
 

# Summary / Reasoning Old Text New Text 

1 Combine the mechanics for 
Weapon Specialization into the 
Weapon Group skill.  This will 
remove confusion caused by 
Weapon Specialization being 
listed as its own skill when it does 
not function like one. 

Weapon Groups: The purchase of a 
weapon group allows the use of all 
Weapons listed under the group description.  
 
Specialization: Weapon Specialization 
occurs when a character purchases both 
the Individual Weapon skill and the Weapon 
Group which that weapon falls under (e.g. 
the Individual Weapon skill of Bastard 
Sword combined with  the Weapon Group 
skill of Two- Handed Swords). This allows 
the character to inflict one more point of 
damage than the base damage rating of the 
weapon. (See Weapon Specification 
section) Specialization applies to both 
hands. Specialization in Shield allows for 
use of oversized shields.  
 
Damage +1: [...] Prerequisite: Weapon 
Specialization  

Weapon Groups: The purchase of a Weapon Group skill 
allows the use of all weapons listed under the group 
description. If you are using a weapon for which you 
have also purchased the Individual Weapon skill, your 
base damage with that weapon is increased by 1. If you 
have purchased both Weapon Group (Shields) and 
Individual Weapon (Shield), you may use over-sized 
shields. Having both of these skills has been referred to 
in the past as "weapon specialization". 
 
Damage +1: [...] Prerequisite: Weapon Group and 
Individual Weapon for the chosen weapon. 

2 Remove the “Character 
Archetypes” section from the 
beginning of the book.  This 
information is flavor and not 
rules, held over from when we 
had Subclasses. Information will 
be kept on file so that it can be 
replaced if we choose to resume 
having Subclasses. Players are 
not required (nor should they be 
encouraged) to shoehorn their 
character concept into any of 
these archetypes. 

Extensive section None 



3a Add a “Shortspear” weapon. 
Playmaster staff have heard a 
large amount of confusion 
regarding whether spears can or 
should be safely used with a 
shield. Adding this weapon will 
increase player enjoyment while 
ensuring that this type of weapon 
is safe for its intended use. 

Polearms: Includes the following individual 
weapons - Halberd, Bill, Spear, Poleaxe, 
and Pike. 

Polearms: Includes the following individual 
weapons - Halberd, Bill, Spear, Shortspear, Poleaxe, 
and Pike. 
 
Note: A Shortspear is considered a Polearm in all 
aspects. However, unlike other polearms, its user may 
choose to physically wield it in one hand while using the 
other to block and/or bash with a shield. If wielding a 
shield, the base damage for the Shortspear drops to 2. 
If the user chooses to release their shield, the 
Shortspear’s base damage immediately returns to 3. 
 
Base Damage: 3 
Length: 48” - 54” 
Individual Weapon skill costs: 
Cleric-30 / Mage-50 / Rogue-25 / Warrior-20 

3b Increase the minimum length 
of Spear to 54”.  This will ensure 
that it does not overlap with the 
Shortspear’s maximum length 
range. 

N/A N/A 

4 Change the duration of Sleep, 
Paralysis, Blindness, Mute, 
and Deafness toxins to 10 
minutes.  This will standardize 
the durations of these items with 
other similar items. 

Blindness: This toxin causes the victim’s 
optical nerves to stop functioning. This lasts 
for one hour (or until the toxin is neutralized) 
while the victim’s eyes will burn and itch. 
Often their eyes will become red, inflamed, 
and watery. See the Combat section for 
rules concerning blinded characters.  
 
Mute: This toxin causes the victim’s vocal 
cords to constrict, making speech 
impossible for one hour or until the toxin is 
neutralized. 
 
Paralysis: This toxin completely 
incapacitates the victim. They cannot move 
any muscles except those used to blink and 

Blindness: This toxin causes the victim’s optical nerves 
to stop functioning. This lasts for ten minutes (or until 
the toxin is neutralized) while the victim’s eyes will burn 
and itch. Often their eyes will become red, inflamed, and 
watery. See the Combat section for rules concerning 
blinded characters.  
 
