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Paladin
~Level/

AP 

Cost~

0

You can wield a Two-handed weapon. A weapon 

that is 41-50” in overall length is categorized as a 

Two-handed weapon. You cannot attack with a two-

handed weapon with only one hand on it unless 

you have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Two-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can defend with a shield. You cannot wield a 

shield as a weapon and you cannot contact 

anyone's body with it.  Your shield cannot be 

larger than 12.5’ around its edge and you must be 

able to carry your shield by yourself with one 

hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Shield Training

Effect~ Training

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can transfer an item into your undamaged arm 

as you receive damage to your other arm without 

having to drop the item first if you shout the 

verbal as you receive the damage. You may 

continue to move as you do this but if you defend 

yourself from an attack with a weapon or shield 

that is in your damaged arm then you receive fatal 

damage.

Uses~ ∞

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Honor Switch!"

~Mechanics~

Honor Switch

Effect~ Physical

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can cause an undead to be under your control 

until either one of you receives a fatal strike if 

you shout the verbal as you throw and strike him, 

his weapon, or his shield with a pink packet. If this 

packets strikes a Vampire, his weapon, or his 

shield he becomes disarmed.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Undead

Range~ Thrown

Component~ Pink Packet

Inferred Prerequisite~
Arm

~Verbal~

"Rip!"

~Mechanics~

R.I.P.

Effect~ Charming

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can cause a limbless enemy to become immune 

to normal damage, unable to be healed, unable to 

benefit from any positive effects, and unable to 

perform abilities up to your maximum bleed out 

time, if you shout the verbal as you strike his 

shoulder with your melee weapon.

Uses~ ∞

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"I dub thee the Black Knight!"

~Mechanics~

The Black Knight

Effect~ Ailment

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can transform an enemy into an undead 

skeleton for up to your maximum bleed out time if 

you shout the verbal as you deliver a fatal strike 

to him with a melee weapon. Your skeleton can 

wield the same weapons as he did in life, he has 

only 1 HP, he cannot be healed, he must obey you, 

and if he receives fatal damage again or his 

duration expires he becomes mutilated.

Uses~ ∞

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Blood Pact [Your Maximum Bleed Out 

Time]!"

~Mechanics~

Blood Pact

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can reveal hidden enemies that are within 15’ 

of you if you shout the verbal as you throw and 

strike the ground with a purple packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ All Hidden Enemies Within 

Range

Range~ 15'

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Detect Hidden!"

~Mechanics~

Detect Hidden

Effect~ Revealing

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can ignore an ailment if you begin shouting the 

verbal as you tie a white band on to your head and 

if you then continue to shout the remaining verbal 

while you are Slowed. If you receive damage or an 

ailment before you complete shouting the verbal, 

Inoculate is spent and negated.

Uses~ 1

Casting Time~ 30 Seconds

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ White Band

Inferred Prerequisite~
N/A

~Verbal~

"Inoculating 1, Inoculating 2,… 

Inoculating 30, Success!"

~Mechanics~

Inoculate

Effect~ Anti-Ailment

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can heal one of your limbs if you first shout 

the verbal as you deliver a fatal strike to an 

enemy with a melee weapon and while your runic 

symbol is your other hand, and if you then shout 

the verbal as you extend your runic symbol 

skyward.

Uses~ 1

Casting Time~ Special

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ Special

Inferred Prerequisite~
Special

~Verbal~

"Soul Shard!"

~Mechanics~

Soul Shard

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can transform an enemy into an undead 

Skeletal Soldier for up to your maximum bleed out 

time if you shout the verbal as you deliver a fatal 

strike to him with a melee weapon. Your Skeletal 

Soldier can wield the same weapons as a squire, he 

must obey you, he has 1 HP, and if he is destroyed 

or his duration expires he becomes a mutilated 

corpse.

Uses~ 1

Casting Time~ Instant

Duration~ Your Maximum Bleed Out

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Skeletal Soldier [Duration]!"

~Mechanics~

Skeletal Soldier

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can transform an enemy into an undead Meat 

Puppet for up to your maximum bleed out time if you 

shout the verbal as you deliver a fatal strike to 

him with a melee weapon. Your Meat Puppet can 

wield the same weapons as in life, he must obey 

you, he begins fully healed, he can be healed, and 

if he is destroyed or his duration expires he 

becomes a mutilated corpse.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Meat Puppet [Duration]!"

~Mechanics~

Meat Puppet

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can release a shackled player if you shout 

the verbal as you grab the shackle component 

with both hands. You can also release yourself if 

you shout the verbal while an enemy is not holding 

the shackle. If you have a damaged arm you cannot 

perform Shatter Chains on yourself.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Ally or Self

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Shatter Chains!"

~Mechanics~

Shatter Chains

Effect~ Anti-Shackling

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can slow any player that delivers a normal 

melee strike to you for 10 seconds if you shout the 

verbal as you are receiving it.

Uses~ ∞

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ Special

Range~ Melee

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

"Cold Blooded, 10!"

~Mechanics~

Cold Blooded

Effect~ Slowing

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

	You can lock an enemy into a 1-on-1 combat with 

you for up to 300 seconds by issuing a verbal 

challenge to him. He does not have to accept your 

challenge but if he denies it, it is not spent. If he 

accepts, neither of you can move more than 15' 

away from each other and you must both attempt 

to stay within 30' of where the initial Challenge 

was issued.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

“I Challenge [Target]!”

~Mechanics~

Challenge

Effect~ Unique

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can transform an enemy into an undead Leper 

for up to your maximum bleed out time if you shout 

the verbal as you deliver a fatal strike to him with 

a melee weapon. Your leper can wield the same 

weapons as he did in life, he receives damage 

normally, he must obey you, he becomes fully 

healed upon transforming but he cannot be 

healed afterward, any damage that he delivers 

also delivers Leprosy, and if he receives fatal 

damage again or his duration expires he becomes 

mutilated. Leprosy causes an enemy to receive 

damage on one of his limbs every 10 seconds until 

he has only one limb remaining.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Leper!"

~Mechanics~

Leper

Effect~ Ailment

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can bring yourself back to life with full 

health if you first shout the verbal as you deliver 

a fatal strike to an enemy with a melee weapon 

and while your runic symbol is in your other hand, 

and if you then shout the verbal as you extend 

your runic symbol skyward after you have 

reached your minimum bleed out time as a corpse.

Uses~ 1

Casting Time~ Special

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ Skull

Inferred Prerequisite~
Arm

~Verbal~

"Soul Stone"

~Mechanics~

Soul Stone

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can transform an enemy into an undead 

Pestilent Corpse for up to your maximum bleed out 

time if you shout the verbal as you deliver a fatal 

strike to him with a melee weapon. Your Pestilent 

Corpse can wield the same weapons as in life, he 

must obey you, he begins fully healed, he cannot 

be healed, any damage he delivers also delivers 

Creeping Death and if he is destroyed or his 

duration expires he becomes a mutilated corpse. 

Creeping death causes an enemy to be slowed for 

30 seconds and then to become a corpse.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Pestilent Corpse [Duration]!"

~Mechanics~

Pestilent Corpse

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

	You can ignore movement impairing effects for 3 

immediate steps if you shout the verbal.

Uses~ 1

Casting Time~ Instant

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 3 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Charge!"

~Mechanics~

Free Action

Effect~ Anti-Movement Impairing

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can reciprocate a normal limb strike if you 

shout the verbal as you receive it.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

“Instant Karma!”

~Mechanics~

Instant Karma

Effect~ Magical

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can ignore normal strikes delivered to your 

leg armor if you wear a physical representation 

of armor over each of your legs from your knees 

down and if you then shout the verbal as you 

receive normal strikes on your leg armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Leg Armor!"

~Mechanics~

Leg Armor

Effect~ Armor

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can heal one of your limbs for every one of 

your active minions if you shout the verbal as you 

extend your runic symbol skyward. After you 

perform Ultimatum, or if you are interrupted 

while performing it, all of your minions are 

destroyed.

Uses~ 1

Casting Time~ 3 Seconds

Duration~ Instant

Target(s)~ All Minions

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Ultimatum 1, Ultimatum 2, 

Ultimatum 3, Success!"

~Mechanics~

Ultimatum

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can bring yourself back to life with full 

health if you kneel after you receive a fatal 

strike and then if you shout the verbal as you 

deliver a fatal strike to an ally before you have 

reached your minimum bleed out time or you 

receive an additional fatal strike. Your limbs are 

immune to damage from allies while you are 

attempting to perform Sacrificial Rite.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Ally & Self

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Sacrificial Rite!"

~Mechanics~

Sacrificial Rite

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can transform an enemy into an undead 

Creeper for up to your maximum bleed out time or 

until he delivers or receives a melee strike if you 

shout the verbal as you deliver a fatal strike to 

him with a melee weapon. Your Creeper can wield 

the same melee weapons as in life, he must obey 

you, he begins fully healed, he cannot be healed, 

any melee damage he delivers or receives destroys 

him and delivers explosive damage to the enemy 

that delivered or received the damage, and if he is 

destroyed or his duration expires he becomes a 

mutilated corpse.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Creeper [Duration]!"

~Mechanics~

Creeper

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can stun the nearest enemy to you for 3 

seconds, cause all other enemies that are within 

15' of you to kneel for 3 seconds and fully heal 

all Undead that are within 15' of you if you shout 

the verbal as you strike the ground with a one-

handed or longer melee weapon. If you are a 

Death Knight, Desecrating also causes all of your 

minions within 30' of you to begin counting up from 

1 again.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ All Enemies Within Range

Range~ 15'

Component~ Weapon

Inferred Prerequisite~
Arm

~Verbal~

"Desecrate, 3!"

~Mechanics~

Desecrate

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can transform an enemy into a Condemned 

undead creature until one of you receives a fatal 

strike if you shout the verbal while delivering a 

fatal strike to him with a melee weapon. Your 

Condemned has the same weapons training as in 

life, he must obey you, and he  ignores all normal 

limb damage.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Condemn!"

~Mechanics~

Condemn

Effect~ Minion

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

Your Minions that deliver Ailments to enemies by 

delivering melee damage, gain the additional 

effect of also delivering that ailment to any 

Player that delivers a melee strike to a minion of 

that type.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
A Minion that 

delivers Ailments to 

enemies by delivering 

melee damage

~Verbal~

N/A

~Mechanics~

Necromantic Mastery

Effect~ Shadow

Paladin

Variation~ Death Knight

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can defend with a shield. You cannot wield a 

shield as a weapon and you cannot contact 

anyone's body with it.  Your shield cannot be 

larger than 12.5’ around its edge and you must be 

able to carry your shield by yourself with one 

hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Shield Training

Effect~ Training

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a Two-handed weapon. A weapon 

that is 41-50” in overall length is categorized as a 

Two-handed weapon. You cannot attack with a two-

handed weapon with only one hand on it unless 

you have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Two-Handed Weapon 

Training

Effect~ Training

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can cause an undead that is within 15’ of you 

to immediately move directly away from you for 10 

seconds if you shout the verbal as you extend your 

religious symbol out towards them.

Uses~ 2

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Undead

Range~ 15'

Component~ Religious Symbol

Inferred Prerequisite~
Arm

~Verbal~

"Turn Undead [Target]10!"

~Mechanics~

Turn Undead

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can transfer an item into your undamaged arm 

as you receive damage to your other arm without 

having to drop the item first if you shout the 

verbal as you receive the damage. You may 

continue to move as you do this but if you defend 

yourself from an attack with a weapon or shield 

that is in your damaged arm then you receive fatal 

damage.

Uses~ ∞

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Honor Switch!"

~Mechanics~

Honor Switch

Effect~ Physical

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can intercept a non-fatal negative effect or 

strike that an ally receives if he is within 15' of 

you and if you shout the verbal as he receives it.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Ally

Range~ 15'

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

"Intercept!"

~Mechanics~

Intercept

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can heal an ally's limb if you shout the verbal 

as you tie a white band on to it.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ An Ally

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Arm

~Verbal~

"Casting Divine Light!"

~Mechanics~

Divine Light

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can reveal hidden enemies that are within 15’ 

of you if you shout the verbal as you throw and 

strike the ground with a purple packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ All Hidden Enemies Within 

Range

Range~ 15'

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Detect Hidden!"

~Mechanics~

Detect Hidden

Effect~ Revealing

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can grant an ally the ability to ignore a 

normal limb damaging strike that he receives if 

you shout the verbal as you tie a white band on to 

his head and if he then shouts, “Divine Shield!” as 

he receives a normal limb damaging strike.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ An Ally

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Divine Shield!"

~Mechanics~

Divine Shield

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can ignore an ailment if you begin shouting the 

verbal as you tie a white band on to your head and 

if you then continue to shout the remaining verbal 

while you are Slowed. If you receive damage or an 

ailment before you complete shouting the verbal, 

Inoculate is spent and negated.

Uses~ 1

Casting Time~ 30 Seconds

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ White Band

Inferred Prerequisite~
N/A

~Verbal~

"Inoculating 1, Inoculating 2,… 

Inoculating 30, Success!"

