“Hope,..
to some, Carmoa is a bastion of hope; a
sanctuary for those who may have never been
offered one, for those who believe they do not
deserve one. To others, she is a prison, to keep them
locked away from the faithful and the fearful,
moving the wolves from within the herd. To a few,
she is a business opportunity, rife with spoils for the
plundering, so long as they can figure out a way to
remove them from the island.
To me? To me, she is home.” - Kyte Callenhall
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Welcome one and all to your first steps into the world of OESPRA.
Exiled; on the shores of Carmoa is the flagship game from The Wayfarer
Chronicles. Established in 2017, this game is based around the ideas
of rogueish pirates, thieves and rebels; loyal soldiers, merchants and
scholars, all coming together on a mysterious island that was once used
solely for the purpose of exiling dangerous criminals; now a contested
land, highly sought after by the Queen of Kings Isla, Amber Rose, and
trading companies across the known world for it’s valuable resources
and importance to the magical community.
We run with the ethos of a kind inclusive and caring community, the
game is run entirely by volunteers and all ticket sales go straight back
into the game.
As a game, we pride ourselves on our incredible player base and the
quality of roleplay and interactions to be had on the island (so to speak).
So please find in the pages set out from here on in, a guide to joining
us all and hopefully if it’s your first LARP event, a new experience that
will open a door you’ll never be able to shut, or if you’re old hat, a
welcoming community and world that react to your actions.

WELCOME TO

CARMOA

THE STORY SO FAR...
Oespra has long been a land that finds
itself resigned to the whims of it’s
denizens. At the seat of the Empire, the
King is dead, upon the newly vacant throne
now sits Amber Rose Isla. Once a princess
with her heart set on justice, now a Queen
with her very being set on both Revenge
and the eradication of the lawless.
During her father’s reign, the Island of
Carmoa, a place once believed to simply
be a myth, was designated a penal colony.
The mysterious nature of the island and
the treacherous journey one must make
to even lay eyes on it made it a perfect
candidate. No-one would ever escape
once they had been sent there. Prisoners
were taken to the edge of the Wraith
Waters and set adrift in small life vessels.
Those that actually made it through the
brutal seas to the island were marooned,
and those that didn’t well… they joined
Tiyd and the Undertow in the waves below.
It has come to the attention of the Kings
Empire however that Carmoa is a favoured
land of the gods, it is a land where there
are untapped resources and riches, and
to leave that to the scum and villains
that now call it home would be both
detrimental to the ruling classes and the
lives of the good people of Oespra. Thus,
with the death of her father, Princess
Amber Rose Isla has dedicated herself
and the Kings Islan armies to retaking the
Island in the name of the Empire.

Few things have ravaged through the
burgoening society on Carmoa, everything
from a Meridran plague, through to an
upstart god seeking to create a following
on the island. The hardy survivors who call
the island home saw to it that the Betrayer
would never truely find himself a place in
the seat of the Oceanic Throne of Tiyd. A
discovery of a totemic stone that seems to
have links to the worlds magical leylines
has been discovered and Tiyd’s armies
have sought to destroy it to cripple the
defenses that stop him from setting foot
on the island. Carmoa is not afforded the
same protections from the gods as the
lands outside the Wraith Waters.
Hunters and reporters have claimed new
discoveries on the island, and a supply of
the bane of Shahasha has been circulating
amongst the populous, Shimmer sees it’s
revival amongst the Carmoan people.
Natives of the Island have been seen and
communication established as best as
possible, though the process is still in it’s
early stages.
Trading companies, Gin Palaces, Families,
all find their home alongside the
settlement of Driftwood. And as the dust
settles in the aftermath of the death of
the Betrayer, a new threat circles the
settlement seeking out it’s kinsmen for
reasons unknown, the Mysts part and the
Wraithwater Assembley finds itself on the
end of brutal order.
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In the following pages you will find a guide to creating your character inside the world
of Carmoa.
Some of this will seem very familiar to those who play video games, tabletop games
or have been to other LARP events. For those who aren’t at all familiar with those
mediums. We will go through this step by step.

Choose a Species.

Create a Build.

Progression.

CREATING
CHARACTERS
10

Carmoa has four different species available for
players to play. Humans, Dami / Dormo, Dvawri
and Meridra. These are documented in the
following pages.

Exiled; on the shores of Carmoa characters are
built using what we call “Constellations”. You are
not bound by a single constellation and can place
points in any of the constellations, however, you
must begin from the bottom and work outwards.

Every event you attend as a player, you recieve a
single point to add to the advancement of your
character.

In the following sections you will find information on each of the species and
information on the skills and constellations available to you as a player to create your
own unique character to traverse the world.
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APPEARANCE

MERIDRA
(MEH-RID-RAH)

Niamh’s eyes shot open. Rolling
instantly onto her side, she
expelled the salt water from her
throat and lungs which burned
as she coughed and hacked, a
mix of bile and water leaving her
body. When all was gone, her
assassin’s instincts brought about
the unassailable feeling that
there was someone else on the
golden sands close by. Pushing
herself into a crouched position
with as much grace as she could,
she faced the being beside her.
Dainty feet (though webbed and violet in colour) stood before her, the creatures’
toes digging through the sand like a thief would roll a coin across their knuckles.
Slender legs led to wide hips, a flat stomach and a well-proportioned chest. As
Niamh’s eyes came to rest of the face of the being before her, she couldn’t help but
be stunned their beauty. The fae-like wonder that stood before her was definitely
female, with large dark eyes and violet skin with lighter tiger-stripe markings. Pursed
lips that seemed to hold back every question in the universe topped off the look of
sincerity on the strange woman’s face. The gills on her neck and regal octopus-like
mantle that adorned her head would mean this woman was... Meridran.
With a soft angelic voice, the woman chimed, “I’m so glad to see you awake, we do
not see many of your kind here!”
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Known sometimes to others as the Sea
Fae, Meridra are at home both at land and
in the waves, and were often mistaken
for ‘mermaids’ and described as such in
olden folk-tales. They often have fish-like
markings, with skin in pastel shades from
blues and purples to peaches and subtler
‘human’ tones. The markings between
any two Meridra will never be completely
identical, even those with a familial tie.
Other physical references to their aquatic
origins, such as the gills often seen on the
face or neck, or hands that sport webbed

fingers, make their exotic origin plain to
see. Some may don a crown of coral, or
else braid seaweed into the tentacles that
might replace their hair.
Those who choose to forego the fashion
choices of their chosen trade or location
will often opt for lightweight clothing such
as kimono-like dresses or simple wraps,
providing less resistance should they have
to make the shift back to the waves.

CULTURE
The Meridra have collectively made it their
life goal to learn; thus, they are all highly
skilled in their chosen fields. If you are
lucky enough to be in the presence of a
Meridran tutor, you will likely have access
to most of the world’s known knowledge
of their subject. Those who dedicate
themselves to the sword make the most
rigorous and thorough coaches or drill
sergeants; the Meridran Warrior castes are
known throughout the lands for their calm
and collected approach to high-intensity
situations.
The Meridra originate from the Glass
Isles, a group of islands half-submerged
in the western part of the known world,
perfect for their semi-aquatic lifestyles.
Ancient buildings long sunk below the
waves are still considered home to some
of the Meridra, a mix of ancient marble
pillars and monolithic statues. Whilst
these buildings are still well kept, they are
also left to succumb to the natural aging
processes of the sea.

Not many adventurers are capable of
making it to the Glass Isles, as the seas
surrounding them (known as the Elder
Song Seas) are a place of solitude for Tiyd
and his restless dead. For any boat to
cross these waters, special bows must be
crafted; these bows are designed to cross
the surface in such a way as to produce a
melodic sound, creating music beneath
the waves and placating Tiyd. The Meridra
are the most adept at creating these
specialist bows. If a regular ship were to
attempt to cross these waters, the bow
would instead produce a violent and
discordant tune, causing the restless dead
to rise in an attempt to sink the ship.
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MERIDRA IN OESPRA

PHYSICAL REPRESENTATION

Meridra do not often leave the Glass Isles, but when they do, they tend to travel
alone. Moving like a breeze through the settlements on the other continents, they
try to remain undetected as best they can, though this proves troublesome with
their unique appearance.

When designing a Meridran character, our advice is to begin by basing your look
from some aquatic plant or animal, and build upon this using aspects of other
similar organisms.

Dvawri: “The Dvawri are often a little too raucous for our liking, though they do
respect the seas. They understand that we know it both above and below. They can
pull themselves out of their revelries and wish to make money to hear our wisdom,
and they are smarter than most give them credit.”
Humans: “Humans are young and short lived; most will never meet one of my kin.
One cannot blame them for seeming foolish and impatient, as they tend to follow
their hearts rather than take time to calculate a risk. But one must admire their
bravery in adversity of a short time enjoying their achievements.”
Dami & Dormo: “They are from a plane beyond ours. I would love to study them
further, but one can never trust a word that passes by their lips, no matter which
caste you speak to. They are tricksters and smarter than they let on.”

When naming your Meridra, take inspiration from East-Asian names and languages.
Having been brought up in a separate part of the world, others may stumble over
your ‘exotic’ names; having a nickname may be required!
Coming from such a secluded location, how have you come to find yourself
in Carmoa? First of all, how did you physically make to the island? Were you a
criminal, exiled to the island like so many before you? Did you travel there as a
scholar, to further your studies? Were you a renowned storyteller in the Glass Isles,
travelling further to expand your repertoire with stories of the other races? Did you
resent the seclusion and secrecy of your people, and abandoned your home in
search of something more?
Minimum PhysRep:
• The face and any other exposed skin should be painted in Meridran skin colours;
these should be in light/pastel shades for a base, with darker colours reserved for
any markings. If you want to avoid full body-painting, tight-fitting clothing matching
your skin base colour can be used.
• Prosthetics are not required, but can really add to your character’s appearance!
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APPEARANCE

DAMI / DORMO
(DAH-MI / DOOR-MOW)

"Is that a manatee?"

Dami/Dormo are average in size. Due
to the nature of their arrival in this
plane, they often take on the physical
characteristics of one of the many species
prevalent in the world. Most default to
a natural human range of height as the
most common of the species. The Dami
and Dormo vary little from each other
in this characteristic, although the Dami
tend to be the wirier, slightly smaller of
the two.
Dami and Dormo often have dark skin
shades in comparison to the other
species. Most range from dark reds,
purples and greys through to more
human skin tones although some can be
incredibly pale with dark markings.

"This, sir, is my dog, Trelice"
"...... That's a..." The man talking to the
Dami merchant turned to his colleagues
incredulously, then back to the crimson
skinned humanoid before him. The
smile on its face surely meant to seem
endearing but was, in fact, ridiculously
unnerving. "Sir, do you have the document
I asked you to find for me?"

The Dami's eyes widened with glee as he rummaged in his satchel. This, though on
anyone else may have seemed like innocent joy, on the face of the Dami looked
manic. This was the unfortunate side effect of being born in the demonic realms. It
didn't matter how much you tried to appeal to the denizens of this new world, your
appearance always conveyed something very different than what you intended.
"Here it is sir! Yes, yes! here it is!" the Dami chimed with pixie-like joy, the boney
structures adorning his cheeks rising with the wide smile now plastered on his face.
"Now good sir, I have much to do today! I must be off- come, Trelice!" The Dami
hopped down off the dock and onto the back of the dog (manatee, it was definitely a
manatee...) and the two began to swim away.
"But what about your coin?" the buyer on the docks called after.
"Oh crap, Trelice, back boy, back!" But the manatee was already on his way to the next
destination, which was wherever he pleased, it would seem. "NOT AGAIN, NOT MY
SHINIES!"
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Diamond shaped bone structures
below the eyes on the cheeks signify a
being from the alter-planes of reality,
and as such is the minimum PhysRep
requirement for Dami/Dormo characters.
These can be represented through the
use of face paint or prosthetics. Most have
light or blank eyes, and some have fangs
or facial tattoos, dependent on what
plane of existence they have travelled
to the prime world from. They can look
surprisingly human otherwise.
On their travel to the Primal World,
the Dami/Dormo takes a more human
appearance than they would have had in
their own plane of reality. They may retain
some of the features from their previous
monstrous form however; tails, vestigial
horns, tufts of fur, feathers, raised bony
structures.

Dami and Dormo do not age, some who
wish to create a more wizened look might
wear false facial hair or dye their hair
an older looking shade of their current
aesthetic.
Dami and Dormo exhibit wildly different
styles of dress, due to their differing
natures. One thing they do share, however,
is a complete lack of understanding of
what the humans call “fashion”. A Dami/
Dormo having recently found their way
to this plane of existence through portals
developed on the island of Shahasha
may at first adopt the fashions of the
Shahashan people they meet. As they
travel throughout this world, they have a
tendency to accumulate attire from the
other nations, leading to a somewhat
hodge-podge appearance. Those who
have lived longer on this plane have
learnt to blend through clothing, and will
often settle on the more focussed style of
one of the nations, with varying success.
Dami seek to fit in with humanity. They
believe that the closer they act to
humans, the easier it will be for them to
assimilate on this world and get away with
never being clocked as anything other
than human. As such, their clothing tends
to be plainer, in more muted colours and
with a strong leaning towards one of the
nation’s popular fashions.
Dormo, on the other hand, are attracted
to the shiniest of shinies and often cannot
help reflecting this in their dress, no
matter how hard they try to camouflage
as Dami. They retain more of a ‘mixed’
look about their clothing choices and
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DAMI / DORMO IN OESPRA

are often drawn to bright, lustrous, highly
decorated fabrics. Jewellery is coveted
and worn with an often childlike delight
and obsession. Dormo will sink to the
lowest forms of “work” to get their hands
on their preferred form of reflective
material. This isn’t always coins or
gems however; it could be mirrors, foil,
jewellery. Dormo add these bits to their
shrines and clothing to fill the holes left
by their dwindling tethers to the other
realms.

Dami and Dormo have the same kind of outlook on all the other species. It's
either a case of trying to fit in, or trying to take what they have to fill their "nests"
(Dormo). Most Dormo will try to pass themselves off as Dami; most other races don't
understand that there are two castes of the planar visitors.

CULTURE
The Dami and Dormo found their way to this plane of existence through portals
developed on the island of Shahasha. They are travellers across the realms but appear
to this world as somewhat "demonic".
Though not inherently evil, they are often misunderstood and that itself can lead to a
more reclusive Dami to turn Dormo.
They are somewhat childlike, and still have an element of wonder in everything they
do in this new world, although they may be millennia old.
DAMI
Dami seek to live their lives without being segregated out from the main populace. In
fact they believe their disguises so good that they come off as Humans. They are often
more inquisitive and explorative than the Dormo.
DORMO
Dormo are tricksters. They make great traders, thieves and assassins; however they are
rarely trusted or recruited to councils. They get around this by presenting like Dami.
There are few tells that give them away though; mainly a love of anything shiny. Like
magpies, they love gems, diamonds, some even enjoy the humble coin. They vary by
degrees; some are more addicted than others, but few can withstand the exposure for
long.
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APPEARANCE
Dvawri are a stocky humanoid species often born and raised at sea. They are slightly
longer-lived than Humans, and have a hardier resistance to most elements due to their
lives lead bracing against the fiercest storms or with very little respite from the heat of
the midday sun.
Dvawri range in height from about 5ft to 6ft, with broad shoulders and wide chests,
both male and female. Though female Dvawri may have some diminutive features,
this is often not the case. Dvawri do not have a term for masculinity or femininity as it
doesn’t really exist amongst their people. Both genders take on interchangeable roles
upon their ships and amongst their families.

DVAWRI
(DUH-VOW-REE)

As the waters parted at the prow of the ship,
the sails billowing in the north easterly wind,
a shout rang out against the cacophonous
sounds of the sea.
“Yer all gonna scrub the latrines if yeh canny
get us into port before nightfall yeh scrubs!”
The exclamation had come from an older,
stout looking humanoid, with braided
silver hair and a plaited beard adorning

Dvawri will often choose to wear loose fitting but hardy clothes, leather duster coats,
armours, cotton shirts and pants. Those who venture away from the seafaring life will
often choose to retain some element of these attire choices amongst their chosen
profession’s uniform or armour.
Tattoos are a big part of Dvawri culture, as they tend to tattoo their life stories upon
their skin in intricate and woven manners. If you ask a Dvawri what their tattoos mean,
you could be in for a life story, so sit tight.
Their hair is often long and braided, bejeweled and adorned, tied back and beaded, or
shaved to make space for more tattoos.

his almost square head and strong jaw. His skin was weathered from years at sea
(though not cracked, simply like worn leather), his eyes pools of azure blue that
shone with both knowledge and cunning.
Rangrim was older now, and not as green as a lot of Dvawri sailors who had
attempted such runs in such a short amount of time. He would argue that there
were no better captain for smuggling jobs, and he wouldn’t be far from wrong.
There weren’t many sailors upon the vast ocean that could match a Dvawri crewed
ship, no matter its size.
He began whistling to himself through a knowing smile as port came into view
three days sooner than expected.

20
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CULTURE
A Sailor’s Life

Dvawri Exile

Dvawri are born and bred on the sea, on
ships of all sizes. The Dvawri are stout,
hardy and tough, spending pretty much
their whole life upon the waves. It is rare
to see Dvawri as travellers venturing on
land, although it does happen. Some
Dvawri will exile themselves from their
families, with bad blood or not, and
choose the life of a wayfarer.

Dvawri Exiles are those who have either
been disowned by their ship family or
have chosen a life of adventure on land
away from their people. They, in turn,
sacrifice their home at the Citadel.

Often becoming vagabonds, sell swords,
thieves, or sometimes enlisting in the
king’s services, Dvawri are the true free
people of the world.
At the End of Adventure
When a family decides it is time to call
the end of a ship’s tenure, they find
the Floating Citadel, a group of vessels
wrecked upon one another that floats
around the ocean. They then partake in
a “Wrecking Ceremony” where the ship
is sailed at full speed into an allocated
area and wrecked alongside other famed
ships. The Citadel has become a bustling
hub of trade, frivolity and homes for the
old to raise their young, to rebuild ships
and to make way for a new generation of
legends.

Dvawri Exiles are cunning, smart and
work as well alone as they do as a part
of a team. They often find themselves
recruited into adventuring parties, gangs
or even as a part of the guard.

HUMAN
CULTURES
OF OESPRA

Throughout the world of Oespra, the land
in which Exiled on the Shores of Carmoa
is based, there are a few currently known
human societies which each have their own
culture.
In this section of the guidebook, we will go
over a few of the key aspects for each of the
cultures found around the known world.

Dvawri Vessel-Bound
Dvawri Vessel-Bound are Dvawri who owe
allegiance to their family and ship bound
clan. When the ship retires and wrecks
itself at the Citadel, they will still find a
home amongst their people.
They are natural sailors and traverse the
world’s oceans with greater ease than
most any other of the denizens of the
world.

