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Welcome to Earthdawn

L
ong ago, in a time remembered in the echoes of myth and legend, the world was 

alive with magic. Humans, dwarfs, and elves lived alongside more exotic races 

like the reptilian t’skrang, diminutive windlings, and stony-skinned obsidimen. 

Thriving forests sheltered plants and animals, and the peoples of the world grew and 

prospered.

Unfortunately, this bounty came with a price. An elven scholar discovered ancient 

texts that revealed magical energy rises and falls, a natural cycle spanning thousands 

of years. At its highest point, dread creatures would enter the world, causing a time 

of suffering and destruction that would last for centuries. He called these creatures 

the Horrors.

Armed with this knowledge, magicians and scholars came together to learn 

more about the coming disaster, which they called the Scourge. From these noble 

���������������������������������ä���������������������������Ð���������������������

�����������á����������Ð�����������������������������������ä��������������������������á�

villages and towns built fantastic underground shelters called kaers. Generations 

would live, sustained by magic and protected with powerful wards.

The Horrors roamed the earth for over four hundred years, corrupting all they 

touched, but eventually the ebb of magic forced them back to their native plane. 

People emerged slowly from their kaers, half in hope the Scourge was truly over, and 

half in fear the Horrors lingered. They found the world broken and changed, almost 

beyond recognition.

Now heroes travel the land, rediscovering its lost knowledge and exploring its 

changed face. The Horrors breached kaers, tormenting and slaying all who lived 

within. Other kaers fell to internal strife, plague, or other disaster. Some shelters 

remain sealed, their residents unaware the Scourge ended, or unwilling to face the 

world beyond their walls and wards. There is still a chance these fear-darkened souls 

can be convinced to once again live in the light.

In the Earthdawn� ����á� ��������� ���� ��� ������ ������á� Ð�������� ��� �������� ����

wounded world and protect those in it. As you search the land for lost treasures and 

forgotten cities, you will use magic to drive back the Horrors that remain. Tales of 

your deeds inspire and encourage others, bringing hope to the world. These quick-

start rules provide you with an overview of the game, and an example of the kinds of 

���������������Ð������������������������ä
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Game Basics

STEPS, DICE, AND TESTS

A
lmost all abilities in the Earthdawn game are measured with Steps. The Step 

number determines what dice are rolled when a character attempts an action 

in the game. The higher the Step, the better the character’s chances of success.

Earthdawn uses six different types of dice: four-sided (d4), six-sided (d6), eight-

sided (d8), ten-sided (d10), twelve-sided (d12), and twenty-sided (d20). When a 

character tries doing something—whether casting a spell, swinging a sword at an 

�����á� ��� Ð������������� �� ������������ ����� ���� ������� ��� ���������� ���� �������ä�

These dice rolls are called tests. When making a test, you roll the dice indicated by the 

Step, and add the individual die results together to make a single total.

In these quick-start rules (and most published Earthdawn products), the dice 

you roll with a given Step will be presented as Step number/dice (for example, Step 

8 / 2D6).

When you roll the highest number possible on a die, you roll the die again—this 

is called a bonus die. The new die result is added to the total of any other dice already 

rolled. If you roll the highest number on the bonus die, you roll another one. This 

continues for as long as the maximum result for the die is rolled.

Rillolett, the t’skrang Swordmaster, rolls a Step 9 test, using a d8 and a d6. 

The results are an 8 and a 6; the highest possible numbers on each die. She gets 

two bonus die rolls: she rolls a 2 on the d8 bonus die, and a 6 on the d6 bonus 





10

ADEPTS AND DISCIPLINES
The world of Earthdawn is a world of magic. The most talented and powerful 

characters are initiated in the use of magic, and are called adepts. Some adepts train 

to cast spells, some to wield weapons, and others to navigate the wilderness. The type 

of magic practiced by an adept is their ����������. A character’s Discipline determines 

what magical abilities—called �������—they have.

In many ways, talents work like normal skills. For example, Warrior adepts focus 

their magic on the ability to attack and defend in battle. Mundane soldiers also learn 

these skills, but an adept can perform feats a normal soldier can only dream of. For 

example, a Warrior can use magic to toughen their skin, making them able to take 

more punishment. In addition, all adepts can enhance their magical talents with 

Karma—raw magical energy that is represented in the game by adding an additional 

die to tests.

