1
Minor Quick You now recover +1 Pool after completing a re

1 N/A . . . N/A N/A |N/A 4
Rest This bonus is cumulative.

1 |Sedative Melee |Blight Slow Blight Slow 1 0 4

o . Blight Lesser
1 |Stinging Blow |Melee [Blight Lesser Torment g 3 0 4
Torment

Blight Lesser

1 |Mage Killer |Melee [Blight Lesser Silence . 1 0 4
Silence
Acquired . . .
1 q . N/A Resist Blight Resist 0 1 4
Immunity
. "Blight 3" x 3 Swings; you must deliver this to tll _ .
1 |Serpent's Kiss [Melee g gs, ¥ Blight 3 2 0 4
back of the opponent
Enables the Purchase of Journeyman Skills. M
2 [Journeyman |N/A . . N/A N/A  [N/A 1
have 4 Pool and all tier 1 abilities.
Minor .
2 N/A Character gains +1 Body N/A N/A  |N/A 5

Hardened Body
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2 |Adder Strike [Melee  |SKill 2 Skill 2 1 0 5
Blight Stun, you must deliver this to the back of
2 |Waylay Melee |- 0 >N youmust celiver ©IBlight Stun 4 o 5
the opponent
2 |Deaden Limb [Melee |Blight Maim Blight Maim 3 0 5
2 [Minor ParalyticMelee  |Blight Weakness Blight Weakness (3 0 5
3 |Master N/A Enables the I?urchas'e. 9f Master skills. Must haN/A NA IN/A 1
Pool and all tier 2 abilities.
2 |Quick Rest N/A Yo.u now re(.:over +1 Ppol after completing a re N/A NA IN/A 6
This bonus is cumulative.
Poison the
3 Melee |Blight Drain Blight Drain 3 0 6
Lifeblood J J
Resist any packet or ranged attack when not
3 |Dodge N/A yP ) Resist 5 o 6
Rooted
uickdeath (deal death to a stunned or To Unconscious
3 |Stealth Killer |Melee Q . ( . ’ 0 6
unconscious foe) Skill Death
4 |Grandmaster IN/A Enables the Purchasg ofGrar.1.d.master skills. MN/A NA A 1
have 12 Pool and all tier 3 abilities.
4 |Hardened Bod{N/A Character gains +1 Body N/A N/A  [N/A 7
. Melee Blight Death which t be deli dto|_..
4 |Assassinate [Melee elee B9 eath which must be deflvere 0Bllght Death 0 1 7
the back of the opponent
All attacks from behind deal +1 Blight Damage| _ .
Death's Blight and Death
4 Blossom N/A until rest. This includes uncalled weapon swmgaregm t00ls N/A |2 7
which becomes "Blight 2** y
Spend +1 Pool per skill to turn any Blight sourgPoison is not m
4 |Death's Cataly{N/A p- P I N yBlg ) ! ! y N/A  [N/A 7
Skill. ** only tool.

**Skill marked with a star means that you must choose between only one of these types of skills for your character.
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Preserver

Game Information

e Factions:
0 Realm of Seasons
0 The Chosen

e Playstyle:
0 Melee: Low
0 Ranged: Average
0 Support: High

e Armor:
0 Wear Armor 1
o Wear Armor 2

Descriptions
Preserversare an Archetype ruled by time and their abilities shift depending on whether it is day or Tight
Archetype is the ideal choice for someone looking for a support role with a little more flexibility and flair.

Factions Interpretations

Realm of SeasonsMender

A Mender gains their powemty after proving themselves one with the spiritual world around them. In their
communities, the Menders are sought for interpretations of the spiritual world. The power they are granted is used to
preserve life both mortal and magic. In fact, they embtity connection between these worlds.

Before the Thrones unitedireserversvere only known through legend outside of the Spring province. Due to the
mystical healing abilities dfreserverspeople from the other provinces traveled to the Spring provjsesking
assistance with their various ailments that had their local healers at a loss. As more came seeking Rraiséngers
gave this training only after a promise was made to help any that might seek them out.

The ChosenChanneler

Drawing upon the powers of the natural world, Channelers are able to cast powerful divine magics to aid their allies in
and out of battle. Very few Chosen outside of this class fully coname: the duality of nature, and the ebb and flow of

L2 6SNWP ¢KS /KFEYYyStSNI glfla GKS 1yATSQa SR3ISE GNBAYy3I |
and fury, and even the good and evil.

Mechanics
e Resting Roleplay Mechaniag Contempate
o0 While resting the character cannot enter combat, take damage and must remain still Fviessrvers
cry out to nature during this period asking for aid.

e Essence Rolplay Mechanic Battle Meditation
0 They must roleplay calling upon their faith in nature itself for ten seconds. They must withdraw from
combat, cannot take damage and must remain still during this period. Once they begin this process they
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Special NotesThe Day and Night cycle of tReeserveibegins with Day starting at 6 am and Night starting at 6 pm.
Abilities that are either Day or Night are based on this cyclepndhe sun rise or sun set.