KINGS ISLANDERS
Kings Islanders are the peoples of Kings Isla, the island centre-North of the current
mappings of the world (this is mainly because most maps were commissioned by
the King whose seat of power lies in Lake Royale, the capital of Kings Isla). It is a
land of wealth, with bountiful farmlands, rolling green hills and, though there are
smaller settlements across the land, the taxes the people pay are put to good use in
ensuring there are connections to all the main towns and cities. This makes for great
trading amongst settlements, and if a person were to work their way up, they could
easily make themselves from a small village shopkeeper to a merchant prince with a
few vessels in their fleet within their lifetime.
OOC Inspirations
The inspirations for Kings Isla was very much that of Europe in the 1600’s - 1700’s
and even into the late 1700’s around the time of the French Revolution. Below I will
expand on some of the fashions of Kings Isla using examples from these eras and
fantasy aspects that you might use to compliment the look for Oespra’s fantasy
setting.
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Fashions of the Wealthy.
The wealthy of Kings Isla are all about
flamboyance and showing off. They have no
need for their wear to be practical as they
have butlers, maids and workers to do any of
the heavy lifting for them. If you’re looking at
playing a noble or a well-to-do merchant type
from Kings Isla, you’ll want to go all out on the
biggest, finest dresses you can find washed
up on the shores. Of course, these may be a
little waterlogged at first, but nothing a good
underling couldn’t sort out for the right price.
Think about how your character got to the
island. It will never have been plain sailing,
but you can still show your wealth through
how you dress and what you’ve managed to
scavenge from your belongings.
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The Kings Islan or Private Military
Both the King and some of the larger trading
companies have Military offshoots; the King’s
is obviously the largest, but companies like
The Carmoan Trading Company and The
Baynhaven Conglomerate have their own
private armies or armed divisions. Those
Militias are best distinguished by the colours
of their uniforms or the stylings.
The King’s Armies colours are Royal Blue and
Silver, though there are some exceptions to
this within the more elite sects of the King’s
Guard (which is now the Queen’s Guard). Some
of them may wear more old fashioned plated
armour or jackets.
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In Game Examples of private military.
Please be aware that the images below are of a group called “The Carmoan Trading
Company” PLEASE DO NOT Copy their uniform unless you have joined their group.
If you wish to play Kings Islan Military, their colours are Red, Grey & Gold.
If you wish to start your own Military style group, feel free to choose your own colour
scheme and let the game team know.

SHAHSHANS
Shahshans are diverse and adaptive people. They have learnt not only to live, but to
thrive in a harsh and often unyielding land of Swamps and Bayou of Shahsha. There is
constant mugginess and heat, along with treacherous roads and backwoods cabins,
which are said to harbor witches and all sorts of oddities collected from realms best
left untouched.
OOC Inspirations
For central Shahsha or upper-class Shahshans, think about mixing Persian and Egyptian
fashions with the New Orleans fashions of around 1765. For those on the outskirts or
out in the Bayou, have a look at the Salem TV series. This series really hits the right
notes for the kind of fashion you might find further out of the main cities and into the
smaller settlements, especially Twill.
Upper Class Shahshans
The Nobility of Shahsha are the epitome of the cultures own aloof nature. They are well
renowned around the world for their nightly celebrations of life, holding parties in the
capital city of New Newanga. Every night the lamps are lit, and the streets bustle with
both masked and unmasked revellers, decked out in jewels and fancy dress; night after
night they seek to amaze and impress.
Think about taking lost and unimaginable treasures and wearing them as jewellery to
make your counterparts stutter when they see them.
Most of the upper class will live in New Newanga, where magic is prevalent and is used
to cover up any kind of smell the Bayou can throw up as well as to repel insects and
other wildlife. New Newanga is a center for magic and at the forefront of the sciences.
So though the evenings may be spent partying, the days are spent selling their wares at
the inland dock along the river.
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Lower Class & Rural Shahashan.

TORTARAI

Shahshans further out of the city become more dour; without the protection of the
magic and science of the big city, they have had to learn to live amongst the creatures
of the Bayou. They are a hardy folk, but live their lives reliant on medicine men and
witches that take up residence in the nearby swamps.

Northern Tortarai is mostly inhabited by
Merchants and is contestedly controlled
by Kings Isla still, with a slew of barracks
and training grounds for Kings Islan
soldiers, as Southern Tortarai still proves
a problem for the Empire. Thus, anything
South of the bridge is an image of what
Carmoa could be if the Exiles were to
overpower the Kings Islan Empire in its bid
to take the land back.

You’ll find less and less of these people closer to Strettin, a settlement of Calibari
followers who still follow the old ways and believe that witches should be executed
on the pyre.

HAVENERS

Nobility

Haveners hail from the lands of
Baynhaven, an alpine country,
mountainous and rugged in places, but
with beautiful clear rivers and many roads
that lead to small settlements with log
built buildings from the plentiful forests
that litter the lands.
OOC Inspiration
Think Slavic / Germanic fantasy or
folklore, add in a bit of Romani and dash
with furs and pelts, trappers and the likes
from the American frontier.

they dress with extravagance and a
colourful disregard for their more sensible
counterparts. Like a snake, they show their
colours bright and proud, as they are just
as dangerous as the thieves and murderers
who inhabit the slums and lower city. In
fact, they probably hire most of them!

in fashion; they wear what is suitable
for their profession. Many Haveners are
travellers and roam from settlement to
settlement with the Caravan trains that
travel the island.
Think about your profession for a Havener
and wear the appropriate garb; much
like Dvawri, they are a practical people
and share much in common with the sea
faring species.

The nobility of Southern Tortarai are
not exactly… well, noble. They are often
Thieves, Pirates, Forgers, general wellto-do bad guys who have made it so far
up the ranks they have amassed enough
money to be in the same wage bracket
as a “Noble” in any other culture. Thus,

General Haveners
Haveners don’t really have nobility
or lower-class ways of dressing, just a
higher level of cleanliness. They are a
hardy people who don’t put much faith
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SKILLS
BASE SKILLS

WHAT ARE LUCK TOKENS?

All basic characters get the following skills for free:

Luck is a commodity granted at the start of the game or by the gods. It can be used to
get yourself out of most sticky situations and must be burned upon use.

•
•
•
•

1 Handed Weapons (Including Daggers)
Light Armour
Buckler
Thrown Weapons

HIT POINTS
Every Starting Character has 1 Hit Per Location
A player can use Physique to add 1 hit point to every location. (See Physique skill)
Remember, we’re aiming for a filmic fighting style. If you lose a limb, roleplay it. You
may be a hero, but you’re going to have to take some time away from the fight to
recoup (no hopping around on one leg, or just holding an arm behind the back;
roleplay the pain, roleplay the retreat).

All traps, runes and magical defences will have a luck rating. You can burn as much
luck as is required to avoid the effect of the spell, ritual or trap. If you come across a
rune or trap, it will be marked physically with a laminated card if it is from game team
or a non-laminated from players; it will always show a luck rating. To avoid the trap
you must burn the luck; if you view the trap and do not have enough luck to escape it,
you should enact triggering the trap.
Luck can also be used to use certain skills within the Skill Constellations. See the Skill
Description for information.

WHAT ARE METTLE POINTS?
Mettle Points can be found throughout the progression of many of the Skill
Constellations. A Mettle Point grants the player a Mettle Token.

Locations are: Head, Chest, Left Arm, Right Arm, Left Leg, Right Leg.

Mettle Tokens are like Luck Tokens and should be torn upon their use.

Head and Chest dropped to 0 is an instant drop to death count.

Mettle Points are assoicated with Martial Skills

DEATH COUNT IS 2 MINUTES

USING LUCK AND METTLE.
You cannot expend a Luck or Mettle token, within five minutes of your previous Luck
or Mettle expenditure.

ARMOUR
ENCUMBRANCE (CASTING)
Magic users CAN wear armour, however the Encumbrance value of your Armour will
determine what level spells you can cast whilst wearing your Armour.
Each piece of Armour you wear has an encumbrance value; your total encumbrance
across your whole body determines the level of magic that you are able to cast.
If your encumbrance value exceeds 6, you cannot cast tier 3 or higher spells.
If your encumbrance value exceeds 10, you cannot cast tier 2 or higher spells.
If your encumbrance value exceeds 14, you cannot cast magic at all.
Eg. I’m wearing a Plate chest (4) Leather Bracers on Both Arms (1 + 1) and Leather
Greeves on both legs (1 + 1) this adds up to 4+1+1+1+1 = 8.
Meaning I can cast up to Level 2 spells.

ARMOUR SKILLS
Any area that is not covered by Armour counts as your base hits including any
Physique or other protective spell you have enabled.
Players can only react to what is apparent and visable, so stacking armour in one
place is only viable if it is apparent.

Light Armour

This includes hardened leathers, shell and barks. Light Armour offers 1 point of
additional HP to all covered areas.
Encumbrance Value: 1

Medium Armour

This includes carapace, chainmail, wood. Medium Armour offers 2 points of additional
HP to all covered areas.
Encumbrance Value: 2

Heavy Armour

This includes Plate and Crystalline armours. Heavy Armour offers 4 points of additions
HP to all covered areas.
Encumbrance Value: 4
There are NO prerequisite skill required for heavy armour. Anyone with the heavy
armour skill can use the lower skills without needing to buy them.
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ENHANCEMENT SKILLS

WEAPON SKILLS

Enhancement Skills are used to negate some of the limits placed on your as players
such as your ability to lift or grapple and your ability to wear armour and cast spells.

One-Handed Weapon Training

Physique, Mettle, Encumberance and Luck are all cumalative skills and allow for the
player to gain more resources at the start of each game by buying these skills.

You can wield any weapon up to 42 inches in length Pommel to Blade Tip.

Two-Handed Weapon Training

Physique

You can wield any weapon above 42 inches in length Pommel to Blade Tip, this
weapon must be held in both hands when in use. (Up to 96inches)

Allows for lifting heavy objects, breaking grapples, etc. Can be taken multiple times.
This also adds an additional hit point to each location.

Dual Wield

Encumbrance Reducation

You are able to wield two weapons, one in each hand. This can be used with the
Flintlock or One-Handed Skills.

Increase your encumbrance limit by 2. Can be bought multiple times.

Buckler
You are able to use a small shield 20 inches wide.

Shield
You are able to use a shield up to 38 inches wide.
(Think about your background; if you’re a Kingsguard, have a shield with a
“knightly” appearance. If you’re an Exile, it may be some planks scavenged from a
ship.)

Thrown Weapon
Any small coreless LARP weapons used as thrown projectiles. Each that hits does a
point of damage.
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FIREARM SKILLS

GENERAL SKILLS

Similar to magic calls, a character must make a call to the player they are intending
to shoot.
Both firearm skills are assured hits to the chest. The shot does 1HP Damage. These
shots pass through Light and Medium Armour and cannot be blocked by shields.
Reload time is simply the time it takes to reload a cap onto your pistol.
The player is responsible for supplying their own caps for their gun, whether this be a
cap or a party popper. For a gun to fire successfully, there must be an audible *bang*.

Flintlock Pistol

Lock Picking

Pick Pocket

Lock picking is required to open locks
that have been placed on containers,
you must spend a Luck Token to pick a
lock. The following Ranks will open the
following locks.

Each rank of Pick Pocket allows you to
pick a single pocket per day. You must
place your pickpocket token into the
pocket / bag of the victim without being
noticed. Inform a Referee and you may
take a single item from that persons
pocket that is an IC commodity. Once this
is done, your pickpocket token is spent.

Lock Picking Rank 1 - Beginner
Lock Picking Rank 2 - Advanced
Lock Picking Rank 3 - Expert

Decode

Slip Bindings

You can wield any one-handed pistol.
Flintlocks can be used with the Dual Wield skill. If you do not have the Dual Wield
skill, you may only wield one weapon at a time, whether that be a sword or a pistol.
A Pistol shot does Through damage to Light and Medium armour.

If you’re bound in any way, you can spend
a Luck Token use this ability to slip your
bindings. If you can physically slip the
bindings without the skill, please do not,
this requires good Roleplay etiquette.

Cypher

Flintlock Rifle
You can wield any Flintlock Rifle.
A Rifle shot does Through damage on Heavy Armour, and require the same call as
flintlock pistols to attract the attention of your target.

Firearms Call:
(Aim Firearm at Player, Make it apparent who you are aiming at)
**Fire Gun** You *Identifier*.
Eg. **Gun Fires** You in the Red Shirt!

You can only Cypher a message if you
have this skill. If you Cypher a message,
you are required to include a copy of
the cypher with every message. If the
Character who intercepts the encoded
message has the Decode skill, they can
read the Cypher by decoding using your
provided code. This acts as an added
layer of security, as your message may
contain pre-determined code names
anyway. (The only people who can read
this message, are the people with Decode
or People who know your Cypher.)

Greasy

It is up to the player to determine what they’re being shot by, if it’s a rifle and you’re
wearing heavy armour, that will go through your armour. If it’s a pistol, it won’t.
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Decode allows you to Decode any cypher
that is not your own.

Detect Traps
Detect Traps allows the player to spend
a Luck Token to declare “Detect Traps”
which causes any ambush to reveal itself,
can also be used to see a trap.

Disarm Traps
Disarm Traps allows the player to spend
a Luck Token to disarm a detected
mundane trap.

Lay Low
The player should find reasonable cover
and remain still, tearing a luck token
allows them to place their hand in the air
and become hidden. You should be out
of sight from everyone when undertaking
this skill.

Greasy allows the player to spend a Luck
Token to slip out of any kind of grapple
without the need to meet Physique
requirements.

37

Sneak

Blood Letter

Acolyte

Brace

The player should find reasonable cover
and remain still for 10 seconds, tearing
a luck token allows them to place their
hand in the air and become hidden.
The player may move out of cover and
remain stealthed for 30 seconds, players
cannot run and must move as if maimed.
(see “Maim” call) You should be out of
sight from everyone when you initiate
this skill.

The Surgeon gains the ability to inflict
a wound secretively when performing
surgery.the surgeon will hand the player
a wounding card. The player should
roleplay the injury on this card. The
recipient of the wound will not know its
origin.

An Acolyte gains a single boon a day
which can be collected at the Glass
House. This boon can be used by the
Acolyte, or bestowed upon another.

Brace allows you to use a Mettle Point
to resist a single call that might throw
them off their feet or fumble. (Such as
Strikedown or command spells). (Can
use the “No Effect” Call)

Hamstring
Hamstring allows the player to spend
a Mettle Point to call “Maim” on a
connected weapon blow. The Recipient
reacts as stated in the “Maim” call.

On the Wind
The player should find reasonable cover
and remain still for 10 seconds, tearing
a luck token allows them to place their
hand in the air and become hidden.
The player may move out of cover and
remain stealthed for 30 seconds, players
may move at regular walking speed. You
should be out of sight from everyone
when undertaking this skill.

Medicine
Each Rank in medicine allows the player
to identify and treat the corresponding
rank in affliction. For Eg. Poison or
Disease ranked at 1 / 2 / 3.

Triage

Evaluate
Ability to evaluate treasure and
determine how much it is roughly
monetarily worth.

The surgeon bandages the wound. The
wounded party’s death count does not
progress when receiving surgery from
this player.

Surgeon

Healing Time Reduction

Players can heal wounds and set bones
using a first aid kit. Bandages and other
PhysReps should be used for this. Most
Surgery based injuries will be on a
card and the Surgeon can determine
the length of roleplay required to fix a
certain injury.
Battlefield Surgery can be done with
appropriate roleplay and 30 seconds per
hitpoint restored, if the Surgeon must
perform an operation, this must be done
off the field. Surgery does not halt Death
Count.

Each rank of Healing Time Reduction
reduces the time it takes to heal a
wound, magical or mundane by 5
seconds.
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Priest
Priests can pull 3 boons from the
Bag’o’boons.

Ordained
Ordained can pull 3 boons and
contact their god through written
communication left at the Glass House.
A response will be forthcoming, this
may be through contact with the God, a
messenger or a letter.

Sanctuary
The Sanctuary skill allows the player
to create an area 5ft radius where no
combat may occur. The Santuary lasts
for 5 minutes. This requires the use of a
mettle point.

Improved Santuary
Increase the Radius to 10ft and the time
that Sanctuary lasts to 10 minutes.

Condemn
The player can condemn another in the
name of their god. The player uses a
mettle point to burn another’s Luck or
Mettle point.

Improved Condemn
For the same mettle point spend from
the condemner, the target loses 2 of the
selected tokens. (Luck or Mettle)

Strikedown
Strikedown allows the player to spend
a Mettle Point to call “Strikedown” on a
connected weapon blow. The Recipient
reacts as stated in the “Strikedown” Call.

Crushing Wave
(Crushing Wave requires the player to
be wielding a 2 handed weapon)
Crushing Wave allows the player to
spend a Mettle Point to make an attack
that doesn’t have to connect to cast a
“Mass Strikedown” on anyone within a
10ft radius of them, friend or foe.

Spell Block
(Spell Block requires the player to be
wielding a Shield (Not a Buckler))
Spell Block allows the player to spend
a Mettle Point to resist a single ranged
magic call directed at them as if they’d
blocked it on their shield. (A No Effect
call)

Backstab
After 30 seconds of stealth, the player
may use a dagger or 1 handed weapon
to make a single blow to an unarmoured
location on the chest or head, making a
call of ‘Fatal’. The target will immediately
drop to the floor and enter their death
count.
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Deadshot

Cover Tracks

After 30 seconds of stealth, the player
may use a pistol or rifle weapon to make
a single shot, taking account of any
armour rules that may apply, making a
call of ‘Fatal’ plus the usual ranged calls,
i.e. ‘Fatal [location] [target identifier]’. The
target will immediately drop to the floor
and enter their death count.

Allows the player to spend a Luck Token
to cover their tracks, if a player claims to
have tracked a stealthed individual, the
player may call “Cover Tracks” to throw
them off the scent.

Vile Toxins
For Durational Poisons, this skill reduces
the time taken for the poisons to take
effect by half.

Concealment
The Concealment skill allows you to
maintain a hidden weapon denoted
by a Black Ribbon on your person. This
Weapon MUST be concealed from sight
and cannot be found when searched.

Roll the Bones
Roll the Bones can be used once per
game, ideally at the start of a chosen day.
Players may roll a 4 sided Dice at the
fence or bordello.

Bleedout
You’ve learnt to target the weakest spots
of the body. You spend a Mettle point and
this Halves death count of target (Call
Bleedout)

Tracking

They then bolster their luck or mettle
by the number rolled on the dice. The
tokens you are provided are a lucky dip.

Hustler
Hustler allows the player with this ability
to trade a single Mettle or Luck point for
the alternative token. This can be done at
the Fence or Bordello.

Rank 1 Tracking - allows the player to
follow or find an NPC in an encounter.
It also allows them to find information
about a bounty or hunt by asking a Ref.
Rank 2 Tracking - allows the player
to spend a Mettle Point to uncover a
stealthed individual or hidden item,
Unless it is magically stealthed eg. Dormo
stealth ability.
Announce “Tracking” to allow the subject
to counter with “Cover Tracks”. You must
Roleplay the act of tracking the subject.

Steady Hand
Reduces Deadshot aim time by 10
seconds.

Heavy Lead
When using Deadshot you may call
IRRESISTABLE STRIKEDOWN instead of
FATAL.
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CRAFTING SKILLS
Extra Blueprint Slot

Inventor

A Crafter can normally only work on one
crafting project and one research project.
Each rank of this skill allows a Player to
work on one additional project at a time.

Resourceful

Inventor is a starting skill and therefore
can work with Common materials and
grant the crafter their starting 10 Crafting
Measures. Unless they have already taken
one of the other starting skills, Alchemy /
Armourer / Weaponsmith.

Your character is quite resourceful and
knows how to work with less. With each
Rank of Resourceful you can ignore one
Common Material required in a blueprint.

In that case, they do not gain any
additional Crafting Measures. Inventors
can also mend Guns without the aid of
magic.

Extra Crafting Measure

Advanced Inventor

Every rank taken in Extra Crafting Measure
grants 1 Crafting Measure.

As the inventor’s skills improve, they can
now work with Rare materials.

Alchemy

Expert Inventor

Alchemy is a starting skill and therefore
can work with Common materials and
grant the crafter their starting 10 Crafting
Measures. Unless they have already taken
one of the other starting skills, Inventor
/ Armourer / Weaponsmith. In that case,
they do not gain any additional Crafting
Measures.

As the inventor’s skills improve, they can
now work with Mythic materials

Advanced Alchemy
As the alchemist’s skills improve, they can
now work with Rare materials.

