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Rule-book:

1. Factions/Races-

Valoren: The Progressive Kingdom Of Valoren, The Valoren People Favor Order And
Compliance And Quest For Glory And Triumph. Human, Light EIf, Avian, Ethian,
Gnome, Dwarf, And Lynxi. Cannot Party With The Opposite Faction In Conquest Mode.

Khaosis:The Kingdom Of Khaosis Is A Collection Of Refugees, Free-Thinkers, And
Outcasts Of Valoren, They Unite Under A Common Enemy. Dark EIf, Golok, Undead,
Drogon, Orc, Voidian, And Goblin. Cannot Party With The Opposite Faction In
Conquest Mode.

Major Cities:
Glenaria-V, New Dorissius-V, Ariae-V, Pal'odea-V, Lynxia-V, Stonewrath-V, Morche-K,
Lonekh-K, Runecove-K, Void Anomaly-K, Draken-K, Oggland-K

2. Classes And Their Roles-

(Taunt/Dmg) Warrior, (Dmg) Hunter, (Heal/Dmg) Cleric, (Taunt/Heal/Dmg) Paladin,
(Dmg) Wizard, (Heal/Dmg) Warlock, (Heal/Dmg) Monk, (Taunt/Dmg) Psion,
(Taunt/Dmg) Necromancer, (Taunt/Heal/Dmg) Druid, (Dmg) Shaman, (Dmg) Ninja,
(Taunt/Dmg) Dragon Warrior, (Taunt/Dmg) Dark Knight

3. Ability Types-
Racial Abilities, Class Abilities, Feat Abilities, Basic Abilities

Basic Abilities:

“Use Active Ability” =Use One Of Your Racial/Class Specific Abilities. Check Ability For
Resource Usage.

“Use Basic Attack” =Use Your Basic Atk. Takes 1 Action.

“‘Use Item” =Use Any Item That Can Be Activated. Takes 1 Action.

“Flee Encounter” =Run Away From An Encounter Provided You Win The Escape Roll.
“Pass Turn” =Do Nothing. Save Resources.

“Use Diplomacy Ability” =Use A Dip Ability Like “Charm” Or “Calm” For Example. Takes
1 Action.

“Move” =Move Your Character As Far As You Want In Any Direction Equal To Or Less
Than Their Movement Mod. (No Diagonal Movement). Takes 1 Action Unless Specified
Otherwise



4. Ability Definitions-

Basic Attack:

Every Character Has A Basic Atk That Uses Your Atk Mod To Deal Dmg To The
Enemy's Respective Def Mod. It Uses 25 Energy If You Use Energy And 1 Mana If You
Use Mana. Takes (1) Action.

Actions:

Resource Usage. You Get 1 Action Point/Turn And Can Have A Max Of 2 (and 1 Extra
Only If You Win Initiative Making A Possible Total Of 3). You Can Use As Many As You
Want On Your Turn. Quick Actions Can Only Happen On Your Own Turn Unless
Specified Otherwise And Do Not Take An Action Point. Start Each Encounter With 1
Action. All Abilities, movements, and dice rolls Take Actions Unless They Are Quick
Actions.

Resting:

To Rest You take no actions for (2) rounds outside an encounter. Brings Your Health,
Mana, And Energy To Full, And Removes Any Debuffs. When You Lvl, You Regenerate
Back To Full As If You Rested. If You Begin Resting, And Are Interrupted (Roll For
Encounter Chance Once During Resting), You Regenerate Half ('2) Life And
Mana/Energy Rounded Down And Remove All Debuffs.

Fleeing:

You Can Flee From An Encounter On Your Turn. If You Take An Action This Turn You
Cannot Flee. Roll 1d20 And On A 15 Or Higher, You Flee The Encounter, Get No Exp,
And Retain All Status Effects And Dmg. If You Get A 14 Or Lower, It Takes 1 Action,
And You Lose Your Turn.

Toggle. Can Be Used As A Quick Action. While Flying You Cannot Be Attacked By
Melee. Must Be In Melee Range To Atk Non-Flying Enemies unless specified otherwise.
Flying Takes 25 Energy Or 1 Mana To Maintain each turn.

Diplomacy Abilities- Calm (Bring the target out of “Berserk”), Charm (Gain the target's
trust. Add (1d6) to all dip rolls against a trusting target), Learn Language (Roll 1d20 and
get a 20 to learn the language of any target within range.



5. Stat Definitions-
Base Atk Mods-

Strength: Physical Dmg Modifier.

Wisdom: Magic Dmg Modifier.