�� ���������ï�� ���Ð�������� ���� ��������� ��� ����������������� ������������ ��������

their ������. As a character’s Circle increases, they gain more talents along with other 

magical abilities. The most celebrated heroes of legend are frequently adepts of high 

Circle.

ATTRIBUTES, CHARACTERISTICS, AND ABILITIES
The sample characters provided with this quick-start guide provide all the 

��������������������������������������� �������� Ð�����Earthdawn game. This section 

provides an overview of what the different character attributes and characteristics 

mean and how they affect the course of play.

Attributes
All characters have six attributes: ��������� (DEX), Strength (STR), Toughness 

(TOU), Perception (PER), ��������� (WIL), and Charisma (CHA). These represent 

a character’s innate physical and mental characteristics. Many of a character’s other 

characteristics are derived from these values.

Defenses
All characters have three Defense Ratings, which represent their ability to avoid 

the effects of different attacks and abilities. �����������������indicates how hard it is 

to hit the character with physical attacks like swords, arrows, or the claws of a wild 

animal. �������������� is the character’s ability to resist spells and other mystical 

attacks. ������� ������� represents the character’s savvy and resistance to being 

deceived, conned, or swayed through charm or social pressure.

�����������ï�����������������������������Ð��������������������������������������

an attack is successful. For example, when a character with a Physical Defense of 9 is 

being attacked with a sword, their foe must roll a 9 or better to successfully hit them.

Armor
While a character’s Defense ratings indicate how hard it is to affect a character 

with abilities, armor allows a character to resist the damage from attacks that get past 

their defenses. �������������� reduces the damage suffered from physical attacks 
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Wounds can only be healed after a character’s other damage. If they are not 

suffering from any other damage, they may spend a Recovery test after a full night’s 

sleep to heal the Wound. This is automatically successful; no test is required.

Initiative
A character’s ���������� determines when they take their turn during combat. 

At the beginning of each combat round, all characters roll their Initiative Step. The 

��������������������Ð����á�����������������������������á����������ä

Karma
Karma represents an adept’s ability to provide a little bit of extra oomph to their 

magical abilities. All adepts have a pool of Karma points. They may spend a Karma 

point to add an additional d6 to a test. They may spend Karma on tests made with 

their magical talents, as well as other kinds of tests as described on their character 

sheet. For example, the Archer may spend Karma on Perception tests relying on sight. 

����������������������Ð���á�����������������������������������������������á����������

decide before the dice are rolled.

Movement Rate
������������� indicates the distance in yards a character can move during a 

single combat round. This is based on a character’s race.

Talents
All adepts have several magical �������, based on their Discipline. When a 

character uses a talent, they make a test with the indicated dice. Some talents take 

a little bit of extra effort to use, and may cause Strain, which is a small amount of 

damage. Some talents may require the use of other resources; for example, the Wood 

Skin talent allows a character to add the result of the test to their Unconsciousness 

and Death Ratings, but the character must spend a Recovery test to do so.

A character may spend a Karma point on any test made with a talent, adding a d6 

to the test.

Skills
Characters also have ������, which represent non-magical abilities. In most cases, 

������������ ����� ����� �������ä� ��������� ����������� �������� �� ������ ���� �� ������� ��� ��

character may not spend Karma to enhance a test made with the skill.
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what will be happening should be laid out. Combat options need to be declared at this 

time as they may have an effect that lasts the entire round.

2. DETERMINE INITIATIVE
After declaring intentions, all characters make an Initiative test to determine 

the order in which they act. Initiative is based on the character’s Dexterity Step, but 

talents, skills, armor, or shields can modify a character’s Initiative.

Each player rolls Initiative for their character, while the gamemaster rolls for 

other characters and creatures. The character with the highest Initiative result acts 

Ð����á������������������������������������á����������ä��������������������������������

the same Initiative result, player characters act before gamemaster characters, but 

otherwise the turns can be resolved in whatever order the players wish.

3. RESOLVE ACTIONS
�����������������ï���������������á�����������������������Ð�������������������������á�

along with the abilities they will use.

Actions
While characters might have a number of different abilities they can use, there 

are limits to what they can do. A character can only use one “Action” ability per round. 

For example, both Melee Weapons and Missile Weapons indicate they are an Action, 

so a character could not attack with a sword and a bow in the same round.

Abilities not considered an Action can be used whenever the appropriate 

conditions come into play. For example, Avoid Blow may be used whenever a character 

has been hit by an attack and wants to try and avoid damage.