Expert Alchemy

As the alchemist’s skills improve, they can
now work with Mythic materials.

Weaponsmith
Weaponsmith is a starting skill and
therefore can work with Common
materials and grant the crafter their
starting 10 Crafting Measures.
Unless they have already taken one of the
other starting skills, Alchemy / Armourer
/ Inventor. In that case, they do not
gain any additional Crafting Measures.
Weaponsmiths can also mend weapons
without the aid of magic, except guns.
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GATHERING SKILLS

Advanced Weaponsmith
As the weaponsmith’s skills improve, they
can now work with Rare materials.

Herbalist

Expert Weaponsmith

Herbalists can find and identify plants and other naturally occurring materials in the
wild that are typically found at the numerous Meadows or Steams on the Island

As the weaponsmith’s skills improve, they
can now work with Mythic materials.

Miner

Armourer

Miners can precious metal ores or minerals that are typically found at one of the
islands many Quarries.

Armourer is a starting skill and therefore
can work with Common materials and
grant the crafter their starting 10 Crafting
Measures. Unless they have already taken
one of the other starting skills, Alchemy
/ Weaponsmith / Inventor. In that case,
they do not gain any additional Crafting
Measures.

Hunter
A Hunter can skin creatures that they have killed. Upon killing a creature, the player
may roleplay taking skins or trophies and the crew member playing the creature will
hand over what they have been given as a material.

Extra Gathering Tokens <type>

Armourers can mend armour without the
aid of magic.

Every rank in this skill grants the player an extra gathering token in a chosen Gatherer
skill, herbalist/miner/hunter.

Advanced Armorer
As the Armorers skills improve, they can
now work with Rare materials.

Expert Armorer

CAPTAIN HORN

As the Armorers skills improve, they can
now work with Mythic materials.

The incredible John Milestone aka.
Miley heads up the Crafters guild in
the game.
You can find Captain Horne in the
main hub. Miley will have access to
the crafting materials, money and is
the go to for helping with crafting and
research!
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UNIVERSAL CALLS

Mind Effect Calls
Sleep - Fall unconscious

Universal calls are calls that you will both use and hear in the field. You will see these
referenced in skills and spells.

Mute - Cannot speak
Confuse - Act confused for duration, cannot concentrate.

Blind - Cannot see

Fear - run away for 30s, then take no combat actions for 1 minute to pull yourself
together.

Deafen - Cannot hear

Agony - wracked with the illusion of physical pain for the duration. Cannot move,
take actions, or concentrate.

Paralysis - Cannot move or speak.
Subdue - The target will not suffer damage but will be knocked unconscious.
Strikedown - Fall to the ground. Back should contact the ground. Alternatively, one
knee and hand must stay in contact with the ground for 5s.
Knockback - stagger back 15ft

Curse Effects
Hex - destroy all luck tokens.

Get Over Here - move towards the caster 10ft or until concentration ends.

Condemn - destroy luck or mettle token (Condemn Luck, Condemn Mettle,
Condemn 2 Luck, Condemn 2 Mettle)

Gust - 1 point of damage, stagger back 15ft, struggle against winds until concentration
ends

Drown - the target takes a point of damage every 10 seconds for 30s to their chest,
ignoring any armour.

Entangle - Lasts 30s unless concentration is applied by creature
Rot - 1 point of damage per 30s on location targeted
Maim - Movement speed is reduced to a slow

Defensive Calls
Mirror - damage dealt is reflected back to the attacker.
No Effect - if you are not affected by a call, you must call “No Effect - (Reason)”. E.G.
“No Effect - Fortify”, “No Effect - Brace”.

Fatal - Fall to your death count
Execute - After 5s of roleplaying, kill a target on their Death Count.
Bleedout - Halves total Death Count. If you have a Death Count of 2 minutes, and
have been dying for 1 minutes before Bleedout condition is applied, you will die.
Grenado - Any player within a 10 foot radius of the explosion of a Grenado takes 1
point of Damage to every location, if the player isn’t knocked to their Death Count,
they must also take a Strikedown.

Special Calls

Modifier Calls
These calls change the effect of another call.
Mass - Mass affects everyone in the immediate area. If you’re with a 15ft radius
assume this call has affected you.
Global - Effect is applied to every location of a creature.

Other calls may happen on the field as a result of special monster abilities or magic.
As these effects maybe more complex, they are restricted to a Close Range and the
caster is required to explain the effect of this call if you do not know it.
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COMMON KNOWLEDGE
The most common currency on Oespra is the Doubloon.
(This for PhysRep reasons doesn't follow the old Spanish currency, so please read
below)

1 Golden Doubloon = 4 Silver Reales

THE OESPRAN CALENDAR
The Oespran calendar follows the real world months of the year, unless stated
otherwise, events take place in the Oespran Calender on their respective day in the
real world calendar.
The days of the month have no specific name. (No Mondays, Tuesdays etc.) Instead
days of the month are replaced simply by their number. For example:
The Second Moon of Calimba

1 Silver Reales = 4 Copper Church

or

Though some institutions like Trading Companies and certain guilds may pay you in
other ways, such as reknown or letters of marque.

OESPRAN TERMINOLOGY
Here we will look at what you might
commonly hear Oespran inhabitants
calling people / onjects.
Oespran (Oss Pran) - Essentially the same
as calling anything that lives on Earth an
“Earthling”.
Tortaran (Tor Tar An) - Anyone who
originates from the continent of Tortarai.
Shahshan (Shuh Hah Shan) - Anyone who
originates from the continent of Shahsha.
Islans (Eye Lans) - Anyone who originates
from the continent of Kings Isla.
Havener (Hay Ven Er) - Anyone who
originates from the continent of
Baynhaven.
Dorami (Dor Am Ee) - Often used to refer
to both Dami and Dormo, as no-one
can really tell which they are until they
interact with them. The Dami and Dormo
don’t seem too upset by this.

Sea Fae (See - fay) - Coined by the
Dvawri in their folklore, before meeting
the Meridra when they became more
integrated with the world during the
Calibari Crusades, the Dvawri saw these
Sea dwelling folk from time to time due
to their lives spent at sea and coined
them the Sea Fae. Many old folk tales
from the Dvawri people feature Sea Fae.
Calibari (Cal - ih - Bar - ee) - The name of
a faith commonly practiced on Kings Isla.
The Calibari faith considers the Pantheon
to be a single God and a group of saints.
They worship Calibar and pay respects to
the saints, but do not hold any as close to
Calibar.
Ruck (Ruh k) - Causing a Ruckus, or having
a fight.
Aviary (Ay Vee A Ree) - The legendary
home of the old Talons Thieves Guild.

The Twenty-Fourth Rise of Nor
There is no set way to refer to a day, and is mostly cultural as to how you will refer
to it, whether you count it by the sun or moon rise, or even the apex of the sun in
the sky.

Real World Months

Oespran Months

Januray

Calimba

February

Yena

March

Anqor

April
May

Calypsa
Nor

June

Coascar

July

Samanee

August

Larthig

September

Vhispa

October

Tiyreen

November

Luness

December

L’Amvere

Ornikoan / Ornikoa (Orn ih ko Wah) - The
natives of the Island Carmoa.

46

47

HISTORICAL EVENTS

100BCC

The Kings Islan Empire adopt a new
religion, the Calibari faith takes over from a
traditionally polythestic / paganistic lifestyle.
Instigated by Tiyd to corrupt his father using
the will of humans.
All other gods of the Pantheon begin to lose
power and the power granted to Calibar
begins to corrupt.

YEAR 0

1 ACC

The last time the gods interviened in a human
affair, the scales had tipped too far and the
corruption of Calibar ended.

First year of peace after the Calibari
Conquests.

Amber Rose Isla decalres Carmoa as an asset to
the Kings Islan Empire.

1021 ACC

The Betrayer makes himself known amidst the
people of Carmoa.
The Indiginous Species of Carmoa the Ornikoa
are discovered.
(These are the Events of Exiled on the Shores of
Carmoa Event #1)

BCC

Before the Calibari Crusades (or Calibari Conquests)

ACC

After the Calibari Crusades (or Calibari Conquests)
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CONSTELLATIONS
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ALUNE

CHARACTER CREATION
Character creation works very similar to things you may have seen in video games.
Each skill sits in a “Constellation”.
Unless ranked, every skill can be picked once. You must pick the prerequisite skill in
the constellation to move down the line to the next one. If you have a skill eg. Cover
Tracks, and it appears in another tree, you can skip over that node.
A new character begins the game with 10 points to use in the Constellations.
As stated before, each game entitles the player to another single point, this CAN be
stored and saved until you have enough points for another skill.
Skills that require “Luck” to use are marked with an L
Skills that require “Mettle” to use are marked with an M
On the next 2 pages you will see the Constellations as they should be picked from.
Then each of the Constellations magnified so you can see which skills appear in
them.
When creating your character, you start a base character and can move down any
and every constellation.
The names of each Constellation appear on the outer edge of the page, use this for
reference when using our Character Creator.
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CALIBAR

ANQ

52

53

COASCUS

CALYSSA
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L’AMOR
LARTHEYNA
56

57

NORSCA

SAMANLANDEHRO
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59

TIYD

VHISP

60

61

YENA
62

MAGIC

MANA
Mana is the resource used by magic users. A magic user will gain a certain amount of
mana per game, but will be able to top up their mana by using leylines, the places of
power/mana fountains, or by buying Mana potions from crafters. Mana from leylines
comes in a crystallized form and must be concocted into a usable commodity for
the magic user to use.
Refined Mana is the resource used by magic users. A magic user will gain a certain
amount of mana per game, but will be able to top up their mana by using leylines,
the places of power/mana fountains, or by buying Mana potions from crafters. Mana
from leylines comes in a crystallized form and must be concocted into a usable
commodity for the magic user to use.

4 Raw Mana = 1 Refined Mana Point.
The distillation can be done by an Alchemist, or by the CaraVaan. An inventor may
also be able to create something to mass exchange crystals into mana. Crystals can
be bought and sold. The mana once distilled can only be transferred from one player
to another in a potion form.
At the start of the game, Mana distribution is as follows. This is also the cap on how
much mana a magic user can successfully hold at one time. The values given below
represent the mana allotted per player at the start of an event.
While mana does not refresh in its entirety on a daily basis, a magic user may use the
Meditate skill once per day to gain a portion of their mana back as described below
Mana is obtainable through a multitude of different ways on Carmoa, which you will
find out in play. Player characters would do well to seek these out, or learn to ration
their magic significantly.
Mage - 6 Mana / 2 per meditate
Ritualist - 8 Mana / 4 per meditate
Spellslinger - 12 Mana / 6 per meditate
Enchanter - 12 Mana / 6 per meditate
Inquisitor - 18 Mana / 8 per meditate
Sorcerer - 18 Mana / 8 per meditate
Elder - 20 mana / 10 per meditate
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Meditate (Skill)

Aether Burn

Once per day, the magic user may spend
10 minutes of appropriate roleplay
(channeling themselves, focusing on
leylines, observing personal centering
routines etc.) to regain a portion of their
mana pool. The player may make no other
game affecting actions whilst meditating.

Those without magical ability who take
mana within themselves suffer from the
Aether Burn as the mana tries to work its
way out of the mortal vessel any way it can.
If a non-magical character has mana within
them (not in crystal form), it depletes at the
same rate as with Aether Madness, at 1
mana per 30 seconds. Every 30 seconds
that this effect lasts, the non-magical
character takes a single point of irresistible
Through damage to their chest as the mana
burns from within.

Once a player has meditated they may go
to the GOD desk to receive the appropriate
amount of mana for their magic rank as
outlined in the mana section of the magic
rules.

Mana as a Resource
Someone with no magic rank can hold
Crystalized mana or mana potions, but if
mana is made into its raw primal power,
it can only be held and transferred by
someone with a mage skill. If a mage
tries to hold more mana than their skill
level allows, the magic begins to drain
them from the inside out and can cause
Aetherical Madness.
Aetherical Madness
For every point of mana over a magic user’s
cap that they have within them, they lose 1
mana per 30 seconds until back to their
capped amount. For the duration of this
mana loss, the magic user cannot cast
spells, create trinkets, take part in or lead
rituals, or partake in any other activity
requiring the use of mana. Also, for the
duration of the mana loss, the magic user is
under the effect of an irresistible Confusion
effect.
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MAGIC USER RANKS
Mages wear their ranks on their sleeves, literally. Mages are tattooed to denote their
rank and their mastery of school. They can choose where to have their tattoo but
all tattoos are the same. See below for the tattoo denotation next to the rank and
school.
Each rank allows for different ability, or the ability to lead in certain aspects of the
game. Once you know more than one school of magic, you can look to mix and
match and create new ways to use the schools in conjunction with one another,
using the Spellshaper Skill. Preservation and Decay may result in the ability to raise
the dead, but steal from Tiyd’s armies and you may stand to face a more powerful
magic than you realised existed.
Magic can also be tied to totems; a Mage can have certain totems in play that enable
their power. The stronger a Mage gets, the more totems they might require to
practice their magic. (This is something that is Roleplay preference. it is NOT a
requirement)

Rank 1 - Mage
Being a mage allows for the casting of any level 1 spell
from their chosen school.

Rank 2 - Ritualist
At rank 2, any magic user can lead a Ritual.
They also learn the 1st level spells of a second school
of magic.
At Rank 2 you also gain access to the Rank 2
spells from your initial school.

At Rank 3, You can choose one of 2 skill lines.
Both Rank 3 Lines may also write and lead rituals, however their chosen skill line
may affect how ritual magic responds to them.

Rank 3 - Spellslinger
A Spellslinger specialises in offensive or battlefield
magics. They gain the ability to quickly cast their
spells at a cost of 1 additional mana.
They also gain the 2nd level spells of their second
school of magic.
Explanation: Negates the need for a full spell verbal.
Can just use “Slinger” + required spell call.
Eg. “Slinger Gust”
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Rank 3 - Enchanter
An Enchanter specialises in ritual and potent latent
magic. They gain the ability to consolidate magic
into trinkets for use by people with no magic ability
(defined in the spell tree).
They also gain the 2nd level spells of their second
school of magic.
This means that a caster can cast one of their known
spells and store it into an item. Loading a spell into a
trinket costs an extra 1 mana to store it in the item.

Rank 5 - Elder
Elders are rare, but have a broad knowledge of all
magic schools and retain all knowledge gained
in their previous ranks. Mechanically, this means
the caster will learn the level 2 spells of their third
chosen school of magic, but also gain access to the
1st level spells of the remaining schools of magic.

The caster will attach the spent Mana to the trinket.
A character does not need to be a magic user to use
the spell stored in a trinket. Spell casting roleplay is
completed upon the creation of the item, meaning
that spell casting roleplay does not need to be
completed when activating the trinket.

Rank 4 - Inquisitor
Inquisitors gain access to the 1st level spells in
a third School of magic. Inquisitors retain the ability
from the Rank before, but gain the ability to sense and
nullify magic of all ranks equal to or below their own
rank.
They can nullify magic using their own mana as a
counter to the mana being used by the opposing
caster. They can nullify magic that targets them or
another player character. They can also lift curses.

Rank 4 - Sorcerer
Sorcerers gain access to the 1st level spells in a third
School of magic. They retain their ability from their
previous chosen rank. They can also lift curses.
Sorcerers are granted faster research times or can
forgo certain research requirements in their magic
/ rituals. When given their blueprints, this will
automatically be taken into account.
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CASTING SPELLS
In the following pages you will find a few spells that have been dreamt up by the
game team. These are not the be all and end all of magic in EotSoC, of course. You
as a researcher and user of magic can create and implement new spells by providing
research to the CaraVaan, rigorous testing and the like.

Concentration
Concentration spells require the caster to maintain a “Chant” to continue casting. This
can be of the players own creation, but must be maintained and utilize Universal Calls to
ensure that the target and those around you understand what is being cast.

Each spell has casting requirements laid out below. Vocals can be of your own design
but should include the name of the spell and any calls listed as required.
Casting a spell is as easy as chanting the vocal and aiming it; it is up to you as the player
how you would like to PhysRep your spell casting. It can be as mundane or as
flamboyant as you wish. The most important part is clear vocalisation.
Like tabletop gaming, there are some spells that might require components. It is good
to be aware of these before attending an event so you can bring the correct PhysRep.
Some spells may be referred to as requiring “Concentration”. When casting these spells,
the spell effect immediately end if the caster:
•
•
•
•
•

Takes damage
Moves from the spot where the spell was cast
Casts another spell
Is hit with a Counterspell or other mind affecting spell
Stop chanting for any other reason

Targets
Range of spells is determined in their descriptions. There are 4 Ranges at which spells
can be cast.
Touch: Requires the caster to make and maintain “physical contact” with the target.
(You can act as if you’re maintaining physical contact)
Close: Close range is within Melee range / standing right next to the target.
(5ft - 10ft)
Ranged: Spells tagged as Ranged are up to 30ft. Extra mana can be spent to extend
some ranged spells. (This will be detailed in the spell) Spells must use Universal calls.
Self: Self targeted spells can only be cast on yourself.
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WYLD
RANK 1 SPELLS

RANK 2 SPELLS

Fist of the Mountain

Gust

Fist of the Mountain allows the caster to
grant a Strikedown to the target’s next
weapon attack; this cannot be cast on
yourself. The Caster must cast the spell
over the weapon and hand the Mana
Token from the spell to the target. The
target can then call STRIKEDOWN on
their next successful weapon strike. Rip
the card once this Strikedown has been
used.

Mana Requirement: 1MP

Gust is a spell that deals a single point of
damage to the chest area of the target.
It also forces the target to brace against
the winds. The target is affected by a
15ft Knockback and must then fight
to move forward for the duration of
your spell. The caster can continue to
use this spell as long as they maintain
concentration. If the caster is hit or moves,
the spell effect ends. Caster must remain
in place, aiming the spell at the target
and can cast for as long as they can retain
concentration; if the caster is hit or moves,
concentration is lost. This knocks the
target back 15ft and the target must enact
bracing against the wind as if fighting to
move forward.

Entangle

Duration: Caster concentration

Duration: Until card is torn, or end of the
day
Range: Touch

When Entangle is cast the target becomes Mana Requirement: 2MP
rooted to the spot for 30 seconds. If
Casting: Requires the Gust call
the target takes damage, the binding is
released.
Duration: 30s
Range: Ranged

Soothing Streams

Mind Muddle

This can be used to remove a mind
affecting condition from the target.
This spell requires 30 seconds of
concentration. If concentration is lost,
Soothing Streams will end. After 30
seconds of concentration, any mind effect
on the target is removed, unless the spell
is forced to end prematurely through loss
of concentration. The target must enact
calming down and becoming passive
whilst the spell is being cast.

You can affect someone’s mind to
make it impossible for them to act with
cohesion. Target becomes confused for 30
seconds. This spell breaks and prevents
concentration on a task.

Range: Touch

Mana Requirement: 2MP

Mana Requirement: 2MP

Casting: Requires the Confuse call

If a magic user is under this confusion
effect, they may not cast any spells for the
duration of the effect.
Range: Ranged

Casting: Requires 30s of appropriate
roleplay

Lay of the Land
You can grant one person the first rank of
the Tracking skill for 1 hour. This must be
written on the back of the mana card and
handed to the target. After one hour, tear
the mana card.
Range: Touch

Mana Requirement: 1MP

Mana Requirement: 2MP

Casting: Requires the Entangle call
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OCCULT
RANK 1 SPELLS

RANK 2 SPELLS

Pact of Blood

Pact of the Revenant

Pact of Servitude

Pact of Silence

Pact of Blood is a vampiric heal,
transferring 1HP per 30 seconds of
channelling from one person to another.
The caster must be in contact with
both parties; this can include the caster
themselves.

