 The Class Skills
 Shadow Walker Skills and Abilities:

Back Stab: _____ (Base Damage) __ (Per level ) Lift Pouch: +6 ( Base) ____ ( Per every 2 levels) .  Locate Trap: +6 (Base) ______ ( per every 2 levels ) Disarm Trap: +6 (base) ____ ( per every 2 levels) Walk Softly: +6 (base ) ____ ( per every 2 levels ) ___ ( moves 3 feet, per level ) Detect Sound: +6 ( base ) ____ ( per every 2 levels) 10 ( Hears up to 10 feet as a base ) ___ ( Feet per level ) Lock Pick: +6 ( Base ) ____ ( per every 2 levels )  Locate Concealed Passages: +6 (base) ____( per every 2 levels ) Scale Surface: +6 (Base) ____ ( Per every 2 levels) Gem Cutting: 25 Darpas (Base) ____ ( 5 darpas per level )
 Shadow Walker Skill Point Skills:

 Advanced Lift Pouch: ___ ( per every 3 skill points used) Advanced Locate Trap: ___ ( per every 3 skill points used. ) Advanced Disarm Trap: ____ ( Per every 3 skill points used .) Locate Concealed Passage: ___ ( Per every 3 skill points used .) Walk Softly: ___ ( Per every 3 skill points used.) Advanced Lock Pick: ___ ( Per every 3 skill points used. ) Advanced Detect Sound: ____ ( Per every 3 skill points used. ) Blend with surroundings: ____ (This is a +1  per every 3 skill points used.) Disguise: ___ ( 1 round, per every 3 skill points used) Advanced Scale Surface: ____ ( per every 3 skill points used. )
 Spell Caster Skills:
Learn Spell Level: _____ ( Per every 3 levels) Alchemy: 4 ( Base) ___ ( Strength per every 4 levels) Read Runes: ____ ( Runes per every 4 levels ) Rune Points: 20 (Base) ___( 2 per level ) Defense Power: 5( base) ___ ( 2 points per every 4 levels) Magic Defense Power: ___ ( 2 points per every 4 levels) Know Herbs: _____ ( 1 plant root berry etc per every 4 levels) Rite Points: 20 (Base) ____ ( 2 points per level) Read Foreign Script: ___ ( 1 script per every 4 levels up to 15) Speak Foreign Language: ___ ( 1 per every 4 levels up to 15) Learn History: ____ ( 1 part per every 4 levels up to 25 areas or parts) 
  Skill Point Skills:

Enhance Spell Damage: ____ ( per every 3 skill points used) Enhance magic defense power: ____( per every 4 skill points used) Spell competency: ___ ( per every 8 skill points used) lessen physical damage: _____ ( by 1 point per every 10 skill points used) Minor magical weapons: ____ ( +1 to damage to normal weapons , per every 15 skill points used) Minor Magical Armor: ___ ( +1 to the defense power of any normal armor , per every 15 skill points used) Moderate Magical Weapon:____ ( adds 1 point ,per every 20 skill points used. This is better then minor magical weapon. This can add up to 12 points to the weapon, instead of 8. This is to all normal weapons) Moderate Magical Armor: ____ (This works like Moderate magical weapon. This is to all normal armor) 
 Spell Caster Rites:

Rite of Armor: 10 (To Defense power) __ (rounds   every 3 levels) ( 20 rite point cost) Rite of Wounding: 45 ( Points in damage) (Cost 50 Rite points) Rite of Pain: 45( Points to damage) (Cost 50 rite points) Rite of Disruption: 45( points in disruption damage) (Cost 50 rite points) 

  Spell Caster Runes:

Rune of Fire: 80 (points in fire damage) (Cost 90 Rune Points) Rune of Ice: 80 (Points damage in ice damage) (Cost 90 Rune Points) Rune of Lightning: 80 (Points damage in Lightning Damage) (Cost 90 Rune Points) Rune of Earth Quake: 5 (Points damage as a base, Cost 30 rune points base) ___ (5 points damage per level Cost 3 Rune points per 5 points damage) Rune of Tidal Wave: 5 (Points damage base cost 30 rune points base) ___ ( 5 points damage per level cost 3 rune points per 5 points damage. Caps out at 125 points damage) Rune of Defense: 10 (Base cost 20 rune points base) ___ (3 points to defense every 15 rune points spent added to the 10 defense power)
 Naturalist Skills:

Naturalist Circles:___ (Per every 2 levels) Speak with animals: ____(Per every 4 levels) Know Herbs: ____ ( Per every 3 levels) Learn Spell Level: ___ ( Per every 3 levels) Defense Power: _____( Per every 4 levels ) Magic Defense Power: ___ ( 2 points per every 4 levels) Alchemy: 4 (base) ____ ( Strength per every 4 levels) Circle/Rite points: 20(Base) ______ ( 2 points per level) 

  Circles/Rites:

First Circle:

+1 to Magic Defense Power permanently : Cost 20 circle/rite points. This can only be done once.