Mute: This toxin causes the victim’s vocal cords to 
constrict, making speech impossible for ten minutes or 
until the toxin is neutralized. 
 
Paralysis: This toxin completely incapacitates the victim. 
They cannot move any muscles except those used to 
blink and breathe. The victim is aware of what is going 
on around them for they are able to see, hear and smell. 
This lasts for ten minutes or until the toxin is neutralized.  



breathe. The victim is aware of what is 
going on around them for they are able to 
see, hear and smell. This lasts for one hour 
or until the toxin is neutralized.  
 
Sleep: This toxin will lull the victim into a 
deep sleep from which he may not be 
awoken from by non- magical means. The 
victim will sleep for 1 hour or until the toxin 
is neutralized.  
 
Deafness: The victim loses all hearing for a 
period of one hour or until the toxin is 
neutralized 

 
Sleep: This toxin will lull the victim into a deep sleep 
from which they may not be awoken from by non- 
magical means. The victim will sleep for ten minutes or 
until the toxin is neutralized.  
 
Deafness: The victim loses all hearing for a period of ten 
minutes or until the toxin is neutralized 

5 Clarify the rules wording for 
Bastard Sword.  This will make it 
clear that it can be used with a 
shield, and remove confusion 
about whether it is one or 
two-handed. 

Note : A Bastard Sword has the unique 
ability of being able to be wielded with one 
or two hands, which will determine if the 
base damage is 2 or 3. However, in either 
case, it is still considered a two-handed 
weapon. 

Note: A Bastard Sword is considered a Two-Handed 
Sword in all aspects. However, unlike other two-handed 
swords, its user may choose to physically wield it in one 
hand while using the other to block and/or bash with a 
shield. If wielding a shield, the base damage for the 
Bastard Sword drops to 2. If the user chooses to release 
their shield, the sword’s base damage immediately 
returns to 3. 

6 Change the wording of War 
Casting.  This will make the effect 
of the skill more clear. 

War Casting: This skill is used in 
conjunction with one of the other tactics 
skills. It allows any spell casters in the unit 
to inflict an additional point of damage per 
spell level with damaging spells.  

War Casting: This skill only affects members of a unit 
created through the use of a War Tactics skill. You do 
not need to be the person who created the unit for this 
skill to take effect, but you do need to be a member of 
the unit. Damage caused by any spell cast by a unit 
member is increased by one per level of the spell. This 
effect ends immediately if a unit is no longer intact. 

7 Change the Shield skill 
description.  This will clarify that 
spells cannot be cast through a 
shield. 

Shields cannot be used to deliver damage 
without the Shield Bash skill. 
 
If the caster wishes to, he may deliver a 
thrown spell through any weapon that is 30” 
or shorter, as long as he is proficient in the 
weapon being used. 

Shields cannot be used to deliver damage without the 
Shield Bash skill, and spells cannot be cast through 
them. 
If the caster wishes to, they may deliver a thrown spell 
through any weapon that is 30” or shorter, as long as 
they are proficient in the weapon being used. Spells 
cannot be cast through a shield. 



8 Clarify the wording of Aid.  This 
will eliminate confusion about 
what valid targets are and how 
many bonuses a player can 
receive from the spell. 

Aid  
Description: This spell will raise the damage 
rating of the target by 1 for any single 
specified weapon. 

Aid 
Description: For the duration of this spell, the target 
character deals one additional damage with all melee 
attacks made with a weapon they are proficient in. 

9 Add guidelines regarding what 
type of armor physreps are 
acceptable for use in our 
game.  This will allow players to 
be better informed about what 
will be accepted for play. 

N/A For each type of armor, materials are listed below which 
staff have found to be acceptable for use in construction 
of these items, as well as materials which would be 
unacceptable unless individually approved by the 
Playmaster staff following a thorough testing. Approval 
of items using unacceptable materials would not be 
granted unless the item meets exceptional standards for 
both safety and appearance. Regardless of the material 
used to construct the item, all armor and weapons must 
be approved by Playmaster staff. 
 
