
Official Rulebook

Written by
Hilary Umbreit & Adam Selby

4th ed.
September 2015



Contact Information
General Managers: Adam Selby & Hilary Umbreit

Email: staff@eraschronicles.com
Website: eraschronicles.com

Join us on social media!
Facebook: facebook.com/groups/240317952753830/

Pinterest: pinterest.com/echronicles

Campsite Information
Faire Play Campground

Montrose, PA

Directions to the campsite are available on the “Logistics” page of our website.

Table of Contents
Section Page

Chapter 1: Introduction 01
Chapter 2: World Overview 03
Chapter 3: Character Creation 13
Chapter 4: Character Progression 20
Chapter 5: Combat & Casting Mechanics 26
Chapter 6: Game-play Mechanics 42
Chapter 7: Event Walkthrough 55
Chapter 8: Rules & Policies 62

Appendix 1: Starting Skills 71
Appendix 2: Learnable Skills 76
Appendix 3: Thaumaturgy 82
Appendix 4: Professions 91
Appendix 5: Braelinese Laws and Culture 99
Appendix 6: The “Short List” 104

Contact 108

Errata, important game-related announcements, additional
information about the setting, and How-to Guides are available at eraschronicles.com.

No one under age 18 may participate in the Éras Chronicles. Participants may be asked to
provide a valid photo ID at their first events.



Chapter 1: Introduction

What is a   larp  ?
Live-action role-play—more commonly known as larping—is a game 

in which participants physically portray characters within a fictional 
setting, improvising their characters’ speech and actions.

Players design roles known as “player characters,” or PCs, and are 
expected to dress and act as their characters at successive events, 
progressively developing the characters and their relations with other 
characters and the setting. Event arrangers, known as General 
Managers (GMs), decide on the setting and the rules that are used to 
facilitate play. Participants known as staff help to establish and 
maintain the game setting during play by acting as stage-hands and/or 
playing “non-player characters,” or NPCs. Staff receives more direction 
from the GMs than players do.

Goals & Design
The Éras Chronicles was founded in early 2012 by Adam Selby and 

Hilary Umbreit after extensive research into game-design. Below, we 
have listed the 5 most important goals and elements of our game:

1. Player initiative: We believe staff should guide, not control. Staff 
will provide players with different options, but will not dictate players’ 
movements or decisions. Proactive role-play will be rewarded.

2. Story: Developing the collaborative and individual stories of all types of 
characters is emphasized. Plots focus on the human experience, exploring themes like 
coming-of-age, finding a place in the world, overcoming challenges, building friendships, 
navigating social politics, falling in or out of love, and dealing with family matters. 
Simulated combat is present, but generally as a complementary element.

3. International design elements: Though the Éras Chronicles is an American-style
game, it has been influenced by the Nordic “school” of larp, and incorporates modified 
versions of elements such as “fate play” from Nordic games.

4. Realism: Éras, our setting, is a living world that strives for realism and 
consistency within its own internal constraints. It does not rely on the fantasy or medieval 
tropes, mythology, or figures often encountered in the genre at large—thus, no fairies, 
vampires, druids, etc; women are equal, gay marriage is allowed, and religious oppression 
does not occur.
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5. WYSIWYG: or, “What you see is what you get.” To maintain immersion, we 
attempt to eliminate visual cues that do not mesh with the setting we want to create. Unless
the rules state otherwise, assume that an item, character, or place is as you see it.

Influences
Knutepunkt

Nordic larp documentation
 “The Play of Fate” by Eirik Fatland

Dogma99 Manifesto by Eirik Fatland & Lars Wingård
The Stories of the Champions of the Round Table by Howard Pyle

Other   Games   of Interest
Games we have attended and/or games we referenced while writing our own.

Adventurers Wanted
Kingsley, PA

Dystopia Rising
Felton, PA

Future Imperfect
Charlton, MA

Intercon
Chelmsford, MA

Keystone
Boston, MA

Knight Realms
Sparta, NJ

Legends
Spencer, MA

Realms of Adventure
Sparta, NJ

Second Dawn
Georgetown, MA

Steam & Cinders
Ashby, MA

Witchwood
Ashby, MA

Xanodria Productions
Hamburg, PA

Chapter 2: World Overview
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The Story’s Setting
Our story takes place in Ravensgate, a small town located in

county Marcheford, Stemma. The ruling house, House Marcheford, is
an old Stemman bloodline; but the family has undergone turmoil in the
last few years. Recently Sir Henry Marcheford, a young bachelor-
knight and the sole living heir of the house, came under suspicion of
treason. Though acquitted at trial, he has since been reassigned to
duties in Xiros. Shortly after his departure, his esteemed mother
passed on. In her will, she adopted the family herald as the Marcheford
heir, a young common-born woman named Celestine Heywood. Now
Countess Celestine Marcheford, she maintains an uneasy hold over a
county rife with political tensions and restless vassals.

The town is located about 50 miles northwest of Revma, Stemma’s largest port-city, 
and about 60 miles southeast of Esos, Braelin’s capital. As such, it represents an excellent 
way-station between the cities—and indeed, merchants, sailors, traveling nobility, 
journeymen, artisans, and groups of Travelers pass through the town regularly. Many 
young people are drawn to the town for the opportunities available therein; it is quite easy 
to make contacts, find a teacher, or start a trade in Ravensgate.

The main tavern in town is the Silver Raven Inn, and it acts as a central hub for 
business. Couriers drop off and pick up letters here, residents set up or withdraw money 
from their tabs, and travelers on the road to Revma or Esos relax to have a drink and a 
meal, and perhaps to trade stories, goods, or gossip. The Knights’ Stand, located in the 
commons, was commissioned and built by the monarchy not long after Ravensgate’s 
founding in 873, and is maintained by the Ravensgate Watch as well as the knights of 
Marcheford to this day. Nearby stands the town’s forge. Additionally, a small but well-kept 
shrine is accessible all day, every day, so that visitors and residents may entreat the gods 
with offerings and pleas as they see fit. And, finally, down the road from the Silver Raven is 
a secondary tavern, rather misleadingly named the Oak Bookseller, which only opens its 
doors from midnight to 2am. Horses are not allowed in Ravensgate proper, but there is a 
stable nearby.

The Pantheon
“A very long, long time ago, before the existence of the Allos and the Humans and the Skōti

and all of the creatures that walk or swim or fly, there was only a massive, empty space and
the six forces that inhabited it. The empty space is known as the Eternal Realm, and the forces

that inhabited it are the gods...”

The world of Éras is overseen by six gods, each of which represents and embodies a 
specific force.

The Black God is the force of Spirit. Its office is death, and it is responsible for 
shepherding, guiding, and dealing with the dead spirits of mortals. The White God is the 
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force of Body. Its office is life, and it is responsible for giving form and being to mortals. 
The Silver God is the force of Magic. It is responsible for imbuing mortals with innate 
magical force. The Gold God is the force of Fate. It is the two-faced god, the trickster, that 
which directs the forces that lie beyond the ken or control of mortals. The Brown God is 
the source of Elements. It regulates the weather, the flora and fauna, the non-sentient 
mortals of Éras, and the five elements of fire, water, metal, wood, and earth. The Purple 
God is the force of Balance. It metes out justice among mortals and gods alike, and ensures 
that balance is retained in all things.

The gods reside within the Eternal Realm, which is rumored to be located in the sky 
above Éras. No mortal has ever traveled to the Eternal Realm, and the means by which the 
gods travel to and from that realm remains a mystery. The closest that mortals shall ever 
come to touching the god’s realm is after their final deaths, when—in Braelin, anyway—it 
is believed that the spirits of the good are fixed into the night sky as stars.

The gods are, as might be expected, genderless. They can appear in any form they so 
choose, be it mortal, animal, or otherwise. Many mortals worship them, beseech them for 
fortune or gifts, or blame them for things gone wrong; sometimes the gods intervene in 
mortal affairs; but far more often they are capricious and go where they will, and it is 
generally agreed that it is better to avoid attracting their attention. Mortals caught up in the
games of the gods usually fare poorly in the end.

The World of Éras
Humans and animals live in the Ephemeral Realm, while still other races populate 

the Realms Between, which are accessible only through a door in the sky, a gate leading 
deep underground, or other, usually magical means. Each race was made during the 
collision of two gods, with a single exception—Humans. They are the only race that 
incorporates three forces: Body, Spirit, and Magic. It is this difference that sets Humans 
apart and makes them unique.

The Realms Between
The first of these is Anamesa, a realm of fire and ice where the Allos live. The Allos 

were the first mortal beings of Éras, created when the trickster Gold God caused the White 
and Silver Gods to collide. They are curiously fragile, although it is rumored that they will 
live for many, many years if left unscathed by illness, accident, or beast. Anamesa, it has 
been told, can be entered and exited through a door in the sky—a many-colored, ever-
shifting door visible only at night, only in the farthest reaches of the north.

The second of these is Prytania, a realm of elements and spirit which is comprised 
of many disconnected parts and which overlaps with other realms in many places. The 
landscapes of Prytania are varied, ranging from warm beaches and foggy forests to eerily 
flat metallic plains and scalding volcanic calderas. A distinct feature of this realm is its 
ubiquitous open gates that join the otherwise disjointed regions and connect Prytania to 
other realms of existence. Many strange and wonderful creatures are native to Prytania, 
including exotic animals, elemental incarnations, ethereal beings, and the Prytanis, a race of
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people created by the collision of the Brown and Black Gods. Rumors abound that the 
landscapes of Prytania may not be entirely stable, and that large pieces of the realm 
suddenly materialize or wink out of existence.

The third of these is Skiazo, tucked so far and so deep within the Paranomos 
Mountains as to be inaccessible to Humans except by gate. The Skōti reside here, a race of 
beings created in the collision of the Silver and Black Gods. It is unknown whether they are 
made of runes or whether they simply cover themselves entirely in runic tattoos; either 
way, they are talented warriors, their natural strength augmented by the power of the 
runes.

And the fourth and final of these is Thymia, home of the Thymos, created by the 
collision of the Black and Gold Gods. Thymia is the least accessible of the Realms Between, 
and gates to the realm often involve mirrors. The Thymos themselves are curious 
manifestations of the chaotic nature of their homeland, sometimes impersonating mortals 
exactly. It is rumored that those individuals lucky—or unlucky—enough to pass through 
Thymia sometimes catch glimpses of the past or future, if the journey does not drive them 
mad in the process.

The Ephemeral Realm
After the Gold God had played its tricks and set off the thunderous collisions that 

resulted in the creation of the Humans and the Skōti and all of the other races and 
creatures that now inhabit Éras, the Purple God stepped in to control and restrain the Gold 
God’s mischief and the excesses of the other gods. With the aid of the Brown God, the 
Purple God created a place in which Humans could live: the Ephemeral Realm. Then the 
Purple God returned to the Eternal Realm to sort out the Gold God’s mess, trusting the 
Humans to fend for themselves in the meantime.

Those times are known now as the Dark Days, and are sometimes spoken of in tales 
of yore. During the Dark Days, Humans ran rampant across the Ephemeral Realm; 
unrestrained by law, mortal or godly, they lived half-wild. The strong butchered the weak, 
the clever exploited the dull, and there were few consequences for committing wicked acts. 
But then the Purple God, finished its work in the Eternal Realm, returned to survey Éras.

When it saw what the Humans had wrought, the Purple God was furious, and it set 
about to make things right—to provide balance between good and wicked, strong and 
weak, clever and dull, as was its wont. It selected a mortal, a young peasant girl named 
Raelin Key, and granted her its mark of favor: a purple light, shining clear. With the god’s 
favor and her own steadiness and strength of will, the young girl grew up to found Esos 
and, helped by her knights, rule over a small territory they named Braelin—only a fraction 
of the size of Braelin today, but the beginnings of the country nonetheless. Eventually, 
Queen Raelin died; but a man bearing a purple light appeared at the city’s gate to claim the 
throne, and that is how succession has worked ever since.
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It is said that, both to feed and to check Humans’ natural propensity for ambition, 
the Purple God arranged for the creation of many different countries: not only Braelin, but 
Seren, Caprina, Zikari, and Xiros as well. And thus it was that Éras was born.

Braelin
Braelin is divided into six separate duchies and two protectorates. Its laws and 

culture are further developed in the various Appendices. Our story, as stated earlier, takes 
place in Stemma; and every PC is a Braelinese citizen. Each playable culture has an 
associated culture packet that describes the basics of role-play for that particular culture. 
Good cultural role-play is a key element in successfully representing a culture. You must 
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adhere to the basic guidelines of cultural role-play; if there is some reason that you want 
your character to deviate from the established cultural role-play, you must first seek 
approval from the GMs. The duchies and protectorates are listed below.

 Blacknall is located in the northernmost part of Braelin, ruled over by the 
duke Sir Piers Blacknall and his wife, Duchess Oriana Blacknall. The duchy’s 
proximity to the Paranomos Mountains makes for a very cold, harsh climate; 
but the mountains also provide the duchy’s people with riches from extensive 
mines. Metal-working is an art here, and Blacknall metal-works are 
considered the finest in Braelin. Blacknalleers are recognizable by their attire

—snow boots and long-sleeved, tunic-like shirts over narrow pants, all designed for 
warmth—and their emphasis on respect, candor, and hospitality.

Players choosing Blacknall as their characters’ cultural background gain the following
benefit: Basic knowledge of gems, their values, and their uses. Additionally, peasants may 
unlock blacksmith and/or jeweler and, after 1 in-game lesson, purchase them. Finally, 
artisans may unlock and purchase miner, and the 1 in-game lesson requirement for 
blacksmith and/or jeweler is waived.

Caxton is located in east-central Braelin, ruled over by the duchess Lady 
Knight Anne Caxton II and her husband, the duke Sir Tobias Caxton. The 
duchy acts as Braelin’s main defense against neighboring Seren, and it is 
famous for the wall in the east which divides the two countries. The people of 
Caxton are known for their technical aptitude and scholarship; runic studies 
are believed to have started here, and manufactured goods and magical items 

from Caxton are of the highest quality. Farming and beer-brewing are common in south 
Caxton, and their beer is highly regarded throughout Braelin. Caxtoners traditionally wear 
leather vests over loose neutral-colored shirts and wide-legged pants, and they prize 
tolerance, self-reliance, and hard work above all else.

Players choosing Caxton as their characters’ cultural background gain the following 
benefit: Basic knowledge of the 10 runes and their general meanings. Additionally, peasants
may unlock inventor and/or rune scholar, after 1 in-game lesson, purchase them. Finally, 
for artisans may unlock and purchase diviner as a primary profession, and the 1 in-game 
lesson requirement for inventor and/or rune scholar is waived.

Gavell is located in the southeastern part of Braelin, ruled over by Duchess 
Camille Gavell and her husband, Duke Col Gavell. The duchy’s proximity to the
ocean has a moderating influence on the climate, which is temperate and 
warm. Gavell is considered the “bread basket” of Braelin, its rich soil putting 
forth abundant crops, and Gavellese wines are famous throughout the world. 
The Gavellese enjoy a very high standard of living, as reflected in their 
clothing: collared shirts beneath a fitted tunic and straight-legged trousers, 

set off with leather belts, gloves, and boots; cavalier hats decorated with feathers are 
standard fare among nobles and artisans. Self-control, understated charm, and courtly 
manners are highly valued in Gavell.

Players choosing Gavell as their characters’ cultural background gain the following 
benefit: Basic knowledge of plants, their values, and their general uses. Additionally, 
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peasants may unlock brewer, cook, and/or poisoner and, after 1 in-game lesson, purchase
it. Finally, artisans may unlock and purchase chandler, and the 1 in-game lesson 
requirement for brewer, cook, and/or poisoner is waived.

Hawksworth is located in west-central Braelin, ruled over by the duke Sir 
Isaac Hawksworth. The duchy is dominated by mixed forests and the climate is
mostly temperate, growing colder in the northwest near the Paranomos 
Mountains. Hawksworth’s primary industries are forestry and hunting, leading
to its dominance in leather-working and wood-carving. Hawksworthers are 
aware of the bountiful resources that surround them, and they let little go to 

waste, wearing leather or suede shirts with straight-legged cloth pants, boots, and hoods or
mantles. Compassion, courage, and humility are three strongly emphasized traits among 
Hawksworthers.

Players choosing Hawksworth as their characters’ cultural background gain the 
following benefit: The ability to skin animals, as per the Skin animal skill.

Southlight is a peninsula located in the southwestern corner of Braelin, ruled 
over by the duke Sir Alaire Southlight. The Stily Mountains run down the 
duchy’s center, but its location and proximity to the ocean result in hot, dry 
summers and mild, wet winters. Most Southlightees make their living as 
fishermen, although the duchy also grows citrus fruits, olives, and some wine 
grapes; the nobility, in the meantime, has turned much of its attention to 

theater and art. There is a somewhat sharp divide between the nobility and the peasants of 
Southlight, as reflected in their clothing; both wear loose, long-sleeved shirts and pants 
belted with a sash, but the nobles’ attire tends to be much richer in fabric, adornment, and 
especially color. Orderliness, mutual respect, and community are very important aspects in 
Southlight’s society.

Players choosing Southlight as their characters’ cultural background gain the 
following benefit: The name of a Southlightee contact currently living in Ravensgate.

Stemma is the central duchy of Braelin and the seat of its monarchy, currently
held by King Darien Odell, the so-called “Steward King.” Its landscape is 
dominated by low hills, moorlands, and meadows, and it boasts a temperate 
climate with humid summers and cold winters. Although many Stemmans are 
involved in herding and agriculture, the duchy is best known for its 
production of fine textiles and luxury goods. Because of its prime location, 

abundant resources, and thriving economy, Stemmans have the highest standard of living 
of anyone in Braelin; even the poorest families enjoy meat and dairy on a regular basis, for 
instance. Attire tends to be neat and well-tailored, featuring long-sleeved, collared shirts 
underneath a belted tabard, usually of the family colors; straight-legged pants or leggings; 
boots; and cavalier or felt hats. Composure, sensibility, and fidelity are the most highly 
touted traits in Stemma.

Players choosing Stemma as their characters’ cultural background gain the following
benefit: Their starting package of money is doubled, no matter what their social class.
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Xiros is a large country and a formera protectorate of Braelin, located 
southwest of Hawksworth; Viceroy Colin Reeve’s position is diplomatic, 
communicating between the monarchy and the Xiros’ familial shaman-
leaders.. Bound to the northwest by the Paranomos Mountains, the country is
dominated by extremely arid desert-lands. The coastal areas and the nearby 
ocean are cold, and shipwrecks are common; its proximity combines with the
climate to produce a thick fog that envelopes the coastline for half of each 

year. Despite the presence of relatively rich mines, the Xiros themselves are a nomadic, 
pastoral people who live in small “hearth groups” and herd livestock. They maintain a 
policy of communal land ownership, place a greater emphasis on cultural than material 
wealth, and are fiercely proud of their national identity. Their clothing is designed to 
protect wearers from the extreme temperatures of the climate: a plain, long-sleeved shirt 
beneath a short-sleeved tunic-robe extending to mid-calf and slit down the sides; a sash or 
belt; and wide-legged pants tucked into flat, round-toed boots. Xiros consider courage, 
thoughtfulness, and perception the most important traits a person can have.

Please note: The Xiros culture has a specific naming tradition which does not follow
that of the rest of Braelin. If you are interested in playing a Xiros character, please inquire
for details about this tradition before you settle on a name for your character. Additionally,
players selecting “noble” as their social class should have a very good reason for doing so—
being a shaman’s child,  for  instance—and must understand that  the  selection does not
grant access to a title in the usual sense of the noble social class.

Players choosing Xiros as their characters’ cultural background gain the following 
benefit: The ability to see spirits, as per the Shamanic sight ability.

Zikari is an island-nation and a protectorate of Braelin-duchy of Braelin, 
located far off of Gavell’s eastern coast; it is technically overseen by Vicereine 
Ruth Warde on behalf of the monarch, although its people are actually ruled 
over by three native chiefs or chieftainesses. The main, habited island has a 
mountainous interior, large tracts of rainforest, an extensive river system, and
a hot, wet climate. A resource-rich area, Zikari regularly exports gold and 

copper ores, exotic fruits and spices, and rare herbal ingredients. On the island itself, 
Zikarians are hunter-gatherers who lead relatively austere lives. Several families live 
together in one house, and the culture incorporates an interesting mix of collectivism and 
individualism. Zikarian garb is designed to allow wearers to keep cool and move quietly: 
sleeveless, knee-length, robe-like garments in bright colors are belted at the waist; in 
colder climes, leggings, boots, and draped cloaks are added; and each day individuals paint 
their faces with red paint and black accents. Self-sufficiency, wisdom, and reverence for the 
surrounding world are valued above all else.

Please note: The Zikarian culture has a specific naming tradition which does not 
follow that of the rest of Braelin. If you are interested in playing a Zikarian character, please
inquire for details about this tradition before you settle on a name for your character. 
Additionally, players selecting “noble” as their social class should have a very good reason 
for doing so—being a chieftain’s child, for instance—and must understand that the 
selection does not grant access to a title in the usual sense of the noble social class.
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Players choosing Zikari as their characters’ cultural background gain 
the following benefit: 1 “fate token” (shown to the left), which may be left at
the shrine at any time during the characters’ life in exchange for a fate.

The Travelers
The Travelers are a culture of people who live in large groups commonly 

referred to as “bands,” and they travel across the world of Éras throughout 
their entire lives. Each band is ruled by a Guide, who also serves as a judge in 
the case of internal disputes. On the road itself, Travelers live frugally, but 
upon reaching a destination they celebrate and feast for three to seven days 

before moving on again. Locals welcome them as bringers of news, entertainment, and 
exotic goods; and Travelers strive to be helpful, peaceful, and tolerant of native customs 
wherever they go. For this reason, they have been granted official permission to travel 
freely through Braelin, its protectorates, and Seren. The Travelers’ garb is chosen for its 
practicality, emphasizing versatility of use, durability over time, and ease of movement; the 
typical person wears a headscarf; a loose, long-sleeved shirt; comfortable pants; and sturdy
shoes. Additionally, every Traveler wears at least one piece of gold jewelry or clothing, in 
honor of the Gold God. Travelers hold deference, patience, and open-mindedness in 
greatest esteem.

Please note: Players choosing to play Travelers may never select
“noble” as their social class.

Players choosing the Travelers as their characters’ cultural background
gain the following benefit: A shaggy mountain pony (shown to the right), of
relatively little beauty and less value than a normal horse, but with the same
capacity to travel between moons.

Caprina
Caprina is a relatively large island-nation located about 150 miles off of Braelin’s 

southern coast; on extremely clear days, from the right vantage points, it is just visible from
Southlight, Stemma, and parts of Gavell as a dark green line on the far horizon. The 
majority of the island seems to consist of steep mountains or hills, but the coastal areas are 
dominated by mostly insurmountable, rocky cliffs and thick forests, shrouding the 
particulars of the island’s geography from view.

Almost nothing is known about the island’s culture; it has enough resources to 
remain completely self-sufficient and adheres strictly to a policy of total isolation. Although
Braelin, Seren, and Xiros have each sent expeditions to the island in the past—to establish 
diplomatic relationships, to map the land, or to seize the island by force—none have been 
successful in their goals. Those few teams who return alive report that they were unable to 
penetrate the island’s vast coastal forests before being repelled by the Caprinans’ ruthless 
hit-and-run military squadrons. Significantly, the natives refuse to take prisoners or to 
show any mercy to outsiders; because of this, other nations consider the Caprinans a 
hopelessly vicious and bloodthirsty people.

Caprinan is a restricted secondary-character culture option.
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Seren
Seren is Braelin’s eastern neighbor, a vast country

governed by an emperor; its current ruler is named Levente
Rósza. Some emperors are wise and just, some are corrupt,
and some are insane, but all of them are ambitious—rulers
come to power by surviving a one-on-one death match with
the current emperor. Understandably, military conquest and
colonization are Seren’s main goals, but so far its power has
remained successfully in-check by the more or less equal
might of Braelin. Still, Braelinese citizens face regular Serenite raids by land or sea; victims 
are robbed of valuables and food, and then either killed or taken prisoner as slaves.

The country itself is massive, but only a small portion of the arid center and the 
mountainous northern regions are habitable. Because of poor soil quality and frequent 
warfare, most Serenites live in or around the capital city, Belváros, and along its nearby 
coastline. Although the country is rich in ores, food shortages are common and Seren is 
often forced to trade its coal and other goods for Braelinese foodstuffs. Attire is simple—a 
sleeveless shirt-like tunic, trousers, and cloaks—with embellishments in the form of 
colorful dyes, copper bracelets, and tattooing in lines and curves. According to the 
Serenites, honor, fearlessness, and glory are the most important traits to cultivate.

Serenite is a restricted secondary-character culture option.

The Beast-people
The Beast-people are a culture of Humans who live on the furthest edges of Éras’ 

wilderness, in areas normally deemed uninhabitable—Seren’s far eastern lands, the peaks 
of the northern Paranomos, or the extreme desert-wasteland of southern Xiros. The name 
“Beast-people” was first coined during the Blacknall Expedition of the first century, in a 
letter to Queen Abbigale Robbins. Very little is known about the culture, because 
trespassers on the Beast-people’s territories are either chased away or killed. They are 
quite wild-looking in appearance, clad in skins and decorated with metal, leather, and bone 
ornaments as well as red or brown tattoos. According to preliminary anthropological 
studies conducted by Baroness Emma Philips of Blacknall, the Beast-people seek to 
cultivate the qualities of cooperativeness, persistence, and talent among themselves.

Beast-person is a restricted secondary-character culture option.

The Psari
The Psari are a “mysterious race” of people created by the collision of the White and 

Black Gods and rumored to inhabit the oceans and rivers of the Ephemeral Realm. Stories 
surrounding this race describe their homes as beautiful underwater palaces carved of coral
and pearl and lit by the glowing of tiny sea creatures. Because the Psari are fashioned only 
of Body and Spirit, they are said to covet Human spouses, who will introduce innate magic 
into their bloodlines. Instead of courting prospective spouses, however, they simply abduct 
young men and women by disguising themselves as fishermen, lovely black-haired 
performers, or healers who do not charge money for their services—to accept free healing 
from these individuals is considered an agreement to come along with them to the 
sea! According to legend, they have a weakness for silver or things made of silver metal, 
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and so one way to avoid abduction is to cast silver coins or objects away from yourself if 
you suspect that you are in danger. Another rumor has it that giving a Psari a “treat”  of 
three drops of blood will cause the creature to gift you with an enchanting song for no 
further toll. Methods of identification vary from tale to tale; some describe them as having 
shining green eyes, others say that they have very pale skin with green or golden hair, often
perpetually wet. Still others claim that they are dark-haired and inhumanly beautiful, or 
that they can be recognized by the wet hems of their clothing. Whatever the case may be, 
each version of the legend agrees on one thing: the Psari cannot live long on dry land.

Psari is a restricted secondary-character culture option.

Halflings
Although extremely rare and never lasting, unions between Humans and alternate 

races do occasionally occur, resulting in so-called “halfling” children. Because of the 
uncommonness of this kind of mixed parentage, records of these children’s quirks and 
differences are almost nonexistent. As a general rule, they tend to inherit their Human 
parents’ mortality, and as such are always raised in Éras; however, it has been observed in 
the past that halfling children also inherit something of their second parents’ non-Human 
abilities.

Halfling is a restricted secondary-character culture option.

The Brown God’s Creatures
In addition to Humans, various animals and plants also inhabit the Ephemeral 

Realm. They were originally formed in the collision of the Brown and White Gods, and then 
further crafted, differentiated, and placed in Éras by the Brown God. Such creatures include
everything from various species of canids and panthers to water babies, nightstalkers, and 
elemental incarnations. A list of the most commonly encountered creatures, their general 
behavior, and descriptions of their appearances is available on the Éras Chronicles website.
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Chapter 3: Character Creation

Player Information Sheet
Players who wish to participate in the Éras Chronicles must fill out all relevant 

information as listed on our Player Information Sheet. This provides us with important 
details about who to alert in case of an emergency, your dietary restrictions, and any 
medical conditions you might have. If the information on this sheet ever changes, please let 
us know as soon as possible so that we can keep our records up to date.

