                                                Racial Abilities
   Adder Man:

   Racial Traits:

1.Claws:4 (Base Damage) _______(Per level up to 45 Points)

2.Bite: 6 (Base Damage) ____(Per Level up to 60 points damage)

3.Tail strike:7 (Base Damage) _____(Per Level up to 70 points damage)

4.Poison: ____ ( 1 point every 4 Levels , per every 3 turns  until cured) ___ ( 1 point strength in poison, per every 3 levels up to 6 Strength)

5.Resist Cold: 2 (Base) ____ ( 1 point every 2 levels of the adderman)

   Racial Skills:
1. Leather working: 2 ( 2 items base ) ____( 1 extra leather item, per every 2 levels)

2. archery: 2 (Base Damage) ____( 1 point damage ,every 3 levels up to 15 points damage)

3. Survival ( Cold Regions): 3 ( Days base) ___( 1 day per level of the Adderman)

4. burrow: 4 ( Feet base) ____ ( 2 feet ,per level up to 100 feet)

5. Stealth: 2 ( Feet Base) ____ ( 1 foot, per level up to 45 feet)

   Racial Point Skills:

1. Constrict:___ ( 2 points damage, per every 3 racial points used)

2. Quick Strike: ( +1 to attack roll, per every 8 racial points used)

3. Death Blow:( +4 to damage every time you use 15 racial points)

4. Regeneration( Self heal 1 point damage, per every 3 racial points used)

5. Increase Poison Potency: ( adds 1 strength and 1 damage ,per every 6 racial points used )

  Badger Man Traits:

1. Claws: 5 ( Base Damage) ____ ( 1 point damage, per level up to 50 points damage)

2. Bite:8 (Base) ________ ( 1 point damage, per level up to 70 points damage)

3. Render:10 (Base Damage) ___( 1 point damage ,per level up to 85 points damage)

4. Tough Hide: 2(Base Defense) ___ ( 1 point to defense, per level up to 18 defense points)

5. Keen Smell: 10 ( Base Feet) ____( 2 feet per level up to 80 feet)

6. Keen Hearing: 10 (Base Feet) ____( 2 feet per level up to 100 feet)

7. Night Sight: 10 (Base Feet) _____(2 feet per level up to 60 feet)

    Badger Man Skills:

1. Tracking: half mile per every 2 levels up to 20 miles.( _______)
2. Trapping: 1 small game type , per every 2 levels up to 30.(_________)

3. Skinning: allows them to skin 1 animal per every 2 levels up to 30. (___________)

4. blending: Allows them to hide with in their surroundings. This is for 1 turn, per every 3 levels. (_______)

5. Tanning: This allows them to tan any skin to make leather. This is 1 skin per level ( This is number of skins per day ) up to 30 skins per day : (____)

  Badger Man Racial Point Skills:

1. Aggravated Claw Strike: +4 to damage when you burn 8 racial points.

2. Damage Reduction: This will lessen damage done to them by 1, per every 4 Racial points used.

3. Critical Bite: +7 to damage with bite when you burn 16 Racial points.

4. Hind Kick: Does 10 damage, when you use 20 Racial points.

5. Axe Wielding: +2 to damage, per every 4 Racial points used.

        Cat Kind Traits:

1. Night Vision: 10 feet base, ___( 2 feet per level up to 100 feet)

2. Keen Hearing: 10 feet base , ______(2 feet per level up to 100 feet)

3. Take Fall : 10 feet base, _______(3 feet per level up to 60 feet )

4. Claws: 6 (Base Damage) ____( 1 point per level up to 65 points damage)

5. Bite: 7(Base Damage) ______(2 points damage per level up to 90 points damage)

6. Sixth Sense: Allows them to detect danger seen or unseen with in 60 feet of them. Sort of like a radar effect.

7. Pounce: Will allow them to stun their victim for 1 turn ,per every 6 Levels up to 8 Turn stun.

       Cat Kind Skills:

1. Armor Making: allows them to make 1 type armor, per every 3 levels of study. This will go up to 10 armor types.

2. Weapons Making: This will allow them to make 1 weapon type, per every 3 levels of study .This will go up to 15 weapons types.