The caster may speak with the dead.
Once the spell has been cast, the target
corpse reanimates and gets into a
standing position, somewhat slumped,
but still at the ready. The corpse will then
answer up to 4 simple questions. After the
conversation has concluded, the corpse
will attack. Talk to the target corpse.
The corpse must be standing upright to
answer the questions, and should roleplay
appropriately, maybe slumped or with
injuries from their death. Please note
that the corpse may not always know the
answers to the questions that you ask.

The caster may compel a target to obey
their next 3 commands. This can be
anything from answering a question,
falling to their knees, dropping their
weapons, running away, etc. but may not
cause the target to damage themselves.

Once this pact has been invoked, the
target may not speak as long as the
caster remains Silent. Both parties should
remain silent as long as the caster remains
silent.

Range: Touch
Duration: As long as caster maintains
contact
Mana Requirement: 2MP to cast then an
additional 1MP per 30 seconds of casting.

Pact of Tongues
The caster can magically seal an answer
or knowledge of something that has
happened within a target’s mind. The
target will not be able to tell anyone
other than the caster this knowledge and
instead be forced mute, forget what they
were talking about, or change the topic.
This spell lasts for the remainder of the
day.

Examples of questions - “Who sent you?”
“Who do you work for?” “Where do you
come from?”

The command can be no longer than
3 words long This action will last for 30
seconds if possible. E.g. “Bend the Knee”
“Run Away” “Betray your allies” “Speak the
truth”
The caster cannot cast any other spells
whilst this spell is active. All requests
must be made within 5 minutes of casting
the spell.

Range: Close

Once the spell ends, the target is aware
that they have been under the effect of
the spell and may react accordingly.

Duration: Until 4 questions are asked, or
the caster is no longer in Close range.

Range: Must be initially cast at close
range. Commands may be issued at Range

Mana Requirement: 2MP

Duration: 5 minutes or until all three
commands are completed

Range: Close

Mana Requirement: 3MP

Mana Requirement: 1MP

Casting: Requires Spell Verbal with the
word “Pact of Servitude”
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Range: Ranged
Duration: 1 minute or until the caster
speaks, whichever comes first.
Mana Requirement: 1MP
Casting: This spell requires the Mute call.

Pact of Whispers
The caster can plant a piece of
information in the mind of the target.
The target will believe this piece
of information like it was fact. The
information must be easily summarised in
no more than 7 words.
Range: Close
Duration: A year and a day (Until the
matching event the following year, e.g. If
cast at event 1 of a year, it would last until
the end of event 1 the following year).
Mana Requirement: 3MP
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DIVINATION
RANK 1 SPELLS
A Day in the Life

Divine

The caster can use this spell to determine
what a player or NPC has done
throughout the day. The target goes into
a trance and must truthfully recount all
aspects of their day to the best of their
ability, unless they have some way to
resist the effects of this compulsion. The
target must remain present for as long
as it takes for them to explain their day.
The spell is interrupted if the target takes
damage or is subdued.

Divine allows the caster to see a single
future event; it may be unimportant
or it may be integral to the story. The
caster pulls a Divination from the bag of
Divination and can use that information
as they see fit. This spell can be used
once a day.

Range: Close
Duration: Until the target has finished
recounting their day.

Please note that with magic being new
to the world, this is not an exact practice.
Not every Divination is 100% guaranteed
to be truthful. Roleplay your Divination
as and where you like, then report to a
Magic Ref to pull a Divination from the
bag.
Range: Self

Mana Requirement: 2MP

Mana Requirement: 2 MP

Fortune Favours the...
The caster can change the fate of the
target by giving them a luck token. The
caster writes “FORTUNE FAVOURS THE…”
on the back of the Mana card and hands
over the Mana card used to cast the spell.
This card can be used by the target in
place of a Luck Token. The caster may not
target themselves with this spell. A target
may only receive this spell once per day.

RANK 2 SPELLS
Reverse

Forward without Fear

Can be used to reverse a decay effect
on an item or ward. The caster spends
30 seconds concentrating to remove the
“Decay” sticker found, holding their hand
over the sticker and concentrating.

This can be cast on a target so that they
may trigger a single trap or ward. When
a trap/ward is triggered by the target,
Forward Without Fear negates the effects
of the trap/ward against the target. The
Caster must remain in line of sight of the
target while the target activates the trap/
ward.

Range: Touch
Mana Requirement: 3 MP

Expansion
The caster can expand on any of their
current in game research/knowledge by
asking
a referee / GOD / guild master. The
expansion of information requires the
caster to ask if something they believe
is right; they will be told if their request
is right or wrong, and more information
may be made available to help them
find the right information. The Caster
may gain knowledge from any referee
by trading the required mana spend
for information. They can then roleplay
receiving the information in game any
way they see fit.

Range: The spell must be cast at touch
range, then the caster must maintain
concentration with line of sight to their
target.
Mana Requirement: 3MP

Range: Self
Mana Requirement: 2MP

Duration: Until the end of day
Range: Touch
Mana Requirement: 1MP
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DECAY
RANK 1 SPELLS
Atrophy

Erode

Atrophy applies a Rot effect to one
location.

Erode is a touch range spell allowing
for the destruction of inanimate objects
and magical wards. This can be used to
destroy any crafted item or lock, and
even magical wards. This does not work
on naturally occurring resources. Casting
this spell allows you to place 1 Decay
sticker.

Rot: Deals one point of damage per 30s
on a location, including armour.
Range: Touch
Mana Requirement: 2MP
Casting: This spell requires the Rot call

Remove Senses
The caster removes a chosen sense from
the target: Sight, Smell, Taste, Touch, or
Hearing. The target must roleplay being
without the chosen sense. E.g. Blindness,
close your eyes and feel around for
something to guide your way.
Range: Close
Duration: 30s

Simple Crafted Item: 1 stickers
Artisan Crafted Item: 3 stickers
Mastercrafted Crafted Item: 5 stickers
Wards: 1 sticker per level of ward
Phys Rep Requirement: Requires a Decay
sticker to be applied to the item / ward.
Mana Requirement: 2MP
Casting: This spell requires 30s of
concentration.

RANK 2 SPELLS
Blight

Virulence

Place a decay sticker on a gathering node
or a specific resource on node. If placed
on a node, it diminishes the node. If
placed on a diminished node, the node is
depleted. If placed on a specific resource,
that resource will no longer spawn at that
node.
Please report to the Gathering Ref after
you cast this spell.

Atrophy applies a Rot effect to every
location.

Phys Rep Requirement: Decay sticker
required and placed on the resource.

Casting: This spell requires the Global Rot
call.

Rot: Deals one point of damage per 30s
on a location, including armour.
Range: Touch
Mana Requirement: 4MP

Mana Requirement: 4MP
Casting: Requires 30s of concentration.

Decompose
This spell can be used to fast forward
the decomposition of a dead humanoid
or creature. A body will decompose
after 1 minute, but may still be
recognisable; after 2 minutes, the body
will be unrecognisable, but the corpse’s
belongings will remain.
Range: Touch

Mana Requirement: 1MP

Mana Requirement: 2MP
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PRESERVATION
RANK 1 SPELLS

Greater Cure Wounds

Fortify

This stronger version of the Cure Wounds
spell allows for the healing of more
grievous wounds. Every 10 seconds of
roleplayed casting regains 1HP to EVERY
location. This spell only restores lost hits.
While this spell is in effect, the target
enters a stable state and their death
timer will freeze for the duration of the
spell.

Fortify allows the target to negate 3
hits of damage within 1 minute of the
spell being cast. If you are struck with a
Fatal, you negate the call but the spell
immediately ends. This can be cast on
yourself or other people. When struck,
you must declare “No effect - Fortify”.

Alternatively, the caster may spend
additional mana to infuse the ward with
another spell they know. They may also
extend the duration or increase the Ward
Rating of the ward this way.

Range: Touch

Duration: 1 minute

Mana Requirement: 4MP

Mana Requirement: 3MP

Casting: Requires concentration.

Stasis

The Ward rating is equal to the amount of
mana spent on the Ward.

Purge

Stasis may only be cast on yourself. For
the duration of this spell, the caster is
completely immune to damage, but
cannot move, act or speak. If hit, you
must state “No Effect - Stasis”.

Cure Wounds

Sanctified Gate

Allows for the curing of minor wounds.
Every 10 seconds of concentration
regains 1HP to the targeted location;
only a single location may be healed
per casting of this spell. This spell only
restores lost hits. While this spell is in
effect, the target enters a stable state
and their death timer will freeze for the
duration of the spell.

This spell allows the caster to place a
ward on a doorway, entrance way, whole
room, or lock.
The basic version of this spell will only
allow people specified by the caster to
pass the ward.

Range: Touch
Mana Requirement: 2MP
Casting: This spell requires concentration.

Spell Shield

E.G. Primrose casts a ward on her liquor
cabinet infused with the Gust spell, to
last 3 days, and increases the Ward Rating
by an additional 3. The total cost and
Ward Rating of the Ward is 8.

Spell Shield grants the target one
resistance to magic up to and including
Rank 2 spells.
This can only be cast on the same person
once per day. The caster hands over the
Mana Card and the subject tears the card
to resist the first spell that is cast upon
them. The target must declare “Resist Spell Shield” when they tear the mana
card.
Range: Touch
Duration: 1 minute
Mana Requirement: 1MP

RANK 2 SPELLS

Mana Requirement: 1MP for basic ward.
The caster may spend additional mana
equal to the cost of a spell contained
within the ward. The caster may spend
additional mana to increase the rating of
the ward at 1MP/1 rating. The caster may
spend additional mana to increase the
duration of the ward at 1MP/1 day.
Duration: 1 Day + 1MP/additional day
Casting: This spell takes one minute to
cast and requires a Ward Card (available
from a Magic ref) placed on the object or
entrance of the area warded.
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Purge can remove the Rot condition and
Poisons. During this casting, the person/
item is placed in a temporary state
where the ongoing effect being purged is
considered to be paused.

Range: Touch

Range: Self only

Simple Poison: 1 Purge

Duration: 1 minute

Artisan Poison: 3 Purges

Mana Requirement: 2MP

Mastercrafted Poison: 5 Purges
Range: Touch
Mana Requirement: 2MP
Casting: Requires 30 seconds of
concentration.
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RESTRICTED SPELLS
(SPELL SHAPING)

These spells require the Spell Shaping skill. They can be acquired through either
spell research or can be taught by a tutor.

Thorns of the Earth

Cannibalise

The Caster is armoured in stalagmites.
For every point of damage taken by the
caster, the attacking party also takes
mirrored damage. Upon being struck,
the Caster must declare to their attacker
that the damage is mirrored back with a
call of “Mirrored”.

The caster can eat the flesh of a corpse
to regain health points.

Range: Self

You must roleplay eating the corpse.

Duration: 30s

Range: Self

Mana Requirement: 4MP

Mana Requirement: 2MP

Exorcise

Pact of Tithes

Exorcise can be used to destroy a
single lesser demon or lesser undead.
It can also be used to remove an
invading entity from a person or item.
To safely expel an entity from a person
or item, the spell must be cast with
concentration for one minute, or risk
destruction or injury to the target.

The caster makes a deal with a target or
oversees a deal with targets under the
Pact of Tithes.

Range: Close

This Fatal cannot be negated in any way.
The caster can mark both participants in
the pact until the deal is completed; you
MUST include a date that the deal has to
be completed by.

Mana Requirement: 4MP
Casting: This caster must declare
“Exorcise” against the target. If trying
to safely dispel a possession effect, this
spell requires 1 minute of concentration.

For every 10 seconds of continuous
roleplay you gain 1HP to a location of
your choice. If you are interrupted, the
spell effect ends.

Both parties under the pact must agree
to the terms. If the deal is not met, the
target or targets must drop to their
death count as if struck by a Fatal blow.

Drown

Hex

The target’s lungs fill with water and
cannot move from the spot. The spell
lasts 30 seconds and the target takes a
point of damage every 10 seconds to their
chest through any armour. The target
must sputter and cough and can take no
action but to defend themselves.

The target must rip up and discard all of
their Luck Tokens.

Range: Close
Duration: 30s
Mana Requirement: 5MP

Visitation
The target receives a vision from their
own ghost, causing them to cower and
run in terror after the spell is cast, the
target must immediately run away from
the caster for 30 seconds. During this
time they can do nothing but jabber and
cry. For 1 minute after the initial spell
effect, the target must roleplay pulling
themselves together and can take no
offensive or defensive actions.

Range: Close
Mana Requirement: 5MP
Casting: This requires the “Hex” call.

Mask of the Wendigo
The target is sent into a state of
bloodlust, flying into an animal rage and
attacking all
nearby targets, friend or foe. Somebody
under the effect of Mask of the Wendigo,
if brought to 0HP in their head or chest,
will not start their death count until the
spell has ended.
Range: Touch
Duration: 30 seconds.
Mana Requirement: 5MP

Range: Ranged
Duration: 30s Fear, 1 minute no combat
actions
Mana Requirement: 3MP
Casting: This requires the “Fear” call.

Range: Close
Duration: Until the deal is completed or
failed.
Mana Requirement: 4MP
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Death’s Defiance

Range: Ranged

The caster protects the target against
a future mortal blow. The caster writes
“Death’s Defiance” on the back of a Mana
card and gives it to the target. The next
location that reaches 0 receives 1HP
of healing after 30s. The target rips the
mana card once they have received the
healing effect.

Duration: Concentration

Range: Touch
Duration: Until healing effect is triggered
or the following Dawn
Mana Requirement: 4MP

Value Shines Through
The caster grants a target a keen eye into
the value of materials. The caster writes
“Value Shines Through” on the back of a
Mana card and gives it to the target. This
grants the target the use of the Evaluate
skill for 1 hour. At any point during this
hour, the target may tear the received
mana card and upgrade a single crafting/
alchemy resource by one grade, as their
magically enhanced evaluation abilities
reveal it to actually be something of
greater value.
Range: Close
Duration: 1 hour or until a resource is
upgraded.
Mana Requirement: 3MP

Roots of Iron
When Roots of Iron is cast the target
becomes rooted to the spot for as long
as the caster maintains concentration. If
the target takes damage, the binding is
released.

Mana Requirement: 2MP
Casting: Requires “Entangle” Call

Vampiric Blade
Grants the Anathame the ability to
transfer 1HP on each melee hit as per
the Pact of Blood spell for the next 10
minutes. The Anathame may also hold
up to 5HP at one time and may transfer
these stored HP into the wielder of the
weapon at any time during the spell's
duration. As per Pact of Blood, only one
hit may be restored per 30s.
Range: Touch
Duration: 10 minutes
Mana Requirement: 3MP
Casting: Can only be cast on the crafted
item Anathame.

Sage From My Garden
Grants knowledge of a single Rank 1 or
Rank 2 Wyld spell to the target for 30
minutes. The caster must write “Sage
From My Garden” and the granted spell
on the back of a Mana card and hand it
to the target. This Mana card must be
torn when the duration ends.
Range: Close
Duration: 30 minutes
Mana Requirement: 2MP

Clarity of Flo
This can be used to remove any mind
affecting condition from the target.
This spell requires 30 seconds of
concentration per mind affecting
condition on the target. If concentration
is lost, Clarity of Flo will end. After 30
seconds of concentration, any one mind
effect on the target is removed, unless
the spell is forced to end prematurely
through loss of concentration. If the
target is affected by multiple mind
effects, they are removed in order of
most recent to oldest. The target must
enact calming down and becoming
passive whilst the spell is being cast.

concentration. This spell requires 30s
of concentration per 1HP restored. If
concentration is broken, the spell will
end.
Range: Touch
Mana Requirement: 1MP per 30s
Casting: Requires concentration.

Tiny Knives
The caster conjures three tiny knives and
launches them towards a target, dealing
1 hit per knife. These knives exist for 1
minute or until thrown.

Range: Touch

Range: Ranged

Mana Requirement: 2MP + 1MP per
additional effect removed.

Mana Requirement: 3MP

Casting: Requires 30s of appropriate
roleplay per effect removed.

Lightning Lance
The Caster may strike the target with
a bolt of lightning for 2 damage to the
chest.

Casting: Requires throwing knife physreps.

Lock Me
This spell creates a magical Simple Lock
on an item.
Range: Touch

Range: Ranged

Mana Requirement: 1MP

Mana Requirement: 2MP

Duration: Until Dawn the next day

Casting: Requires the call “2 Damage
Chest”

Reforge the Wyld Protection
The Caster can repair Light Armour
at a rate of 1HP per 30 seconds of
concentration.
This spell can moved to each location
of the armour throughout the
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Noble’s Folly
This spell takes 30 seconds to charge.
Once charged, the caster strike their
opponent with a catastrophic surge of
lighting, allowing them to call “Fatal” to
chest, as per the Deadshot ability. The
Caster must maintain Line of Sight during
their concentration.
Range: Ranged
Mana Requirement: 4MP
Casting: Requires 30 seconds of
concentration, and the “Fatal Chest” call.

Cauterise Wound
Using the fires of Wyld magic, the caster
may cauterise a bleeding wound. This
will pause the Death Count of a target
and removes the “Bleedout” condition,
but will not heal any points of damage. If
the target is damaged again during their
Death Count, the target’s normal Death
Count will resume.
Range: Touch
Mana Requirement: 1MP

Agony
The target of this spell is wracked with
agonising pain for 30 seconds, and are
unable to move or take action until the
pain subsides.
Range: Close
Duration: 30s
Mana Requirement: 2MP
Casting: Requires “Agony” call
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The World
of OESPRA

The Maps on the following pages have been rendered by Ayla Toye.
Find more of her work on Instagram @ Swirligig
Facebook @ Www.facebook.com/swirligig
Etsy @ www.swirligigart.etsy.com
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KINGS ISLA

Lake Royale

Pronunciation: KINGS - EYE - LAH
The richest of the continents and home to
the King and his family. Kings Isla is a fruitful
land, full of farms, holds and a small forest
on the outskirts of its main settlement,
Lake Royale.

Pronunciation: LAKE ROY-AL

The people of the given land sometimes
take on some of the qualities of their
patron; cunning and guile, and the ability to
live beside a behemoth of a city that seeks
to consume and dominate yet still survive
and thrive are elements characteristic
of the Foxlands. The Stag is the chosen
patron of the East of the continent, the
Bear in the North and the Ram in the West.
Other smaller settlements will often also
choose their own patron, so they are easily
represented in the parliaments at the
Capital. This is a practice only seen on Kings
Islan lands, and is often seen as pointless
and narcissistic by the people of other
continents.

Lake Royale is used as a shipping port, as
well as being a castle city. Many shipments
travel up and down the river to the capital.
Kings Isla is a fertile land, with the cities and
many small settlements often choosing
a patron Animal to represent their small
constituency. For instance, the small
villages surrounding the capital are known
as the Foxlands.
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Lake Royale is the name given to both
the sprawling castle city that sits around
the lake and the breadth of water itself.
The northern part of the lake, where the
river joins the body of water, is closed off
with huge gates that protect the city from
invaders trying to enter by the canal that
leads to the sea.
As Lake Royale grew as a settlement, and
due to its strategic positioning central to
the land mass, it was deemed by earlier
monarchy to be the capital city and trade
routes were formed around the land. In
later reigns of the current dynasty, it was
commanded that a mile wide canal be
built from the great lake to the sea, so
that trade need not pass over land to
make it to the capital. This also meant
that great galleons and man’o’wars could
be bought to protect the city.
The Great Canal Gates and Lock (one
of the great engineering marvels of the
modern world) allow trade ships in and
out, and are manned 24/7 by engineers
and guards. The great arch is made from
carved marble stone, with a presentation
of 50 cannons on each great pillar.
There are outposts dotted all the way up
the great canal, all well guarded and with
their own arsenal of ballistic weaponry.
The city itself encircles the lake, which
now has a slight salt content due to its
connection to the sea, but is the product
of a freshwater spring. Based around
the lake’s shore are the working areas of
the city, often poorer and littered with
warehouses and small businesses that
make their money from the trade that
comes in from the northern seas.