Character Creation
Attached to the Player Information Sheet is a Starting Character Sheet, detailing 

several significant aspects of a character. Under the general information section, we ask for 
3 things:

1. Character name. Braelinese naming traditions follow those of medieval English 
names. Please do not name your character after a well-known fictional or historical figure 
(for example, Beowulf, Joan of Arc, Legolas, Brunhilde). It disrupts the immersion of the 
game. Surnames are required, even if you decide on something as simple as “Smith”; after 
all, how often have you come across someone who has only a first name?

Note that Xirosi and Zikarian naming traditions differ from those in Braelin.

2. Cultural background. Within the universe of Éras, there are 9 playable cultures. 
Cultures give certain minor advantages, but also impose some role-play guidelines. Your 
character’s parents can be from different cultures; however, you must choose the 
“dominant” tradition under which your character was brought up. Your character will have 
access to the advantages and guidelines of the dominant culture only.

Once you have specified your character’s cultural background, we will send you a 
culture packet about that culture. Packets are short and we encourage you to read them 
thoroughly.

3. Class. There are 3 classes within the fabric of Braelin’s society, and which you 
choose will determine your starting package of money and items as well as your influence 
and “place” in the world. Classes are detailed below:

Noble
Your character is the child of a noble. You are well-educated, privileged, and 

wealthy. You have access to 3 possible titles:
Baronet(ess), which signifies that you are your family’s heir;
Esquire, which signifies your intention to train as a knight or royal mage; or
Gentle Lord/Lady, which signifies that you are a non-inheriting child pursuing a 

profession.
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Note that titles are mutually exclusive, and you must specify which title you want to 
hold at character creation.

A noble’s starting package is: 2 silver 3 copper (+1d6 copper), the Literacy skill for 
free, and 1 randomly selected gem. Additionally, nobles’ children are granted allowances. 
When a young noble leaves home for an extended period of time, it is customary for their 
family to put aside an “allowance” to help finance the trip. Allowances vary in amount, 
based on the affluence and geographic location of the family as well as the strength of the 
parent-child relationship, and replenish slowly once used. In order for a noble access their 
allowance, they must contact their family with a request that includes their reasons for 
asking and the amount desired. Their family will then determine how much money they 
receives. If the family deems that a request is inappropriate, or they are somehow 
displeased with their child’s conduct, they may elect to withhold the child’s allowance 
altogether until the tensions between family and child are resolved. This mechanic requires
ongoing collaboration between staff and players.

In order to easily differentiate nobles from commoners, all noble characters must 
wear a pin decorated with their families’ heraldic crests on their persons at all times, 
pinned over their hearts. This pin does not need to be huge or fancy; it need only be visible 
to anyone looking for it. If you are unsure what to design for your heraldic crest, please 
contact us! We are more than happy to help you.

Artisan
Your character is the child of a trader, a merchant, or a craftsman. You have no title, 

but your family is relatively well-off, and you might one day inherit your family’s trade if 
you train hard enough and show an aptitude for it.

An artisan’s starting package is: 1 silver 3 copper (+1d6 copper), 1 randomly 
selected basic tea, and 3 randomly selected raw materials. Additionally, you may choose 1 
“artisan” profession to unlock for free. Alternately, you may select a “conditional artisan” 
profession if you have the requisite skill(s).

Peasant
Your character is the child of a peasant, a servant, a farmer, or a herdsman. You 

work hard for your living, but you are repaid either by having a roof over your head or by 
having the freedom to explore the land around you.

A peasant’s starting package is 3 copper (+1d6 copper), 3 randomly selected basic 
teas, and 1 randomly selected raw material. Additionally, you may choose 1 “common” or 
“conditional common” profession (if you have the requisite skills) to unlock for free.

Focuses
Every character has a primary, secondary, and tertiary focus. These focuses 

determine starting skill availability and training requirements for additional or advanced 
skills. The 3 focus areas are physical, dexterity, and magic.
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The physical focus relates to a character’s skill in physical combat. A character 
whose primary focus is physical tends to be tougher and more effective in melee than other
characters. This focus gives access to a diverse selection of melee-based skills.

The dexterity focus relates to a character’s skill in movement and stealth. A 
character whose primary focus is dexterity tends to be nimble, quick, and good at getting 
out of sticky situations. This focus gives access to skills that emphasize escape, craftiness, 
and deadliness.

The magic focus relates to a character’s skill in casting and wielding magic. A 
character whose primary focus is magic tends to be quite diverse in terms of abilities, able 
to use spells in order to harm enemies or to help allies. This focus gives access to offensive, 
defensive, and restorative spells that are useful in many different situations.

When creating a character, you must specify a primary, secondary, and tertiary 
focus from those listed above. Once you have selected your focuses, you have 15 unlock 
points you can use to open up skills for purchase. Unlocking a skill does not mean you have
that skill; rather, you now have the ability to purchase the skill.
 

To unlock a skill for purchase, you spend your unlock points at the following ratios:
1:1 unlock points to character points for your primary focus

2:1 unlock points to character points for your secondary focus
3:1 unlock points to character points for your tertiary focus

You only need to spend unlock points on a skill once, at which time the skill is then 
open for purchase. Open skills never need to be unlocked; they are considered 
automatically available for purchase. Note, too, that although unlocking skills may be 
costlier depending on your focuses, skills will always cost their listed CP price when 
purchasing them.

As you unlock skills, keep in mind that there is a difference between infinite-use 
skills, limited-use skills, and single-use skills (denoted by a “+” next to the skill):

Infinite-use skills need only be purchased once; and, once purchased, may be used 
as often as you want. Thus, purchasing the Tend skill allows you to tend anyone at any time,
as seldom or as often as necessary.

Limited-use skills may only be purchased once; and, once purchased, may only be 
used as often as the skill description allows—usually “once per day” or “once per event.” 
Thus, purchasing the Intercept skill allows you to intercept a call on behalf of another 
player once per event.

Single-use skills provide one use of the skill per time purchased. Thus, purchasing 
the Sleep skill 5 times, for a total of 10 CP, allows you to cast 5 Sleep spells during any given
event.
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For example:
John is a new player.  He specifies his focuses as:

Primary: Magic
Secondary: Dexterity
Tertiary: Physical

Having selected his focuses, he is allocated 15 unlock points. He uses them to unlock 
the following skills:

Fumble – 1 unlock point (since Fumble costs 1 CP and magic is John’s primary 
focus, the cost to unlock the skill is 1 unlock point)

Sleep – 2 unlock points
Bind – 2 unlock points
Subdue – 4 unlock points (since Subdue costs 2 CP and dexterity is John’s 

secondary focus, the total cost to unlock the skill is 4 unlock points)
Parry – 6 unlock points (since Parry costs 2 CP and physical is John’s tertiary 

focus, the total cost to unlock the skill is 6 unlock points)

This totals 15 unlock points, and now John is ready to move on to purchasing his skills.

Once you have spent your unlock points, we will give you 25 character points, or 
CP, which you can use to purchase the skills you have unlocked. You may submit a 
character history for our consideration; upon approval of your history, we will award you 1
additional CP.

You can spend your character points in 2 different ways:

1. To purchase unlocked and/or open skills at the price listed next to the skill name.
2. To purchase additional unlock points at a rate of 2 CP per 1 unlock point. Unlock 

points purchased in this way apply only to the skills under your primary header.

For example:
John submits a character history, which staff considers and approves. He now has 26 

character points, and decides to use them to purchase the following skills:
1 additional unlock point – 2 CP (which he uses to unlock Bestow temporary 

vitality under his primary focus)
3 Vitality – 3 CP (since Vitality is classified as an Open Skill, John does not need 

to unlock it in order to purchase it)
3 Fumble – 3 CP
2 Bind – 4 CP
1 Sleep – 2 CP
2 Bestow temporary vitality – 2 CP
3 Subdue – 6 CP
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2 Parry – 4 CP

This totals 26 character points, and now John is finished building his character’s skill-
set.

Thaumaturgy
Also known colloquially as “elementalism,” thaumaturgy is the evocation of the 

elements. There are 5 elements which make up the world: wood, fire, earth, metal, and 
water. Each element has a physical manifestation; but they are also types of energy, 
emotions, personalities, and times of day. A practitioner of thaumaturgy may choose any of 
the 5 elements as their focus, even if their personality or goals do not necessarily align with
those of the element they have chosen.

The discipline is different from innate magic, although some of its effects are 
reminiscent of innate magical effects. For example, a practitioner of magic—also known as 
a “mage” or “caster”—may channel a bit of magical energy from within themselves into the 
offensive spell “Sleep” in order to attack an opponent. By comparison, a practitioner of 
thaumaturgy—also known as an “evoker” or “elementalist”—does not draw from their own
magical energies, but rather calls forth into being or manipulates a bit of one of the 
elements, as in the charm “Sleep.” Although the way this occurs is quite different, the effect 
is largely the same.

One of the primary differences between thaumaturgy and innate magic is the way it 
occurs. Mages learn to manipulate magical energy that already exists within themselves; 
evokers, on the other hand, create manifestations of elements from nothing or obliterate 
them. Another difference is that magic is universal, and all mages can learn to cast any type 
of spell, whereas thaumaturgy is subdivided into 5 disciplines, each devoted to mastering 1 
of the 5 elements. An evoker must attain a certain level of proficiency within their primary 
discipline before they may branch out into the others. Finally, while the mage deals 
primarily with spells and magical energies, the evoker deals with charms and elemental 
energies—a nuanced difference, but significant nonetheless.

The forces governing the practice of thaumaturgy are also completely different from
those which govern magic. The Silver God imbues mortals with innate magic and is in 
control of the entire system of magic, while the Brown God is the source of the elements 
and grants the ability to evoke. Because of this, and because the process of learning to 
evoke is personal, there is little organization in the world’s system of thaumaturgy, other 
than the occasional local collective.

Mechanics
Because thaumaturgy is not an innate form of magic, you must decide, at character 

creation, whether or not your character has previously been granted thaumaturgical 
abilities. If the answer is yes, then you must unlock and purchase 1 of the elements, at the 
cost of 4 unlock points and 4 CP. If you elect not to purchase an element at this time, but 
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decide later that you want to practice thaumaturgy, you must earn access to the system 
through in-game means by petitioning the Brown God for the privilege.

Upon purchasing an element, you are able to unlock and purchase any of the starting
skills listed under that element as though the skills were part of your primary focus. As you 
continue to develop your elemental connection in-game, you will be able to learn and train 
additional skills of increasing strength and power. Training new abilities within your 
primary element will be treated as though you were training new skills within your 
primary focus. If the skill you are learning is on both your primary element list and your 
primary focus list, you must specify whether your character can use that skill as part of a 
physical/dexterity/magic focus or a thaumaturgy focus.

The elements, their basic descriptions, their training mechanics, and their starting 
and learnable skills are listed in Appendix 3.

Professions
Professions are intended to provide in-game information, missions, prestige, and/or

a chance to earn money. They are categorized as common, artisan, noble, or conditional.

Common professions focus on providing a service to others and/or gathering raw 
materials which can be traded or sold.

Artisan professions involve processing raw materials into crafted goods.
Noble professions comprise social, political, and/or economic positions, and are 

intended to keep the peace, solve problems, and support commoners.
Conditional professions vary in scope, but require you to have given skill(s) and/or 

to be appointed to the profession in-game.

Professions cost 2 unlock points, and then 2 CP once they have been unlocked, 
regardless of their categorizations, with the sole exception of “Dabbling” (under the noble 
categorization). Your social class determines which professions are available to you at 
character creation as well as in-game. No character may hold more than 2 professions, 
unless they are specifically appointed to an additional position in-game.

You must decide, at character creation, whether or not your character has a 
profession. If the answer is yes, then you must unlock and purchase 1 of the professions 
within your social class’ category. If you elect not to purchase a profession at this time, but 
decide later that you want to take one up, you must earn access to the desired profession 
in-game.

As you continue to learn and train a profession in-game, you will be given additional
ranks—journeyman, master, and finally grandmaster—along with information and/or 
skills as appropriate. Generally speaking, grandmasters are considered experts in their 
fields, and further training or improvement is difficult. That said, it is not impossible and 
we welcome any suggestions that you might have regarding the continued development of 
the various professions.
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A full list of professions and related mechanics is included in Appendix 4.

Goals & History
The goals section of the Character Information Sheet is meant to provide a concise, 

2-sentence summary of your character’s current situation and where the character wants 
to go from there. Ideally, we want to be able to look at your goals and understand the core 
of your character’s intentions in-game. A few good examples of a character’s goals might 
be:

“Right now, my character is an artisan’s son with some experience in blacksmithing 
(armor repair). Perhaps one day my character might become a rune smith who can craft 
magically-enchanted suits of armor.”

“Right now, my character is a petty thief who is fascinated by magic, but has only 
dabbled in it so far. Perhaps one day my character might become a thief of spells.”

In contrast to your goals, which concentrate on the future, your history should 
provide us with an understanding of your character’s past: why and how the character 
came to be who they are. Good histories provide an explanation for the prior sections of the
information sheet—did your character’s parents perhaps name them after someone else? 
How does your character relate to their culture as a whole? What about other cultures? 
How does your character feel about their social class and situation? Why are they going to 
Ravensgate, and what do they intend to do when they get there? Do they have 1 strong 
focus, 2 equally developed focuses, or are they a jack-of-all-trades? why? How did they 
come to develop their specific skills and goals?

We have only one rule about histories: You may not create action or privilege by 
writing it into your history. We will not give you a magical item, reputation or prestige, a 
title, a cache of riches, specialized or secret knowledge, a friend or connection, a god’s 
blessing or curse, or any other kind of advantage other than those provided through your 
specified culture and class. Anything other than cultural and class-based advantages must 
be earned in-game.

Your history will be considered valid only if staff explicitly approves it. Our 
consideration is based on content, not conventions, although a well-written piece makes 
our job easier. If we do not approve your history, we will give you our exact reasons why, in
addition to suggestions about how you might improve the history. You may revise and 
resubmit your history for our consideration as many times as you need to gain approval. 
Please keep in mind that histories should not exceed 2 single-spaced pages, size 12 Times 
New Roman or equivalent font.

Costuming
Though costuming might seem relatively minor in the grand scheme of character 

creation, your costume is actually very important. Not only can a solid costume enhance the
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game for everyone around you, it can also help you get into character and visibly reflect 
your character’s cultural background. All costumes must be period-appropriate. 
Clothing with modern writing or brand-names, blue jeans, baseball caps, or anything that 
does not fit the medieval-fantasy genre of the game is not permitted. Staff reserves the right
to ask you to change your costume if we feel that it disrupts the atmosphere.

Chapter 4: Character Progression

Characters progress by earning and spending character points (CP), by training in-
game to learn new skills, by purchasing deeds of property, by earning “experience” in-
game, and/or by seeking out their true name. The next few sections explain these methods 
of progression in greater detail.

As you read, keep in mind that our progression system is deliberately designed to 
make it difficult to pursue every single method of progression; you will have to pick and 
choose sometimes. We believe that these choices help to define a character, creating a 
realistic balance between a character’s limitations and achievements.

Character Points
You can earn CP in several different ways:

1. Attend an event – 3 CP for weekend events; 1 CP for feast or one-day events
2. Submit a post-event letter, or PEL – 1 CP
3. Help to set-up or clean-up – CP given on a task-by-task basis
4. Donate something – As per our donation system (see below)
5. In-game experience

You may spend up to 20 CP and 10 unlock points per season. Seasons are grouped as:
Fall 20— and Winter 20—
Spring 20— and Summer 20—

The CP cap does not apply to points spent during character creation or to points 
spent to get more unlock points, but it does apply to any and all CP earned during an event, 
including but not limited to: event CP, set-up and clean-up CP, donation CP, experience CP, 
and CP earned by submitting a PEL.

CP spent over the course of a season is applied to the spending cap; the cap is reset 
after the second event of a given season. CP never “expires”—you can save it between 
events to spend after the CP cap is reset, or for use toward a second character. Please keep 
in mind that all secondary characters’ initial builds are capped at 36 CP for balance 
reasons.

Transferring CP from player to player is possible. However, transferred CP may 
never exceed 3 CP per season.
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Donations
If you want to make a donation, please contact the GMs ahead of time for a full list of

our current needs. In general, items that we tend to need consistently include:

1. Magic components
2. Tiki-torch fuel
3. Bottled water
4. 6. Glow sticks (green, blue, or yellow)
5. 7. Battery-powered or LED candles
6. 8. AA, LED, or watch batteries

We award CP in exchange for donations. Please contact us before making a 
donation, so that we can determine a fair CP value before a transaction is made.

In general, the need for quality items outweighs the need for massive quantity. This 
holds especially true for make-up—cheap make-up tends to cause people to break out or 
develop rashes. If you have the talent and inclination to paint, sew, craft, or otherwise make
costuming or props, we do accept homemade or commissioned items as donations.

Items, materials, and ideas donated in exchange for CP become the property of the 
Éras Chronicles, and are subject to change and use as determined by staff. The GMs reserve 
the right to turn down any donations that are not on our list of current needs.

*Please do not donate items with nuts, as this is a common source of food allergies;
likewise, avoid donating perishable items.

Sponsorship Program
Because individuals’ financial situations fluctuate over time, but we don’t want 

anyone to miss out on an event, a season, or a year simply due to financial reasons, the Éras
Chronicles has implemented a program aimed at “sponsoring” such players’ attendance. 
This program invites players and staffers alike to contribute to a communal pool of money 
that will be set aside specifically for the use of sponsoring other players’ attendance. All 
contributions to this pool of money will be treated as if they were normal donations.

Any player may contact the GMs via email detailing their financial needs and, based 
on the situation at hand as well as our available resources, we will allocate money from our 
sponsorship pool to augment that player’s attendance fee.

Skills Training
In addition to CP-based progression, you can also train in-game to learn and unlock

new skills. To be considered valid, training must conform to the following conditions:

1. Unless explicitly stated otherwise, all training must take place under the guidance 
of a qualified in-game teacher. Anyone—player or staffer—can act as a teacher, under 2 
conditions: their character must have the skill they are attempting to teach; and they must 
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have submitted a “lesson plan” to staff for approval prior to the event that the lesson 
occurs.

2. Lessons or training sessions must be at least 20 minutes in duration per event, 
and must be applicable to the skill that is being trained.

Training is calculated with the following equations:

The base number of events it will take a character to learn a skill is equal to the CP 
cost of the skill multiplied by 0.75, rounded up.

If the skill falls under your character’s...
Primary focus: The base time is multiplied by a modifier of 1.
Secondary focus: The base time is multiplied by a modifier of 1.4, rounded up.
Tertiary focus: The base time is multiplied by a modifier of 2.

For example:
John wants to learn the skills Knockout, Escape, and Thick-blooded.

Knockout falls under John’s primary focus, magic. To learn the skill, he will have to 
train a total of 3 events to unlock it on his character sheet: 3 x 0.75 = 2.25, which is rounded 
up to 3. The base time is then multiplied by the modifier for his primary focus: 3 x 1 = 3.

Escape falls under John’s secondary focus, dexterity. To learn the skill, he will have to 
train a total of 5 events to unlock it on his character sheet: 4 x 0.75 = 3. The base time is then 
multiplied by the modifier for his secondary focus: 3 x 1.4 = 4.2, which is rounded up to 5.

Thick-blooded falls under John’s tertiary focus, physical. To learn the skill, he will have 
to train a total of 8 events to unlock it on his character sheet: 5 x 0.75 = 3.75, which is 
rounded up by the proper rules of rounding to 4. The base time is then multiplied by the 
modifier for his tertiary focus: 4 x 2 = 8.

Your character can train 2 skills simultaneously at the standard progression rate. 
For every additional skill that you attempt to train simultaneously, the total amount of 
credit you get for training is reduced by a rate of 25 percent for each skill you train.

For example:
John wants to train all 3 of the above skills simultaneously. He is earning training 

credit at a rate of 0.75 per skill, per event. After 3 events, John will have logged 2.25 credit 
towards his training in each skill. Since he needs to log at least 3 credit to unlock Knockout, 
the skill will be added to his character sheet for purchase at the end of the 4th event.

He now must train an additional 3 events to log enough credit to unlock Escape, and 
an additional 6 events to log enough credit to unlock Thick-blooded.

Once your character has spent the required amount of time and effort training a skill
in-game, we will unlock that skill on your character sheet for purchase. Note that you do 
not need to unlock trained skills, but you do have to purchase them as usual.
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Open skills may be trained as though they fell under a primary focus, minus 1, to a 
minimum of 1. The CP cost for all open skills trained in-game is 0. Thus, training the 
Literacy skill in-game means that, after 2 events of lessons, Literacy will automatically 
appear on your character sheet at no cost. You may never train any open skills costing 1 CP.

Deeds of Property
Deeds of property represent a character’s in-game holdings—for instance, a parcel 

of land for farming, an estate, an inn, a horse, and so on. Significantly, these holdings are 
either kept in a different part of the world or are otherwise inaccessible during an event.

Buying land or a building, such as an inn, represents a significant investment on 
your part; when well-managed and maintained, however, these properties can turn over 
steady profits. Owning a horse allows your character to travel greater distances between 
events, as long as the horse is kept groomed, shod, and fed. Both investments require on-
going attention to maintain, and purchasing deeds of property do not automatically 
guarantee success if your character is not economically savvy. Many deeds of property 
allow the owner to spend CP into the deed in order to improve it and thereby gain various 
small, non-plot related in-game benefits.

The following are examples of animals or other items which are available for in-
game purchase as a deed of property:

Hawks (accipiters, buteos, or harriers)
Horses (coursers, destriers, packhorses, palfreys, rounceys, or Traveler’s ponies)
Hounds (alaunts, Blacknall hounds, running-hounds, or Xiros shepherding dogs)
Pets (cats, non-hunting dogs, or songbirds)
Ships (caracks, caravels, cogs, galleons, or picards)
Land-based (estates, inns, lumberyards, manors, mines, quarries, or taverns)

More information about these animals and items is available on our website.

In-game Experience
             Experience is gained in-game through combat encounters, puzzle-solving, and/or 
role-play. Staff and NPCs will sometimes give out “experience chips” to represent the 
accrual of experience; represented by red poker chips, they are considered out-of-game 
items and cannot be traded, sold, or stolen. Lost or destroyed chips will not be replaced, so 
it is your responsibility to keep them in a safe, dry out-of-game pouch or pocket until the 
event is over, at which point you should place them into your character baggie.

             Over time, gaining a certain amount of experience earns you a small amount of extra
CP—usually 1 CP, but sometimes 2 or even 3. The value of experience chips fluctuates from 
event to event, based on certain factors, and any resulting CP gains from experience will be 
automatically included on your character sheet.
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             Not every encounter will give you experience. Staffers have the right to withhold 
experience if we feel that you did not rightfully earn it—for example, if you try to take an 
experience chip from an animal you did not actually kill yourself. Ultimately, the experience
system is not intended to allow players to exponentially increase their power or character 
build, but rather to modestly reward player participation and self-motivated activities.

True Names
Everything in Éras has a true name, which reflects the essence or true nature of the 

thing it describes; knowledge of your true name unlocks access to a special, individualized 
power based on the name and your nature. It has been said that the Gold God keeps a 
ledger upon which every true name is recorded.

Although some races—such as the Allos—know their true names naturally, Humans 
do not. It is, however, possible for a Human to learn their true name in-game. The process is
a long and difficult one, requiring a great deal of effort, first to get onto the path and then to
undergo a series of trials that test your character. All told, the process takes 1.5 years at 
minimum, during which time your character will have to overcome fate-based challenges 
and tests. Your true name and its associated power is assigned by staff and based on your 
in-game choices and actions during your “trial” period.

Fates
The Gold God is the force of fate within the universe of Éras, and as such, characters 

may sometimes be presented with specific, one-line fates. These range from You will find 
and befriend the woman known as Rook to On the third day of this event, when making a 
difficult decision, you will side against the woman who calls you “little man.” Fates are 
presented at check-in, along with your character sheet and any other necessary out-of-
game materials. Not everyone will have a fate all the time. Sometimes fates will change, 
based on in-game events. You are not required to heed fates, but it is strongly encouraged, 
since fates often have a ripple effect within the overall story being played out—as can fates 
that go unheeded.

Fates are tailored to facilitate role-play between characters, whether player-
characters or staff-characters, and can provide entertainment, tension, and/or amusement 
beyond the plot(s) being offered by staff during any given weekend. Fates will never 
inherently lead a character into a bad situation; rather, your actions while undertaking a 
fate will determine its eventual outcome, whether positive or negative, expected or 
unexpected.

For example, undertaking a fate does not necessarily mean that you will succeed, or 
that the completion of the fate will have the effect you expect it to. Thus, undertaking the 
fate You will find and befriend the woman known as Rook does not automatically guarantee 
that you will actually become friends with this woman, even if you do manage to find her; if 
you say something that offends her or if you approach her in the wrong way, for instance, 
she may ignore or even dislike your character.
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“Re-rolling” a Character
Sometimes, after seeing your new character in action, you might realize that your 

skills, history, goals, class, and/or cultural background need to be adjusted in order to 
better reflect your character’s attitudes or actions. For example, perhaps you started as a 
primary magic/secondary physical character, only to realize that your character is really 
more of a warrior than a spell-caster. That’s fine.

You have the duration of 2 events, including subsequent BGS periods, to make any 
changes that you so desire to your character’s build. After that window is up, however, the 
character’s skills and background are considered locked in.

Character Retirement or Death
The day will eventually come when your first character dies for good, or is willingly 

and permanently retired. In this instance, players are allocated another 15 unlock points 
and 25 CP, plus whatever they have stored up (to a maximum initial build of 36 CP), and 
encouraged to build a new character.

Sometimes, players may be rewarded for exceptional role-play with additional 
“secondary character” options. We define an exceptional role-player as anyone whose 
actions within the game significantly improves the atmosphere, story-line, and/or 
experience for everyone around them—not just for themselves or a small group of other 
players. We have this option in place to encourage and reward good role-play with tangible 
benefits. Ultimately, however, access to secondary character options is given only at the 
discretion of staff, and we reserve the right to withhold such options.
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Chapter 5: Combat & Casting Mechanics

During game-play, you are responsible for communicating important game terms 
clearly and articulately. Be aware of what is going on around you, and keep track of the 
different calls and effects that are directed at you. Recognize when it is prudent or 
imprudent to act—casting a Bind spell at the back of a person who is yelling with rage 
might not be the best plan, since your target probably won’t see, hear, or feel the magic 
component land. Similarly, melee and casting at night can be risky because an opponent 
might hear a call but fail to see or feel an attack land.

There are some things in this rulebook—details about skills or the mechanics of 
game-play—that are not explicitly spelled out. There are many reasons for this, but the 
most important is that we trust our participants to be able to intuit the intention behind a 
skill or rule and act accordingly, using common sense and a feel for the skill’s overall 
effect(s) to guide their actions. Thus, in general, when a specific question about mechanics 
occurs, ask yourself, “If this were a real-life scenario, how would this work?” and go with 
the answer that makes the most sense.

“Resist” versus “No Effect”
These are very important out-of-game calls signifying that, due to a natural or 

magical resistance or immunity, a skill has not had its intended effect on the target. The 
difference between the terms is subtle, but very significant.

“Resist” indicates that you have some kind of innate or magical resistance to a skill 
or spell. The term signifies 2 things: firstly, that the skill’s intended effects have been 
negated; and secondly, that the skill has been expended, meaning that it may not be reused.

“No effect” indicates that you have some kind of innate or magical immunity to a 
skill or spell. In general, most Humans do not have immunities; but some animals and other
races might have limited natural immunities to different things. The term signifies that the 
skill has had no effect on the target, but also that the skill has not been expended and may 
be reused.