3. First  Aid: This will heal 1 point damage, per every 3 levels of the Cat Kind. This is up to 25 points. This is through non magical means.
4. Evade: This will add +1 to their evade, per every 4 levels up to a +4.

     Cat Kind Racial Point Skills:

1. Enhance Evade: This will give a temporary +2 to evade .When they Cat Kind Spends 8 Racial points.

2. Enhanced Claw Damage: This will add 1 point to Claw damage , per every 4 Racial points used.

3. Enhanced Bite: This will add 1 point to Bite Damage, per every 4 Racial points used.

4. Free Fall : This will allow them to add 2 feet to their Take Fall Skill. This is a +2 feet, per every 5 Racial points used.

     Dwarf Traits:

1. Night Vision: This will allow them to See in total Darkness up to 60 feet.

2. Infra Vision: This will allow them to see heat sources with in 60 feet of them.

3. Keen Smell: This will allow them to smell all things with in 35 feet of them.

4. Tumble: This will allow them to lessen damage by 1 point, per every 4 levels of the Dwarf. This is up to 15 points damage.

     Dwarf Skills:

1. Engineering: This will allow them to build 1 type of structure, per every 6 levels.

2. Demolition: This will allow them to know how to destroy 1 building type ,per every 6 levels.

3. Blacksmithing: This will allow them to make one metal type object, per every 3 levels of the blacksmith.

4. Tunneling: This has a 10 feet base, then it gives 3 feet, per every level of the dwarf. 

5. Mining: This will allow them to mine  Gold , Silver, Platinum ore. This will give them 25 darpas worth of ore, per every 2 levels of advancement.

  Dwarf Racial Point Skills:

1. Axe Wielding: This will do +2 damage with any axe, per every 6 Racial points used.

2. Armor Pierce: This will allow them to do 2 points damage to armor, per every 5 racial points used.

3. Critical Strike: This will give them a +5 to damage with any axe. When they use 15 Racial points.

4. Multiple Targets: This will allow them to strike at two separate targets .This cost 9 Racial points.

5. Magic Negation: They can Negate 1 point in magic done to them, per every 4 Racial points used.

 Dragon Traits:

1. Claws: 8 (Base Damage) ______( 3 points damage, per level up to 150 damage.)

2. Bite:10 (Base Damage) _______(4 points damage, per level up to 165 points damage)

3. Tail Strike:12 (Base Damage) ______(5 points damage, per level up to 175 points damage)

4. Breath Weapon:15 (Base Damage) ____(7 points damage, per level up to 200 points damage.)

5. Dragon Hide:+6 (Base Defense) ______( +3 to defense , per every level, up to 160 Defense )

6. Regeneration: 2(Base regeneration) _____( 1 point, per every 3 levels, up to 10 points damage regeneration)

7. Magic Attack:+2  (Base damage) _____ ( +1 to damage, per every 3 levels up to 12)

8. Magical Defense: +2 (Base Magic defense) ____( +1 to defense versus magic ,per level up to 15 )

   Dragon Skills:

1. Know History: They know 1 part of history, per every 3 levels of study.

2. Know lore: They know 1 lore, per every 3 levels of study.

3. Know Myth: They know 1 myth per every 3 levels of study

4. Know Pantheon: They know 1 pantheon , per every 3 levels of study

5. Know Magical Arts: Knows 1 type of magic , per every 3 levels of study( This is does not mean they are mages or magic users. This means they know what the magic type is and how it works. Not that they can use it)

   Dragon Racial Point Skills:

1. Enhance Claw Damage: This will add 4 points damage to claw damage. When you spend 8 racial points.

2. Enhance Bite Damage: This will add 5 to bite damage. When you spend 10 racial points.

3.  Enhance Magic Damage: This will add 1 point to magic damage, per every 4 racial points spent.

4. Enhance Magic Defense: This will add 1 point to Magic Defense, per every 4 racial points spent.

5. Enhance Dragon Hide: This will add 1 point to natural defense, per every 4 racial points spent.

6. Enhance Breath Weapon: This will add 1 point to the breath weapon of the dragon, per every 4 racial points spent.

         Elf Traits:

1. Night Sight: This will allow them to see up to 120 feet in total darkness.

2. Infra Vision: This will allow them to see heat sources up to 120 feet.

3. Immune to Charm: They are immune to most charm effects .

4. Immune to Sleep: They are immune to most sleep magic or effects.

5. Blend: They can blend in with their surroundings, for 1 turn, per every 3 levels.

6. Magic Defense: They get a +1 to magic defense, per every 2 levels, up to 25 points.

7. Magic Attack: They get a +1 to magic attacks, per every 2 levels. Up to 15 points.

      Elf Skills:

1. Sword Smith: They can make 1 sword type, per every 2 levels of advancement.

2. Armor Smith: They can make 1 armor type, per every 2 levels of advancement.

3. Potion Making: They can make 1 potion type, per every 2 levels of advancement. They start with a 4 point base, then they can add 1 point, per every 2 levels of advancement.

4. Gem Cutting: This starts with a 25 darpa value base, then add 5 darpas ,per every 2 levels of advancement. To the value of any gem.
5. Archery: This allows them to add 1 point damage, with any arrow, per every 2 levels .This is up to 25 points damage.

6. Armor Pierce: This will allow them to pierce any armor for 2 points damage as a base. Then 1 point, per every 2 levels. This is up to 50 points damage to armor.

    Elf Racial Point Skills:

1. Elf Chant: This will allow them to hypnotize their victim for 1 turn, per every 2 racial points spent.

2. Self Healing: This will allow them to heal 1 hit point to themselves, per every 2 racial points spent.

3. Negate Poison in Self: This will allow them to negate 1 strength of poison, per every 2 racial points spent.

4. Temporary Magic Defense Power: This will allow them to add 1 point to their defense power. Every 3 racial points spent.

5. Temporary Magic Attack Power: This will allow them to add 1 point to their Magic Attack power. This is per every 3 racial points spent.

6. Negate Disease/virus: This will allow them to negate 1 strength strain ,per every 3 racial points used.

        Human Traits:

1. Heat Resistant: They are immune to any heat damage, under 5 points damage.
2. Resist Fire Damage: They can take 2 points in fire damage, before being harmed.

3. Resist Cold Damage: They can take 2 points damage in cold, before being harmed.

4. Resist Acid Damage: They can take 2 points acid damage, before being harmed.

5. Resist Electrical Damage: They can take 2 points in electrical damage, before being harmed.

6. Magic Attack Power: They get a +1 to magical attack power.

7. Magical Defense Power: They get a +1 in magical Defense power.

   Human Skills:

1. Leather Working: _____(Per every 3 levels )
2. Armor Smith: _______(Per every 4 levels of advancement)

3. Swordsmanship: ___(Per Every 4 levels of advancement)
4. Weapon Smith: ____(Per Every 4 levels of advancement)

   Human Racial Point Skills:

1. Self Healing: ____(Per Every 3 points used)

2. Enrage: ____ ( adds 2 points to damage of a weapon, per every 8 racial points used)

3. Fire Stream: 3 (Base Damage) _____( 1 point to fire damage, per every 4 racial points used.)

4. Armored Skin: ______ (adds 2 defense points, per every 8 racial points used.)

   Iguana Man Traits:

1. Regenerate: _____( Per every 6 levels of advancement. This is up to 10 points.)

2. Claws: 5 ( Base Damage) ____(Per every level of advancement , up to 45 points damage.)

3. Bite: 7 (Base Damage) _____(Per every level of advancement. Up to 60 points damage)

4. Tail Strike: 8 (Base Damage) ___(Per every level of advancement. This is up to 70 points damage.)

5. Blend: ____ ( 1 Turn , per every 3 levels of advancement.)
6. Resist Cold: 2 (Base Resistance) _____(1 point, per every 2 levels of advancement. This is up to 12 points)

 Iguana Man Skills:

1. Burrowing: 10 (Base Feet) ___ ( 2 feet ,per level of the Iguana Man. This is up to 125 feet)

2. Trident Wielding: ____ (1 point to the damage of a trident, per every 3 levels of advancement. This is up to 25 points damage in total.)