Skills
Skill Pool Essenc
Tier\Name : Description Game Call
Delivery Cost Cost
1 |Apprentice N/A Enables the Purchase of Apprentice skills N/A N/A [N/A 1
Minor Quick You now recover +1 Pool afteompleting a rest.
1 Q N/A _ _ . pieting N/A NA NA 4
Rest This bonus is cumulative.
"Sun 2 Healing" x 2 Packets. Gain +2 packets
1 |Healing Light |Packet _ g P Sun 2 Healing |2 0 4
during the day
1 |Buffeting WindgPacket ['Magic Lesser Repel" x 2 Magic Lesser Refl 0 4
Earth to ) .
1 ) Packet |'"Magic Slow" Magic Slow 1 0 4
Quicksand
1 Shield against Packet Defense Channel Resist Corruption. Becomes|Defense Channel ) 4
Corruption Defense Channel Resist Corruptions at night. |Resist Corruption
Sense . . . \/oice Sense
1 . Voice [SenseCorruption by Voice 0 1 4
Corruption Corrupt
Enables the Purchase of Journeyman Skills. M
2 |[Journeyman |N/A . . 4 N/A N/A |0 1
have 4 Pool and all tier 1 abilities.
You now recover +1 Pool after completing a re
2 |Quick Rest  |N/A _ _ . PIENg & M /a NA NA 5
This bonus is cumulative.
. "Sun 3 Healing" x 2 Packets. Gain +2 packets .
2 |Healing WatergPacket _ g P Sun 3 Healing |3 0 5
during the day.
2 Shield Against Packet Defense Channel Resist Magic. Becomes 2 x |Defense Channel 5 5
Magic Defense Channel Resist Magic at night. Resist Magic
2 |Mastery of Day|N/A Resist Sun Resist 0 1 5
Mastery of ) ) .
2 . y N/A Resist Corruption Resist 0 1 5
Night
Enables the Purchase of Master skills. Must ha
3 |Master N/A . . N/A N/A |0 1
Pool and all tier 2 abilities.
Major Quick You now recover +1 Pool after completing a re
3 [MalorQ N/A _ _ . PIEting a1 /a NA INA |6
Rest This bonus is cumulative.
. Self Defense
. Self Defense Channel Aura Magic Shatter. It m
3 |Barkskin Aura ) o Channel Aura 4 0 6
be invokedbefore you are struck to utilize it. .
Magic Shatter
3 |Nature's Way |Packet [Daytime: "Sun 2" x 3; nighttime: "Blight 2" x 3 |Sun 2 or Blight 2 |2 6
3 |Timelessness |N/A You may spend one Essence and until rest, caWhen day is nigth 1 6
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spells as if it were the next cycle. If it is day, yojand night is day.
must cast spells as if it were night, avide versa

4 lGrandmaster IN/A Enables the Purchasg of G.rg.ndmaster skills. NN/A N/A 10 1
have 12 Pool and all tierailities.

Supreme Quick You now recover +1 Pool after completing a re

4 N/A . . . N/A N/A |IN/A 7
Rest This bonus is cumulative.

4 |Magic of Life |Packet [Sun Remedy Death Sun Remedy Deal0 4 7
bl G dNB O Cast unlimitegl "Sun Realing”, so Iong. asyoud .

4 . Packet |not stop moving (no slower then walking) or tafSun 2 Healing [0 4 7
Compassion . o

damage. This ability ends on rest.**

Heart of the . .

4 Beast Packet |Magic Frenzy by Packet** Magic Frenzy 4 0 7

**Skill marked with a star means that you mustoose between only one of these types of skills for your character.
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Ritualist
Game Information

e Faction:
o Al
e Playstyle:

0 Melee: Low
o0 Ranged: High
0 Support: Low
e Armor:
0 Wear Armor 1
e Special Abilities:
o0 All ritual skills cost 1 CP less

Descriptions

Ritualiss are Ranged masters who are experts at the Game of Fate. The Game of Fate is the card game which combin
steely nerves and skill in order to cast the most powerful magic in the realm, ritual magic. Ritualists have certain
advantags with the Spirit of Fate, and thus have edges when it comes to performing rituals. People who enjoy throwing
packets at range will enjoy this class. However, casting rituals is a bit more complex than our standard spells. Despite
this complexity, it candvery rewarding. Please be sure to review these rules to see if the level of complexity will mesh
with your play style. For a more detailed description of Rituals, please refer Rithal Castinpage.

Faction Interpretations

Realm of SeasonsOracle

The Oracles within thRealm of Seasorse often sought for their ability to read omens in twerld around them and

warn of dangers, as well as foretell the best course of action. While they command formidable magic upon the field of
battle, their true power comes from their ability to cast great rituals. These individuals command great respésrand
from those around them, both because of the great power they wield and because of the unstable nature of that power
An Oracle is often as likely to be killed by their own magic gone awry as by an enemy blade.

The ChosenrWytch

Often bizarre, these individuals have a vast amount of magical power and very little formal training. As a result, they ar
highly individual in how they call forth their power, but are quite good at slaying their opponentsnWithiChosen
GKSNBE INB a2YS gK2 FNRgyYy 2y GKS 2200KQa LRSSNAEI (K2dZ
arcana of the land, which would explain the somewhat unpredictable nature of their powers.

The Artificers- Arcanist

The Arcanists are focused on manipulating the various primal forces of the world. While they do wield various spiritual
powers, they tend to avoid spiritual entanglements as much as possible. The Magi, Glyphmadsoegery and

Theurgists may have a greater knowledge in their specialization, but the Arcanists often work to unify and lead the

I NIAFTAOSNRA YIF3IAOFE SYRSI @2NAO®

Mechanics
¢ Resting Roleplay Mechaniag Contemplate

Veneration 2.0 Paged47


http://lione5.endofseasons.com/wiki/index.php?title=Ritual_Casting

o While resting the character cannot enter combat or take damage, and must remain still. Most Ritualists
guote ancient books during this time.