Plate Armor 
Authentic plate armor is comprised of large and/or 
interlocking sections of metal. 
Acceptable Materials: steel, aluminum, or other metal 
Unacceptable Materials: Tinfoil, foam, plastic 
 
Chain Armor 
Authentic chain armor is comprised of small links of 
chain or metal scales. 
Acceptable Materials: Steel, aluminum, or other metal 
Unacceptable Materials: Tinfoil, foam, plastic, thin metal 
wire 
 
Composite Armor 
Authentic composite armor is comprised of an 
underlying leather layer with attached pieces of leather 
(such as scales) or metal (such as rings or plates). 
Acceptable Materials: leather, metal rings, flat metal 
studs and rivets 
Unacceptable Materials: Plastic, foam, fabric, or doeskin 
 
 



Leather Armor 
Authentic leather armor is comprised of hardened 
sections or plates of leather. 
Acceptable Materials: thick, sturdy leather 
Unacceptable Materials: Patterned fabric, pleather, 
doeskin 

10a Simplify Tanning’s wording. 
This will remove confusing and 
conflicting terms.  

The number of armor points that can be 
seized from a creature varies by size and 
creature. Only creatures with a hide rating 
can be harvested for materials and then 
only if the creature still has hide points 
remaining when it dies.  Consult a GM as to 
which creatures yield materials and what 
that yield is. The amount of time required to 
harvest materials from a creature is 15 
minutes for every 4 material points being 
harvested. The amount of time to tan the 
hides is dependent on the creature. 

The amount of materials that can be collected from a 
creature varies by size and creature. Not all creatures 
will provide material when harvested. The harvesting 
process takes 15 minutes. Once the process is 
completed, see a member of GM Staff for the results. 
Additional time may be required to cure and preserve 
the harvested material before it is stable for storage and 
use. 

10b Remove Tanning from the 
Crafting section.  This will 
prevent confusion about what 
type of skill it is. 

Tanning  
  
While not an item creation skill, it should be 
noted that the tanning skill allows the 
character to harvest materials from 
monsters to use in the crafting process 

N/A 

11 Clarify the wording of Sailing 
Lore.  This will remove confusion 
and references to non-existent 
skills. 

The knowledge gained from this skill 
enables a character to sail a ship and 
command others to perform simple tasks of 
sailing. However, the more difficult tasks 
(e.g. navigating, steering, etc.) may only be 
performed by those that possess the Sailing 
skill. This skill also gives a character 
considerable immunity to sea sickness, and 
they never fight with any penalties due to 
rough waters or other ocean movements. 
 

The knowledge from this skill enables a character to sail 
a ship and command others to perform simple tasks 
enabling the operation of a ship. This skill also confers 
considerable immunity to seasickness, and a character 
with this skill never incurs combat penalties due to 
rough waters or other ocean movements. 



12 Define Racial and Culture 
Lores better.  This will help 
eliminate confusion for both 
players and staff. 
 

Culture: A character with this skill is familiar 
with the dogmas and beliefs of a specific 
race’s society.  
 
Racial:  Racial lore may be purchased for 
each intelligent race in the realm. When 
buying this skill, the player must specify 
which race. This skill allows a character to 
have knowledge of the chosen race’s 
history and various myths that surround it.  
 This skill also gives the character a limited  
 amount of knowledge about the present 
policies and intentions of the chosen race. 

Culture: A character with this skill is familiar with a 
specific group’s current cultural structure - etiquette, 
notable figures, policies, and so on. 
 
Racial: Racial lore may be purchased for each intelligent 
race. The chosen race must be specified when 
purchasing the skill. A character with this skill is familiar 
with a race’s history, biology, origin stories, mythology, 
and so on. 

13 Remove non-skill prerequisites 
for Forgery.  Prerequisites are 
requirements that must be met in 
order to purchase a skill, 
requirements for its use in 
individual situations should only 
be listed in the skill description. In 
this case, the requirements for 
using the skill in a particular 
situation are already listed in the 
skill description, so they are both 
redundant and inaccurate. 