~Mechanics~

Inoculate

Effect~ Anti-Ailment

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can release a shackled player if you shout 

the verbal as you grab the shackle component 

with both hands. You can also release yourself if 

you shout the verbal while an enemy is not holding 

the shackle. If you have a damaged arm you cannot 

perform Shatter Chains on yourself.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Ally or Self

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Shatter Chains!"

~Mechanics~

Shatter Chains

Effect~ Anti-Shackling

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can ignore a shadow effect if you shout the 

verbal as you receive it.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

“Parry of Faith!”

~Mechanics~

Parry of Faith

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can remove ailments from an ally if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a white packet. If you 

strike a Vampire they become stunned for 10 

seconds.

Uses~ 2

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Ally, Weapon or Shield, 

or Self

Range~ Thrown

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

"Cure Ailment!"

~Mechanics~

Cure Ailment

Effect~ Anti-Ailment

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can break an enemy's weapon or shield or 

deliver ranged damage to him if you shout the 

verbal as you throw and strike him, his weapon, or 

his shield with a white packet. If Smite strikes an 

Undead being then he becomes a mutilated corpse 

IF it strikes an undead beings weapon or his shield 

then he becomes disarmed and his arm holding it 

recieves damage in additon to his weapon or shield 

becoming broken.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

“Smite!”

~Mechanics~

Smite

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

	You can lock an enemy into a 1-on-1 combat with 

you for up to 300 seconds by issuing a verbal 

challenge to him. He does not have to accept your 

challenge but if he denies it, it is not spent. If he 

accepts, neither of you can move more than 15' 

away from each other and you must both attempt 

to stay within 30' of where the initial Challenge 

was issued.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

“I Challenge [Target]!”

~Mechanics~

Challenge

Effect~ Unique

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can grant an ally the ability to prevent all 

enemies except one from moving towards him until 

he receives damage, although all of your allies 

except you must immediately move and continue to 

stay at least 15’ away from him, if you shout the 

verbal as you tie a band on to his head and if he 

then shouts “Divine Favor!” as more than one 

enemy or any ally except you is within 15’ of him.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ An Ally

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Divine Favor!"

~Mechanics~

Divine Favor

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can heal one of your limbs if you sit down, 

close your eyes, and then shout the verbal.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Casting Holy Prayer 1, 2, 3, 4, 5, 

Success!"

~Mechanics~

Holy Prayer

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

	You can ignore movement impairing effects for 3 

immediate steps if you shout the verbal.

Uses~ 1

Casting Time~ Instant

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 3 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Charge!"

~Mechanics~

Free Action

Effect~ Anti-Movement Impairing

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can reciprocate a normal limb strike if you 

shout the verbal as you receive it.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

“Instant Karma!”

~Mechanics~

Instant Karma

Effect~ Magical

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can prevent an enemy that is within 5’ of you 

from delivering damage to you until you deliver 

damage to him or he is forced to defend himself 

from receiving damage from you if you shout the 

verbal as you extend your open hand out toward 

him. This effect persists through death and until 

the end of battle.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ 5'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Befriend!"

~Mechanics~

Befriend

Effect~ Ailment

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can cause your shield to become able to 

ignore an effect that strikes it if you first shout 

the verbal as you tie a purple band on to your 

shield and if you then shout “Spell Breaker!” as 

the effect strikes your shield.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Shield

Range~ Melee

Component~ Shield & Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Spell Breaker!"

~Mechanics~

Spell Breaker

Effect~ Magical

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can ignore normal strikes delivered to your 

leg armor if you wear a physical representation 

of armor over each of your legs from your knees 

down and if you then shout the verbal as you 

receive normal strikes on your leg armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Leg Armor!"

~Mechanics~

Leg Armor

Effect~ Armor

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can bring a bleeding out ally back to life with 

two healed limbs if you shout the verbal as you 

extend your open hands out over him and then self-

impose damage on to two of your limbs. The two 

limbs you self-impose damage to corresponds with 

the two limbs that are healed.

Uses~ 1

Casting Time~ 10 Seconds

Duration~ Instant

Target(s)~ A Bleeding Out Ally

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Lay on Hands 1, Lay on Hands 2,… Lay 

on Hands 10, Success!"

~Mechanics~

Lay on Hands

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can bring a bleeding out ally back to life with 

full health if you shout the verbal as you extend 

your open hands out over him and then self-impose 

damage on to one of your limbs which persists 

through your death and until the end of battle. 

Your sacrificed limb is considered an ailment.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Bleeding Out Ally

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Any Limb

~Verbal~

"Casting Sacrifice 1, Sacrifice 2,… 

Sacrifice 3, Success!"

~Mechanics~

Sacrifice

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can deliver explosive damage to an enemy and 

mutilate or destroy any undead within 15' of 

where the grenade strikes if you shout the verbal 

as you throw and strike him, his weapon, or his 

shield with a white packet. If you strike his weapon 

or shield then it becomes broken and his arm 

receives damage. If you strike his limb then both of 

his limbs of that type receive damage. If you strike 

his limb and his other limb of that type is already 

damaged then he becomes a mutilated corpse. If 

you strike his torso then he becomes mutilated.

Uses~ 1

Casting Time~ 4 Seconds

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Orange Packet

Inferred Prerequisite~
Arm

~Verbal~

"Holy Hand Grenade 1, 2, 5, 3!"

~Mechanics~

Holy Hand Grenade

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can stun the nearest enemy to you that is 

within 15' of you for 3 seconds, cause all other 

enemies that are within 15' of you to kneel for 3 

seconds, and cause all Undead that are within 15' 

of you to become mutilated or destroyed if you 

shout the verbal as you strike the ground with a 

one-handed or longer melee weapon.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant/ 3 Seconds

Target(s)~ All Enemies Within Range

Range~ 15'

Component~ Weapon

Inferred Prerequisite~
Arm

~Verbal~

"Consecrate, 3!"

~Mechanics~

Consecrate

Effect~ Kneeling

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can bring yourself back to life with full 

health by receiving a fatal strike and then if you 

shout the verbal once you have reached your 

minimum bleed out time. In order to use Rebirth you 

cannot Bleed Out beyond your maximum Bleed Out 

time.

Uses~ 1

Casting Time~ Special

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Unmutilated

~Verbal~

"Rebirth!"

~Mechanics~

Rebirth

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can heal an ally's limb if you shout the verbal 

while tying a white band on to it. As long as you 

have not taken damage or moved your feet then 

you can tie up to an infinite number of additional 

white bands in the same manner with the same 

effects.

Uses~ 1

Casting Time~ 3+ Seconds

Duration~ Special

Target(s)~ Up to All Allies

Range~ Touch

Component~ White Band(s)

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Mass Divine Light!”

~Mechanics~

Divine Light, Mass

Effect~ Holy

Paladin

Variation~ Divine

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Priest
~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can defend with a shield. You cannot wield a 

shield as a weapon and you cannot contact 

anyone's body with it.  Your shield cannot be 

larger than 12.5’ around its edge and you must be 

able to carry your shield by yourself with one 

hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Shield Training

Effect~ Training

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can transfer an item into your undamaged arm 

as you receive damage to your other arm without 

having to drop the item first if you shout the 

verbal as you receive the damage. You may 

continue to move as you do this but if you defend 

yourself from an attack with a weapon or shield 

that is in your damaged arm then you receive fatal 

damage.

Uses~ ∞

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Honor Switch!"

~Mechanics~

Honor Switch

Effect~ Physical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can communicate with ghosts and bleeding out 

players within 50' of you while you are alive.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ All Bleeding Out Players 

and Ghosts

Range~ 50'

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Speak to the Dead

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can heal an ally’s limb if you shout the verbal 

as you tie a white band on to it.

Uses~ 1

Casting Time~ 3 Seconds

Duration~ Instant

Target(s)~ An Ally or Self

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Arm

~Verbal~

"Casting Restore Limb, Success!"

~Mechanics~

Restore Limb

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can repair a broken item if you tie a white band 

on to the item as you shout the verbal. If you are 

attempting to repair a magical item your casting 

time is multiplied by 10.

Uses~ 2

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Broken Object

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Arm

~Verbal~

"Mending Item 1, Mending 2,…Mending 

5, Success!"

~Mechanics~

Mend Item

Effect~ Repairing

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can remove ailments from an ally if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a white packet. If you 

strike a Vampire they become stunned for 10 

seconds.

Uses~ 2

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Ally, Weapon or Shield, 

or Self

Range~ Thrown

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

"Cure Ailment!"

~Mechanics~

Cure Ailment

Effect~ Anti-Ailment

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can cause all enemies that are within 15’ of 

you to immediately move 15' away from you if you 

shout the verbal as you throw and strike the 

ground with a white packet. If any Undead are 

within 15’ of you when you perform Holy Burst 

then they must immediately move away from you 

for 10 seconds.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ All Enemies Within Range

Range~ 15'

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

"Holy Burst!"

~Mechanics~

Holy Burst

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can remove magical effects from a player if 

you shout the verbal as you throw and strike him, 

his weapon, or his shield with a purple packet.

Uses~ 2

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ A Enemy, Weapon or Shield

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Dispel Magic!"

~Mechanics~

Dispel Magic

Effect~ Anti-Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can create a circle of protection on the 

battlefield that will grant any player that 

stands within it the ability to ignore normal melee 

strikes if you shout the verbal as you place a red 

rope on to the ground into the shape of a circle 

and if a player then yells "Immune!" as he receives 

normal melee strikes from within it.

Uses~ 1

Casting Time~ (Roughly) 5 Seconds

Duration~ ∞

Target(s)~ All Players Within the 

Circle

Range~ 2' Radius

Component~ 12.5' of Red Rope

Inferred Prerequisite~
Arm

~Verbal~

"Casting Circle of Melee Protection, 

Success!"

~Mechanics~

Circle of Protection: 

Melee

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can fully heal an ally if you do not move your 

feet as you first shout the verbal and if you then 

throw and strike him, his weapon, or his shield 

with a white packet.

Uses~ 1

Casting Time~ 3 Seconds

Duration~ Instant

Target(s)~ An Ally, Weapon or Shield, 

or Self

Range~ Thrown

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

“Casting Full Heal 1, Full Heal 2, 

Full Heal 3, Success!”

~Mechanics~

Full Heal

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can create a circle of protection on the 

battlefield that will grant any player that 

stands within it the ability to ignore normal 

ranged strikes if you shout the verbal as you 

place a green rope on to the ground into the 

shape of a circle and if a player then yells 

"Immune!" as he receives normal ranged strikes 

from within it.

Uses~ 1

Casting Time~ (Roughly) 5 Seconds

Duration~ ∞

Target(s)~ All Players Within the 

Circle

Range~ 2' Radius

Component~ 12.5' of Green Rope

Inferred Prerequisite~
Arm

~Verbal~

"Casting Circle of Ranged 

Protection, Success!"

~Mechanics~

Circle of Protection: 

Ranged

Effect~ Elevating

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can bring a bleeding out Player back to life 

with two undamaged limbs if you shout the verbal 

as you extend your open hands out over him.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Bleeding Out Player

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Restoration 1, Restoration 

2,…Restoration 5, Success!"

~Mechanics~

Restoration

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You receive 2 additional uses of Restore Limb for 

each Restore Limb that you learn.

Uses~ 1

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Pocket Healer

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can create a circle of protection on the 

battlefield that will grant any player that 

stands within it the ability to ignore magical 

effects strikes if you shout the verbal as you 

place a yellow rope on to the ground into the 

shape of a circle and if a player then yells 

"Immune!" as he receives magical effects from 

within it.

Uses~ 1

Casting Time~ (Roughly) 5 Seconds

Duration~ ∞

Target(s)~ All Players Within the 

Circle

Range~ 2' Radius

Component~ 12.5' of Yellow Rope

Inferred Prerequisite~
Arm

~Verbal~

"Casting Circle of Magical 

Protection, Success!"

~Mechanics~

Circle of Protection: 

Magical

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can heal an ally’s limb every 5 seconds that 

he does not receive damage and that he stays 

within 50’ of you for up to 100 seconds or until 

one of you receives a fatal strike if you shout the 

verbal as you tie a white band on to his head.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ 30 Seconds

Target(s)~ An Ally

Range~ 15'

Component~ White Band

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Regenerate 1, Regenerate 

2,… Regenerate 100, Success!”

~Mechanics~

Regenerate

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can grant an ally the ability to break an 

enemy's weapon or shield, or deliver melee damage 

to an enemy if you shout the verbal as you tie a 

white band on to his weapon and if he then shouts 

“Annihilate!” as he strikes an enemy, an enemy's 

weapon, or an enemy's shield with it.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Special

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Imbuing Weapon!"

~Mechanics~

Imbue Weapon

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can heal your limbs if you shout the verbal as 

you sit down with your eyes closed.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Daily Prayer 1, Prayer 2,… Prayer 5, 

Success!"