3. Improved Hide: ____(Allows them to improve their natural defense power by 1, per every 2 levels of advancement. This is up to 12 points in natural Defense power.)

4. Impaling: ___( This gives them a chance on a 28 or better to +2 damage with a Trident, per every 3 levels of advancement. This maxes at  a   +14 Damage.)

5. Danger Aura: 10(Base Feet) ___ ( 2 feet per every 3 levels of advancement.)

    Iguana Man Racial Point Skills:

1. Gutting: ____ (+2 damage, per every 4 racial points used.)
2. Minor Healing: ____(Heals 1 point to hit points , per every 3 racial points used.)

3. Aggravating Bite: ____ (deals +1 damage with bite, per every 2 racial points used.)

4. Advanced Claw Strike: ____ (+1 to claw damage , per every 3 racial points used.)

5. Advanced Cold Resistance: ___(+1 to cold resistance , per every 4 racial points used.)

6. Bashing: ___(+2 Damage in bashing damage in a Tail Strike, Per every 5 racial points used.)

    Kydarr Traits:

1. Punch: 8 (base damage) ______(1 point ,per level of advancement. This is up to 55 points damage.)

2. Kick: 9 (Base Damage) _______(1 point ,per level of advancement. This is up to 70 points damage.)

3. Spiked Tail Strike: 10 (Base Damage) _______(1 point damage, per level of advancement. This is up to 90 points damage.)

4. Charge: ___ (This will stun an opponent for 1 turn, per every 3 levels of advancement. This is up to 8 turns max.)

5. Bludgeoning:7(Base Damage)____(1 point damage with tail, per every level of advancement. Up to 110 points damage.)

6. Bite:9 (Base Damage) ________(1 point damage, per level of advancement.)

 Kydarr Skills:

1. Skinning: ____(Skill 1 animal, per every level of advancement.)

2. Know Language: ____( Learn one language , per every 3 levels of advancement.)

3. Mining: ____( 20 darpas ,per every level of advancement.)

4. Weapon Skill: _____ (+1 point to damage of a weapon, per every 4 levels of advancement.)

5. Tumble Attack: 5 (Damage Base) ___ (1 point per every 2 levels of advancement. This is up to 35 points damage.)

6. Bear Hug: 6 (Damage base) ___(1 point damage ,per every 2 levels of advancement. This is up to 45 points in total damage.)

 Kydarr Racial Skill Point Skills:

1. Vicious Bite: ___(2 points damage to bite , per every 5 racial points used.)

2. Crushing Claw Strike: _____(2 points damage, per every 6 racial points used.)

3. Fatal Tail Blow: ________(Adds 40 points damage. This cost 60 racial points used.)

4. Growl: ___(Stuns opponent for 1 round, per every 10 racial points used.)

5. Toughen Fur: ___( 1 point to natural defense power, per every 6 racial points used.)

   Orc Traits:

1. Head Butt:5 (Damage Base) ____(1 point ,per level up to 40 points damage.)

2. Bite: 5 (Damage Base) ____(1 point damage, per level up to 50 points damage.)

3. Claw Strike: 4 (Base Damage) ____(1 point damage, per level up to 65 points damage.)

4. Toughen Hide: ___(1 point to natural defense power, per every 3 levels. Up to 12 points in natural defense power.)

 Orc Skills:

1. Axe Wielding: ___( +1 to axe damage, per every 4 levels of advancement.)

2. Leather working: ___( Makes 1 leather item, per every 4 levels of advancement.)

3. Armor Pierce: ___( Does 1 point to defense power of any armor, per every 6 levels of advancement. Provided they roll at least 3 over what they need to hit.)

4. Damage Weapon: ___(Does 1 point damage to any weapons damage total, per every 6 levels of advancement. Provided they roll at least 3 over what they need to hit.)

5. Improve Armor: ___( +1 to armors defense power, per every 6 levels of advancement. This must be normal non magical armor.)

6. Improve Weapon: ___(+1 to weapons damage, per every 6 levels of advancement. This must be normal non magical weapons.)