Forgery: With this skill, a character is able 
to make duplicates of any handwriting they 
are looking at. Forgery may only be done if 
the character has a sample of the person’s 
handwriting or documentation that they are 
forging, and only the letters present in the 
sample may be forged. The character must 
have the Read & Write skill in which the 
sample is written, and the copying must be 
done in the presence of a Marshal. This skill 
may be purchased multiple times at the 
same cost. A character may use the 
Forgery skill to detect other forgeries. To do 
this, the character compares the level of 
their Forgery skill to the levelof the forgery 
they are attempting to detect – if their skill is 
equal to or higher than the level of the 
forgery, the character has detected it as a 
forgery. If they are not, the character 
believes the forgery to be genuine. This skill 
requires 5 minutes per level to craft a 
forgery.  
Prerequisite: Read & Write of language 
being forged, and a sample of the 
handwriting or document 

Forgery: With this skill, a character is able to make 
duplicates of any handwriting they are looking at. 
Forgery may only be done if the character has a sample 
of the person’s handwriting or documentation that they 
are forging, and only the letters present in the sample 
may be forged. The character must have the Read & 
Write skill in which the sample is written, and the 
copying must be done in the presence of a Marshal. 
This skill may be purchased multiple times at the same 
cost. A character may use the Forgery skill to detect 
other forgeries. To do this, the character compares the 
level of their Forgery skill to the levelof the forgery they 
are attempting to detect – if their skill is equal to or 
higher than the level of the forgery, the character has 
detected it as a forgery. If they are not, the character 
believes the forgery to be genuine. This skill requires 5 
minutes per level to craft a forgery.  
  
Prerequisite: Read / Write (Any) 



14 Re-word Urban Lore.  This skill 
should not suggest information 
has a specific coin value, as 
information is not a tagged item. 
 

A character with this skill feels completely at 
home within the city. They know who is 
important and who to avoid in an urban 
area. Often, a character with this skill will 
have a contact into the thieves’ guild or 
another ill-reputed organization. This skill 
may be used with the Appraisal skill to more 
accurately appraise the value of 
information. 

A character with this skill feels completely at home 
within the city. They know who is important and who to 
avoid in an urban area. They can find vendors to fence 
unwanted goods, as well as other contacts of both 
innocent and illicit natures. 

15 Clarify the amount of time 
required to learn a spell from 
another caster on field.  This will 
clarify for players the amount of 
time they should spend 
role-playing a spell lesson, which 
should not take a full day to 
teach. 

If the character is learning to cast the spell 
from another caster, the spell takes one day 
to learn. This includes the time for the 
caster to explain where the energies and 
elements come from, how to focus the 
powers, etc. and the time for the character 
to assimilate this knowledge into the ability 
to cast the spell. The spell is usable on the 
next day. 

If the character is learning to cast the spell from another 
caster, the spell takes an amount of time to learn equal 
to 30 minutes per level of the spell. This includes the 
time for the teacher to explain where the energies and 
elements come from, how to focus the powers, etc. It 
will take the rest of the day for the character to 
assimilate this knowledge into the ability to cast the 
spell. The spell is usable on the next day. 

16a Add verbiage regarding 
fighting over and around walls. 
This will add to the safety of our 
game.  

See 16b See 16b 

16b Clarify that shields must be 
separately approved for 
defense and Shield Bash.  This 
will provide better flexibility for 
our Safety staff and forewarn 
players that there are two 
separate standards for this item. 
 

Safety  
There is no combat within 10 feet of a fire 
pit at Kanar, and there is also no combat 
within 5 feet of a ballista, catapult, or 
trebuchet. If a combat ensues within this 
radius, a hold must be called to move the 
fight to a safe distance. The same rules 
apply to structures that are not approved for 
safe combat.  
 
In any combat situation, there is a Four on 
One Rule. This means that no more than 
four people may attack any one person at a 
time.  

Safety  
 
Restricted Combat Areas 
There is no combat within 10 feet of a fire pit at Kanar, 
and there is also no combat within 5 feet of a ballista, 
catapult, or trebuchet. If a combat ensues within this 
radius, a hold must be called to move the fight to a safe 
distance. This also applies to any structure not 
approved for safe combat. Melee fighting over walls is 
prohibited. The only attacks which may be made over 
walls are thrown weapons, bows, crossbows, and 
ranged spells using spell packets. 
  