¢ Essence Rolplay Mechanic- Battle Meditation
0 They must roleplay harnessing the powers of the elements or thgatron, and must withdraw from
combat. They also cannot take damage and must remain still during this period. Once they begin this
process they call out "Essence" and begin their-piégy. Stopping rolglay during this period will cause
the Essence tbe lost.

Special Notes
e Deck of Fates
o0 Inorder to cast rituals, every Ritualist must own a Deck of Fates. For more information on rituals and the
Deck of Fates, please refer to tRé&ual Castinpage.

Skills
: Skill o Pool Essence
TietName . Description Game Call
Delivery Cost Cost
1 |Apprentice |Packet |Enables the Purchase of Apprentice skills N/A N/A |0 1
Minor Quick 'You now recove#l Pool after completing a rest. This
1 Quick I /A _ . preting N/A NA INA |4
Rest bonus is cumulative.
This skill grants the ability to use: "Corruption 2" x 3
1 |Black Hand |Packet g Y P Corruption2 2 |0 4
Packets
This skill grants the ability to use: "Sun Lesdepel" x 2 |Sun Lesser
1 |Driving Light |Packet d Y 0 4
Packets Repel
This skill grants the ability to use: "Magic Lesser Root" [Magic Lesser
1 [Earthen GrasjPacket g y g g 2 0 4
Packets Root
Resist the . .
1 ) N/A Resist Summon Resist 3 0 4
Calling
Ritual , . .
1 _ N/A Resist Magic Resist 0 1 4
Preparation
Enables the Purchase of Journeyman skills. Must have
2 [Journeyman |N/A . o y N/A N/A |0 1
Pool and all tier 1 abilities.
You now r +1 Pool mpletin . Thi
2 |Quick Rest |N/A ou qw ecover- ool after completing a rest is N/A N/A INA 5
bonus is cumulative.
Corruption . . Corruption
2 _ P Packet [Corruption Drain . P 0 5
Drain Drain
2 [Hand of Light|Packet [This skill grants the ability to use: "Sun 2" x 3 Packets [Sun 2 2 |0 5
Ways of the This skill grants the ability to use: "Corruption 3" x 3 )
2 Y Packet g y P Corruption3 (3 |0 5
Dark Packets
Corruption ) Corruption
2 P Packet [Corruption Lesser Frenzy P 0 5
Lesser Frenzy Lesser Frenz
3 |Master N/A Enables the Purchase of Master skills. Must have 8 Po|N/A N/A |0 1
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and all tier 2 abilities.
, - n . Thi
Major Quick N/A You nqw recover. 1 Poafter completing a rest. This N/A N/A INJA 6
Rest bonus is cumulative.
As long as you are moving at a brisk pace you are imrrI call on the
. . to Root and Drain except by Fate. If you ever move slo . .
Leyline of Air [N/A . Py 4 . Leyline of Aif0 |2 6
than a normal walk this effect ends. (Being effedbgd
" A . - No effect
Slow" will also end this effect)
Blessing of th Reflect Summon Permanently. You may call "Reflect"
Namedg N/A any Summon spell, except by Fate. This does not workReflect N/A |N/A 6
while the caster has "Qualitipead"
Force of Mind|Packet [This skill grants the ability to use: "Magic 2" x 3 PacketjMagic 2 2 |0 6
Enables the Purch f ter skills. Must h
Grandmaster IN/A nables the ' urc as'e. 9 Grandmaster skills. Must hav N/A N/A o 1
Pool and all tier 3 abilities.
N , Thi
Supreme N/A You nqw recover. 1 Pool after completing a rest. This N/A N/A INJA 7
Quick Rest bonus is cumulative.
Sever the . Corruption
- Packet [Corruption Death P 6 |0 7
Spirit Death
Bloom of Upon Purchasing, you may permanently add one pack
. N/A 0O |0 7
Corruption Black Hand and Ways of the Dark**
In a ritual, every time you draw a card due to a pool
expenditure, you may choose to draw an additional car
Walker of no additional cost. Additionally, at any time during your
Roads N/A ritual, you may cancel your ritual, pick up all of your ca N/A |N/A 7
Forgotten shuffle and try again. Any items, or pool used during yd
initial ritual ate still lost. The spirit controlling the ritual
may require some sacrifice in order to restart the ritual.
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Runic Guardian

Game Information
e Factions:
0 Realm of Seasons
0 The Chosen
e Playstyle:
0 Melee: Low
0 Ranged: Average
0 Support: Average
e Armor:
0 Wear Armor 1
o Wear Armor 2

Descriptions
Runic Guardianare an Archetype reliant upon the drawing of Runes. Players who enjoy both art and Viking style runes
will enjoy playing this clasRunic Guardianare a mixture of Ranged and Support combat.