 Orc Racial Skill point Skills:

1. Improved Axe Strike: ____(adds 1 point to the damage of any axe, per every 3 racial points used.)

2. Improved Bite: _______(adds 1 point to the damage of any bite, per every 3 racial points used.)

3. Improved Head Butt: ______(adds 1 damage to a head butt, per every 3 racial points used.)

4. Improved Claw Strike: ______(adds 1 damage to claw strike, per every 3 racial points used.)

5. Fatal Blow: ____(Adds 30 points damage to any strike. This cost 50 racial points to use.)

6. Orcish Healing: ( Will heal 10 hit points .This cost 40 racial points to use this racial point skill.)

 Ogre Traits:

1. Fist Strike: 10 (Base Damage) ___( 1 point damage ,per level of advancement. Up to 60 points damage.)

2. Head Smash: 12 (Base Damage)__(1 point damage, per level of advancement. Up to 75 points damage.)

3. Knee Smash: 13 points (Base Damage) ____(1 point damage, per level of advancement. This is up to 90 points damage.)

4. Boulder Toss: 14(Base Damage) ___( 1 point damage, per level of advancement. This is up to 120 points damage.)

5. Toughen Hide: ___(+1 to natural defense power, per every 2 levels. This is up to 20 points damage.)

6. Lessen Damage: ___(Lessens damage they take by 1 point, per every 5 levels of advancement.)

7. Open Palm Strike: 7 (Base Damage) __( 1 point damage, per level of advancement. This is up to 50 points damage.)

 Ogre Skills:

1. Master Club: ____(+1 damage with any club, per every 4 levels of advancement.)

2. Black Smith: __(1 item, per every 3 levels of advancement.)

3. Forage: ____( 1 berry, herb, root, plant etc., per every 3 levels of advancement.)

4.  Know Lore: ___(learns 1 lore , per every 4 levels of advancement.)

5. Weapons Smith: ___( makes 1 weapon type, per every 3 levels of advancement.)

6. Armor Smith: ___(makes 1 armor type, per every 3 levels of advancement.)

 Ogre Racial Point Skills:

1. Improved Fist Strike: (Adds 1 point, per every 3 racial points used to punch.)

2. Improved Head Butt: (Adds 1 point ,per every 3 racial points used.)

3. Improved Knee Strike:(adds 1 point, per every 3 racial points used.)

4. Improved Boulder Toss: (Adds 1 point , per every 3 racial points used.)

5. Improved Open Palm Strike:(adds 1 point, per every 3 racial points used.)

6. Improved Lessen Damage: (adds 1 point to lessening damage. Per every 6 racial points used.)

   Smalling Traits:

1. Tumble Attack: 6 (Base Damage) ___(1 point ,per level up to 60 points damage.)

2. Night Vision: This is up to 90 feet radius.

3. Infra Vision: This is up to 100 feet radius.

4. Keen Hearing: This allows them to hear all things with in 50 feet of them.

5. Take Fall: 10 (Base Feet) ___( Then 2 feet ,per level up to 40 feet.)

  Smalling Skills:

1. Burrow: 6 (Base Feet) ____(2 feet ,per level of advancement. This is up to 200 feet.)

2. Jewelry Making: ___(1 piece jewelry per level ) ___(50 Darpa Value Base) ___(add 5 Darpas ,per level of the Smalling.)

3. Dagger Master:  __(1 point to any dagger, per every 4 levels of advancement. This is up to 25 points.)

4. Mining: ____( 25 Darpa Base) ___(10 darpas ,per level up to 250 darpas.)

5. Stealth: 10 (Base Feet) _____(2 feet, per level of advancement. This is up to 150 feet.)

   Smalling Racial Point Skills:

1. Advanced Dagger Strike: __(1 point to damage of the dagger, per every 3 Racial points used.)

2. Advanced Tumble Attack: ___(1 point to the damage of the Tumble Attack, per every 3 racial points used.)

3. Advanced Take Fall: ___(2 feet, per every 5 racial points used)

4. Soften Blow: ____( Lessen Damage taken by 1 point, per every 4 racial points used.)

5. Hamstring: ___(Does +20 damage to opponent, per every 40 Racial points used.)

6. Double Dagger Strike: ____(Allows them to do a double dagger strike for 25 points damage, per every 50 racial points used.)

