MAGIC & SPELLS

DIVINE SPELLS
CURE MODERATE WOUNDS:  Heals 3 levels of damage to the touched creature.  Costs 2 MP.

CURE SERIOUS WOUNDS:  Heals 5 levels of damage to the touched creature.  Costs 3 MP.

REGENERATE:  Heals one level of damage per round to touched creature.  Will regrow lost limbs, and removes all scars.  Lasts for 2 rounds per rank.  Costs 7 MP.

ARCANE SPELLS
DISPEL MAGIC:  Disperses magical energies.  Either cast on a creature or an area or against a specific spell in a 30ft radius burst, up to a range of 100m away.  If cast on an area, then the most powerful spell on each creature is targeted. If cast on a creature, then all spells on that creature are targeted. If cast against a specific spell, then all instances of that spell are targeted.  Make an opposed Magic Lore+Perception roll with the caster of the spell for each spell to be dispelled.  If the caster of the dispel wins, then the spell ends.  Costs 3 MP.

SEE INVISIBLE:  The caster's eyes are enchanted to be able to see those who are invisible, who appear as a cloudy form.  This effect lasts for 10 min per rank.  Costs 2 MP.

CHARACTER SKILLS

SEDUCTION: This skill allows a character to charm another through overt sexuality.  To use this skill, combine the characters Persuasion+Seduction score and roll under that total on a D20.  If successful, the target is seduced, and will be unable to resist any successful persuade rolls from that character for the next day.  

TORTURE: This skill allows characters to extract information from others by using painful means.  To use this skill, combine the characters Knowledge+Torture score and roll under that total on a D20.  The character will receive a +1 bonus to their roll when using a device to aid in the torture.  This requires the Intimidate skill to learn. 

NAVIGATE CROWD: This skill allows a player to move with speed through crowded areas.  To use this skill, combine the character’s Dexterity+Navigate Crowd scores and roll under that total on a D20.  If successful, the character can navigate the crowd without penalty until opposed or the crowd disperses.  If a player does not have this skill, they move at single Dexterity in meters.

PROFESSIONS

Battlerager:  You are one of the Dwarven elite, or perhaps just trained by them.  You use your anger as a tool in battle, cutting a swath through enemy forces, few will stand in your way.  Battleragers are recommended to have high Strength.  The base skills for a Battlerager are Rage and Intimidate.

Bard:  A teller of stories, and entertainer, you travel the world looking for new ballads to sing, and perhaps are involved in the creating of some.  Bards are recommended to have high Perception and Knowledge.  The base skills for a Bard are Artistry and Bardic.

Cleric:  One of those chosen to be a God's voice on Elwyn, you tirelessly pursue the ideals of your Religion, and use your God-given spells to aid in these endeavours.  Clerics are recommended to hav high Perception and Knowledge.  The base skills for a Cleric are Religion Lore and Meditation

Druid:  With spells granted from one of the Gods (usually Correlleon), you are a defender of nature, you punish those who show careless disregard for the natural world, and reward those who defend it.  Druids are Recommended to have high Perception and Dexterity.  The base skills for a Druid are Druidic and Nature Lore.

Mercenary:  You are a warrior who sells their services to the highest bidder.  Maybe a part of a company, or striking out on your own, you hone your skills in order to prove you are worth the money.  Mercenaries are recommended to have high Strength and Dexterity.  The base skills for a Mercenary are a Weapon Proficiency and Fast Draw

Soldier:  You work for a noble or country, and seek to defend them from their enemies.  If that means attacking them first, then so be it.  Soldiers are recommended to have high Strength and Dexterity.

Knight:  You are a noble and follow a code of chivalry and honor that some find hard to understand.   You strive to protect those who can't protect themselves, and to defeat those who would oppress.  Knights are recommended to have high Dexterity and Perception.  The base skills for a Knight are a Weapon Proficiency and Etiquette.

Monk:  Trained in one of the monasteries, you are a living weapon.  Having the rare fighting skill of Martial arts, you train always to better yourself.  Monks are recommended to have high Dexterity and Perception.  The base skills for a Monk are Martial arts and Monk.

Scout:  You have been trained to be sneaky and observant.  To gather information about enemy forces, and return with that information.  Scouts are recommended to have high Dexterity and Perception.  The base skills of a Scout are Stealth and Track.

Ranger:  An elite of one of the Elven nations, you have been trained to be supreme in the forest.  Tracking, hiding, following, all whilst remaining unseen, these are the ideals to which you aspire.  Rangers are recommended to have high Dexterity and Perception.  The base skills for a Ranger are Stealth, Survival and Track.

Thief:  Who needs a steady income when you can simply take what you want?  Surely you need the gold more than that rich guy?  Thieves are recommended to have high Dexterity and Knowledge.  The base skills for a Thief are Theft and Stealth.

Con-Man:  Master of disguise.  Glib of tongue.  The most trustworthy person anyone has met, honest.  Con-men are recommended to have high Perception and Knowledge.  The base skills for Con-men are Disguise and Connections.

Paladin:  The shining example of the races of good.  There is something about you that makes you stand out.  You are likeable, honest, trustworthy.  You are Good.  Paladins are recommended to have high Dexterity and Perception.  Base skills for a Paladin are a Weapon Proficency and Paladin.

Sorcerer:  A practitioner of magic, you need no books to cast your spells.  Weird and wonderful effects dance within your blood, simply waiting to emerge.  Sorcerers are recommended to have high Perception and Knowledge.  The base skills for a Sorcerer are Meditation and Magic Lore.

Wizard:  A practitioner of magic, you use ancient texts and books to focus the magic that you tap into.  Wizards are recommended to have high Perception and Knowledge.  The base skills for a Wizard are Meditation and Magic Lore.
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