Surrounding those areas is a ring of
working class districts, where a mixture
of humble stone housing and wooden
buildings house the dock workers and
fishermen.
The city is, from there, split into small
clusters of middle- and upper-class
districts in a ring and set in a raised
terrace, separated from the lower- and
working-class districts by walls and gates.
Below that terrace is, again, another
lower-class area built close to the outer
walls of the city, designed for those that
can afford to live inside.
Outside the city walls are smaller
settlements, built for farming the fertile
lands around the city and fishing the
smaller rivers that wind across the land
nearby.
The only exception to the ringed
structure of the city is the southernmost
point of the lake, where the Kings Islan
Castle stands; tall, regal and proud, a
bastion of seeming invincibility. Around
the castle is a compound of barracks,
training grounds, gardens, defensive
garrisons, noble houses and the most
proud and saught after merchants in all
the land. Though the Castle being on
the lake itself may seem like a defensive
faux pas, the walls and architecture are
built to be unscalable, with sheer marble
surfaces that give no purchase, and rings
of defensive cannon placements pointing
out into the lake and back through the
city. The gold and white building is the
Jewel of the Kings Islan crown.
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Pronunciation: LINZ-MOW-TH
The defending port city, and a city
known for its excellent academies and
universities. Linsmouth is a military
stronghold city and a city of high learning.
Many esoteric studies are made here into
magic and invention.
Sat at the mouth of the Grand Canal,
Linsmouth is the first port of call for
trade ships and any passenger ships that
wish to make their way to Kings Isla. With
terraced rows of buildings lining streets
that lead to the Universities and Barracks,
Linsmouth is one of the safest places to
live on Kings Isla, with the city guard one
of the most prestigious and well trained
in all the known world.
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interrogation and diplomacy skills. An
elite defensive and offensive force that
police the streets of Linsmouth.
There are an abundance of academies
littered throughout the city that
belong to the University. The University
of Linsmouth is one of the greatest
academic establishments in the whole
world. Linsmouth has been at the center
of the integration of magic into crafting
practices. Professors and artisans all
flock to the city to present their findings
and have them registered into the cities
libraries.

H

Redrumr tisE a city that sits in a cove on the
thClandestine meetings between the
s wo r
o
King
P
northern tip of the Garnet coast. Possibly underworld and the upper echelons of
the least sought after destination to live
society are often happenstance in the
by the upstanding people of Kings Isla, it
city, and the red light district of Redrum is
e folk.
is well known for the corrupt merchants
infamous amongst all travelling
Th d ’ s e r
a
o m
y
G
o
and traders that have set up in this still
R
am
H
La k e
quite well-to-do city. It has the most
The houses are wood fronted and
prominent thieves guild onTalisanchor
the island,
built modestly of bricks and are
along with a good representation from
well presented, all in the Kings Islan
the Bounty Hunters Association.
fashion, but with a somewhat crooked
Th e
appearance to match some of its more
A nc
h ocrooked
bo r
Once again, Redrum is a city built on
rage
e war
Crinhabitants.
being an excellent trade port for the
inner towns and cities on Kings Isla.
Redrum is run by its most prominent
However, it also serves as the most
merchants, businesses and a mayor who
prominent city to import and export
is quite easily bought under the fold with
“exotic” goods. Slavers and Black Market
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associates do most of their Kings Islan
trade through this port and its winding
cobbled streets.

The Grey Jackets, or GreyJacks as they are
known, are trained in martial combat,
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The buildings in Linsmouth are all of the Kings Islan architectural fashion; plain and
simple, built tall and embellished where possible with filigree and ornamentation.
The streets are laid in grey brick, and the more prestigious buildings are made from
polished grey stone that shines silver in the light of day.
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Kings Isla
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Port Esme is a bustling trade hub and thus
attracts a number of different professions
to the area. The local geography is
somewhat hilly, not mountainous, and
roads wind through the valleys and along
the cliffs toward the various local villages,
outposts, towns and cities.

A coastal city with well built defences
and many monuments to Calibar and the
Calibari faith, including one of the largest
churches on the island, Port Esme is a
thriving business port, well used by the
various Trading Companies that make the
most of their paycheque on Kings Isla.

A Golden Fish on a Crimson background
makes up the Esme’an flag. Though Port
Esme stands in the lands of the Ram, they
have such a strong connection with the
sea and its location’s bloody history.
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A port city based on the Garnet coast off
the Rust Waters, Port Esme was named
after a Kings Islan queen who died at the
hand of pirates in the early ages. Those
Pirates were the first to be hung from the
gibbets on the Garnet Cliffs, which began
the bloody history of the Rust Waters.
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Most buildings are built from a special
local grey stone that has veins of a
coppery ore through it. The lower
echelons of society have taken to
building wooden housing with at least a
small amount of stonework to help with
aesthetic integration into the city. Some
say that Port Esme was the birthplace
of the fearsome and ruthless guild of
assassins, the infamous Mysts of Oespra.
Again, much like the capital, most
working- and lower-class areas of the city
are clumped around the docks, with the
middle- and higher-class areas central
to the city. Houses are built wide rather
than tall to show extravagance, and often
Merchants and Dukes / Duchesses that call
Port Esme their homes will have their own
mansions with compounds and gardens
attached to them.
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Baynhaven
Though Crewarbour is not much of a
military town, it caters for the Kings Islan
navy as a base of operations when they
are not docked at the capital.
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It is a fortified island paradise for the rich
and wealthy, with flat roofed houses all
with balconies overlooking the seas on
either side. The city rises to its center,
where the great Crewarbour tower
presides over the city.

z
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Re pe n t a n

Crewarbour is split between the
mainland and the Island of Crewarbour
on the southernmost point of the main
island. On the mainland, the city of
Crewarbour has its docklands where
trade, fishing and shore leave is catered
for. The island, however, is where the
main City can be found. A fortress state
in it’s own right, Crewarbour is a home
for the rich and wealthy, home to many
great artisans and prominent figures from
multiple international trading companies.
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Haven is a testament to its inhabitants,
hard and strong, with a distinct smell
of fish and salt; the settlement has long
been home to hunters, whalers, fishermen
and scrimshaws. It also has thenlargest
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are a consequence of the weather, but
some say the oldest wounds are accounted
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forgotten.
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Native Baynhaveners are superstitious
and stringent in their beliefs. Baynhaven
was the first continent to truly coin
the term “Bounty Hunter” and is the
ancestral home of the Bounty Brokers
Association. The CaraVaan too found
their roots within the chilly bitter isle;
magic is believed to flow through
the forests and the artic north of the
continent, giving rise to dangerous
beasts and unnatural occurrences.

Haven is the oldest city in Baynhaven and
the seat of the ruling council. It is heavily
populated by native Baynhaveners, both
human and Dvawri, and is the key port
of trade with Kings Isla. It was founded
T h e B r e w Wa l l s
by Dvawri needing a port and humans
Th
needing refuge. It is also the northernmost
e
major settlement of the continent, and
has survived brutal winters and the
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harshest conditions for longer than’sanyone
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Anyone can find work in Baynhaven; it is
famous for providing second chances to
the desperate of the other nations who
flee there to find a new life and respite
from their troubles and woes back
home. However, Baynhaven is no place
for the weak or frivolous, and is instead
a harsh land populated by hard people,
with brutal winters and short summers,
forests full of beasts, razor sharp
mountain ranges and few opportunities
for those unwilling to get knee deep in
the island itself.

Pronunciation: HAY-VEN

Calyssa’s
Folly

Ke l

pa

llu

Haven is one of the few cities on the
continents that holds a temple toTyr
Tiyd.
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ncla ve
The temple itself is famously cut Efrom
driftwood, it is often frequented by natives,
as foreigners find the temple to be a
haunting, wicked place.
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Re pe n t a n

Baynhaven was so named as it has a
long history of protecting those who
are fleeing from tyranny; oddly enough,
many of those who were fleeing the
“oppressive” lifestyles of their past were
also fleeing criminal charges.

That being said, there is a wild beauty
to be found in this Alpine continent,
waterfalls, rivers and forests allow for
plentiful harvest and the Haveners
respect their wildlife, replacing whatever
they use, planting trees and returning
food remains to the earth to help the
land become more fertile.

x

Baynhaven is the closest neighbour to
Kings Isla, yet remains a wild and hard
land despite the uncomfortably close
presence of the King and his laws just
across the Rust Waters.

z
xThe Haunted Isle z
Haven
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Baynhaven
Kelpa

Taruma

Pronunciation: TAH-ROO-MAH
Taruma has a turbulent history; it has
been rebuilt by its inhabitants on more
than one occasion, often serving as a
guard for the city of Kelpa. The folk of
Taruma are mostly native Baynhaveners
and are respected and feared as hard
bastards, even by other natives. Whilst
even known criminals are rarely turned
away from entering Taruma, the locals
don’t tolerate crime on their own soil and
often mete out their own harsh justice to
perpetrators.

Taruma is a smaller settlement, fondly
known as the little brother of Kelpa, and
is often passed over by folk on their way
to the larger city. Indeed, to travellers
the only thing worth noting is the large
port and many old, decrepit temples,
rumoured to practice outdated and
outlawed forms of worship to the gods.

Pronunciation: HON-AH-HAH-LU
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Kelpa currently has a large criminal
underbelly, comprised mostly of those
Kelpa has the largest Dvawri population
fleeing the law from their own homes,
on the continent; even with their nomadic and boasts the largest guild house for the
predilections, they often stop on the
Brokers Association, where hunters often
T h e B r e w Wa l l s
island, as needs must, to buy supplies
taking contracts to hunt scum hiding
and sell their own crafts. Kelpa has the
within the city and dangerous armed
T
e
most diverse presence of humans on
outlaws lurking within the hforests
and
Baynhaven also, with it often being the
mountains.
first point of call for those fleeing their
B ri ar
homes in search of another life.

Honnahallu has farms stretching far to the
south of the island, which they jealously
guard given the difficulty involved in
setting up viable farmland in the hard
land they call home. Few foreigners have
been to Honnahallu, and those that have
speak of a quiet town, a superstitious
people and a lack of hospitality.
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Honnahallu is shrouded in mystery,
the settlement being the only one in
Baynhaven not to have a port, despite
boasting a modest size. The buildings are
mostly made from carved wood from the
nearby forests and are surrounded by a
crude palisade wall.
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Honnahallu is the most secretive of the
settlements of Baynhaven. Rumoured
to be the founder of the Bounty
Hunting trade, the town boasts a small,
professional workforce of monster
hunters who ply their trade in the forests
and mountains before inevitably joining
the Brokers Assocation in Kelpa.

Whilst Haven may look down on it for
not being as ‘Baynhaven’ as it could, it is
no doubt more modern than its northern
cousin, with the vast majority of modern
inventions coming through Kelpa.
Infamously, the first hunter on Baynhaven
to use a firearm acquired it from a
merchant in Kelpa.

Re pe n t a n

Honnahallu

Where Haven is by far the oldest city
on Baynhaven, Kelpa is the largest and
is often mistaken by foreigners for the
actual capital. Kelpa sits next to the
largest river on Baynhaven which feeds
directly into the Wraith Waters. It is
the true centre of trade from the other
continents and folk from Baynhaven
often sail out from its ports on their
voyages of plunder and trade.

x

Taruma is the southernmost settlement
on Baynhaven and the ever-present chill
of the continent is noticeably reduced,
but of course, still there.

Pronunciation: KEL-PAH
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New Newanga

Pronunciation: NEW NEW-ONE-GAH
New Newanga is the capital city of
Shahsha. It is a bustling metropolis filled
to the brim with light and noise, also
referred to as the Jewel of the South.
Residents of New Newanga are well
known for their lavish existence, throwing
parties of excess on a daily basis, giving
the whole city a mardi gras feel.

SHAHSHA

Originally a trading post on the join
between the River Stave and one of its
major tributaries, New Newanga and its
citizens have become fat off the many
riches of the land and the traders, bounty
hunters, and magic users passing through.
As Shahsha’s only walled city it is also
the most secure trading post in the
continent, and hosts a large number of
storage warehouses used by the Carmoan
Trading Company amongst others.

The riches of the city’s residents have
also inspired a secondary industry in the
production of fine and magical goods.
Jewellers of New Newanga are renowned
throughout the known world for their
spectacular and delicate creations,
using the finest stones and metals often
infused with secret magics. Ships carrying
this precious cargo to Lake Royale are
often targeted and attacked by pirates.
Due to its fabulous wealth and influence
among the upper classes of Kings Isla,
New Newanga enjoys something of an
amnesty from the usual laws of Oespra
and careful eye of the Kings Islan armies.

Pronunciation: SHUH-HAH-SHA
The heated air is heavy with the weight
of potential. Life of all kinds thrives in
swampland and bayou. The people who
call this home have magic in their very
veins. The main city of New Newanga is
a sight to behold. Flickering lanterns of
endless colour line streets filled with
colonial grandeur, its residents in a
constant state of festivity. The decadence
of the rich and powerful knows no
bounds, untouched by the strict regime of
the Queen of Kings Isla. Boutique shops
litter the thoroughfares with trinkets and
baubles and fantastic costume whilst
musicians fill the air with strange and
beautiful music, rhythms pulsing in time
with a heartbeat until it seems all would
go mad.

Away from the city, the people build
houses from wood on stilts over the
swamp. Theirs is a fractious existence, and
yet... the magic flows here as easily as it
does in New Newanga, although different,
darker, infused with the dank breath of the
bayou. Such a place draws those that are
drawn to magic, that follow the leylines
of this world, that choose to practice their
art freely. It is rumoured that the swamps
of Shahsha were the birthplace of the
fearsome and ruthless Guild of Assassins,
the infamous Mysts of Oespra. What is
known for certain is that the bayou is
host to strange visitors from other planes,
drawn to the magic of this extraordinary
place…
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Shahsha has three major ports: Karyon, Elisiana, and Colypsa Bay.
All three are situated on the North and West of the continent where favourable tides,
winds and coastline ease the ingress and egress of the enormous galleons used to
transport goods around the seas of Oespra.

Karyon

Pronunciation: KAH-REE-ON
Karyon is the main port for export of goods from the Twilight Bayou and Karyon
Lakes. It is the preferred haunt of the Bounty Brokers of Shahsha, who enjoy its
relaxed atmosphere and proximity to the stalking grounds of their favourite prey:
the humongous Bayou ‘Gator. Karyon is the city most likely to receive Dami/Dormo
after they first enter this plane due to it’s position on the edge of the bayou, and its
quietness compared to the boisterous lights and sounds of New Newanga.

Elisiana

Pronunciation: EH-LIS-EE-AH-NAH
Elisiana is the favoured port for the export and import of goods from and to New
Newanga, and as such shares some of the capital’s riches and characteristics. Due
to the wealth of precious cargo passing through the city, Elisiana has a well-trained
militia and hosts what could loosely be called the Shahshan Navy – a conglomeration
of sea-faring militia and escort ships formed to combat the frequent piracy attempts
faced by the cargo ships leaving the port.

There are two major settlements in Shahsha: Strettin and Twill.

Strettin

Pronunciation: STREH-TIN
Strettin was founded by the missionaries of the Calibari faith when they first landed
on Shahsha. Many years later, the settlement still plays host to a small contingent of
Royalist Army stationed in the country by Kings Isla. Largely ignored by the Shahshans,
the soldiers are more often than not found mingling with the general populace in
some of the more degenerate areas of Colypsa Bay, and can often be seen rowing
back and forth across the bay under cover of darkness whilst their Commanding
Officers turn a blind eye from the watch towers.

Twill
Twill sprang in to life as a commune of magic users who wished to develop their
skills together. Sometimes called the spiritual home of the Caravaan, the settlement
was built close to the Tower of Dray, the centre for magical research on Oespra. The
denizens of Twill keep themselves to themselves and are defensive to outsiders
visiting the city. They will also swear blind when questioned that their settlement,
their citizens and the magic users in the Tower of Dray had absolutely nothing to do
with the destruction of the town of Reyeu.

Colypsa Bay

Pronunciation: CO-LIPS-AH BAY

Colypsa Bay is possibly the best known of the three cities and is the main port for
the import of the everyday goods and food required by the citizens of Shahsha.
Equal in size, if not slightly larger than New Newanga, Colypsa Bay is the hub of
industry on the continent and is populated by the many factory workers, bakers,
millers, tailors, and blacksmiths who toil in service of the capital city. Much like their
wealthier counterparts, the citizens of Colypsa Bay like to play as hard as they work,
and the city is a popular destination for sailors drawn to the gambling dens, drinking
establishments and whorehouses of the ‘Bay.
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The Twilight Bayou & Townships
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The Twilight Bayou is a vast area of
swampland covering the majority of the
central landmass of Shahsha. Deemed
‘uninhabitable’ by experts in Kings Isla,
the Bayou is nevertheless home to
around 1/3 of the total populace of the
continent. It is a deeply mystical place,
pulsing with life and rife with magic,
and those who inhabit the swamp seem
to live in perfect harmony with their
surroundings. There are many, many
tales of the Bayou told to small children
in the cities to frighten and astound,
stories of the swamp as if it were one
giant benevolent being, stories of decay
magics, and houses that walk through the
waters, tales of death and darkness and
the unliving passing amongst the cypress
and tupelo trees. Residents know that in
the half-light of the bayou, all these tales
can be truth. The heat and darkness of

The residents of the Bayou live in
traditional ‘stilted’ shacks over the swamp
itself, made from cypress and bog-wood
using tools and processes passed down
through the generations. They survive
on what the swamp will provide them
through gathering and hunting, and as
such are highly skilled in stealth and
bushcraft. As people of the twilight,
many Shashans living in the Bayou follow
Vhisp, hoping their guidance will grant
them quietness and safety as they move
through the swamp. Most will leave small
tokens to Vhisp after each successful
hunt, or when returning home after a
long journey through the Bayou.
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The Townships of Saine, Loues, and Perfes
were at one time the only settlements
on the continent, with Reyeu being
something of a ‘capital’ prior to its
destruction. Out of the ruination of
Reyeu, the township of La Reyeu was born
and joined its three sister-settlements in
being one of the few towns on Shahsha
prior to the influence of Kings Isla.
Little more than shanty towns born of
necessity, the 4 townships are now in
decline as more and more Shashans
move towards the cities and ports in
search of work, food, safety and ‘modern’
comforts.

the Twilight Bayou are enough to drive
lesser men to madness, an effect not
helped by an unending buzzing, either
of insects or the pure, raw magic that
pervades the place. It is believed that
the Bayou has a high number of leylines
running through it, and it may be for this
reason that Dami and Dormo are drawn
to the swamp as their point of entry to
this plane.

Ty d ’ s C a u s e wa y

Although the cities, ports and settlements
in Shahsha are a somewhat popular
recent development for the continent,
around half the populace still live
traditionally in the bayou, swamplands
and townships of Shahsha.