    Centaur Traits:

1. Trample: 9 (Base Damage) ___(1 point, per level of advancement. This us up to 80 points damage.)

2. Hind Kick: 8 (Base Damage) ____(1 point damage ,per level of advancement. This is up to 65 points damage.)

3. Punch: 5(Base Damage) ____(1 point damage, per level of advancement. This is up to 45 points damage.)

4. Charge: 7 (Base Damage) ______(1 point, per level of advancement. This is up to 60 points damage.)

5. Fore Kick: 6 (Base Damage) ___(1 point ,per level of advancement. This is up to 50 points in damage.)

   Centaur Skills:

1. Archery: ____(+1 to damage with any arrow, per every 4 levels of advancement.)

2. Lance Master: ___(+1 Damage with any lance, per every 4 levels of advancement.)

3. Know History: ____(Learn one part of history, per every 4 levels of advancement.)

4. Pierce Armor: ___( Does 1 point damage, per every 5 levels of advancement. This is to armor, provided they roll at least 2 over what they need to hit.)

5. Barding:___( Allows them to make horse armor. This has a 4 defense power base. They can add 1 to the defense, per every 4 levels of advancement. This is up to 20 points in defense.)

   Centaur Racial Point Skills:

1. Advanced Trample: ___(adds 1 point to trample, per every 3 racial points used.)

2. Advanced Hind Kick:  ____(adds 1 point to hind kick, per every 3 racial points used.)

3. Advanced Charge: ___(adds 1 point to charge , per every 3 racial points used.)

4. Advanced Fore Kick: ____(adds 1 point to hind kick, per every 3 racial points used.)
5. Archery Master: ___(adds 1 point to any arrow, per every 5 racial points used.)

6. Calling of the Centaur: ___(allows them to summon 2 centaur to their aid. This cost 25 racial points.)

7. Centaur Chant: ___(will stun opponent for 1 turn, per every 12 racial points used.)

      Werekind Traits:

1. Claws: 8 (Base Damage) ___ (Then 1 point ,per level of advancement. Up to 150 points damage.)

2. Bite: 10 (Base Damage) ___(Then 1 point, per level of advancement. Up to 160 points damage.)

3. Regeneration: 1 ((Base Regeneration) __(1 point, per every 4 levels of advancement.)

4. Turn Humanoid: ____(This starts with a 29, then it goes down at the rate of 1 ,per every 2 levels of the werekind. This is for turning humanoids into Werekind.)

5. Negate Damage: ____ ( 1 point damage, per every 6 levels of the Werekind. This allows them to shrug off the stated amount of normal damage. This is done by normal weapons. Save Silver Weapons. They are prone to silver and will take normal or more damage. Depending on the Severity they are prone to silver. )

6. Resist Holy Damage: ___( This will allow them to resist 1 point of holy damage, per every 6 levels of advancement.)

   Werekind Skills:

1. Calling of the pack : ___(This will allow them to summon 1 of their kind ,per every 5 levels of advancement.)

2. Learn Ritual: ____(This allows them to learn one spiritual Ritual. This is 1 ritual, per every 3 levels of advancement.)

3. Learn Spiritual Connection: ____( This gives them 1 spiritual connection level, per every 3 levels of advancement.)

4. Gifts: 2(Base Gifts) ____(1 gift ,per every 3 levels of advancement. The gifts must be rolled for)

5. Flaws: ___(They must take 1 flaw ,per every 2 gifts. The flaws are rolled for on a chart. There are several charts for gifts and flaws.)

6. Spiritual Healing:___(Their nature is a spiritual one. So they can heal 1 point damage to themselves, or someone else, per every 4 levels of advancement.)

   Werekind Racial Point Skills:

1. Decisive blow: ____( +1 damage, per every 3 racial points used.P

2. Heal Silver Damage: ___(heals 1 point in silver damage, per every 10 racial points used.)
3. Growl: ___( stuns opponent for 1 turn, per every 6 racial points used.)