~Mechanics~

Daily Prayer

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can bring a bleeding out ally back to life with 

full health if you shout the verbal as you extend 

your open hands out over him.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Bleeding Out Ally

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Resurrection on [Target], 1, 

Resurrection 2,.. Resurrection 5, 

Success!”

~Mechanics~

Resurrection

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can fully heal an ally if you shout the verbal 

as you throw and strike him, his weapon, or his 

shield with a white packet. If you do strike an 

enemy, his weapon, or his shield, and you have not 

received damage or moved your feet then you can 

throw up to 5 additional white packets in the same 

manner with the same effects.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Up to 6 Allies, Weapons or 

Shields

Range~ Thrown

Component~ 6 White Packets

Inferred Prerequisite~
Arm

~Verbal~

"Casting Chain Heal 1, Chain Heal 2,… 

Chain Heal 6!"

~Mechanics~

Chain Heal

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can remove ailments from yourself and allies 

that are within 15' of you if you shout the verbal 

as you throw and strike the ground with a white 

packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ All Allies Within Range

Range~ 15'

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

"Purge!"

~Mechanics~

Purge

Effect~ Anti-Ailment

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can bring a bleeding out ally that is within 50' 

of you back to life with full health if you shout 

the verbal while you are a ghost. You must remain 

a ghost until he receives a fatal strike.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ A Bleeding Out Ally

Range~ 50'

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

"Reincarnating [Target]!”

~Mechanics~

Reincarnate

Effect~ Holy

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can cause a shield to be able to ignore an 

effect that strikes it by  shouting the verbal while 

tying a purple band on to it and then by the shield 

bearer shouting "Spell Breaker!" as it is being 

struck with the effect.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Special

Range~ Touch

Component~ Shield & Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Imbuing Shield!"

~Mechanics~

Imbue Shield

Effect~ Magical

Priest

Variation~ Holy

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can defend with a shield. You cannot wield a 

shield as a weapon and you cannot contact 

anyone's body with it.  Your shield cannot be 

larger than 12.5’ around its edge and you must be 

able to carry your shield by yourself with one 

hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Shield Training

Effect~ Training

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:40 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

1

You can transfer an item into your undamaged arm 

as you receive damage to your other arm without 

having to drop the item first if you shout the 

verbal as you receive the damage. You may 

continue to move as you do this but if you defend 

yourself from an attack with a weapon or shield 

that is in your damaged arm then you receive fatal 

damage.

Uses~ ∞

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Honor Switch!"

~Mechanics~

Honor Switch

Effect~ Physical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can continue to communicate with players 

that are within 50' of you while you are bleeding 

out or while you are a ghost.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ All Players

Range~ 50'

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Whisper of Death

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can communicate with ghosts and bleeding out 

players within 50' of you while you are alive.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ All Bleeding Out Players 

and Ghosts

Range~ 50'

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Speak to the Dead

Effect~ Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can repair a broken item if you tie a white band 

on to the item as you shout the verbal. If you are 

attempting to repair a magical item your casting 

time is multiplied by 10.

Uses~ 2

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Broken Object

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Mending Item 1, Mending 2,…Mending 

5, Success!"

~Mechanics~

Mend Item

Effect~ Repairing

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can weaken an enemy so that any damage he 

receives within the next 10 seconds becomes fatal 

damage if you shout the verbal as you throw and 

strike him, his weapon, or his shield with a black 

packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Brittle Bones 10!"

~Mechanics~

Brittle Bones

Effect~ Ailment

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can heal one of your limbs if you sit down, 

close your eyes, and then shout the verbal.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Unholy Prayer 1, Prayer 2,…Prayer 

5, Success!"

~Mechanics~

Unholy Prayer

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can remove magical effects from a player if 

you shout the verbal as you throw and strike him, 

his weapon, or his shield with a purple packet.

Uses~ 2

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ A Enemy, Weapon or Shield

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Dispel Magic!"

~Mechanics~

Dispel Magic

Effect~ Anti-Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can deliver ranged damage to an enemy and 

heal yourself equal to the damage that you 

deliver if you shout the verbal as you throw and 

strike him with a black packet. If you deliver fatal 

damage then you receive a full heal and if you 

deliver limb damage then you receive a heal to one 

of your limbs.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Drain Life!"

~Mechanics~

Drain Life

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can create a circle of power on the 

battlefield that will grant any player that 

stands within it the ability to heal himself equal 

to the damage that he delivers if you shout the 

verbal as you place a black rope on to the ground 

in the shape of a circle and if a player then yells 

"Drain Life" as he delivers damage from within it. 

If he delivers fatal damage from within the circle, 

then he receives a full heal and if he delivers limb 

damage from within the circle then he receives a 

healed limb.

Uses~ 1

Casting Time~ (Roughly) 5 Seconds

Duration~ ∞

Target(s)~ All Players Within the 

Circle

Range~ 2' Radius

Component~ 12.5' of Black Rope

Inferred Prerequisite~
Arm

~Verbal~

"Casting Circle of Power, Life 

Draining, Success!"

~Mechanics~

Circle of Power: Life 

Draining

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can ignore damage and effects as you 

immediately move to your frisbee if you first set 

your frisbee on to the battlefield and if you then 

throw and strike the ground with a purple packet 

after you shout the complete verbal.

Uses~ 1

Casting Time~ 3 Seconds

Duration~ Special

Target(s)~ Self

Range~ 50'

Component~ Special

Inferred Prerequisite~
Arm

~Verbal~

"Recall 1, Recall 2, Recall 3, 

Success!"

~Mechanics~

Stone of Recall

Effect~ Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can create a circle of power on the 

battlefield that will grant any player that 

stands within it a cleave effect to any of the 

ranged damage that they deliver if you shout the 

verbal as you place a green rope on to the ground 

in the shape of a circle and if he then stands 

within it.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ Light Sources

Range~ 30'

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Darkness 10!"

~Mechanics~

Circle of Power: 

Ranged

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can weaken an enemy so that any damage he 

receives becomes Cleave damage if you shout the 

verbal as you throw and strike him, his weapon, or 

his shield with a black packet. This effect persists 

through his death and until the end of battle.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Curse!"

~Mechanics~

Curse

Effect~ Ailment

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can create a circle of power on the 

battlefield that will grant any player that 

stands within it a doubling of the range of his 

abilities if you shout the verbal as you place a 

purple rope on to the ground in the shape of a 

circle and if he then stands within it.

Uses~ 1

Casting Time~ (Roughly) 5 Seconds

Duration~ ∞

Target(s)~ All Players Within the 

Circle

Range~ 2' Radius

Component~ 12.5' of Purple Rope

Inferred Prerequisite~
Arm

~Verbal~

"Casting Circle of Power Amplify 

Magic, Success!"

~Mechanics~

Circle of Power: 

Amplify Magic

Effect~ Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can cause the ghost of a player to be unable 

to move more than 15' away from you, or to 

resurrect, until you receive or deliver fatal 

damage if you shout the verbal as you deliver a 

fatal strike to him with your melee weapon while 

you are holding your religious symbol in your 

hand. You can communicate with each other while 

he is Trapped.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Trap Soul"

~Mechanics~

Trap Soul

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can grant an ally the ability to break an 

enemy's weapon or shield, or deliver melee damage 

to an enemy if you shout the verbal as you tie a 

white band on to his weapon and if he then shouts 

“Annihilate!” as he strikes an enemy, an enemy's 

weapon, or an enemy's shield with it.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Special

Range~ Touch

Component~ White Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Imbuing Weapon!"

~Mechanics~

Imbue Weapon

Effect~ Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can heal your limbs if you sit down, close your 

eyes, and then shout the verbal.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Daily Prayer 1, Prayer 2,… Prayer 5, 

Success!"

~Mechanics~

Daily Prayer

Effect~ Holy

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can transform a bleeding out player into an 

undead zombie until he is destroyed again if you 

shout the verbal as you extend both of your hands 

out over him. He can wield the same weapons as in 

life, he must obey you, he begins with two damaged 

limbs, and he cannot be healed. If he is destroyed 

or his duration expires he becomes a mutilated 

corpse.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Special

Target(s)~ A Bleeding Out Player

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Reanimate Corpse 1, 

Reanimate 2,… Reanimate 5 Success!"

~Mechanics~

Reanimate Corpse

Effect~ Shadow

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can remove ailments from yourself and allies 

that are within 15' of you if you shout the verbal 

as you throw and strike the ground with a white 

packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ All Allies Within Range

Range~ 15'

Component~ White Packet

Inferred Prerequisite~
Arm

~Verbal~

"Purge!"

~Mechanics~

Purge

Effect~ Anti-Ailment

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can cause an enemy to receive limb damage 

every 10 seconds until he has only one limb 

remaining if you shout the verbal as you throw 

and strike him, his weapon, or his shield with a 

black packet. He chooses which limb recieves 

damage.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Leprosy, 10!"

~Mechanics~
Effect~ Ailment

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can cause a shield to be able to ignore an 

effect that strikes it by  shouting the verbal while 

tying a purple band on to it and then by the shield 

bearer shouting "Spell Breaker!" as it is being 

struck with the effect.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Special

Range~ Touch

Component~ Shield & Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Imbuing Shield!"

~Mechanics~

Imbue Shield

Effect~ Magical

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can slow an enemy and for 30 seconds and 

then cause him to receive fatal damage if you 

shout the verbal as you throw and strike him, his 

weapon, or his shield with a black packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 30 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Creeping Death, 30!"

~Mechanics~

Creeping Death

Effect~ Ailment

Priest

Variation~ Shadow

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Ranger
~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can shoot a bow. You cannot defend with a 

bow that is not safely covered in foam. Your bow 

can be any factory-made bow that has a draw of up 

to 30 lbs. You can create an effective inexpensive 

bow if you run a 10.5’ piece of paracord through a 

5' length of 3/4" electrical conduit and then tie 

the cord back to itself in a large loop. Bows must 

be fired within the bounds of reason based upon 

the proximity of your target (DO NOT OVERDRAW!) 

You cannot carry more than one weapon, shield, 

arrow, or item per undamaged hand. You cannot 

carry around arrows, although you can toss them 

with a free hand. If you are allowed a bow you 

must have a quiver to hold multiple arrows and if 

you have an arrow notched you must put it in your 

quiver to pick another arrow up off of the ground.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Bow Training

Effect~ Training

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can simultaneously wield two Off-handed 

weapons, or an Off-handed weapon and a One-

handed weapon. A weapon that is 10-30" in overall 

length is categorized as an Off-handed weapon 

and a weapon that is 31-40" in overall length is 

categorized as a One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Ambidextrous

Effect~ Training

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can ignore melee strikes if you shout the 

verbal as you tie a green band on to your head and 

place your foot against a tree. While you are Tree 

Climbing, if you receive damage you become 

grounded and you receive a damaged leg, if you 

move away from the tree you become grounded, 

and if you attempt to melee attack an enemy then 

you become grounded.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ Self

Range~ Special

Component~ Green Band

Inferred Prerequisite~
All Limbs

~Verbal~

"Climbing Tree!"

~Mechanics~

Tree Climb

Effect~ Elevating

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can activate a red headlamp for an infinite 

amount of time.

Uses~ ∞

Casting Time~ Instant

Duration~ Passive

Target(s)~ Self

Range~ Special

Component~ Red Light & LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Infravision

Effect~ Magical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can deliver the effects of a staff to an enemy 

with your bow if you safely cover your bow with 

foam and you are holding the center of your bow 

when you strike. If you strike an enemy's arm with 

your bow then he becomes disarmed. If you strike 

an enemy's leg with your bow then he must touch 

his knee to the ground. If you strike an enemy's 

torso with your bow then he becomes stunned for 

3 seconds. You cannot attack with your bow with 

only one of your hands holding it unless you have 

a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

Special

~Mechanics~

Bow Staff

Effect~ Physical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can start events 30 seconds early. You 

cannot tie or carry a flag, cannot engage in 

combat, or move within 30’ feet of enemies while 

you are Scouting.

Uses~ 1

Casting Time~ N/A

Duration~ 30 Seconds

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Scouting

Effect~ Unique

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can wield two One-Handed Weapons 

simultaneously. A weapon that is 31-40" in overall 

length is categorized as an One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Dual Wield

Effect~ Training

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can reveal a hidden enemy that is within 30' of 

you and you can continue to see him while he is 

hidden until he delivers a fatal strike to you if you 

shout the verbal.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ A Hidden Enemy

Range~ 30'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"[Target] Reveal Location!"

~Mechanics~

Reveal Location

Effect~ Revealing

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can ignore a normal strike delivered to your 

quiver if you shout the verbal as you receive a 

normal strike on it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

"Iron Quiver"

~Mechanics~

Iron Quiver

Effect~ Armor

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can deliver ranged damage and to an enemy 

for 10 seconds and or deliver ranged damage to 

him if you shout the verbal as you shoot and strike 

him, his weapon, or his shield with a brown arrow.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Bow

Component~ Brown Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Tar Arrow, 10!"

