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Introduction 
If you need something made, repaired or enhanced, you will need to talk to a crafter. Crafting is a large part 

of the world of the Phoenix Isles. It enables characters to create healing poultices, deadly poisons, weapons, 

armour, and other wondrous items.  This guide takes a detailed look at the types of crafting, providing details 

on not only what a character needs to do to become a crafter but also what each of the crafts is capable of 

making.  

 

Some crafting can be performed during games, others can only be performed in the downtime between 

events but all crafting requires the proper skills and resources be available to the crafter before something 

can be made. 

 

The Crafting Trades 
Alchemist – Alchemy is the art of taking different herbs, mushrooms, berries and roots and using them to 

create stimulating and powerful concoctions. These concoctions can have many effects from helping the 

imbiber recover from wounds, to poisons that debilitate a foe, or creating magical elixirs that can briefly 

grant new powers to the user. 

 

Runesmith – Using the old ways of magic, runesmiths take both mana and arcane essence to craft special ink. 

This ink is used to inscribe runes on to weapons and armour as well as creating talismans. These runes 

provide powerful effects that can enhance a weapons destructive power, improve an armours protection or 

imbue a talisman to provide a temporary boon to its wearer.  

 

Engineering – Engineers create objects from catapults to firearms and are the people responsible for coming 

up with the designs for putting up walls or buildings. If you need something designing and building then an 

engineer is what you need. 

 

Weaponsmithing and Armoursmithing – Of all the trades, these two are the most prevalent within the 

Phoenix Isles. Weapon and armour smiths work with the raw materials of the world in order to craft items of 

protection and destruction. The more experienced a smith you are, the wider range of materials that you are 

capable of working with.  As these crafts use much of the same materials and rules they are listed together 

for convenience. 

 

Shaman – The most mysterious of all the trades, a shaman is someone who weaves sigils of ancient magic 

upon their allies. These mystical Sigils activate when the person needs them the most and provide additional 

powers and abilities that they would otherwise normally not have.  
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Becoming a Crafter 
In order to become a crafter you must first purchase one of the crafting skills. You must always purchase 

them in order from lowest to highest level. New characters can only take apprentice level in any craft but 

they may take it in multiple crafts.  Skill levels beyond apprentice require another player or NPC to teach the 

character before they can take the skill.  Characters may only advance one skill level in a craft per event, this 

restriction does not apply to techniques only the skill levels. 

 

Please note that weapon and armour smithing are two different branches of the same craft and are not a 

single skill.  You can purchase ranks in weaponsmith, armoursmith or both.  

 

Alchemy Cost Restrictions Description 
Apprentice 2 None Allows you to create apprentice level concoctions. 
Advanced 3 Prerequisite: 

Apprentice Alchemy 
Allows you to create advanced level concoctions. 

Expert 4 Prerequisite: 
Advanced Alchemy 

Allows you to create expert level concoctions 

 

Runesmithing Cost Restrictions Description 
Apprentice 2 None Allows you inscribe apprentice level runes. 
Advanced 3 Prerequisite: 

Apprentice 
Runesmithing 

Allows you to inscribe advanced level runes. 

Expert 4 Prerequisite: Advanced
Runesmithing 

Allows you to inscribe expert level runes. 

 

Shamanism Cost Restrictions Description 
Apprentice 2 None Allows you to bestow apprentice level sigils. 
Advanced 3 Prerequisite: 

Apprentice Shamanism
Allows you to bestow advanced level sigils. 

Expert 4 Prerequisite: 
Advanced Shamanism 

Allows you to bestow expert level sigils. 

 

Weaponsmith Cost Restrictions Description 
Apprentice 4 None Allows you to make and repair weapons from apprentice 

level resources 
Advanced 5 Prerequisite: 

Apprentice 
Weaponsmith 

Allows you to make and repair weapons from advanced 
resources as well as create and repair masterwork 

weapons from apprentice resources. 
Expert 6 Prerequisite: 

Advanced 
Weaponsmith 

Allows you to make and repair weapons from expert 
resources as well as create and repair masterwork 

weapons from advanced resources. 
Artificer 8 Prerequisite:  Expert 

Weaponsmith. 
Cannot be artificer in 
more than one craft 

Allows you to make and repair weapons from exotic 
resources as well as create and repair masterwork 

weapons from expert resources.  You can also make your 
advanced and higher weapons enchantable. 
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Armoursmith Cost Restrictions Description 
Apprentice 4 None Allows you to make and repair armour from apprentice 

level resources 
Advanced 5 Prerequisite: 

Apprentice 
Armoursmith 

Allows you to make and repair armour from advanced 
resources as well as create and repair masterwork armour 

from apprentice resources. 
Expert 6 Prerequisite: 

Advanced 
Armoursmith 

Allows you to make and repair armour from expert 
resources as well as create and repair masterwork armour 

from advanced resources. 
Artificer 8 Prerequisite: Expert 

Armoursmith. 
Cannot be artificer in 
more than one craft 

Allows you to make and repair armour from exotic 
resources as well as create and repair masterwork armour 
from expert resources.  You can also make your advanced 

and higher armours enchantable. 
Battlefield  

Repair 
4 Prerequisite: 

Apprentice 
Armoursmith 

Allows you to make temporary repairs to armour  
whilst away from proper repair facilities. See the weapon 

and armour smithing section below for details. 
 

Engineering Cost Restrictions Description 
Apprentice 4 None Allows you to craft and create apprentice schematics. 
Advanced 5 Prerequisite: 

Apprentice 
Engineering 

Allows you to craft and create  advanced schematics as 
well as create plans for buildings and construct them. 

Expert 6 Prerequisite: Advanced
Engineering 

Allows you to craft and create expert schematics. 
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Obtaining Crafting Materials 
There are a number of ways in which you are able to obtain the crafting materials that you require within the 

game world. This is not an exhaustive list and instead provides some of the more common means by which 

materials can be obtained 

 

Collecting – During each event, resources are placed around the event site so they may be discovered by the 

players. The number of resources that are placed into the surrounding location is defined by the plot that is 

taking place within the game world. 

NPC – When you come and play an NPC for us, you are able to request resources as one of the possible 

rewards for your time. This is explained more in the core rulebook. 

Traders – From time to time players will encounter traders in game, who knows what interesting resources 

they may have for sale? 

Looting – Searching and looting NPCs’ can yield different resources depending on the NPC that you have 

searched, or looted. 

Hunting – This skill allows certain resources to be harvested from your prey.  Hunted materials always must 

be hunted fresh at an event and cannot be stored. 

Resource Gathering - A downtime action that allows the gathering of resources between events.  This is 

explained more in the main rulebook. 

Personal Resource Sites – Personal resource sites are available to all players and provide a regular income of 

resources but also come with significant costs and considerations. They therefore need to be organised with 

and approved by the referee team. 

Exotic Resources 

Within the Phoenix Isles there are some resources and ingredients that are not listed in any technique. These 

are rare and exotic resources with unique and potent properties. In order to discover what the material can 

do, and unlock its power, a character will need to research the material.  Once the material has been 

identified a character will then need to experiment with it in order to work out how it is meant to be used. 

Once this has been done then the character will be able to use that resource in their crafting. 

 

Researching an exotic resource can be as simple as asking people until you find someone who knows what 

the resource is but if all else fails then it can be done as a downtime action. 

 

Experimentation means that you need to draw up an IC technique for the resource  The technique must 

include what resources are used in the technique and what you are hoping it will create.  The technique and 

the resources it uses must then be presented to the Head Referee who will take the necessary time to 

consider the submitted technique and where required collaborate with other referees to ensure that the 

result is fair and preserves game balance.  Once a decision has been made you will be informed of the 

outcome of your experiment.  In the event that it has failed you may lose some, if not all, of the resources or 

ingredients you have used. Experimentation is usually only carried out during downtime, but can sometimes 

be done during an event so it be required. 
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Crafting Techniques: Recipes, Runes, Plans, Schematics 

and Sigils 
Each of the crafts have many different techniques which detail the method and materials required for the 

creation of the items that relate to their trade. The techniques tell you how many resources or what 

ingredients are required, the type of item that is crafted, a description of what the crafted item does, and any 

other information you need to know to make use of the created item. 

Learning New Techniques 

When a player creates a new character, they are able to purchase any number of apprentice techniques as 

their character points (CP) allow. This represents knowledge from their background before they arrived in the 

game. 

 

Existing characters need to learn new techniques either through training by another individual, whether 

player or NPC, or by obtaining a scroll that contains the required information. Once the technique has been 

learned then the character needs to pay the CP cost to be able to use the knowledge. 

 

Players may learn new techniques using downtime actions, this represents either the character travelling 

somewhere to learn the technique or the time spent in research.  Again, once the knowledge has been 

learned the character needs to pay the CP cost to be able to use the knowledge. 

 

Each rank of technique costs a different amount of CPs to learn. This cost represents your knowledge as a 

crafts person and as a developing character within the game world. The more advanced that the instruction 

is, the more expensive it is to buy with CPs. Before you can learn a new technique you must have the 

corresponding skill level. 

 

Please note that weaponsmiths, armoursmiths and engineers do not need to pay a CP cost to learn their 

techniques, instead they pay a higher cost for their skill levels. 

 

Instruction Level CP Cost 
Apprentice 2 CP 
Advanced 3 CP 

Expert 4 CP 
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Alchemy 
Alchemy within the Phoenix Isles is a powerful tool often used to enhance the abilities of others, save a life, 

or simply remove those who would otherwise stand in your way. It is the art of taking different ingredients 

and creating mixtures that have either beneficial or harmful effects to those who they are used on.  These 

mixtures can be in the form of potions, elixirs, salves or poisons.  