The Reach
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Pronunciation: TAW-TAH-RYE

Brace way

The southern part of the island is the
favoured land for Thieves, Pirates, Bounty
Hunters and the underworld due to such
a variety of folk who inhabit the place.
The Empire holds a precarious grip on
the land in Dukestown North, but only
through the satellite rule of Merchant
Princes and Trading Companies.
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Gangs rule here, but that’s not to say
there isn’t some kind of affluence, under
the protection of the gangs, merchants
and traders thrive and when they thrive,
so too do the thieves and those bartering
protection.
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The gangs will often raid over into the
Northern territories, and some have
challenges to steal from the most secure
compounds in Dukestown North.
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Dukestown South
Dukestown South has the feeling of old
Victorian London and some feeling of
old Venice, there are many canals and
buildings reach for the sky in the richer
parts, in the poorer areas, buildings are
connected by interlinking rope bridges or
dangerous wooden walkways.
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The taverns and bordellos are all large
and well catered affairs, beautiful in their
archetecture and well cared for. There’s
a banking district that is patrolled 24/7
by the Dukestown Guard, an elite group
policing the city as best they can.
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Dukestown North
Dukestown North is run by Merchant
Princes, Nobles and Affluent traders, the
houses on this side of the river are large
compounds with their own gardens,
sometimes businesses are run from these
compounds such as vineyards, breweries,
smithies, and creators of other sought
after wares.
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Tortarai is the largest landmass on
Oespra; however it is one of the
least densely populated. Most of the
denizens of this unforgiving land live
in the south in Dukestown North and
South, its outlying port towns and other
settlements.
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Braceway

Pronunciation: BRAYCE-WAY
Braceway is a port of small significance, but has a great fishing trade, the small town is
a more low key gateway to the continent and possibly the best place to make a lawful
living. Wooden houses and cobbled streets, the constant smell of fish and brine, the call
of gulls high above.
Braceway is connected to the main cities via dirt roads, well worn and lit at night by gas
lanterns.
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Brokensail

Pronunciation: BROKEN-SAIL
Old seafaring vessels have been
repurposed into buildings in Brokensail.
The city is a mass of broken masts and
canvas coverings. It’s a favoured hang out
of pirates and rogues looking for a place
where there are absolutely no agents of
the Empire. (Well there may be some,
but they keep very quiet!)

Brokensail is constantly contested by the
gangs and pirate crews, different areas
are held by different crews and gang
related rucks are a nightly occurrence.
If you’re looking for a hive of scum and
villainy. Brokensail has a tavern on every
street. (Or what is considered a street by
Brokensailors.)

Sorrow’s Path
Sorrows Path is a wide bridge with
buildings on either side. Some denizens
live below the Bridge’s upper road in the
age old fortifications that have held the
bridge aloft for the centuries it has stood.

All the people who live here are
legitimate business owners who sell
to those making the trek toward The
Overwatch and further on to the Reach if
that is where their pilgrimage takes them.

Both sides of the bridge have Taverns
and businesses and upper class homes,
all built from the ancient grey stone that
the area is known for. It seems to have
stronger properties than other building
materials found anywhere else in the
world.

To the North of Tortarai lies the Overwatch, and beyond that the Reach, The Reach
is a holy place and is often a place of pilgrimage as it has shrines and temples to all
the gods known to humanity. The Overwatch is a training place for most of the great
military units of the world, whilst Kings Isla has its own military, and so too do a few of
the surrounding continents. In case of invasion by Tiyd’s Army, The Undertow.

Llanfair

Pronunciation: CLAN-FAYR
Llanfair is a halfway town between the Empire and their barracks at the Overwatch,
thus, it does well for trade and commerce. The city is built in the fashion of the Kings
Islan cities as a provocative gesture to the thieves who have taken the southern
continent as their own.

Overwatch
The Overwatch is a Kings Islan barracks
and fort town, where all Kings Islan
soldiers come to train at some point in
their soldiering career, in the harshest
climates and territories of the world is
where the Kings Islan’s elite soldiers are
forged, they learn survival and hand to
hand combat, along with marksmanship
and weapon based martial skills.

There are familes living here and a few
crafters find themselves employed to
ensure that the military is always on the
cutting edge of technology.

Moden

Pronunciation: MOW-DEN
Moden is a small port town that
specialises in ice fishing and acts as a
defensive stronghold. The people of this
small city are hardy and often neutral,
their city is a great place to find yourself
a new life, as it’s mainly its own self
contained community, serving itself and
ensuring that the people there are fed
and kept warm.
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They don’t import or export and
their riches are not so much material
belongings but the sense of comradery
and solidarity that makes the place
survive and thrive.
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The Reach
In the very North, where snow-capped
mountains crown the world, The Reach
sits on a desolate plateau, though those
who have managed to venture to the place
have rarely returned, those who have
come back to the populated areas have
spoken of a monastic group that claim the
ability to speak and commune with the

spirits of the lost, the gods, and demons. It
is a place sought out by the spiritual and
the scientific. It is said a library of ancient
scientific and religious texts are held in the
structures found at the Reach.

THE GLASS ISLES
The Glass Isles are the second most
mysterious landmasses after Carmoa.
Little is known of its inhabitants, and
visitors to the isles have been closely
monitored and directed by the isles’ key
denizens, the Meridra.

is well-guarded secret. However, they
are not known to be unkind to any
unfortunate soul who washes up on their
shores alive.

The approach to the isles for the
unprepared is a perilous and haunting
journey. The waters around the Glass Isles
are rumored to be the resting place of
the god Tiyd, who tolerates few visitors
to his realm. Those traveling to the Glass
Isles without a specially crafted ship’s bow
are oft sunk and dragged to the depths
by Tiyd’s restless dead, as their crudely
crafted bows strike harsh chords that
anger the wrathful god, or so it is reported.
While no one knows for sure if
Tiyd rests within the calm seas
on the coast of the Glass Isles,
the presence of the restless
dead is well reported, and
most captains sensibly avoid
the immediate seas and coasts
surrounding the Isles.

There are only 3 known settlements on
the Glass Isles; these are all situated on
the coast and are ruled by the Meridra.
These are peaceful settlements and lack
the fortifications of other equivalent
Human and Dvawri cities. The Meridra
have only ever known war between their
own people as no army could ever touch
their shores intact. There is only one trade
port open to outsiders on the Glass Isles,
situated in the city of Gysinfu and it is
known to only a few foreign merchants
who have earned the right to sport

B a y n h av e n

H i r e sa

This grants no small amount
of protection to the isles’
inhabitants, the Meridra, who
have perfected the crafting
methods necessary to shape
bows into their ships. This
allows them to cross the dead
infested waters surrounding
their home with ease, and
the knowledge of their craft
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Hiresa

Pronunciation: HI-RE-SAH
Hiresa is, to the naked eye, the smallest
known settlement on the Glass Isles.
There are only a few tall stone buildings
clearly visible to travelers; however, those
of a keener eye will soon realise the
settlement is in fact a sprawling city, with
the vast majority of it submerged in the
briny waters of the sea. Hiresa is quiet
and oft avoided or forgotten entirely by
travelers, but to the Meridra it is a cultural
marvel. Within the cities depths there
are great, beautiful statues, elegant and
weathered stone buildings, smoothed by
the sea into impossible shapes. Not to be
forgotten is the Lighthouse, the home of
a court of Meridran magicians, the bright,
white flame of the lighthouse acting as
a beacon, welcoming Meridran travelers
home and warning off the unprepared.

Hiresa has its share of mysteries too,
such as the great trench running down
its middle. An arched and ancient bridge
crosses it and old, disused watchtowers
span the length of the trench. Whatever
they were watching for has long been
forgotten; the trench is pitch black, and
not even the Meridran know how deep
it runs. The Meridran have a monthly
festival, overseen by the mages, where
they play songs of tranquility and
soothing around the edges of the trench.
Hiresa is ruled by the mages who are
responsible for the Lighthouse, who use
their substantial wisdom and influence to
maintain the city the way it is for as long
as possible, whilst also acknowledging its
inevitable submission to the seas.

Visitors to Hiresa are politely directed
south, to Gysinfu, as the Meridran
inhabitants realise that the beauty and
majesty of their great city is lost to those
who can’t breathe through water during
their visits.
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Kalykyo

Pronunciation: KAH-LEE-KI-OH
Kalykyo is by far the largest city of the
Glass Isles. Many of its ancient buildings
still poke out of the surface of the water,
with great sprawling manses and towers
that adorn the coastline and even some
of the grasslands of the Glass Isles. It has
the largest population of Meridra out of
anywhere in the known world and boasts
academies, universities, the only Meridran
shipyard in the world and a great towering
gate leading into the wildernesses of the
Glass Isles, closely watched by the city’s
militia.

The sailors of these ships are chosen
rigorously from among the Meridra; trials
and debates are held for months on end
to decide who would be most capable
and most deserving to sail out of the port
to complete whatever tasks the Daimyo
needs completed.

The Meridran shipyard is a thing of beauty
compared to the paltry wooden shipyards
of the other races. A product of centuries
of ingenuity and powerful magic, the
shipyard is a carved from stone, with
Meridran artificers dedicating their lives
to crafting only a few ships of beautifully
fluid and flexible designs.
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Gysinfu

Pronunciation: G-EYE-SIN-FOO
Gysinfu is the most forward-thinking
settlement in the staunchly traditional
Meridran society. Whilst once more in
line with the classical ideals of the other
settlements, those in Gysinfu have now
broken boundaries and introduced wild
innovative ideas by the construction of
a trading port, specifically designed to
cater to non-Meridrans. The construction
of this port was a controversial idea, with
many high-ranking retainers asking for
the port to be dismantled. Thankfully for
the port’s officials, the Daimyo allowed it
to exist, albeit under strict supervision.

The city of Gysinfu, past the presence of
foreigners, is a quiet and contemplative
place, With the city watch rigorous in their
efforts to ensure that this new model of a
city holds peacefully.

To this day the port welcomes the
select few foreign merchants who have
managed to do the incredibly difficult
and earn a Meridran bow for their ships.
The profits to be had by trading with the
Meridra are second in number only to the
difficulties associated with doing so; the
Meridra strictly control what foreigners
can bring to the Glass Isles, and their
trading laws change as often as the tides.
With the lack of information coming
out of the Isles the Banda di Ladri have
formed their own tiny commune among
the Meridra, selling information detailing
the season’s trading quotas for a hefty
sum.
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GUILDS &
ORGANISATIONS

The Bounty Broker’s Association
A land as distant and lawless as Carmoa serves as a beacon for many runaway criminals
seeking to escape the clutches of ruthless magistrates and their splintered chopping
blocks.

The Broker’s Code
The Brokers code is a set of rules, commandments and guidelines created upon
the Brokers conception. It was created to bring a semblance of order to the Bounty
Hunting trade and remove the cutthroat competition between Bounty Hunters.
1. No bounty is worth dying for.

However, the judges and courts of Kings Isla are loathe to let a single one of these
ruffians go free, and, with the formation and licensing of the Brokers Association, they
now have the means to imprison, judge and string up every last one of them through
the dogged pursuits of the Brokers Bounty Hunters.

2. People don’t have bounties. Only acquisitions have bounties.

Bounty Hunts obey the following procedure:

4. You only ever capture or kill your acquisition, never both.

•
•
•

5. No Broker will ever kill or harm another Broker.

•

•

A Contract/Request for arrest is made; this can be done by any “law-abiding” citizen.
The Contract passes through a legal body and is vetted or rejected.
If permitted, the Contract passes on to the Brokers association, who will then hand it
over to a Hunter.
The Hunter, by any means deemed fit, acquires the target- now referred to as an
acquisition- and brings it back to the Brokers, who will pass it to the court that
signed off on the contract. The Hunter is appointed the fee as agreed upon within
the contract by the court, with a small cut taken by the Brokers
The acquisition looks forward to time or money spent paying off their crimes.

3. Always seek to capture your acquisition, only kill when it is essential. We’re Men,
not Mysts.

6. No Broker will interfere in another Broker’s hunt.
7. No Broker will ever refuse aid to a Broker in need.
8. No Broker will be caught breaking the law during a hunt.
9. Your acquisition is your pay, keep it whole.

IMPORTANT
Killing an acquisition will, 90% of the time, get you
no rewards, and may get you blacklisted if repeated;
we’re the longest, wrongest arm of the Law, but that
still doesn’t make us Murdering Mysts.
Only one hunter gets a contract, but they can always
agree to share the bounty with others as hired help;
this is done off their own backs.
No contract is worth dying for.

120

121

The Mysts
In a darkened room lies an ancient shrine, battered by time and scarred by battle.
A single devotional candle sputters its light across a surface covered in scattered
tokens and coins. Above the shrine a piece of ageing vellum, holed and stained,
is tacked to the wall. A hand reaches out from the shadows, tracing the lines of
faded ink scribed so long ago. With lowered voice, she recites the credo as if it
were tattooed across her soul.
“We will take no side and show no favour – Death will come to all in the end.
There will be no killing without contract – Death takes a toll from all she touches.

HYLAW
Hylaw is the guild master for
the Bounty Brokers Association.
Played by the incredible Connor
Munro.
Connor can be found in the Bounty Broker’s
Tent or around the main camping area at
most times when he’s not monstering with
the crew.
You can come to Connor to find, Luck,
Mettle, Coin & Bounties
Connor is also an active battle ref and can
be approached for weapons checks and the
likes.

There will be no cruelty in killing – Death is swift and unfeeling in her duty.
A contract made cannot be broken – Death is not bent by the winds of change.
Honour thy sis–“
The voice pauses for a moment, the hand hovering over the fresher ink, hastily
scrawled upon the relic. She grumbles momentarily before continuing.
“Honour thy sisters and brothers above all others – May the mother smile when
she comes for you.”
With a sigh the assassin unfolds herself from her nook, selects a coin from the
shrine, and, with barely a whisper, steps into the alter planes.
An otherworldly draft momentarily causes the candle to gutter, illuminating a
contract discarded by the shrine. Signed across the bottom in drying red ink, you
can just make out the name:
Azurhai
The Mysts are a matriarchal group of
elite assassins steeped in mysticism and
tradition. They are the most feared of the
groups on the island, and are known to
be absolutely unrelenting in the carrying
out of their solemn duty. It is said that
recognising a Myst among others is nearimpossible. They are trained to blend
seamlessly, be it among the upper classes
or the lowest echelons of society on
Carmoa. They have been known to run
bordellos, shops, stalls and other services
on the island as cover for their vital work.
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Originally all female, the Mysts have
recently begun to accept men amongst
their flock, although traditionally they are
still lead by women.
No-one knows for certain where the
Mysts originated from. Those who delved
too deeply are often known to disappear
mysteriously in the middle of the night.
However, although there are claims of
the Guild originating in every continent
on Oespra, it is generally agreed that the
Mysts were formed either in the cities of
King’s Isla or the fetid swamps of Shahsha.
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The Banda Di Ladri

HOW DO I BARTER A CONTRACT FOR ASSASSINATION?
Keep your ear to the ground. Listen to rumour. The word on the street is that there’s a
place everyone visits, run by the unassuming, where one might find a contact for this
mysterious band of assassins.
Remember though, the Mysts are strange in their ways and the price of a contract is
not yours for the naming.
Bartering a contract should not be treated lightly – not only will you be bringing
yourself to the attention of the Mysts, you will also be considered guilty of murder if
caught by the authorities.

Founded on the continent of Tortarai, The Banda Di Ladri was formed as a counter to
the encroaching take over of the Kings Islan Empire, but with no army, the poor and
disenfranchised chose to combat the incoming merchant princes and nobility through
crime. Thieves, Con Artists, Extortionists, every member of the criminal underworld
found a home in the Banda Di Ladri. (Up to a point, The Banda Di Ladri draw the line at
out and out murder, killing to survive is often overlooked.)
The Northern hemisphere of the continent had pretty much been conquered and
settled by the Kings Islans, but the Banda held fast across the river, the southern
district of Dukestown remained under the rule of the current Contessa or Count.

Who are the Banda Di Ladri, and what are they doing on Carmoa?
The Banda Di Ladri work closely with the Wraith Water Assembly. A group dedicated to
the oldest trade in the books, Thievery. If someone has a treasure, then the Banda will
often know where it is and at least 3 ways to claim it for their own. More than anything
though, on Carmoa, the Banda Di Ladri are once again seeking a home that the Empire
cannot take from them, and with Carmoa having been used as a prison for their people
for almost 50 years, what better place to seek it out.

OLD MOL
Old Mol is the proprietor of Mol’s
Hollistic Bordello, she is available to
help members of the Mysts and now
The Family find their way in the world
of contract killings and the warmth of a
cot and a companion.
Mol is played by Beth, who can be found at the
“Bordello” tent in character.
Beth has access to Luck Tokens, Poisons and
Mettle should you need it.
She is also our safeguarding lead and an
incredible human being, there’s always space
in the backroom of the Bordello if you need
somewhere to get away from things. Or if you
need to get off the field, chat to Beth and come
take some time out in the crew huts.
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Paying Tribute
Gangs and groups under the umbrella of the Banda Di Ladri will pay tribute to the
current ruling Contessa or Count for protection and for dibs on the best heists. Those
who pay tribute constantly at the Banda’s table will often find themselves on the
receiving end of the leaders good graces, those who do not are often made prey for
gangs seeking to bolster their own ranks or to claim territory on the island. Though this
is recently put aside for the sake of combatting the Trading companies and Empire
cronies that seek to steal their home.

What kind of groups might use the Banda Di Ladri?
Bands of Thieves, Highwaymen, Pirates, those seeking to claim territory in their own
name and have their backs covered against the Empire. Essentially, anyone opposed
to the Empire can find a gateway to the Wraith Water Assembly through the Banda Di
Ladri.
What does the Banda Di Ladri offer it’s members?
• Heists
• A Safehouse for Thieves, Information Brokers etc.
• Jailbreaks
• Knowledge on Relics and who has them.
• A place to fence stolen goods.
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The Banda Di Ladri’s Code.
This is our time of war, all of your past disputes must be held at bay. The Empire is our
enemy and we must ensure our home is kept our own.
Let the best thief win. What’s yours is yours for as long as you can hold onto it.
A heist shared between gangs or groups shall result in equal shares between
members and a tenth to the Contessa.
Anyone found withholding funds from the Banda Di Ladri shall be disowned and
offered to the wolves, their members are free to disband, or they can be called into
service by one of the other groups under our wing.
Extortion rackets are continually contested, during this time, if an affiliated group
holds territory, it is on all of us to hold it against the Empire.
If someone else can do the hard work when we don’t have to, then why expend our
own energy and resources.
You will only kill in self defence, what use is a haul with noone to mourn it’s loss!
Don’t do anything without style and panache.