4. Lethal Claws: ___( +2 to claw damage, per every 5 racial points used.)

5. Lethal bite: ___(+2 to bite damage, per every 5 racial points used.)

6. Natural Enemy: ___( allows them to do +3 damage to Vampires, per every 7 racial points used.)

 Spiritual Rituals:

1. Ritual of Health: ___( Will restore 1 hit point, per every 3 levels of advancement. They must not be in combat when this is done. Cost 4 Magic base points)

2. Ritual of Pain:___(allows them to do 1 point damage in pain ,per every 4 levels of advancement to victim. Cost 4 magic base points.)

3. Ritual of Armor: ___(Will give +2 to natural defense power, per every 3 levels of advancement. This is for 1 round, per every 3 levels of advancement. This cost 5 Magic Base Points.)

4. Ritual of Natures Blessing:___( This will add 1 point to their natural defense power. This is per every 3 levels of advancement.  This is for 1 turn ,per every 3 levels of advancement. This cost 5 Magic Base Points.)

5. Ritual of Muting: ___( This will cast a mute spell on all magic using creatures with in a 10 feet radius. This makes it so they can not cast magic for 1 round, per every 5 levels of advancement. The Caster of this ritual is immune to its effects. This cost 8 Magic base Points.)

6. Ritual of The Fang: __( This allows them to invoke a spiritual bite .This does 3 points ,per ever other level of advancement. Cost 10 Magic Base Points.)

7. Ritual of Jace: _____(This allows them to call upon their Elder Goddess of the Moon, The Night, and Werekind. This gives them +3 to defense, +3 to attack .This is  for 1 round, per every 4 levels of advancement. Cost 16 Magic base points.)

8. Ritual of the Spirit Wolf: ____( This allows them to form a spirit form of themselves. They can not attack, or be attack. Unless their target can target Spirit Creatures. This will last for 1 turn ,per every 4 levels of advancement. Cost 15 Magic Base Points.)

9. Ritual of Cleansing: ___( This will remove 1 point of silver poisoning from their system. This is 1 point, per every 4 levels of advancement. Cost 15 magic base points.)

10. Ritual of Calm: ___ (This will allow them to somewhat control when they change. This gives a +1 to suppressing the base, per every 5 levels of advancement. This  for  a  control check to keep the beast from getting out when you don’t want it. Cost  10 Magic base points, per every 5 levels. The plus can be added permanently, per every 5 levels. )

11. Ritual of Jace’s  Wrath: ___( This will bring call one lightning bolt , that will do 7 points of damage. You can call up to 14 bolts of lightning. This is 1 bolt ,per every 5 levels. This cost 20 Magic Base points.)

12. Ritual of Mauling: _____( This will add 20 points to any claw strike. This is through mystical forces. This cost 24 magic base points. )

13. Ritual of Shadow Bite: ____(This has a 8 point base, this will do 1 point extra damage, per level .This is up to 50 points damage. This cost 30 Magic Base Points.)

14. Ritual of the Shroud: ___( Will hide them for 1 turn, per every 3 levels of advancement. This cost 15 magic base points.)   



    Spiritual Connections One:

1. Minor Heal: ___( This will heal a 4 point base in damage. Then 1 point, per every level of advancement. This cost 6 magic base points.)

2. Minor Armor Enchantment:___( This will add +1 to defense of normal armor, per every 4 levels of advancement. This cost 8 magic base points.)

3. Minor Weapon Enchantment: ___(This will add +1 to the damage of any normal weapon. This is per every 4 levels of advancement. This cost 8 magic base points.)

4. Earth Blast:___( This will do 6 points damage base. Then 1 point, per level of advancement. This is up to 70 points in damage. This cost 10 magic base points.)

5. Mystical Dagger: ___9(5 points base damage, then 1 point damage, per level of advancement. This cost 8 magic base points.)

6. Energy Blade: ___(This does 5 points damage, then 1 point, per level of advancement. This cost 8 magic base points.)

7. Earth Bridge: ____( This bridge will cross a 100 feet wide gorge . This will last 1 turn, per every 2 levels of advancement. This cost 8 magic base points.)