Mixtures 

Mixtures fall into one of the four categories listed below. In order to use a concoction without assistance 

from another player you must have at least 1 hit point in an arm and not be unconscious, or on your death 

count. You may administer a concoction to another player even if they meet some or all of these criteria. 

 

Potion: Can be imbibed directly and has effects that are immediate. 

 

Poison: Are added to something else, such as a drink or food, and must be eaten or drunk to take effect A 

referee must be present for the poisoning of another player to be successful.  

 

Salve: These are applied directly to the skin of the person and have immediate effects.  

 

Elixir: These are special types of potions that usually have longer lasting effects but some of the ingredients 

required must be harvested fresh at the event they are made. Elixirs cannot be preserved and therefore must 

be used at the same event they are made. 

Creating a Mixture 

In order to create a mixture you must have all the necessary ingredients and spend an appropriate amount of 

time roleplaying its creation. The generally accepted kit required to roleplay alchemy is a mortar and pestle, 

and some vessel in which to brew the mixture. The amount of time appropriate for each level of technique is 

different and can be found in the table below. This represents the amount of time that it takes to create a 

single mixture. It is possible to create up to five of any one apprentice level mixture in one go, up to three of 

the any one advanced mixture, and due to their delicate nature, you can only ever create one expert mixture 

at a time. 

 

Alchemy Recipe Level Crafting Time Required 
Apprentice 10 minutes 
Advanced 20 minutes 

Expert 30 minutes 
 

Once you have spent the appropriate amount of time roleplaying the creation of these mixtures you need to                  
hand over the ingredients used to a referee. 

As with anything within Fields of Illusion, you will need to be able to phys-rep your concoctions as they are an                     
in-game item. If you cannot phys-rep the mixture after completion, then it is considered to have failed and                  
the ingredients are lost. Therefore, when you had in your ingredients to a referee you will need to show you                    
have the correct phys-reps for the mixtures you have made. 
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Apprentice Alchemist Recipes 

Recipe Name: Damage Health 

Type: Poison 

Ingredients Required: 1 x Aqua, 1x Swampspawn, 1x Wolfs Bane 

Description: Produces a poison that is designed to be added to a liquid for someone to imbibe. This poison causes the 

imbiber to lose 1 hit point per location, and until they are cured their maximum hit points are reduced by 1 on each 

location. 

 

Recipe Name: Damage Mana 

Type: Poison 

Ingredients Required: 1 x Aqua, 1x Scrathebane, 1x Trama Root 

Description: Produces a poison designed to be added to a liquid for someone to imbibe. This poison causes the imbiber 

to lose 5 mana; in addition their maximum mana is reduced by 5 until cured. 

 

Recipe Name: Damage Willpower 

Type: Poison 

Ingredients Required: 1 x Aqua, 1x Hobbit Moss, 1x Vampyre Moss 

Description: Produces a poison designed to be added to a liquid for someone to imbibe. This poison causes the imbiber 

to lose 5 willpower; in addition their maximum willpower is reduced by 5 until cured. 

 

Recipe Name: Gibberish 

Type: Poison 

Ingredients Required: 1 x Aqua, 1x Bandit Grass, 1x Blood Root 

Description: Produces a poison that is designed to be added to a liquid for someone to imbibe. This poison causes the 

imbiber to lose control of their ability to talk coherently until cured.  This does not prevent the target from spellcasting. 

 

Recipe Name: Heal Wound 

Type: Salve 

Ingredients Required: 1 x Aqua, 1x Lart Berry, 1x Peasants Wart 

Description: When applied to a location this salve heals the person that it is applied to for 1 hit point in that location. 

 

Recipe Name: Restore Health 

Type: Potion 

Ingredients Required: 1 x Aqua, 2x Lart Berry, 1x Cornovii Crown 

Description: This produces a single vial of liquid that is designed to be consumed directly. The imbiber restores 1 hit 

point to every location. 

 

Recipe Name: Restore Minor Mana 

Type: Potion 

Ingredients Required: 1 x Aqua, 1x Fey Fungus, 1x Elanor Fruit 

Description: Produces a vial of liquid that can be directly consumed to restore 10 mana to the imbiber. This cannot take 

the imbiber over their maximum mana pool. 

 

Recipe Name: Restore Minor Willpower 

Type: Potion 

Ingredients Required: 1 x Aqua, 1x Orc Whiskers, 1x Crushed Bear’s tooth (Fresh) 

Description: Produces a vial of liquid that can be directly consumed to restore 10 willpower to the imbiber. This cannot 

take the imbiber over their maximum willpower pool. 
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Advanced Alchemist Recipes 

Recipe Name: Cure Disease 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Vial of Troll’s Blood (Fresh), 1x Stink Grass 

Description: This recipe produces a vial of liquid that is strong enough to cure the effects of any known disease on the 

person who imbibes it unless otherwise stated by the disease. 

 

Recipe Name: Cure Poison 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 3x Cornovii Crown, 1x Stinkgrass 

Description: This recipe produces a vial of liquid that is strong enough to cure the effects of any known poison on the 

person who imbibes it unless otherwise stated by the poison. 

 

Recipe Name: Damage Willpower Regeneration 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Hobbit Moss, 2x Spider’s Eye (Fresh), 2x Elanor Fruit. 

Description: This recipe produces a vial of poison designed to be added to a liquid. The imbiber cannot regenerate any 

willpower until cured. 

 

Recipe Name: Heal Major Wound 

Type: Salve 

Ingredients Required: 1 x Mineral Aqua, 1x Lart Berry, 1x Peasant’s Wart, 1x Cornovii Crown 

Description: Produces a single use of ‘cream’ that fully heals the location that it is applied to. 

 

Recipe Name: Iron in the Blood 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Metal, 1x Scrathebane, 1x Trama Root 

Description: This recipe produces a single vial of poison that is designed to be added to a liquid. The imbiber cannot 

regenerate any mana, or enter a clutii well until it has been cured. Any attempts to heal the imbiber with magic will fail 

and instead inflict 2 points of damage to the location healed. Any attempts to cure this poison with magic will fail and 

inflict 2 point of damage to the torso. Casting any magic whilst this is affecting you causes you to take damage equal to 

the mana cost of the spell to the torso. This poison cannot be detected when imbibed. 

 

Recipe Name: Incapacitate 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Deadlyshade, 1x Spider’s Eye (Fresh) 

Description: Produces a poison that is designed to be added to a liquid and consumed. The imbiber falls unconscious 

and cannot be roused until they have been cured. They are not aware of anything that happens around them whilst this 

is in effect. 

 

Recipe Name: Paralysis 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Deadlyshade, 1x Goblin Berries 

Description: Produces a poison that is designed to be added to a liquid. The imbiber becomes unable to move, talk or 

feel anything, but remains conscious of everything that still happens around them. 

 

Recipe Name: Power 

Type: Elixir 

Ingredients Required: 1 x Mineral Aqua, 1x Vial of Ogre’s Blood (Fresh), 2x Crushed Bear’s Tooth (Fresh) 

Description: Produces a vial of liquid designed to be consumed directly. The imbiber gains the “Inhuman Strength” 

attribute until the next sunrise. 

 

10 



Recipe Name: Ravage Health 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Swampspawn, 1x Blood Root, 1x Deadlyshade 

Description: Produces a poison designed to be added to a liquid. The imbiber permanently loses 3 hit points per location 

until they are cured. 

 

Recipe Name: Ravage Mana 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Scrathebane, 1x Trama Root, 1x Chamalla Root 

Description: Produces a poison designed to be added to a liquid. The imbiber loses all current mana. 

 

Recipe Name: Ravage Willpower 

Type: Poison 

Ingredients Required: 1 x Mineral Aqua, 1x Hobbit Moss, 1x Vampyre Moss, 1x Elanor Fruit 

Description: Produces a poison designed to be added to a liquid. The imbiber loses all current willpower. 

 

Recipe Name: Regeneration 

Type: Elixir 

Ingredients Required: 1 x Mineral Aqua, 2x Vial of Troll’s Blood (Fresh), 1x Phoenix Ashes 

Description: Produces a single vial of liquid designed to be directly consumed. The imbiber gains the “regeneration” 

effect until sunrise. 

 

Recipe Name: Resist 

Type: Elixir 

Ingredients Required: 1 x Mineral Aqua, 1x Marsh Merrow, 1x Scrathebane, 1x Fey Fungus 

Description: Produces a single vial of liquid designed to be consumed directly. The imbiber automatically resists the next 

three spells abilities that would otherwise affect them. Damage and effects not caused by a spell still affects the imbiber 

as usual. This potion wears off at sunrise if not fully used. 

 

Recipe Name: Restore Full Health 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Lart Berry, 1x Cornovii Crown, 1x Morning Dew 

Description: Produces a single vial of liquid designed to be consumed directly. The imbiber regains all hit points to all 

locations. 

 

Recipe Name: Restore Mana 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Fey Fungus, 1x Elanor Fruit, 1x Glow Moss 

Description: Produces a single vial of liquid that is designed to be consumed directly. The imbiber restores 20 mana. This 

cannot take them over their maximum mana pool. 

 

Recipe Name: Restore All Mana 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Fey Fungus, 1x Glow Moss, 1x Morning Dew  

Description: Produces a single vial of liquid that is designed to be consumed directly. Restores the imbiber to their 

maximum mana pool. 

 

Recipe Name: Restore Willpower 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Orc Whiskers, 2x Crushed Bear’s Tooth (Fresh), 1x Marsh Merrow. 