Agility: Phy Dmg Mod Vs Speed + 1/2 Arm Mod Rounded Up (if Fighting Mobs, Add Luvl
Instead Of Spd).

Base Stats-
Health: Starts at full. When you reach zero, you die. Life=10+1/Lvl.

Mana/Energy/Chakra: Resources For Abilities And Basic Attacks. Mana=5+1/Ivl.
Energy=100/100. Chakra=0/3.

Speed: Initiative Mod, Agi Def Mod. If You Win Initiative, You Get 1 Free, Extra Action.
Determines Turn Order.

Diplomacy: Roll 1d20+Diplomacy Mod Vs Targets 1d20 Roll And Diplomacy Mod
(Non-humanoid Minions Have No Diplomacy Mod And Cannot Be Targeted By
Diplomacy Abilities. Use Lvl As Dip Mod For Humanoid Mobs). Lowers Prices At
Vendors. Affects Alliance Reputation. Must Know Enemy's Language To Use Diplomacy
On Them unless specified otherwise. Takes 1 Action to use diplomacy abilities.

Movement: How Far You Move With 1 Action In An Encounter. How Far You Move In 1
Turn Outside Encounter. Max Of 10 steps In Encounter, No Max Outside. No Diagonal
Movement.

Armor: Physical Def Modifier.

Willpower: Magic Def Modifier/Healing Modifier

Resistance:
Taken Into Account After All Attacks Are Final And Prevents That Much Dmg Of That
Type From Hitting A Character's Health



6. Gear-
Head, Chest, Shoulders, Hands, Legs, Feet[Movement], Belt[Inventory Slot], Back
Piece, Rings-X4 (gemmed), Necklace (gemmed). All Gear Offers Its Respective
Willpower Or Armor Of Your Class (except Necks, And Rings). Cloth Gives +2 Wil/Gear
Lvl. Leather Gives +1 Will and +1 Arm/Gear Lvl, Plate Gives +2 Arm/Gear Lvl. Gear At
A Vendor Costs 10g/ltem/Lvl. Each Piece Of Gear Also Has Durability Equal To 1/Gear
Lvl. When A Character Dies, Each Piece Of Gear With Durability On It Loses 1d And
Your Weapon Breaks. You Can Get Your Gear And Weapons Repaired By A
Blacksmith For Plate With 1 Bar/Glvl Or 30g, Leather Worker For Leather With 1 Cured
Leather/Glvl Or 20g, Tailor For Cloth With 1 Cloth/Glvl or 10g, Or An Engineer For All
With Either The Respective Profession Mat/Glvl, Or Respective Gold Amount. Gear
Does Not Offer Any Benefits While Broken At 0 Durability. Gear Augments Need To Be
Of The Same Level Or Lower Than That Piece Of Gear.







_E_;____i



! :ZE_ __1_ _7



|






https://www.youtube.com/watch?v=9QRohkJqerQ&t=289s




i _— _7_?7 o _7_ ____.___




_7__ il __E r__g__




)

16. Profession Material Gathering:

Gathering Mats For Professions Is Done After You Pick A Profession, And Loot A Mob,
You Roll 1d4 For Each Lvl The Mob Has And For Each Roll Of A 4, You Get 1 Material
Of Your Profession. Lvl 1 Profession Can Make Lvl 1 Items/Gear/\Weapons And
Requires 1 Material Of Each Type Needed To Make Them Unless Specified Otherwise,
Lvl 2 Professions Can Make Lvl 2 Iltems/Gear/Weapons And Requires 2 Materials Of
Each Type, Etc. The Numbers On Profession Items Cannot Exceed The Lvl Of The
Item. Some Materials Can Only Be Gotten From Humanoid Mobs. Can Stack Prof Mats
Up To 5/Inventory Space.

Leveling Professions-Every Time You Use Your Profession Abilities (making
Armor/Weapons, Etc), You Get 1 Prof Exp/Lvl Of The Item You Made. To Lvl Up You
Must Get 10 Prof Exp/Lvl. Ex: Lvl 1 Needs 10 Uses Of Your Profession To Lvl Up, Lvl 2
Prof Needs 20 Uses Of Your Profession To Lvl Up, Lvl 3 Prof Needs 30 Uses To Lvl Up,
And So On. You Can Only Make Items Equal Or Lower Level Than Your Profession Lvl.