+1 to Magic Attack Power Permanently : Cost 20 circle/rite points. This can only be done once.

+1 to Defense Power permanently : Cost 20 circle/rite points. This can only be done once.

Second Circle:

+4 Hit Points Permanently : This cost 25 Circle/Rite Points. These can be gained back when lost as normal hit points. You can only do this once though for +4 hit points only.

+1 to Resistance : This cost 25 Circle/Rite points . This is permanent and can only be done once.

+1 to Stamina: This cost 25  Circle/Rite points . This is permanent and can only be done once.

Third Circle:

+2 to Magic Attack : This cost 30 Rite points this is permanent. This can only be done once.

+2 to Magic Defense : This cost 30 Rite Points This is Permanent. This can only be done once .
+1 to Wisdom permanently .This cost 30 rite points. This can only be done once. 

Fourth Circle:

+1 to Ice Damage with spells . This is permanent. This cost 35 rite points .Can only be done once.

+1 to Fire Damage with spells : This is permanent. This cost 35 rite points. Can only be done once.

+1 to Electrical Damage with spells : This is permanent. This cost 35 rite points. Can only be done once .

Fifth Circle:

+2 to Magic Defense : This is permanent. This cost 40 rite points. This can only be done once .
+2 to Magic Attack : This is permanent. This cost 40 rite points. This can only be done once.

+1 to Weapon Damage : This is also permanent. This cost 40 rite points. This can only be done once.

Sixth Circle:

+1 to defense power: This is also permanent. This cost 50 rite points. This can only be done once.

+1 to Intelligence: This is also permanent. This cost 50 rite points. This can only be done once.

+1 to Dexterity: This is also permanent. This cost 50 rite points. This can only be done once.

Seventh Circle:

+3 to Magic Defense: This is also permanent. This cost 70 rite points. This can only be done once.
+3 to Damage with weapons : This is also permanent. This cost 70 rite points. This can only be done once. 

+3 to Magic Base Points : This cost 70 rite points. This is Temporary until you use them.

Eighth Circle:
+6 To Mental Points : This cost 90 rite points.

+6 to Special Ability Points : This cost 90 Rite points .

+6 To Magic Base Points : This cost 90 Rite Points.

9th Circle:

+6 To Spell Damage : This is Permanent. This cost 110 Rite points. Can only be used once.

+6 To Weapon Damage: This is Permanent. This is only to Normal Weapons . This can only be used once , because it is it is permanent. This can be used once for each normal weapon though, if you have the rite points. 

+6 To Naturalist Class Skills : This will allow you to add points or pluses to your class skills. However you can not add more then 2 points to any class skill. This is permanent. This can only be used once.

10th Circle:

+10 Permanently to hit points: This can only be done once. This cost 130 rite points.
+6 damage to Defense power: This is permanent. This can only be done once. This cost 130 rite points. 

+3 to all lightning spells: This is permanent. This can only be done once. This cost 130 rite points.

11th Circle:

+5 to all Fire Spells: This is Permanent. This can only be done once. This cost 150 rite points.

+6 to all Ice Spells: This is permanent. This can only be done once. This cost 150 rite points.

+4 damage to all other spells: This is a +4 to all spells that are not fire, ice  or  lightning. This cost 150 rite points.

12th Circle:

+8 to all normal weapon damage: This only works on a weapon  that has not been enchanted. This is a permanent effect. This can only be done once per normal weapon .This cost 160 rite points.

+4 to Magic Defense : This can only be done once. This is permanent. This cost 160 rite points.

+4 to Magic attack: This can only be done once. This is also permanent. This cost 160 rite points.

  Naturalist Skill point Skills:

Enhance Spell Damage: ____ ( per every 3 skill points used) Enhance Magic Defense: ___ (Per every 3 skill points used) Enhance Resistance: ___ ( per every 4 skill points used) Enhance weapon damage: ___ ( per every 6 Skill Points used) 

  Optimage  Skills:

Learn Spell Level: ___ ( per every 3 levels) Addition Class: ____ ( Per every 5 levels of the optimage .Can choose either Shadow Walker or Night Walker) Hypnotism: ____ ( Rounds per every 3 levels) Alchemy : __ ( Points strength per every 4 levels) 

  Optimage Rites:

 Illusionary Dragon: Invokes Fear into victim for 5 Rounds. Cost 40 rite points. Illusionary Box: Holds victim for 4 rounds. Cost 50 rite points.