The Four-on-One Rule 



 
If a weapon breaks during combat, call a 
hold and remove the weapon from game 
play. That weapon is unsafe and should no 
longer be used until it is repaired.  

In any combat situation, there is a Four on One Rule. 
This means that no more than four people may attack 
any one person at a time.  
 
Weapon Safety 
All weapons must be approved by a member of 
Playmaster or Safety staff before being brought or used 
on-field. Shields must be separately approved for 
defense and for use with the Shield Bash skill. If a shield 
is not approved for Shield Bash, it cannot be used for 
that specific skill, but can still be used to defend. 
 
If a weapon breaks during combat, call a hold and 
remove the weapon from game play. That weapon is 
unsafe and should no longer be used until it is repaired. 

17 Clarify wording about holds. 
This will augment safety by 
informing players of the specific 
process. 

Occasionally, there is a reason that all 
game play must be stopped. To facilitate 
this, a “Hold” may be called. When you hear 
someone scream hold, IMMEDIATELY 
cease all action and drop to one knee. 
Unless you are asked by a marshal to 
perform some action, or asked to get a 
Marshal, you should remain on one knee 
until the hold is called off. Holds should only 
be called for safety reasons, when 
absolutely necessary for effects, or in case 
of a serious injury. Unless the person is too 
injured to do so, you should never call a 
hold for someone else. During each hold, 
players should check their weapons for 
tears or breakage. If either is noted, the 
weapon is considered broken in character 
and must be removed from combat. It is not 
to be used in combat until it is repaired.  

Occasionally, there is a reason that all game play must 
be stopped temporarily. To facilitate this, a “Hold” may 
be called by any player who sees sufficient reason to 
call one. To call a hold, the initiating player should loudly 
call out the word “hold” at a volume audible to any other 
players in the vicinity. Upon hearing a hold being called, 
players should IMMEDIATELY cease all action and drop 
to one knee (if physically possible). Unless you are 
asked by a marshal to perform some action, or are 
asked to get a marshal, you should remain in this 
position until the hold is called off. A hold should only be 
called off by the player who initiated the hold, someone 
that player has designated, or a staff member. 
 
During a hold, players should check their weapons for 
tears or breakage. If either is noted, the weapon is 
considered broken in character and must be removed 
from combat. It is not to be used in combat until it is 
repaired. 
 
 
 



18a Clarify what happens when an 
Enchantment Ceremony/Rite 
fails.  This will provide information 
for players and standardize staff 
response about what happens in 
these circumstances. 

See 18b See 18b 
 

18b Require volunteer (staff or 
NPC) time instead of a 
ceremony for Enchantment. 
This suggestion was made by the 
players of two of our current most 
powerful enchanters, one of 
whom is a former staff member, 
and one of whom is our current 
Econ 1st. It is their opinion and 
ours that the current process 
becomes boring with time. Any 
roleplay which the field would be 
deprived of due to the absence of 
the ceremonies, it gains back by 
providing our GM staff with 
additional NPCs. Meanwhile, it 
will free up a significant amount 
of staff time that would otherwise 
be spent monitoring, 
documenting, and reviewing the 
ceremonies. Players who wish to 
roleplay their first or 1000th 
Enchantment process are 
welcome (and encouraged) to, 
but this change provides a better 
process with less labor, while still 
maintaining a chance of failure. 

Ceremony 
The enchanting process is a very personal 
endeavor. As such, the creator of the item is 
solely responsible for preparing the item, 
performing the ceremony, and initially filling 
the item’s slots with whatever spells it will 
be holding. Scrolls or items may be used to 
cast the spells into the item being created, 
so long as the enchanter is the one doing 
the casting. The only thing that the 
enchanter is not responsible for is creating 
the actual item itself. The enchantment 
ceremony lasts for 30 minutes and must be 
performed on the field. In order to perform 
an Enchantment Ceremony, the player must 
first provide an outline of his/her ritual to an 
appropriate marshal for approval. Once 
approved, the ritual must be performed in 
the presence of an appropriate marshal. 