Logan
The Banda Di Ladri’s contact in the field
is the mysterious trader Logan played by
Michael Fox or Foxxy as he is affectionately
known by the crew. (Or the Majestic Sea
Flap Flap!)
Foxxy has access to Luck Tokens, Mettle,
Coin and can sell you materials and
wares for crafting, quests and other such
shenanigans.
Foxxy can be found roaming Driftwood
dressed as a Meridran Trader.
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Trading Companies
TO ALL TRADING COMPANIES ACROSS THE EMPIRE.
HER MAJESTY, AMBER ROSE ISLA, INVITES YOU TO SHARE IN THE WEALTH OF
CARMOA, TO TRADE AND CAPITALIZE ON THE UNTOUCHED TREASURES OF THIS
VIRGIN LANDSCAPE.
- The Office of the Governor.
With the sudden reappearance of the
Carmoan landscape, forces across the
world have scrambled to take advantage
of the rumoured riches and powers of the
island. Chief among them, the Royalists of
Kings Isla.
The Royalists approach has more than
one objective, firstly, Amber Rose Isla
has called a summons to all trading
companies to identify those sympathetic
and loyal to her, her reign has only just
begun and she is painfully aware of how
dangerous the early years of a rulers reign
can be, she will gather those loyal to her
or to coin and use them in her endeavours
whilst simultaneously removing the
largest sources of income for the rival
nations who might seek to strike whilst
she finds her feet, the second objective
is quite honest; the trading companies
are to milk Carmoa for all it is worth, they
are to leave no stone unturned and no
resource untouched in their ravenous
search for wealth and prestige in the
eyes of her majesty. They also come to
the island in order to prevent their rivals,
the pirates of the Wraithwater Assembly,
from gaining from the island, to deny
them the wealth and sanctuary that a
place like Carmoa possesses may give
the traders an unassailable edge in the
battles they face plying their trade across
the Wraith Waters. Finally, and believed by
her closest advisors and supplicants to be
the real reason she has poured so many

resources into the campaign, is to bring
the “Kyte” to slow, bloody, justice for the
death of her father.
The Trade Companies, under the guide of
the strict regime of the newly appointed
governor of Carmoa are ready to achieve
their goals with conflict. They have their
own private armies, mercenaries and welltrained royalist soldiery brought to bear
against the pirates and cutthroats of the
Wraithwater Assembly, the queen herself
has personally authorised the Governor
to use any means he deems necessary to
complete his tasks.
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And for the independent groups that
have come and vested their interest in the
island?
The Brokers surely serve the law of the
Empire, the law that unites all true nations
of the world. Their presence on Carmoa
can be utilised to the benefit of the Queen,
provided that they remain honest in their
endeavours.
The Mysts, their presence is known but
as to what extent we are unsure, they are
dangerous and it would be foolish to rule
out their involvement in the death of the
King, but still, a tool is a tool, although it
would be a foolish royalist who did not
attend to his dealings with Mysts without a
gun in his hand and soldiers by his side.
The Banda di Ladri must be here too then,
in such a place, those vagabonds and
thieves won’t be able to resist. They will
likely be a thorn in our side at best and
a crippling influence at worst, all loyal to
the queen are not to make friends of such
scum and with the gods blessing, they too
shall ripped up from the soil of Carmoa,
root and stem.
The CaraVaan, their presence brings both
excitement and fear to the Royalists,
truly there is more than just minerals and
pirates in this place, but what exactly? And
even if it can be used, should it? Caution
should be used in all dealings with those
herb sniffing mystics, but their expertise
in resources not clear to the naked eye
should not be dismissed.
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The CaraVaan
And so, it has fallen to me to try to place
words upon page to describe the history,
heritage and culture of the CaraVaan. This
is no easy task, for ours is not a culture
of ink on paper; ironic for a people so
studious in nature.

LUCIUS
aka.
THE GUV’NOR
The Governor is played by Dom, kind,
compassionate and friendly. Dom is there
to help players get to grips with the world
and embed them in the plot.

While our knowledge of magic, of spells
and of rituals, are recorded for the ages,
our history largely remains in spoken
word.

Dom looks after the Royalists and the
Trading Companies, has access to Coin,
Luck & Mettle.

You see, the CaraVaan are forged from
stories and song. We are the tale tellers,
the fate spinners, the weavers of words
and whimsy.

*Deceased*

Unfortunately after the events of Ex3.
Jame’s character died. HOWEVER, James
will return in another incarnation to help
Royalist and Trading Company players
access the magic system.
Both kind and calm, James can provide
players with Mana, Help with Spellshaping
& the Magic / Ritual System.
James also acts as a Royalist bridge to the
CaraVaan.

The very foundation of the CaraVaan is
trust; it is a trust in the words that we are
told. Ours is a faith in the spoken word
that some would akin to that of reverence
to the gods themselves. It is through this
faith, however, that one can be assured
that what they hear will largely be truth,
for the faith of the CaraVaan demands the
respect of the speaker and that they tell
no falsehoods.
Embellishments are expected, but lies are
abhorred.
A story may be told in jest, but it is
expected within our culture that once the
jest is finished, the truth is then rightly
shared among the listeners also, so that
the story may continue through the
generations, from speaker to listener, so
on and evermore. Ours is an unwritten
bond of faith and understanding, a mutual
agreement to believe and be believed, for
it is only in the listening and the learning
that we can find the real truths of this life.
Structurally, there is very little in the way
of hierarchy within the CaraVaan; there is
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the Head of the Wagon (currently myself)
who is considered to have the final say
in all matters of CaraVaan business, and
there is a long history within our tales of
both Patriarchal and Matriarchal heads
within our people. However, the custom
has remained across the generations of
the Head taking on a familial title, such as
myself with the title of Uncle, and my Papa
before me.
Often, a Wagon Head will have advisors
to seek counsel from, but these are rarely
considered to be official roles. Yet there
are stories of former Heads holding close
counsel with a number of official advisors,
most notably Mother Matilda’s Council of
Eight Spokes.
If we are to presume that this world is
only several millennia old, as some priests
would have you believe (mine is not a
place of knowing nor caring for ages), then
magic remains still very much in its infancy
within this realm, having only been truly
studied over the past few centuries.
While there are a number of academics
who fall within the realms of magical
study from outside of our own numbers,
it is those within the CaraVaan who have
dedicated themselves fully to the study
and progression of the magical arts.
Our history varies as to which came first,
the wagons, or the magic; whether our
culture began as travellers who then
discovered the magical arts, or whether
our culture uprooted itself to pursue
the lure of magic. The one who held
the seat of the Wagons before I, Papa
Ignacio Tempestura, taught me that the
CaraVaan as we know it today was formed
from the travelling caravans out of and
around Baynhaven. Originally, they were
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entertainers, palm readers, some with
some legitimacy to their claims, but
largely charlatans by his recollection.
Acrobats, dancers, jugglers, fire breathers,
all manner of sideshow to entertain for
coin. Papa Iggy would tell me as a lad that
the CaraVaan was born of superstition,
and upon learning the ways of magic it
stirred the fire in the travellers’ hearts
and drew them onwards and away from
Baynhaven, across land and tide.
Many joined the family across the years,
growing our numbers and enriching our
culture with those of all nations. This is
why if you ask a true CaraVaani where they
are from, most will simply hold their heart
and smile, saying right here, where my
feet stand and my path leads.
When you consider that today, the
CaraVaan contains members from all
walks of life and from all nations, it is
of no surprise that we as a culture take
fashions and traditions from many other
peoples.

our fold and to rekindle and reaffirm our
own bonds with one another within the
CaraVaan.
This is often done seasonally, to
acknowledge our own growth and
development alongside the world around
us. We gather as one; currently, while on
Carmoa, we use the mana tree as our
meeting point and we speak oaths of
unity, renewing our bonds, and to those
of magical study, we renew our tattoos
also. It is a simple affair, and one that
often concludes with dancing, feasting,
drinking and merriment. I have grown
quite attached to these ceremonies in
my time at the head of the CaraVaan, and
take great pride in often leading them
personally.
Death is never an easy subject to discuss.
For one, I know very little about it other
than, well… that’s another story.

We are as diverse as we are traditional.
Ours is a culture that holds its older ways
close to our hearts; that of our stories and
our bonds within the community itself.
One thing that has held strong throughout
this blending of cultures, is our love of
colour. There is an old joke that you can
tell if a CaraVaani is trying to be subtle,
because they will only be wearing seven
colours and, while this is to not be taken
entirely at face value, it is true that we are
a vibrant people, often choosing fabrics
and colour schemes that reflect our
passion and energy as a people.
Further to this, as I have mentioned briefly,
our bond as a community is stronger
even perhaps than some blood ties. We
take great pride in coming together as a
community, to welcome those new into

In my years, though, I have naturally seen
many close to me pass on. It hurts no
less with each loss. However, as we have
grown as a people, we have no set way to
carry out funeral rites. As the CaraVaan
holds no specific allegiance to any one
deity, it is to the individual to lay out their
preferred ways of passing. Should no way
be recorded, we will carry out a simple
burial, with the customary coins to pay
passage.
One other common method, more
traditional to the CaraVaan of old, is that
of cremation, though still with the passage
paid, with the coins melting as a sign of
symbolism of the passage itself, melting
and seeping from one existence to the
next, whatever that may hold for us as
the mana within our being returns to the
earth once more.
Now it is common knowledge that we are
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at the very forefront of magical study and
research and, in certain respects, a lot of
outsiders see this as our defining feature
as a people. I will not deny that magic
has become an integral element to what
shapes us, but I would argue that this is
not to be what solely defines us. This is
why I have left our magical traditions to
this point of my recollection.

Story Makers who define the wider public
perception of magic, as it is these spells
which are distinctly more overt and visual.

Currently, a sizeable number of the
CaraVaan’s magically inclined individuals,
myself included in this number, reside
upon the isle of Carmoa.
Magic, as you will no doubt learn from
elsewhere, is tied to the leylines; mystical
sources of unknown origin which
intrinsically link us to the mana which
fuels our magical exploits.

Likewise, to those who wish to focus their
attentions on the more internalised and
formulaic practise of ritual magic, we give
them the name of Fate Weaver. This title
reflects the old stories of our lives being
woven onto ethereal tapestries by higher
powers, for these weavers of fate bend the
very world around them through unseen
forces and powerful hidden magics.

Through study, it was discovered that
somehow, these leylines are linked to
Carmoa and it was my decision that we
move the focus of our studies to this
island so that we might hope to learn
more and further develop our skills and
craft.

Fate Weavers are no less powerful or
respected as mages, or as members of
the CaraVaan, but it is recognised that
their studies lie elsewhere, and they are
regarded as separate in this manner.
They are as much a part of this family as
the next person; though their methods
sometimes seem unclear, as can their
intentions, I urge you to consider that our
ways as a whole will also seem alien to
others not of our ilk and as such, these
weavers of fate command no less respect
in their personal stories to those within
our number.

While not entirely true for every Story
Maker, it is widely considered that their
personalities lend themselves to this more
overt portrayal of magic, often being more
outgoing and adventurous in nature.

While magic is inherently personal, we
within the CaraVaan have blended its
practise into our culture by seeing the
practise of magic as its own story. Each of
the so-called “schools” of magic tell their
own story, and there are those who would
focus their efforts on the study of ritual
magic as opposed to the more utilitarian
spellcasting.
As such, there are titles within the
CaraVaan given to these two paths of
magic.
For those who prefer their magical focus
to lie within the area of direct spells
from one of the established schools, we
give the name of Story Maker. It is these

We are a diverse people. We are a growing
people. This does not change our duty
to each of our kinfolk. The CaraVaan
are beholden to one another. As I have
discussed, our ties are formed deeper
than blood, for our very essences are
interwoven through our people. As such,
no CaraVaani will sit idly by while there is
one of their own who is truly in need.
We are a culture of support, of aid and of
progression.
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The other side of this coin, though, is that
our sense of duty falls to those who would
do wrong within our number also. Those
who would wrong their fellow CaraVaani
are held accountable to the old traditions
of Wagon Law first and foremost, and as
such, anyone within our people found to
be in the wrong will be brought to the
head of the CaraVaan for their deeds to be
weighed and measured.
While the head of the people holds this
responsibility, it has not been unknown
for these judgements to be carried out by
another in a delegated role known as the
Wheel Judge. This judge is appointed by
the head of the CaraVaan and is tasked
with all matters of internal law. A Wheel
Judge’s decision is considered final by all
except the head of the CaraVaan, should
they deem another outcome to be more
suitable.

PRIMROSE
Catriona plays Primrose, the CaraVaan’s
dutiful Dvawri archivist.
Kind and approachable with a fantastic
knowledge of the magic system.
Catriona has access to Mana, Spellshaping
and Magic & Ritual Help and can be
found with the CaraVaan.

I share these words in the hope that you
will find a greater understanding in my
people. This is by no means a definitive
history, for as I have stated, we are an
ever-growing, ever-changing people, and
this is simply the story that I tell.
Yet, I trust in good faith, as is our way,
that you will take these words as truth
and continue in your own stories as we
continue to progress those of our own
making.

UNCLE LAZ
Uncle Laz is played by the chaismatic and
kind Craiggy; a bonafide scarf addict.
Craiggy can be found with the CaraVaan,
normally hosting talks or helping with
spell building.
Craig can be asked for help with Magic,
Rituals, Mana and Spellshaping.

Yours in faith, trust and word,

Uncle Lazarus,

Wagon Head of the CaraVaan.
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Acolytes, Priests and Ordained
The pious and worthy on Carmoa who
have dedicated their lives to following
one of the Gods are a go-between for
the mortal world to the higher realms.
The Gods of the Exiled Universe can walk
among their people, much like Zeus or
Odin in ancient mythology.
Someone choosing a religious skill can
choose to play their religion in any way
they wish, but will gain more influence
with their God through tribute, worship
and the spreading of their wisdom (if it
truly be wisdom). Dependent on how
they play will also determine the kind of
boon their God grants. If they are a martial
character, the Gods are likely to try and
gift boons that suit that way of life; if
political, boons that suit that and so on
and so forth.
Here are a few examples of the ways in
which one may want to play a character
following a Religious story arc.

Paladins (Not in the Traditional Sense)

GODS &
WORSHIP

Totally devoted to the teachings of their
god. They go about their day to day lives
like religious enforcers, ensuring that their
god is in no way challenged, that those
who follow their God are protected and
that there is someone to fight for their
belief system. They may not always be
right and may come into conflict with
followers of another deity, or even another
deity themselves.

Priests / Ministers / Archdiocese etc.

a church or cathedral). They can use their
and their God’s influence to raise up into
political power, or provide help to factions
through their God and their intervention.
Where a Paladin may call upon their God
like a big brother/sister in a fight, Priests
will call upon theirs like the gods they
are. Like lawyers or wet workers, Priests
are formidably smart and resourceful, as
they have to deal with Carmoa’s fickle
pantheon.

Monks / Shamans / Tribal Worship
A more neutral, scholarly and peaceful
approach to the Gods, amalgamating
practice of weaker magics and attributing
its gifting to the Gods and being thankful
for it. Though players thinking of playing
their religious character in this way will
give credence to every God, they are less
likely to receive the amount of attention a
dedicated Priest would. If a religious player
chooses to play these roles, they should
still choose a God they feel most attached
to in order to receive their boons, and are
more likely to receive blessing from other
Gods, but only in the form of their lesser
abilities. They will also come under less
scrutiny on visits from the Gods, as most of
the pantheon can respect their will to not
make the dedication to just one of them,
although they may try to persuade them
otherwise.
There are many other ways to experience
religious play in Carmoa, but these are a
few archetypes we have provided for ease
of access to the God game. Now onto that,
how does the God game work?

Players can follow a non-combative
stance on religion, preaching on the sandy
makeshift streets of Carmoa or in their
own glass houses (the game’s equivalent to
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The God Game
As you may be aware, Carmoa is
based in a world with a Polytheistic
religion, although certain places like
Kings Isla have what is now known as
a “Patron Divine”. After having tried
to be Monotheistic but having found
themselves under siege by the other
Gods for doing so, they still in some ways
adhere to the idea that Calibar is the one
true God, and that his wife and brood are
simply a ruling council of sorts, but that is
beyond the point.
Carmoa is very obviously polytheistic and
though you may try to ignore the Gods,
one cannot deny their existence as they
hold sway over a lot of the goings on in
the world around you.
How can a player affect that?
As a player playing with any of the
religious skills, it is up to you to worship,
work your way to places of power within
factions and on the island, and to give
voice to the wants and needs of your
chosen deity. In return, your God may
come and visit you, bringing boons if
you have done well, in the form of skills
(favour), power, treasure or relics, or on
the other hand, bringing wrath and a
way to make amends for failing them.

The way you worship your god and
pay tribute should resonate across the
island; it should make other denizens
notice you, whether it be out of love
and appreciation, or through fear and
loathing.
When the Gods come to town, only
those with the religious skill will be
able to communicate with them unless
otherwise shown. If this is the case, the
player involved WILL know ahead of
time or be told by that God/ooc by a ref
so they don’t think we’re tricking them.
Other players will, unless otherwise, NOT
be able to interact with the gods without
your aid.
If you are addressed by a God whilst in
congregation with others, if you choose it,
you may give the others the ability to see
and interact (as long as you are of priest
rank or higher).

Religious skills and their ranks
Acolyte
An Acolyte may only benefit from the boons of their church and their God. They may
communicate with the Gods on the lowest level, meaning they can see them and
answer their questions, but cannot interact or converse directly. They do not hold the
mental fortitude to understand the inner workings of the gods. Their worship, however,
will result in favour and access to that God’s boons and skill tree.

Priest
A Priest of a certain God can, through years of dedication, wholeheartedly understand
the wants, needs and whims of their chosen deity. They can interact, converse, ask
questions of and enable their congregation to interact with their chosen God. They are
the key to the door leading to the higher planes of reality. On occasion, they may be
given favour from their God to grant to their followers.

Ordained
The Ordained are essentially the highest ranking in their respective Glass Houses,
Priests and Acolytes will most always look to the Ordained for their words of wisdom.
Their words are considered those of the gods amongst the mortal races.

SISTER CELESTE

The Primordial Spirit
It is written in legend, when needed any member of the Pantheon could select a
chosen mortal to recieve their primordial spirit. Granting the vessel the powers of a
new born god in their domain, much like breaking off a part of their own past and
planting it in someone or something new.
Not much more is known about Primordial Spirits, this is considered a story more than
something that religious folk strive towards.
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Sister Celest is played by the
fantastic Ayla; who can be found
heading up the Religious sides of
the game. Normally found in the
main settlement or at the Glass
House.
Ayla has access to Boons for those
taking religious skills and can be
asked to help in contacting the
gods.
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Calibar

The Judge Ever-Balanced

Pronunciation: CAL - IH - BAR

The Pantheon

Calibar is the first of the Gods, known for
his exploits in accidentally forging the
world that we know. In search of peace and
balance, Calibar set out to destroy the titans
that cast waves across the once dormant
world of Oespra. In doing so, he created the
lands we know today; he created death and
thus had to create life; in creating love, he
had to instil strife. Calibar is forever shifting
the balance of the world.
Though in all of this, Calibar was initially
an unwilling participant in the birth of
the world; now he is worshipped as its
only constant and an agent of Karma and
Balance.
The followers of Calibar are known as the
Calibari, and follow a more monotheistic
version of the Pantheon where Calibar sits
as the rightful and only God, and his Wife
and offspring are simply saints, created and
crowned through him and his righteous
glory.
The Calibari will often work in Law
Enforcement, or generally as lords of justice;
they may be judges or advisors to wealthy
Merchants, Dukes or even the Queen
herself.

Colours

Blue, Silver, Black

Symbolism

A set of balanced scales.
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L’Amor

The Veiled Lady, Bringer of the Long Sleep
Pronunciation: LAH-MORE

With the fall of the titans and the forming
of the world as we know it, Calibar had
created a new entity in Death. She was
beautiful, hair raven, skin alabaster, her
eyes dark and all consuming. She danced
gracefully around his achievements and
gave the sombre loss of balance new
meaning, and new opportunities to
continually balance the scales.
L’Amor had grown and for years she thrived
with no need to consume, the death of the
titans being more than enough to sustain
her through the decades. As time passed
however, without the souls of planets,
lands or creatures, this beauty began to
wither, and thus Calibar created. He forged
creature after creature, eventually settling
on his favoured sentient, the Humans. He
forged entities just to ensure this beauty
he chased remained alive.

Over the years being bathed in Death and
Loss, L’amor has fallen further into her
aspect of Death than Love, with the dances
she had once performed around her
husband Calibar now long forgotten. Both
estranged but still connected. L’amor has
revelled in war and plague.

Colours

Crimson Red, Black, and Gold.

Creatures

Snakes, Lizards, Spiders, Ravens

Symbolism

A Faceless Mask, sometimes with a tear on
one side. Often Red or Gold in Colour.