If you have a resistance or immunity to a given skill, you must state “Resist” or “No 
effect” clearly and intelligibly, so that your opponent understands that you have 
acknowledged the attack and whether or not they may reuse the skill. Failure to state 
either of these terms, unless specifically allowed by the skill description (as in the skill 
Thick-blooded), is considered a form of dishonest behavior.

Melee
The Éras Chronicles is a boffer larp, which means that physical combat is acted out 

in real-time, with combatants striking each other with padded weapons, running around, 
and throwing things like magic components. All melee follows these rules:
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Strikes must conform to the “lightest touch” system—they should only be as hard 
as necessary to contact your opponent.

You may not grab an opponent’s weapon or shield in order to force it aside.

You may not engage in any actual physical melee (including wrestling, punching, 
shield bashing, etc).

Participants whose weapons “lock” should immediately disengage with as little 
force as possible.

Legal target areas include:
 the arms, from just past the wrist to the shoulder;
 the legs, from above the ankle to the waist; and
 the torso, including the back, sides, and front.

Illegal target areas include:
 the hands,
 the feet,
 the groin,
 the neck, and
 the head.

Any weapon blow that strikes an illegal target area is considered to have no effect.

Every normal weapon strike that contacts a legal target on your body causes you 
to lose 1 vitality or, if applicable, 1 armor point. Strikes may have other calls attached (for 
example, the Maim or Disarm skills), which have special effects. This rule is superseded by 
any skill that specifies an amount of damage; for example, Cleave.

With the sole exception of poison, you may not combine multiple attacks into 1 
weapon strike.

Machine-gunning is not permitted. Machine-gunning is defined as striking a single
opponent multiple times with the same weapon within a single second. We have a “1 
attack per second” rule, which means that you should not swing your weapon to attack 
any faster than once per second. Some skills, such as Florentine or Two weapon, allow you 
to deal 2 blows in rapid succession, 1 from each weapon. Likewise, multiple strikes from 
multiple people is legal.

You may not use any kind of “over the shoulder” strike in combat. These strikes 
attempt to hit an opponent’s back by holding your weapon high in the air and aiming your 
swing over your opponent’s head and shoulder.

When handling weapons that your character cannot use, you may sheathe or 
carry any weapon. However, if that weapon is struck for damage, it provides you with no 

29



defense and you still take the damage. This rule applies to bucklers and shields as well. 
Likewise, you may not use the weapon to attack.

Sheathed weapons and “slung” shields—that is, a shield strapped onto your back 
or otherwise stowed for easy transport—provide no defensive value. You must be actively 
wielding a weapon or holding a shield for it to provide practical value.

You may not crowd an opponent by moving closer than is necessary to contact them
with your weapon.

You may not “turtle” behind your shield. “Turtling” is defined as crouching behind 
your shield such that you significantly reduce the exposure of legal target areas.

Some of the most respected role-players are those who role-play the damage dealt 
to their characters. In the heat of battle, it can be easy to forget to grimace after sustaining a
blow to the ribs, but for the sake of realism (and to help confirm that your attacker landed a
successful blow), we strongly encourage you to role-play damage appropriately. Holding 
your ribs, falling back a step, and/or crying out in pain are all great role-play effects for a 
character who has just taken a hit. This kind of attention to detail is not confined to battle. 
Acting dizzy after someone tends you back to consciousness or role-playing pain when 
your arm is maimed are also good ways to enhance your role-play.

Weapons
At character creation, everyone has the ability to select their character’s weapon 

proficiencies—in other words, the weapons that their character knows how to use—
according to the following rules:

1. Characters whose primary focus is physical may select up to 3 different 
proficiencies; characters whose primary focus is dexterity may select up to 2 
proficiencies; and characters whose primary focus is magic may select 1 weapon 
proficiency.

2. You may choose to wield either a dagger or a cudgel for “free” (it does not use up 
a proficiency slot).

3. You may not bear a buckler or dual-wield weapons unless you have unlocked and 
purchased the requisite skill(s).

4. If you want to learn how to use a weapon beyond your initial proficiencies, you 
must train in that weapon with a trainer during 1 event, with a limit of 1 new weapon per 
event. After having done so, your character is considered to have developed an additional 
proficiency with that weapon.

The game uses boff weapons made with CPVC pipe (3/4” diameter), carbon fiber 
tubing, or fiberglass tubing cores (1/2”–3/4” diameter) that are padded with foam pipe 
insulation (5/8” in thickness) and covered with duct tape. Thrown weapons must 
incorporate only soft foam, 1 layer of duct tape, and no core or sharp points.
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Factory-constructed latex weapons are usually permissible, but never before the 
weapon in question has been approved by staff, since they tend to be stiffer and harder 
than homemade weapons. Latex weapons may not be used to subdue an opponent without 
significant modifications to the pommel. Make sure to bring a back-up in case your latex 
weapon does not pass inspection.

Weapon specifications are listed below:

Weapon Total Length
Axe 18–56”, over 36” is considered two-handed
Bow 25-lbs. maximum draw
Buckler 14” maximum diameter, including padding
Cudgel 18–22”, no grip
Dagger 18–22”
Fists 12” maximum, coreless
Hammer 18–56”, over 36” is considered two-handed
Mace 26–56”, over 36” is considered two-handed
Pole weapon 56–66”, two-handed only
Shield 20” maximum width, 30” maximum height
Spear 36–66”, over 48” is considered two-handed
Staff 48–66”, two-handed only
Sword 26–56”, over 36” is considered two-handed

Additionally, weapons:
 may not be constructed to catch or bind other weapons or participants.
 may not have both blunt and edged parts to them.
 may not incorporate vinyl electrical tape.
 must be 1-piece constructions; in other words, no flails or nunchuks.
 must have 2- to 3-inch “thrusting tips” made of open-cell foam at any end used for 

combat.
 should look as realistic as possible; in other words, blades should be grey or 

silver, staves should be beige or brown, and so on.

Weapon guards and cages must be constructed of primarily tape and foam. Pole 
weapons, staves, and spears must have pipe insulation that covers the entire length of the 
shaft, including the head, and should be tested to ensure that they are not excessively heavy
or whippy. Every edge on a buckler or shield must be covered with pipe insulation, and any
bolts or screws should be padded safely.

Bows may not have a draw weight exceeding 25 pounds. Nerf and other brand-
name toys are allowed as long as any modern writing or logos have been removed or 
obscured and the bow looks period-appropriate.

Fists are considered a non-proficient melee skill (they do not use up a proficiency 
slot), since anyone can technically throw a punch. Using fists to defend yourself is possible, 
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but you must take any vitality damage and/or skills that hit your fists unless you have 
unlocked and purchased the tough fists skill. Fists are immune to Disarm (“No effect”).

Although we encourage our players to build their own weapons, there are other 
ways to obtain a boff weapon. You can purchase a weapon online; you can commission 
another person to make the weapon on your behalf (please contact the GMs for referrals); 
or you can pay a nominal $5.00 convenience fee to rent a weapon from us for the 
duration of 1 event. Make sure to contact us well before that event’s registration period 
closes, or we will be unable to process your request in time for the event.

You may use a tether to bind a weapon to your wrist in order to avoid losing it in 
battle. Tethers must measure at least 6 inches from weapon to wrist—in other words, you 
may not literally tie a sword into your hand. Fumble and Disarm do not break a tether, 
although you must still drop your weapon; it will simply hang from your arm, making it 
easier to recover. You may “cut” another person’s tether(s) by role-playing the action with 
a dagger and stating, “I cut your tether” while the other person lays unconscious or dead. 
This signifies that the target must remove and stow their tethers for the remainder of that 
day; they may “repair” the tethers overnight. When using a tether, please use common 
sense and make sure that it will not cut off your circulation or injure your hand or wrist.

Noncombatants
Sometimes participants suffer out-of-game injuries, illnesses, or other conditions 

that render them incapable of taking part in physical combat. Such a participant is known 
as a “noncombatant” and must wear a bright orange headband at all times to signify their 
status. As with white spirit-headbands, please make sure that the headband is clearly 
visible from a distance and that it does not have logos or other out-of-game writing on it.

Just because the participant cannot be attacked, however, does not confer immunity 
upon the character. The rules of melee involving non-combatants is as follows:

The attacker may never physically strike the non-combatant. Instead, the 
attacker must approach to within reasonable melee striking range—10 feet for ranged 
weapons or spells and 3 feet for melee weapons—point their weapon(s) or magic 
components at the non-combatant, and announce, “I attack you.” At this point, the battle 
takes the form of a series of calls-and-responses.

The attacker speaks first, and may call either normal melee damage or a melee skill 
call. To call normal melee damage, state “I strike you,” thereby dealing 1 point of vitality 
damage to the target. Please note that normal melee damage is never considered torso 
damage. To call a melee skill call, state “I maim your left arm” or “By the magic within, 
Bind.”

The non-combatant now has a chance to respond. They may call 1 defensive action 
and, if so desired, 1 offensive action. Thus, a non-combatant with a weapon in hand may 
call “Parry” in response to a maiming strike, and then call “I maim your right arm.” If the 
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attacker has called “I strike you,” the non-combatant may call “I block your strike” to negate
the vitality damage. However, a specific call such as Maim or Bind may only be countered 
by a valid defensive call such as Parry or Spell Shield. Any player without a weapon in hand 
may not use any skills or calls that require them to be holding a weapon.

The attacker may then call 1 defensive action, if applicable, and 1 offensive action.

This call-and-response continues until one party is overcome, the non-combatant 
manages to run away, or the attacker decides to divert their attention.

Armor
Wearing armor protects you from taking vitality damage. Every 1 armor point you 

have prevents the loss of 1 vitality, at the price of damaging the armor in question. Upon 
losing all of your armor points, your armor is considered broken and therefore useless until
you or someone else can repair it as per the Repair skill or a relevant profession.

Armor points are removed after magical armor but before vitality. Armor soaks all 
types of magical damage, with the sole exception of magic specifically targeting vitality (for 
example, Drain vitality). Armor is not effective against the effects of melee calls unless 
explicitly stated otherwise; for example, although you could soak the point of damage dealt 
by a Maim to your arm, that arm is still considered broken.

Armor is classified as either “skin,” which includes furs and leather, or “metal,” 
which includes chain-mail and plate-mail. An additional category known as “augmented” 
combines equal amounts of metal and leather or wooden parts. Augmented armor repairs 
as per standard leather armor with the exception of the final point on arms, legs, and chest, 
which must be repaired with either 2 leather scraps for wooden parts, or 1 metal ring for 
metal parts.

Armor points are calculated using the table below:

Helm Shoulder/s Chest Arm/s Leg/s
Furs 0 0 / 0 1 1 / 2 1 / 2
Leather 1 1 / 2 2 1 / 3 1 / 3
Augmented 1 1 / 2 3 1 / 4 1 / 4
Chain-mail 2 1 / 2 3 2 / 4 2 / 4
Plate-mail 3 2 / 3 4 3 / 5 3 / 5

Different kinds of armor stack on top of one another, which means that you may 
wear a chain-mail shirt underneath plate-mail pauldrons and receive all of their attributed 
armor points. However, there is an armor cap in place in order to assure that the armor 
system is not abused—no person may, at any given time, have more than a combined total 
of 20 armor points. You may never exceed this armor cap, unless you purchase armor 
expertise or qualify for a genuine-armor benefit, even if you decide to wear more armor 
than your character can technically use. Any person qualifying for genuine armor benefits 
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must choose 1 type of reward that will apply to their way of wearing stacked armor 
throughout their character’s life.

You can make or buy armor to wear as part of your costume. Because real armor is 
expensive to buy and time-consuming to make, you are allowed to wear simulated armor. 
Spray-painted and reinforced cardboard; painted, lightweight aluminum sheets or plastics; 
leather vests or pelts; and painted sports equipment are all acceptable substitutes, as long 
as they look period-appropriate. If you do have metal armor, exposed edges should be 
covered with some kind of protective material.

That said, there are tangible benefits for those who choose to wear genuine pieces 
or suits of armor. These benefits are in place to offset the practical disadvantages of 
wearing genuine armor as well as to reward players for going the extra mile.

Genuine armor is any armor made from the material the armor is meant to 
represent: plate- and chainmail made from metal, leather armor made from sturdy armor-
grade leather. These benefits apply only to genuine armor, not to facsimiles or 
representations of armor.

Leather & Augmented Armor Rewards
 Qualification: You must wear a jerkin or other full chest and back covering in the 

appropriate material, plus armor pieces in at least 2 additional locations on your
body (head, shoulders, arms, legs).

 Reward: For every time that you repair your armor to its full value, you may resist 1
toxic or poison call that strikes you as long as you have any amount of armor 
points left.

Chain Armor Rewards
 Qualification: You must wear a chainmail shirt plus armor pieces in at least 2 

additional locations.
 Reward: Your armor value is equal to its normal value plus half, rounded up. For 

example, assume your normal armor value is 11. For the purposes of repair, you 
need only fix 11 points; but for the purposes of taking damage, your armor can 
absorb 17 points of damage (11+6). This reward is an exception to the normal 20-
point cap on armor value.

Plate Armor Rewards
 Qualification: You must wear a chestplate plus plate armor pieces in at least 2 

additional locations.
 Reward: When your armor is at full value, you do not take any damage from 

uncalled melee strikes (in other words, weapon strikes without a skill call 
attached to them). As soon as you take damage from any called skill or spell (for 
example, Maim, Dart, Takedown, etc), your armor fractures and you begin to take 
damage as usual.
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You may bring more than 1 suit of armor to “swap out” in-game. However, the 
following rules apply:

 You may not have more than 1 suit of armor per reward type.
 Suits of armor must be fully distinct from one another; you may not overlap pieces 

or otherwise share pieces from one suit to another.
 You must designate 1 suit as your “main” suit. This is the only suit that begins the 

game at its full armor value. Any others must be repaired to their full values in-game
before they qualify for rewards.

Casting & Magic
There are 4 types of magic in Éras: innate, arcane, thaumaturgy, and phenomena.

Innate magic comes from the Silver God. It is the kind of magic that knits together 
the body and spirit of Humans or that helped to create other mortal races, and which 
mortals in turn use to cast spells. Magic-users draw directly from their store of innate 
magic and therefore from their own life force, which is why they tend to have the shortest 
life-spans of all Humans.

Arcane magic also comes from the Silver God. It is runic magic, which is expressed 
through symbols and understood via study. It is not innate to any race except the Skōti.

Thaumaturgy comes from the Brown God. It originates in and harnesses the latent 
power of the elements, flora, and/or fauna of Éras. It is not innate, but some Humans have 
learned to tap into and control it nevertheless.

Phenomena magic comes from any and all of the gods. It cannot be controlled or 
understood by mortals. It is responsible for the manifestation of gates that lead from 1 
realm to another, or from 1 place to the next.

All innate and thaumaturgical magic require an incantation to summon the 
associated magical energies forth, and then the spell name itself to release the energies. “By
the magic within” is a standard incantation, but individual casters sometimes tailor their 
incantations to better reflect their identities or powers.

When casting a spell, you are required to precede the spell call with an incantation 
of at least 4 words in length, since both incantations and spell calls are considered in-
game. This is why you may not cast spells if you have been rendered incapable of speaking,
as per Silence or Stifle. Additionally, the incantation must indicate whether the call is 
magical or thaumaturgical in nature.

Please do not fake spell casting, as this is considered a form of cheating. Likewise, 
your incantations must be clearly articulate and intelligible.
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Casting Rules
In-game, spells are delivered via magic components, direct physical contact, 

weapons (also known as spell-striking), or line-of-sight.

When casting, you may not
 be moving any faster than a walk;
 crawl and cast at the same time; or
 cast if your arms have been maimed.

Magic components are small squares of fabric filled with a spoonful of birdseed 
that you throw at your target as you state the incantation and spell call you intend to cast. 
Component-based spells are considered expended even if the component completely 
misses your target. This holds true for normal component-based spells as well as spells cast
through magical items or wands. Mages who completely “whiff” a component-based spell 
or spells in this way may spend 10 minutes resting, relaxing, and/or meditating in a non-
combat zone to recover their whiffed spell(s).

If a magic component makes contact with any part of you, including your hands 
and feet or anything that you are carrying or wearing, the spell takes effect. This means that
a magic component that hits your weapon, your shield, the toe of your boot, your cloak, etc. 
still takes effect. Magic components are considered in-game items and thus may seen, 
fumbled, and physically dodged; however, for the same reasons that govern the possession 
of weapons, components may not be stolen, removed, or taken.

Spells cast via direct contact are delivered when you gently place your hand on 
your target’s upper arm and state the incantation and spell name.

Spells cast via weapon are cast by striking the target’s body, including clothing, 
with your weapon as you state the incantation and spell name. The weapon strike must 
conform to the rules regarding melee combat, and spells attached to weapon strikes are 
treated like normal melee calls; that is, missing the strike or connecting with the target’s 
weapon or shield does not cause the spell to take effect or otherwise expend it. These spells
do not require a standard incant, but must instead be prefaced by the tag “Spellstruck.”

Spells cast via line-of-sight are delivered when you point and make eye contact 
with the target. Line-of-sight casters must be holding an in-game focus item but may not 
be holding anything else. Casters must pause for a full 5 seconds between calls. Line-of-
sight cannot be used on unconscious targets. This is a highly-advanced magic available only
to royal mages and expert evokers.

Magical Armor & Buffs
Magical armor and buffs grant you specific magical protection against weapon 

strikes, magical effects, or melee calls. When absorbing damage, magical armor is 
removed first, followed by normal armor, temporary vitality, and then vitality.
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On an given person, you may “stack” up to 10 magical armor, 10 temporary 
vitality, 1 Spell Shield, and 1 Reflect. If someone casts a type of magical buff on you that 
you already have in full, you should state “No effect.”

Weakened States & Unconsciousness
Once you have reached 0 vitality, you enter into a “weakened state” and must:

 role-play fatigue and weakness;
 not wield anything heavier than a dagger, although you may carry larger weapons;
 not move faster than a walk; and
 not drag or carry another person.

As soon as you are healed for at least 1 vitality, the weakened state immediately lifts.
If your character has toughness, you may ignore this rule completely.

Anyone at 0 vitality who spends about 15 minutes resting—in other words, sitting 
down and taking no actions more taxing than drinking water, eating a snack, stretching, 
and so on—regenerates 1 vitality. This applies only if you are at 0 vitality. It may never be 
used to regain more than 1 vitality.

At 0 vitality, you are in danger of going unconscious. Any damage to your torso, 
including damage dealt by devices or magic, will immediately knock you out. If your 
character has toughness and is at 0 vitality, you must take 2 points of torso damage before 
going unconsciousness. Tough vitality further delays the danger of falling unconscious—if 
you have 1 tough vitality, it takes 3 points of torso damage to knock you out; if you have 2 
tough vitality, it takes 4 points of torso damage to knock you out; etc.

After going unconscious, role-play collapsing and lying down motionless for a 
duration of 5 minutes. If the area is muddy or undesirable to lie down in, you may kneel 
with your head bowed. After 5 minutes pass, you reawaken, still at 0 vitality. Note that 
Tend, Instant tend, Purify, and Stabilize can wake you up faster, if administered to you. 
Being healed for any vitality while you are unconscious does not wake you up faster, but it 
does mean that you do not have to role-play a weakened state upon reawakening.

Checking a Pulse
When someone is lying on the ground, you may check their pulse by gently touching 

your fingers to their neck and stating, “I check your pulse.”

There are 3 possible states:
1. Unconscious – Response: “Steady.”
2. Dead – Response: “None.”
3. Dying – Response “Fading.”

If the other person responds “Fading” but you are not sure whether they were 
struck with a Poison or a Slaughter, you may state, “I inspect you.” They should describe 
either a small puncture wound with very little blood, suggesting a poisoned blade, or a 
gaping wound with lots of blood, suggesting a slaughter.
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Searching & Looting Bodies
If you encounter an unconscious or dead body, you may attempt to loot the person 

by placing your hand on their upper arm, announcing, “I search your body,” and describing 
your search to them. All searches must be conducted via description only.

If you are being searched, you should describe what the searcher finds.

Any items hidden on your person must be accessible to a fair search. Hidden 
objects must conform to the following rules:

 In-game items must remain in-game at all times.
 You may not hide an item in an inappropriate place on your body—ie, any part of 

the body that would be covered by a modest bathing suit.
Hiding items illegally warrants a rules violation and confiscation of the item(s) in question.

Carrying Bodies
When a person falls dead or unconscious in an inconvenient or dangerous location, 

or if you have other in-game motivations for doing so, you may move their body to a 
different place by gently taking hold of their upper arm and announcing, “I pick you up.” 
Keeping their head bowed and their body relaxed, the affected person must allow you to 
lead them to a new resting place. Carried individuals may gather up their weapons and 
other belongings before moving away from the area.

This action must conform to the following rules:
 Any character carrying or dragging a body may move no faster than a walk.
 Characters with Toughness may move at a slow jog.
 Characters with Toughness may state, “I throw you,” and gently push the affected 

person in a specific direction; they should move 5 steps in that direction before 
lying down again.

 As soon as you let go of the other person’s arm, you “drop” the body to the ground.

Any carried person may respond, “Do it.” This means that the carrier must actually 
physically move the affected person to the best of their abilities. You may only physically
move another person if you have been given explicit permission to do so. Anyone choosing 
to invoke the “Do it clause” does so at their own risk.

Dying & Spirits
There are several ways that your character can die—poison; bleeding out after 

being slaughtered; a death spell; assassination; or via “death strike.” The first 4 ways are 
skill-based; the fifth and final way is explained as follows:

When a character is unconscious or completely immobilized by magic or ropes 
such that they cannot reach or wield their weapon(s), you may deal a “death strike” by 
placing your weapon or a magic component on their torso and stating, “Death strike 1, 
death strike 2, death strike 3.”
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The action must conform to the following rules:
 Your weapon must remain in contact with their body for the entire count.
 If the count is interrupted at any time, by any means, you must start over from 1.
 Your count must be clear and unhurried; anyone who feels that your count was 

rushed may ask you to start over.
 You may not death strike anyone while performing a physically exerting task, such

as dragging the body.

Once a successful count has been completed, the target instantly dies.

Immobilized characters who are nevertheless conscious may yell out for help as 
long as they have not been rendered incapable of speech. Death strikes do not work on 
anyone who is asleep, as they awaken before you can complete the blow.

Once your character dies, you are required to lie dead for 5 minutes. During this 
time, others have the ability to search your body, grant you a benediction or a malediction, 
or cast Speak with dead on you. Dead characters may still trigger magical protections if 
desired.

Sublimation & White Headbands
After lying dead for 5 minutes, the body undergoes a process known as 

“sublimation”—the transition of the physical body into a spirit. At this point, you are 
required to wear a white headband to indicate your status as a spirit. Headbands must 
be solid in color and easily visible from a distance. Avoid headbands with logos or other 
out-of-game markings. You must carry a white headband with you at all times. Your 
clothing, weapons, and any possessions on your person stay with you when you sublimate.

As a spirit, you feel an inexorable pull toward the Black God’s realm and must 
move at a constant, steady walking pace directly toward it. You may not communicate or 
interact with any living person unless affected by Speak with dead, although you may 
interact with other spirits if you encounter them along your way. If struck by a skill or 
spell that does not specifically target the dead, state “No effect” and continue walking.

The living are not able to see spirits unless they have Shamanic sight, but they 
can “sense” when a spirit passes by, experiencing a sudden chill and a feeling that 
something “other” is nearby.

The Black God’s Realm
Upon arriving at the Black God’s realm, knock loudly on the door and then wait for 

the Black God to give you further instructions. No one may enter the Black God’s realm 
without the Black God’s explicit invitation.

Once the Black God has invited you to enter, you may proceed into its realm. While 
inside the gate, you are compelled to do the bidding of the Black God, whose word is law in 
this realm, although you are free to determine how your character might behave in such a 
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situation. The Black God is known to be a kindly but inexorable force; bowing or kneeling is
ultimately unnecessary, although such shows of respect to a god may not go amiss. You are 
not able to affect anyone or anything you encounter there, and you may not remove 
anything from the realm.

The realm allows those within it an unusually high level of clarity; spirits who stand 
within the Black God’s realm are able to remember and recount exactly what (or who) 
caused their deaths—even if they were assassinated or killed while unconscious. However, 
this clarity fades as soon as the spirit exits the Black God’s realm. Back in Éras, you cannot 
recall who was responsible for your death if you were unconscious, assassinated, or struck 
in the back. Use your best judgment in this matter to role-play accordingly.

You may not exit the realm until the Black God specifically says that you may.

The gate to the Black God’s realm is visible to living and dead alike. Should you for 
some reason enter the gate while you are still alive, the act of crossing the threshold 
instantly and irresistibly renders you dead.

Measures of Body & Spirit
All Human life-spans are governed by a measure of body and spirit, represented by 

white and black stones, respectively. Every character begins their life with a set amount of 
white stones, determined by their primary and secondary focuses. Physical-focused 
characters have trained and toughened their bodies and are therefore longer-lived; magic-
focused characters must tap into their own life-forces in order to cast magic and are 
therefore shorter-lived; and dexterity-focused characters are somewhere in the middle. 
White stones represent the character’s vigor and connection to life.

Dying causes the Black God to exchange 1 white stone for 1 black stone. Black stones
represent the character’s spirit and connection to death. A character whose measure 
features mostly white stones is closer to life, while a character whose measure features 
mostly black stones is closer to death. Once placed, a black stone may never be removed or 
exchanged for a white stone by any means. The Black God cannot be negotiated or 
bargained with, no matter what the circumstances.

Benedictions & Maledictions
Benediction and malediction stones, as well as their more powerful counterparts, 

greater benediction and greater malediction stones, are the only things that can tangibly 
alter a spirit’s visit to the Black God’s realm.

Benedictions are represented by white, rune-inscribed stones, while maledictions 
are represented by black, rune-inscribed stones. Both are in-game magical items that can 
be bought, traded, sold, stolen, or dispelled, and serve to strengthen or weaken a spirit 
against the rigors of death. If anyone hands you one of these items while you are lying dead 
or walking as a spirit, you must accept it to present within the Black God’s realm. Note 
that Spell Shield will protect you against the effects of these items.
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Benedictions, including greater benedictions, never stack with themselves; nor do 
maledictions, including greater maledictions. However, a benediction and a malediction do 
stack.

Benedictions moderately fortify your spirit with a benefit of 2 CP in value. 
Greater benedictions significantly fortify your spirit with a benefit of 4 CP in value. 
These benefits are permanent and refresh in the same way that your normal skills do, 
though they are not unlocked for purchase on your character sheet.

Maledictions moderately weaken your spirit by imposing a minor detriment—for 
example, “Having died in the woods to a panther, you may not venture into the woods 
alone at night anymore.” Greater maledictions significantly weaken your spirit by cursing 
you as per the Curse skill. Detriments are considered permanent, but curses may be 
suppressed or destroyed as usual.

Shamanism & Undead Creatures
The shaman profession allows a shaman to see, interact with, and manipulate the 

dead in different ways. One such skill enables a shaman to reanimate a dead body, thereby 
creating an undead creature; thus, at any point while you are lying dead or walking as a 
spirit, a shaman may reanimate you as an undead creature.

What sort of creature you become depends on the shaman’s intentions and your 
current state, but in general you should keep the following rules in mind:

 Undead creatures are mindless. Sentient undead do not exist unless a shaman is 
directly issuing commands or using the Dominate undead skill. If you are not 
following a shaman’s commands, you should not be tactical. Likewise, you may not 
speak (unless under the effects of Speak with dead).

 Undead creatures are drawn toward the living and will attempt to destroy 
them. They cannot make any distinction between friends and enemies, and will 
attack whatever living creature is closest to them at the time.

 Chanting shamans “turn” undead. If anyone is holding out an object and chanting 
while you are an undead creature, you may not take any offensive actions against
that person for as long as they continue to chant. If the chanting individual points 
the object in their hand at you and seems to be “targeting” you, you must 
immediately kneel and may take no actions until the individual either turns their 
attention away from you and/or stops chanting.