Rite 
The enchanting process is a very personal 
endeavor. As such, the creator of the item is solely 
responsible for preparing the item and performing the 
rite to fill the item’s slots with whatever spells it will be 
holding (if any). Scrolls or items may be used to cast the 
spells into the item being created, so long as the 
enchanter is the one doing the casting. The only thing 
that the enchanter is not responsible for is creating the 
actual item itself. 
 
The enchantment process takes a minimum of one 
hour, during which the character must sequester 
themselves in secrecy. At the beginning of this time, the 
player should present themselves to a member of the 
GM staff, who will assign them to appropriate NPC or 
staff duties for the duration of that period. If the player 
wishes to role-play performing the Enchantment rite 
on-field following this period, they are welcome to - 
otherwise, they are considered to have performed the 
rite in private.  
 
There is a chance that this rite will fail due to unseen 
factors or interruptions. At the end of the volunteer time 
described above, a member of GM staff will determine 
whether the rite succeeded or failed using some method 
of random chance (dice, drawing lots, or some other 
method of their choice). Each time a rite is performed, it 
has a 20% chance of failure. If the rite fails, it can be 
reattempted the next day without needing to prepare 
new materials.  
 



19 Add information about seed 
packets being used as spell 
packets.  We would like to begin 
allowing seed packets to be used 
as spell packets - they are safe 
for this use, are used by many 
other games across the country, 
and are actually more suitable for 
some uses such as bardic 
area-of-effect spells. 
 

None Spell packets: 
 
Acceptable spell packets may be soft tennis balls or 
made out of cloth and loose bird seed. If a spell packet 
is made out of bird seed, it must be larger than an eye 
socket and made out of a natural/biodegradable 
material such as cotton or linen. Any synthetic material 
is unacceptable. Tennis balls must be the same type 
used to play tennis, dog toys are not acceptable as they 
are too hard. Any spell packet may be refused for any 
reason by any staff member. 

20 Make Extinguish Flame’s Area 
of Effect “one target”.  This spot 
is currently blank. 

N/A N/A 

21 Make Sustain’s Area of Effect 
“one target”.  This spot is 
currently blank. 

N/A N/A 

22 Make Reflect Gaze’s Range 
“touch” and its Area of Effect 
“One Target”, and update the 
spell’s wording.  Both spots are 
currently blank, and it should be 
clarified that this spell can be 
used on other people than just 
the caster. 

Reflect Gaze 
Type: Protection 
Duration: Event 
Element/Energy: Air/Neutral 
Range/Area of Effect: 
Description: This spell will protect the caster 
from the next gaze attack (such as a 
vampire’s charm gaze, or a medusa’s gaze 
attack, etc), and then end. 

Reflect Gaze 
Type: Protection 
Duration: Event 
Element/Energy: Air/Neutral 
Range/Area of Effect: Touch/One Target 
Description: This spell will protect the target from the 
next gaze attack (such as a vampire’s charm gaze, or a 
medusa’s gaze attack, etc), and then end. 

23 Clarify the wording under 
Neutralizing Toxins.  The current 
verbiage is difficult to read, 
worded inaccurately, and lacks 
information about using 
Herbalism to create anti-toxins, 
which is a process already in 
use.  

Neutralizing Toxins 
If a character is exposed to a poison, an 
antidote of the same venom will neutralize 
the effects. Antidotes are created at the 
same level and through the same process 
as the toxin to which they are the antidotes. 

Neutralizing Toxins 
Each toxin has a matching anti-toxin, which will 
neutralize and end the effects of that toxin when used 
on a character. Anti-toxins are created in exactly the 
same way as the toxin they neutralize, or through the 
use of the Herbalism skill. A character with Herbalism is 
considered to have a level of Create Toxin equal to 
twice their Herbalism skill for the purposes of creating 
an anti-toxin. 