Description: Produces a single vial of liquid designed to be consumed directly. The imbiber regains 20 willpower, this 

cannot take them over their maximum willpower pool. 
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Recipe Name: Restore All Willpower 

Type: Potion 

Ingredients Required: 1 x Mineral Aqua, 1x Orc Whiskers, 1x Marsh Merrow, 1x Vial of Ogre’s Blood (Fresh). 

Description: Produces a single vial of liquid designed to be consumed directly. Restores the imbiber to their maximum 

willpower pool. 

Expert Alchemist Recipes 

Recipe Name: Frenzy 

Type: Poison 

Ingredients Required: 1 x Pure Aqua, 3x Blood Root, 3x Bandit Grass, 2x Goblin Berries, 2x Lesser Spotted Boo Flower 

Description: Produces a poison designed to be added to a liquid. The imbiber losses control and attacks anyone within 

sight with anything at their disposal that they can use. This lasts until the imbiber is cured. If the imbiber is 

incapacitated, but healed before the poison is cured then they continue to attack anyone within sight. 

 

Recipe Name: Invisibility 

Type: Elixir 

Ingredients Required: 1 x Pure Aqua, 1x Void Dust, 1x Lesser Spotted Boo Flower, 2x Ectoplasm 

Description: Produces a single vial of liquid that is designed to be consumed directly. The imbiber immediately raises 

their hand and becomes “OOC” for up to 30 seconds. During this time they are able to talk and move, however any 

other action causes them to become visible immediately. 

 

Recipe Name: Restoration 

Type: Potion 

Ingredients Required: 1 x Pure Aqua, 2x Phoenix Ashes, 1x Vial of Troll’s Blood (Fresh), 1x Vial of Ogre’s Blood (Fresh), 1x 

Morning Dew, 2x Cornovii Crown 

Description: Produces a single vial of liquid designed to be consumed directly. The imbiber recovers all mana, willpower 

and hit points. This also cures all known poisons and diseases from the imbiber as per “cure…” 

 

Recipe Name: Strangler 

Type: Poison 

Ingredients Required: 1 x Pure Aqua, 2x Chokeweed, 1x Razor Spines, 1x Deadlyshade, 2x Wolfs Bane, 2x Swampspawn. 

Description:  Produces a poison designed to be added to a liquid. The imbiber slowly begins to choke to death over the 

course of three minutes. Unless cured this poison is fatal. You do not have a death count if killed with this poison. 

Venoms 

Unlike poisons, venoms are capable of being delivered via bladed weapons, arrows and bladed thrown               
weapons. Due to their nature, blunt weapons are not able to deliver venoms.  

The poisons that are capable of becoming venoms are listed below, along with the appropriate call that                 
needs to be made when striking an opponent. Take note that some of the effects have been changed due to                    
the new delivery method of the poison. All venoms are activated on the first strike that is made by the                    
weapon with the venom on it, and the venom is then consumed, even if the blow is blocked but not if you                      
miss. The blow must inflict a point of damage to the targets location for it to take effect so they can be                      
blocked by armour or magical protections. 

You do not need to purchase these recipes separately; they are automatically gained upon learning the                
corresponding poison recipe. Venoms use the same materials as the poisons and follow all the same rules                 
except for their use on a weapon and that they take twice as long to craft. 
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Apprentice Venoms 

Recipe Name: Damage Health 

Description: This venom deals one point of damage to the location struck. Until cured the point of damage cannot be 

healed. 

Call: Venom: Single 

 

Recipe Name: Damage Mana 

Description: This venom causes the target to lose 5 points of mana and reduce their maximum mana by 5 until cured. 

Call: Venom: Mana 

 

Recipe Name: Damage Willpower 

Description: This venom causes the target to lose 5 points of willpower and reduce their maximum willpower by 5 until 

cured. 

Call: Venom: Willpower 

 

Recipe Name: Gibberish 

Description: This venom causes the target to become unable to control their speech. This lasts until cured. 

Call: Venom: Gibberish 

Advanced Venoms 

Recipe Name: Iron in the blood 

Description: This venom causes iron to enter the bloodstream of the target. Should the caster attempt to cast magic 

they take damage equal to the mana cost to the torso. The target is not aware they have been poisoned. 

Call: Venom: Iron Blood 

Expert Venoms 

Recipe Name: Frenzy 

Description: This venom causes the target to lose control and attack anyone within sight with anything at their disposal 

that they can use. This lasts until the target is cured. If the target is incapacitated, but healed before the poison is cured 

then they continue to attack anyone within sight. 

Call: Venom: Berserk 
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Runesmithing 
The art of Runesmithing was once known only to the Dwarves in the north. With the creation of the Empire 

however, the Empress bade the Dwarves to teach their craft to the other races.  

 

Runesmiths are able to bind magic to an object, enhancing its ability in a variety of different ways. Unlike 

spell casters who bend the magic to their will, Runesmiths take magic and apply it to weapons, armours and 

talismans in order to enhance the user. They do this by inscribing a rune onto an object binding the magic to 

it in the process. 

The Rules of Runes 

When it comes to inscribing runes onto objects, they have several rules that must be followed for them to 

work as fully intended. Failure to follow these rules can see catastrophic effects occur.  

 

The rules are as follows: 

Rule of Form – Weapon runes can only be inscribed on weapons, armour runes can only be inscribed on 

armour and talisman runes can only be inscribed on talismans. 

Rule of Jealousy – No more than one of each rune can be inscribed on a single item. With the exception of 

Runes of Protection, no more than one of each rune may be inscribed onto a set of armour (Head, torso, left 

vambrace, right vambrace, left greave, right greave). 

Rule of Power – Mundane items can only be inscribed with one rune; masterwork items can be inscribed 

with two runes; enchantable items can be inscribed with three runes; and masterwork enchantable items can 

be inscribed with four runes. To break this rule would cause the weapon to be destroyed as the power of the 

magic is too strong for the item to withstand. 

 

Please note that Talismans are defined as trinkets, such as a ring or an amulet. A player may only have three 

talismans at any one time. Attempting to wear any more than this causes the runes to conflict with one 

another and all runes on all objects will stop working. 

Identifying Runes 

Once a character has learnt to be an Apprentice Runesmith they are able to detect any runes on an object 

and discern their nature after spending 1 minute of appropriate roleplay assessing and inspecting the object. 

They may identify runes regardless of whether or not they have knowledge of how to inscribe the rune. 

Inscribing Runes 

To inscribe runes onto something you must gather the necessary ingredients for your chosen rune. Once the 

ingredients are gathered, you need to spend time roleplaying the inscription of the item and the binding of 

the magic into it. Preferably the rune should be painted onto the item using something like a water based 

face paint so people can see the rune is actually there.  You should not paint a rune onto an item without the 

owners permission. Runes can be physrepped in other ways such as by adding a piece of fabric to a costume 

with the rune painted on it or a paper tag on a weapon.  Runes do need to be visible and identifiable on the 

item or the inscription will be considered to have failed. 
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The amount of time required for each level of inscription is different and can be found in the table below. 

This represents the amount of time that it takes to inscribe a single rune onto an object, there is no way to 

reduce the amount of time required as doing so would endanger the integrity of the inscription. You cannot 

inscribe more than one object at a time as inscribing one takes all your concentration.  

 

Please note that unlike mages, even though runesmiths use magic their ability to craft is not affected by any 

metal they are carrying. 

 

Runesmith Inscription Level Crafting Time Required 
Apprentice 10 minutes 
Advanced 20 minutes 

Expert 30 minutes 
 

Once you have spent the completed the inscription you will need to take the ingredients to a referee, inform 

them that you have inscribed a rune onto an object, and hand over the ingredients used.  

 

Once a rune has been inscribed it will last for a set period of time: 

● Runes inscribed on weapons last until used, the weapon need repairing, or it is destroyed. 

● Runes inscribed on armour will last until used or the armour needs repairing, or it is destroyed. 

● Runes inscribed on talismans will last until used. 

● All runes will be considered used at the end of an event. 

Removing Runes 

Once a character has learned Apprentice Runesmith they are able to remove the inscription of a rune from 

an object provided that they have the knowledge of the inscription. Knowledge of the inscription is the ability 

to inscribe that rune. By removing an inscription from an object, the character gains half of the amount of 

dust or essence that was required to inscribe the rune.  

Permanent Runes 

Runes can be made permanent by placing a rune on an enchantable item and performing a ritual.  When a 

rune is made permanent it does not expire when it has been expended, but instead remains on the object to 

which it has been inscribed. The runes power will be refreshed at the next sunrise. 

 

Making a rune permanent may change its effects and you should consult a referee.  If you want to learn the 

effects a rune will have before making it permanent then you have two options.  You can either ask other 

characters at an event in the hope one of them knows the answer and is willing to share the information, or 

you can use downtime actions to research its effects. Once discovered you have this knowledge IC and may 

treat it as such. 

Using a Rune 

Runes are expended when you choose to activate the properties of the rune.  
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Apprentice Runesmith Inscriptions 

Inscription Name: Rune of Knockback 

Type of Object: Weapon 

Ingredients Required: 1 x Ash, 2x Strange Dust, 2 mana 

Description: The inscription provides three uses of the ability “knockback” before it is expended. 

 

Inscription Name: Rune of Parrying 

Type of Object: Weapon or Shield 

Ingredients Required: 1 x Ash, 2x Strange Dust (Weapon) OR 2x Eternal Essence (Shield), 2 mana 

Description: This inscription provides three uses of the ability “parry” before it is expended. 

 

Inscription Name: Rune of Protection 

Type of Object: Armour 

Ingredients Required: 1 x Ash, 1x Eternal Essence, 2 mana 

Description: The inscribed piece of armour has an additional hit point. Once this hit point has been lost the rune is 

expended. This hit point is lost first from the armour. 