17. Leveling Formula:

When You Kill An Enemy Mob, You Roll 1d20/Enemy Lvl For Gold (2d20/enemy Lvl If
Humanoid). On Result Of Roll, You Get That Much Gold To Purchase Weapons, Gear,
And Items. Higher Lvls Can Wear Higher Lvl Gear And Use Higher Lvl Weapons. Also
Roll 1d4/Enemy Lvl For Lvis 1-9, You Roll 1d6 For Lvis 10-19, 1d8 For Lvis 20-29 And
So On For Experience. Start At Lvl 1 And Gain 10 Exp To Reach Lvl 2, Then 20 More
To Reach Lvl 3, Then 30 More To Reach Lvl 4, Etc. Trade In Your Experience To Lvl
Up. In Addition, Each Humanoid Mob Drops A Level Appropriate (mob's Lvl) Lock box If
You Can Pick It, You Re-Roll For Mats As You Would Against A Humanoid. If No One
In The Party Can Pick The Box, It Is Not Looted. If You Kill A Player Character From
The Opposite Faction, That Player Loses Durability, That’s It.



18. Vendor Rules:

Vendors Are Available In Major Cities. ltems/Gear Cost 10g/ltem/Lvl Unless Specified
Otherwise. Vendors Offer Any Item That Any Profession Can Create At Your Lvl. The
Higher Your Diplomacy Mod, The Lower The Prices Are (1dip Mod= -1%g Rounded
Down, Max Of 90% Off). You Can Also Sell These Items To A Vendor For Half The
Price Rounded Down Plus Your Dip Mod Conversion (1dip Mod= +1%g Rounded
Down, Max Of 90%). You Cannot Sell Profession Materials To A Vendor, Only
Profession Items. There Is Also One Vendor That Will Resurrect You If You Die And
You Will Be Brought Back To The Closest Major City And Your Items Will Take
Durability Dmg. Vendors Can Also Repair The Durability On Your Gear For
10g/Durability Lost Or Respective Profession Material/Durability Lost. Vendors Only
Carry A Maximum Of 1000 g/Day And Will Only Buy One Of Each Item From You Every
24 Hours Or After Each Encounter. Only One Vendor Of Each Kind Is In A Major City At
One Time. Each Vendor Also Has Quests For You. A Main Quest-Line, A Daily Quest,
And A Boss Quest (see Vendor Quests Section).

Here Is A List Of All The Vendors In Each Major City:

Gem-Cutting Vendor

Enchanting Vendor

Blacksmithing Vendor

Leatherworking Vendor

Tailoring Vendor

Inscription Vendor

Alchemy Vendor

Engineering Vendor(Only Sells Guns, Bullets(X10), And Off-Hands)
Woodworking Vendor

Player Merchants

Mercenary Recruiter (Conquest Mode)
Resurrection Priest (no Cost)















21.Races:

Human- Brave, Naive, Curious. Humans Thrive In Progress. They Are The Most
Adaptable Of The Races Making Them Suitable For Almost Any Job. Proud And Defiant
They Walk With Head Held High. Static Doesn't Sit Well With Them. They Are Always
Looking For The New thing. Cannot Be A Warlock, Druid, Shaman, Or Dragon Warrior.
Speaks Common. Lives Up To 100 Years Old. Major City Is Glenaria. Faction:Valoren

Attributes: Cache Finder= +1d4 On Loot And Exp Rolls.
Favoritism= Change One Of Your 1d4 Ini Stat Rolls To A 1d8.
Mana Flow= -15% All Mana Costs Rounded Down.

Diplomatic= +1d4 To Ini Dip Mod.

Mechanically Inclined= +1d4 To Engineering Ivl when You Lvl up.
Modernized Culture= +1d4 to inscription Ivl when you Ivl up.
Resistance= 5 Psychic

Weakness= 3 Shadow
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Goblins- A Race Of Humanoids That Sprang Originally From A Fungus Mutation
Caused By The Golok's Cataclysmic Arrival. They Are Mischievous, Daring,
Hive-Minded Little People With A Love For Explosions And A Lack Of The Ability To
Feel Any Pain. Tricksters And Con Artists. When You Choose A Goblin, You Choose A
"patch" Of Goblin "fungus" Called Your "Amogon". Cannot Be A Wizard, Psion, Dragon
Warrior, Or Druid. Speaks Orcish, Common, And Mumbles Incoherently. It's Unknown
How Long A Goblin Can Live. Some Say They Can Live Forever If They Don’t Die First,
But It Has Never Been Proven. Major City Is Where Your Amogon Is Placed.
Faction:Khaosis.

