
 

 

Quick Kishar Starting Characters 

Kishar is a system that features a lot of possible options, even for starting characters. In order to help 
people make better decisions for their initial character builds, this guide offers a number of possible 
templates for each character class. These templates do not take race into account – characters of some 
races may receive extra points to allocate. These are not presented as the only options for starting 
characters, or even the best options – simply as methods by which you might build characters of certain 
types. 

A short summary for each build is presented that explains what that build can do. Where some of the 
builds fall on the weaker side of the spectrum in terms of raw power, this is also mentioned. The powers 
are presented with summaries of their effects rather than the full rules text – consult the Core Book for 
full details.  

Kishar offers a large amount of RP-oriented backgrounds that cost XP. None of these are included in the 
character builds presented here. Adding these backgrounds to your characters may require you to not 
take other powers that are included in these starting builds. 

Note: The Favored Weapons power, which allows a character to wield all of their class’ favored 
weapons, is presented as a cost 3 power, despite only costing 2. The reason for this is that characters 
who wish to take something outside of this list as their weapon can then purchase Unusual Weapon, a 
power that costs 3, without altering the rest of the builds presented here. 
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Simplistic 

The builds presented here reflect the simplest version of several common strategies in a boffer LARP. 
For players who prefer simple over effective, or who are new to boffer LARPs, these offer the ability to 
jump right into playing Kishar with the smallest amount of things to learn. 

Tough Fighter (Warrior) – 18 points 

This build focuses purely on accumulating Hit Points, which measure how much damage your character 

can take before being rendered unconscious. This build is for a Warrior, a class that is good at 

accumulating HP. For a more complicated build with this focus, compare to the Defensive Warrior. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

40 +4 50 
 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, 2-handed Sword, 
Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed Mace. 

3 

Resilience Toughness You gain +10 Max HP. (included above) 5 

 (upgrade) You gain +10 Max HP. (included above) 10 

 

Melee Damage Dealer (Rogue) – 17 points 

This build focuses purely on increasing damage in melee. This build is for a Rogue, a class that is good at 

doing damage in melee. For a more complicated build with this focus, compare to the Dual-Wielder. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +3 20 
 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Thin Blade, Bow, Pistol Crossbow, 2-
handed Crossbow, Staff. 

3 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

 (upgrade) Increases your damage with a chosen melee weapon. 6 

Warcraft 
Two-weapon 

Fighting 
You may use an offhand weapon. 4 

 

Crafter (Chaplain) – 18 points 

For a dedicated crafting build, see the section for the Chaplain class’ crafting build.  



Adept 

Adepts are the Guardians for the path of Mind. They exemplify mind over matter. Attaining this class 
represents many long years of vigorous training. Even the simplest techniques of Body Control so stress 
mortal forms that no other class is capable of them. On the battlefield, adepts slip between their 
enemies’ blows to strike at nerve clusters and vulnerable joints. Their toughened skin and muscles 
released stored energy when needed, allowing them to push their limits. 

1. Avoidance (Adept, Rogue) 

Avoidance allows a character to reduce or negate the effectiveness of enemy attacks. A master of 

Avoidance is so difficult to strike that even surefire attacks can miss. 

2. Enervation (Adept, Shapeshifter, Warrior)  

Enervation allows a character to know precisely where to strike a foe with weapons in order to 

inflict a variety of unpleasant status effects. A master of Enervation can even cut an enemy’s 

weapon in half. 

3. Body Control (Adept) 

Body Control allows a character to hone their own form into physical perfection. They can reduce 

the strength of enemy blows or increase their own strength. A master of Body Control can perform 

superhuman feats of strength. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

20 +4 35 
 

Untouchable Fighter (Avoidance focus) – 18 points 

This build focuses purely on avoiding incoming damage. Roll with the Blow allows you to assume a 

defensive stance, and Missed Me and Parry allow you to negate several attacks each encounter, 

avoiding the damage entirely. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Axe, 2-
handed Axe, Spear, Mace, Staff. 

3 

Avoidance 
Roll with the 

Blow 
You assume a defensive stance, reducing your own damage 

to also reduce your opponents’. 
2 

Avoidance Missed Me Gain 1 Dodge per encounter. 4 

Avoidance Parry Gain 1 Parry per encounter. 3 

 (upgrade) Gain an additional Parry per encounter. 6 

 

  



Crippling Adept (Enervation focus) – 18 points 

This build focuses on inflicting status effects (harmful conditions) on your opponents. With proper 

timing and good aim, you can prevent them from fighting you and your friends effectively.  

 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Axe, 2-
handed Axe, Spear, Mace, Staff. 

3 

Enervation 
Stunning 

Strike 
Temporarily stuns your opponent, leaving them open. 4 

Enervation 
Weakness 

Strike 
Reduces your opponents’ damage. 6 

 (upgrade) Allows you to use this power more often 2 

Body Control 
Muscle 

Attunement 
Allows you to dual-wield one-handed weapons or become 

more effective with two-handed weapons. 
3 

 

Impervious Adept (Body Control focus) – 18 points 

This build focuses on making you tougher and more versatile in combat. Several powers give you 

resistance to damage, and you will not be surprised by sudden events either. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Axe, 2-
handed Axe, Spear, Mace, Staff. 