Movement
All characters can move during a combat round, up to their movement rate. They 

can move before or after their action. If a character wishes, they use their action to 

move, allowing them to double their movement rate.

Delaying Actions
If a character wishes to take their turn later in the round, they may do so. There is 

no test required, they simply declare the wish to act later in the round and take their 

turn when it comes around. If they want to interrupt another character’s action, they 

������������������ªt�����������Ð�����������������������������������ä

Make Attack Test
When a character attempts to attack a target, whether with a weapon, spell, or 

other ability, they make a test using the appropriate ability. For example, if a character 

����������Ð���������������������á�������������������������ä���������������������������

���������������������������á����������������������������Ð����������������������ä

�������Ð�����������������������������������������������á�������������������������

in the description. For physical attacks with a sword, bow, or other weapon, the 

���Ð�����������������������������������ï������������������ä�	��������������������������
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�����������������������á��������Ð�����������������������������������ï����������������ä�

����������������������������������������á��������������������á�����������Ð�������������ä

If a character wishes to attack with a method they don’t have as a skill or talent 

������������á�Ð������������������������������������á��������������������ä

Determine Success
��������������������������������������Ð�������������ä��������������á�����������������

and the attacker rolls a Damage test, or an Effect test for spells, to determine how 

effective the attack is. If the test fails, the attack misses.

Some abilities have a greater effect if more than one success is rolled. If applicable, 

the effect of extra successes is described in the rules for the talent or ability.

Rillolett swings her sword at an attacking bandit, with a result of 18. The 

������ï����������������������}á������������������������������������������Ô��������-

��������}á���������������wxá������������������w}�ä�������������������������®x����

the damage, so when Rillolett rolls the damage, she adds +4 to the result.

Spells work in a similar way, though the result of extra successes depend on the 

spell and is provided in the spell description. More information is provided in the 

Spellcasting section.

Make Damage Test
After a successful attack, the character rolls a Damage test, with the Step 

determined by the weapon used. The result determines the amount of damage dealt 

to the target. For spells, the dice used are provided in the spell description.

Adjust Damage for Armor
Armor protects a character from damage. Generally, Physical Armor protects 

against physical damage, while Mystic Armor protects against magical or psychic 

damage. The armor rating is subtracted from the Damage test result to determine the 

Ð�����������������ä����������Ð���������������������������������ï��������������ä

If a character’s damage total equals or exceeds their Unconsciousness Rating, 

they are unconscious and fall down, unable to take any actions. If a character’s total 

damage equals or exceeds their Death Rating, they are dead. Powerful magic might 

bring them back, but such power is rare in the world of Earthdawn.

Wounds and Knockdown
If the damage dealt by a single attack equals or exceeds the target’s Wound 

���������á� ����� ������� �� �����ä� ������� ���������� ������ ������� ���� ������� ��

character’s ability to perform at their best. Each Wound imposes a -1 penalty to a 

character’s tests.

If the damage test scores any extra successes against the target’s Wound 

Threshold, the force of the blow might knock them down. The character makes a 

Strength test against the difference between their Wound Threshold and the damage 
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dealt. If successful, they keep their feet. If they fail, they are knocked down and suffer 

penalties.

Rillolett’s attack deals 16 damage to the unfortunate bandit. His Wound 

Threshold is 8, so he takes a Wound. Since the damage is at least 5 over his 

Wound Threshold, he needs to roll an 8 or better (16 – 8 = 8) on a Strength test 

to avoid being knocked down.

4. BEGIN A NEW ROUND
The combat round ends when each character has taken their turn. If any 

��������������������������Ð�������á��������������������������������������������ä

COMBAT OPTIONS
While the various abilities available in the Earthdawn game provide many 

choices in combat, there are additional options that can add more tactical complexity. 

Some are described here. Additional options are provided in the Earthdawn Player’s 

Guide.

Aggressive Attack
The character throws caution to the wind and attacks their opponent with a 

Ð������ ��� �����ä� ����� ������� ���������� ���� ���������ï�� �������� ��� ������� �����������

their opponent, but makes them more easily hit in return. The character takes 1 

Strain, gains a +3 bonus to their Attack and Damage tests in close combat, but suffers 

a -3 penalty to their Physical and Mystic Defense for the round.

Attacking to Knockdown
Rather than dealing damage, the character can choose to try and knock their foe 

to the ground. They make an attack as normal. If the attack hits, the character rolls 
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damage, but rather than suffer damage, the target makes a Knockdown test against 

the result.