~Mechanics~

Tar Arrow

Effect~ Slowing

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can weaken an enemy so that any ranged 

damage he receives becomes ranged Cleave 

damage if you shout the verbal as you throw and 

strike him, his weapon, or his shield with a black 

packet. This effect persists through his death and 

until the end of battle.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Hunter's Mark!"

~Mechanics~

Hunter's Mark

Effect~ Ailment

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can hold an unlimited number of arrows in 

your hands regardless of what else you are 

holding.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Vaelan's Grasp

Effect~ Physical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can shoot two arrows simultaneously.

Uses~ ∞

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ Up to 2 Enemies

Range~ Bow

Component~ 2 Arrows

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Multi-Shot

Effect~ Physical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can deliver ranged damage to an enemy, or to 

an enemy’s arm through his shield if you shout the 

verbal as you shoot and strike his shield or him 

with a purple arrow.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy

Range~ Bow

Component~ Purple Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Arcane Arrow!"

~Mechanics~

Arcane Arrow

Effect~ Magical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can stun the nearest enemy that is within 5’ of 

you for 3 seconds if you shout the verbal as you 

throw and strike the ground with a green packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 5'

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Deku Seed, 3!"

~Mechanics~

Deku Seed

Effect~ Stunning

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can shoot three arrows simultaneously.

Uses~ ∞

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ Up to 3 Enemies

Range~ Bow

Component~ 3 Arrows

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Fist Full O’ Arrows

Effect~ Physical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can move as fast as possible from one tree to 

another while remaining Elevated if you Climb a 

Tree and if you then shoot and strike the tree you 

want to move to with an arrow. While you are Zip 

Lining enemies can still deliver ranged strikes to 

you but they must be at least 15' away from you to 

do so, if you receive damaged you become grounded 

and you receive a damaged leg, and if you attempt 

to melee attack an enemy then you become 

grounded.

Uses~ ∞

Casting Time~ 1 Second

Duration~ Special

Target(s)~ Special

Range~ Bow

Component~ An Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Zip Line!"

~Mechanics~

Zip Line

Effect~ Elevating

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can break an enemy’s weapon or shield if you 

shout the verbal as you strike his weapon or his 

shield with a melee weapon. If you strike him then 

he receives melee damage. If you deliver fatal 

damage with this ability then he becomes mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Annihilate!"

~Mechanics~

Annihilating Strike

Effect~ Breaking

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can disarm and deliver ranged damage to an 

enemy if you shout the verbal as you shoot and 

strike him, his weapon, or his shield with a yellow 

arrow.  If you strike his weapon or shield it 

becomes disarmed but he does not receive any 

damage. If you strike him he receives ranged 

damage and he is disarmed. If you deliver a fatal 

strike to him with this ability then he becomes a 

mutilated corpse.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Bow

Component~ Yellow Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Arrow of Lightning!"

~Mechanics~

Lightning Arrow

Effect~ Shocking

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can deliver the effects of an ability you have 

learned that has an arrow component with a 

melee weapon instead if you shout the verbal 

while extending the appropriate arrow skyward 

and then by shouting "[The Linked Ability's 

Verbal]" while still holding the arrow in your 

hand and striking an enemy in the appropriate 

area with the weapon. Upon casting this ability 

both this ability and the linked ability are spent.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Special

Range~ Special

Component~ Special

Inferred Prerequisite~
Special

~Verbal~

"[Linked Ability's Verbal]"

~Mechanics~

Channel Magic

Effect~ Magical

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can cause an enemy within 15' of you to 

immediately move within 5' of where your arrow 

lands if you shout the verbal while shooting it 

although he can defend himself while moving.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

“[Target] Misdirect”

~Mechanics~

Misdirection

Effect~ Pushing

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can slow an enemy for 30 seconds and then 

cause him to receive fatal damage if you shout the 

verbal as you shoot and strike him, his weapon, or 

his shield with a Black arrow.

Uses~ 1

Casting Time~ 1 Second

Duration~ 30 Seconds

Target(s)~ An Enemy

Range~ Bow

Component~ Black Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Creeping Death, 30!"

~Mechanics~

Poisoned Arrow

Effect~ Ailment

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

9

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can fully heal an ally if you shout the verbal 

while you shoot him, his weapon, or his shield with 

a white arrow.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Ally

Range~ Bow

Component~ White

Inferred Prerequisite~
Both Arms

~Verbal~

"Blessed Arrow!"

~Mechanics~

Blessed Arrow

Effect~ Holy

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

9

You can freeze an enemy for up to 3 seconds if you 

shout the verbal as you shoot and strike him, his 

weapon, or his shield with a blue arrow. If you 

strike him then he becomes frozen and he receives 

ranged damage. If you strike his weapon or his 

shield then he does not receive any damage but he 

does become frozen. If you strike his weapon or he 

shield while he is frozen then it becomes broken 

and he becomes unfrozen. If you strike his body 

while he is frozen, or if you deliver fatal damage 

with this ability then he becomes mutilated.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ Bow

Component~ Blue Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

"Ice Arrow, 3!"

~Mechanics~

Ice Arrow

Effect~ Freezing

Ranger

Variation~ Archer

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can simultaneously wield two Off-handed 

weapons, or an Off-handed weapon and a One-

handed weapon. A weapon that is 10-30" in overall 

length is categorized as an Off-handed weapon 

and a weapon that is 31-40" in overall length is 

categorized as a One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Ambidextrous

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can shoot a bow. You cannot defend with a 

bow that is not safely covered in foam. Your bow 

can be any factory-made bow that has a draw of up 

to 30 lbs. You can create an effective inexpensive 

bow if you run a 10.5’ piece of paracord through a 

5' length of 3/4" electrical conduit and then tie 

the cord back to itself in a large loop. Bows must 

be fired within the bounds of reason based upon 

the proximity of your target (DO NOT OVERDRAW!) 

You cannot carry more than one weapon, shield, 

arrow, or item per undamaged hand. You cannot 

carry around arrows, although you can toss them 

with a free hand. If you are allowed a bow you 

must have a quiver to hold multiple arrows and if 

you have an arrow notched you must put it in your 

quiver to pick another arrow up off of the ground.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Bow Training

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can wield a Two-handed weapon. A weapon 

that is 41-50” in overall length is categorized as a 

Two-handed weapon. You cannot attack with a two-

handed weapon with only one hand on it unless 

you have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Two-Handed Weapon 

Training

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can deliver the effects of a staff to an enemy 

with your bow if you safely cover your bow with 

foam and you are holding the center of your bow 

when you strike. If you strike an enemy's arm with 

your bow then he becomes disarmed. If you strike 

an enemy's leg with your bow then he must touch 

his knee to the ground. If you strike an enemy's 

torso with your bow then he becomes stunned for 

3 seconds. You cannot attack with your bow with 

only one of your hands holding it unless you have 

a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

Special

~Mechanics~

Bow Staff

Effect~ Physical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can activate a red headlamp for an infinite 

amount of time.

Uses~ ∞

Casting Time~ Instant

Duration~ Passive

Target(s)~ Self

Range~ Special

Component~ Red Light & LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Infravision

Effect~ Magical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can prevent an animal that is within 5’ of you 

from attacking you until you attack him, or until 

he receives fatal damage if you shout the verbal 

as you extend your open hand out towards him.

Uses~ ∞

Casting Time~ Instant

Duration~ Special

Target(s)~ An Animal

Range~ 5'

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Beastial Empathy!"

~Mechanics~

Beastial Empathy

Effect~ Charming

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can slow an enemy for 30 seconds if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a brown packet.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ An Enemy

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Slow 30!"

~Mechanics~

Gnomish Net

Effect~ Slowing

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can Disarm the last enemy that has delivered 

a fatal strike to you if you shout the verbal as you 

strike his weapon, or his shield with a melee 

weapon.

Uses~ ∞

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

“Vengeance!”

~Mechanics~

Vengeance

Effect~ Disarming

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can stun an already movement impaired enemy 

for up to 30 seconds if you shout the verbal as you 

throw and strike him, his weapon, or his shield 

with a brown packet. If you hand him a shackle 

component during the time that he is stunned then 

he becomes shackled. If he becomes shackled he 

must stop moving, drop all of his weapons, items, 

arrows, etc. that he is holding and he cannot hold 

anything and cannot move unless a Player is 

holding the other end of the shackle and 

prompting him to do so. There are Abilities that 

remove this effect and he can still be shackled 

even if he has  damaged limbs. If he becomes 

shackled he cannot be damaged by anything other 

than ability damage.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ A Movement Impaired 

Enemy, Weapon or Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Stun 30!"

~Mechanics~

Bolo Throw

Effect~ Shackling

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can deliver the effects of a bo staff to an 

enemy if you shout the verbal as you throw and 

strike him with an anamorphic packet. If your 

Familiar receives a fatal strike it becomes a 

corpse and it must be brought back to life with an 

ability. A strike from a bo staff does not deliver 

damage. Instead, a strike delivered to an enemy's 

arm disarms his arm, a strike delivered to his leg 

causes him to have to touch his knee to the ground 

and a strike to his chest causes him to be stunned 

for 3 seconds.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Special

Range~ Special

Component~ Special

Inferred Prerequisite~
N/A

~Verbal~

"[Familiar] Attack!"

~Mechanics~

Find Familiar

Effect~ Summon

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can deliver melee damage to an enemy, or to 

an enemy’s arm through his shield if you first 

shout the verbal as you tie a purple band on to 

your weapon and if you then shout “Ghost Strike!” 

as you strike his shield or him with it. If your 

primed weapon strikes a weapon after Ghost 

Strike is primed but before it is performed, then 

Ghost Strike is spent and negated.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ An Enemy or Shield

Range~ Melee

Component~ Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Ghost Strike!"

~Mechanics~

Ghost Strike

Effect~ Physical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

5

You can summon a boar, wolf, bear or crocodile 

into battle to fight for you if you shout the verbal 

while you kneel and hold your summoning totem 

skyward. Your Beast must stay within 50' of you, he 

has 1HP, he cannot speak a language, he has an 

ability that he can perform each time you summon 

him, and if he receives a fatal strike he must 

become a corpse for your bleed out time. Your 

Beast has an ability it can perform each time that 

you summon him. You must choose which type of 

Beast to summon the first time you perform 

Summon Beast and you cannot change it. You can 

choose from the following types of Beasts; a Boar 

with Charge, an Off-Handed Weapon, and a 

Buckler, a Crocodile with Bite and an Exotic 

Weapon, a Bear with Roar and 2 Off-Handed 

Weapons, or a Wolf with Taunt and a One-Handed 

Weapon.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning [Type of Beast] 1, 

Summoning 2,… Summoning 10, 

Success!"

~Mechanics~

Summon Beast

Effect~ Summon

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can defend with a buckler of a maximum of 14” 

in diameter. You can attach your buckler to your 

forearm that you can defend with as a shield 

although if it breaks it becomes an extension of 

your arm area.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Buckler

Effect~ Training

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can hold an unlimited number of arrows in 

your hands regardless of what else you are 

holding.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Vaelan's Grasp

Effect~ Physical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can deliver an additional use of Your Beast's 

main ability if you both shout the verbal in 

rotation as you kneel, close your eyes, and touch 

your totem.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Your Beast

Range~ Touch

Component~ Green Packet

Inferred Prerequisite~
Arm

~Verbal~

"Soothing Beast 1, 2, 3, 4, 5, Success"

~Mechanics~

Soothe The Beast

Effect~ Magical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

	You can deliver an additional HP to your Beast if 

you both shout the verbal in rotation as you kneel, 

close your eyes, and touch your scrotum.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Your Beast

Range~ Touch

Component~ Scrotum

Inferred Prerequisite~
2 friendly Arms

~Verbal~

"Feeding Beast 1, 2, 3, 4, 5, Success 

oooooo"

~Mechanics~

Feed The Beast

Effect~ Magical

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can stun the nearest enemy that is within 5’ of 

you for 3 seconds if you shout the verbal as you 

throw and strike the ground with a green packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 5'

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Deku Seed, 3!"

~Mechanics~

Deku Seed

Effect~ Stunning

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can break an enemy’s weapon or shield if you 

shout the verbal as you strike his weapon or his 

shield with a melee weapon. If you strike him then 

he receives melee damage. If you deliver fatal 

damage with this ability then he becomes mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Annihilate!"

~Mechanics~

Annihilating Strike

Effect~ Breaking

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can force an enemy to attack the closest 

player to him that is his ally, then his enemy, and 

then you, respectively, for up to your maximum 

bleed out time if you shout the verbal as you 

deliver a fatal melee strike to him. He also 

receives a full heal, becomes immune to limb 

damage, and if he delivers a fatal strike to anyone 

else that player also receives Rabies in the same 

manner with the same effects. If he receives a 

fatal strike or his duration expires he becomes 

mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Rabies, [Your Maximum Bleed Out 

Time]!"