3 

Body Control Brass Skin Grants you some resistance to elemental damage. 2 

 (upgrade) Grants you additional hit points every  combat. 5 

Body Control Keen Hearing Allows you to see during Time Freezes. 2 

 (upgrade) Allows you to look around as well. 1 

Body Control Muscle 
Attunement 

Allows you to dual-wield one-handed weapons or become 
more effective with two-handed weapons. 

3 

Body Control Iron Skin Once per encounter, ignore any 1 source of damage. 2 

 

  



Battlemage 

Battlemages are the Guardians for the path of Magic. They follow an unusual path, being the only class 
in the path of Magic that train specifically for war. Battlemages enjoy a legendary reputation – their 
presence or absence, wielding the power of Control, has decided battles throughout history, and they 
are considered just as valuable to an army as heavy cavalry or siege equipment. On the battlefield they 
protect themselves with magic, fitting into formations and bolstering the fighters around them, finally 
unleashing their deadly powers when enemy lines loom before them. 

1. Brilliant Armor (Battlemage, Shapeshifter) 

Brilliant Armor allows a character to protect themselves with powerful force fields made of magic. A 

master of Brilliant Armor can protect their body against attacks from all of the four basic elements. 

2. Teamwork (Battlemage, Chaplain, Paladin)  

Teamwork allows a character to assist other characters who use Melee powers by improving the 

speed of their casting or the force of their powers. A master of Teamwork can allow their allies to re-

use expended powers. 

3. Control (Battlemage)  

Control allows a character to inflict damage and status effects on enemies in their immediate 

proximity. A master of Control can pull the weapons out of their enemies’ hands, or even make 

them explode. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

20 +4 35 
 

Bastion of Magic (Brilliant Armor focus) – 17 / 18 points 

This build represents a mage who protects themselves with magical force fields and energy shields. 

Offensive capability is limited to your weapon, but you are very resilient. 2 weapon options are 

presented to take advantage of your preferred fighting style.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, Long 
Blade, Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed 
Mace, Staff. 

3 

Brilliant 
Armor 

Force Field 
Creates a magical barrier that protects you and renews itself 

every encounter. 
6 

If you’re going to use a 1-handed weapon, take: 

Brilliant 
Armor 

Force Shield Creates a magical buckler of force that blocks melee attacks. 3 

 (upgrade) Allows the buckler to block packet spells as well. 5 

Otherwise, take: 

Brilliant 
Armor 

Strength of 
Body 

Increases your Max HP by 5. 3 

Brilliant Impervious Resist 1 attack every encounter. 4 



Armor 

 (upgrade) Additionally, heal when you use this power. 2 

 

Line Mage (Teamwork focus) – 17 points 

This build focuses on improving the effectiveness of your companions in melee combat. Two people who 

stand next to you receive damage bonuses and other benefits. As well, Stun Wave allows you to freeze 

your opponents so that your enhanced allies can make quick work of them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, Long 
Blade, Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed 
Mace, Staff. 

3 

Teamwork 
Quick 

Thinking 
You increase the speed of special melee attacks for one ally. 1 

Teamwork 
Find 

Opportunity 
You increase the damage of special melee attacks for one 

ally. 
1 

Teamwork Advice One ally gains a melee damage bonus while adjacent to you. 2 

 (upgrade) Increase the damage bonus 3 

 (upgrade) 2 allies 3 

Control Stun Wave Adjacent enemies are briefly stunned. 4 

 

Controller (Control focus) – 18 points 

This build focuses on the Battlemage powers that target all adjacent enemies. 2 weapon options are 

presented to take advantage of your preferred fighting style. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, Long 
Blade, Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed 
Mace, Staff. 

3 

Control Ice Blast Adjacent opponents take ice damage. 5 

Control Stun Wave Adjacent enemies are briefly stunned. 4 

If you’re going to use a 2-handed weapon, take: 

Brilliant 
Armor 

Force Field 
Creates a magical barrier that protects you and renews itself 

every encounter. 
6 

Otherwise, take: 

Brilliant 
Armor 

Force Shield Creates a magical buckler of force that blocks melee attacks. 3 

Brilliant 
Armor 

Strength of 
Body 

Increases your Max HP by 5. 3 

 



Chirurgeon 

Chirurgeons are the Healers for the path of Steel. Their job is a difficult one – they heal with herbs, 
potions, and bandages, rather than magic. Despite this they are quite capable, and more equipped to 
fight than other healers. In battle, chirurgeons make healing potions, throw incendiary vials at foes, and 
generally cure all manner of afflictions from their allies. 

1. Alchemy (Chirurgeon, Necromancer) 

Alchemy allows a character to convert herbs and other reagents into potion bases, which can then 

be used to create healing, damaging, or confusing potions. A master of Alchemy can transmute 

items. 