 Undead at 0 vitality. Upon falling to 0 vitality, role-play collapsing as per usual; 
however, you are considered dead and, after lying on the ground for a 5 minute 
count, sublimate and walk toward the Black God’s realm as per usual.

 No one can be raised more than 3 times during a given encounter. After being 
raised a total of 3 times during a given encounter, you become useless as a vessel for
further shamanic energies. Upon falling to 0 vitality after the third instance, 
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immediately sublimate and walk toward the Black God’s realm. Call “No effect” to all 
skills, even those which would normally be effective against a spirit.

Finally, please do not refer to these activities as “necromancy”—there is no 
necromancy in Éras, only various flavors of shamanism. This distinction is being made in an
attempt to discourage people from making assumptions about the shaman profession 
based on prevalent necromancy systems in other popular RPGs and larps. We understand 
that insisting on this distinction may sometimes feel like splitting hairs, but we do feel that 
it is important and ask for your understanding and cooperation in this matter.

Final Death
Once your last white stone has been replaced with a black stone, your character is 

considered to be completely dead; this called your “final death” or, euphemistically, 
“passing on.” From this point on, your character can never enter Éras as a living being 
again.

Even though your character has passed on, you may choose to exit the Black God’s 
realm in order to wander as a spirit for a time. Wandering spirits must follow these rules:

 You must consistently wear your white headband.
 You may not be affected by any skills other than Speak with dead.
 You may not use any of your skills or abilities at all
 You may not move, hold, or manipulate anything in Éras
 You do not feel a strong pull toward the Black God’s realm, but there is a constant, 

subtle “tugging,” much like the current you might feel when standing in a slow-
moving river.

 You may approach and communicate with other spirits as you so desire.
 You may affect the dreams of the living by coordinating with staff between games.

Most spirits only wander for a short time before returning to the Black God’s realm 
permanently, but others remain beyond the realm for months or even years. Wandering for
too long will draw the attention of the Black God, however, as 1 of its tasks involves finding 
and shepherding errant spirits back to its realm in due time.

Upon returning to the Black God’s realm, a wandering spirit undertakes a “final 
visit.” The Braelinese believe that, during this final visit, the Black, Purple, and Gold Gods 
sit in trial of your spirit. The spirits of those who have acted virtuously during life—doing 
good deeds and helping others—are said to be fixed into the night sky as stars, where they 
are able to rest and watch the goings-on in Éras forevermore. The spirits of those who have
acted wickedly during life—harming others or acting out of self-interest alone—or who are
otherwise judged unworthy, are wiped clean of memories and allowed a second chance to 
fix their behavior, reincarnating into a new body and a new life.

Other peoples have other beliefs, of course: the Xiros believe that the spirits of their 
ancestors live within an “ancestral fire,” which is kept burning all the time; the Serenites 
believe that only the spirits of those who die honorably are privileged in death with a place 
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within the Eternal Realm, while those who die dishonorably are cast into oblivion; the 
Zikarians believe that spirits travel to the “Otherland,” a peaceful place where individuals 
can reflect on their lives, review the lessons they learned, figure out what kind of impact 
they had on the world, and then petition the Black God to try again.

Ultimately, no mortal knows the truth about the afterlife; only the gods do, and they 
have never told a mortal what awaits beyond the final visit to the Black God’s realm.

Anyone whose character has undertaken this “final visit” has 2 options: you can 
either help staff as a volunteer for the rest of the event, or you can introduce a previously-
designed second character. Either way, you must return all of your finaled character’s in-
game money and items to staff before reentering game.

Alternate Characters
In order to reduce the risk of accidentally transferring meta-knowledge, you are not 

permitted to have more than 1 active character at a time. If you intend to create and 
introduce a new character, you must first retire your previous character permanently.
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Chapter 6: Game-play Mechanics

Beliefs & Followers of the Gods
Though Éras has a pantheon of gods, options for “following” a god, and shrine 

mechanics, we want to underscore the fact that this system is entirely made-up and is not 
intended to offend, discount, or otherwise negatively interfere with anyone’s out-of-game 
religious beliefs. No one will ever be forced to participate in any in-game “religious” 
behaviors.

That said, we ask that anyone with strong out-of-game religious beliefs to refrain 
from criticizing or attempting to prevent other participants from taking part in in-game 
“religious” behaviors if they have chosen to do so. If any in-game actions or rites ever make 
you feel uncomfortable on an out-of-game level, simply excuse yourself and walk away.

General Beliefs
In Éras, gods do exist, and they do interfere with mortal affairs; there is documented

evidence of “god-chosen” mortals who were singled out by a god that wanted something 
from the mortal. However, god-chosen often fare poorly in the long run, either when the 
god’s favor runs out or when the mortal gets into deep trouble as a result of the task the 
god set. Generally, people agree that it is better to avoid attracting the gods’ attention as 
much as possible—being a god-chosen is like getting cursed or having extremely bad luck.

Most mortals worship the gods casually, beseeching them for fortune or gifts, asking
them for favor or luck when in sticky spots, and blaming them when things go wrong. 
Sometimes the gods intervene, sometimes they do not—they are capricious and pursue 
their own agendas. The gods can appear in any form they so choose, and often use this 
ability to trick or test mortals.

The gods are not omnipotent, although they see much more and farther than 
mortals do; at times, they oppose or attempt to outdo one another. The Gold God in 
particular is an incorrigible trickster who is just as liable to undermine its fellow gods as it 
is to help them. In general, the Purple God is considered the most powerful, tasked as it is 
with retaining balance in all realms, among all peoples, and among the gods, but it is also 
the most rarely seen.

Followers
You may choose to devote yourself to a god in-game. Such

characters are known as “followers” of the god in question; they can
be identified by the hoodless, mantle-like garment that they wear
over their shoulders, which is dyed in the color of the god they serve
(as shown to the right; this example shows a follower of the White
God). Following a god is, essentially, “flavor text”—it has no effect on mechanics or plot, 
instead adding realism or depth to your character’s actions, beliefs, or history. Staff will not
afford you in-game privileges simply because your character follows this or that god.
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Because we feel it is inconsiderate to force anyone to follow or even worship the 
gods, in-game devotion is seen as highly individualistic—the people of Éras consider it 
both rude and extremely invasive to attempt to influence others with your own beliefs or 
practices. There are no priests, cults, orders, religions, or any other religious organizations 
or leaders in Éras. Please role-play accordingly and respect the out-of-game decision of 
other players regarding the way they want to approach in-game beliefs.

Shrines
Shrines are found throughout Éras and represent places of meditation where people

can make “pleas” and leave offerings to a god or gods. Cities have several shrines, while 
towns and villages usually only have 1 or 2; and some shrines are located in the 
countryside—on mountain trails, in forest clearings, or along river banks. Ravensgate, our 
setting, has 1 shrine in its main tavern. A few residents also have shrines in their homes.

A typical shrine is made up of a small room featuring a decorated platform with a 
carved box. Nearby are sheets of paper and writing utensils. To make a plea, write out your 
plea along with the name of the god you are invoking and a description of the offering you 
are leaving; then fold the paper place it in the box. Pleas are considered out-of-game items
and may not be stolen, read, or otherwise removed from the box.

Having made your plea, you may leave an offering. Offerings should be small and 
appropriate to the god you are invoking—for example, a pelt for the Brown God or a small 
magical item for the Silver God. These items do not need to be expensive, but it is believed 
that the costlier (or more emotionally valuable) an offering is, the likelier you are to receive
a response. If you do not have a specific item, you may pay 1 copper to light 1 of the candles
in the shrine. Any offering that is stickered or tagged is considered an in-game item.

Visiting the shrine is not guaranteed to garner attention from the gods, but 
sometimes you might get something small out of it—for example, an offering to the Silver 
God might get you a note at the beginning of the next event stating that you start the 
weekend with 3 magical armor; an offering to the White God to keep your little sister safe 
might get you a letter from your sister, describing how she randomly found a bag of silvers, 
which will guarantee that she will not go hungry this winter; an offering to the Purple God 
asking that your enemy is justly punished for what he has done might get you a fate telling 
you to talk to the man with the scar on his left cheek—if you do, it turns out that your 
enemy gave him that scar many years ago, that he has been seeking revenge ever since, and
that he would welcome your help in the task; and so on.

Disguises
Because staff relies on masks and make-up to represent different creatures, peoples,

and effects, players are not allowed to use a disguise that completely alters their 
character’s appearance.
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You may don a “disguise” if, and only if, it does not completely alter your 
character’s appearance—essentially, other player-characters must be able to discover 
your character’s true identity with minimal effort. Thus, while you may not wear a mask or 
change your entire outfit, you could wear a headscarf and throw a bulky cloak over your 
character’s usual clothing. That way, someone glimpsing you in the distance or at night 
would not instantly recognize you; but, if that person came close enough, they would 
immediately know who your character was.

Changing into or out of any disguise is an in-game action. Thus, anyone witnessing 
your character don or remove a disguise may react appropriately in-character.

Dreams
Your character might someday receive an in-game dream: printed copies of a 

dream’s contents placed into an envelope, like a letter. Usually, you will receive a dream in 
your character baggie at the beginning of an event, but it is possible to obtain dreams in 
other places during an event. Dreams are considered out-of-game items, and may not be 
shared or stolen.

Should you receive a dream, follow the steps below:
1. If the envelope is marked “Friday,” open the dream on Friday night; if it reads 

“Saturday,” open it on Saturday night.
2. Before opening the envelope, get completely ready for bed, as though you were 

legitimately about to go to sleep. Brush your teeth, put your pajamas on, finish up your 
conversations, get in bed, and pull the covers up.

3. Open the envelope. You may read the dream’s contents as many times as you 
would like, but you may not take any notes. When you are finished, destroy the dream as 
best you can. Rip it up, put it into a glass of water—whatever will render it unreadable.

4. Go to sleep.
5. When you awaken in the morning, you may immediately take notes or attempt to 

go over the dream in your mind. Whatever you remember of the dream’s contents, 
however, is what your character remembers of it.

Gates
Éras is an inherently magical world, a magic that includes the mortals, creatures, 

and objects within it as well as the universe’s very structure. Alongside the Ephemeral 
Realm lay the Realms Between—and, somewhere, the Eternal Realm. Mortals can cross 
into different realms, or travel from place to place within a specific realm, by passing 
through gates.

Gates are a type of “phenomena magic” that are represented by holiday lights or 
small, colored LED candles that encircle a doorway or lay on the ground in a semi-circle 
around an “entrance.” Phenomena magic comes from the gods and cannot be controlled or 
understood by mortals; thus, gates can never be opened by mortals, but rather open and 
close seemingly at random.
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Sometimes, gates are opened intentionally by a god or gods, but more often they 
result from a “thinness” in the fabric between realms, combined with an unusually strong 
concentration of magic in the atmosphere of the place at hand. Ravensgate is 1 such place 
that boasts this combination of factors.

Gates can lead anywhere, but their size and color indicates where they go as well as
how stable they currently are. Gates of 10 or more lights are extremely stable; gates of less 
than 10 lights are traversable, but they are less stable.

The color of a gate indicates where it might lead. It is common knowledge that gates 
to the Black God’s realm are white in color, while yellow signifies some connection to 
thaumaturgy or nature. However, blue-, green-, red-, and orange-colored gates have also 
been observed in Éras. Only the knowledgeable could say what those colors mean.

Unlit gates are completely impassible and considered out-of-game; should you 
encounter an unlit gate, role-play as if it is not there. This also means that, if you passed 
through a gate and return to find the lights off or gone altogether, you are stuck inside the 
gate until it reopens (ie, the lights come back on). Individuals have been known to vanish 
forever inside gates that close on them.

In-game Items
In-game items, or phys-reps, are items with specific in-game properties and value. 

They include magical items, herbal teas or food, etc. With the exception of coins and gems, 
every in-game item is tagged and/or stickered and may be stolen or traded in-game. All in-
game items must be obtained in-game.

Index cards: Index cards affixed to items, walls, or people convey important out-of-
game information. Read them and follow any instructions immediately.

Lock tags & keys: Locks are represented by circular brown tags. On their front 
sides, they have a picture of a lock plus a code with a number 1-5 on them, representing the
relative sophistication of the lock (1 is simple, 5 is very complex). You may not open a box 
with a lock tag unless you have a key with a matching code or can pick the lock using 
Lock-pick.

Magical items: Certain items will have affixed labels, allowing anyone to use them. 
In other cases, you must seek out an appraiser or magic hunter to teach you what 
something does. Magical items function only if worn, held, or otherwise wielded properly—
for example, a necklace must be worn around the neck, a wand must be held in the hand, 
and a brooch must be affixed to your costume.

Silly string: Silly string simulates webs. Should you come into contact with silly 
string, you are immediately subject to the effects of an Unstoppable Bind. You may escape 
webs via Escape; fire-based skills causing at least 5 points of damage; or 1 minute of 
uninterrupted role-play slicing through the web with an edged weapon.
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Stickered items: Any item with a small circular sticker is considered in-game. You
may pick up and carry any green stickered item; you may not move any red stickered item.

Tagged items: Any item with a small white encoded tag is considered in-game.

Gems
There are 8 different gems: panther’s eye, riverskin, sunstone, crystal, magepith, 

winegrain, black moonstone, and white moonstone. When fresh from the mines, all gems 
are known as “raw gems,” but once a jeweler cuts them, they become “crafted gems.”

Gems are highly valued for their latent magical energies and associations, which 
jewelers are able to manipulate in a process known as “imbuing.” All imbued gems are 
activated with a word or phrase as assigned by a jeweler. Upon speaking this aloud as you 
hold, wear, or wield the gem properly, you may use 1 of the gem’s imbued skills within 
the next 5 seconds. As soon as you have expended all of the skills in an imbued gem, it 
cracks and is useless.

Imbued raw gems contain between 5 and 8 CP worth of randomly assigned 
skills related to the gem’s associations. These skills may only be activated when you are 
holding the gem in your hand. You may not hold more than 1 gem per hand while 
activating them. Anyone attempting to activate raw gems while carrying more than 1 gem 
per hand immediately suffers the effect of an Unstoppable Slaughter. Additionally, all 
gems on their person are instantly reduced to an irreparable, useless slag.

Imbued crafted gems contain between 4 and 6 CP worth of skills as selected by a 
jeweler. Crafted gems may never be activated unless they are set into a valid item. Valid 
items include the following, which can be worn or carried on:

- The head—Masquerade masks, diadems, and tiaras/crowns
- The torso—Necklaces, sashes, and belts
- The arm—Arm cuffs, bangles/bracelets, and shields
- The hand—Weapon-hilts/bucklers, wands, and rings

No person may have more than 1 item per “area”—that is, 1 item on the head, 1 on 
the torso, 1 on each arm, and 1 in each hand. Anyone attempting to activate a crafted gem 
while wearing or holding more than this maximum number immediately suffers the effect 
of an Unstoppable Death. Additionally, all gems on their person are instantly reduced to 
an irreparable, useless slag.

Herbal Foods & Drink
Brewers can create herbal teas and “liquors” using different kinds of plants; cooks 

can create herbal foods. These foods and drinks have in-game effects. The system is based 
on providing defense, healing, and protection, with an emphasis on affecting the self 
rather than other people. Although in-game plants are represented by plastic flowers and 
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vines, herbal foods and drinks are represented by real teas, drinks, or food that must be 
consumed in-game.

To gain the effects of an herbal tea, you must drink at least half of a normal-sized 
mug of the tea in question. Teas retain their magical properties only as long as they remain 
warm; cold tea is rendered useless. Likewise, adding sweeteners such as honey or sugar 
dilutes the tea’s inherent magical properties, also rendering it useless. Thus, tea must be 
consumed as soon as it is prepared, and it may not be altered in any way.

To gain the effects of herbal food or liquors, you must eat or drink at least half of a 
normal-sized portion of the good in question. Unlike teas, both food and beverages usually 
retain their magical properties for a longer time, keeping for the duration of an event. 
Naturally, this statement does not apply to more perishable foods, such as a slice of pie.

If you have an allergy, medical reasons, or absolutely insurmountable objections to a
specific food or drink, you do not have to consume it. Instead, the brewer or cook preparing
it for you will go through the motions, and you will be given an appropriate stand-in.

Because of the nature of herbal goods, you may never force another person to eat or 
drink something they do not want to. That said, you may administer an herbal food or drink
to an unconscious person if that person agrees to consume it. No one may consume more 
than 3 servings of herbal food or drink per day; doing so causes you to get “sick” due to 
the excess of magical energies running rampant in your system. Should you consume more 
than 3 servings of herbal food or drink in one day, you must role-play being sick for 5 
minutes immediately after your fourth serving, then you lose all associated benefits from 
any herbal goods you have consumed and spend the duration of that day in a weakened 
state.

Illegal Substances
Disclaimer: Although the Éras Chronicles incorporates a number of different 

“illegal substances,” as well as mechanics involving addiction, we want to underscore the 
fact that this system is entirely made-up and is not intended to offend or otherwise 
negatively resonate with anyone’s real-life, out-of-game beliefs or experiences. No one will 
ever be forced to use “illegal substances,” or to get involved with them; doing so is your 
choice, and your choice alone.

That said, we ask that anyone with strong out-of-game beliefs please refrain from 
criticizing or attempting to prevent other participants from taking part in these behaviors. 
If any in-game actions or role-playing ever make you feel uncomfortable on an out-of-game 
level, simply excuse yourself and politely walk away. Additionally, feel free to note on your 
personal information sheet that you have no wish to be involved in this particular aspect of 
the game. Although we cannot control every in-game situation, or guarantee that you will 
never see an illegal substance or its usage in-game, we can at least ensure that no such 
involvement will be introduced to you by staff.

49



Illegal substances are represented by clear film canisters 
stuffed with a rolled-up piece of colored paper. To use such a
substance, open the canister and remove the paper. Follow any 
instructions upon the paper, and then rip it in half. The sheet of 
paper should be thrown away and the film canister deposited 
into the out-of-game props bin in the tavern at your earliest 
convenience. If you choose to “pour out” a substance without 

using it, do not read the tag—simply rip it in half without looking at it and dispose of it 
normally.

If your character ever uses an illegal substance, please make sure to note what it 
was and how much your character consumed in your PEL or an email immediately 
following the event during which it was used. This is very important because all illegal 
substances are at least somewhat addictive, and we need to be able to chart your 
character’s progression toward different thresholds of addiction.

Because we want to support those who object to this system, you may never force 
another person to consume an illegal substance. That said, you may administer a vial to 
an unconscious person if that person explicitly agrees to consume it. Basically, consent is 
key when it comes to this aspect of the game.

Invented Devices
There are 5 types of invented devices in-game:
1. Blast-boxes are represented by kitchen-timers. They are time-lapse devices; 

when they spring, they emit a loud buzzing or ringing noise. The force of the sound causes 
everyone directly within earshot of the blast-box to take 5 points of Unstoppable torso 
damage and an Unstoppable Knockout effect. Anyone who is separated from the 
buzzer’s noise by a wall or equivalent barrier is not affected by the trap, unless they step 
into the room where the trap has sprung, thereby exposing themselves to the noise. Only 
characters with Handle device may disarm a sprung blast-box.

2. Blinders are represented by white glow-sticks. When activated, they cause an 
“All within the sound of my voice, Stun” effect.

3. Caltrops are represented by popper fireworks that produce a “bang” similar to 
the sound of a cap gun. Every caltrop deals 1 point of Maiming damage to the person who 
set them off. Only characters with Handle device may disarm, move, or set caltrops.

4. Noxious gas devices are boxes or containers with an index card placed inside of 
them. Read the card and follow its instructions. Only characters with Handle device can 
safely disarm a device of this sort.

5. Oil slicks are represented by brown squares of fabric approximately 1’ x 1’ in 
size. Stepping on an oil slick cause an Unstoppable Takedown effect.
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Lights & Lighting
Light spells produced by magic are represented by green LED or chemical glow-

sticks with a maximum length of 6 inches. We will not supply you with glow-sticks; you are
responsible for obtaining and bringing your own.

Artificial candles, lanterns, or torches that produce simulated firelight are 
permitted for in-game lighting use. Candles, lanterns, or torches that produce real 
firelight are permitted for in-game use, but may not be used inside of buildings or on 
porches unless attended at all times.

All in-game light sources must produce diffuse light; directed light sources, such as 
flashlights, are prohibited for in-game use.

Manuscripts & Letters
Anyone may write and submit a scroll, tome, manuscript, or codex for inclusion in 

the game. However, every such in-game writing is considered to have the following 
disclaimer: “The contents of this writing reflect the opinions or supposed knowledge of 
the in-game author and do not necessarily reflect lore that is considered factual in the 
world of Éras.” This is to reflect that authors often have biases, incomplete information, 
and/or might be lying outright in order to achieve some specific end.

It is both possible and encouraged to send letters in-game. Although we much 
prefer you to complete the process in-game, you may send letters between-games, as long 
as you have sufficient coin to do so. Because couriers rely on horse- and manpower—not 
magic or gates—to deliver letters, the time it takes to deliver a letter and return with a 
response vary. Within Braelin proper, you can send a letter and expect a response within 1 
between-game period. Letters to and from areas beyond Braelin’s borders usually take 2 
between-game periods to arrive.

Couriers drop off and pick up letters from the tavernkeep of the Silver Raven Inn. 
Thus, if you expect a letter, check with Assistant Manager Callie Nesbit’s tavernkeep NPC. 
Likewise, if you are sending a letter, give it to her by the end of the event in question.

When submitting letters between events for delivery, attach the letter(s) as a Word 
document (.doc or .docx) with the subject line, “[Upcoming Event Name] Letters.” Make 
sure that you indicate who you are sending the letter to, and where that person lives, at 
least generally. Then send the file to eraschronicles@gmail.com. The GMs will subtract 
the appropriate amount of money from your character baggie. If you run out of money, 
whichever letters could not be sent will be given to Callie’s tavernkeep ata manager of the 
tavern the beginning of the next event; you may pick them up or not.

All letters will be “postmarked” appropriately, meaning that a letter sent 1 week 
before a given event will not arrive at its destination in time to garner a response for that 
event.
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If you have a letter of such great importance that it must be delivered as quickly as 
possible, you may choose to employ “the Crown’s Service.” Using this service within 
Braelin proper, your letter will arrive within 1 day of sending and, if your recipient pays the
same service to return a response, you can expect a letter within a given event. Sending 
letters to areas beyond Braelin’s borders with this service, you can expect a response 
within 1 between-game period. That said, as with any letter or correspondence, responses 
are not necessarily guaranteed.

Mod-related Items
During game-play, it is quite likely that you will encounter and enter into “mods”—

plots or situations that occur within a pre-designated area, often demarcated with the use 
of gate props and/or taking place within a given building. Within mods, there are certain 
phys-reps, props, and items that signify different effects. Each of these is explained in 
further detail below:

Walls are represented by sheets, plastic tarps, cardboard segments, wooden 
wall segments, room dividers, etc. hung or positioned to divide up a space. You should 
treat these walls as though they were solid—you may not peek through them, climb over 
them, throw things over them, crawl under them, pass things through or under them, or 
move between two sheets, or a sheet and a fixed object where the two conjoin. The sole 
exception to these rules is the “hidden door.”

Hidden doors are demarcated with a red duct-tape arrow pointing toward a 
“crack” in the wall. If you see an arrow like this, you may pass through that crack in the 
wall.

Balance beams are represented by pieces of 4x4 lumber. You must attempt to 
cross the location it spans as though it were a balance beam or bridge. Balance beams may 
not be shifted or moved. Falling off of a balance beam causes you to injure 1 leg as per 
Maim, unless the area the beam crosses is otherwise modified by surrounding phys-reps. 
Falling is countered by Acrobatics.

Stepping stones are represented by black, square or rectangular doormats. You 
must attempt to cross the location they span as though they were stepping stones, jumping 
from 1 to the next. Stepping stones may be picked up and moved by 2 characters working 
in tandem; if you do so, role-play that the stone in question is quite heavy. Falling off of a 
stepping stone causes you to injure 1 leg as per Maim, unless the area the stepping stones 
cross is otherwise modified by surrounding phys-reps. Falling is countered by Acrobatics.

Fabric laying on the ground around other phys-reps signifies that the ground is 
different than normal. Should you fall “into” any of these settings, signify your condition by
sitting or laying down until you are rescued.

 Black fabric signifies a chasm of 10 feet in depth; falling into a chasm causes you 
to suffer the effects of an Unstoppable Maim to both legs and immediately causes you
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to fall unconscious. You may be rescued, once you awaken, if someone throws a rope
of suitable length to you.

 Blue fabric signifies the presence of water; falling into water deals no immediate 
damage, but for every minute you spend “treading water,” you take 1 point of torso
damage until you are rescued or you go unconscious. 5 minutes after you go 
unconscious, if you are not rescued, you drown and are considered dead. You may 
be rescued, if someone throws a rope of at least 6 feet in length to you.

 Red fabric signifies lava; falling into lava immediately causes you to suffer the 
effects of an Unstoppable Death.

Tunnels are represented by plastic crawl-through tunnels. You must cross the 
location it spans as though it were a tunnel. Tunnels may not be shifted or otherwise 
moved.

Poisons & Toxins
There are 5 types of poisons in-game:
1. Blade poison is represented by small, blue-glass vials with black screw tops. 

Bottles are “sealed” with a line of black glue; as soon as the seal is broken by any means, the
vial is expended. If a vial has no label, it is a standard lethal poison (“Poison”); if it is 
labeled with a skill name, it is a toxin (“Toxic skill name”), explained below. One vial is 
enough to coat 1 bladed weapon or arrowhead. Only characters with Poison or the 
poisoner profession can apply blade poison without accidentally poisoning themselves.

2. Contact poison is represented by petroleum jelly smeared onto surfaces or 
objects. Touching anything coated in contact poison causes you to take a Poison effect. You 
may resist or neutralize contact poison with Purify. Poisoners with a proper in-game 
container may “harvest” contact poison from coated objects; no one else may harvest 
contact poison, but you may wipe an object clean using a rag to protect your skin. Once 
wiped off, contact poison is expended and may not be reapplied. You may not coat your 
glove or any other cloth item with contact poison; the cloth absorbs it, rendering it useless.

3. Ingested poison is represented by Mike ‘n’ Ike candies. A green candy has a 
Poison effect. A yellow candy has an Unstoppable Poison effect. Candies are considered 
out-of-game when placed in food or drink unless you have Detect poison or specifically 
saw someone drop it into your food. If you spot candy in your food, finish it before you take
the poison effect.

4. Acid poison is represented by a thrown component with the call “Acid poison.” 
It deals 1 point of torso damage and affects you as per Poison. While poisoned, you 
continue to lose vitality at a rate of 1 vitality per 10 seconds until you die or are 
purified. This skill may not be countered by any means other than Purify. Any weapon, 
buckler, or shield struck by acid poison takes an Unstoppable Destroy effect.

5. Inhalation poison is represented by jasmine-scented incense cones. Seeing 
incense smoke causes you to take a Poison effect. Smelling the smoke will not poison you, 
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but the scent is detectable in-game only by those with Detect poison. This skill may not be 
countered by any means other than Purify.

Toxins are substances that replicate skills but are poisonous. The skills act as per
usual but take 5 seconds to take effect and cannot be countered by normal means. If a toxic 
call is purified within the initial 5 second window, the skill has no effect. If the skill applied 
has a lingering effect, you must first treat the toxin via Purify before removing the effect. 
For example, “Toxic Maim” breaks a limb as usual after 5 seconds. The strike cannot be 
parried; the Maim effect must first be purified before it can be tended. Non-lethal toxins are
still considered illegal unless in possession of a licensed individual.

Restraints. When using restraints, never tie another person’s limbs tightly enough 
that they could not easily slip out of them. There are 2 types of in-game restraints:

1. Leather restraints are represented by leather strings fastened with a 
carabiner clip. You can escape them by using Escape bonds; by having another person 
spend 10 seconds of uninterrupted role-play untying them; or by spending 10 seconds 
slicing through them with an edged weapon. The last option renders them useless.

2. Manacles are represented by thin chains fastened with a carabiner clip. You 
can escape them by using Escape bonds or by having another person pick their lock (a basic 
lock requiring 1 pair).