8. Call of elemental Totem:___( This will allow them to summon one of the 6 types of totems open to them. Fire ,Water, Earth, Air, Ice, Healing. They can summon 1 type ,per every 4 levels. This totem will be able to take half the damage they character can in damage. The Fire totem will do 4 points base damage in fire, then 1 point ,per level of advancement. The Water will do 4 points damage in hard water damage as a base. Then it will do 1 point damage, per level of advancement. The Earth Totem will form a wall that will last 4 turns as a base, then 1 turn per every 4 levels of advancement. The Air Totem will allow them to fly for 1 turn every 4 levels of advancement. The Ice Totem will allow them to do 5 points damage in ice damage as a base, then 1 point ,per level of advancement. The Healing totem will heal a 3 point base , then 1 hit point per level of advancement. Each totem cost 20 Magic base points to summon. )
 Spiritual Connection Two:

1. Lightning Storm: ___( This will cast 1 lightning bolt, per every level of advancement. This is up to 20 lightning bolts. Each lightning bolt will do 5 points damage in electrical ,per bolt .This has a 20 feet radius. This cost 20 Magic Base points.)
2. Rite of Major Fire Defense: This will add 4 points to fire defense. This is provided there is a success roll on the 1d30. This cost 15 magic base points.

3. Rite of the Fang: This will add 15 points damage to any bite. This is provided that they make the success roll on the 1d30. This cost 18 magic base points.

4. Rite of Bleeding: This will do 1 point damage, per 3 rounds, per success roll on the 1d30.This cost 10 magic base points.

5. Rite of Fortification: This will add +5 to magic defense power. This will last for 1 round, per every 2 levels of advancement. This will cost 15 magic base points.

6. Spiritual Fire: This will do 6 points damage as a base. Then this will do 1 point damage, every 2 levels of advancement. This cost 10 magic base points.

7. Spiritual Arrows: This will cast 6 arrows for 3 points damage. This is 18 points damage .This cost 18 magic base points.

8. Glare: This will invoke fear for 1 turn ,per every 3 levels of advancement in their victim. This makes the victim attack at -2 on their attack roll. This cost 15 magic base points.

     Spiritual Connection Three:

1. Rite of the Quarter Moon: This will allow them to heal 8 points damage of non silver damage. This cost 20 rite points.

2. Rite of Calling : This will summon two spiritual ancestors. These ancestors will be half the stats of your character. They will stay with you until death. This cost 20 magic base points to summon them. This is provided it is a successful summoning. You can attempt this once per day, Unless the summoning is successful. Then they will stay with you until death.

3. Moon beam : This will do 20 points damage in mystical moon energy to their victim. This cost 14 magical base points.

4. Moon Bridge: This will form a bridge of pure moon beam energy. This will last 2 turns per level of advancement. This cost 12 magic base points.

5. Jace’s Hammer: This will do 9 points damage as a base, then it  will do 1 point damage , per level of advancement. This is up to 40 points damage. This will cost 20 magic base points.

Spiritual Connection Four:

1. Silver Cleansing: This will cleanse 8 points damage in silver damage .This cost 15 magic base points. 

2. Jace’s Holy Rite: This will give + 2 versus Silver damage. This is a one shot deal per character. This is permanent. This cost 18 magic base points.

3. Mystical Triple Shot: This will fire 3 shafts of mystical energy. Each shaft will do 12 points damage. This cost 36 magic base points.

4. Mystical Guardian: This will summon a mystical guardian. This usually takes the form of a spirit wolf. This will have the stats of 20 attack , 20 defense, and 20 hit Points. This cost 30 magic base points. This will last until death.

5. Mystical Cage: This will hold victim for 5 turns , per every time it is successfully cast. Provided they make their success roll, and the Victim doesn’t make it roll versus binding .

  Spiritual Connection Five:

1. Jace’s Healing hand : This will heal any werekind for 10 silver damage. This cost 40 magic base points , provided their roll is successful.

2. Jace’s Mystical Hammer of Power: This will do 25 points damage in mystical force energy. This cost 60 magic base points to use. Provided their roll for casting magic is successful.

3. Stream of Moderate Healing: This will heal 10 points base damage of non silver damage. Then 1 point per level up to 100 hit points damage. This cost 20 magic base points to summon. 