Attacking to Stun
If you want to subdue someone, rather than kill them, you can pull your blows. If 

an attack to stun deals more damage than the target’s Wound Threshold, they may be 

knocked down, but otherwise do not suffer a Wound. Damage from an attack to stun 

cannot kill the target, but is otherwise treated as normal damage.

Defensive Stance
��������������������������������������������Ð����ä��������������������������������

to adopt a defensive posture that makes them harder to hit. They gain a +3 bonus to 

their Physical and Mystic Defense for the round, but suffer a -3 penalty to all tests 

made during the round, except for Knockdown tests.

Tail Attack
This option is only available to t’skrang. The character can make an additional 

close combat attack with their tail. They use Unarmed Combat for the Attack test, but 

suffer a -2 penalty to all tests made during the round. Attacks made using a tail use the 

character’s Strength Step for damage.

SITUATION MODIFIERS
While a character relies on their wits and abilities to survive their adventures, even 

���������������������������Ð����������������������������������������������������

their control. These circumstances can affect test results and Defense ratings. The 

����������������Ð����������������������á����������������������������Earthdawn 

Player’s Guide.

Blindsided
When a character cannot see their opponent to react effectively to an attack, they 

are Blindsided, and suffer a -2 penalty to Physical and Mystic Defense. Examples of 

Blindside attacks include attacks made from behind, attacks against a blinded target, 

or attacks made from ambush. The attacker must be able to see their target to gain the 

����������������������Ð���ä

Darkness
���������������������Ð���������������Ð�������������������ä����������������������

has an ability like low-light vision or heat sight, they may suffer a penalty on tests 

made under those conditions. These penalties usually only apply to tests involving 

sight. For example, if the character is making a Perception test to hear a noise, the 

amount of light present will not affect the result of the test.

Partial Darkness: The equivalent of being outside on a moonlit night. Ambient 

light provides some visibility, but there are lots of shadows. Characters suffer a -2 

penalty to sight-based tests. Characters with low-light vision or heat sight are not 

affected by this penalty.
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ABILITIES FOR CASTING SPELLS
Magicians use the �������������� and ������������� talents to power a spell 

by collecting magical energy, shaping it into a pattern, and releasing the energy to 

create the desired effect. When casting a spell, the magician makes a Spellcasting 

�����������������������ä��������Ð�����������������������������������ï�����������������

(often abbreviated TMD), but it could be another value. If the test succeeds, the effect 

described in the spell occurs. As with other tests, a Spellcasting test can generate extra 

successes, and the spell description provides information on the additional effect. For 

more powerful or complex spells, the magician may need to gather additional magical 

energy by weaving threads before it can be cast.

Unfortunately, the Horrors corrupted the energy magicians use to cast spells. In 

response, magicians created the ������������, which protects the magician from the 

���������������������������������������������ä�����������������������������Ð��������

energy that happens when casting a spell. Without this protection, the spell could 

attract the attention of nearby Horrors.

In Earthdawn, there is no limit to how often a magician can cast a spell they know. 

Once a spell is in a matrix, the magician can cast the spell as frequently as they wish. 

These quick-start rules don’t describe the process of learning new spells and adding 

them to your magician’s grimoire, but those rules (and more spells) are provided in 

the Earthdawn Player’s Guide.

PLACING SPELLS IN A MATRIX
A magician will have one or more spell matrices as talents. If the magician is not 

in combat or under any other time constraint, they can freely swap any or all spells 

they have in their matrices by performing a mental ritual that takes about 10 minutes. 

This requires no test, and is called attuning a matrix.

Sometimes a magician is in a situation where they don’t have a desired spell ready 

to cast in a matrix, and lack the time to meditate for ten minutes. In this case, they may 

try to force the issue and ��������������Ô��. The character takes 1 Strain and makes 

a Thread Weaving test against a DN of 10. If successful, they place the desired spell 

in a matrix, which replaces the existing spell. If not, there is no negative effect; the 

magician may try again next round, or choose another action.

The most basic type of spell matrix is the Standard Matrix, which can hold a 

single spell. As a magician advances through their Discipline, they can learn other 

types of spell matrices.

SPELLCASTING SEQUENCE
The following sequence summarizes the steps necessary to cast a spell.