These humans would grow and develop,
and they would feed L’Amor their souls
and experiences. Love, heartache, joy,
turmoil, glory and failings, all of this written
on their existence when they finally came
to his love. This creation of his would
ensure she would grow and prosper. Little
did he know how humanity would spread
like wildfire, and their deaths would ensure
his muse a long and prosperous life as one
of the most powerful of his pantheon.
L’Amor, the embodiment of Death, the
queen of everlasting sleep, the first
Goddess of Love and the first to know loss.
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Coascus

The Favoured Son, The Defender of the Coasts
Pronunciation: CO-ASS-CUSS

Favoured son of Calibar and twin brother
to Tiyd, Coascus is best known for
defending Carmoa from attack. He is a
fearsome warrior and quick to anger.
He has adopted the folk of Carmoa as
his people and is beloved by all as a
protector of the island. Coascus’ true form
is rarely seen by the living, but is fabled
to be that of a gigantic colossus, his body
wrought from pure granite, covered then
in impenetrable obsidian armour.
Those who seek to bring retribution to
the people of Carmoa become subject to
his mighty wrath, and he will stride forth
into the seas to smash invading ships
upon the unforgiving shore. He strives
to keep his brother’s lust for dominion
over the living at bay by protecting all
the lands of Oespra from Tiyd’s drowned
army, hindered only by the bindings
placed upon him by his mother, L’Amor on
Drowner’s Day.

Coascus is devoted to his partner,
Lartheyna, and dotes upon their son,
Samanlandehro. As such, he is not just a
God of protection but a God of the earth
and of the home and hearth, and is often
called upon to seal pacts of marriage on
Carmoa.

Colours

White, obsidian, forest green.

Symbolism

An obsidian shield.
Most folk of Carmoa will have some
trinket to Coascus – a granite and/or
obsidian pendant worn about the neck or
wrist, often crafted by the wearer.

When not wreaking holy vengeance upon
Carmoa’s attackers, Coascus is rumoured
to become one with the island, sinking
into the bedrock of his beloved home.
He is known to walk among his chosen
people as a human man, dressed in black,
normal to behold save for his ashen skin
and hulking stature. At these times he is a
merry fellow, quick to humour, and those
with knowledge of the Gods would guess
the playful woman at his side to be his
partner.
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Tiyd

The Forsaken Son, The Watcher Beneath the Waves
Pronunciation: TIE-D

Forsaken by Calibar, Tiyd is locked in
an eternal battle with his twin brother,
Coascus, to prove himself the most worthy
to inherit their father’s throne. A jealous
and vengeful god, Tiyd seeks dominion
over all life and has often attempted to
submerge the lands of Oespra to prove to
his father that he can maintain control of
the world from beneath the waves.

A single-minded and conquering god, Tiyd
nevertheless finds himself drawn by the
love of the Maiden of the Moon, Alune. She
and she alone can sway him from his path,
if only for a fleeting moment.

Tiyd holds a great love for his mother and
honours her once a year on Drowner’s
Day. When Coascus lays bound by their
mother’s magics, Tiyd sends forth his army
of the dead to raid the land, killing all that
cannot escape the sea mists in the name
of L’Amor.

A tidal wave.

Colours

Indigo, sea green, white.

Symbolism

Like his brother, Tiyd is a formidable
warrior. The smaller of the pair, he is
clothed and mantled in kelp and other
seaweeds, and armours himself in the
dense corals found in the seas surrounding
Carmoa. He is to be feared, collecting
on the debts from life, raising a limitless
army of the dead and drowned to lay
waste to the living. When walking amongst
the living he appears akin to a Meridra,
although larger and with blank, pupil-less
eyes.
It is said by many that Tiyd has no fear,
as he is more mystery than anything, but
no one may truly know the depth of any
aspect of him. What is known is that of all
the lands of Oespra, Tiyd seeks to protect
Carmoa and keep it isolated from the
world.
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Lartheyna

Rider of the Cold Winds; Huntress in the Deep Skies
Pronunciation: LAR-FEY-NAH

Lartheyna is a huntress revelling in
mockery of Tiyd's dominion. Hers are the
skies, the winds and all the creatures of
the air. Her hunt will often swoop from
their domain and into the depths of the
sea, creating gargantuan waterspouts
as they rise, spiralling towards the sun.
At her behest, these guerrilla tactics are
used around the world to ensure that Tiyd
cannot focus his efforts on consuming
a single land, and thus she is seen as a
protector of the peoples of Oespra.

Although Lartheyna hunts with joyful
abandon, her work harassing the seas and
distracting Tiyd's armies prevents her from
joining her love Coascus for more than
a night at a time, and many years apart.
On a quiet day at sea, many a sailor has
heard her keening cries for her earthbound partner and their spirited son,
Samanlandehro.

Colours

Sky blue, gold, white

Lartheyna is often worshipped by sailors
Symbolism
who pray to her for favourable winds and
Eagle
safe passage across the seas. Legend tells
of a time when, marooned and starving, a
captain ordered his men to shoot down
the gulls over the ship, so desperate were
the crew for food. As they fired, a great
eagle crashed to the deck, far larger than
any such they had seen before, it’s wing
hanging limply. As they stared in awe and
wonder, the eagle transformed before
their eyes into a woman, red-haired, blackeyed and golden-skinned, a single stream
of blood issuing from her injured arm. Her
scream was as the crying of a thousand
kites, beautiful and terrible as her hunt
descended. From that day to this, there
is not one who sails the seas of Oespra
who would dare to turn arms against the
denizens of the air.
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Alune

Norsca

The Maiden of the Moon

The Guide in the North

Pronunciation: AH-LOON

The older of the sisters of the moon
and stars, Alune is the Goddess of Night.
She holds dominion over all nocturnal
creatures, and is the keeper of the rhythm
and cycles of time. So powerful is she
that she can affect both tides and Tiyd
alike, and for many, many years they
have danced back and forth, caught
somewhere between love and despair.
She has borne 3 children with Tiyd – Vhisp,
Calyssa, and Anq.
Patron Goddess of sailors and travellers,
Alune is hailed by thieves who call upon
her to pacify guarding beasts and cast her
light to make shadows, so that they might
go about their work a little easier.
Once per cycle, Alune is known to step
down from her silver throne to call upon
her partner. Those who claim to have seen
her say that the seas grow calm as she
nears. She is often described as being so
pale as to glow, with long black hair that
wraps about her, obscuring her face.

Pronunciation: NOR-SKA

Younger sister to Alune, Norsca is the
queen of dreams and holds dominion
over the stars. A patron Goddess of sailors
and travellers, she is often called upon
to provide guidance, both physically and
spiritually. Steadfast and true, Norsca is a
beacon of hope in the darkness and an
unchanging locus by which to navigate.
She is unwavering in her duty, and
therefore Norsca has never been seen
among the peoples of Oespra.
In delicate opposition of her sister, she
is hailed for keeping nobles safe whilst
others prowl in the night.

Symbolism

A 4-pointed star.

Symbolism

A crescent moon.
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Samanlandehro

Vhisp

The Vision in the Flames

The Shadow in the Mists

Pronunciation: SAH-MAN-LAND-EH-RO
The noble, bestial son of Coascus and
Lartheyna, Samanlandehro is the lord of
dance and festivity. His fires are those
that warm camps at night, that guard
against the darkness and inspire those
that surround the flames to great feats
of dance and revelry. He is a passionate
god, often seen revelling alongside
his followers as a large, lizard-skinned
humanoid. So potent is his personality
that all those in his presence are caught
in a trance-like state, their hearts beating
to the rhythm of his step, the air seeming
thick with heady vapours and every drink
as like the sweetest of wines.
When not carousing amongst his people,
Samanlandehro will take the form of a
flame, ever-dancing between campfires.
It is said that gazing into Saman's flames
will bring visions and great foresight and
as such he is beloved of mages, who
will of pray to him for guidance before
attempting vision quests.

Lartheyna and her hunters are lifted
high into the air. Whilst ever-laughing
he dances around ships masts, a single
touch of his hand enough to light the
sails and bring a warship to ruin. It is with
fear and respect that sailors cast ashore
on Carmoa talk of Saman's Fire.

Symbolism

A dancing flame.

Samanlandehro is the father of the
species found on Carmoa, and they
worship him as their patron, lighting
many fires in his name and scattering the
island with strange shrines to his glory.
Those who have the knowledge of the
islanders have made record of partial
translations of the inscriptions on these
shrines. They talk of the inferno and
the destruction that shall be wrought
should Samanlandehro not be kept
appeased, and should his children ever
be threatened.

Pronunciation: VIH-SP

Vhisp is the firstborn of Tiyd and Alune,
the God of shadow and mists, of traps
and misdirection. They are the shadow
in the forest, the darkness in the heart of
the swamp, the covering sound of insect
chatter in the silence of the night. Vhisp is
a denizen of the Shahshan bayou, beloved
to those who hunt to survive in its murky
depths, a god for the hunted hunter.
Those who hold the creed of Vhisp will
offer a sign of tribute to their god upon
a successful kill, a trinket, token or some
portion of their bounty to appease their
silent god.
So strong is the worship of Vhisp in
Shahsha that it has long been tradition
across Oespra to lay coin upon the eyes
of the dead to ensure safe passage of
the deceased to the afterlife, to hide
them from Tiyd's gaze and spare them an
eternity of torment and servitude in his
damned army.
A patron of the Mysts, it was they who
first called Vhisp to Carmoa. Out of
their native lands, Vhisp appears as a
genderless, dark-eyed and sharp-featured
figure, clothed in shadow and swarming
insects. They are rarely seen in this form,
however, and are more often perceived
as a dual-toned voice from the shadows,
rusty with lack of use, or a swallowing
darkness that seems to stalk and watch
without movement or vision.

Symbolism

A veiled mask

He has been known to assist his father
and mother in their tireless duty, his
mighty flames creating such heat
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Calyssa

The Night Warden, The Lady of Luck
Pronunciation: CAL-ISS-AH

The middle child and only daughter of
Tiyd and Alune, Calyssa is a capricious
creature, whimsical and bold, with a childlike temper. She is a patron of gamblers,
her blessing bringing wealth to those who
would otherwise have no chance. Her
influence and good favour can also ensure
a great haul for pirates and thieves alike.
Be warned, however, that Calyssa can take
as easily as she gives, and those who risk
everything on the flip of a coin or the roll
of a dice may be left with nothing.
When she visits the mortal realms (which
is often) she is the life of the party. Clad in
rich silks and fabrics, studded with jewels
and gems from around the known world,
she adores attention and demands to be
worshipped as the goddess she is. Her
wrath is fleeting, quick to anger and quick
to calm, but in that time the devastation
she wreaks is terrible to behold.
Calyssa is fond of those who devote
themselves to her wholeheartedly,
who honour her in all they do, and has
been known to return the love of these
followers with strange favours and
trinkets. Like a child with no knowledge of
their own power, these gifts can often be
both a blessing and a curse.

Symbolism

A pair of dice, showing 1 and 6
Followers may carry a lucky coin on them
as token to their faith.
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Anq

The Warden of Lost Treasures; The Patron of Thieves
Pronunciation: ANK

The last child of Tiyd and Alune, Anq is
the youngest of all the Gods, and possibly
the least influential. The worship of
Anq is tolerated by the other Gods due
to their love for their youngest sibling,
but followers usually keep their faith
somewhat sheltered from prying eyes.
Much like Vhisp, Anq is a genderless God
of the shadows. Not of the deep, darkness
of the night-time bayou, but the playful
shadow under street lamps, in a low-lit
room or an overlooked alley. Anq is often
seen in the form of a black cat, darting
from shadow to shadow, twirling around
the legs of those who mean their patrons
harm. Rarely, they will appear to their
followers as a cat-faced humanoid, slight
and swift, clothed in soft and darkened
leathers.
Anq is a mute but expressive God, who
often goes unnoticed and unhindered.
As such, they are the true patron of
thieves and also beloved of explorers,
who call upon them to provide luck and
bolster their skill when going about their
business.

Symbolism

A cat’s face in shadow.
Followers will often wear an ankh
pendant around their neck, beneath their
clothes.

151

SAFEGUARDING

Let me be clear that we will have a Zero Tolerance Policy on any kind of behavior that
puts another player or crew member at risk!
Below I have marked out a few things I would like our players to do, and the process by
which we the team will handle these things.
To some of you this is going to seem like I'm teaching you how to suck eggs, but I feel
it's important I outline the systems stance on these situations.
All allegations are taken seriously, and anything you wish to make us aware of, no
matter how small you think we might think it is. Your wellbeing comes first and we will
always be there to support you!
What do I mean by “The worst”?
I mean anything ranging from mental and physical assault to sexual assault or
harassment.
Or anything you as a player deem detrimental to your well-being.
For Players:
As players there are a few things I'd ask that you do.
If someone says “no” to you whether it's ic or ooc, you stop. No means no. My
preferable response to no is for you to drop ooc for the time it takes to ask the
offended party. “I'm sorry, I didn't mean to make you feel uncomfortable, are you
OK?” if they don't want to respond and just want to disengage, let them, and let them
and yourselves move on with your game.
If you see something uncomfortable happening to any player, go and stand with
them, interrupt, don't be afraid to drop ooc for a second to ask that player if they are
OK or if they need help.
Don't be afraid to point out these situations to referees or game team. If you're not
comfortable stepping in, we are, one of us should be visible at all times, there will
also be a bunch of “Safe spaces” around the site that you can go to to ensure that a
member of the game team will be with you asap if we are not visible.
If you feel the need to contact the authorities straight away, please let the game team
know ASAP so we can ensure the authorities have swift access to the incident, it is
preferable that you contact the game team and let them contact the authorities, but
we understand the need for urgency at times.
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What The Wayfarer Team will do in these situations?
The wayfarer team is comprised of Men, Women and Non binary folk from all walks
of life, so there will always be someone available of your preference to talk to you or
accompany you if the worst should come to pass. None of us will feel dejected if you
would prefer to be helped by someone you feel more comfortable with, so please
do ask. A member of our team is also Mental Health First Aid trained.
That being said, all of us on the Wayfarer team are here to support you and ensure
you have a good and safe game and to ensure our community remains safe and
caring.
So here's how we will approach an incident in any case.
As soon as the incident is reported we will bring the victim out of play to a safe place
with anyone they wish to have with them for support. The perpetrator will also be
taken out of game and spoken to by game staff once we have a grasp of the incident.
After initially getting a brief from the player, we will ask them if they want the
authorities calling, whether this be the police or ambulance, we of course will
support them in their decision and do so immediately. (dependant on the severity of
the case, we may choose to call the authorities anyway, as we may not be equipped
to deal with the situation.)
In the case of authorities called, a member or members of the game team will stay
with the victim and provide any and all support or evidence where required.

Inclusion @ Wayfarer’s Events.
The Wayfarer Chronicles is run by a diverse group of volunteers including members from
the LGBTQI+ community.
We will never tolerate hate, harrassment or bigotry and are a safespace for people from
all backgrounds. We expect a level of kindness and respect from our players that our
game team and crew also show.
All who attend Wayfarer’s events should feel free to use any of the facilities that are most
comfortable for them.
We believe that Trans Women are Women, and Trans Men are Men.
We believe that Non Binary folk are who they say they are.
However, if you feel worried or uncomfortable using the facilities available, come and
speak to a member of game team, and as long as it’s not during our busier times getting
crew set up and ready for the day, we will happily allow you to use our single person
spaces in the crew huts. (This goes for anyone, Cis, Trans, NB)
We always have safespaces available at all of our events, and you are able to speak to any
member of the team you would wish to or feel most comfortable talking to. Don’t feel
worried about asking for someone specific, no-one on our team will ever hold your own
comfort against you.

In the case that the victim does not want the authorities called, we will offer to
handle the situation in system with consultation from the victim. This will mean
a dialogue between the victim and the game team, and the game team and the
perpetrator.
If deemed necessary this may result in a game ban, a system wide ban, and
notification to other systems as to ensure that we are not enabling the perpetrator
to find new hunting grounds where they can hurt other individuals.
These are the processes by which every member of the Wayfarer team subscribes to,
so even if it's a member of game team you are uncomfortable with, please do speak
to one of us.

154

155

Photography @ Wayfarer’s Events.
At Carmoa events you may see some of our lovely photographers around taking snaps
and documenting the game.
If you feel uncomfortable being photographed, please do talk to our photographers and
let them know, or inform a member of game team who can talk to them on your behalf.
Should photos appear that you would like taking down after the event from our
Photographers, they are happy to be contacted to take down photographs for you, or
should you require help in making contact, please don’t hesitate to contact a member of
the game team.

Event 4 Patch Notes.
Combat
Buff: Rifles now do Strikedown. (There is no need for a “Strikedown” call for this, anyone
on the receiving end of a Rifle Shot should react accordingly)

Religion
Clarification: Sanctuary is not a bunker, requires a constant chant, arms outstretched, any
volatile action from someone inside the Sanctuary removes Sanctuary for the group.
Chant should be constant. (Hard Skills yo!) Players cannot dive in and out of sanctuary,
nor can they fire out of sanctuary. Any offensive action negates the Sanctuary.

Contacts @ The Wayfarer Chronicles

Clarification: Boons will be granted after roleplay witnessed by a Referee.
Ribbons to Denote Religious Rank

You can contact the whole game team through our facebook page @

Magic
Clarification: Universal Calls have been updated to include all magic calls.

www.facebook.com/wearewayfarers
You can contact our Safeguarding E-mail @
Safeguarding@wearewayfarers.com
You can also contact individual members of the team via E-mails to
Thea@Wearewayfarers.com
Beth@Wearewayfarers.com
If you do not receive a response from E-mails, do just give us a nudge via Facebook and
let us know who you sent a message to and that person will endeavour to pick it up
ASAP.
We also have a dedicated Wayfarer’s Guild Discord server, where you can come and find
members of the Game Team to talk to.

Update: All spells have had a range listed (Self, Touch, Ranged, Close) and have had
durations standardised. All spells that inflict a universal call have been updated with a
duration of 30s when applicable to the call. Please review the latest magic document to
review your spells.
Update: Spells that grant a player a one-time use skill/buff on a player require the name
of the spell to be written on a mana card and given to the target. This mana card should
be torn when the skill is used or the buff is consumed.
Clarification: The “Mixed Spells” chapter of the Magic Sourcebook has been replaced with
the “Restricted Spells” section in the Core Guidebook. These will include all Spellshaper
spells invented by players. These spells must be learnt using the Spellshaper ability in
game.
Rule Change: Spells that require Concentration must have a chant. This chant may be
whispered or said quietly but it must be chanted.
Clarification: Purge Spell - updated to reflect latest Universal Calls. This can remove the
Rot condition and Poisons.
Updated: Blight Spell - updated to reflect the latest rules for Gathering.
Updated: Atrophy/Virulence Spells - updated to use the Rot Call.
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Clarification: Erode Spell - updated to reflect the latest crafting rules for items and
clarified for use against Wards.
Rules Change: Fortify Spell - this spell has been changed so that it completely
consumes any remaining charges when the target is hit with a Fatal Call.
Rules Change: Wards and Sanctified Gate Spell - Wards can no longer be created by
any mage by default. Sanctified Gate has been updated to create Magical Wards. The
Spellshaper skill may still be used to create new warding spells that are not covered by
Sanctified Gate.
Clarification: Divination Perk Linked Fates - The simulacrum created by this perk lasts 1
day.
Clarification: Trinkets created with the Enchanter Skill do not require spell casting
when activated as the spell casting is done when the Trinket is created.. They still
require the spell’s relevant call when activated.
Update: Ritual paperwork will now require when you are intending to cast the ritual.
This may be expressed as an event if the ritual is dependent on ongoing plot.
Update: Players who have created Spellshaper spells will now be issued with a Lammie
detailing the spell they have created. This is to be used for quick reference if there is a
query on the rules of the spell. If you are issued a Spellshaper Lammie, please keep it
on you at all times.

Presents
Exiled on the Shores of Carmoa
A game of Royalists and Rogues,
black powder and plunder, magic and
mysteries.
Pirates, Thieves, Traders and Hunters
seek out fame and fortune on the Island
that has for centuries been lost to the
mists. Some call it home, others call it
an opportunity.
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