Rituals
It is possible to undertake rituals in-game, if the participants involved have gained 

access to the appropriate in-game manuscript outlining the formal rites and the required 
materials. Certain manuscripts are available through Sage; others may be found or granted 
in-game. Unless explicitly stated in the rites, rituals operate on a time-lapse; thus, their 
effects do not occur until the event following the 1 during which the rites were completed.

In order to allow players to complete rituals without the direct assistance of staff, 
rituals will function as long as all of the participants attempt to undertake the rites to the 
best of their abilities—in other words, you do not need to repeat every single word 
exactly as it is written on the manuscript, but you should do your best to follow the spirit of
the ritual.

No matter what the ritual, you must make note of it in your PEL. You will not be 
allowed to reap the benefits of a ritual until staff explicitly acknowledges that you have 
completed it properly, by searching through your character baggie(s) for the necessary 
materials and noting who participated based on PEL responses.

Sabotage
It is possible for player, through Saboteur, to “damage” or “destroy” other 

characters’ belongings, interfere with runic sentences and other magical effects, counterfeit
items or actions such as armor repair, or “break” larger structures such as bridges, roads, 
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or buildings. The act of sabotage is represented by wrapping an item—or draping a 
bridge, for instance—with a length of specially-provided red ribbon.

Unless the item in question has an attached index card, assume that it is simply 
broken, and will not work again until repaired. There are some cases in which the manner 
or method of sabotage leads to a specific result; the saboteur is responsible for affixing an 
explanatory index card in these cases, but you should also make sure to watch for and read 
over such cards carefully.

Money in Éras
Éras’ economy features 3 types of coins: coppers, silvers, and golds. 10 coppers are 

worth 1 silver, and 10 silvers are worth 1 gold. Your character is given a “starting package” 
of money and goods upon checking in, as determined by your character’s social class. In-
game, you can continue to earn money by purchasing Income, working at a profession, 
serving as a trainer, investing in a deed of property, selling in-game goods that you acquire, 
and/or thieving and looting.

Ravensgate Bank
The bank is a quasi out-of-game mechanism that allows you to return coin back to 

staff, thereby keeping it in circulation to go out as new treasure, while also storing your 
character’s wealth safely. It operates out of the Silver Raven tavern under the following 
rules:

1. The main tavernkeep, played by Assistant Manager Callie Nesbit, serves as the 
primary banker. You must approach her to deposit or withdraw money. If she is not 
available, inquire with the current tavern helper.

2. Deposits must be made in increments of 2 silver or more. Your account may 
never hold more than 5 gold at any given time. Withdrawals may be made in any 
increment of money desired.

3. The bank is for coin only. Gems and other in-game items may not be stored in the 
bank. The bank does not give loans.

Some NPCs may render payment in “receipts,” small squares of colored paper upon 
which an NPC will write the amount paid, the date of the transaction, the nature of the 
transaction, and their name and signature. Receipts are considered in-game items. If given 
a receipt, you may present it to Callie, who will record the payment in the bank ledger; or, if
the payment is less than 2 silver, she will give you the appropriate amount of change.

Penal Code: Community Service & Jail-time
Braelin has specific laws and regulations in place. Breaking the law is possible, but 

getting caught comes with consequences. In general, the severity of in-game punishments 
correlates with the severity of the crime committed, and are left to the discretion of the 
local forester. Punishments range from fines to community service or jail-time to death, or 
combinations thereof. The first and last are self-explanatory. However, the concepts of 
“community service” and “jail-time” require some additional clarification.
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No player will ever be forced to serve more than 2 hours of community service or 
jail-time, as we feel that anything longer than that would be disruptive to the affected 
player’s experience. Most of these punishments will not even last that long; usually, they 
will run between a half-hour to 1 hour.

When sentenced to community service or jail-time, you are allowed to choose 
which option best suits you. Those who are penitent might prefer community service. 
Those who feel they have been wrongfully accused, or who simply want to stick it to the 
law, might opt for jail-time.

If you select community service as your preferred punishment, you will be 
remanded into the local forester’s care for the duration of the sentence. During this time, 
the forester may utilize you and your skills as they see fit. Usually, the forester will require 
you to accompany them on patrols, order you into skirmishes against creatures that pose a 
danger to the town, or request your assistance as they goes about their regular job.

If you select jail-time as your preferred punishment, you will be taken to the 
Knight’s Stand and placed into a jail cell. At this point, you may elect to remain in the cell 
for the duration of the sentence; or, after everyone else has left the area, you may report to 
staff center as a volunteer for the duration of the sentence. This is entirely up to you, and 
will often depend on how long your sentence is, how willing you (as a player) are to sit in a 
jail, and how comfortable you are with breaking character for a short period of time.

Do not automatically assume that jail-time will prohibit you from playing the game; 
it is just a different kind of role-play than what is normally on offer. Someone might come 
in to spring you from jail; someone might be added to your cell and keep you company; a 
guard might linger to role-play; or you may be able to break yourself out early. That said, 
you might end up sitting alone in your cell; we cannot guarantee that anything interesting 
will happen, which is why we leave the choice about how to spend the in-game time to you.
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Chapter 6: Event Walkthrough

This chapter outlines the structure of a typical event, including submission of 
character sheets, pre-event registration, check-in and set up, the event itself, check-out and 
clean up, post-event letters (PELs), and between-game skills (BGS).

Before an Event
Players must submit all character sheet-related information to staff by 11:59pm 

on the Friday night 2 weeks prior to a given event. This includes new characters, histories,
revisions to histories, and CP expenditure for established characters.

Players and staffers alike are required to register for events—that is, you need to 
inform us that you plan to attend. Registration is also due by 11:59pm on the Friday night 2
weeks prior to the event in question.

Below, we have compiled a checklist of items that you might consider packing:

___ Character costume
___ In-game props and decorations
___ Sturdy, water-proof boots
___ Boffer weapons, as per regulations
___ Cabin decor (optional but encouraged)
___ Gloves
___ Extra clothing for layering or changing
___ Extra socks and underwear
___ Pouch for out-of-game items
___ Necessary toiletries

___ Necessary medications
___ Bath towel and shoes (showers are 
available)
___ Bug spray and/or sunscreen
___ Food and drink (recommended)
___ Money
___ Pillow
___ Sleeping bag and blankets 
___ Pajamas
___ Small flashlight

Make sure that you eat something on Friday evening, and that you have food for 
game-time generally. We provide snacks and drinks throughout the event and four 
prepared meals (2 breakfasts, lunch, and dinner). Having food on hand during an event 
guarantees that you will never go hungry. You alone know how much food you will need to 
keep you up and energized.

Arrival On-site
For weekend events, players should arrive no earlier than 4pm. Upon arrival, park 

your car in the gravel lot immediately to the left of the site’s entrance. From there you may 
report to Assistant Manager Callie Nesbit for an assistant or general manager for a cabin 
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assignment. They will be in the staff center area of the main building; as you walk down 
the hill from the parking lot, turn right into the basement area and go up the staircase to 
your right. Players are assigned to sleeping quarters in 1 of the outdoor cabins or within 
the main building; these assignments are loosely based on characters’ social classes, with 
artisans and peasants sleeping in cabins, and nobles and their retainers sleeping in the 
main building. Please note whether or not you would like to sleep in an out-of-game room 
at this time. Volunteer and general staffers may bunk with players if they have the express 
permission of the GMs, but their presence automatically renders the cabin out-of-game. 
Otherwise, staffers are expected to sleep all together in the staff center.

Once you have checked in, move your belongings into your cabin. You may drive 
your car down to the sleeping areas to unload; but be aware that the access road is narrow 
and quite steep. After unloading your belongings, remove your car from the access road 
into the parking lot. Then arrange your cabin however you see fit. Decorating your cabin 
is optional, but strongly encouraged, as it allows you to host visitors and spend time in your
cabin during the event if you so choose.

If, after you set up your cabin, you have out-of-game items that you will not need 
during the event, you may choose to bring 1 bin or bag up to staff center. There, we have a 
small area where players can leave these belongings for the duration of the event. All such 
belongings must be securely and neatly stowed, labeled with your name, fully zippered or 
otherwise sealed, and may contain no fragile items. Do not to include anything that you will
need during an event, because these belongings will be considered off-limits until clean-up.

Set-up
When you are ready to help with set up, proceed to staff center, which is located 

above the basement of the main building, and report to General Manager Adam Selby.

Tasks range in difficulty and complexity, and include such activities as: planting 
solar lamps, tiki torches, and other in-game light sources on the paths around the campsite;
weed-whacking pathways and areas near the main building; unpacking and organizing staff
center; clearing out, cleaning up, and/or setting up in-game buildings such as the shrine, 
the forge, the Knight’s Stand, the Silver Raven, and the Oak Bookseller; hanging tarps or 
other cloth in designated mod halls; and so on. You will be awarded a given amount of CP 
per task that you complete.

Check-in
Check-in is held by Assistant Manager Callie Nesbit in the tavern area. At this point, 

you must pay your event fee and sign our safety waiver, if you have not already done so. 
Additionally, you must present your weapons for inspection. Finally, you may bring any 
armor you intend to wear so that it can be assigned a point value. Once you have paid and 
your weapons have been inspected, Callie will give you a character bag, which includes all 
of your in-game items, any Income or stipends as necessary, and your character sheet. 
Please retain this bag, as we ask you to return your in-game items inside the bag at the end 
of the event.
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Pre-Game Meeting
The pre-game player meeting occurs at 9:30 pm sharp in the tavern area. The 

meeting includes important information about the upcoming event, including the identity 
of first aid responders and what to do in case of an emergency as well as any unusual 
circumstances or details that you need to know for the upcoming event. Although you may 
ask for clarifications at this time, the meeting’s function is not to review skill calls or 
mechanics, as we assume that you already understand them.

“Game On”
“Game on” will occur as close to 10 pm as possible, or shortly after the pre-game 

meeting ends.

All players with new characters, or established characters who traveled outside of 
Ravensgate between moons, must scatter beyond the edges of the town commons. From 
here, when game-on is called, you will role-play your in-game arrival in town. If you have 
an established character who remained in Ravensgate between moons, you may start game
in the Silver Raven or within the town commons.

Players are discouraged from clumping together unless it actually makes sense in-
game for you to do so. If you feel legitimately uncomfortable traveling into town in this 
way, a Ravensgate soldier will be stationed at the footbridge spanning the river. You may 
go there to be escorted into town by that person.

You have approximately 10 minutes to find a position and get into character. After 
10 minutes, a GM will blow a referee’s whistle in one long, sustained blast. This announces 
that game is officially on—you should act in-character and expect in-game occurrences to 
happen from this point onward.

At the beginning of each event, all characters start alive, in good health, with no 
injuries, and with full use of all of their skills. Please keep your character sheet on your 
person at all times. You may store any BGS responses or carry them with you as you so 
choose. Remember that documents such as letters, some spy responses, books or scrolls, 
etc. are considered in-game, stealable items.

Midnight Tavern Shift
At 12am, the Silver Raven’s kitchen closes and the Oak Bookseller, located in the 

Commons nearby, opens. The Oak Bookseller does not serve food, though it has cheaper, 
more exotic drinks. You may remain in the tavern area of the Silver Raven; you just will not 
be able to order any more drinks or food.

“Game off”
We use a “soft-stop” to indicate game-off. At 2am, a staffer or a player in the 

position of town crier will ring a bell and announce, “Two of the clock and all is quiet.” At 
this point, all staff-driven activity stops and every staffer is expected to go to bed.
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Players may continue to interact and wrap up in-game business or conversations 
inside of the Silver Raven. All other areas and places around the campsite are considered 
out-of-game; as soon as you leave the Silver Raven for any reason, you are no longer in-
game. Although you can stay up past 2am, we encourage players to go to bed in a timely 
fashion. Game-on is at 9am sharp on Saturday morning.

Overnight Restoration
Any player sleeping in an in-game cabin regenerates 4 CP worth of skills overnight 

on both Friday and Saturday nights. You may apply this restoration to any skill available to 
you on your character sheet, including vitality, in accordance with the skill’s normal CP 
cost. Thus, for example, John could restore 2 points of vitality (2 CP total) and 1 Parry (2 
CP); 2 Fumbles (2 CP total) and 1 Subdue (2 CP); or 2 Binds (4 CP total). The 4 CP may be 
applied only to skills that you used up the day before. If you did not use any of your skills, 
you do not gain the restorative benefits.

We will go through in-game cabins at some point on Saturday afternoon to ensure 
that they still appear in-game; any cabin that has trash or other out-of-game objects laying 
out in the open will be stripped of its “in-game” status and none of its inhabitants will enjoy
the benefits of the overnight CP restoration on Saturday night.

At 9am on Saturday morning, all areas and players—unless specifically designated 
otherwise—are considered to be in-game. That means that someone or something can 
come to attack you, even if you are still asleep in bed.

Breakfast will be available in the tavern. Because we understand how important it is
to eat a good breakfast in peace, no staff-driven elements will take any antagonistic actions 
inside the Silver Raven tavern until after 9:30am. This does not grant you protection or 
safety as you make your way to the tavern from your cabin.

Game-play continues until 2am on Saturday night. The tavern shift takes place at 
midnight as per usual, and game-off is called in the same way as described above. 
Overnight restoration takes place for any player sleeping in an in-game cabin. At 9am on 
Sunday morning, game-play resumes.

Around 1pm on Sunday afternoon, a staffer or the town crier will ring a bell and 
announce, “One of the clock has rung in Ravensgate.” This bell serves as a warning to all 
players and staffers to start wrapping up your business.

At 2pm, one of the GMs will call game-off, officially ending the event. This is 
considered a “hard-stop” and all participants are required to stop game-play immediately.

Post-Game Meeting
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Once the final game-off call has been made, gather in the tavern for the post-game 
meeting. At this meeting, we will go over check-out procedures and make any necessary 
announcements.

Check-out & Clean-up

As soon as the post-game meeting is done, pack all of your belongings up and 
clean your cabin. Place all in-game items, including coins, tabards or armbands acquired 
in-game, magical items, gems, etc. into your character bag. The general rule is, if you 
received it in-game, put it in your bag. The sole exception to this are letters or other in-
game correspondence, which you may take with you if you so please.

Once your cabin is tidy and you have packed your belongings into your car, report to
the tavern with your character bag to check out. Callie will guide you through this process.

When you are ready to help clean up, proceed to Adam in the staff center. As with 
set-up, tasks range in difficulty and complexity. You will be awarded a given amount of CP 
per task that you complete. We understand that clean-up can be somewhat of a drag after 
the excitement of the weekend, but if everyone pitches in and works together, the job is a 
lot more manageable. Our goal is to leave the campsite tidier than it was when we arrived.

Between Games
The calendar of Éras matches the real-world calendar—the amount of time that 

passes between events for players is the same as the amount of time that passes between 
moons for characters. Thus, you may specify what your character is doing in this time.

We have only 2 rules about between-game character activities:

1. You may not create action or privilege by writing it into your between-game 
activities. As with character histories, all of these things must be earned in-game.

2. Your character may travel only as far as is reasonable given their in-game 
restraints. Braelin is approximately 600 miles wide, which would take an average person 
about 25 days to walk across. An average person riding a well-conditioned, well-kept horse 
could ride across the country in about 15 days. Keep in mind that, if there are only 40 days 
between events, your character literally cannot make it to Blacknall and back in time to be 
in Ravensgate for the event, unless the character has a horse.

With that said, between-game activities can represent a chance to travel, explore, 
visit friends or family, and/or hear about what is going on in other parts of Braelin. You can
make arrangements in-game to travel with a teacher. If you do not want to travel, you can 
elect simply to stay in Ravensgate between moons. Whatever you choose to do, you will be 
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given 2 or 3 rumors that your character gleaned between moons, along with any BGS 
materials, at the beginning of the following event.

Post-Event Letters
Known as PELs, post-event letters provide feedback about an event. PELs are always

due at 11:59pm on the Sunday night 2 weeks after a given event. Any player who submits 
a PEL before this time receives 1 CP in reward. You are still allowed and encouraged to 
submit your PEL after the deadline, but you will not receive any CP for it.

On our website is our Post-Event Letter Sheet, outlining our preferred format for 
PELs. Within this document, we ask for several things:

1. Logistics. Under “Training,” list the skill(s) you trained, who taught you, how long
you spent training, and details about the lesson(s). Note what your character is doing 
between games next to “Your character’s between-game plans.” Finally, list any in-game 
items or responses that staff owes you for the next event. Keep this section clear, concise, 
and out-of-game.

2. Event Details. Next to “Friday,” “Saturday,” and “Sunday,” briefly note the 
activities you participated in. Next to “What are your character’s future goals?” include a 
bullet-pointed list with your character’s goals, both short- and long-term. As above, keep 
this section clear, concise, and out-of-game.  This is the part of your PEL that we will use as 
quick reference.

3. Event Evaluation. This section provides a kind of “grading report” for the event. 
“Compliments” are for situations and encounters that you enjoyed. Note why and how they 
impressed you, and give specific examples. “Concerns” are for situations and encounters 
that seemed unreasonably difficult, confusing, or were not enjoyable. For every concern 
that you list, we ask that you also suggest a way that we could fix or improve the problem 
for future events. Please be polite, but be honest and give specific examples. Finally, we 
would like to know if there are “any new kinds of situations or encounters you would like to 
see in-game.” Suggestions should be realistic and take into account the real-life obstacles 
that staff faces, as well as the constraints imposed by our chosen setting.

4. People report. As above, this section provides a kind of “grading report,” but for 
staffers and players rather than encounters. “Compliments” are for people—staffers and 
players alike—who really impressed you. Note why and give specific examples. “Concerns” 
are for NPCs or crunchies that hung around too long, were not around long enough, seemed
too powerful for their own good, or were too complicated. Please be polite, but be honest 
and give specific examples. Finally, “Are there any new kinds of characters you would like to 
see in-game?” is where you can make suggestions about new NPCs, crunchies, and other 
characters. Suggestions should please be realistic and take into account the real-life 
obstacles that staff faces, as well as the constraints imposed by our chosen setting.
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5. General questions and comments. As the section title implies, you can list any 
questions, comments, or additional observations here.

When you are ready to submit your PEL, attach it to an email as a Word document 
(.doc or .docx) with the subject line, “[Event Name] PEL” and send it to 
eraschronicles@gmail.com.

Between-Game Skills
Certain skills are considered “between-game skills,” or BGS—for instance, 

Espionage. This means the skill may only be used between games, rather than in-game.

All BGS is due when by 11:59pm on the Friday night 2 weeks after your PEL is due. 
Late BGS will not be processed.

When submitting BGS, attach it as a Word document (.doc or .docx) with the subject 
line, “[Upcoming Event Name] BGS” and send it to eraschronicles@gmail.com.

All BGS responses will be given to you at the beginning of the pertinent event.
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Chapter 9: Rules & Policies

Our rules system operates on the basis of “rules violations,” or demerits given to 
anyone in violation of the game’s rules. The managers are the only people allowed to serve 
a rules violation. Because the system regulates out-of-game violations, it results in out-of-
game sanctions.

For most rules, first-time violations are warnings. We will note “Rules warning: x, 
y/y” on your player record, where x represents the rule violated and y/y represents the 
date on which the warning was issued. Warnings are deleted from your record after 3 
years.

For every additional time you violate a rule, the date of the current warning will be 
added to previous warnings that you have been given. Racking up warnings will result in 
various sanctions. Some violations result in more serious consequences than others. As a 
final safety measure, the GMs reserve the right to ask any participant to leave the game at 
any time.

Please look through our rules carefully, as you are required to follow them whether 
or not you have read them. Ignorance is not an acceptable excuse for breaking a rule.

If you become aware that another participant is violating a rule, seek out a manager 
to report the issue. Depending on the nature of the rules violation, use your best judgment 
about interfering directly—stepping in to prevent a physical assault might be a good idea, if
done carefully and with an eye to your own personal safety. Make sure to bring issues to 
our attention within a reasonable time frame, so that we can follow them up quickly.

“One-Strike” Violations
The following are “one-strike” rules violations, with immediate sanctions:

1. Physical contact is limited to what the affected participant(s) allow. Role-play 
simulating, suggesting, or joking about sexual assault or rape will not be tolerated. Physical,
emotional, or verbal harassment or assault will not be tolerated. The sanctions for this 
behavior are a season-long to an indefinite suspension from the game.
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2. The possession and/or use of illegal drugs will result in the participant’s 
immediate removal from the campsite. The offender will be indefinitely suspended and the 
proper authorities will be notified of the situation.

3. Faire Play’s user agreement and rental contract prohibits alcohol anywhere on 
the premises, even if those in possession of it are over 21 years old. Anyone found with 
alcoholic beverages or found to be intoxicated at an event will receive a rules violation and 
be suspended for a minimum of 1 season. Further offenses will result in indefinite 
suspension.

4. Live weapons are strictly prohibited, even if they are dulled or unloaded. The 
possession of live weapons at an event will result in the participant’s immediate removal 
from the campsite. The offender will be indefinitely suspended.

5. Willful destruction or theft of property will result in the offender’s immediate 
removal from the campsite. The offender will be indefinitely suspended and required to 
pay the cost of replacing or repairing the item.

6. Lighting a fire in any place other than a fireplace, wood stove, tiki-torch, or 
designated outdoor fire pit will result in a rules violation; leaving an open flame 
unattended will likewise result in a rules violation, with the sole exception of tiki torches. 
Violations will result in the participant’s immediate removal from the campsite. The 
offender will be indefinitely suspended.

Rules
1. Your conduct directly impacts the quality of the game for every other person. 

Thus, unsporting behavior is considered a rules violation. Unsporting behavior includes 
throwing a fit about a ruling or situation, failure to gracefully respect a staffer’s ruling, 
allowing an out-of-game quarrel to poison in-game interactions, bad-mouthing other 
participants behind their backs, excessive profanity, and other conduct of a similar nature. 
Repeated violations will result in temporary to indefinite suspension.

2. Dishonest behavior—otherwise defined as cheating—will result in a rules 
violation. Dishonest behavior includes using skills your character does not have; adjusting 
your character’s in-game actions based on something another participant has told you out-
of-game; using certain attacks or defenses against another player or interacting differently 
with another player based on out-of-game knowledge about that player-character’s build; 
acting on knowledge that your character would not know, given the time period and 
setting; acting on knowledge that your character would not know, due to game mechanics; 
adjusting your character’s behavior toward another character based on your out-of-game 
relationship; using out-of-game knowledge about the game’s mechanics to gain an in-game 
advantage by doing something incompatible with your character’s personality; assuming 
that something that appears wrong or improbable is a staffer’s mistake rather than 
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something that could be investigated; or any action that is based solely on the knowledge 
that you are playing a game.

It can challenging to balance in-game character knowledge with out-of-game player 
knowledge. For this reason, we assume that first instances of dishonest behavior are an 
innocent mistake. However, deliberate and/or repeated instances of cheating, or the failure
to correct behavior, will result in an indefinite suspension.

3. Accidental destruction of property, as long as it is reported as soon as possible, 
will not result in a rules violation. However, it might be necessary for the offender to help 
cover the cost of replacing or repairing the damaged item.

Accidental destruction of property that goes unreported by the participant 
responsible for the accident will result in a rules violation and an event-long suspension. 
The offender will also be held responsible for covering the cost of replacing or repairing the
damaged item.

4. Falsely representing authority will result in a rules violation and possible 
temporary suspension.

5. Out-of-game behavior that is disruptive to the in-game atmosphere will result in a
rules violation. This includes making out-of-game references or jokes, conducting out-of-
game conversations within in-game areas, and consistently phrasing in-game questions or 
giving information in an out-of-game manner (for example, consistently asking “How much 
vitality do you need?” instead of “How many blows have you sustained?”). Repeated 
violations will result in temporary suspension.

6. Engaging in any in-game conversations or actions while in a designated out-of-
game area will result in a rules violation. Repeated violations will result in temporary 
suspension.

7. Improper use of headbands, which are used to indicate noncombatants and 
spirits, will result in a rules violation. Repeated violations will result in temporary 
suspension.

8. Failure to clean up your sleeping area at the end of an event will result in a rules 
violation. Repeated violations will result in temporary suspension.

9. Combat rules violations include the failure to conform to the “lightest-touch” 
system; swinging with the intent to hurt; grabbing another participant’s weapon, or seizing 
and moving another participant’s shield aside in order to deliver a blow; charging at 
another participant in order to initiate combat; engaging in combat on the stairs or on 
dangerous terrain; deliberately pressing an opponent into obstacles by continuing to move 
toward him; or physically striking an opponent marked as a noncombatant (ie, wearing an 
orange headband). Repeated violations will result in temporary suspension.
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10. Physically interfering with another participant’s ability to easily enter or exit 
through a door will result in a rules violation. This includes holding a door shut, locking the 
door, blockading the door, or preventing the door handle from being turned in any way. 
Repeated violations will result in temporary suspension.

12. While the Éras Chronicles does not have a dress code, we request that 
participants design costuming that is appropriate for the setting. Staff has the right to insist
that you change if your costume is deemed inappropriate. Failure to comply will result in a 
rules violation.

13. Your fellow participants have lives outside of the game. If you need to get in 
touch with us, use the appropriate channel: the email address. Repeatedly pestering staff 
members in person or through private messages about game-related matters will result in 
a rules violation. Continued violations will result in temporary suspension.

Policies
1. First and foremost, have fun. If you are not enjoying yourself, find out what is 

wrong and fix it, even if that means changing your character or taking a break.

2. Respect your fellow players by keeping in mind that the game is not about any 1 
character. Allow other players to have their moments in the sun, and consider the effect of 
your character’s actions on other participants and on the game.

3. To maintain immersion and improve role-play, consider how you can ask 
questions or explain information in-game. Instead of asking someone if they “have healing,”
ask if they “know how to heal,” for example.

4. Sometimes you might disagree with a plot development, a staff decision, or a 
game element. Feel free bring it to the GMs’ attention when it is appropriate to do so. Be 
polite, explain why you disagree, offer constructive suggestions about fixing it, and be open 
to compromise.

Corollary: Rules disputes. Our official policy on rules disputes is as follows. During
game-play, if a staff member’s ruling and the written rule disagree, the staff member is 
correct. Staff might not be consistent in our rulings, because we do not rely on precedent. 
Staff will strive to make rulings that follow the spirit of the game over the letter of the rules.
If you disagree with a staffer’s ruling, request another opinion from the same staffer. That 
staffer will locate and discuss the matter with a second staffer. The second staffer will then 
get the player’s view of the situation and make a ruling.

5. Our game’s success hinges on our participants’ ability to adhere to the honor 
system. Learn to deal with adversity gracefully. If your character’s plans do not work out, 
throw a fit; instead, roll with the punches and make a new plan.
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6. Meta-gaming—defined as the use of out-of-game knowledge to inform in-game 
actions—is a serious concern. Assume that any information you hear out-of-game is off-
limits to your character unless specifically stated otherwise. That said, think twice about 
readily sharing in-game secrets out-of-game, because it puts your fellow players in an 
awkward position.

7. If you are going to arrive late, depart early, or leave for a short period of time mid-
event, please inform the GMs beforehand. If an emergency comes up and you need to leave 
unexpectedly, stop at staff center before departing to let us know.

8. In order to avoid attracting wildlife, do not leave open food or soiled dishes laying
out. All food must be kept in a completely sealed container. Garbage should be taken to the 
tavern for proper disposal. Dirty dishes should be washed immediately after use.

9. If you observe a potentially dangerous animal on the campground, report the 
sighting to a staff member as soon as possible.

10. You are encouraged to carry a small flashlight with you at all times, concealed in 
an out-of-game pouch, since it might be useful in the case of an emergency.

11. Running at night or in low visibility is discouraged. Participants should allow 
retreating individuals to “get away” under these circumstances.