Attributes: Amogon(Unique)= Your Amogon Is Immortal. Choose Your Location For The
Amogon. The "amogon" Is Not Recognized As Dead Or Alive. It Can Move From One
Major City To Another And Is Indestructible. It Takes 5 Turns To Replace A Missing
Goblin Through Your Amogon. Each goblin Moves As One Action And Does The Same
Things Together, or, you can split them up and half all your stats to each one and they
take and generate their own actions. They Retain The Same Stats. 2 Goblins Max.

Goblin Grenade= Sacrifice a Goblin, Deal 1d4x [the number of enemies within 3 steps]
Divided Evenly Rounded Down (50% Dmg If Only 1 Target Rounded Down) True Dmg
To Everything (including Allies And Other Goblins).

Goblin Replication= Goblins Can Replicate At Full Health. Max Of 2 Goblins At One
Time. Quick Action.

Daft Agility= +1d4 Ini Agi Mod

Quickness= +1d6 Ini Spd Mod.

Tailoring= +1d4 Engineering Ivl when you Ivl up.
Leatherworking= +1d4 Engineering Ivl when you Ivl up.
Engineer= +1d4 Engineering Ivl when you Ivl up.
Resistance= 5 Frost

Weakness= 10 Physical



Lynxi- Cat-Like In Appearance. Tribal In Nature. The Lynxi Have Lived Here For
Thousands Of Years And Formed Their Society In The Caves And Jungles Of The
World. Fierce Warriors And Skilled Fighters. They Use Their Ability To Communicate
With The Planet To Dictate Their Course Of Action. Liaisons Between The Planet
Herself, And It's Inhabitants. They Speak Softly, And Carry A Big Stick. Their Society Is
Strongly Pride-Based And The "pack" Is Matriarchal Lead By Mother Earth Herself,
Destria. Gifted With The Knowledge Of The Planet, They Learned Quickly To Survive
Among The Barbaric Cultures Of The Planet Using Defensive Tactics Known Only To
Them. They Are Very Just And Proud Creatures Only Wanting Peace Throughout The
Land. Cannot Be A Dark Knight, Necromancer, Dragon Warrior, Or Psion. Speaks
Common, Lynxi, Airie. They Live For About 100 Years. Major City Is Lynxia.
Faction:Valoren.

Attributes: Destria's Protection= +1d4 Ini Will.

Nature's Blessing= +1d4 To All Heals On You This Turn. Can only be used once per
encounter. Quick Action.

Destria's Revenge= Add A 1d6 Def Shield After Rolls And Deal Dmg For 100% Of The
Dmg Absorbed By The Def Shield. Can only be used once per encounter. Declare
Before Defensive Rolls. Quick Action.

One With Nature= Immobilize Any Target Within 5s. Can only be used once per
encounter. Quick Action.

Leatherworker= +1d4 Leatherworker Ivl When You Lvl up.
Carpentry= +1d4 Woodworking Ivl When You Lvl up.
Resistance= 5 Nature

Weakness= 5 Shadow




































Ninja- Melee, Physical Dmg Class That Uses Stealth And Cunning To Assassinate His
Enemies And Escape Without A Scratch. Surprise And Swiftness Decide This Class'
Ability To Survive. They Use Cloth Armor And Can Dual-Wield Daggers And Fist
Weapons While Using Off-Hands At The Same Time. Uses Energy. Attack mod-Agility.

Attributes: Fast Assassin= +1d6 Agi Mod On Atk, +1d6 Ini Spd Mod

Stealth= Cannot Be Seen/Targeted Until Hurt Or Take Action. 75 Energy

Light foot= Movement Does Not Take Action. 25 Energy/Full Movement To Maintain.

Pickpocket= Can Pickpocket A Humanoid Npc, Or A Player Character And Open Lock
boxes (Roll 1d4, On A Result Of 4, You Can Loot The Lock box).

For Npc: Cannot Be Seen. On Successful Dip Roll (+1/lvl To The Enemy's Roll In
Addition To Its Initial Dip Mod Being It's Lvl) You Can Pick Their Pocket For Gold. Roll
1d20/Mob Lvl And Loot That Much Gold From The Character. If You Lose The Dip Roll,
You Are Caught And Must Fight The Target, Or Attempt To Flee The Encounter. You
Cannot Pickpocket/Loot Gold From This Character Again For The Rest Of The
Encounter. Cannot Be Of The Same Faction As Your Target.

For Player Characters: Can Only Pickpocket During Encounters. Must Be Behind Player
(vulnerability) And In Stealth When You Pickpocket, On A Successful Dip Roll, You Get
10% Rounded Down Of The Gold They Have On Them. Cannot Flee The Encounter
After Pickpocketing A Player Character. Cannot Be Of The Same Faction As Your
Target.
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