~Mechanics~

Rabies

Effect~ Ailment

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can release a Beast from your control if you 

shout the verbal. A Beast that has been unleashed 

in this way does not have HP but takes normal 

damage and they must attack the nearest Player 

to them until they die.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Your Beast

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Unleash Beast!"

~Mechanics~

Unleash The Beast

Effect~ Unique

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can cause an enemy within 15' of you to 

immediately move within 5' of where an arrow 

lands if you shout the verbal while shooting it 

although he can defend himself while moving.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ Arrow

Inferred Prerequisite~
Both Arms

~Verbal~

“[Target] Misdirect”

~Mechanics~

Misdirection

Effect~ Pushing

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can control up to 2 summoned Beasts 

simultaneously.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Beast Mastery

Effect~ Summon Mastery

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can cause your Beast to become immune to all 

normal damage until one of you receives a fatal 

strike, or until your Beast returns and sits within 

5' of you if you shout the verbal as you sit down 

within 5' of your Beast with your eyes closed. If 

your Beast does return it receives a 10 second 

stun upon returning and if either of you die while 

Beastial Wrath is active, or while your Beast is 

stunned, then you both become mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Your Beast

Range~ 50'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Beastial Wrath!"

~Mechanics~

Beastial Wrath

Effect~ Unique

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can summon a Turtle into battle to fight for 

you if you shout the verbal while you kneel and 

hold your summoning totem skyward. He must stay 

within 50' of you, he has 3 HP, and if you receive a 

fatal strike before him he must use the ability 

Turtle Power which he is granted infinite uses of. 

He can wield two shields simultaneously and he 

cannot speak.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning Turtle 1, Summoning 2,… 

Summoning 10, Success!"

~Mechanics~

Summon Turtle

Effect~ Summon

Ranger

Variation~ Beast Master

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Rogue
~Level/

AP 

Cost~

0

You can simultaneously wield two Off-handed 

weapons, or an Off-handed weapon and a One-

handed weapon. A weapon that is 10-30" in overall 

length is categorized as an Off-handed weapon 

and a weapon that is 31-40" in overall length is 

categorized as a One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Ambidextrous

Effect~ Training

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can deliver normal ranged damage with 

thrown weapons. You must throw them within the 

bounds of reason based upon the proximity of your 

target. You can weight them with birdseed, but 

each one cannot weigh more than 1/2 lb. They 

must be 4-14" in diameter or total length and they 

must be made of only foam, tape, and birdseed. 

They must be shaped like a dagger, knife, hatchet, 

etc. (i.e. not a packet).

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Thrown Weapon 

Training

Effect~ Training

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can hide from enemies for up to 30 seconds if 

you shout the verbal as you throw up your hood. If 

any enemies are within 15’ of you then you cannot 

Hide or reveal yourself and if you have no choice 

but to reveal yourself then you cannot attack 

anyone for 3 seconds.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ 30 Seconds

Target(s)~ Self

Range~ N/A

Component~ Black Band or Hood

Inferred Prerequisite~
N/A

~Verbal~

"Hide!"

~Mechanics~

Hide

Effect~ Hiding

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can release a shackled player if you shout 

the verbal as you hand the Pick Lock component 

to him.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ A Shackled Player

Range~ Touch

Component~ Black Tongue Depressor

Inferred Prerequisite~
Arm

~Verbal~

"Picking Lock 1, Picking Lock 2, 

Picking Lock 3, Success!"

~Mechanics~

Pick Lock

Effect~ Anti-Shackling

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can start events 30 seconds early. You 

cannot tie or carry a flag, cannot engage in 

combat, or move within 30’ feet of enemies while 

you are Scouting.

Uses~ 1

Casting Time~ N/A

Duration~ 30 Seconds

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Scouting

Effect~ Unique

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can slow an enemy for 10 seconds if you shout 

the verbal as you tie a brown band on to your 

weapon and if you then shout “Slow, 10!” as you 

strike him, his weapon, or his shield with it.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ Melee

Component~ Brown Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Staggering Blades 1, 

Staggering Blades 2, Staggering 

Blades 3, Success!"

~Mechanics~

Staggering Blades

Effect~ Slowing

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can cause all players that are within 15’ of 

where your unique noise-making packet lands to 

immediately move within 5’ of it for 3 seconds if 

you shout the verbal as you throw it.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ All Enemies Within Range

Range~ Special

Component~ Special

Inferred Prerequisite~
Arm

~Verbal~

"Distract, 3!"

~Mechanics~

Distract

Effect~ Pulling

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can repair a broken item if you tie a white band 

on to the item as you shout the verbal. If you are 

attempting to repair a magical item your casting 

time is multiplied by 10.

Uses~ 2

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Broken Object

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Repairing [Object] 1, Repairing 2,… 

Repairing 5, Success!"

~Mechanics~

Nimble Fingers

Effect~ Repairing

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can Disarm the last enemy that has delivered 

a fatal strike to you if you shout the verbal as you 

strike his weapon, or his shield with a melee 

weapon.

Uses~ ∞

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

“Vengeance!”

~Mechanics~

Vengeance

Effect~ Disarming

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can wield two One-Handed Weapons 

simultaneously. A weapon that is 31-40" in overall 

length is categorized as an One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Dual Wield

Effect~ Training

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can cause an enemy to lose 1 use of his highest 

level ability up to your level if you shout the 

verbal as you strike him, his weapon, or his shield 

with your melee weapon. If he has more than one 

qualifying ability then he may choose which ability 

to lose.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Void Strike (Your Level)!"

~Mechanics~

Void Strike

Effect~ Magical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can blind an enemy's eye that is within 15' of 

you if you shout the verbal as he delivers a fatal 

strike to you. You may choose which of his eyes 

that he equips the eye patch on. This effect 

persists through his death and until the end of 

battle.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ Special

Inferred Prerequisite~
Special

~Verbal~

"Eye for an Eye!"

~Mechanics~

Eye for an Eye

Effect~ Ailment

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can deliver melee damage to an enemy, or to 

an enemy’s arm through his shield if you first 

shout the verbal as you tie a purple band on to 

your weapon and if you then shout “Ghost Strike!” 

as you strike his shield or him with it. If your 

primed weapon strikes a weapon after Ghost 

Strike is primed but before it is performed, then 

Ghost Strike is spent and negated.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ An Enemy or Shield

Range~ Melee

Component~ Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Ghost Strike!"

~Mechanics~

Ghost Strike

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can hold an unlimited number of thrown 

weapons in your hands regardless of what else 

you are holding.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Fan of Knives

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

5

You can cause an enemy to immediately drop his 

weapon or shield if you shout the verbal as you 

strike it with a melee weapon.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy's Weapon or 

Shield

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

“Disarm!”

~Mechanics~

Disarm

Effect~ Disarming

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can stun an enemy and cause him to become 

immune to damage for 10 seconds if you hide and if 

you then speak the verbal as you strike him in his 

torso with your Off-Handed weapon.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ Melee

Component~ Off-Hand Weapon

Inferred Prerequisite~
Arm & Hidden

~Verbal~

“Sap, 10!”

~Mechanics~

Sap

Effect~ Stunning

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can ignore a normal arm and/or a torso 

damaging strike if you shout the verbal as you 

receive it, or as you catch or grab a melee weapon 

for up to 3 seconds.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"King Slayer!"

~Mechanics~

King Slayer

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can ignore a normal fatal strike if you shout 

the verbal as you receive it. If you have a damaged 

limb you cannot perform Close Call.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
All Limbs

~Verbal~

"Close Call!"

~Mechanics~

Close Call

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can cause an enemy that is not in combat and 

within 5’ of you to engage with you in the best 2 

out of 3 games of Rock/Paper/Scissors with you 

if you hide and you then speak the verbal while you 

are within melee range of him. If either one of you 

are forced to defend yourselves before a winner 

has been determined, then Pick Pocket is negated 

but not spent. If you win the game he must give you 

copper equal to his level, and if you lose, you 

receive damage to your dominant arm.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Touch

Component~ Off-Hand Weapon

Inferred Prerequisite~
Both Arms & Hidden

~Verbal~

"Pick Pocket on 3..., 1, 2, 3,!"

~Mechanics~

Pick Pocket

Effect~ Unique

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can slow an enemy for 30 seconds and then 

cause him to receive fatal damage if you shout the 

verbal as you tie a black band on to your melee 

weapon and if you then shout "Creeping Death, 

30!" as you strike him, his weapon, or his shield 

with it.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Special

Range~ Melee

Component~ Black Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Applying Venom!"

~Mechanics~

Venomous Blades

Effect~ Ailment

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can ignore normal damage for up to 3 

consecutive summersaults, or until you attack an 

enemy, if you shout the verbal as you perform each 

one.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ Special

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Tumble!"

~Mechanics~

Tumble

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can ignore melee damage for up to 10 

immediate steps if you shout the verbal as you 

perform them. While you are Cloud Leaping 

enemies can still deliver ranged strikes to you 

and if you receive damage you become grounded 

and you receive a damaged leg. If you attempt to 

perform a melee attack then you become grounded.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ Self

Range~ 10 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Cloud Leap 1, Leap 2,… Leap 10, 

Success!"

~Mechanics~

Cloud Leap

Effect~ Elevating

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can cause an enemy to close his eyes for 3 

seconds if you shout the verbal as you throw and 

strike him, his weapon, or his shield with a purple 

packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Blind, 3!"

~Mechanics~

Blind

Effect~ Ailment

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can cause an enemy to quietly lie down for 10 

seconds if you first hide and you then shout the 

verbal as you strike him in his torso with your Off-

Handed weapon. You cannot damage him while he is 

Vulcan Nerve Pinched. Using Vulcan Nerve Pinch 

does not cause you to become Revealed.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Vulcan Nerve Pinch, 10!"

~Mechanics~

Vulcan Nerve Pinch

Effect~ Ailment

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can reflect the effects of an ability that has 

a packet component back at the caster instead if 

you shout the verbal while catching it. If the 

ability causes limb damaging effects they are 

delivered to the casters arm on the same side that 

you caught the packet with.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ ∞

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Pocket Mirror!"

~Mechanics~

Pocket Mirror

Effect~ Magical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can cause an enemy to become mutilated upon 

him performing 5 steps if you shout the verbal as 

you strike him in his torso with an off-handed 

weapon while you are hidden.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Melee

Component~ Off-Hand Weapon

Inferred Prerequisite~
Arm & Hidden

~Verbal~

"5 Point Palm Exploding Technique!"

~Mechanics~

Five Point Palm 

Exploding Heart 

Technique

Effect~ Ailment

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can become able to receive 2 uses of an ability 

you have learned instead of 1 although you must 

do so consecutively if you shout the verbal and 

then immediately using the ability you used most 

recently. Using Déjà Vu does not cause you to 

become Revealed.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ Special

Inferred Prerequisite~
Special

~Verbal~

"Déjà Vu!"

~Mechanics~

Déjà Vu

Effect~ Magical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can remove and ignore movement impairing 

effects and you can hide from enemies for up to 30 

seconds if you shout the verbal as you throw up 

your hood. If any enemies are within 15’ of you then 

you cannot Hide or reveal yourself and if you 

have no choice but to reveal yourself then you 

cannot attack anyone for 3 seconds. If you are 

under the effects of a movement impairing effect 

you can use this ability even if your are within 15' 

of Enemies.

Uses~ 1

Casting Time~ Instant

Duration~ 3 Seconds

Target(s)~ Self

Range~ 3 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Shadow Step 1, Step 2, Step 3, 

Success!"

~Mechanics~

Shadow Step

Effect~ Anti-Movement Impairing & 

Hide

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can stealth from enemies, even while in 

combat, for up to 30 seconds if you shout the 

verbal as you throw up your hood. If any enemies 

are within 15’ of you then you cannot reveal 

yourself and if you have no choice but to reveal 

yourself then you cannot attack anyone for 3 

seconds.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ Self

Range~ N/A

Component~ Black Band or Hood

Inferred Prerequisite~
N/A

~Verbal~

“Vanish!”

~Mechanics~

Vanish

Effect~ Stealth

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can become immune to normal damage for your 

minimum bleed out time and up to your maximum 

bleed out time by pretending to die and then 

remaining still while receiving a limb damaging 

strike and then if you shout the verbal once you 

have reached your minimum bleed out time.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Feign Death!"

~Mechanics~

Feign Death

Effect~ Physical

Rogue

Variation~ Rogue

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Squire
~Level/

AP 

Cost~

0
Uses~ ∞

Casting Time~

Duration~

Target(s)~

Range~

Component~

Inferred Prerequisite~

~Verbal~

"Nullified!"

~Mechanics~

Ancient Crown of 

Magic Nullification

Effect~

Squire

Variation~ Squire

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can loot a bleeding out player if you shout the 

verbal as you extend your open hand out over him 

without moving your feet or receiving any damage 

or effects.

Uses~ ∞

Casting Time~ 5 seconds

Duration~ Instant

Target(s)~ a Bleeding Out Player

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

“Looting 1, Looting 2, Looting 3, 

Looting 4, Looting 5, Success!"