Faction Interpretations

Realm of SeasonsRunecaster

It is said that the ability to control the runes was originally given to people of the Winter Throne from the Lord Of Storm:
as payment for a battle fought long ago in which they figured prominently inl¢fieat of a powerful Fire Lord. The

powers of the runes live on in tiRunic GuardiansThey consider this inheritance a treasure and devote themselves to
the mastery of the glyphs and etchings. Originally only found in the Province of Winter, the Rarsegesw in number

after the unification of the Thrones. It was rumored that any not born to the Winter province that tried to learn the
secrets of the runes would be driven mad. This is not the case, as Runecasters are now found within all of tresprovinc

The Chosen Cereberi

Warders without peer, they guard secrets left buried, and ensure that great evils are put permanently to rest. They are
viewed as the most learned in the glyphs of the world, meattieg often speak with the very words of Nature itself.

They have the most structured learning path witfine Choserwith the possible exception of the Druids.

The Artificers- Glyphmaster

The Glyphmastrs draw their magic conceptually from the old runes of Winter. Through their knowledge, they learned
GKIFG Ef aevozfa LkRaasSaa YeailuAaolrt LReSNE y20 2dzaid (K¢
unlocked power in items long sintest by being able to work with a variety of languages and symbols.

Mechanics
¢ Resting Rolelay Mechaniag Contemplate
o0 While resting, the character cannot enter combat or take damage and must remain still. FBorite
Guardianspend time, practicing their rune craft during this period.

e Essence Rolplay Mechanic Battle Meditation
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o0 They must create a few Runes of Restoration for ten seconds and must withdraw from combat. They
also cannot take damage and must remain stilligigithis period. Once they begin this process they call
2dzi a9aaSyO0Sé IplsgyRStoppthd rblgilay idutirkyxhsJoeNd il cause the Essence to
be lost.

Special Notes
e Etchings, Glyphs and Rune Casting
0 Instead of using incant®unic Gardiansmust physically inscribe etchings or glyphs on a person or
object before they can cast abilities on them.

Skills
, Skill . Pool Essence
TietName : Description Game Call
Delivery Cost Cost
1 |Apprentice N/A Enables the Purchase Apprentice skills N/A N/A |0 1
Mi ick Y +1 Pool leti .Th
1 inor Quic N/A ou nqw recover. ool after completing a rest N/A N/A IN/A 4
Rest bonus is cumulative.
This skill grants the ability to use: "Defense Channel Defense
1 Etching of Etchin Resist Magic" to whomevemou draw the etching on. Channel Resitz o 4
Immunity g The etching must be redrawn EVERY TIME it is CaStMa i ]
requires 10 seconds of RP (true for all etchings) g
1 |Lightning Packet [This skill grants the ability to use: "Magic 2" x 3 PackMagic 2 2 |0 4
: : . Magic Maim
1 |Freeze Limb |Packet |Magic Maim Leg Legg 2 |0 4
Self Magic
1 |Unstifle N/A Self Magic Remedy Silence Remedy 3 |0 4
Silence
1 |Resist Tormen|N/A Resist Torment Resist 0 1 4
Enables the Purchase of Journeyman skills. Mage 4
2 |Journeyman [N/A . s Y N/A N/A |0 1
Pool and all tier 1 abilities.
. You now recover +1 Pool after completing a rest. Th
2 |Quick Rest  [N/A . : Pieting N/A N/A IN/A 5
bonus is cumulative.
) Restorative Packet This skill grants the ability to use: "Magic 3 Healing Magl.c 3 3 o 5
Touch Packets Healing
Once you carve a rune into the earth, and charge it \
your Essence it "Restore Pool 20 seconds faster" ThiAction: Carve
2 |Glyph of Self [Etching |ability lasts until 100 seconds has passed without befthe runes into (0 1 5
used. This glyph can be used by anyounsnd this the ground
period. There can only be one Rune active at a time
: . ) Defense
5 Etching of Etchin "Defense Channel Resist Shatter" The etching must Channel Resits |0 5
Steadfastness g redrawn EVERY TIME it is cast (true for all etchings |
Shatter
2 |Symbol of Symbol ['Restore 1 Pool" you must rofday etching a rune in [Restore 1 Poql |0 5
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Rejuvenation the air with your finger before this attack
Master N/A Enables. the Pu.r(_:r.lase of Master skills. Must haked N/A NA A 1
and all tier 2 abilities.
. - n , .
Major Quick N/A You nqw recover. 1 Pool after completing a rest. Th N/A N/A /A 6
Rest bonus is cumulative.
Etching of Etching /At the time of castin must put a run n [
.|g ing / (.EI e of casting you must put a rune upo youAuraSuns > o 6
Purity Aura to gain "Aura Sun 3" x 2
: : . Defense
Etching of Etchin "Defense Channel Resist Frenzy" The etching must Channel Resits [0 6
Clarity g redrawn EVERY TIME it is cast (true for all etchings) ]
Frenzy
Restore \Voice Magic
\Warriors' \VVoice |RemedyWeakness by Voice Remedy 4 |0 6
Strength \Weakness
Grandmaster IN/A Enables the Purf:hase o.f.(.3randmaster skills. Must h N/A N/A o 1
12 Pool and all tier 3 abilities.
, n , .
Supreme Quic N/A You nqw recover. 1 Pool after completing a rest. Th N/A N/A IN/A 7
Rest bonus is cumulative.
Lightning StorrlPacket [This skill grants the ability to use: "Magic 5" x 5 PackMagic 5 0 2 7
Remove etching requirement for casting. You have
Etching of th n r skill far no lon ire th
'[_ClgOteN/A advg cedyou5|ssoa.a.s.to .oomlete N/A N/A IN/A 7
Mind Etchings to bestow your abilities, instead you use
packet. This costs 3 permanent Essence. **
This ski ili :
| is s ill grants .the ability to use O"nce you carve th Sun Channel
Glyph of Sun's . |rune into up to six targets they can "Suna@hel Melee
Etching B . . Sun: Melee [0 3 7
Glare Sun" to all melee strikes. This means all weapon blo sun
are from the Category "Sun" until rest. **