 

Inscription Name: Rune of Burning 

Type of Object: Weapon 

Ingredients Required: 1 x Ash, 1x Strange Dust, 2 mana 

Description: This inscription causes imbues the weapon with the power of fire and allows the wielder to call “Burn” as a 

last hit three times. 

 

Inscription Name: Rune of Might 

Type of Object: Weapon 

Ingredients Required: 1 x Ash, 2x Strange Dust, 2 mana 

Description: This inscription provides two uses of the ability “double” and then it is expended. 

 

Inscription Name: Rune of Perseverance 

Type of Object: Talisman 

Ingredients Required: 1 x Ash, 2x Planar Essence, 2 mana 

Description: This rune provides one use of the ability “Constitution” that automatically activates if you are put on your 

death count. It is expended after this use. 

Advanced Runesmith Inscriptions 

Inscription Name: Rune of Mana 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 1x Spirit Dust, 1 x Eternal Essence, 10 mana 

Description: The talisman inscribed with this rune gains the ability to hold 10 mana. The wearer of the talisman is able 

to draw upon the 10 mana whenever they need to. Mana cannot be put back into the talisman and once the mana has 

been used, the rune is expended. 

 

Inscription Name: Rune of Reflection 

Type of Object: Armour or Shield 

Ingredients Required: 1 x Infernal Ash, 3x Dream Dust, 2 x Nether Essence, 4 mana 

Description: This inscription provides three uses of “Bounce”. Bounce reflects attacks back at the attacker but only calls 

with a damage component.  You could bounce a Double Strikedown but not a Strikedown for example, call “Bounce”. 

Once you have called “Bounce” three times the Sigil is expended. You may only have one of these on your person. You 

cannot bounce a Crush, Destroy or Shatter. 
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Inscription Name: Rune of Strike Down 

Type of Object: Weapon 

Ingredients Required: 1 x Infernal Ash, 2x Nether Essence, 4 mana 

Description: The inscription provides three uses of the ability “Strike Down”. 

 

Inscription Name: Rune of Greater Protection 

Type of Object: Armour 

Ingredients Required: 1 x Infernal Ash, 2x Dream Dust, 4 mana 

Description: The inscribed piece of armour has an additional two hit points. Once these hit points have been removed 

the rune is expended. These hit points are lost first from the armour. 

 

Inscription Name: Rune of Magic 

Type of Object: Weapon 

Ingredients Required: 1 x Infernal Ash, 1x Nether Essence, 4 mana 

Description: You may call Last Hit “Magic” three times.  

 

Inscription Name: Rune of Dismay 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 2x Spirit Dust, 4 mana 

Description: You may make three calls of “Fear” before the rune is expended. You must chant, as per magic, while using 

this rune. 

 

Inscription Name: Rune of Piercing 

Type of Object: Weapon 

Ingredients Required: 1 x Infernal Ash, 1x Nether Essence, 4 mana 

Description: You may make three calls of “through” upon striking an opponent. The rune is expended after this use. 

 

Inscription Name: Rune of Stone 

Type of Object: Armour 

Ingredients Required: 1 x Infernal Ash, 2x Dream Dust, 4 mana 

Description: You may resist three calls of Strike down OR Knockback. Once three resists are used the rune is expended. 

 

Inscription Name: Rune of Sanctuary 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 2x Spirit Dust, 4 mana 

Description: You resist the next three offensive spells cast at you, the rune is then consumed. 

 

Inscription Name: Rune of Courage 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 2x Spirit Dust, 4 mana 

Description: You are able to resist three calls of fear, regardless of whether it is a spell or a natural ability. The rune is 

then consumed. 

 

Inscription Name: Rune of Strength 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 2x Spirit Dust, 4 mana 

Description: Grants you three uses of the “Strong” ability. The rune is then consumed. 

 

Inscription Name: Rune of Magical Protection 

Type of Object: Talisman 

Ingredients Required: 1 x Infernal Ash, 2x Spirit Dust, 4 mana 

Description: This rune provides 3 global protection points. This global protection cannot be combined with any other 

magical protection. Once the global protection has been lost the rune is expended. 
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Expert Runesmith Inscriptions 

Inscription Name: Rune of Ultimate Protection 

Type of Object: Armour 

Ingredients Required: 1 x Void Ash, 1x Soul Dust, 8 mana 

Description: The inscribed piece of armour has an additional 3 hit points. Once these hit points have been lost the rune 

is expended. These hit points are lost first from the armour. 

 

Inscription Name: Rune of Slaying 

Type of Object: Weapon 

Ingredients Required: 1 x Void Ash, 2x Soul Dust, 8 mana 

Description: For the duration of an encounter all successful strikes against the type of creature chosen are “double”. 

When inscribing this rune you may pick one from: Daemon, Undead, Fey, or Spirit. At the end of the encounter the rune 

is expended. 

 

Inscription Name: Rune of Fury 

Type of Object: Talisman 

Ingredients Required: 1 x Void Ash, 1x Mysterious Essence, 8 mana 

Description: You gain one use of the ability “Stop damage”. 

 

Inscription Name: Rune of Shielding 

Type of Object: Armour or Shield 

Ingredients Required: 1 x Void Ash, 2x Soul Dust, 8 mana 

Description: You are resistant to the call “Through” and can resist five calls of “Through”. Once you have resisted the 

effect five times the rune is expended. 

 

Inscription Name: Rune of Resistance 

Type of Object: Armour or Shield 

Ingredients Required: 1 x Void Ash, 2x Soul Dust, 8 mana 

Description: You are able to resist five calls of Strike Down OR Knockback. Once resisted this rune is expended. 

 

Inscription Name: Rune of Warding 

Type of Object: Talisman 

Ingredients Required: 1 x Void Ash, 2x Mysterious Essence, 8 mana 

Description: You resist the next five offensive spells that are cast at you. Once resisted the rune is expended. 

 

Inscription Name: Rune of the Ogre 

Type of Object: Talisman 

Ingredients Required: 1 x Void Ash, 1x Mysterious Essence, 8 mana 

Description: You gain three uses of the “Inhuman Strength” ability, after this has been used the rune is expended. 

 

Inscription Name: Rune of Greater Magical Protection 

Type of Object: Talisman 

Ingredients Required: 1 x Void Ash, 2x Mysterious Essence, 8 mana 

Description: This rune provides 6 global protection points. The protection granted by this rune cannot be combined with 

any other magical protection. Once the global protection has been lost the rune is expended. 

 

Inscription Name: Rune of Valiance 

Type of Object: Talisman 

Required Ingredients: 1 x Void Ash, 2x Mysterious Essence, 8 mana 

Description: You are able to resist three calls of “Terror”. 
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Shamanism 
Those that fail to understand a shamans workings may claim that it is the protection of the Gods, or it is the 

land itself that protects the wearer, maybe it is believe it is the spirits.  

 

Crafted with life essence and applied to the body with a paint unique to each shaman, their sigils may 

provide protection from harm or an enhancement of existing abilities. They can help to reinvigorate one’s 

power or even bring back those who fall in combat. 

Respecting the Art 

Shamanism is an ancient power, its origins lost to time.  Most shaman do not understand how they bind 

power into their sigils only that they are able to do so.  However, all shaman know that there are rules that 

must be respected to make use of this ancient art.  While shaman may not know the source of their power 

they know better than to tempt its wrath. 

 

The rules of Shamanism are: 

● Protection – Each location may only have one protection sigill placed upon it. Placing more than 

one protection sigil will cause conflict between those who provide the shamans their power and 

neither will work when required.  Protection sigils do not use slots. 

● Enhancement – Each location may have no more than two enhancement sigils placed upon it. 

Whilst they may work in harmony as two, any more causes a disruption to the flow of energy. 

These sigils cannot be the same. 

● Natural – Those who use shaman sigils limit or forgo the use of armour. The reason for this is 

that whenever armour is worn on a location with a sigil, the sigils fade and remove themselves 

from all of an individual’s locations. You may not wear any armour on a location with a sigil on it. 

● Limits – Each of the five standard locations (Torso, Arms and Legs) have three Sigil Slots each. 

Different Sigils require different numbers of Slots, the more powerful or complex a Sigil the 

more slots it uses.  The number of slots and on what locations required are detailed under the 

sigils description. 

The Art of Shamanism 

Placing sigils upon an individual takes time and preparation. The paint required must be prepared with care 

and the proper rites and rituals that are required for the chosen Sigil. In addition to this you must take the 

time to properly paint the Sigil onto the relevant location of the person receiving it , once again whilst 

performing the rites and the rituals appropriate. The amount of time it takes to roleplay these rites varies 

depending upon the complexity of the Sigil.  

 

Sigil Level Time Required 
Apprentice 2 minutes 
Advanced 5 minutes 

Expert 10 minutes 
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When you craft a Sigil, you will need to gather the required amount of life essence  needed for your chosen 

sigil.  Once you have acquired the required resources to create your chosen sigil you must roleplay for the 

appropriate amount of time. All sigils must be phys-repped, as with any other crafts, and our 

recommendation is using a face-paint of a natural colour (blue, green, red, etc), though the choice is down to 

the individual shaman. Please avoid anything that does not look natural, such as glow in the dark, or neon 

colours. You can only place a Sigil onto someone who is willing to have one placed upon them.  Once the sigil 

is placed  the life essence is considered spent and you must then hand over the used tokens to a referee. 

 

All Sigils placed upon an individual will only remain active for a limited time. All Sigils are subject to the 

following, unless the sigils description states otherwise: 

● Sigils are lost when used. 

● Sigils placed on the body will be lost if the location hits zero unless otherwise stated. The head is 

considered to be on the same body points as the torso at all times. 

● All Sigils are considered lost at the end of an event unless otherwise stated. 