~Mechanics~

Loot

Effect~

Squire

Variation~ Squire

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Warrior
~Level/

AP 

Cost~

0

	You can simultaneously wield two Off-handed 

weapons, or an Off-handed weapon and a One-

handed weapon. A weapon that is 10-30" in overall 

length is categorized as an Off-handed weapon 

and a weapon that is 31-40" in overall length is 

categorized as a One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Ambidextrous

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a Two-handed weapon. A weapon 

that is 41-50” in overall length is categorized as a 

Two-handed weapon. You cannot attack with a two-

handed weapon with only one hand on it unless 

you have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Two-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield an Exotic Weapon. A weapon that is 

51+” in overall length is categorized as an Exotic 

weapon. You cannot attack with an Exotic length 

weapon with only one hand holding it unless you 

have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Exotic Weapon Training

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can lock an enemy into a 1-on-1 combat with 

you for up to 300 seconds by issuing a verbal 

challenge to him. He does not have to accept your 

challenge but if he denies it, it is not spent. If he 

accepts, neither of you can move more than 15' 

away from each other and you must both attempt 

to stay within 30' of where the initial Challenge 

was issued.

Uses~ 1

Casting Time~ Instant

Duration~ 300 Seconds

Target(s)~ An Enemy

Range~ 50'

Component~ Special

Inferred Prerequisite~
N/A

~Verbal~

"I Challenge [Target]!"

~Mechanics~

Challenge

Effect~ Unique

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can cause an enemy that is within 15’ of you to 

immediately move within melee range of you and to 

strike you, your weapon, or your shield if you 

shout the verbal. If he is forced to defend himself 

before he can move to you then Taunt is negated, 

and it is still spent. You cannot move backwards 

once you have performed Taunt.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Taunt [Target]!"

~Mechanics~

Taunt

Effect~ Pulling

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can attack with any length weapon while you 

hold it with only one of your hands for up to 100 

seconds if you shout the verbal.

Uses~ 1

Casting Time~ Instant

Duration~ 100 Seconds

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Whirlwind 1, Whirlwind 

2,…Whirlwind 100, Success!"

~Mechanics~

Whirlwind

Effect~ Physical

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can release a shackled player if you shout 

the verbal as you grab the shackle component 

with both hands. You can also release yourself if 

you shout the verbal while an enemy is not holding 

the shackle. If you have a damaged arm you cannot 

perform Shatter Chains on yourself.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Ally or Self

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Both Arms

~Verbal~

"Shatter Chains!"

~Mechanics~

Shatter Chains

Effect~ Anti-Shackling

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

3

You can cause an enemy to immediately drop his 

weapon or shield if you shout the verbal as you 

strike it with a melee weapon.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy's Weapon or 

Shield

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

“Disarm!”

~Mechanics~

Disarm

Effect~ Disarming

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can wield two One-Handed Weapons 

simultaneously. A weapon that is 31-40" in overall 

length is categorized as an One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Dual Wield

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can cause an enemy that is within 15’ of you to 

immediately move away from you for 10 seconds if 

you shout the verbal. He can defend himself as he 

moves.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

“[Target] War Cry, 10!”

~Mechanics~

War Cry

Effect~ Pushing

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can disarm an enemy or deliver the effects of 

a staff to an enemy if you shout the verbal as you 

throw and strike him, his weapon, or his shield 

with a hammer shaped thrown weapon. A strike 

from your hammer does not deliver damage. 

Instead, a strike delivered to an enemy's arm 

disarms his arm, a strike delivered to his leg 

causes him to have to touch his knee to the ground 

and a strike to his chest causes him to be stunned 

for 3 seconds. If your Hammer strikes his weapon 

or shield then it becomes disarmed.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ Thrown

Component~ Special

Inferred Prerequisite~
Arm

~Verbal~

"Hammer Throw!"

~Mechanics~

Hammer Throw

Effect~ Unique

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can stun an already movement impaired enemy 

for up to 30 seconds if you shout the verbal as you 

throw and strike him, his weapon, or his shield 

with a brown packet while his movement is 

impaired by an ability. If you hand him a shackle 

component during the time that he is stunned then 

he becomes shackled. If he becomes shackled he 

must stop moving, drop all of his weapons, items, 

arrows, etc. that he is holding and he cannot hold 

anything and cannot move unless a Player is 

holding the other end of the shackle and 

prompting him to do so. There are Abilities that 

remove this effect and he can still be shackled 

even if he has  damaged limbs. If he becomes 

shackled he cannot be damaged by anything other 

than ability damage.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ A Movement Impaired 

Enemy, Weapon or Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Stun 30!"

~Mechanics~

Bolo Throw

Effect~ Shackling

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can ignore movement impairing effects for 3 

immediate steps if you shout the verbal as you take 

them towards an enemy that is within 15’ of you in 

an attempt to attack him. If you have a damaged 

leg you cannot perform Charge.

Uses~ 1

Casting Time~ Instant

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 3 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Charge!"

~Mechanics~

Charge

Effect~ Anti-Movement Impairing

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can break an enemy’s weapon or shield if you 

shout the verbal as you strike his weapon or his 

shield with a melee weapon. If you strike him then 

he receives melee damage. If you deliver fatal 

damage with this ability then he becomes mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Annihilate!"

~Mechanics~

Annihilating Strike

Effect~ Breaking

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can deliver limb damage to a bleeding out 

enemy which persists through his death and until 

the end of battle if you shout the verbal as you 

strike his limb with a melee weapon.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ A Bleeding Out Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Pulverizing Your [Limb]!"

~Mechanics~

Pulverize

Effect~ Ailment

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can heal one of your limbs if you sit down, 

close your eyes, and then shout the verbal.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Walking it Off 1, Walking 2,… 

Walking 5, Success!"

~Mechanics~

Walk it Off

Effect~ Physical

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can wield any combination of two melee 

weapons that you have purchased the training for.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Mighty Grasp

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can fully heal yourself and become immune to 

normal damage for 10 seconds if you shout the 

verbal as you receive a fatal strike. After 

performing Berserk you become mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"ARGGGGGHHHHHHHHH!"

~Mechanics~

Berserk

Effect~ Physical

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can deliver melee limb damage to both of an 

enemy’s limbs of the same type or a fatal melee 

strike to him if he only has one limb of that type if 

you shout the verbal as you strike him with your 

melee weapon. If you cleave one of his limbs and 

his other limb of the same type is already damaged 

or you cleave his torso then he becomes mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Cleave!"

~Mechanics~

Cleave

Effect~ Physical

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

9

You can ignore normal strikes delivered to your 

leg armor if you wear a physical representation 

of armor over each of your legs from your knees 

down and if you then shout the verbal as you 

receive normal strikes on your leg armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Leg Armor!"

~Mechanics~

Leg Armor

Effect~ Armor

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can deliver normal ranged damage if you 

shout the verbal as you throw and strike an enemy 

with an arrow. Carrying an arrow in your hand 

does count as an item and you cannot equip a 

quiver unless you have bow training.

Uses~ ∞

Casting Time~ 1 Second

Duration~ Passive

Target(s)~ An Enemy

Range~ Thrown

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Javelin Throw!"

~Mechanics~

Javelin Throw

Effect~ Training

Warrior

Variation~ Champion

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield a One-handed weapon. A weapon 

that is 31-40” in overall length is categorized as 

an One-handed weapon. You can wield an One-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

One-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield an Off-handed weapon. A weapon 

that is 10-30” in overall length is categorized as 

an Off-handed weapon. You can wield an Off-

handed weapon while holding it with one or two 

hands, however, if you are holding it with only one 

hand and you receive damage to that hand, you 

must immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Off-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can wield a Two-handed weapon. A weapon 

that is 41-50” in overall length is categorized as a 

Two-handed weapon. You cannot attack with a two-

handed weapon with only one hand on it unless 

you have a damaged arm.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Two-Handed Weapon 

Training

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can defend with a shield. You cannot wield a 

shield as a weapon and you cannot contact 

anyone's body with it.  Your shield cannot be 

larger than 12.5’ around its edge and you must be 

able to carry your shield by yourself with one 

hand.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Shield Training

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

	You can simultaneously wield two Off-handed 

weapons, or an Off-handed weapon and a One-

handed weapon. A weapon that is 10-30" in overall 

length is categorized as an Off-handed weapon 

and a weapon that is 31-40" in overall length is 

categorized as a One-handed weapon.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Both Arms

~Verbal~

N/A

~Mechanics~

Ambidextrous

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can lock an enemy into a 1-on-1 combat with 

you for up to 300 seconds by issuing a verbal 

challenge to him. He does not have to accept your 

challenge but if he denies it, it is not spent. If he 

accepts, neither of you can move more than 15' 

away from each other and you must both attempt 

to stay within 30' of where the initial Challenge 

was issued.

Uses~ 1

Casting Time~ Instant

Duration~ 300 Seconds

Target(s)~ An Enemy

Range~ 50'

Component~ Special

Inferred Prerequisite~
N/A

~Verbal~

"I Challenge [Target]!"

~Mechanics~

Challenge

Effect~ Unique

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can transfer an item into your undamaged arm 

as you receive damage to your other arm without 

having to drop the item first if you shout the 

verbal as you receive the damage. You may 

continue to move as you do this but if you defend 

yourself from an attack with a weapon or shield 

that is in your damaged arm then you receive fatal 

damage.

Uses~ ∞

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

"Honor Switch!"

~Mechanics~

Honor Switch

Effect~ Physical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can ignore normal strikes delivered to your 

hand armor if you wear a physical representation 

of armor over each of your hands from your 

wrists to your fingertips and if you then shout the 

verbal as you receive normal strikes on your hand 

armor while you are holding a weapon or shield. If 

your gloves are fingerless you can still ignore 

strikes to your fingers.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Hand Armor!"

~Mechanics~

Hand Armor

Effect~ Armor

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can attack with a two-handed length weapon 

while taking one of your hands off of it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Titan's Grip

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can ignore an ailment if you begin shouting the 

verbal as you tie a white band on to your head and 

if you then continue to shout the remaining verbal 

while you are Slowed. If you receive damage or an 

ailment before you complete shouting the verbal, 

Inoculate is spent and negated.

Uses~ 1

Casting Time~ 30 Seconds

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ White Band

Inferred Prerequisite~
N/A

~Verbal~

"Inoculating 1, Inoculating 2,… 

Inoculating 30, Success!"

~Mechanics~

Inoculate

Effect~ Anti-Ailment

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can ignore a disarming effect if you shout the 

verbal as you receive it.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"For Sparta"

~Mechanics~

Spartan

Effect~ Anti-Disarming

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can ignore normal strikes delivered to your 

arm armor if you wear a physical representation 

of armor over each of your arms from your 

elbows to your wrists and if you then shout the 

verbal as you receive normal strikes on your arm 

armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Arm Armor!"

~Mechanics~

Arm Armor

Effect~ Armor

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can prevent an enemy that is within 15’ of you 

from attacking you until he is your only enemy on 

the battlefield, you attack him, or he receives 

fatal damage if you shout the verbal while there 

is more than one enemy within 15’ of you.

Uses~ 1

Casting Time~ Instant

Duration~ Special

Target(s)~ An Enemy

Range~ 15'

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"[Target] First Strike!"

~Mechanics~

First Strike

Effect~ Unique

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can ignore damage and effects for 5 immediate 

steps if you shout the verbal as you immediately 

move away from the enemies that are closest to 

you. You cannot deliver damage or effects while 

performing Retreat.

Uses~ 1

Casting Time~ Instant

Duration~ 5 Seconds

Target(s)~ Self

Range~ 5 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Retreat 1, Retreat 2,… 5, Success!!"

~Mechanics~

Retreat

Effect~ Magical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can ignore movement impairing effects for 3 

immediate steps if you shout the verbal as you take 

them towards an enemy that is within 15’ of you in 

an attempt to attack him. If you have a damaged 

leg you cannot perform Charge.

Uses~ 1

Casting Time~ Instant

Duration~ 3 Seconds

Target(s)~ An Enemy

Range~ 3 Steps

Component~ N/A

Inferred Prerequisite~
Both Legs

~Verbal~

"Charge!"

~Mechanics~

Charge

Effect~ Anti-Movement Impairing

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can ignore normal strikes delivered to your 

shoulder armor if you wear a physical 

representation of armor over each of your 

shoulders from the base of your neck to the top 

of your bicep and if you then shout the verbal as 

you receive normal strikes on your shoulder 

armor. Shoulder Armor does not protect any of 

your torso area or your biceps.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Shoulder Armor!"

~Mechanics~

Shoulder Armor

Effect~ Armor

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can ignore all normal damage on all areas of 

your body except for one of your limbs although 

that limb does become fatally vulnerable if you 

shout the verbal as you tie an orange band on to 

your vulnerable limb and if you then shout, 

"Achilles Heel!" as you receive damage to all 

areas of your body except for your vulnerable 

limb. If Achilles' Heel is active your armor is 

negated, and you cannot benefit from any other 

positive effects or perform any other abilities 

(including Armor).