Veneration 2.0
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Scourge

Game Information

e Factions:
0 Realm of Seasons
0 The Atrtificers

e Playstyle:
0 Melee: Average
o Ranged: High
0 Support: Low

e Armor:
0 Wear Armor 1
o Wear Armor 2

Descriptions
Scourgesre powerful skirmish fighters who are adept at defeating very specific kinds of creatures. They have the abilit

to choose a specific genus and then become their bane. Players who like to have a very specific enemy and the skills t
back it up will enjoyhis play style. These are the prototypical Undead Slayers or Demon Hunters.

Faction Interpretations

Realm of SeasonsKnight

The Knights within th&ealm of Seasorae known for their single mded determination to their cause. The Knights
have a soufjuest, either deriving from some incident in their past or made known to them by fate as they train, which
they will follow with dogged determination, viewing all obstacles in their path simphagpening stones, honing them
for their eventual success. The Knights are known throughouRtrem of Seasonas they will travel any distance and
face any challenge to accomplish their task.

The Artficers- Fanatics

These zealots scour the land looking to cleanse the land of all forms of corruption. Most of these individuals are
worshipers of the Maker. While there is generally a great deal of religious tolerance, the presence of the Fanatics are
typically unwelcome, hence the derisive term applied to them. However when some dark power from the previous age
awakens, these Fanatics are most welcome.

Mechanics
¢ Resting Rolelay Mechanic
o Focusing Will: During this period tleourgeoften takes timeto check his stock of components and
ready his weapons.

e Essence Rolplay Mechanic
o On the Move: While he is restoring his Essence pddtargemust remain moving. He cannot sit still
and cannot take damage during this time. During this perids@urges just as likely to be hurling
insults as preparing his components for the rest of the engagement.
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Special Notes
e Bane
0 AScourgaletermines many of his abilities by using components to attune himself to a particular genus
of creatures. Valid geera include: Goblinoid, Construct, Elemental, and Undead.

Skills
Skill Pool Essenc
TieﬂName : Description Game Call
‘Dellvery Cost Cost
1 |Apprentice [N/A Enables the Purchase of Apprentice skills N/A N/A |N/A 1
Minor Quick You nowr r +1 Pool after completing a Rest. Thi
1 inor Quic N/A ou q ecove . ool after completing a Res is N/A N/A INJA 4
Rest bonus is cumulative.
1 |Boltof Light [Packet [This skill grants the ability to use: "Sun 2" x 3 Packets [Sun 2 2 |0 4

You must sacrifice 1 Rare Component and one Essend
attune yourself to a Genus and gain +2 Sun Damage td
abilities used against the Genus. Does not apply to bag
weapon attacks. This lasts until Rest.

1 [Nemesis N/A N/A 0 1 4

1 |Fortified Body [N/A Resist Maim Resist 3 |0 4
1 lcall Forth Packet After invoking l}/our Ngmesiﬂoility, you Tay use this [Nemesi$ 0 4
power to cast "Nemesi$Sun Summon. Sun Summo
1 |Strike Melee |[Skill 2 Skill 2 1 [0 4
Enables the Purchase of Journeyman skills. Must have
2 [Journeyman [N/A . N o umey ! ) v N/A N/A |N/A 1
Pool and all tier 1 abilities.
2 Minor N/A Character gains +1 Bod N/A N/A |N/A 5
Hardened Bod g y
Sunburst Packet |This skill grants the ability to use: "Sun 3" x 3 Packets |Sun 3 3 |0 5
Know Thyself [N/A Immune to Torment (except by Fate) until Rest No Effect |0
Holy Aura Aura  ["Aura Sun 1" response to 3 received Melee hits. AuraSunl |2 |0 5
Inexorable . .
2 N/A Immune to Drain (except by Fate) until rest. No Effect |0 |1 5
Advance

3 |Master N/A Enables. the Pur(.:r.]ase of Master skills. Must have 8 Po N/A N/A INJA 1
and all tier 2 abilities.

You now recover +1 Pool after completing a Rest. This

i ) N/A N/A |N/A 6
bonus is cumulative.

3 |Quick Rest [N/A

You may expend a component to cure yourself of any i
effect. Malicesand Qualities cannot be remedied in this
Tools of the method. You must be conscious to invoke this ability. dSelf Sun
3 Gods N/A 1 Component: Common components can cure lesser |Remedy 0 1 6

effects, Rare can cure normal, Very Rare can cure greg Effeci
and Unique can cure true effects. This ability caly be
used once per rest