24 Add listed requirements that 
weapons must be color coded 
according to material used. 
This process was used in the 
past, and is currently used by 
some players in game, but is not 
listed in our rulebook yet. This 
information and process will allow 
players, NPCs, and staff to 
identify by sight whether an item 
constructed from the same 
physrep materials as a common 
weapon is actually constructed 
from something less common 
in-game. This information has 
been in staff possession for some 
time and is currently in use by 
some players, but has not been 
added to the Rulebook for some 
reason. There is also a 
corresponding color chart, which 
is not included in this guide due 
to technical limitations. 

N/A Weapon Material Markings 
 
All weapons (whether latex, pre-purchased, or made 
yourself) must be marked appropriately according to the 
material they are made of, based on the Weapon 
Materials Color Chart at the end of this book. Each 
weapon must be marked with a stripe no less than ¾ 
inches wide of the primary color. This stripe must go all 
the way around the weapon, so that it can be seen from 
both sides of the weapon. Handles do not need the 
colored stripe. If a secondary color is required, players 
must place a stripe no less than ¼ inch wide of the 
secondary color down the center of the primary color 
stripe. Stripes may be made out of any material: paint, 
marker, tape, fabric, etc., as long as marshals can 
clearly distinguish the color(s) of the stripe. Players may 
add any flare they wish to their weapons as long as they 
maintain a continuous stripe of required color(s) around 
the entire weapon. Alternatively, players may choose to 
make the entire weapon in the primary color, with a 
stripe of the secondary color running around the entire 
weapon. 
 

25 Remove crafting costs and 
times for Potions, Scrolls, and 
similar items.  This will allow 
Econ to place this information in 
the appropriate crafting packets, 
and make changes to costs and 
crafting times based on narrative, 
economic scarcity, and other 
factors. This information is not 
provided for other crafting 
disciplines. 
 
 
 

Multiple short sections under the following 
headings: Potions/Scrolls, Enchantment, 
Alchemies, Toxins 

None 



26 Clarify that armor enchanted 
with a Rune of Regeneration is 
not destroyed and will 
regenerate AP the next day. 
Without this clarification, this 
high-level enchantment is only 
useful until its AP is depleted 
once. 

Demi-Enchantment may be used to enchant 
armor with +1, +2, and +3 Regeneration 
Dweomers, according to the level of 
Demi-Enchantment being used. These 
Dweomers will cause a piece of armor to 
magically repair itself at the rate of 1, 2, or 3 
armor points per day, accordingly. 

Demi-Enchantment may be used to enchant armor with 
+1, +2, and +3 Regeneration Dweomers, which are 
equal to the level of Demi-Enchantment being used. 
These Dweomers will cause a piece of armor to 
magically repair itself at the rate of 1, 2, or 3 armor 
points per day, accordingly. Armor bearing one of these 
Dweomers is not destroyed if its AP is depleted; it 
regenerates the appropriate number of AP at dawn. 
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Change the effect of 
Fortification Runes to fit 
usefully within the existing 
rules system.  With the current 
wording, Lesser Fortification 
Runes are immensely more 
powerful than Greater ones - the 
only item-destroying spell above 
level 6 is Wither Armor, and the 
current wording of the Lesser 
Rune effectively protects the item 
from Grease and Heat Iron 
spells, while the Greater does 
not. 

5. With Demi-Enchantment Level 1, a caster 
may bind a Fortification Rune into an item. 
This rune will protect the item from all spells 
of 6th level or lower and from all acids. With 
Demi-Enchantment Level 2, a caster may 
bind a Greater Fortification Rune into an 
item. This rune will prevent that item from 
being destroyed by all normal means, 
including, but not limited to all spells up to 
9th level and all acids. 
 

5. With Demi-Enchantment 1, a caster may bind a 
Lesser Fortification Rune into an item. This rune will 
protect the item from being destroyed by all mundane 
and magical means. With Demi-Enchantment 2, a 
caster may bind a Greater Fortification Rune into an 
item. This rune will provide all of the benefits of a Lesser 
Fortification Rune, plus the item will not be affected by 
the spells Grease or Heat Iron, nor can it be destroyed 
by any alchemical acids. 

 
 