Safety Calls
These are very important out-of-game safety calls signifying that some immediate 

danger exists that requires a temporary stoppage of game-play:

“Caution” requires a localized stoppage among a few players. For example, if the 
person you are fighting is about to back up into a stairwell, a rock, or any other dangerous 
obstacle, you should loudly and clearly call “Caution” to stop play and inform them of the 
danger. As soon as you have adjusted and are ready to resume game-play, the affected 
player should count down from 3 and call “Play on” to continue.

When “Play on” is called, you should endeavor to be in the same pose and state that 
you were in before the caution was called; you may not ready a weapon, collect magic 
components, or otherwise prepare yourself during the caution. Likewise, if you become 
aware during a caution that someone is sneaking up to attack you from behind and you did 
not know during game-play that they were there, it is considered cheating to react to the 
person after game-play is resumed.

“Emergency” indicates that someone is injured and needs attention—for example, 
if someone fell and injured her leg. Everyone should stop play immediately, take a knee, 
and call “Emergency.” First responders should see to the injured player; everyone else 
should give them space while the situation is resolved.
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Out-of-Game versus In-Game
There are 3 types of areas:
1. Out-of-game areas are any places where game-play does

not occur and include parking areas, areas beyond the campsite
grounds, the bathrooms, and the staff center. Wherever possible, out-
of-game areas will be marked with clearly visible pictures of stop
signs (shown to the right).

2. Conditional in-game areas are considered in-game but are
illegal for players to enter without express invitation from staff. They
include the kitchen area and various buildings dedicated to mod use.

3. In-game areas are considered completely in-game and include any places that 
are not otherwise marked as out-of-game.

Additionally, there are 3 types of items:
1. Out-of-game personal items belong to participants and are not intended for 

display or use in-game, such as toiletry kits and street clothes. Tampering with or stealing 
these items is considered a “one-strike” violation and will result in suspension.

2. Out-of-game prop items belong to participants and are intended to decorate an 
area or to be worn as costuming. They include items such as LED candles, period-
appropriate artwork, curtains, boffer weapons, etc. These items can be stored or displayed 
in-game, but possess no in-game properties or value. Out-of-game prop items are never 
tagged or stickered and are ineligible for theft in-game.

3. In-game items, or phys-reps, are items with specific in-game properties and 
value. They include items such as magical items, herbal teas, etc. Every in-game item is 
tagged and/or stickered, with the exception of coins and gems, and is therefore eligible for 
theft or trade in-game.

Storage Rules
In-game and out-of-game items may not be stored together in the same container or 

space.

All of your character’s in-game items must be stored in-game. You can hide these 
items if you want, but they must be accessible in-game. We ask that no one bury any in-
game items; it is disruptive to the environment and greatly increases the likelihood that the
item(s) will get lost or damaged. Note that bedding is considered in-game unless it is 
draped with black fabric.

All out-of-game personal items must be stored out-of-game. They can be stowed 
and designated as out-of-game in any of 4 methods:

 underneath a piece of plain black fabric;
 underneath a bed or other furniture;
 inside a container that is labeled “out-of-game”; or
 in any designated out-of-game area.

Out-of-Game Persons
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You might sometimes see someone moving around who is not in-game. Such 
persons will place their fisted hands and/or weapons on top of their heads to designate 
their out-of-game status. If you see anyone like this, act as though they are not even there. 
Staff makes every effort to remain inconspicuous while moving around out-of-game, but 
ask for your understanding should you encounter us this way.

There are only 3 instances when players may use this gesture:
 if you have chosen to volunteer as staff for the duration of a jail-time sentence;
 if you must enter game after game-on has already been called, or leave game before 

game-off is called; or
 if a skill or a staff member specifically instructs you to do so.

Using this gesture for any other reason is considered dishonest and will result in a rules 
violation.

The Kitchen & Tavern Areas
The kitchen is a conditional in-game area; players may not enter without express

permission from the tavern staff. Players in the kitchen must abide by the tavern staff’s 
requests.

Out-of-game storage in the kitchen is provided on a case-by-case basis; ask 
permission before leaving personal belongings in the kitchen. Priority for storage goes to 
people with specific medical needs, such as insulin or extreme dietary needs. You are 
responsible for labeling any food that you store in the kitchen—unlabeled items are 
considered fair game and may be served by the tavern staff with impunity. All personal 
food items must be stored in a closed container; grocery bags, take-out containers, and 
soda boxes are not acceptable forms of storage.

If you help prepare food or serve drinks, you are responsible for the resulting clean-
up. Merely asking someone else for help in cleaning up does not remove responsibility from
you. Likewise, any player who is served in the tavern is responsible for taking used plates, 
cups, and other dishware up to the counter.

Unless someone is clearly out-of-game, all activity in the kitchen is in-game at all 
times. This includes any and all staffers working as tavern helpers. In-game items left in 
the kitchen, even in the storage areas, are likewise considered in-game.

When entering the kitchen, leave large items that pose an obstacle or hazard at the 
door or in storage. The kitchen is full of sharp implements, glassware, and hot pans, which 
means that safety is the primary concern. There is absolutely, under no circumstances, 
any combat allowed in the kitchen. If a conflict arises, all involved participants must 
immediately leave and resume outside.

In the tavern, there is a box where participants can place various “expended” phys-
reps. This bin is considered out-of-game and you may not remove any items from it.

Player-versus-Player Conflict
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Player-versus-player conflict (PvP) is a valid dramatic element that is allowed at our
game. However, we do have a few guidelines about settling any resulting disputes.

We cannot and will not waste valuable time trying to settle convoluted PvP disputes.
If there is a question of legitimacy, staff will automatically rule in favor of the player whose 
character lost something during a PvP encounter.

If a player appears to be the target of ongoing, deliberate, and malicious PvP, the 
affected player may seek the help of NPCs and staff-elements in an attempt to level the 
playing field. For example, consider the case of “death-camping,” which means that 1 PC 
sits outside of the Black God’s realm in order to kill the targeted PC over and over with the 
intention of finalling them. In this scenario, the targeted PC may ask the Black God to 
intervene. The staffer playing the Black God is immediately given full discretion to 
intervene and/or punish the offender in-game. This could involve anything from killing the 
offender to cursing the offender’s spirit to simply asking the offender to stop.

If you choose to engage in PvP, you need to be aware of these policies.

Staff & Staff Policies
We want the Éras Chronicles to be fun, but it also needs to function smoothly. 

Running the Éras Chronicles takes an enormous amount of organization, which is why we 
have an established hierarchy within staff. The positions are as follows:

1. The GMs—Adam and Hilary. The GMs are responsible for leading the business, 
coordinating staff and players, taking care of logistical concerns, making decisions about 
the Éras Chronicles’ long-term needs and goals, overseeing finances, delegating different 
tasks and projects, and resolving conflicts. The GMs have the final say on all matters in 
order to maintain consistency and balance within the game.

2. The assistant managers—Brad, Callie, Chris, Gavin, George, and Laura. The 
assistant managers oversee specific aspects of the game and have a say in the game’s 
direction, world, and plot. The GMs hand-pick assistant managers according to our needs.

3. General staffers—These people consistently attend events as staff and are privy 
to all relevant plot and mechanics information. General staffers are not expected to develop
plot or oversee specific aspects of the game. Typically, general staffers play NPCs only 
under the direction of the assistant or general managers.

4. Volunteers—These people sign up to attend an event as staff with the specific 
purpose of crunching and general role-play; they are not permitted to play NPCs except 
under the direction of the assistant or general managers. Since many volunteers are 
players, they are privy only to plot and mechanics information that directly impacts them 
during a given event. Volunteers are not expected or required to staff every event, or even 
more than once. All volunteers earn the same amount of attendance CP as a normal player.
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Staff volunteers are asked to bring the following items to an event:

1. Basic “blacks” – A long-sleeved black shirt and long black pants (not jeans).
2. Basic “lights” – A long-sleeved white or grey shirt and long tan or khaki pants.
3. Layers – Leggings, undershirts, thermals, several pairs of extra socks.
4. Gloves and sturdy boots.
5. A watch and a small flashlight.
6. A sleeping bag, pajamas, and a pillow.
7. Toiletries, shower gear, and a wash-kit to help remove make-up.
8. Generic in-game garb – If you have it. We have a collection of in-game staff 

costuming, but we cannot guarantee that it will fit everyone.

Tips
Keep the following things in mind during the event:

1. Role-play – Many crunchie-creatures have specific behavioral patterns, tics, and 
triggers. Try your best to play out the parts you are given, as accurately as you can.

2. Engage the PCs – Keep in mind why you are actually there. Keep a realistic 
outlook on how your character might act.

3. Be fair – It is not about winning. Crunchies are meant to provide challenging 
and/or interesting scenarios, not to slaughter PCs wholesale. You should never go out with 
the specific intent of killing PCs; instead, concentrate on providing compelling and fun role-
play encounters.
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Appendix 1: Starting Skills

Skills are listed under the following format:
Skill name (CP cost)  Description of skill.

Skills whose CP cost include a plus-sign (+) after the number are single-use.

All single-use, 1 CP skills increase in cost to 2 CP per purchase
after 10 purchases unless explicitly stated otherwise.

Open
Gather herb (2)  Pick in-game plants without destroying their medicinal properties.

Income (2)  Receive 3 silver in your character bag at check-in every event.

Informed (4)  Glean up to 5  tidbits of relevant information during events.

Intercept (1)  Once per event, take 1 negative, non-stealth effect for another character. 
Touch the intended target’s arm; call, “Intercept”; take the intercepted call as Unstoppable.

Literacy (3)  Your character is literate, and may read and write in-game. Illiterate 
characters may not open up envelopes, letters, books, or other written materials.

Luck (3)  Once per event, use any single-use, starting skill costing 3 cp or less as per its 
normal restrictions. Call “Lucky [skill name].”

Sage (1)  Pre-requisite: Literacy. Access library materials via in-game queries.

Skin animal (2)  Skin dead animals via 1 minute of role-play to obtain useable in-game 
hides. You may never use this skill on humans.
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Weapon proficiency (0)  Select starting weapon proficiencies—weapons that your 
character knows how to use—as follows:

 Primary physical focus – up to 3 proficiencies
 Primary dexterity focus – up to 2 proficiencies
 Primary magic focus – up to 1 proficiency

Additional proficiencies may only be learned through in-game training. See the “Weapons” 
section of the rulebook for further details, along with a list of available weapon types.

Vitality (1+)  “Hit points.” 1 vitality allows you to absorb 1 damage. Everyone must have at 
least 1 vitality!

Physical
Armor expertise (3)  Gain 5 armor points above your normal armor value that may be 
recovered through 1 minute of role-play “readjusting” the armor.

Buckler (2)  Use a buckler in tandem with a 1-handed weapon. Bucklers may never be 
strapped to your arm. Only nobles may display a coat-of-arms on their buckler.

Cheap vitality (0)  Pre-requisite: Primary physical focus. Vitality never increases in cost for 
you.

Cleave (3+)  A melee strike dealing 5 torso damage. Countered by Parry. Call “Cleave.”

Flurry (4+)  Over a period of 5 minutes, call up to 10 of any 1 physical-focus melee skill 
costing 2 cp or less that you have purchased. Making any call other than “Resist” during that 
time ends the flurry. You may not move faster than a walk while flurrying a skill.

Maim (2+)  A melee strike breaking a target’s limb, rendering it completely unusable until 
Tended. Countered by Parry. Call “Maim.”

Parry (2+)  Counter and negate a Cleave, Destroy, Disarm, Dispel, Maim, Pain, Pin, Stifle, 
Stun, Takedown, or Weaken. You must have a weapon, buckler, or shield in hand. Counters 
calls delivered via melee strikes only. Call “Parry.”

Pierce (4+)  A melee strike delivered to a target’s torso area causing them to lose 1 armor 
point and all remaining vitality, and to fall unconscious. Call “Pierce.”

Repair (2)  After 30 seconds of role-play, use:
 1 crafted leather piece to repair 1 leather or fur armor point;
 1 crafted ring to repair 1 chainmail or plate armor point;
 1 crafted ring to repair 1 arrow, cudgel, dagger, or thrown weapon;
 2 crafted rings to repair 1 buckler or 1-handed weapon;
 3 crafted rings to repair 1 shield or 2-handed weapon; or
 a number of crafted rings equal to a lock’s number to repair a non-magical lock.
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All metalwork must be completed at the in-game forge.

Stun (2+)  A melee strike causing a target to stand stunned (may take no actions) for 5 
seconds. Countered by Parry. Call “Stun.”

Takedown (1+)  A melee strike delivered by blunt or 2-handed weapon knocking a target 
prone (shoulder blades must make contact with the ground). Countered by Parry. Call 
“Takedown.”

Toughness (3)  Take 2 torso hits instead of 1 before falling unconscious; never enter a 
weakened state unless affected by the Weaken skill. Additionally, you may transform 2 vitality
into 1 tough vitality.

Two weapon (2)  Wield any 2 one-handed weapons simultaneously.

Dexterity
Acrobatics (1+)  Avoid failing an agility-based challenge, falling damage, or device effects; 
or counter a Disengage. Call “Acrobatics.”

Climb (2)  “Climb” a tree to avoid direct melee strikes. You can still be affected by projectiles. 
Make contact with a tree large enough to reasonably support a person’s weight with both 
hands and call, “I climb this tree”; thereafter, maintain at least 2 points of contact with both 
hands, or 1 hand and 1 knee. If struck with a Fumble, immediately fall and take an 
Unstoppable Subdue unless you can counter with Acrobatics. If you go unconscious, 
immediately fall and take 1 torso damage.

Conceal (1+)  Hide 1 small object per purchase of this skill somewhere on your person. 
Countered by Reveal. Call “Conceal” while hiding the object.

Disarm (1+)  A melee strike causing a target to gently toss a weapon or buckler at least 5 
feet to either side. Countered by Parry. Call “Disarm” while striking the target weapon or 
buckler.

Disengage (1+)  A melee call causing all targets within a 5-foot radius to back away 5 full 
steps. Countered by Acrobatics. Call “Disengage” while carefully twirling your weapon above 
your head.

Escape (3)  Free yourself from Bind, Grapple, or Pin after 1 minute, and never take falling 
damage. Call “Escape.”

Escape bonds (0)  Pre-requisite: Primary dexterity focus. Free yourself from ropes, shackles, 
manacles, or other bonds after 10 seconds.

Espionage (4)  Gain 5 “spy points” to allocate into different tasks as a between-game skill.
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Florentine (1)  Wield a dagger or cudgel in tandem with any 1-handed weapon.

Handle device (2)  Disarm, move, and/or re-set any in-game devices. Only characters with 
this skill may successfully handle an un-triggered device. Additionally, receive 15 
caltrops at check-in the event after purchasing.

Lock-picking (2)  Solve playing card-based puzzles to pick non-magical in-game locks. 
Difficulty of puzzles are scaled to match complexity of lock design.

Pain (1+)  A melee skill causing a target extreme, debilitating pain (may take no action other
than moving away) for 5 seconds. Countered by Parry. Call “Pain.”

Poison (2)  Apply toxins or poisons to any bladed weapon. Poison causes a target to go 
unconscious after 5 seconds and die after 5 minutes. Only characters with this skill may 
successfully apply toxins or poisons to weaponry without poisoning themselves. 
Additionally, receive 2 randomly selected poisons at check-in the event after purchasing. 
Poisons bypass armor. Countered by Purify. Call “Toxic [skill name]” or “Poison” as per the 
vial’s label.

Reveal (2)  After 1 minute of role-play, receive 1 concealed item on a person plus the total 
number of additional concealed items they have.

Stifle (2+)  A melee strike delivered to the torso rendering a target incapable of making any 
noise for 5 minutes, or until Tended. Countered by Parry. Call “Silence.”

Subdue (2+)  A stealth-based melee strike delivered via weapon pommel to the center of a 
target’s back (between the shoulder blades) that causes them to fall unconscious. You may 
not deliver this blow while running. Call “Knockout.”

Magic
Aura of protection (3+)  For 5 minutes or as long as you keep 1 foot firmly planted on the 
ground, resist all incoming damage and/or effects; may pivot in place, speak, and/or cast 
spells, but may not use weapons. Negated by Dispel. Call “By the magic within, Aura of 
protection.”

Bestow temporary vitality (1+) A spell granting 1 point of temporary vitality to a target 
per 1 purchase of this spell, up to 10 points per individual target. Temporary vitality cannot 
be healed once lost. Touch-based.

Bind (2+)  A component-based spell binding every part of a target that is in contact with 
anything or anyone else for 5 minutes. Countered by Spell Shield or Unbind. Call “By the magic
within, Bind.”
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Drain vitality (2+)  Gain 3 draining points per purchase. A component- or touch-based spell 
draining 1 vitality from a target per 1 draining point used. Bypasses all forms of armor; 
countered by Spell Shield. Call “By the magic within, Drain [number].”

Fumble (1+)  A component-based spell causing a target to immediately drop everything in 
their hands, including shields, but excluding breakable out-of-game items (example: mugs or 
plates). Countered by Spell Shield. Call “By the magic within, Fumble.”

Heal vitality (2+)  Gain 3 healing points per purchase. A touch-based spell healing 1 vitality 
to a target per 1 healing point used. Healing does not heal maimed limbs, wake someone to 
consciousness, or stabilize someone who has been poisoned or slaughtered. Call “By the magic
within, Heal [number].”

Icon of will (2+)  For as long as you remain standing with your head bowed and arms 
crossed in an X over your chest, resist all incoming damage and/or effects; may not look up, 
speak, make noise, or otherwise act. May not hold anything in your hands or have any 
maimed limbs while Iconed. Negated by Dispel. Call “By the magic within, Icon of will.”

Light (0)  Pre-requisite: Primary magic focus. Magically create green light (represented by a 
green glow-stick). Call “By the magic within, Light.”

Pacify (2+)  A component-based spell causing a target to become calm and take no offensive 
action for 5 minutes, or until sustaining at least 1 damage. Overrides Despair, Fear, and Rage;
countered by Spell Shield. Call “By the magic within, Pacify.”

Purify (2+)  A touch-based spell curing the effects of toxins or poison, and immediately 
awakening an unconscious target; or cleansing objects (not people) of disease or impurities. 
Call “By the magic within, Purify.”

Silence (2+)  A component-based spell rendering a target incapable of making any noise for 
5 minutes, or until Tended. Countered by Spell Shield. Call “By the magic within, Silence.”

Sleep (2+)  A component-based spell causing a target to fall asleep for 5 minutes; or until 
someone vigorously shakes them and calls their name for 5 seconds; or until sustaining at 
least 1 damage. Countered by Spell Shield. Call “By the magic within, Sleep.”

Spell Shield (4+)  A touch-based protective spell allowing a target to counter and negate 
any 1 magical or thaumaturgical effect prefaced by an incantation or the term “Spellstruck.” 
Counters magical and thaumaturgical effects only. Spell Shields do not stack. May be 
activated even while unconscious or dead. Call “By the magic within, Spell Shield” to cast; call 
“Resist” to expend.

Spell storm (4+)  Over a period of 5 minutes, call up to 10 of any 1 magical spell costing 2 cp
or less that you have purchased. In the case of Draining vitality or Healing, you may spend 3 
points of the relevant skill in order to call up to 10 instances of “Heal/Drain 1.” Making any 
call other than “Resist” during that time ends the spell storm. You may not move faster than a 
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walk during a spell storm. Spells do not need to be prefaced with an incantation during a spell
storm.

Tend (2)  After 1 minute of role-play, awaken an unconscious target, negate a Silence, or 
heal 1 Maimed limb. Call “By the magic within, Tend.”

Unbind (2+)  A component-based spell releasing a target from a Bind or Slow effect. Call “By 
the magic within, Unbind.”

Appendix 2: Learnable Skills

Open
Quick death (2+)  Instead of counting “Death strike 1, death strike 2, death strike 3,” you 
may instead call “Death” in any situation you might otherwise have applied a death strike. 
Countered by Thick-blooded.

Unstoppable (2x cost of attached skill+)  Attached effect bypasses weapons, bucklers, and 
shields and cannot be resisted by any means other than an immunity (“No effect”); applies 
only to offensive skills. Call “Unstoppable [skill name].”

Physical
Adrenaline (2)  Once per day after falling to 0 vitality and unconsciousness, regenerate 1 
vitality and regain consciousness.

Berserk (3+)  Sacrifice the ability to use any skill calls to become immune (“No effect”) to all 
damage and/or effects for 1 minute, during which you must actively engage in combat; then 
fall into a weakened state for 5 minutes.

Berserk, improved (3)  Pre-requisite: Berserk. Gain access to your normal skill list and the 
ability to willingly go unconscious at any time while berserking.

Blaze of glory (2)  Pre-requisite: Improved berserk. Become immune to all damage and/or 
effects and gain full access to your skill list for 5 minutes; then final, regardless of how many 
life stones you have left.

Courage (2)  Once per day, resist 1 Fear or Despair.

Destroy (3+)  A melee strike rendering a target’s weapon, buckler/shield, or piece of armor 
completely useless until repaired; or, smash open any non-magical lock by using a number of 
Destroys equivalent to the lock’s number. Countered by Parry. Call “Destroy” while striking 
the appropriate target.
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Flurry, improved (2)  Use any 1 physical-focus melee skill costing 3 cp or less in tandem 
with Flurry.

Grapple (2+)  Physically restrain a target by placing both hands on their upper arms; you 
must be empty-handed and have no maimed limbs. The target is unable to move as long as 
you keep both hands on their arms. Countered by Escape. Call “Grapple.”

Grapple, improved (2)  Pre-requisite: Grapple. Restrain a target for 1 minute, then call 
“Knockout.” Countered by Escape and Hard-headed.

Hard-headed (2)  Once per day, resist 1 non-magical Knockout.

Intuition (3)  Once per event, resist 1 stealth-based attack (Subdue or Assassinate).

Iron limb (2)  Once per day, resist 1 Maim.

Pierce with bow (3)  Pre-requisite: Pierce. Attach Pierce to arrow shots.

Poison tolerance (2)  Once per event, resist 1 toxin or poison.

Recuperation (3)  Once per day, role-play meditation, stretching, and/or resting for 5 
minutes in a calm, non-combat zone; then recover half of your currently-lost vitality, rounded 
down. Example: Having lost 15 (of 20 total) vitality, you recover 7.

Retreat (4+)  Treat a Pierce as though it were an Unstoppable Cleave; treat a Slaughter as 
though it were an Unstoppable Pierce. Call “Retreat.”

Retreat (2)  Pre-requisite: Retreat. Treat a Pierce as though it were an Unstoppable Takedown; 
treat a Slaughter as though it were an Unstoppable Cleave.

Riposte (3)  Pre-requisite: Parry. Swing any call you Parry with your very next melee strike 
(must be within 5 seconds of calling Parry). May only target the opponent who attacked you.

Set limb (2)  Once per limb per combat, role-play popping a Maimed limb back into place for 
5 seconds; then ignore the Maim effect for 5 minutes; then fall unconscious. Call “Set limb.”

Sharpshooter (3)  Attach any starting physical melee-calls costing 3 cp or less to arrow 
shots, with the exception of Takedown.

Slaughter (4+)  A melee strike delivered to a target’s torso area causing them to lose 1 
armor point and all remaining vitality, to fall unconscious, and to bleed to death after 5 
minutes. “No effect” Healing. Countered by Retreat. Call “Slaughter.”

Slaughter with bow (3)  Pre-requisite: Slaughter. Attach Slaughter to arrow shots.
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Strength of will (3)  Once per event, sacrifice 4 vitality and take an Unstoppable Pain to 
resist any 1 spell, charm, or dexterity attack. Call “Resist.”

Taunt (1+)  Point your weapon at a target, make eye contact, and state, “I compel you to 
fight me”; they must focus their attack on you for 1 minute or until they sustain at least 1 
damage from any source other than you. Countered by Levelheaded.

Thick-blooded (3)  Once per event, silently resist 1 death-strike.

Tough constitution (2)  Pre-requisite: 5 tough vitality. Once per day, resist all negative side-
effects associated with an in-game food or drink. Additionally, consume up to 5 in-game foods 
or drinks per day before falling “ill.”

Tough fists (1)  Your fists take no vitality damage from normal melee strikes.

Tough fists, improved (1)  Pre-requisite: Tough fists. Resist all skill calls which strike your 
fists. Additionally, attach any physical melee skills costing 2 cp or less to fist attacks.

Tough fists, mastered (1)  Pre-requisite: Improved tough fists. Attach any physical melee 
skills to fist attacks.

Dexterity
Assassinate (4+)  A stealth-based melee strike delivered to a target’s torso that causes them 
to take 1 damage and immediately die. You may not deliver this call while running. Countered
by Intuition. Call “Death.”

Assassinate with thrown weapon (4)  Pre-requisite: Assassinate. Attach Assassinate to 
thrown weapons.

Bluff (2)  Respond as you please to Detect lie (found in the Interrogator profession).

Bracers (2)  Resist all vitality damage from melee strikes which hit your bracers or arm 
guards; Maim smashes a bracer, which must be repaired with 2 crafted rings. Melee calls still 
take effect; for instance, Takedown still knocks you over. Call “Resist.”

Catch arrow (2)  Catch or deflect arrows with your hands; “No effect” any damage and/or 
attached skills.

Catch thrown weapon (2)  Catch or deflect thrown weapons with your hands; “No effect” 
any damage and/or attached skills.

Combat poison (2)  Pre-requisite: Poison. Choose when to activate a blade poison.

Deadeye (3)  Attach any starting dexterity melee-calls costing 3 cp or less to thrown 
weapons, with the exception of Disengage and Subdue.
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Detect poison (2)  Detect the presence of ingested and inhalation poisons.

Dispel (3+)  A melee strike immediately canceling Aura of protection or Icon of will, and/or 
de-attuning a focus item. Call “Dispel Aura,” “Dispel Icon,” or “Dispel Focus.”

Dispel magic (3+)  A melee strike immediately negating all magical armor and buffs, 
expending 1 use of all runic sentences on a target, and/or reducing all magical items on a 
target(including imbued gems, runes, etc) to slag. Countered by Parry. Call “Dispel magic.”

Dodge (3+)  Take 1 full step in any direction and spin 360-degrees to resist any 1 spell, 
including “All within the sound of my voice” spells.

Flee (3)  Once per event, “No effect” all skills, calls, and damage for 10 seconds while 
disengaging completely from combat.

Indomitable (3)  Once per event, resist 1 Dominate.

Levelheaded (2)  Once per day, resist 1 Despair, Fear, Pacify, Rage, or Taunt.

Lock-picking, improved (2)  Pre-requisite: Lock-picking. Improve your lock-picking deck to 
increase your likelihood of picking complex non-magical locks.

Lock-picking, mastered (2)  Pre-requisite: Improved lock-picking. Improve your lock-
picking deck to allow for the possibility of picking magical locks.

Pick-pocket (1+)  Pick a target’s pocket by affixing a clothespin to their pouch or pocket 
without being detected. Targets noticing a clothespin should report immediately to staff 
center. Successful pick-pockets should report to staff center at their convenience to pick up 
their gains.

Pin (1+)  A melee strike attached to a thrown weapon pinning a target’s arm to a wall or 
other substantial fixed object, or their foot to the ground, for 5 minutes. The target may 
choose to role-play struggling for 10 seconds, then free themselves by taking 1 Unstoppable 
damage. Call “Pin.”

Surefooted (2)  Once per day, resist 1 Stun or Takedown.

Venom base (3)  Pre-requisite: Poison. Apply 2 vials of poison to 1 blade.

Weaken (2+)  A melee strike causing a target to enter a weakened state for 5 minutes, 
regardless of current vitality count or Toughness, or until Tended. Countered by Parry. Call 
“Weaken.”

Magic
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“All within the sound of my voice” (4+)  Use a normal speaking voice to target anyone in 
earshot, friend or foe, with any 1 magic-focus spell costing 2 cp or less. In the case of Drain 
vitality, Heal vitality, or Magical vitality, you may apply up to 5 points. Countered by Spell 
Shield. Call “By the magic within, all within the sound of my voice, [spell name].”