3 |Blinding Blast [Melee [You may swing "Skill Lesser Stun" once, or if you have|Skill Lesser |4 |0 6
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invoked your Nemesis ability, you may swingeimesiy |Stun or
Sun Stun" x 2. [Nemesib
Sun Stun
3 |Uncorruptable|N/A Resist Corruption Resist 0 1 6
4 lGrandmaster IN/A Enables the I.Durchas.e. .Of Grandmaster skills. Must hav N/A N/A INJA 1
Pool and all tier 3 abilities.
4 Major Quick N/A You nqw recover.+1 Pool after completing a Rest. This N/A N/A INJA 7
Rest bonus is cumulative.
I lat All the invoker to Reflect all effects but thatd
4 mmacuae N/A ows the invo gr o Reflect all effects but ones tha EReerct 0 7
Purity flat damage, until Rest.
Expend 2 Unique Components to Attune yourself vs. (Genus Sun
4 |Archnemesis |N/A Genus. Once attuned yawing "[Genu$ Sun Death" until 7 7
Death
Rest.**
4 |Inner Flame |Aura  |'Aura Sun 5" response to 3 received Melee hits.** AuraSun5 |5 |0 7

**Skill marked with a star means that you must choose between only one of these types of skitlsifaharacter.
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Spellsword

Game Information

e Factions:
0 Realm of Seasons
0 The Atrtificers

e Playstyle:
0 Melee: Average
0 Ranged: Average
0 Support: Low

e Armor:
0 Wear Armor 1

Descriptions

Spellswordgombine the casting power of a Ranged caster with the ability to channel effects through their weapons.
CKA& A& |y ! NOKSGeL)lS FT2NJ iK2aS ¢gK2 fA1S G2 RSFHft o0A3 ¢
stand up to heavy punishment and stuinstead try deftly to avoid the most serious of blows. Every tirSpellsword

gains a new level in proficiency it is expected that his weapon will mirror that gain with decorations of tassels and gems
It is said that &pellswordvho does not treasurand embellish his weapon sufficiently with exotic decorations to match
its worth, creates a disharmony with his gifts, ultimately harming his overall capabilities.

Faction Interpretations

Realm ofSeasons Stormbringers

During the unification of the Thrones, each of ®Bellsword$rom the Spring province felt a compulsion to travel to the
Winter province and meet with th8pellswordshere. During this meeting, it is rumored that the Lord ofr8ts claimed
those originally from Spring as its own, imbuing all present with a bit of its power, and a bit of its madness.
Stormbringers are specialized fighters who have not only dedicated themselves to the blade, but have also succeeded
channeling mgical effects through their weapon. Due to the strict training and ability to maintain their composure even
RdZNAY3I GKS Y2a0G aidNBaatdAg olFdidfSas {G2NY¥oNAY3ISNE Ol Yy

The Artificersc Willforger

The best and brightest of the clans are often trained to bec&pellswordsThe Willforgers are trained to combine

mind, body, and sword into one. The swords are often passed down from generation to generation, angrab®leo$

GKS 2AffFT2NASNRa FlLYAtes tAySIF3IST FyR LISNB2YIFf L} gSNI
ambassador to the other clans. They are both uniquely capable of protecting themselves and understanding the arcane
discussion which are part and parcel of the council meetings.

Mechanics
¢ Resting Rolelay Mechaniag Contemplate
o While resting the character cannot enter combat or take damage, and must remain still. Most
Spellswordsole-play the care of their weapons duringis downtime.

e Essence Rolplay Mechanic Battle Meditation
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o They must roleplay, using katawith their sword: they cannot take damage and must remain otherwise
aGATf RdANAY3I GKA& LISNA2R® hyOS G(GKS& o0S3plag. G§KAA
Stopping roleplay during this period will cause the Essence to be lost.

Special Notes

e Because their abilities are tied to a specific blgigellswordsnust always carry their blades if they wish to use
magic. This blade must be made personal and possess a unigque style.

e IfaSpellsworcKl & KA & o0fl RS 0 NER | B gastBphls. iSpelisvd® K SDAf If RS SOIdzf | @
all the normal ways in which normal weapons can be remade Spediswordloes not have to spend the
essence to rattune their broken attuned sword.

e |f the sword is ever forever lost, they can stiiycanother blade. Investing themselves into a new blade takes
one-hundred seconds and costs one Essence. Wigmetiswordobegins play, he is assumed to be invested in
one weapon of his choice.

e Spellswordsre bound by all the same rules for castingle/sirmed as the rest of classes until they purchase the
Mage Blade skill. 8pellswordnust have the blade on his person when he casts his ranged spells.

e Spellswordscan only use 1 handed swords or 1 handed axes as their weapon type and they canmt ofse a
their abilities if they use their weapon while fighting Florentine without first learning the skill Enhanced Foci.

Skills
Skill Pool Essenc
TieﬂName : Description Game Call
‘Dellvery Cost|/Cost B
1 |Apprentice |N/A Enables the Purchase Apprentice skills N/A N/A |0 1
Minor Quick You now recover +1 Pool after completing a rest. Thig
1 QuIck |\/A _ . pieting N/A NA NA |4
Rest bonus is cumulative.