1. Weave Threads into Spell
Some spells require the magician to weave threads before they can be cast. The 

spell description will indicate if this is the case with the Threads characteristic. To 

weave a thread to a spell, the magician makes a Thread Weaving test against a DN 

of 5. If successful, they weave the thread. If not, the thread is not woven, though the 

magician can try again the next round.
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Artisan
Action. The Artisan ability covers crafting, performing, or artistic skills. In the time 

before the Scourge, it was found people who had succumbed to Horror corruption 

often lacked the discipline or aesthetic sense to practice arts and crafts. As a result, it 

became common for people to practice a craft and show they were not corrupted. This 

tradition is still practiced in some parts of the world.

A character makes an Artisan test to create a work based on their chosen 

����������ä��������Ð�����������������������������������������wá���������������������

elaborate works might require additional successes.

Avoid Blow
Strain (1). �����������������������������������������������������������������������

attacks. After being hit with an ability that targets Physical Defense—but before 

damage is determined—the character can make an Avoid Blow test. If the result is 

equal to or higher than the result of the attack, they successfully dodge or parry at the 

last moment and suffer no damage. If the test fails, damage is determined normally.

This ability can only be used once on any given attack, and cannot be used if the 

character is caught by surprise, whether in an ambush or otherwise unaware (for 

example, by an attacker striking from behind).

Awareness
The character is more sensitive to their surroundings, and able to spot things that 

might otherwise go unnoticed. The character may make an Awareness test whenever 

they would otherwise make a Perception test to notice something. This includes 

detecting secret doors, seeing through a disguise, or spotting an ambush.

Call Missile
Strain (1). The character magically causes thrown weapons or ammunition 

(arrows, sling stones, and so forth) to return to them as long as they are unbroken 

and still usable. They make a Call Missile test, and the result indicates how many 
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other container, ready to be used the next round.

This ability only affects thrown weapons and ammunition for ranged weapons, 

and they must be within 20 yards of the character. Weapons stuck in a body are 

removed, but do not cause any additional damage to the target.

Claw Shape
The character transforms their hands into fearsome claws, increasing the amount 

of damage they do when not using a weapon. After making a successful attack with 

Unarmed Combat, the character rolls Claw Shape to determine damage.

Climbing
Action. The character attempts to scale vertical surfaces. They make a Climbing 

test based on the obstacle being climbed. If successful, they may move up or down. 
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shields or other held items.

Conversation
Action. The character is able to hold their own in social situations. They make 

a Conversation test against the target’s Social Defense. If successful, the target is 

impressed by the character and has a positive attitude towards the character during 

the course of the scene. The more successes are rolled, the more favorable the 

target’s impression, making it easier for the character to get information or otherwise 

��Ð�����������������ä

The target must be able to understand the character for this ability to have an 

effect.

Fireblood
Action. The blood oozing from a character’s scratches, cuts, and bruises bubbles 
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test and makes a Fireblood test, healing an amount of damage equal to the result. The 

character must be engaged in combat to use this ability, but otherwise ignores the 

normal restrictions on making Recovery tests.

Knowledge
Action. The Knowledge ability covers information a character has learned about 

a topic. The ability can cover a broad topic, meaning the character knows a little bit 

about a lot of things, or it could be focused, with more depth on a narrower topic.

When trying to remember a particular fact, or see if they know some relevant 

information, the character makes a Knowledge test based on how their ability relates 
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Numbers start at 5 for common or directly related information, with obscure or barely 

��������������������������������������������������������Ð��������������ä

Maneuver
Strain (1). The character uses fancy footwork and mobility to gain an advantage 

over an opponent. They make a Maneuver test against the target’s Physical Defense. 

Each success gives the character a +2 bonus to their Physical Defense against the 
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the target that round.

Melee Weapons
Action. The character attacks an opponent with a sword, axe, or other close combat 

weapon. They make a Melee Weapons test against the target’s Physical Defense. If 

successful, the target is hit and the character rolls damage. Each extra success adds 

+2 to the damage.

Missile Weapons
Action. The character attacks an opponent with a bow, crossbow, or other ranged 
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Physical Defense. If successful, the target is hit and the character rolls damage. Each 

extra success adds +2 to the damage.

Mystic Aim
Strain (1). The character draws a steady aim with a missile or thrown weapon to 

improve their chance of hitting. They make a Mystic Aim against the target’s Mystic 

Defense. Each success adds +2 to the character’s ranged attacks against the target for 

the rest of the round. The target must be visible and within range.