“All within the sound of my voice,” improved (2)  Pre-requisite: AWSMV. Upon unlocking 
this skill, choose either to use AWSMV calls with any other spell to which you have access, or 
refine your AWSMV calls to affect only specific groups of targets—for instance, you might call 
“All enemies,” “All allies,” or “All Humans.”

“All within the sound of my voice,” mastered (3)  Pre-requisite: Improved AWSMV. Use 
normal AWSMV calls with any other spell to which you have access and refine them to affect 
specific groups of targets.

Aura of protection, improved (5+)  A spell granting yourself and up to 2 others the effects 
of Aura of protection by standing so that your planted feet are touching. As soon as any 1 
person breaks the effect, the spell is broken. Countered by Dispel on an individual basis. Call 
“By the magic within, Improved Aura of protection.”

Bestow (3+)  A touch-based spell draining 1 use of a single-use skill from the caster’s skill list
for the duration of the event to temporarily give it to a target. Bestowed skills are treated as 
though they were part of a target’s normal skill list and refresh via cp restoration or death as 
usual. Call “By the magic within, Bestow [skill name].”

Bind spirit (1+)  Pre-requisite: Shamanic sight. Bind a spirit as per the Bind spell; living 
targets call “No effect.” Countered by Spell Shield. Call “By the magic within, Bind spirit.”

Curse (5)  Once per event, point to a target and state, “By the magic within, I curse your 
spirit.” Cursed targets should report to staff center immediately. May not be countered by any 
means.

Death (4+)  A component-based spell causing a target to immediately die.  Countered by 
Spell Shield. Call “By the magic within, Death.”

Destroy curse (5)  Once per event, point to a target and state, “By the magic within, I 
destroy the curse on your spirit”; the curse is immediately and entirely destroyed.

Destroy undead (2+)  A component-based spell causing an undead creature to immediately 
die. Countered by Spell Shield. Call “By the magic within, Destroy undead.”

Dominate (4+)  A component- or touch-based spell causing a target to follow your 
commands to the best of their ability for 5 minutes. Additionally, the target cannot harm you 
or reveal they have been dominated while under this effect. May not be used to force a target 
to reveal a secret. Countered by Spell Shield. Call “By the magic within, Dominate.”
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Drain (3+)  A component- or touch-based spell draining 1 use of a per-purchase skill from a 
target’s skill list for the duration of the event. Countered by Spell Shield. Call “By the magic 
within, Drain [skill name].”

Implant trigger (4)  Maintain physical contact with a target for 1 minute; then state, “By the
magic within, Implant trigger.” Both the trigger and the resulting action must be clear and 
well-defined. No target may have more than 1 trigger in play at a time; and triggers only 
work once. Triggered persons must complete the specified action immediately upon 
experiencing the proper trigger, and does not remember having been affected by the caster or
skill. Countered by Spell Shield.

Instant tend (2+)  A component- or touch-based spell instantly restoring a target to 
consciousness; and, if applicable, either healing a single Maimed limb of the target’s choice, or
the Silence effect. Call “By the magic within, Instant tend.”

Knockout (3+)  A component-based spell rendering a target unconscious. Countered by Spell
Shield. Call “By the magic within, Knockout.”

Magical constitution (3)  Once per event, resist any 1 spell.

Restore life (5+)  A touch-based spell instantly restoring a dead body (not spirit) to life and 
consciousness. Call “By the magic within, Restore life.”

Restore vitality (4+)  Pre-requisite: Heal vitality. A touch-based spell instantly restoring a 
target’s vitality count to its full value. Call “By the magic within, Restore vitality.”

Shamanic sight (2)  See spirits as they travel. You may also inspect any living person to 
determine whether or not they have died within the past 24 hours.

Shaman symbol (2)  Designate a personal symbol or item large enough to be clearly visible 
when held but small enough to store easily in a pouch or pocket. Use this item in tandem with 
a short chant to protect yourself from undead creatures and, by focusing your attention on 1 
creature specifically, to force an undead target to kneel and take no action for as long as you 
continue chanting at it. You may not hold anything other than your symbol while chanting. 
Chants are 2 to 4 lines long, with 3 to 4 syllables per line, following an iambic or trochaic 
meter (“On this day, undead away”). Living targets call “No effect.” You may re-attune a 
destroyed or dispelled symbol between-games, or by asking a rune scholar to spend 2 
augmentation runes to repair it.

Speak with dead (1+)  A touch-based spell allowing you to speak in whispers to a dead, 
corporeal target for up to 5 minutes. If you have Shamanic sight, speak to incorporeal targets 
as well. Call “By the magic within, Speak with dead.”

Spellstrike (3)  Attach any starting magic calls costing 3 cp or less to melee strikes, with the 
exception of Drain vitality. Countered by Spell Shield. Call “Spellstruck [spell name].”
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Spellstrike death (3)  Pre-requisite: Death. Attach Death spells to melee strikes. Countered 
by Spell Shield. Call “Spellstruck Death.”

Stabilize (4+)  Pre-requisite: Tend. A component- or touch-based spell instantly preventing a 
target from bleeding out and restoring them to consciousness; and, if applicable, healing all 
Maimed limbs and the Silence effect. Call “By the magic within, Stabilize.”

Suppress curse (3+)  A touch-based spell negating the effects of a curse for the duration of 
the day on which this spell is cast. Call “By the magic within, Suppress curse.”

Appendix 3: Thaumaturgy

Also known colloquially as “elementalism,” thaumaturgy is the evocation of the 5 
elements—wood, water, fire, earth, and metal. The Brown God is the source of the elements
and grants the ability to evoke to individuals.

Training
Because thaumaturgy represents such an unstructured form of magic, the rules for 

training thaumaturgical skills are different than usual. Although “lessons” must be at least 
20 minutes in duration per event to make progress as usual, the following alterations 
apply:

You may undertake 1 in-game lesson under the tutelage of any other thaumaturgist, 
regardless of your respective elemental connections, in order to learn how to experiment 
and train constructively on your own. Once this lesson has been officially logged for 
training credit, you may employ any or all of the following options when attempting to 
train and unlock skills within your chosen element:

1. Find a teacher who knows the skill in question and train under that person as per 
normal.

2. Submit a “lesson plan” detailing actions that you intend to perform in learning a 
specific skill or skills before an event for official approval. If approved, you may then play 
out your lesson plan at the subsequent event during your element’s specified time of 
day, and earn training credit toward unlocking the skill.

3. Undertake a “lesson” on your own during your element’s specified time of day; 
after the event, include a detailed description of these actions in your PEL. Note that this is 
a riskier option because we cannot guarantee that we will give you training credit if we 
deem your in-game actions insufficient to learn the skill you want.

4. Undertake a “lesson” with a partner who has access to the same element as you 
during your element’s specified time of day. After the event, include a detailed description 
of these actions in your PEL, and both of you will log credit for the skill(s) you trained.
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In general, lessons should incorporate something more dynamic than simple 
meditation or discussion, although these actions may figure in to the lesson in question. 
During lessons, you are free to employ any kind of props you wish as long as they do not 
violate any of our safety rules or regulations. Please note that, as with many aspects of our 
game, we are placing a great deal of trust in players to be honest about their progress.

Multiple Elements
It is possible to train more than one element, but doing so is difficult and requires 

you to master your first choice completely, as per the mastery skill for that element, before 
you may progress to a secondary element. Once you have progressed to a second element, 
the new element is treated as though it falls under your primary focus, while the mastered 
element is treated as though it falls under your secondary focus.

Focus Items
An important aspect of advanced thaumaturgy is known as a focus item. Each 

element has its own specific focus item. Unlike normal weaponry, focus items are 
considered in-game items that can be bought, sold, stolen, traded, etc. If you intend to 
create a focus item of your own, you must satisfy the following requirements:

1. Obtain a whole, undamaged, and potent (unaffected by the Dispel magic skill) 
mynacite seed.

2. For all elements other than wood: Commission someone to forge the focus item 
out of melted mynacite; or dip an existing item matching the description of your element’s 
focus item in melted mynacite. For example, an earth thaumaturgist could take a pre-
existing, normal buckler and dip it into mynacite; or she could commission a blacksmith to 
forge the mynacite into a buckler for her. Melted mynacite is dark blue in coloration, and 
therefore every focus item must have some dark blue coloring clearly and prominently 
visible on its surface.

3. For wood thaumaturgists: You may plant your mynacite seed as a between-game 
action, at which point it will grow a single branch which may be harvested—although doing
so kills the tree before it reaches maturity.

Starting Skills

Earth
Manifestations: Ash, bone, clay, dust, lava, mud, rocks, sand, soil.
Type of energy: Balancing, bringing things together, stabilization.
Emotions: Empathy, harmony, security, worry.
Personality: Conventional, hard-working, nurturing, practical, stubborn, thoughtful.
Time of day: Afternoon (3pm-6pm)
Focus item: Buckler
Battle mindset: “The battle is won by controlling the battlefield.”

Bind (2+)
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Compose (2+) Call: “I call forth earth, Pacify.” A charm causing a target to become calm 
and take no offensive action for 5 minutes, or until sustaining at least 1 damage. Overrides 
Despair, Fear, and Rage; countered by Spell Shield. Thrown.

Parry (2+)

Tremor (1+)  A component-based charm with the Takedown effect. Countered by Spell 
Shield. Call “I call forth earth, Takedown.”

Unbind (2+)

Fire
Manifestations: Electricity, flame, heat.
Type of energy: Creativity, expansion, expressiveness, light, heat.
Emotions: Anger, enthusiasm, hate, impatience, joy, passion.
Personality: Excitable, extroverted, influential, inspirational, mischievous, playful.
Time of day: Midday (12pm-3pm)
Focus item: Lightning rod
Battle mindset: “The battle is won with overwhelming power.”

Conjure flame (1+)  A touch-based charm enchanting a weapon with 1 Spellstruck Dart, 
with a limit of 1 per weapon. Call “I call forth fire, I grant this weapon 1 Spellstruck Dart.”

Cleanse (1+)  A charm allowing a fire thaumaturgist to Purify themselves by taking an 
Unstoppable Pain effect. Call “I call forth fire, Purify.”

Lightning strike (3+)  A component-based charm with the Cleave effect. Countered by Spell 
Shield. Call “I call forth fire, Cleave.”

Rage (3+)  A component-based charm inducing fury in a target, causing them to actively 
engage anyone other than the caster in combat for 1 minute; all of their melee strikes cause
Pain during this time, and they cannot use any other skills. Countered by Spell Shield. Call “I 
call forth fire, Rage.”

Shock (1+) Call: “I call forth fire, Dart.” A charm dealing 1 torso damage. Countered by 
Spell Shield. Thrown.

Metal
Manifestations: Gems, metal (all types), minerals, weapons.
Type of energy: Contracting, improving, purifying.
Emotions: Contentment, courage, grief.
Personality: Determined, minimalistic, organized, rigid, tidy, unyielding.
Time of day: Evening (6pm-10pm)
Focus item: Scepter
Battle mindset: “The battle is won through preparation.”
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Crystal armor (1+)  A touch-based charm granting 1 point of magical armor to a target per 
1 purchase of this charm, up to 10 points per individual target. Call: “I call forth metal, I grant
you x magical armor.”

Despair (3+)  A component-based charm causing a target to disengage from combat, lie 
facedown, and weep uncontrollably for 1 minute. Countered by Spell Shield. Call “I call forth 
metal, Despair.”

Glass shards (1+)  A touch-based charm enchanting a weapon with 1 Spellstruck Pain, with 
a limit of 1 per weapon. Call “I call forth metal, I grant this weapon 1 Spellstruck Pain.”

Mend armor (2+)  Gain 3 mending points per purchase. A touch-based charm repairing 1 
armor point to any type of armor per 1 mending point used. Call “I call forth metal, Mend x 
points of armor.”

Metal Spike (1+)  A touch-based charm enchanting a weapon with 1 Spellstruck Dart, with a
limit of 1 per weapon. Call “I call forth metal, I grant this weapon 1 Spellstruck Dart.”

Water
Manifestations: Ice, salt, all liquids (including alcohol, blood, poison, water, etc).
Type of energy: Cold, downward, stillness, subtleness.
Emotions: Apathy, calmness, fear, tranquility.
Personality: Bottler of emotions (may explode), innovative, philosophical, reflective.
Time of day: Night (10pm-2am)
Focus item: Cup
Battle mindset: “The battle is won that never occurs.”

Fear (1+)  A component-based charm causing a target to disengage from combat and move 
at least 50 full steps or out of view of the caster for 1 minute; if unable to move, they must 
cower and defend themselves only. Countered by Spell Shield. Call “I call forth water, Fear.”

Silence (2+)

Sleep (2+)

Slippery ground (1+)  A touch-based charm enchanting a weapon with 1 Spellstruck 
Takedown, with a limit of 1 per weapon. Call “I call forth water, I grant this weapon 1 
Spellstruck Takedown.”

Slow (1+)  A component-based charm forcing a target to walk by placing the heel of 1 foot 
directly in front of the toes of the other foot for 1 minute, or suffer a Takedown effect; 
motionless targets are not adversely affected. Countered by Spell Shield or Unbind. Call “I call 
forth water, Slow.”
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Wood
Manifestations: All plant life (including trees, grass, seaweed, flowers, etc).
Type of energy: Expanding, growing, movement (especially upward and forward).
Emotions: Aggression, connectedness, need to explore, patience.
Personality: Assertive, direct, driven, socially conscious, insensitive, strategic.
Time of day: Morning (9am-12pm)
Focus item: Sterwood branch
Battle mindset: “The battle is won alongside allies.”

Climb (2)

Healing (2+)

Purify (2+)

Resolve (2+)  A component- or touch-based charm granting a target 3 magical armor and 
allowing them to shrug off the effects of a Despair, Fear, Pacify, Rage, Silence, or Sleep 
through sheer grit. Call “I call forth wood, Resolve.”

Tend (2)

Learnable Skills

Earth
Endurance (2)  This skill functions as per Adrenaline.

Buckler focus (2)  A mynacite-forged buckler that must be obtained and attuned in-game. 
Holding or wielding your attuned buckler focus allows you to cast Tremor through line-of-
sight. “No effect” Destroy; Dispel immediately de-attunes the focus. Attune via 5 minutes of 
uninterrupted meditative role-play between the hours of 3 to 6pm, or between events.

Dispel magic (3+)

Earthquake (5+)  Pre-requisite: Buckler focus. Call “All within the sound of my voice, 
Takedown” 3 times at 5 second intervals, even if you are knocked unconscious, silenced, or 
killed in the middle of the effect. You may not move or take any non-defensive actions while 
conjuring this effect. Countered by Acrobatics, not Parry or Spell Shield.

Encumber (2+)  A component-based charm preventing a target from holding anything or 
lifting their arms from their sides for 1 minute. Countered by Spell Shield. Call “I call forth 
earth, Encumber.”
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Mastery of earth (3)  Pre-requisite: Buckler focus plus 2 learnable earth skills. Once per 
event, resist any 1 skill, spell, or thaumaturgical effect. Additionally, you may now pursue 
learning 1 additional element.

Petrify (4+)  A component- or touch-based charm paralyzing a target for 1 minute. The 
target has 5 seconds after being struck to assume a comfortable, sustainable, and safe 
position; then cannot move, use any abilities, or speak until the charm has worn off. 
Countered by Spell Shield. Call “I call forth earth, Petrify.”

Riposte (3)  Pre-requisite: Buckler focus.

Fire
Charmstrike (3)  Pre-requisite: Lightning rod focus. Attach any starting fire charms to 
melee strikes while using your rod focus, as per Spellstrike. Call “Spellstruck [charm name].”

Firestorm (2+)  Pre-requisite: Flame dart. Over a period of 5 minutes, call up to 10 Darts, in 
succession, as per Spell storm rules.

Inferno (5+)  Pre-requisite: Flame dart. Sacrifice the ability to use any other skills to become 
immune (“No effect”) to all damage and/or effects for 1 minute, during which you may evoke 
as many Darts as you are physically able to throw; then fall unconscious for 5 minutes, during
which you cannot be awoken by any means. Call “I call forth fire, Inferno.”

Light (0)  Evoke yellow light (represented by a yellow glow-stick). Call “I call forth fire to cast
light.”

Lightning rod focus (2)  A mynacite-forged lightning rod that must be obtained and 
attuned in-game. Holding or wielding your attuned rod focus allows you to cast Flame dart 
through line-of-sight. “No effect” Destroy; Dispel immediately de-attunes the focus. Attune via 
5 minutes of uninterrupted meditative role-play between the hours of 12 to 3pm, or between 
events.

Lightning storm (3+)  Pre-requisite: Lightning cleave and Lightning rod focus. Over a period
of 5 minutes, call up to 10 Lightning cleaves, in succession, as per Spell storm rules.

Mastery of fire (3)  Pre-requisite: Lightning rod focus plus 2 learnable fire skills. 
Immediately double all past purchases of Conjure flame and Flame dart. The cost of these 2 
skills never increases for you. Additionally, stack Conjure flame on a single weapon up to 3 
times. Finally, you may now pursue learning 1 additional element.

Solar pierce (4+)  A component-based charm with the Pierce effect. Countered by Spell 
Shield. Call “I call forth fire, Pierce.”

Metal
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Body of steel (5+)  Pre-requisite: Scepter focus. A charm granting a target immunity (“No 
effect”) to normal melee damage plus non-magical Cleave, Death, Knockout, Maim, Pain, 
Silence, Pierce, and Slaughter calls for 5 minutes. Call “I call forth metal, Body of steel.”

Destroy (3+)

Mastery of metal (3)  Pre-requisite: Scepter focus plus 2 learnable metal skills. Once per 
event, instantly and fully repair every piece of armor, weapon, and/or buckler or shield that a 
single target is wearing or holding. The target may not wear extraneous duplicates of armor 
pieces, hold more weapons than they can actually wield, or bear more than 2 sheathed 
weapons. Additionally, you may now pursue learning 1 additional element. Call “I call forth 
metal, Mend armor to full.”

Reflect (4+)  A touch-based charm enabling a target to resist any 1 spell as though with a 
Spell Shield; then to throw the spell at any other target of their choosing within 5 seconds. 
Reflect does not stack. Call “I call forth metal, Reflect” to grant it to the target.

Scepter focus (2)  A mynacite-forged scepter that must be obtained and attuned in-game. 
Holding or wielding your attuned scepter focus allows you to cast Glass shards through line-
of-sight. “No effect” Destroy; Dispel immediately de-attunes the focus. Attune via 5 minutes of 
uninterrupted meditative role-play between the hours of 6 to 10pm, or between events.

Spiked armor (2+)  A touch-based charm augmenting armor worth at least 5 points and 
protecting the shoulders and/or torso. In response to the next 5 damage you take, make eye 
contact with the attacker and state, “By metal, 1 torso damage.” Countered by Spell Shield. 
Call “I call forth metal to grant you spiked armor.”

Statue (2+)  Pre-requisite: Scepter focus. A touch-based charm allowing a target to resist all 
incoming damage and/or effects for as long as a target remains standing with their head 
straight and facing forward, both arms down at their sides, and any weapons in their hands 
pointing down toward the ground; may not speak, make noise, or otherwise act. Negated by 
Dispel. Call “I call forth metal, Statue.”

Strengthen limb (2+)  A touch-based charm granting a target 1 use of Iron limb. Call “I call 
forth metal, Iron limb.”

Water
Cup focus (3)  A mynacite-forged cup that must be obtained and attuned in-game. Holding 
or wielding your attuned cup focus allows you to cast Fear through line-of-sight. “No effect” 
Destroy; Dispel immediately de-attunes the focus. Attune via 5 minutes of uninterrupted 
meditative role-play between the hours of 10pm to 2am, or between events.

False memory (2+)  A touch-based charm inserting a short memory into a target’s mind. 
The memory must be a simple fact or objective description of a brief event; it cannot contain 
suggestions, commands, or triggers, nor can it alter or supplant an existing memory. Context 
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may be given if desired. False memories naturally fade after 2 days but the target is unaware 
of having been affected by the skill. Countered by Spell shield and negated by Dispel magic. 
Call “I call forth water, False memory.”

Hallucinate (4+)  Pre-requisite: Cup focus. A touch-based charm creating in a target a 
hallucination lasting 5 minutes. No context for the hallucination may be given. The target is 
unaware of having been affected by the skill. Countered by Spell Shield and negated by Dispel 
magic. Call “I call forth water, Hallucinate.”

Inebriate (2+)  A touch-based charm summoning alcohol into a target’s bloodstream, 
causing them to feel moderately drunk for 5 minutes despite their “actual” tolerance. The 
target will feel woozy but at ease, occasionally slur, and respond more positively to questions 
and invitations. The target is unaware of having been affected by the skill. Countered by Spell 
Shield and negated by Purify. Call “I call forth water, Inebriate.”

Knockout (3+)

Mastery of water (3)  Pre-requisite: Cup focus plus 2 learnable water skills. Once per event, 
attach an Unstoppable tag to any 1 thaumaturgical ability of your choice. Additionally, you 
may now pursue learning 1 additional element.

Poison (2)

Vanish (4+)  Pre-requisite: Cup focus. A charm causing everyone within the sound of your 
voice to stop noticing you and forget your presence for 10 seconds, during which time you 
may not attack, cast, evoke, or interact with any person or object other than doors. Signify 
your status by using the out-of-game person gesture. Targets are unaware of having been 
affected by the skill. Countered by Spell Shield on an individual basis. Call “I call forth water, 
all within the sound of my voice, Vanish.”

Wood
Branch focus (3)  A small branch of sterwood that must be obtained and attuned in-game. 
Holding or wielding your attuned branch focus allows you to cast Healing (1 point at a time) 
through line-of-sight. “No effect” Destroy; Dispel immediately de-attunes the focus. Attune via 
5 minutes of uninterrupted meditative role-play between the hours of 9am to 12pm, or 
between events.

Camouflage (3+)  Disappear from sight for up to 5 minutes while touching a tree, during 
which time you must maintain contact with at least 1 hand and knee. Signify your status by 
using the out-of-game person gesture. You may move only very slowly and without breaking 
contact with the tree. Anyone watching you enter camouflage knows where you are. 
Countered by Spell Shield on an individual basis. Call “I call forth wood, Vanish.”

Mastery of wood (3)  Pre-requisite: Branch focus plus 2 learnable wood skills. Once per 
event, spend 5 minutes of uninterrupted solitude in a natural setting, meditating, observing, 
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and/or exploring; then regain 5 cp worth of skills . Additionally, you may now pursue learning
1 additional element.

Plant monster form (5+)  Pre-requisite: Branch focus. Transform into a plant monster for 
up to 5 minutes. While transformed, you must wear a brown shirt and appropriately styled 
mask and lose the ability to speak, cast, evoke, run, or use normal weapons or armor. You 
gain 2 one-handed clubs as your weapons, 25 vitality, regenerate 1 vitality per minute, and 
become immune (“No effect”) to Assassinate, Bind, Disarm, Maim, Pierce, Slaughter, Sleep, 
Subdue, and Takedown. Poison effects are delayed until you revert to your normal form. 
Unconsciousness and death carries over from plant to human forms. Negated by Dispel magic.
Call “I call forth wood to assume plant monster form.”

Purify afflictions (4+)  A component- or touch-based charm instantly curing a target of all 
addictions, diseases, and poisons, and awakening them to consciousness. Call “I call forth 
wood, Purify afflictions.”

Restore life (5+)  Pre-requisite: Branch focus.

Restore vitality (4+)

Woodland resolve (2+)  Sacrifice the ability to cast, evoke, speak, or interact with anyone 
or anything around you in order to establish a specific, injured or unconscious person within 
your eyesight as your destination; then walk at normal speed directly to that person, resisting 
all damage or skills which strike you on the way. As soon as you reach your destination, you 
must evoke 1 wood skill within 5 seconds, and then the effect ends. Call “I call forth wood, 
Woodland resolve.”
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Appendix 4: Professions

Professions are intended to provide in-game information, missions, prestige, and/or
a chance to earn money. They are categorized as noble, artisan, common, or conditional.

At character creation, you only have access to professions within your social class 
category. However, individuals of any class can learn any artisan or peasant profession in-
game if desired, and with the right connections.

Upon purchasing a profession, you will be given a guide to that profession, a short 
packet that details important in-game and out-of-game information.  As you continue to 
learn and train your profession in-game, you will be given additional ranks—journeyman, 
master, and finally grandmaster—along with information or skills appropriate to those 
ranks.  Training credit for professions counts just like any other skill training under our 
progression system.

Some professions allow you to unlock certain related skills that are not included on 
the Starting or Learnable Skill Lists. We have not included a full list of these skills here 
because they are either intuitive, or are not used to directly affect other people in combat 
and can be explained during the course of the game as necessary.

The available professions, their categorizations, and their basic descriptions are 
listed below.

Noble
Barrister. Organized into various local Inns of Court, barristers are professional lawyers 
employed by the monarchy to uphold Braelin’s laws. They are charged with reviewing 
contracts to ensure that the parameters fall within the bounds of the law; drafting, 
legalizing, and executing the last will and testaments of clients; representing clients in a 
court of law; notarizing deeds of property; and, eventually, drafting, issuing, and/or 
notarizing official government documents such as poison licenses.
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Dabbling. Although pursuing an artisan or common profession in earnest is considered 
beneath a noble’s dignity, some individuals take an interest in a set of “common” skills. To 
retain their honor while exploring their interest, these nobles may choose to “dabble” in an 
artisan or common profession.

Dabblers may spend 1 unlock point and 1 CP to gain access to 1 of the following 
professions: Animal caretaker, Appraiser, Blacksmith, Brewer, Cook, Diviner, Dyer, Furrier, 
Hunter, Inventor, Jeweler, Magic hunter, Performer, Poisoner, Rune scholar, Scribe, 
Shaman, or Tracker. Having unlocked and purchased the ability to dabble in this 
profession, a noble may train its novice and journeyman levels.

Dabblers may not proceed past journeyman to master unless they elect to dedicate 
themselves to the profession in earnest. To do so, they do not need to pay any additional 
unlock points or CP, but they will have to start their training over from the very beginning
—correcting all the bad habits and shortcuts they learned initially.

Diplomat. Diplomats act as messengers and ambassadors on behalf of the noble house 
they serve, negotiating political deals such as peace treaties, hostage or prisoner releases, 
and matters of trade or commerce. They often receive a percentage of the cut from 
successful trade deals, and the diplomat profession is usually used as a stepping-stone to 
greater influence and title for both the individual and the family represented.

Please note: The required 1 in-game lesson is automatically waived for any players 
choosing to enter game as a representative of their characters’ own families.

Judge. Condition: In-game appointment. Judges work in tandem with the law enforcement
—including knights, forester, deputy, and soldiers—within a given region to preside over 
trials and convict criminals on behalf of the local count(ess).

Knight. Condition: Esquire title. Squires pledge to a specific knight-master, assisting their 
knight-masters with armor and horses in exchange for free weapons and chivalric training. 
After undergoing a final test, squires swear fealty to the monarch and a local lord, taking a 
vow “to serve the monarch, protect the weak, and live honorably,” at which point they are 
dubbed knights.  Talented knights are sometimes recruited into the Order of the White 
Lotus.

Patron. Using their savings and economic know-how, patrons invest money into a 
business, troupe of performers, trading caravan, shipping company, good or collection of 
goods, or anything else they might wish to back financially. Wise investments can turn 
excellent profits and garner influence for the canny patron.

Royal Mage. Condition: Esquire title. Squires are pledged to a specific mage-master, 
assisting their mage-masters with magical items and duties in exchange for free casting and
chivalric training. After undergoing a final test, squires swear fealty to the monarch and a 
local lord, taking a vow “to serve the monarch, protect the weak, and live honorably,” at 
which point they are dubbed royal mages. Talented royal mages are sometimes recruited 
into the Order of the Silver Fern.
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Artisan
Blacksmith. Condition: Purchase of Repair. Blacksmiths are able to smelt raw ores in order 
to extract useable metals, to repair and reinforce armor, and to repair and improve 
weapons. Advanced blacksmiths are also able to combine metals into alloys, in order to 
produce better quality armor and weapons.