Illusionary Dagger: This will do 30 points damage to victim. Cost 50 Rite points.

Mythical Hammer: This will do 60 points damage to its victim. Cost 75 Rite points.

  Optimage Runes:
Mythical Sword: This will do 65 points damage to its victim. This cost 80 Rune points.
Mythical Shielding: This will add 65 points in defense for 2 rounds to the Optimage. This cost 80 Rune points.

Mythical Creature: This will summon a creature that bites for 80 points damage. This is a one shot deal per every 110 rune points spent.

Magic Defense: This will add 60 points to the magic defense of the optimage. This is a one shot deal per every 110 rune points used.
  Optimage Skill Point Skills:

Enhance Spell Damage: ___ ( per every 3 skill points used) Enhance Magic Defense: ___ ( per every 3 skill points used) Enhance Weapon Damage: ___ ( 1 point per every 6 Skill points used) Enhance Resistance: ___( per every 4 skill points used) 

 Path Walker Skills/ Ability:

Weapon Skill: ___ ( 1 point to damage of weapons per every 4 levels) Weapons Repair: __ ( 1 point  per every 2 Levels) Armor Repair:___( 1 point per every 2 levels) Learn Spell Level:___ ( 1 spell level of naturalist spells per every 5 levels) Tracking: ___( half mile per every 2 levels) First aid: ___ ( heals 1 hit point damage per every 3 levels through non magical means) Forage: ____ ( Know one herb root grub plant berry per every 4 levels of the Path Walker) Shelter:____ ( build shelter for 6 people. Will last 1 night per every 3 levels of the Path Walker) Find Pure Water: ____ (This will allow them to find fresh water in a half mile radius per every 2 levels of the Path Walker) Trapping: ____ ( Will allow them to trap one type of small game per every 3 levels of the Path Walker) 
  Path Walker Skill Point Skills:

 Advanced Weapon Skill: ____( per every 3 skill points used) Advanced Armor Repair: ____( per every 3 skill points used) Advanced Weapons Repair:__________ ( per every 3 skill points used) Soften Blow: ____ ( will absorb 1 point damage per every 6 skill points used) Swordsmanship: ____( 1 point to damage with a sword per every 4 skill points used) Archery: ____ ( 1 point damage with an arrow per every 5 skill points used) 
  Holy Knight Skills:

Learn Spell Level: ____(Per every 5 levels) Know Rites:____( per every 4 levels of the holy knight) Rite Points: 20 (Base) ___( 2 points per level) Dispel Undead:____( This actually cost 3 rite points per every 1 turn resistance of the undead) Destroy Undead:___( This cost 6 rite points per every 1 turn resistance of the Undead) Weapons Skill: ___ ( per every 3 levels) Armor Repair:____ ( per every 2 levels of the Holy Knight) Weapon Repair: ____ (Per every 2 levels of the Holy Knight) 

  Healer Skills/ Abilities:

Learn Spell Level:____( per every 3 levels of the Healer) Know Herbs:___(herb berry root plant per every 2 levels) Prayer: They get their spells through prayer not through the cosmic stream. Alchemy: 5 ( points base) ____ ( 1 point strength per level) Dispel Undead( cost 3 rite point per every 1 turn resistance of the undead) Destroy Undead(Cost 5 rite points per every 1 turn resistance of the undead) Mend:___( 2 points per every 4 levels of the healer through non magical means) Weapons Skill:___( per every 6 levels of the Healer) Know History:___ ( 1 part per every 3 levels of the Healer. Up to 25 parts in a lifetime unless they become a god or goddess) Know Religion:___ ( 1 faith per every 3 levels of Advancement)
    Healer Rites:

 Advanced Dispel Undead: This will add 1 strength Per every 2 levels of the Healer. This cost 10 rite points.

 Annihilate undead: this is 1 strength, per every 3 levels of the Healer. This cost 20 Rite points.
Rite of Healing: This will heal 50 hit points. This cost 25 rite points to use this.

Rite of the Etryak: This will dispel any Etryak at 1 strength, per level of the healer. This is verse their resistance to be dispelled. This cost 30 Rite points. 

Rite of the Werekind: This will drive off any werekind  for 1 strength, per level of the Healer. This cost 33 Rite Points.

Rite of the Vampire: This will drive off any Vampire for 1 strength, per level of the Healer. This cost 33 Rite Points.

Rite of Multiple Targets: This will heal multiple targets up to 20. This will heal them for 8 hit points .They must be with in 50 feet of the healer. This cost 38 rite points.