Patterncraft
Action. The character understands the mysteries and applications of magic. 

This includes the ability to read and write magical writings, like those contained in 

grimoires. The character makes a Patterncraft test based on the complexity of the 

writing. If successful, the character understands the writing, with the degree of 
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Magicians also use this ability to learn new spells and transcribe them to their 

grimoire. This is beyond the scope of these quick-start rules, and is covered in the 

Earthdawn Player’s Guide.

Read and Write Language
The character is able to read and write. No test is required for normal 

communication. When a character is attempting to learn a new language they make 

a Read and Write Language test based on the language they are attempting to learn. 

Learning a new language requires the character to study for several weeks.

The magical version of this ability allows the character to magically translate a 

text without needing to study. They make a Read and Write Language test, with the 

degree of success indicating how well they understand the text. This version of the 

ability causes 1 Strain.

Speak Language
The character is able to speak different languages. There is no test required for 

normal communication. When a character is attempting to learn a new language 

they make a Speak Language test based on the language they are attempting to learn. 

Learning a new language requires the character to study for several weeks.
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The magical version of this ability allows the character to magically speak a 

language without needing to study. They make a Speak Language test, with the degree 

of success indicating how well they are able to communicate during the scene. This 

version of the ability causes 1 Strain.

Spellcasting
Action. The character uses arcane knowledge to cast a spell. They make a 
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In many cases, this is the target’s Mystic Defense, but may be another number. If 

successful, the spell is successfully cast and its effect determined based on the spell.

More information on casting spells and determining effect is provided in the 

Spellcasting section.

Standard Matrix
A Standard Matrix is a type of spell matrix, a magical construct that allows 

magicians to safely cast spells. Before the Scourge, the magicians of the Theran Empire 

learned the magical energy generated by casting spells could draw the attention of 

nearby Horrors. In addition, Horrors corrupt astral energy, causing a spell to go awry 
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caster safe.

A magician typically has multiple spell matrices, each attuned to a spell the 

magician knows. Once a spell is in a matrix, it can be cast as often as the magician 

wishes. The spell held in a particular matrix can be changed out at will, though this 

can be a delicate and time-consuming process.

More information on spell matrices and how they are used in casting spells are 

provided in the Spellcasting section. 

Swimming
Action. The character is able to swim. They make a Swimming test based on 

��������������������������������������ä������������������������������������Ð�������

����������wá�����������������������������������������������������Ð�����������������

10 or more.

Taunt
Strain (1). The character distracts an opponent with insults and humiliation. 

They make a Taunt test against the target’s Social Defense. Each success imposes a -1 

penalty on the target’s tests and Social Defense for the rest of the round.

Thread Weaving
Action. Magicians use Thread Weaving to create and shape magical energy into 

the patterns for their spells. Some spells require preparation before they can be 

cast. When preparing a spell that requires additional threads, the magician makes a 

Thread Weaving (5) test. If successful, the thread is woven and the character may cast 

the spell the next round.

More information on the role of Thread Weaving when casting spells is provided 

in the Spellcasting section of these quick-start rules.
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Flameweapon 

Threads: 0
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makes a Spellcasting test against the wielder’s Mystic Defense. The wielder must 
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additional d6 with the weapon’s damage. The spell can be cast on weapons made from 
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The spell lasts 7 rounds. Each extra success on the Spellcasting test adds 2 rounds 

to the duration.

Heat Food 

Threads: 1
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on their hands as if to warm them, causing them to glow a gentle red, then touches a 

meal and makes a Spellcasting (6) test. If successful, the glow transfers to the food and 

it becomes steaming hot. Eating the food increases the effectiveness of Recovery tests. 

Eating a heated meal adds a +4 bonus to the character’s next Recovery test. 

Each extra success on the Spellcasting test heats an additional meal.

Resist Fire

Threads: 0

������ã����������ªu�����������������������������������Ð���ä

���������������������������������������������Ð���á���������������������������ä�

������������������������������Ð������������������������������á���������������������

target, and makes a Spellcasting test against the target’s Mystic Defense. If successful, 
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minutes.

Each extra success on the Spellcasting test adds 2 minutes to the duration.

Waterproof

Threads: 1

Effect: Repels water
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and containers affected by the spell will become watertight. The effect lasts for 2 

minutes.

Each extra success on the Spellcasting test adds 2 minutes to the duration.