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ Self

Range~ N/A

Component~ Orange Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Achilles' Heel"

~Mechanics~

Achilles' Heel

Effect~ Magical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can stun an already movement impaired enemy 

for up to 30 seconds if you shout the verbal as you 

throw and strike him, his weapon, or his shield 

with a brown packet while his movement is 

impaired by an ability. If you hand him a shackle 

component during the time that he is stunned then 

he becomes shackled. If he becomes shackled he 

must stop moving, drop all of his weapons, items, 

arrows, etc. that he is holding and he cannot hold 

anything and cannot move unless a Player is 

holding the other end of the shackle and 

prompting him to do so. There are Abilities that 

remove this effect and he can still be shackled 

even if he has  damaged limbs. If he becomes 

shackled he cannot be damaged by anything other 

than ability damage.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ A Movement Impaired 

Enemy, Weapon or Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Stun 30!"

~Mechanics~

Bolo Throw

Effect~ Shackling

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can simultaneously wield an extra melee 

weapon in conjunction with a shield.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Sword and Board

Effect~ Training

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can transfer limb damage from one of your 

limbs to another one of your limbs if you shout the 

verbal while you sit down with your eyes closed.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
Special

~Verbal~

"Disciplined Will 1, Discipline 2,… 

Discipline 5, Success!"

~Mechanics~

Disciplined Will

Effect~ Physical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can heal one of your limbs if you sit down, 

close your eyes, and then shout the verbal.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"Walking it Off 1, Walking 2,… 

Walking 5, Success!"

~Mechanics~

Walk it Off

Effect~ Physical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can ignore normal strikes delivered to your 

leg armor if you wear a physical representation 

of armor over each of your legs from your knees 

down and if you then shout the verbal as you 

receive normal strikes on your leg armor.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ Physical Armor

Inferred Prerequisite~
N/A

~Verbal~

"Leg Armor!"

~Mechanics~

Leg Armor

Effect~ Armor

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can fully heal yourself and become immune to 

normal damage for 10 seconds if you shout the 

verbal as you receive a fatal strike. After 

performing Berserk you become mutilated.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ Self

Range~ N/A

Component~ N/A

Inferred Prerequisite~
N/A

~Verbal~

"ARGGGGGHHHHHHHHH!"

~Mechanics~

Berserk

Effect~ Physical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can cause a shield to be able to ignore an 

effect that strikes it by shouting the verbal while 

tying a purple band on to it and then by shouting 

"Spell Breaker!" as it is being struck with the 

effect.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds/ 

Instant

Duration~ Special

Target(s)~ Shield

Range~ Melee

Component~ Shield & Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Spell Breaker!"

~Mechanics~

Spell Breaker

Effect~ Magical

Warrior

Variation~ Defender

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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Wizard
~Level/

AP 

Cost~

0

You can repeatedly deliver normal ranged 

damage to an enemy if you shout the verbal as you 

throw and strike him with a unique packet, or if 

you forego the use of a Magic Stone, you can wield 

an Dagger length weapon. A weapon that is no 

longer than 20” in overall length is categorized 

as a Dagger weapon. You can wield an Dagger 

weapon while holding it with one or two hands, 

however, if you are holding it with only one hand 

and you receive damage to that hand, you must 

immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ 1 Second

Duration~ N/A

Target(s)~ An Enemy

Range~ Thrown

Component~ Special & LTag

Inferred Prerequisite~
Arm

~Verbal~

"Magic Stone!"

~Mechanics~

Magic Stone or Dagger 

Training

Effect~ Magical

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a staff weapon. A strike from your 

staff does not deliver damage. Instead, if you  

strike an enemy's arm then his arm becomes 

disarmed, if you strike him in his leg then he must 

touch his knee to the ground for one second, and 

if strike him in his torso then he becomes stunned 

for 3 seconds. You cannot attack with a staff if 

you only have one of your hands on it unless you 

have a damaged arm. Your staff must be 5-6' in 

length and it must be covered in foam except for 

where you intend to hold it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Staff Training

Effect~ Training

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can root an enemy for 10 seconds if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a brown packet.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Web 10!"

~Mechanics~

Web

Effect~ Rooting

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can cause an enemy that is with 15' of you and 

not in combat to politely hand or toss you your 

magic stone, a weapon or an item that is with 5' of 

him if you shout the verbal. If he is forced to 

defend himself while he is attempting to pass you 

the item, then this ability is negated but not spent.

Uses~ 1

Casting Time~ Instant

Duration~ N/A

Target(s)~ An Object

Range~ 15'

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Telekinesis!"

~Mechanics~

Telekinesis

Effect~ Unique

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can deliver the effects of a staff to an enemy 

if you shout the verbal as you throw and strike him 

with an anamorphic packet. If your Familiar 

receives a fatal strike it becomes a corpse and it 

must be brought back to life with an ability. A 

strike from a staff does not deliver damage. 

Instead, a strike delivered to an enemy's arm 

disarms his arm, a strike delivered to his leg 

causes him to have to touch his knee to the ground 

and a strike to his chest causes him to be stunned 

for 3 seconds.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Special

Range~ Special

Component~ Special

Inferred Prerequisite~
N/A

~Verbal~

"[Familiar] Attack!"

~Mechanics~

Find Familiar

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can heal your summoned creature and cause 

him to recover any abilities he has used if you both 

shout the verbal in rotation while you both kneel 

and touch your totem with your eyes closed. After 

Mind Melding you both become stunned for 5 

seconds.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Summoned Player

Range~ Touch

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Mind Melding 1, Melding 2,… Melding 

5 Success!"

~Mechanics~

Mind Meld

Effect~ Holy

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can summon a Monster that does not cost 

more than 5MP to play, and is unlocked within 

campaign, into battle to fight for you if you shout 

the verbal while you kneel and hold your 

summoning totem skyward. If either of you receive 

a fatal strike your Monster becomes mutilated.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning [Type of Monster] 1, 

Summoning 2,… Summoning 10, 

Success!"

~Mechanics~

Summon Monster

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can summon a Monster that does not cost 

more than 10MP to play, and is unlocked within 

campaign, into battle to fight for you if you shout 

the verbal while you kneel and hold your 

summoning totem skyward. If either of you receive 

a fatal strike your Monster becomes mutilated.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning [Type of Monster] 1, 

Summoning 2,… Summoning 10, 

Success!"

~Mechanics~

Summon Rare Monster

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can summon a Dancing Blade into battle to 

fight for you for 100 seconds if you shout the 

verbal while you kneel and hold a melee weapon 

skyward. Your Dancing Blade must stay within 50' 

of you, he is immune to normal damage, he cannot 

speak a language, he must loudly count up to 100, 

he must attack the nearest player to you and if he 

or his weapon receives a breaking effect then he 

is destroyed.

Uses~ 1

Casting Time~ 5 Seconds

Duration~ 30 Seconds

Target(s)~ A Summoned Player

Range~ 15'

Component~ Weapon

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning Dancing Blade 1, 

Summoning 2,… Summoning 10, 

Success!"

~Mechanics~

Dancing Blade

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can summon a Monster that does not cost 

more than 15MP to play, and is unlocked within 

campaign, into battle to fight for you if you shout 

the verbal while you kneel and hold your 

summoning totem skyward. If either of you receive 

a fatal strike your Monster becomes destroyed.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Summoning [Type of Monster] 1, 

Summoning 2,… Summoning 10, 

Success!"

~Mechanics~

Summon Epic Monster

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can summon a Flesh Golem into battle to fight 

for you if you shout the verbal while you kneel 

and hold your summoning totem skyward. He must 

stay within 50' of you, he receives damage 

normally, and if you receive a fatal strike before 

him he becomes destroyed. He can wield all melee 

Weapon combinations and is granted infinite uses 

of the Drain Corpse ability. He cannot speak 

although he can grunt or moan.

Uses~ ∞

Casting Time~ 10 Seconds

Duration~ Special

Target(s)~ A Summoned Player

Range~ 50'

Component~ Figurine

Inferred Prerequisite~
Both Arms

~Verbal~

"Constructing Flesh Golem 1, 

Constructing 2,… Constructing 10, 

Success!"

~Mechanics~

Construct Flesh Golem

Effect~ Summon

Wizard

Variation~ Construction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a staff weapon. A strike from your 

staff does not deliver damage. Instead, if you  

strike an enemy's arm then his arm becomes 

disarmed, if you strike him in his leg then he must 

touch his knee to the ground for one second, and 

if strike him in his torso then he becomes stunned 

for 3 seconds. You cannot attack with a staff if 

you only have one of your hands on it unless you 

have a damaged arm. Your staff must be 5-6' in 

length and it must be covered in foam except for 

where you intend to hold it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Staff Training

Effect~ Training

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can repeatedly deliver normal ranged 

damage to an enemy if you shout the verbal as you 

throw and strike him with a unique packet, or if 

you forego the use of a Magic Stone, you can wield 

an Dagger length weapon. A weapon that is no 

longer than 20” in overall length is categorized 

as a Dagger weapon. You can wield an Dagger 

weapon while holding it with one or two hands, 

however, if you are holding it with only one hand 

and you receive damage to that hand, you must 

immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ 1 Second

Duration~ N/A

Target(s)~ An Enemy

Range~ Thrown

Component~ Special & LTag

Inferred Prerequisite~
Arm

~Verbal~

"Magic Stone!"

~Mechanics~

Magic Stone or Dagger 

Training

Effect~ Magical

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can repeatedly deliver normal ranged 

damage to any enemy if you shout the verbal as you 

throw and strike him with a unique packet.

Uses~ ∞

Casting Time~ 1 Second

Duration~ N/A

Target(s)~ An Enemy

Range~ Thrown

Component~ Special & LTag

Inferred Prerequisite~
Arm

~Verbal~

"Magic Stone!"

~Mechanics~

Magic Stone

Effect~ Magical

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can deliver damage with a staff if you shout 

the verbal as you strike an enemy with it.

Uses~ 2

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy

Range~ Melee

Component~ Staff

Inferred Prerequisite~
Arm

~Verbal~

"Shocking!"

~Mechanics~

Static Shock

Effect~ Unique

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can remove magical effects from a player if 

you shout the verbal as you throw and strike him, 

his weapon, or his shield with a purple packet.

Uses~ 2

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Dispel Magic!"

~Mechanics~

Dispel Magic

Effect~ Anti-Magical

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3/25/2025 11:19:41 PM Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099



Check us out @- Phlarp.net * Facebook * Youtube * 573-516-3099

~Level/

AP 

Cost~

4

You can ignore damage and effects as you 

immediately follow and then touch your frisbee if 

you shout the verbal as you throw it, although you 

cannot deliver damage as you Teleport . If your 

frisbee is struck after you throw it, you receive a 

3 second stun upon reuniting with your frisbee.

Uses~ ∞

Casting Time~ 1 Second

Duration~ Special

Target(s)~ Self

Range~ Thrown

Component~ Special

Inferred Prerequisite~
Arm

~Verbal~

“Teleport!”

~Mechanics~

Teleport

Effect~ Magical

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can disarm and deliver ranged damage to an 

enemy if you shout the verbal as you throw and 

strike him, his weapon, or his shield with a yellow 

packet. If you strike his weapon or shield it 

becomes disarmed but he does not receive any 

damage. If you strike him he receives ranged 

damage and he is disarmed. If you deliver a fatal 

strike to him with this ability then he becomes a 

mutilated corpse.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Yellow Packet

Inferred Prerequisite~
Arm

~Verbal~

"Lightning Bolt!"

~Mechanics~

Lightning Bolt

Effect~ Shocking

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can deliver a fatal ranged strike to an enemy 

if you shout the verbal as you throw and strike 

him, his weapon, or his shield with a purple packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Purple Packet

Inferred Prerequisite~
Arm

~Verbal~

"Magic Missile!"

~Mechanics~

Magic Missile

Effect~ Magical

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can freeze an enemy for up to 3 seconds if you 

shout the verbal as you throw and strike him, his 

weapon, or his shield with a blue packet. If you 

strike him then he becomes frozen and he receives 

ranged damage. If you strike his weapon or his 

shield then he does not receive any damage but he 

does become frozen. If you strike his weapon or he 

shield while he is frozen then it becomes broken 

and he becomes unfrozen. If you strike his body 

while he is frozen, or if you deliver fatal damage 

with this ability then he becomes mutilated.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Blue Packet

Inferred Prerequisite~
Arm

~Verbal~

"Ice Bolt, 3!"

~Mechanics~

Ice Bolt

Effect~ Freezing

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can deliver damage to both of an enemy's limbs 

on one side of his body if you shout the verbal as 

you strike him with a red packet. If you strike his 

weapon or shield then it becomes Disarmed for 10 

seconds.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Red Packet

Inferred Prerequisite~
Arm

~Verbal~

"Enflame, 10!"