Life Essence 

Life essence is the main resource that shaman need to create their sigils, it is what provides the sigil its 

power, the more powerful the sigil the more life essence needed.  Life essence is present in all living beings 

to varying degrees and when a being dies, if the shaman is quick they can harvest some of the life essence 

before it passes over to the next realm. 

 

In game terms this means that there is potentially some life essence to be found on any NPC encountered in 

the game world.  A shaman can collect life essence by performing a 10 second roleplay over a freshly 

deceased creature, at which point the creature will hand over any Life Essence tokens they may have.  If they 

do not have tokens or are a player character that has died then the shaman should seek out a referee.  Life 

essence can only be extracted after the target has finished its death count, until that point they are 

considered to be still alive.  If the shaman harvests life essence from another creature who was also a 

shaman and had life essences on them when they died, then these essences are harvested also. 

 

Whilst life essence is a powerful and essential tool in the creation of Sigils, trying to store too much life 

essence at once can quickly overwhelm a shaman. The more powerful a shaman you are, the more life 

essence that you are able to control and store safely.  You are able to carry a number of life essence tokens 

that are appropriate to your skill in the craft. Any more that you collect that would take you over this 

maximum number are considered to have been wasted. 

 

Shaman Level Maximum Life Essence 
Apprentice 24 Life Essence 
Advanced 36 Life Essence 

Expert 48 Life Essence 
 

At the start of an event shaman are provided with a number of life essence tokens based on their rank in the 

craft. At the end of an event, all life essence tokens are considered to have expired. 

 

Shaman Level Life Essence at Start of an Event 
Apprentice 4 Life Essence 
Advanced 8 Life Essence 

Expert 12 Life Essence 
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Using a Sigil 

In order to use a Sigil you simply gain the benefit that is listed in the description. Once you have used the 

effect that is granted to you then the Sigil is considered to have been expired. The exception to this is any 

Sigil that states it lasts until a certain time has passed. 

Apprentice Sigils 

Sigil Name: Constitution 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Torso 

Required Resources: 1 x Natural Residue, 2x Life Essence 

Description: You may extend your death count as per the “Constitution” ability. This ability is not lost if a location it is on 

becomes zero. This automatically activates if you are put on your death count. 

 

Sigil Name: Grip 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Weapon Arm 

Required Resources: 1 x Natural Residue, 2x Life Essence 

Description: You may resist three calls of “Fumble”, then the Sigil expires. 

 

Sigil Name: Minor Fortitude 

Type of Sigil: Protection 

Sigil Slots Requires: None 

Required Resources: 1 x Natural Residue, 4x Life Essence 

Description: Increase the body points of the location by one. This Sigil lasts until sunrise and the body points gained are 

counted as normal body points until then. 

 

Sigil Name: Resist 

Type of Sigil: Enhancement 

Sigil Slots Requires:2 Slots on Torso 

Required Resources: 1 x Natural Residue, 4x Life Essence 

Description: You resist the next three offensive spells cast at you, call “Resist”. The Sigil then expires after the third spell 

is resisted. You may only have one of these active on your person at any one time. 

 

Sigil Name: Might 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Weapon Arm 

Required Resources: 1 x Natural Residue, 4x Life Essence 

Description: This Sigil allows you to make one call of “Double”, then the Sigil expires. 

 

Sigil Name: Parry 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Weapon or Shield Arm 

Required Resources: 1 x Natural Residue, 2x Life Essence 

Description: This Sigil allows you to make three uses of the ability “Parry”. The Sigil then expires. 

 

Sigil Name: Lesser Heal 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Location to be Enhanced 

Required Resources: 1 x Natural Residue, 4x Life Essence 

Description: While conscious, you may activate this Sigil to heal the location with the Sigil by one body point. 
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Advanced Sigils 

Sigil Name: Resistance 

Type of Sigil: Enhancement 

Sigil Slots Requires: 2 Slots on Torso 

Required Resources: 1 x Elemental Residue, 6x Life Essence  

Description: You may use this Sigil to resist one apprentice or advanced poison or disease that would otherwise affect 

you. 

 

Sigil Name: Fortitude 

Type of Sigil: Protection 

Sigil Slots Requires: None 

Required Resources: 1 x Elemental Residue, 8x Life Essence  

Description: Increase the body points of the location by 2. This Sigil lasts until sunrise and the body points gained are 

counted as normal body points until then. 

 

Sigil Name: Bounce 

Type of Sigil: Enhancement 

Sigil Slots Requires: 3 Slots on Torso 

Required Resources: 1 x Elemental Residue, 8x Life Essence 

Description: Reflect  three attacks back at the attacker, call “Bounce”. You can only bounce attacks that have a damage 

component, you could bounce a “Double Knockback” but not a “Knockback” Once you have called “Bounce” three times 

the Sigil is expended. You may only have one of these on your person. You cannot bounce a Crush, Destroy or Shatter. 

 

Sigil Name: Steady as a Rock 

Type of Sigil: Enhancement 

Sigil Slots Requires: 2 Slots on both Legs 

Required Resources: 1 x Elemental Residue, 8x Life Essence 

Description: You are immune to the effects of strike down. This Sigil lasts until sunrise. 

 

Sigil Name: Unstoppable 

Type of Sigil: Enhancement 

Sigil Slots Requires: 2 Slots on Torso 

Required Resources: 1 x Elemental Residue, 6x Life Essence 

Description: When activated, this Sigil provides you with the same effect as the “Stop Damage” ability. 

 

Sigil Name: One with the Earth 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Both Legs 

Required Resources: 1 x Elemental Residue, 8x Life Essence 

Description: You are immune to the call of “Mudfeet”. This Sigil lasts until sunrise. 

 

Sigil Name: Strength of the Spirits 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on Both Arms 

Required Resources: 1 x Elemental Residue, 6x Life Essence 

Description: You gain the ability “Inhuman Strength”. This lasts until the next sunrise. 

 

Sigil Name: Heal 

Type of Sigil: Enhancement 

Sigil Slots Requires: 2 Slots on Location to be Enhanced 

Required Resources: 1 x Elemental Residue, 8x Life Essence 

Description: While conscious, you may activate this Sigil to heal the location with the Sigil by two body points. 

22 



Expert Sigils 

Sigil Name: Strength of the Gods 

Type of Sigil: Enhancement 

Sigil Slots Requires: 2 Slots on Both Arms 

Required Resources: 1 x Ethereal Residue, 12x Life Essence  

Description: Whilst wearing this Sigil the individual is considered to have the “Supernatural Strength” ability. This Sigil 

lasts until sunrise. 

 

Sigil Name: Greater Fortitude 

Type of Sigil: Protection 

Sigil Slots Requires: None 

Required Resources: 1 x Ethereal Residue, 12x Life Essence 

Description: Increase the body points of the location by 3. This Sigil lasts until sunrise and the body points gained are 

counted as normal body points until then. 

 

Sigil Name: Immunity 

Type of Sigil: Enhancement 

Sigil Slots Requires: 1 Slot on All Location and 2 on Torso 

Required Resources: 1 x Ethereal Residue, 12x Life Essence  

Description: You are immune to all apprentice and advanced poisons and diseases. This Sigil lasts until sunrise. 

 

Sigil Name: Immoveable 

Type of Sigil: Enhancement 

Sigil Slots Requires: 3 Slots on Both Legs 

Required Resources: 1 x Ethereal Residue, 12x Life Essence 

Description: You are immune to the effects of strike down and knockback. This Sigil lasts until sunrise. 

 

Sigil Name: Grip of the earth 

Type of Sigil: Enhancement 

Sigil Slots Requires: 3 Slots on Weapon Arm 

Required Resources: 1 x Ethereal Residue, 12x Life Essence 

Description: You are immune to the call of “Fumble”. This Sigil lasts until sunrise. 

 

Sigil Name: Full Heal 

Type of Sigil: Enhancement 

Sigil Slots Requires: 3 Slots on Location to be Enhanced. 

Required Resources: 1 x Ethereal Residue, 12x Life Essence 

Description: Whilst conscious, you may active this Sigil to heal the location with the Sigil to full. 
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Engineering 
Engineers are the tinkerers, the builders and the crafter of guns, traps and other non-magical items. 

Engineering is the most complex craft that can be learnt by those who reside within the Phoenix Isles, though 

there is some debate about this between those who study the art of magic and the engineers themselves. 

Crafting Schematics 

Where as most of the crafts have a set list of what that craft can create, engineering does not.  They have a 

few schematics that are common to all engineers but the strength of an engineer comes from their ability to 

design their own schematics according to their need. 

 

To create a schematic the engineer needs to decide what they want to build/make a then create a design for 

it detailing what the engineer hopes to achieve and how they intend to go about it.  This will need to be 

passed to a referee who will decide if the design is feasible, what materials are required, whether there are 

any specialist skills needed, how long it will take to construct and the skill level of the engineer required to 

make the schematic.  The referee may also make changes to the schematic to ensure game balance and 

fairness.  Please be aware that this process can take some time and while submitting schematics during the 

game is permitted and sometimes even necessary it is better to submit them in downtime to give the 

referees time to properly consider your request. 

 

Please remember that schematics should be in keeping with the setting of Fields of Illusion. 

 

Engineers do not need to pay a CP cost to learn a new schematic, once an engineer has had a schematic 

approved in character they may make that thing freely as long as they have the required resources and 

appropriately roleplay the construction of the item for the amount of time indicated by the schematic. 

Materials 

Engineers can make use of virtually all resources from any craft listed in this book although they tend to most 

regularly use resources like woods and metals.  Engineers may not be able to gather or handle other 

materials directly (for example life essences) but that does not mean they cannot use them in their 

schematics as long as they have the assistance of the appropriate crafts person to help them.  As with other 

crafts the level of the engineers skill denotes the level of materials they can make use of. 