Brewer. Brewers are able to use specific plants to brew medicinal and restorative herbal 
teas and/or liquors. Advanced brewers have a more sophisticated knowledge of plants, 
which can be used to increase the potency of the drinks being made. Herbal drinks are 
discussed in detail in the Rulebook.

Cook. Cooks are able to use specific plants to make baked goods with protective or 
augmentative effects; they can also manufacture illegal substances, if they dare to risk it, 
which offer impressive benefits but also create addictions. Advanced cooks have a more 
sophisticated knowledge of plants, which can be used to increase the potency of the food or
substances being made. Herbal foods and illegal substances are discussed in detail in the 
Rulebook.

Herald. Heralds interpret charges and devices on shields, banners, and tunics in order to 
discern the identity of the noble(s) bearing them; and greet the noble(s) when they arrive, 
often operating between these noble(s) and the residents of the town. Heralds also 
announce and help to organize local tournaments. Traditionally, heralds wear a cravat 
made of gold-colored silk, satin, or cloth of gold, usually embroidered or appliquéd with a 
noble’s coat-of-arms.

Inventor. Inventors can either use various metals, raw and crafted materials, logs or rocks, 
and other items in order to construct various trap-like devices; or they can use candles in 
combination with other raw and crafted materials in order to create rituals.

Jeweler. Jewelers are able to refine, polish, and cut raw gems in order to increase their 
value and latent magical power. Advanced jewelers can also set certain gems in weapon 
hilts, bucklers and shields, armor, or other items in order to give them a passive capacity 
for different effects. Gems are discussed in detail in the Rulebook.

Poisoner. Poisoners are able to safely handle and apply blade and contact poison; to 
manufacture different kinds of poison using plant extracts, inks, and other materials; and to
sell or trade their goods in-game. Advanced poisoners can also experiment in an attempt to 
manufacture more potent and/or exotic kinds of poison. Note that unlocking and 
purchasing poisoner does not automatically confer a poison license.

Rune scholar. Rune scholars use arcane magic to write “runic sentences” that have 
different in-game effects. Each scholar chooses a specialization: architecture, a complex 
process that infuses a building with some rune-driven power; tattooing, which involves 
inscribing people with runic sentences; or engraving, which allows the scholar to make 
magical items.
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Scribe. Condition: Purchase of the Literacy skill and approved submission of 1 in-game piece 
of writing or artwork—inquire for further details. Scribes write volumes of work and 
undertake research on behalf of patrons, who cover the cost of the necessary books, papers,
and inks. Scribes are often historians, poets, playwrights, cartographers, artists, and/or 
philosophers. Some scribes are also bookbinders and illuminators, illustrating the pages 
before setting and binding them together. Through their knowledge and eloquence, and 
when writing with specialty inks, scribes can pen illuminated manuscripts that allow 
readers a 1-time use of a skill or skills that are directly related to the topic at hand.

Common
Animal caretaker. Animal caretakers are individuals who care for and breed various 
types of animals. They have a knack for acquiring the means to provide upkeep for animals,
give professional advice to owners, and/or breed particularly fine animals.

Appraiser. Appraisers are able to study items or goods in order to figure out their general 
value, and to find the “hidden value” in common or mundane items. Advanced appraisers 
can also detect the presence of forgeries or flaws, figure out what an item does, and/or 
discern potentially unique properties about the item at hand.

Auxiliary soldier. Auxiliary soldiers swear fealty to the local count(ess), agreeing to assist 
and support foot soldiers as they fight under the local banner in defense of a town or 
region, in exchange for free auxiliary training.

Courier. Condition: In-game membership in the Couriers Guild. Couriers carry messages and
letters from place to place under the employ of the monarchy. The courier system is 
divided into “second class,” or foot-runners; “first class,” or riders; and “the Crown’s 
Service,” non-stop riders who change horses along the way. Some couriers may also 
eventually find employment under a specific noble.

Crier. Condition: In-game appointment. Criers make their way through a town or village to 
shout out announcements, and are responsible for proclaiming the time every four hours. 
They are immediately recognizable by the bells they carry and the cravats they wear, 
usually in the color(s) of the local Count or Countess—thus, silver in Ravensgate—although
it is imperative to note that criers are not permitted to wear coats-of-arms. Although the 
profession offers little by way of opportunities for advancement, the per-moon stipend is 
quite handsome.

Diviner. Diviners use runic sets to “cast the runes” in an attempt to interpret the answer to 
a given question. Advanced diviners can use more complex casts to get more detailed 
answers to their questions.
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Dyer. Dyers combine plant extracts with liquid to make inks that are useable in poison-
making, scribing, and other professions. They are also able to produce wax, and to mix wax 
and extracts in order to create candles that are usable in rituals. Advanced dyers have a 
more sophisticated knowledge of plants and colors, which can be used to increase the 
potency of the candle being made.

Foot soldier. Foot soldiers swear fealty to the local count(ess), agreeing to fight under the 
local banner in defense of a town or region in exchange for free military training.

Furrier. Condition: Purchase of the Armor repair skill. Furriers are able to tan and prepare 
furs and hides, to sell or trade hides, and to repair and/or augment skin armor and leather-
made items.

Gravedigger. Gravediggers are in charge of digging graves and setting gravestones when a 
person finals, and for tending to and protecting the graveyard in order to assure the 
peaceful rest of the bodies that lie therein. Each moon, all present gravediggers must 
participate in a ritual to prevent negative magical energies from permeating the graveyard; 
and Ravensgate gravediggers, specifically, are responsible for guarding the body of the god-
chosen, Eli Whittaker, from grave robbers.

Interested players should please note that gravediggers are responsible for 2 out-of-
game duties as part of this profession. The first duty is to set up the graveyard with all 
associated props at the beginning of an event and to clean it up afterward; the second duty is 
to construct gravestones as necessary.

Hunter. Hunters concentrate on pursuing and killing a particular category of aggressive 
animal or beast and take jobs, almost like mercenaries, to rid a town or region of an 
overabundance of that creature. As a result of their dedication to the pursuit their chosen 
prey, hunters develop the ability to teach themselves the skills required to take down these
creatures more effectively.

Interrogator. Interrogators are hired to extract information out of targets. Skilled 
interrogators often garner the notice of wealthy patrons, who will fund the cost of further 
training in advanced interrogation techniques in exchange for contractual arrangements. 
Most interrogators have connections that allow for access to the various goods or materials
that they need to undertake their work.

Magic hunter. Condition: Primary Magic focus. Magic hunters are able to find and detect 
magic inherent in items, people, and even places. Through their well-developed connection 
to and understanding of magical energies, they are able to cultivate magical plants, 
including sterwood; and particularly experienced magic hunters can even predict the ebb 
and flow of the phenomenon magic responsible for the creation of gates.

Mercenary. Condition: Membership in a mercenary guild. Mercenaries take part in armed 
conflict, bodyguard duty, and other tasks based on the promise of material compensation 
for their trouble. Contracts are signed personally or by the guilds on behalf of members, 
with a certain percentage of the cut going to the guilds’ coffers. The 3 most well-known 

97



mercenary guilds are listed below. Players may elect to enter game as a member of 1 of 
these 3 groups, or they choose to wait and pursue membership in a lesser-known group in-
game.

The Crimson Tear Mercenaries are by far the largest and most prevalent mercenary 
guild in Braelin, with a base of operations located in Stemma. Primarily, these mercenaries 
accept contracts for bounties, military support, and personal protection. They have been 
known to work with the Braelinese monarchy and several previous leaders of the group 
have been granted honorary titles of nobility in return for their services to the Crown.

FANG is the smallest of the 3 guilds. Operating primarily out of Blacknall, the guild is
committed to preserving and understanding nature. Because of its alignment, its members 
typically operate in heavily-forested areas or rural regions, accepting contracts to deal with
rogue wildlife, to record knowledge about a region’s ecology, to undertake search and 
rescue missions, to support a local contingency of foot soldiers in patrols, and to perform 
routine maintenance on roads and buildings.

The Errant Hunters guild members operate alone or in small groups under the 
guild’s common banner and funding. At the beginning of each moon, the Errant Hunter is 
given a quota that they must meet by the end of that moon. Any money that they make 
above their quota is theirs to keep. The guild as a whole is divided into Sectors, each of 
which manages the assignation of quotas and payments within a given duchy; it is 
understood that the Sectors are not responsible for the actions or methods undertaken by 
the individual mercenaries over the course of fulfilling a contract. The guild accepts 
contracts from both private and public clients indiscriminately, but individual mercenaries 
are also free to secure and fulfill contracts outside of the guild.

Miner. Miners work in the mines around Éras and are able to obtain and extract raw gems 
and ores therein. They can also extract rocks, ores, and raw gems after 1 minute of 
uninterrupted role-play, should they come across a mine-setting in-game. They are not able
to polish, refine, or smelt these materials, but they can sell them or trade them.

Performer. Condition: Approved submission of 1 in-game story, play, or song—inquire for 
further details. Performers are actors, singers, or story-tellers whose works are intended 
for presentation before an audience. They often relate tales about famous historical or 
mythological figures and/or events; sometimes, contemporary knights pay performers to 
spread their names and fame across Éras. Although some performers choose to develop 
their skill within one specialization, others operate as a kind of jack-of-all-trades; each 
specialization has its own tricks and abilities. Significantly, performers are not the same as 
Bards, which is a title conferred through membership in a specific in-game organization. 
More information on the Bards of Éras is available on our website.

Saboteur. There are several different types of saboteurs within the world of Éras. Some 
focus their efforts on the destruction of physical materials, including armor, weapons, 
items, and even such things as doorways or bridges; others develop an understanding of 
magic and of runes, so that they may tamper with magical items; and still others become 
counterfeiters, making forgeries of coins, items, and even legal or official government 
documents. Sabotage is discussed in detail in the Rulebook.
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Shaman. Shamans mediate between spirits and the living, act as a guide of spirits 
(“psychopomp”), grant benedictions and/or maledictions of various power, and deal with 
the dead and the undead. Some powerful shamans lay the undead to rest, while other 
equally powerful shamans raise undead servants to do their bidding. Note that, for the 
purposes of this game, “shaman” does not relate to healing abilities. Shamanism is 
discussed in detail in the Rulebook.

Smuggler. Smugglers carry illegal or prohibited goods and/or money to a previously 
specified drop-point in exchange for some kind of payment. They are responsible for 
ensuring the safety of the goods in question, and often have ties to seedy organizations or 
individuals.

Tavern help. Condition: In-game appointment. Tavern help includes servers and 
dishwashers. Servers take orders, prepare and serve food to customers, clean and put away
dishes, and generally help the tavern-keep. Tavern helpers are given a small stipend and 
are allowed to keep any tips they are given as they work; and most manage to develop a 
small list of additional, helpful skills that they can use when they are inside of the tavern.

Tavern guard. Condition: In-game appointment. Tavern guards keep the peace inside the 
tavern, and ensure that conflicts are taken outside so that business goes smoothly. Tavern 
guards are given a stipend; and most manage to develop additional skills that they can use 
when they are inside of the tavern.

Tracker. Trackers are able to find, identify, and follow the tracks or prints left in the wake 
of people or animals traveling through the woods near a town. Advanced trackers can 
figure out what kind, how many, and the current condition of an animal or human(oid) that
has passed through.

Conditional
Assassin. Condition: Purchase of Assassinate. Whether employed or independent, assassins 
receive contracts and bounties calling for the assassination of a given target in return for 
money or other payment. All assassins have aliases and kill-styles associated exclusively 
with their work, allowing them to build up their reputations over time.

Delegate. Conditional: In-game appointment. Delegates represent the non-noble citizens of 
their town during diplomatic affairs involving said town; they must also be available to 
help settle disagreements and disputes among the non-noble citizens. Residents are 
allowed to elect a council of 3 delegates to handle such matters on a local level, although 
the entire system is always subject to the law of the local count(ess); such elections take 
place annually in the springtime. Additionally—although only with the Mayor’s approval—
delegates may institute new local laws.

Deputy. Condition: In-game appointment. Deputies work under the command of the 
Forester to assist and support the work of the local Watch.

99



Forester. Condition: In-game appointment.  Foresters swear fealty to the local count(ess), 
agreeing to serve as local law enforcers; they are responsible for patrolling the woods 
around a town or region, negotiating deals for the sale of timber, chasing off or imprisoning
bandits in the area, arresting criminals, overseeing the posting and completion of bounties, 
and helping to organize and lead the local contingency of foot soldiers. Advanced foresters 
often help to lead drills and train soldiers under their command.

Mayor. Condition: In-game appointment. The mayor is an elected official who presides over
a town’s affairs and works closely with the local forester, delegates, and Count(ess) in 
monitoring and keeping the peace among the town’s non-noble citizenry. Each town or city 
has its own mayor, but never more than 1 at any given time; and all would-be candidates 
must first obtain the local Count(ess)’s written permission to run for election. Mayors serve
for 1 year terms, and elections commonly take place in the springtime.

Spy. Condition: Purchase of Espionage. Spies receive contracts asking for information about 
a given target, for protection against other spies, encoding or decoding services, and/or for 
the placement of misinformation in return for money or other payment.

Retainer. Condition: In-game appointment. Retainers serve an employer of a higher social 
class under a contract from as short as a few weeks to as long as several years in duration. 
A group of retainers in service to one employer are considered a retinue, and often work 
together closely even if the specifics of their jobs differ. Generally speaking, there are two 
types of retainers: private retainers, who are hired and supported independently by an 
employer; and sponsored retainers, who are hired by an immediate employer but paid by a 
separate entity, usually the employer’s liege.
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Appendix 5: Braelinese Laws & Culture

This appendix outlines the laws and culture of Braelin. As with the specific cultures 
that are available to players during character creation, good cultural role-play is a key 
element in successfully representing the setting of the game. You must adhere to the basic 
guidelines of cultural role-play; if there is some reason that you want your character to 
deviate from the established cultural role-play, you must first seek approval from the GMs.

Duties & Rights of Citizens
 Taxes are 5 coppers for laborers and peasants, and 1 silver for craftsmen and nobles, 

per moon. Class distinctions are determined via a census conducted every other year.

 Tax evasion is categorized as “failure to cooperate,” although repeated offenders may be
sentenced to harsher penalties. Those in true need have the right to request temporary 
exemptions from a local authority or noble.

 Dukes are the vassals of the monarch; counts, the vassals of the dukes; and so on, down 
to the lowliest knight or royal mage. Thus, every noble is someone else’s vassal, and 
enjoys his privileges and holdings only at the grace of those above him. Nobles are 
expected to remember this, to pay due homage to their superiors, and to render service 
to the monarch as needed.

 Likewise, landholding nobles are responsible for the well-being of the commoners who 
live and work on their lands. As the noble is shown grace by her superiors, so too 
should she show grace to those in her employ. Any noble failing in these duties may be 
stripped of her title, lands, and holdings by her superiors.

 Nobles have the right to trial by battle, otherwise known as dueling, to settle disputes of
honor. The elderly or weak may appoint a champion to represent them during a duel. 
All duels must be officially registered with a local noble, mayor, or forester before they 
may take place, as duels are only ever fought to the death.
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 Commoners live on, work on, and travel through the lands of the nobility, and as such, 
are expected to pay the nobility due respect. Nobles should always be addressed by 
their titles and surnames unless otherwise instructed. If you do not know a noble’s title 
and/or surname, “my lord” or “my lady” is an acceptable alternative.

 However, because the people of Braelin owe their loyalty to the monarch first and 
foremost, no commoner need submit to the rule of an unjust noble. In such cases, 
commoners have the right to challenge a noble’s competency in an audience before the 
monarch.

Family & Inheritance
 The eldest child of a family inherits the family’s home and holdings. Younger siblings 

are obliged to seek their fortunes elsewhere, after the eldest has supplied them with 
their due stipends, calculated as one-sixth of the family’s total income, rounded down.

 When marrying, the person of lower social status takes the last name of the person with
the higher social status. Newlyweds are established in their own household by both sets
of parents.

 Traditionally, couples exchange amulets upon engagement. These
amulets are symmetrical in shape and fashioned of gold or silver
among the nobility (as shown to the right), or wood or clay among
commoners. Engagement amulets are usually engraved with the initials
of one’s intended; later, upon marriage, amulets are re-engraved with
the initials of both spouses.

 The parents of any children born out of wedlock must decide among themselves who 
will “claim” a child. Whichever parent claims a child must thereafter care for the child as
his or her own, and may not officially appeal to the other parent for aid or 
acknowledgment. If neither parent will claim a child, the child is sent to an orphanage 
or remanded into the care of adoptive parent(s).

Everyday Customs
 Carriage and posture are considered very important, a reflection upon your status. It is 

impolite to stand with your hands in your pockets or otherwise concealed; likewise, do 
not stand behind someone who is seated without that person’s permission to do so.

 It is considered rude to extend your left hand to offer aid or in greeting, no matter your 
dominant hand. Shaking hands while wearing gloves is considered very impolite.

 When attending a supper at court, a feast, or a banquet, you should wait to be seated to 
avoid offending the host by over- or underestimating your position at the table. 
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Dropping dead at the meal table is frowned upon, as is wearing tokens of favor. In 
general, eating while standing up is considered offensively casual, ill-omened behavior.

 It is common custom for individuals at the gate of a building or within the commons of a
town to hail newcomers as they approach. Once hailed, you are expected to respond 
clearly with your name and business.

 Except in times of extreme crisis, you should never enter a household or place of 
business with blade drawn or arrow nocked. All blades must be sheathed; any weapons 
that cannot be stored away, such as staves, should be carried in one hand, leaning 
against the shoulder.

 Shrines are to be well-kept, both in honor of the gods and as common spaces where 
individuals may express their beliefs. Those who violate or vandalize a shrine shall be 
subject to the local law.

Laws
 All persons must cooperate fully with and assist any representative of the Orders of the 

White Lotus or Silver Fern, the local Guard, and any noble bearing the title of Count or 
higher upon request.

 No person shall intentionally misrepresent himself or his rightful authority when 
questioned in any formal capacity by a government official.

 No person shall conspire, alone or with the help of others, to violate the laws of Braelin.

 No common person shall enter a private residence without the prior and express 
permission, written or verbal, of its lawful owner.

 No person shall possess, trade, sell, handle, or use any illegal substances.

 No person shall cast magic upon another without the prior and express permission, 
written or verbal, of that person.

 No person shall possess, trade, sell, or otherwise handle poison without the official 
written consent of the Braelinese government.

 No person shall steal or destroy the property or holdings of their lawful owner.

 No person shall create or intentionally circulate forged or counterfeited items, 
documents, or other representations.

 No person shall kidnap and/or hold another person against his will for ransom or gain.
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 No person shall assault another person. “Assault” is defined as applying non-lethal force
to an unwilling victim.

 No person shall torture another person without the official written consent of the 
Braelinese government. “Torture” is defined as detaining and applying non-lethal force 
to a target over an extended period of time.

 No person shall enslave another person or enforce slavery. “Slavery” is defined as the 
uncompensated and unwilling servitude of one individual to another.

 No person shall commit manslaughter. “Manslaughter” is defined as applying lethal 
force to a victim without malicious forethought or planning.

 No person shall use poison without the official written consent of the Braelinese 
government.

 No person shall conspire, alone or with the help of others, to commit treason against the
country of Braelin, its government, or its officials. “Treason” is defined as plotting 
and/or acting with the intent of overthrowing or undermining the government, or of 
harming or killing its monarch.

 No person shall commit murder under any circumstances, even in cases of self-defense. 
“Murder” is defined as applying lethal force to another person with the express intent of
killing that person.

 The laws and protections of Braelin are granted to all residents and visitors who remain
peaceful and abide by all official laws and guidelines as set forth by the government of 
Braelin.

 Non-citizens accused of any crime within the borders of Braelin will not be allowed to 
represent themselves in a court of law. They may, however, seek counsel and aid from 
the local barrister, diplomat, or other citizen of Braelin.

Crime Suggested Punishment(s)
Failure to cooperate

Minor fine: 1-5 silver, but no more than 1 
gold;
Minor community service: 0.5 hour assisting
the local Forester;
or Minor jail-time: 0.5 hour in jail

Perjury
Conspiracy
Trespassing
Possession, trade, or use of illegal 
substances
Unlawful casting Moderate fine: 1-2 gold, but no more than 3 

gold;
Moderate community service: 1-1.5 hours 
assisting the local Forester;
or Moderate jail-time: 1-1.5 hours in jail

Unlawful possession or trade of poison
Theft or destruction of property
Forgery and counterfeiting
Kidnapping
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Assault
Unlawful torture Major fine: 3+ gold;

Major community service: no more than 2 
hours assisting the local Forester;
or Major jail-time: 2 hours in jail

Slavery
Manslaughter
Unlawful use of poison

Treason
Major fine, major community service, major 
jail-time, or death

Murder Death

Poison Laws
 No person shall possess, sell, trade, handle, or use poison without an official license as 

issued by the Braelinese government. The different types of licenses are listed below:

License Classification Permissions
Class A: Merchant License Ability to manufacture, possess, and trade blade, contact, 

acid, inhalation, and treatable ingestion poisons.
Class B: User License Ability to possess and use blade, contact, acid, inhalation, 

and treatable ingestion poisons.
Class C: Specialty License Ability to manufacture, possess, trade, and use untreatable 

ingestion poisons. To qualify for a Class C license, 
applicants must have obtained both a Class A and a Class B 
license, and retained them in good standing for at least four
(4) moons’ time.

 All sales, stock, and usage of poison must be properly documented and reported at the 
end of each moon.

 Persons who are classified as fugitives from justice or non-Braelinese citizens; those 
convicted of murder; those who have renounced Braelinese citizenship; and anyone 
under the age of 18 are prohibited by law from possessing or applying for a license.

 No licensed importer, manufacturer, or dealer may sell, deliver, or transfer poison 
unless the recipient has also shown proper documentation.

Dueling
Because of long-standing cultural traditions within the country of Braelin regarding 

the practice of dueling, two nobles may at any time formally register and document a duel 
with the local count, mayor, or forester. Upon official acknowledgement of the validity of 
these proceedings, the individuals may engage in lethal combat as per the agreements and 
limitations established prior to the duel, and without fear of legal ramifications.
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Appendix 6: The Short List

The following list breaks down different calls that you might encounter in-game. It is
intended only to serve as a quick memory jog and is not a comprehensive list; it is not a 
substitute for reading through the Starting Skills and the Learnable Skills list in the 
Rulebook.

Bestow. Gain 1 use of 1 specified skill for the duration of an event.
Bind. Stuck in place for 5 minutes.

Cleave. 5 points of vitality damage (torso), no matter where it lands.

Dart. 1 point of vitality damage (torso).
Death. Immediately die.
Despair. Disengage from combat, move a safe distance away, lie facedown and weep for 1 
minute; cannot take any action.
Destroy. Renders a weapon, buckler/shield, or piece of armor useless until repaired.
Destroy curse. Permanently destroys a curse.
Detect lie. Must state whether or not you just told a lie (“yes” or “no”).
Disarm. Carefully toss your weapon at least 5 feet away from you.
Disengage. Knocks you back 5 full steps.
Dispel [skill name]. Instantly negates the effects of the attached skill name.
Dispel magic. Instantly negates all magical armor/buffs, expends 1 use of runic sentences, 
and un-attunes an enchanted staff, focus item, and/or shaman symbol.
Dominate. Follow the caster’s commands to the best of your ability for 5 minutes; cannot 
reveal you have been dominated.
Drain. Lose 1 use of 1 specified skill for the duration of the event.
Drain [number]. Drains vitality away in a specified amount; can be recovered through 
normal healing.

Encumber.  Cannot hold anything in your hands or lift your arms from your side for 1 
minute.
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False memory. Implant a short memory into the target; may not erase or alter an existing 
memory.
Fear. Disengage from combat and flee until caster not in view or is 50 paces away for 1 
minute; if stuck in place, cower and defend only.
Fumble. Immediately drop everything in your hands, even shields (not OOG items).

Grapple. Unable to move as long as attacker has both hands on your upper arms.

Hallucinate. Hallucinate as instructed for 5 minutes.
Heal [number]. Heals vitality in a specified amount.

I curse your spirit. Report to staff center.
Implant trigger. Undertake a specified action, once, upon a specified “trigger” being 
sprung.
Inebriate. Moderate drunkenness, causing you to be talkative and open to questions and 
invitations, for a duration of 5 minutes.
Instant tend. Immediately restores consciousness and heals 1 limb of your choice.
Intercept.  Intercept a skill on behalf of someone else; skill is treated as Unstoppable.

Knockout.  Instantly fall unconscious.

Magical vitality. Grants temporary vitality in a specified amount.
Maim. Lose 1 vitality; affected limb is broken and cannot be used until Tended.

No effect. Skill call takes no effect on target but is not expended.

Pacify. Become calm and take no offensive action for 5 minutes, unless/until you sustain 
any vitality damage; any other emotion-inducing spells are dispelled.
Pain. Experience excruciating pain for 5 seconds; cannot take any action other than to 
move away.
Parry. Counter Cleave, Destroy, Disarm, Dispel, Maim, Pain, Pin, Stifle, Stun, Takedown, or 
Weaken.
Petrify. Take 5 seconds to assume a comfortable stance, then remain motionless for 1 
minute.
Pick-pocket. If you find a plastic clothespin affixed to you, report to staff center.
Pierce. Immediately lose all vitality, 1 armor point, and fall unconscious.
Pin. Lose 1 vitality and stuck in place for 5 minutes; may role-play 10 seconds struggle and 
lose 1 additional vitality to escape sooner.
Poison. Fall unconscious in 5 seconds and die after 5 minutes unless Purified.
Purify. Immediately cures poison effects and awakens to consciousness; does not heal 
vitality.

Rage. For 1 minute, actively engage anyone other than the caster in combat; all melee 
strikes cause Pain; cannot use any other skills at all.

107



Reflect. Resist any 1 spell or thaumaturgical effect, and then throw it at any target of your 
choosing within 5 seconds.
Resist. Skill call takes no effect on target, but is expended.
Restore life. Instantly restores you to life and consciousness.
Restore vitality. Instantly restores you to full vitality.
Reveal. After 1 minute of role-play, reveal 1 concealed item and every unconcealed item on
an unconscious or dead body.

Silence. May not speak, cast spells, or make any noise for 5 minutes or until Tended.
Slaughter. Immediately lose all vitality, 1 armor point, fall unconscious; die in 5 minutes 
unless Stabilized.
Sleep. Immediately fall asleep for 5 minutes or until someone vigorously shakes you and 
calls your name for 5 seconds, or you sustain 1 point of damage.
Slow. For 1 minute, walk by placing the heel of one foot directly in front of the other’s toes, 
so that your heel is touching your toe, or suffer an Unstoppable Takedown.
Speak with dead. Perceive normally while dead; you may commune with the caster in 
whispers if you so choose.
Stabilize. Immediately stops bleed-out, awakens to consciousness, and heals all maimed 
limbs.
Stun. Stop and stand still in place for 5 seconds; cannot take any action.
Suppress curse. Negates the effects of a curse for the duration of the day on which this 
spell is cast.

Takedown. Lose 1 vitality and fall to the ground for 5 seconds.
Tend. After 1 minute of role-play, restore someone to consciousness or heal a maimed 
limb.
Toxic [skill name]. Acts as per skill called but cannot be countered by normal means; may 
be instantly negated by Purify.

Unstoppable. Attached call may not be resisted by any means whatsoever.

Vanish. Forget and/or do not notice the evoker for as long as they make an OOG-person 
motion.

Weaken. Enter a weakened state for 5 minutes or until Tended.

Unbind. Immediately released from the effects of a Bind or Slow.

Contact

General Managers: Adam Selby, Hilary Umbreit
Email: eraschronicles@gmail.comstaff@eraschronicles.com
Website: eraschronicles.com
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Please direct all correspondence and queries regarding the game to the email 
address listed above. We politely request that you respect our staffers’ privacy by 
refraining from contacting them via private email or pulling them aside in person to settle 
complicated questions or issues. Thank you for your cooperation in this matter.
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