Unlike most spell casting classes, the Spellswigttd this

skill can cast while holding a weapon N/A N/A - IN/A 4

1 [Mage Blade |N/A

Focus . .
1 Melee [Magic 4 Magic 4 2 0 4
Attunement
1 [Resist DisarmN/A Resist Disarm Resist 1 0 4
. . ) Magic Lesser
1 [Thunderstrike|Melee [|'Magic Lesser Repel" x 2 Swings ReSeI 1 0 4
1 |Shock Packet |Magic Disarm Magic Disarm2 [0 4
Enables the Purchase of Journeyman skills. Must hay
2 [Journeyman [N/A : y N/A N/A |0 1
Pool and all tier 1 abilities.
You now r r +1 Pool r completin rest. Thig
2 |Quick Rest  |N/A ou qw ecove. ool after completing a rest i N/A N/A INA 5
bonus is cumulative.
Arcane Blast |Packet [This skill grants the ability to use: "Magic 3" x 3 PackgMagic 3 3 |0 5
Breaking StrikMelee [Skill Maim Skill Maim |3 [0 5
Any shatter effect to your attuned weapon is treated 3
2 [Body is Blade|N/A y your atitined weapon 1 N/A N/A NA 5
Maim.
Skill Lesser
2 |Precise Strike|Melee [Skill Lesser Torment ! 3 0 5
Torment
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Master N/A Enables_ the Pur(.:hase of Master skills. Must have 8 P N/A N/A 1o 1
and all tier 2 abilities.
. - n , Thi
Major Quick N/A You nqw recover. 1 Pool after completingeat. This N/A N/A IN/A 6
Rest bonus is cumulative.
Arcane Fury |Packet [This skill grants the ability to use: "Magic 4" x 4 PackgMagic 4 5 |0 6
. . The blade is
The Spellswordan chose to change the Skill Delivery .
Blade . . the mind, the
N/A any of his skills from Ranged to Melee weapon regard . . 1 6
Harmony L . mind is the
of other restriction until rest.
blade.
All attack liver ith r bl re +1 Damaggl My bl n
Conduit N/A attacks delivered with your blade are .a agel (My blade a d0 4 6
rest. Base Weapon Damage becomes. Magic 2 are one.
Grandmaster IN/A Enables the If’urchas.e' gf Grandmaster skills. Must ha N/A N/A 10 1
Pool and all tier 3 abilities.
Supreme N/A You nqw recover.+l Pool afteompleting a rest. This N/A N/A INA 7
Quick Rest bonus is cumulative.
Spell Reflect [N/A You may Reflect a spell that hits you via packet. Reflect 0 2 7
Enh dF th in th f either th
Enhanced Fo{N/A nhanced Foctis, they gain te USe of eertne iy, A NA INIA 7
Florentine ability, or a two handedeapon.**
No longer requires a sword to cast spells, all packet
Blade of the damage deals +1 damage. This means that the Spells
Heart N/A is not bound by the rules that he must always carry hi{l am the bladg3 [0 7
sword to use his magic. Cannot be stacked with Cong
Like all other skills effects it ends at rest. **

Veneration 2.0
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Warden

Game Information
e Factions:
0 Realm of Seasons
0 The Chosen
e Playstyle:
0 Melee: High
o Ranged: Low
0 Support: Average
e Armor:
0 Wear Armor 1
o Wear Armor 2
0 Wear Armor 3

Descriptions
Wardensare powerful, defensive fighters able to take an enormous amount of punishment on the field of combat.

Because their unigue role grants them powerful abilities to protect both people and pledensare most effective
when backed up by healers and ettRanged classes.

Faction Interpretations

Realm of SeasonswWatcher

The Watchers are known for their mystical ability to defend others. The Watchers tend to take positions within various
town militia, and many strive to make a name for themselves there. Others may tend toward a more lucrative
bodyguard position, as Watchers can command steep fees in this type of career. It is said that when a Watcher is
defending their chosen land, or guardingpesific person, they are impossible to defeat.

The ChosenKeepers

Guardians of the land, they are often viewed in the same light as what they have given their oath to protect. Many
newer Keepers go forth intthe world in order to find a person, or more often a place, worthy enough to protect. They
consider it an honor to commune with the purest parts of nature, and as such are often skilled enough to make
protective armors out of even the basest of materials

Mechanics
¢ Resting Rolelay Mechanic Battle Worthy
0 Wardensoften walk the perimeter of the place they protect when they rest. In order to be-ezady
for combat, they pace out the steps and quietly sample the earth they are upon. During tlid frey/
cannot fight, but are ever watchful for danger.

e Essence Rolplay Mechanic Defensive Formation
o During this period of time, th&Vardenscannot invoke skills or use any abilities. Unlike most other
classesyardenscan take damage and fight defensively while restoring Pool via their Essence. If they
are stunned or bleeding, they immediately lose the Essence they spent to restore the pool. Although
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they may continue to fighi/ardensmust still follow all normal ruke of Essence restoration. This
AyOf dzZRSa RSOt I NAy3I a9aaSy0S¢ ¢gKSy GKSe o6S3aAy i

Special Notes
e Protected Place or Person
0 There are certain abilities that\WWardencan gain by either defending a person or plac&/#denmust
usually select a specific place or person at game start. This choice can only be switched during the dinn
hour on Saturday.