Building Construction 

Once you have purchased “Advanced Engineer”, you are able to start creating buildings within the game 

world. All building must be phys-reped in order for them to be considered to have been built. An approved 

schematic s required to construct a building however the schematic will need to include how you intend to 

phys-rep the building once it is constructed. 

 

All building are given a certain number of hit points for the amount of damage that they are able to 

withstand. The number of hit points, and any other special properties given to the building, are based on the 

material that has been used to make it along with the skill of those who have worked on the building itself.  
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In order to begin destroying a building, you need to have a referee present in order for them to be able to 

see if the method of destruction is appropriate and how much damage you would do. For example, using 

explosives to blow a hole in a stone wall. 

 

Repairing a construction takes time and resources, the exact amount of both depends on the damage done, 

the skill of the engineer, what the building is made of and the number of people working on it.  A referee 

should be consulted who will provide details of what is required. 

Making Traps 

A trap is used to deal physical damage to a player when they set it off.  For example by walking through a 

tripwire.. Traps deal 1 point of damage to the nearest location, through any armour, when they are set off. 

All traps must be pre-approved by a referee prior to their use.  All engineers can make use of the following 

schematic: 

 
Schematic Name: Trap 

Time Required: 5 minutes 

Resources Required: 1 x Basic Spring, 2x Metal, 1x Boom Cap will create 5 standard traps. 

Gunsmith 

Black powder weapons have become more common in the Phoenix Isles and it is the engineers who are the 

ones who make and repair them as well as have the means to make more of the black powder required to 

use them. 

 

Gunsmiths are capable of working with the resources that are appropriate to the level of their engineering 

ability. As one progresses through the ranks of an engineer they become able to work with the rarer and 

more advanced materials. The most common materials that can be used by the appropriate schools are list 

on the table below. 

 

Engineering Level Resources Usable 
Apprentice Metal, Wood, Boom Cap 
Advanced Silver, Bone, Ironwood, Cold Iron, Mithril 

Expert Wytchwood, Star Metal, Titanium 
 

The use of advanced materials in creating guns does reinforce the weapon but save allowing it to be able to                    
have additional runes placed upon it, does not grant the weapon additional properties. 

It is important to note that if one part of a gun is made from an advanced or expert material then the other                       
part of it must also be made from a material of the same level. You cannot make a barrel of metal and a                       
handle of bone – the barrel must be either silver, cold iron, mithril or ironwood; or the handle made of wood. 

Engineering Level Handle Material Barrel Material Crafter Resource 
Apprentice Wood Metal Basic Screws 
Advanced Bone, Ironwood Silver, Cold Iron, Mithril, 

Ironwood 
Machine Screws 

Expert Wytchwood Star Metal, Titanium Hex Screws 
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Master crafted items can only be created by an engineer one level higher than the resources that they wish                   
to work with. These items can only be made during downtime between events due to the extreme detail and                   
time required in order to craft the item.  

Making a master crafted item requires more resources than would otherwise be required. In order to craft a                  
master crafted item you require double the resources of the appropriate material. For example, if you wished                 
to make an apprentice pistol you would need to provide 4 pieces of metal and 2 pieces of wood. In order to                      
create an advanced rifle you would need to provide 8 pieces of an appropriate barrel resource and 2 pieces                   
of an appropriate handle material.  

Master crafted guns that are made from an advanced material gain the ability to make a single call of “quad”                    
with a shot. This represents the user overloading the barrel with gunpowder in order to deal more damage.                  
The downside of this is that the weapon is destroyed and cannot be repaired.  

Master crafted guns made from expert materials are also able to make the call of “quad”. The difference                  
between expert and advanced material usage is that instead of being destroyed the gun is simply broken and                  
must be repaired before it can be used again. Repairing a weapon that has been used in this manner takes                    
twice the normal number of resources. 

Repairing 

It is possible to repair items that have been “shattered” or broken by another means. Items that have been                   
“destroyed” cannot be repaired. In order to repair an item that has been broken you need to roleplay the                   
repairing of the item for an appropriate amount of time as shown in the table below. In addition to this you                     
need to expend a certain number of resources in order to repair the item. You must have the appropriate                   
level of knowledge to repair an item. 

Engineering Level Time Required Material Required 
Apprentice 30 minutes 1x metal, 1 x Basic Screws 
Advanced 30 minutes 1x appropriate barrel resource, 1 x 

Machine Screws 
Expert 30 minutes 1x appropriate barrel resource, 1 x 

Hex Screws 
 

Making Ammunition 

Ammunition can be made from different materials as per the crafting schematic. The material used does not                 
do any additional damage and does not require a special call, however it does matter when it comes to metal                    
and magic. 16 ammunition weighs as much as a single dagger, or a lbs worth of metal. Ammunition may also                    
be used to inflict a “last hit” of the same type as the material the ammo is made from. 

 

Engineering Level Shot Material Crafter Resource 
Apprentice Metal 1 x Gun Cotton 
Advanced Silver, Ironwood, Cold Iron, 

Gem 
1 x Nitro Cotton 

Expert Star Metal, Titanium 1 x Sulphur Cotton 
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Gunsmithing Schematics 

Schematic Name: Pistol 

Time Required: 10 minutes 

Resources Required: In order to create a simple pistol, you require 1x handle resource, 2x barrel resource, 1 x Crafter 

Resource. 

 

Schematic Name: Rifle 

Time Required: 20 minutes 

Resources Required: In order to create a simple rifle, you require 2x handle material, 4x barrel resource, 2 x Crafter 

Resource. 

 

Schematic Name: Ammunition 

Time Required: 5 minutes 

Resources Required: 1x Appropriate resource, 1x Boom Cap, 1 x Crafter Resource., will create 16 standard ammunition 

for a black powder weapon. 
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Weapon and Armour Smithing 
Any weapon or armour, with the exception of black powder weapons, is crafted by a smith. Working with raw                   
materials, they forge, create pieces of armour that can save a life, or the deadly implements that can take                   
one.  

At the current time in the Phoenix Isles the demand for weapon and armour crafters is at an all-time high and                     
one practised in these arts will never find themselves wanting for work. Some smiths are capable only of                  
creating the simple and the mundane, however those who dedicate themselves to the craft are capable of                 
creating masterworks, weapons and armour that can resist all but the strongest of blows. Eventually one can                 
study to become a master smith, capable of forging weapons with the rarest of materials and, with the                  
correct knowledge, be able to blend magic into the weapons in order to make them enchantable. 

Please note that weapon and armour smiting are considered two separate crafts but as there is a great deal                   
of similarity between them we have covered them together in one section. 

Smiths gain all plans for their craft when they take the apprentice level skill and do not need to purchase                    
them separately. 

Crafting Items 

In order to craft an item, whether that is a piece of armour or a weapon, you must first gather the resources 

required to craft the item. Once you have gathered the resources you must spend an appropriate amount of 

time roleplaying the creation of that item. The roleplay will vary based on the material that you wish to use in 

order to craft the item: for example wood may be carved and metal worked at an anvil with a hammer. 

However you choose to roleplay the creation of that item is up to you entirely, so long as it is appropriate and 

lasts for the amount of time that is required. 

 

The amount of time required in order to craft an item varies depending on what you are trying to create and 

the level of smithing that is required to make it. Items that can only be crafted by an “Artificer” or an “Expert 

Smith” can only be done during downtime, as the amount of work required in making an item of this calibre 

is extremely high. The table below provides you with the amount of time required for crafting an item from 

the appropriate level. 

 

Smithing Level Time Required 
Apprentice 30 minutes 
Advanced 1 hour 

Expert 2 months 
Artificer 5 months 

 

Repairing Items 

When Medium or Heavy armour has taken enough damage to reduce its protection to zero it is considered to 

be “beaten”.   “Beaten” armour provides no protection but can have its protection quickly restored at the 

hands of an armoursmith for a minimum cost. Cloth armour is always considered broken when its hits are 

depleted and must be repaired. 
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Armour Type Time to restore (1 loc) Material Required 
Apprentice Leather Armour 5 mins Basic Rivets 
Advanced Leather Armour 5 mins Wire Rivets 

Expert Leather Armour 5 mins Reinforced Rivets 
Apprentice Metal Armour 5 mins Anthracite 
Advanced Metal Armour 5 mins Deep Anthracite 

Expert Metal Armour 5 mins Mineral Anthracite 
 

When Medium or Heavy is damaged by a an powerful blow it is considered to be broken. Light armour is 

considered broken when it protection is used up.  Broken armour can still be repaired but it takes more time 

and some additional resources.  Broken armour provides no protection.  Shields and weapons can also be 

broken if they are hit hard enough. Destroyed items cannot be repaired. 