~Mechanics~

Enflame

Effect~ Flaming

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can freeze an enemy for up to 3 seconds if you 

shout the verbal as you throw and strike him, his 

weapon, or his shield with a blue packet. If you 

strike him then he becomes frozen and he receives 

ranged damage. If you strike his weapon or his 

shield then he does not receive any damage but he 

does become frozen. If you strike his weapon or he 

shield while he is frozen then it becomes broken 

and he becomes unfrozen.  If you strike his body 

while he is frozen, or if you deliver fatal damage 

with this ability then he becomes mutilated. If you 

do strike an enemy, his weapon, or his shield, and 

you have not received damage or moved your feet 

then you can throw up to 5 additional blue 

packets in the same manner with the same effects.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Up to 6 Enemies, Weapons 

or Shields

Range~ Thrown

Component~ 6 Blue Packets

Inferred Prerequisite~
Arm

~Verbal~

"Casting Blizzard 1, Blizzard 2,… 

Blizzard 6!"

~Mechanics~

Blizzard

Effect~ Freezing

Wizard

Variation~ Destruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can repeatedly deliver normal ranged 

damage to an enemy if you shout the verbal as you 

throw and strike him with a unique packet, or if 

you forego the use of a Magic Stone, you can wield 

an Dagger length weapon. A weapon that is no 

longer than 20” in overall length is categorized 

as a Dagger weapon. You can wield an Dagger 

weapon while holding it with one or two hands, 

however, if you are holding it with only one hand 

and you receive damage to that hand, you must 

immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ 1 Second

Duration~ N/A

Target(s)~ An Enemy

Range~ Thrown

Component~ Special & LTag

Inferred Prerequisite~
Arm

~Verbal~

"Magic Stone!"

~Mechanics~

Magic Stone or Dagger 

Training

Effect~ Magical

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a staff weapon. A strike from your 

staff does not deliver damage. Instead, if you  

strike an enemy's arm then his arm becomes 

disarmed, if you strike him in his leg then he must 

touch his knee to the ground for one second, and 

if strike him in his torso then he becomes stunned 

for 3 seconds. You cannot attack with a staff if 

you only have one of your hands on it unless you 

have a damaged arm. Your staff must be 5-6' in 

length and it must be covered in foam except for 

where you intend to hold it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Staff Training

Effect~ Training

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

1

You can slow an enemy for 10 seconds if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a brown packet.

Uses~ 1

Casting Time~ Instant

Duration~ 10 Seconds

Target(s)~ An Enemy

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Slow 10!"

~Mechanics~

Slow

Effect~ Slowing

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

2

You can repair a broken item if you tie a white band 

on to the item as you shout the verbal. If you are 

attempting to repair a magical item your casting 

time is multiplied by 10.

Uses~ 2

Casting Time~ 5 Seconds

Duration~ Instant

Target(s)~ A Broken Object

Range~ Touch

Component~ N/A

Inferred Prerequisite~
Arm

~Verbal~

"Occulus Repairo 1, Occulus Repairo 

2,…Occulus Repairo 5, Success!"

~Mechanics~

Repairo

Effect~ Repairing

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

3

You can grant an ally the ability to wield up to an 

exotic length weapon until he delivers damage 

with an exotic weapon if you shout the verbal as 

you tie an orange band on to his arm.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ An Ally

Range~ Touch

Component~ Orange Band

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Marv’s Mitts!”

~Mechanics~

Marv’s Mitts

Effect~ Magical

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

4

You can grant an ally the ability to wield a bow or 

thrown weapons until he delivers damage with a 

bow or a thrown weapon if you shout the verbal 

as you tie a green band on to his arm.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ Special

Target(s)~ An Ally

Range~ Touch

Component~ Green Band

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Dexterous Hands!”

~Mechanics~

Dexterous Hands

Effect~ Magical

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

5

You can substitute any Ability up to 5th level for 

any other Wizard Ability of the same level for a 

day.

Uses~ 1

Casting Time~ N/A

Duration~ 24 Hours

Target(s)~ Self

Range~ N/A

Component~ Special

Inferred Prerequisite~
N/A

~Verbal~

N/A

~Mechanics~

Expanded Spell Book

Effect~ Unique

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

6

You can hide from enemies for up to 30 seconds if 

you shout the verbal as you throw up your hood. If 

any enemies are within 15’ of you then you cannot 

Hide or reveal yourself and if you have no choice 

but to reveal yourself then you cannot attack 

anyone for 3 seconds.

Uses~ 1

Casting Time~ (Roughly) 3 Seconds

Duration~ 30 Seconds

Target(s)~ Self

Range~ N/A

Component~ Black Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Invisibility, 30!"

~Mechanics~

Invisibility

Effect~ Hiding

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

7

You can deliver ranged limb damage to an enemy, 

or his corpse, which persists through his death 

and until the end of battle if you shout the verbal 

as you throw and strike him with a black packet. If 

you strike him in the torso he becomes mutilated 

and you choose which of his limbs becomes 

Withered.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy

Range~ Thrown

Component~ Black Packet

Inferred Prerequisite~
Arm

~Verbal~

"Wither Limb!"

~Mechanics~

Wither Limb

Effect~ Ailment

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

8

You can deliver ranged damage and disarm an 

enemy if you shout the verbal as you throw and 

strike him, his weapon, or his shield with a yellow 

packet. If you strike his weapon or shield it 

becomes disarmed but he does not receive any 

damage. If you do strike an enemy, his weapon, or 

his shield, and you have not received damage or 

moved your feet then you can throw up to 5 

additional yellow packets in the same manner with 

the same effects.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Up to 6 Enemies, Weapons 

or Shields

Range~ Thrown

Component~ 6 Yellow Packets

Inferred Prerequisite~
Arm

~Verbal~

"Casting Chain Lightning 1, Chain 

Lightning 2,… Chain Lightning 6!"

~Mechanics~

Chain Lightning

Effect~ Shocking

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

9

You can cause any ally to become able to wield up 

to an exotic length weapon until he delivers 

damage with a melee weapon if you shout the 

verbal while tying a orange band on to his arm. 

Once you have began casting this Ability if you do 

not move your feet or take any damage you can 

continue to cast it an infinite number of times.

Uses~ 1

Casting Time~ 3+ Seconds

Duration~ Special

Target(s)~ Up to All Allies

Range~ Touch

Component~ Red Band(s)

Inferred Prerequisite~
Both Arms

~Verbal~

“Casting Mass Marv’s Mitts!”

~Mechanics~

Marv’s Mitts, Mass

Effect~ Magical

Wizard

Variation~ Instruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

0

You can wield a staff weapon. A strike from your 

staff does not deliver damage. Instead, if you  

strike an enemy's arm then his arm becomes 

disarmed, if you strike him in his leg then he must 

touch his knee to the ground for one second, and 

if strike him in his torso then he becomes stunned 

for 3 seconds. You cannot attack with a staff if 

you only have one of your hands on it unless you 

have a damaged arm. Your staff must be 5-6' in 

length and it must be covered in foam except for 

where you intend to hold it.

Uses~ ∞

Casting Time~ N/A

Duration~ Passive

Target(s)~ Self

Range~ N/A

Component~ LTag

Inferred Prerequisite~
Arm

~Verbal~

N/A

~Mechanics~

Staff Training

Effect~ Training

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

0

You can repeatedly deliver normal ranged 

damage to an enemy if you shout the verbal as you 

throw and strike him with a unique packet, or if 

you forego the use of a Magic Stone, you can wield 

an Dagger length weapon. A weapon that is no 

longer than 20” in overall length is categorized 

as a Dagger weapon. You can wield an Dagger 

weapon while holding it with one or two hands, 

however, if you are holding it with only one hand 

and you receive damage to that hand, you must 

immediately drop it and if you then want to 

continue to wield it you must recover it from the 

ground with your undamaged hand.

Uses~ ∞

Casting Time~ 1 Second

Duration~ N/A

Target(s)~ An Enemy

Range~ Thrown

Component~ Special & LTag

Inferred Prerequisite~
Arm

~Verbal~

"Magic Stone!"

~Mechanics~

Magic Stone or Dagger 

Training

Effect~ Magical

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

1

You can disarm an enemy if you shout the verbal as 

you throw and strike him, his weapon, or his shield 

with a brown packet.

Uses~ 1

Casting Time~ Instant

Duration~ Instant

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Disarm!"

~Mechanics~

Expelliarmus

Effect~ Disarming

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

2

You can cause an enemy to kneel for 10 seconds if 

you shout the verbal as you throw and strike him, 

his weapon, or his shield with a brown packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Diminution 10!"

~Mechanics~

Diminution

Effect~ Kneeling

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

3

You can confuse an enemy that is within 5’ of you 

until he retrieves all 10 of your cards if you shout 

the verbal as you “flip” 10 of your cards towards 

him. Once he becomes Confused he must 

immediately begin to retrieve the cards and he 

must verbally state “I am no longer Confused!” 

once he retrieves all of them. He is immune to 

damage and effects while he is Confused. If any 

cards fall outside of a 5’ radius of him he can 

ignore them.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ An Enemy

Range~ 5'

Component~ 10 Playing Cards

Inferred Prerequisite~
Arm

~Verbal~

“[Target], You are Confused!”

~Mechanics~

Confusion

Effect~ Charming

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

4

You can stun an enemy for 3 seconds if you shout 

the verbal as you throw and strike him, his 

weapon, or his shield with a brown packet.

Uses~ 1

Casting Time~ 1 Second

Duration~ 3 Seconds

Target(s)~ An Enemy, Weapon or 

Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

“Stun, 3!”

~Mechanics~

Stun

Effect~ Stunning

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

5

You can stun an already movement impaired enemy 

for up to 30 seconds if you shout the verbal as you 

throw and strike him, his weapon, or his shield 

with a brown packet while his movement is 

impaired by an ability. If you hand him a shackle 

component during the time that he is stunned then 

he becomes shackled. If he becomes shackled he 

must stop moving, drop all of his weapons, items, 

arrows, etc. that he is holding and he cannot hold 

anything and cannot move unless a Player is 

holding the other end of the shackle and 

prompting him to do so. There are Abilities that 

remove this effect and he can still be shackled 

even if he has  damaged limbs. If he becomes 

shackled he cannot be damaged by anything other 

than ability damage.

Uses~ 1

Casting Time~ Instant

Duration~ 30 Seconds

Target(s)~ A Movement Impaired 

Enemy, Weapon or Shield

Range~ Thrown

Component~ Brown Packet

Inferred Prerequisite~
Arm

~Verbal~

"Stun 30!"

~Mechanics~

Imprisonment

Effect~ Shackling

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

6

You can slow up to 4 Enemies for 10 seconds if you 

shout the verbal as you simultaneously throw 4 

brown packets and strike him, his weapon, or his 

shield with one of them.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ Up to 4 Enemies, Weapons 

or Shields

Range~ Thrown

Component~ 4 Brown Packets

Inferred Prerequisite~
Arm

~Verbal~

“Mass Slow, 10!”

~Mechanics~

Slow, Mass

Effect~ Slowing

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

7

You can deliver the effects of an ability you have 

learned that has a packet component to an enemy, 

with your staff instead if you first shout the 

verbal as you extend the appropriate packet 

skyward and if you then shout the linked ability's 

verbal while still holding the packet in your hand 

as you strike him in the appropriate area with your 

staff. Once you prime this ability the packet of the 

linked ability is no longer considered an item and 

upon performing this ability both this ability and 

the linked ability are spent.

Uses~ 1

Casting Time~ Special

Duration~ Special

Target(s)~ Self

Range~ Touch

Component~ Purple Band

Inferred Prerequisite~
Both Arms

~Verbal~

"Casting Ability Link!"

~Mechanics~

Spell Link

Effect~ Magical

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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~Level/

AP 

Cost~

8

You can root up to 4 enemies for 10 seconds if you 

shout the verbal as you simultaneously throw 4 

brown packets and strike them, thier weapons, or 

thier shields with one of them.

Uses~ 1

Casting Time~ 1 Second

Duration~ 10 Seconds

Target(s)~ Up to 4 Enemies, Weapons 

or Shields

Range~ Thrown

Component~ 4 Brown Packets

Inferred Prerequisite~
Arm

~Verbal~

“Mass Web, 10!”

~Mechanics~

Web, Mass

Effect~ Rooting

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

~Level/

AP 

Cost~

9

You can confuse up to 5 enemies within 5' of you 

until they retrieve all 50 of your cards if you 

shout the verbal while flipping the cards at them. 

Upon becoming Confused they must immediately 

begin retrieving the cards and they must each 

verbally state "I am no longer Confused!" upon 

retrieving all of them. Enemies are immune to all 

damage and effects while Confused.

Uses~ 1

Casting Time~ 1 Second

Duration~ Special

Target(s)~ Up to 5 Enemies

Range~ 15'

Component~ 50 Playing Cards

Inferred Prerequisite~
Arm

~Verbal~

“[Target(s)], You are Confused, 50!”

~Mechanics~

Confusion, Mass

Effect~ Charming

Wizard

Variation~ Obstruction

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
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