Skills

TietName

Skill

Delivery

Description

Game Call

Pool Essence
Cost Cost

1 |Apprentice |N/A Enables thé>urchase of Apprentice skills N/A N/A |N/A
Minor
1 |[Hardened |N/A Character gains +1 Body N/A N/A |N/A
Body
1 |(Sun Ray Packet ([This skill grants the ability to use: "Sun 1" x 3 Pack(Sun 1 2 |0
This skill gives the Warden 3 Self Warden Channel
. Resist Corruptions, or 3 Self Warden Channel Res L
Defensive . . My shield is my
1 N/A Magic. Once invoked the playeannotmove beyond { . 1
Stance . . . life
pivot until the skills are expended. If they move, the
skills are lost.
Fortified BodyN/A Resist Maim Resist 0
Strike Melee [Skill 2 Skill 2 1 [0
Battle . . :
1 N/A Resist Skill Resist 3 [0
Hardened
Enables the Purchase of Journeyman skills. Must I
2 |Journeyman |N/A . - y N/A N/A [N/A
4 Pool and all tier 1 abilities.
Hardened .
2 N/A Character gains +1 Body N/A N/A |N/A
Body
After 10 seconds of neoombat preparation, the
) Stalwart N/A \Warden gains the ability to resist the next packet |Self Defense 0
Shield attack which strikes the Warden's Shield. If that attiChannel Resist
is not resisted, tts power is wasted.
Heal Chosen person by Voice for 3 Body. The indiv
who this can be used on is chosen at the beginning_ , .
-|Voice to Chosen
5 Chosen Voice the weekend and can be changed at recharge. Thi ersofMagic3 2 |0
Guardian ability does not work on another Warden. As this isp _ g
- S healing
a packet based ability it can be used whilielding a
weapon.
2 Presence of Voice |Voice sense Warden's Chosen Protector voice Sense 0
The Chosen [Chosen persdn
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2 |Parry N/A Resist any Melee strike Resist 5 |0 5
3 IMaster N/A Enables thePL.Jrchase.(_m.c Master skills. Must have 8 N/A N/A INJA 1
Pool and all tier 2 abilities.
Major
3 [Hardened [N/A Character gains +1 Body N/A N/A |N/A 6
Body
"Self Fate Root, Restore 8 Pool". You are immune
" S . Self Fate Root.
3 [Immovable [N/A Remedy Roots" until rest. Thi®wer cannot be usec 0 6
. Restore 8 Pool.
if you are already rooted.
Defensive Once this ability is gained, Defensive Stance gives|My shield is my
3 Master N/A additional effects of 1 Resist Corruption, and 1 Reglife, | will never |N/A |N/A 6
y Death . This permanently reducgsur Essence by 1 |yield.
3 [Lay On Hand{Touch |10 Healing (other only) Magic 10 Healingl3 [0 6
4 lGrandmaster IN/A Enables the Pur.chase o-f.(.3randmaster skills. Must N/A N/A INJA 1
12 Pool and all tier 3 abilities.
Supreme
4 |Hardened |N/A Character gains +1 Body N/A N/A |N/A 7
Body
While in Defensive Mastery stance, the Warden is .
. My shield is my
immune to death (except by Fate). If they move . .
beyond a pivot, they lose this ability. They must pa ife, 1 will never
4 |Indomitable |N/A yonc'a pivol, they y. They P yield, noteven [0 |1 7
1 additional Essence to the Defensive Mastery cosi
. . . o . Death can stop
activate this ability while in Defensive Mastery me
Stance.** '
\Voice to Chosen
- . ersorj Defense
\Watcher of . "Defense Channel Resiglightor Corruption}”. P 1 .
4 \Voice . . . . Channel Resist |0 |1 7
The Chosen Choose Blight or Corruption at the time of casting. | _ .
[Blightor
Corruption
The Warden chooses a person who is not also a
\Warden as the target of this skill as longtiperson is
standing the Warden cannot go below 1 body and || .
. . : | will defend you
4 |Soul GuardialN/A immune to the following (except by Fate): Death, unto death 0O 5 7
Frenzy, Maim, Repel, and Stun. If person is not '
touching the Warden, the effect ends. This ability d
not work on another Warden. **

**Skill marked with a star means that you must choose between only one of these types of skills for your character.
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Weaponmaster

Game Information

e Factions
o Al
e Playstyle:
0 Melee: High

o0 Ranged: Low

0 Support: Low
e Armor:

0 Wear Armor 1

o Wear Armor 2

o Wear Armor 3
e Weapon Training:

o Martial

Descriptions
Weaponmastersare the stalwart fighters of legend and story. They are able to deal an impressive amount of melee

damage and have the fortitude to take a beating on thetleéield. At higher levels, they represent either efficient killers
or great generals.

Faction Interpretations

Realm of SeasonsTactician

The Tatician within the Realm of Seaswaries They range from the local mat-arms in the local village, the Sheriff
named in command of a town, or commander of thousands. They use tactics, finesse, or plain brute force to win the
battle. The fighting stylesf the Tactician also vary, from the battle formations and commands employed by the
commanders, savage charges and overwhelming force of the fearsome berserkers, or the tactical placement of troops
before the battle begins based upon the terrain in a gigesa, they are a masters of all things martial.

The ChosenFuries

War leaders without peer, the Furies plan and execute all martial actibasChoserngagen. There is a great amount

of variance within them however, as many are simple raiding party leaders, or even just very skilled individual
opponents. They mostly respect victory over either specific path, so they are often measured by the strongeshbppone
they have slain... especially with their bare hands or claws.

The Artificers- Reavers

The training many a young soldier receives can be traced babtletEclipse War. During these dark days, the soldiers in
hadSNARGNRYQA | N¥e& ¢ SNBE ReAllR& ReasngandYeSetved3hd Beneditbf all thefThrands (i K ¢
approach to combat. When the war was over and many of these soldiers stayed tue& new life on the Island, they

kept these traditions. Of course, being descended from the Winter Throne has made their preferred style more daring
than defensive. Reavers are often sought after for their strategic and tactical military might.

Mechanics
¢ Resting Rolelay Mechanic Battle Worthy
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