 

Armour Type Time to Repair Material Required 
Apprentice Cloth Armour (1 Loc) 10 mins Fine Thread and 1 appropriate resource 

Advanced Cloth Armour  
(1 Loc) 

10 mins Silken Thread and 1 appropriate resource 

Expert Cloth Armour  
(1 Loc) 

10 mins Rune Thread and 1 appropriate resource 

Apprentice Leather Armour  
(1 Loc) 

30 mins Basic Rivets and 1 appropriate resource 

Advanced Leather Armour  
(1 Loc) 

30 mins Wire Rivets and 1 appropriate resource 

Expert Leather Armour  
(1 Loc) 

30 mins Reinforced Rivets and 1 appropriate resource 

Apprentice Metal Armour  
(1 Loc) 

30 mins Anthracite and 1 appropriate resource 

Advanced Metal Armour  
(1 Loc) 

30 mins Deep Anthracite and 1 appropriate resource 

Expert Metal Armour  
(1 Loc) 

30 mins Mineral Anthracite and 1 appropriate 
resource 

Apprentice Wooden Weapon 30 mins Rough Grit and 1 appropriate resource 
Advanced Wooden Weapon 30 mins Dune Grit and 1 appropriate resource 

Expert Wooden Weapon 30 mins Volcanic Grit and 1 appropriate resource 
Apprentice Metal Weapon 30 mins Anthracite and 1 appropriate resource 
Advanced Metal Weapon 30 mins Deep Anthracite and 1 appropriate resource 

Expert Metal Weapon 30 mins Mineral Anthracite and 1 appropriate 
resource 

Apprentice Wooden Shield 30 mins Rough Grit and 1 appropriate resource 
Advanced Wooden Shield 30 mins Dune Grit and 1 appropriate resource 

Expert Wooden Shield 30 mins Volcanic Grit and 1 appropriate resource 
Apprentice Metal Shield 30 mins Anthracite and 1 appropriate resource 
Advanced Metal Shield 30 mins Deep Anthracite and 1 appropriate resource 

Expert Metal Shield 30 mins Mineral Anthracite and 1 appropriate 
resource 

 

The quality of the item also affects the resources required to repair an item: 

● Repairing Masterwork items costs double the listed resources and 50% extra time. 

● Repairing Enchantable Items costs Triple the listed resources and 50 % extra time. 

● Repairing Masterwork Enchantable costs four times the listed resources and 100% extra time. 
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Battlefield Repair 

Battlefield repair allows for an armoursmith to repair shields and armour in the middle of an adventure by 

patching it up without the need resources. You may only use this skill to patch up items that you have the 

skill level to make.  Repairs made in this way take the smith 3 minutes per shield/location of armour but are 

only considered temporary.  When the user of the item returns to camp the temporary patch falls apart and 

the item requires a proper repair.  If an item is broken again after it has been patched up with this skill the 

item will require a proper repair before it can be used again. Destroyed items cannot be repaired in this way. 

Master Crafted Items 

Master crafted items are those pieces of equipment that a smith invested a significant amount of time and 

resources in so they may create an item of exceptional quality. 

 

These items can only be made during downtime between events due to the extreme detail and time required 

in order to craft the item as detailed in the table below.  

 

Resource Level Time Required to Mastercraft 
Apprentice 1 Downtime Action 
Advanced 2 Downtime Actions 

Expert 3 Downtime Actions 
Artificer 4 Downtime Actions 

 

Making a master crafted item requires more resources than would otherwise be required. In order to craft a 

master crafted item you require double the resources of the appropriate material.  

Master Crafted Weapons 

Weapons that are of such a high quality that they are considered to be master crafted, have had the strength 

within them reinforced such that it has become almost impossible to break the weapon during the rigors of 

combat.  Weapons that are Master Crafted harder to break and destroy than normal weapons counting as 

one type stronger than normal.  Master Crafted Weapons are affected as normal by the Shatter, Crush and 

Destroy abilities/spells. 

 

Weapon Type Broken when struck with... Destroyed when struck with... 
Wooden Double or greater Triple or greater 

Masterwork Wooden Triple or greater Quad or greater 
Metal Triple or greater Quad or greater 

Masterwork Metal Quad or greater Crush 

 

Master Crafted Armour 

Armour that is of exceptional quality is considered to be master crafted, having had the protective 

capabilities and its durability increased. Armour that is master crafted gains an additional hit point for the 

location that it covers. It also becomes harder to break being one level harder to damage than normal. 

Master Crafted Armour is affected as normal by the Shatter, Crush and Destroy abilities/spells. 
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Armour Type Broken when struck with... Destroyed when struck with... 
Light Armour N/A Double or Greater 

Masterwork Light Armour N/A Triple or greater 
Medium Armour Double or greater Triple or greater 

Masterwork Medium Armour Triple or greater Quad or greater 
Heavy Armour Triple or greater Quad or greater 

Masterwork Heavy Armour Quad or greater Crush 

Master Crafted Shield 

Shields that are considered to be master crafted have been reinforced to a point where they are capable of 

resisting even well placed blows. Shields that are Master Crafted harder to break and destroy than normal 

shields counting as one type stronger than normal.  Master Crafted Shields are affected as normal by the 

Shatter, Crush and Destroy abilities/spells. 

 

Shield Type Broken when struck with... Destroyed when struck with... 
Wooden Double or greater Triple or greater 

Masterwork Wooden Triple or greater Quad or greater 
Metal Triple or greater Quad or greater 

Masterwork Metal Quad or greater Crush 

Enchanted Items 

Enchantable items are those that have been imbued with properties during their making which allow them to 

contain permanent enchantments placed upon them using Runsmithing and magic ritual. Enchantable items 

take even longer than master crafted items to produce..  It is possible to master craft enchantable items, but 

these items are far and few between due to the inordinate amount of time, effort and resources that are 

required in order to achieve such a goal. 

 

Enchanted weapons and armour cannot be made from apprentice level resources.  Enchanted items are the 

only type of item that can have runes made permanent with a ritual, as well as have any additional powers 

bestowed upon them. 

 

Enchanted items can only be made by a smith of Artificer level and such items can only be made during 

downtime as they require even more work than a master crafted object. Creating an advanced enchanted 

object takes and additional three months, and an expert enchanted object takes an additional four months. 

In addition to the additional crafting time enchanted items require significantly more resources, with all 

enchantable items requiring four additional resources to make. 

 

Resource Level Time Required to Enchant 
Advanced 2 Downtime Actions 

Expert 3 Downtime Actions 
Artificer 4 Downtime Actions 

 

Master crafted enchanted items are the pinnacle of any smith. If you wish to create master crafted 

enchanted items, then the amount of time required is calculated by adding together the masterwork and the 

enchantable crafting times. The material costs are calculated by adding the additional resources for making 

the item enchantable and then doubling them to make the item masterwork. 
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Once the enchantable item has been made it still needs to have runes etched upon it by a Runesmith and 

then it needs a magical ritual carried out to make it permanent. See the main rulebook for details on magical 

rituals. 

 

Enchanted items of any variety will always have an require an accompanying lammie that details the runes 

and enchantments that have been placed upon the item. This lammie must remain with the item at all times 

so that it can be checked whenever necessary.  The referee team will provide the lammy. 

Weapon Smithing Plans 

Upon becoming an apprentice weaponsmith you gain the knowledge of all the following plans, without the 

need to purchase them individually.  As your skill level increases you may use these same plans but use rarer 

and more potent ingredients to craft them. 

 
Plan Name: Dagger 

School: Weaponsmith 

Resources Required: In order to create a dagger you required 1 x Crafter Resource, 1x appropriate resource and 1x 

appropriate leather. 

 

Plan Name: 1 Handed Weapon 

School: Weaponsmith 

Resources Required: In order to create a one handed weapon you require 1 x Crafter Resource, 2x appropriate 

resources and 1x appropriate leather. 

 

Plan Name: 2 Handed Weapon 

School: Weaponsmith 

Resources Required: In order to create a two handed weapon or staff you require 1 x Crafter Resource, 3x appropriate 

resources and 1x appropriate leather. 

 

Plan Name: Polearm 

School: Weaponsmith 

Resources Required: In order to create a polearm you require 1 x Crafter Resource, 2x wood resources, 2x appropriate 

resource for the head of the weapon and 2x appropriate leather resource. 

 

Plan Name: Bow or Crossbow 

School: Weaponsmith 

Resources Required: In order to create a bow you required 1 x Crafter Resource, 2x appropriate resources and 2x cloth. 

 

Plan Name: Throwing Weapon 

School: Weaponsmith 

Resources Required: In order to create throwing weapons you require 1 x Crafter Resource, 2x appropriate resources. 

This will provide you with 5 throwing weapons. 

 

Plan Name: Arrows or Bolts 

School: Weaponsmith 

Resources Required: In order to make arrows or bolts you need to use 1 x Crafter Resource, 1x appropriate resource 

and 1x appropriate wood in order to create 10 arrows or bolts. 
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Armour Smithing Plans 

Upon becoming an apprentice armoursmith you gain the knowledge of all the following plans, without the 

need to purchase them individually.  As your skill level increases you may use these same plans but use rarer 

and more potent ingredients to craft them. 

 
Plan Name: Piece of Armour 

School: Armoursmith 

Resource Required: In order to make a single piece of armour you require 1 x Crafter Resource, 1x appropriate 

resources. In order to make a piece of armour for the torso, you require 2x appropriate resources. 

 

Plan Name: Buckler Shield 

School: Armoursmith 

Resources Required: In order to make a single buckler shield you require 1 x Crafter Resource, 2x appropriate resources. 

 

Plan Name: Regular Shield 

School: Armoursmith 

Resources Required: In order to make a single normal shield you require 1 x Crafter Resource, 3x appropriate resources. 

 

Plan Name: Large Shield 

School: Armoursmith 

Resources Required: In order to make a single kite shield you require 1 x Crafter Resource, 4x appropriate resources. 

 

Plan Name: Tower Shield 

School: Armoursmith 

Resources Required: In order to make a single tower shield you require 1 x Crafter Resource, 6x appropriate resource. 
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Materials 

A smith will only be able to work with materials that are appropriate to their knowledge of the craft. As they                     
advance in their skills they become able to work with the rarer and more precious resources that are                  
available within the Phoenix Isles. The most common materials that can be used by the appropriate schools                 
are listed on the table below as a reference.  

Please note that the type of materials used in crafting an item does not affect the rules for how the item                     
breaks.  It is the quality of the item that affects its resistance to being broken or destroyed. 

Weaponsmith Level Resources Usable Crafter Resources 
Apprentice Metal, Wood 1 x Rough Grit (Wood) 

1 x Anthracite (Metal) 
Advanced Silver, Gem, Bone, Ironwood, 

Cold Iron 
1 x Dune Grit (Bone, Ironwood, Gem) 
1 x Deep Anthracite (Silver, Cold Iron) 

Expert Wytchwood, Star Metal, 
Titanium 

1 x Volcanic Grit (Wytchwood) 
1 x Mineral Anthracite (Star 

Metal/Titanium) 
 

Armoursmith Level Resources Usable  Crafter Resources 
Apprentice Cloth, Leather, Metal 1 x Fine Thread (Cloth) 

1 x Basic Rivets (Leather) 
1 x Anthracite (Metal) 

Advanced  Spider Silk, Infused Hide, 
Mithril 

1 x Silken Thread (Spider Silk) 
1 x Wire Rivets (Infused Hide) 
1 x Deep Anthracite (Mithril) 

Expert Starweave Silk, Dragon Hide, 
Titanium 

1 x Rune Thread (Starweave Silk) 
1 x Reinforced Rivets (Dragon Hide) 

1 x Mineral Anthracite (Titanium) 

Apprentice Weapon Materials 

Wood 

Wood is used to create weapons for magic users to wield as they can continue to cast their spells while 

carrying it. It is chosen from a strong tree, seasoned and then crafted in such a manner that it is capable 

being used in combat to a degree. The downside of wood however is that it isn’t strong enough to stand up 

to the use of talents in combat. Only “parry” may be used with a wooden weapon. Should you use any other 

combat talent with a wooden weapon then it will break. Allows the wielder to call “Wood” as a Last hit. 

 

Metal 

Metals is used to create weapons that are able to use any number of combat talents without the 

disadvantage that wood has. The disadvantage of metal however is that it cannot be used in combination 

with magic. The consequences of carrying more than a dagger’s worth of metal is found under the “metal 

and magic” rules.  

Advanced Weapon Materials 

Silver 

Silver weapons are the bane of many lycanthropes and other shapeshifters who have the capability to 

regenerate. Much like standard metal, you cannot cast magic while using silver weapons without suffering 

the consequences as described in “metal and magic”. Silver Weapons allow the holder to use a “Turn 
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Creature” effect on lycanthropes by brandishing it before them and will allow the wielder to call “Silver” as a 

Last Hit. 

 

Gem 

Gem weapons are a shining beacon on the field of battle. Their special make up causes the strands of the 

undead to be severed. Due to its special nature, you are capable of casting magic and using gem weapons 

however you can only use the “parry” and “knockback” abilities with gem weapons due to their fragile 

nature. Anything more powerful will cause the gem weapon to break. When used against an undead 

character that is currently on their death count, it prevents them from coming back to life, in game terms the 

wielder may call “Gem” as a Last Hit.  

 

Ironwood 

Ironwood is a material that is considered to be as strong as iron, but with the properties of wood. A weapon 

made of this material has no special properties but it is capable of using any combat ability without breaking, 

and the user is also able to make use of their magic without suffering the consequences. Allows the wielder 

to call “Ironwood” as a Last hit. 

 

Cold Iron 

Cold Iron is the direct opposite of any magical creature or magic itself. Much like standard metal, you cannot 

cast magic while using Cold Iron weapons without suffering the consequences as described in “metal and 

magic”. Magic users will also feel physically sick if they hold a Cold Iron weapon for more than a few 

moments.  Cold Iron Weapons allow the holder to use a “Turn Creature” effect on magical creatures such a 

fae by brandishing it before them and will allow the wielder to call “Cold Iron” as a Last Hit.  The 

consequences of taking such a weapon into a highly magical area such as a clutii well are devastating. Should 

this occur then a referee must be informed at the earliest opportunity.  

 

Bone 

Bone weapons are made from only the strongest creatures and only their strongest bones. Due to their 

nature, bone weapons are capable of being inscribed with an additional rune when compared to other 

weapons of the same material quality. The downside is that bone weapons are not the strongest. You can 

only use “parry” and “knockback” with a bone weapon. Any other combat ability will cause the weapon to 

break. Allows the wielder to call “Bone” as a Last hit. 

Expert Weapon Materials 

Star Metal 

Star metal is a special material that has fallen to the Phoenix Isles from the skies. It is a very rare resource and 

it can take a few years before enough pieces have fallen in order to make a single weapon.  Despite its rarity, 

star metal is a highly sought after material due to its power. For unknown reasons it appears to have the 

same functionality as silver, gem and Ironwood combined. It is possible to use any talent with a weapon 

made of star metal and due to its nature as a cosmic material, you can cast magic while holding a star metal 

weapon as normal. You may also use any of the abilities listed for Gem, Wood, Ironwood and Silver Weapons. 

 

Wytchwood 

Wytchwood is a mysterious material, and very little is known about how it is created. Only expert weapon 

smiths have knowledge of this material. It is just as rare, if not rarer, than star metal, and is exceptionally 

sought after by magic users.  Wytchwood can use any combat talent without shattering, and you are capable 

of casting magic while holding a weapon made of this material. In addition to this, a wytchwood weapon 
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reduces the cost of any spell by 1 mana when being wielded, to a minimum of 1 mana. The effects of carrying 

multiple Wytchwood weapons do not stack.  

 

Titanium 

A rare metal found on the Phoenix Isles, titanium is favoured among the close combatants of the world. Due 

to its nature of being both a light and exceptionally strong material, titanium weapons allow the wielder to 

keep fighting longer than those who are using the more traditional materials. Titanium is considered an 

advanced form of metal. While wielding a titanium weapon any combat abilities that you use with the 

weapon cost 1 less WP to use. Titanium cannot reduce the cost of an ability below 1. The effects of carrying 

multiple titanium weapons do not stock. 

Basic Armour Materials 

Cloth 

A very basic material, capable of being produced by any armour smith. Cloth is used in the construction and 

repair of padded armour. Padded armour is one of the most commonly available armours as it is the easiest 

to produce. Padded armour confers 2 hit point of armour to a location that it covers. 

 

Leather 

Leather is the armour of choice for characters who wish to be agile and quick, but yet retain some sort of 

defence in the middle of combat. It is also favoured by those who choose to forgo heavier protection in order 

to make use of magical protection. Leather armour confers 4 hit points of armour to a location that it covers. 

 

Metal 

Metal armour is the armour of warriors who desire some of the heaviest protection that can be offered. The 

downside of metal armour is that while wearing it you cannot be protected by any magical protection and 

you cannot cast any spells without suffering the consequences detailed in “metal and magic”. When worn 

metal armour confers 6 hit points of armour to a location that it covers. 

Advanced Armour Materials 

Spider Silk 

A strong and durable material, but as light and versatile as cloth. Spider silk is considered a material that is 

worn by those who may be in combat, but prefer to avoid the melee. Spider silk confers 3 hit points of 

armour per location that it covers. Spider Silk armour causes arrows and bolts to do normal damage and not 

strike through the armour. 

 

Infused Hide 

Hide that has been infused with additional magical protection in order to enhance its own properties of 

protection. Infused hide is created by using 2 pieces of leather and infusing into them 10 mana and 2x Vial of 

Ogre’s blood to create 2 pieces of infused hide. Infused hide confers 3 hits points of armour on the location 

that it covers.  The infusion process takes 2 Downtime Actions to complete before the material is ready to be 

used.. This process can only be completed by an armoursmith who has knowledge of the material. You can 

create up to 10 pieces of infused hide at once. In order to create this material, you must have all these 

resources on your character sheet. Leather Armour Made from Infused Hide confers 5 hit points worth of 

armour and the wearer treats all Maim effects as Flay effects. 

 

Mithril 
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An exceptionally strong metal material, valued highly by the Dwarves in the northern mountains. Mithril is 

known for being both light, and exceptionally strong, enabling one to wear it with ease and take some of the 

strongest blows. As it is a metal, you are not able to cast any magic while wearing this armour. Mithril armour 

confers 7 hit points of armour to the location that it covers. Characters may also use Fade into Woodland or 

Fade into Darkness while wearing this armour. 

Expert Armour Materials 

Starweave Silk 

Starweave silk is a combination of star metal and spider silk. It is created by combining a single piece of star 

metal with two pieces of spider silk. The process is known only to expert armour smiths, who work tirelessly 

to produce the starweave silk. It is made in such a manner that it provides as much protection as standard 

armour but you are still able to cast spells through it. Starweave silk confers 4 hit points of armour protection 

on the location that it covers. Starweave Silk grants the wearer a 2 point Mana store for each location that 

the armour is worn on. Starweave silk requires 2x spider silk and 1x star metal. It takes 3 Downtime Actions 

for the process to be completed and can only be done during downtime. It produces 2 pieces of starweave 

silk. It is possible to produce up to 10 pieces of starweave silk at a time.  

 

Dragon Hide 

Made from the hide of dragons, this material is considered impenetrable by some. It is an exceptionally rare 

material, more so than any other material found in the Phoenix Isles due to the fact that dragon’s themselves 

are rare, and often not willing to part with their own skin. Dragon hide confers 6 hit points per location that it 

covers. Dragon Hide Armour allows the wearer to call “Double” for no cost, once per day per location worn. 

 

Titanium 

Titanium is a versatile, yet exceptionally strong resource, which is why it is possible to use it to make armour 

as well as weapons. Titanium armour confers 8 hit points of armour per location that it covers . As it is a 

metal, you are not able to cast any magic while wearing this armour.  Titanium Armour provides the wearer a 

2 point willpower store for each location worn. 
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