2. Resilience (Chirurgeon, Master of Arms, Paladin, Warrior)  

Resilience allows a character to become physically tougher and more resistant to damage. A master 

of Resilience can spring back from wounds that would have long before dropped lesser heroes. 

3. Field Medicine (Chirurgeon)  

Field Medicine allows a character to use their knowledge or herbs and anatomy to heal a wide range 

of problems that might affect their allies. A master of Field Medicine can even bring someone back 

from what appeared to be the brink of death. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +3 25 
 

Hybrid Alchemist (Alchemy focus) – 18 points 

This build has a little bit of in-combat healing with Healing Potion, good out-of-combat healing with 

Bandaging, and a bit of offense with Incendiary. Using a small shield and a one-handed weapon 

enhances your defenses, allowing you to stay alive to heal your allies. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, Axe, Pistol Crossbow, 2-handed 

Crossbow, Mace, Staff. 
3 

Alchemy Healing 
Potion 

Allows you to create curative potions. 2 

 (upgrade) Increases the amount the potions heal. 2 

 (upgrade) Increases the amount of potions you can create. 1 

 (upgrade) Increases the amount of potions you can create. 2 

Alchemy Incendiary 
Allows you to create an explosive potion of Alchemist’s Fire 

or acid. 
3 

Field 
Medicine 

Bandaging 
You can heal people with bandages. This power is more 

effective out of combat. 
3 

Resilience Buckler Use You may use a buckler. 2 



 

Offensive Alchemist (Alchemy focus) – 18 points 

This build focuses on making and throwing high-damage explosive potions. You can also create two 

small healing potions each combat. Wielding a small shield in one hand while throwing potions with the 

other is recommended. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, Axe, Pistol Crossbow, 2-handed 

Crossbow, Mace, Staff. 
3 

Alchemy 
Healing 
Potion 

Allows you to create curative potions. 2 

 (upgrade) Increases the amount of potions you can have. 1 

Alchemy 
Incendiary 

Allows you to create an explosive potion of Alchemist’s Fire 
or acid. 

3 

 
(upgrade) 

Allows you to have more potions at a time and to create 
them in combat. 

6 

 (upgrade) Decreases the time required to create potions. 1 

Resilience Buckler Use You may use a buckler. 2 

 

Defensive Chirurgeon (Resilience focus) – 18 points 

This build focuses on making you tougher and more resilient in combat, at the expense of having other 

options. You can use most weapons and carry a small shield. Out of combat, your bandaging provides 

decent healing. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, Axe, Pistol Crossbow, 2-handed 
Crossbow, Mace, Staff. 

3 

Resilience Toughness You gain +10 Max HP. 5 

Resilience 
Armored 
Training 

Increases the value of armor you wear. 1 

Resilience Buckler Use You can use a buckler. 2 

Resilience Deflect Once per encounter, you resist a damage call. 4 

Field 
Medicine 

Bandaging 
You can heal people with bandages. This power is more 

effective out of combat. 
3 

 

  



Medic (Field Medicine focus) – 18 points 

This build focuses on healing and removing status conditions. In-combat healing is provided by Healing 

Potion, while out-of-combat healing is covered by powerful Bandaging. Herbal Tonic removes many 

status effects and is usable instantly. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, Axe, Pistol Crossbow, 2-handed 

Crossbow, Mace, Staff. 
3 

Field 
Medicine 

Bandaging 
You can heal people with bandages. This power is more 

effective out of combat. 
3 

 (upgrade) Increases the amount your bandages heal. 2 

Field 
Medicine 

Herbal Tonic Instantly removes many status conditions. 5 

Alchemy 
Healing 
Potion 

Allows you to create curative potions. 2 

 (upgrade) Increases the amount of potions you can create. 1 

 (upgrade) Increases the amount of potions you can create. 2 

 

  



Chaplain 

Chaplains are the Savants for the path of Faith. The path of Sanctity is given to them by the gods, in 
return for their pledge of non-violence. Because they enjoy a reputation as pacifists, they often make 
excellent negotiators, walking brazenly into armies of thousands of enemies to deliver messages or 
arrange peace talks. While they do not themselves fight, chaplains will support their allies, especially if 
attacked or ambushed from surprise. Some foes simply won’t leave without a fight – they recognize this 
and do what they can to prevent their own friends from getting hurt. 

NOTE: Chaplains are less powerful than other classes in combat. They exist primarily for those who 
prefer to RP instead of fight, but wish to be helpful to others in combat. They are also an excellent 
choice for anyone who cannot fight due to health concerns or other issues, or for anyone who has never 
played in a boffer LARP before and wants to observe before taking a more active role. To compensate 
them a little for this, Chaplains receive cost reductions on certain non-combat powers. 

1. Instruction (Chaplain, Cleric, Shaman)  

Instruction allows a character to assist other characters who use ranged powers by improving the 

speed of their casting or the force of their powers. A master of Instruction can allow their allies to 

re-use expended powers. 

2. Teamwork (Battlemage, Chaplain, Paladin)  

Teamwork allows a character to assist other characters who use Melee powers by improving the 

speed of their casting or the force of their powers. A master of Teamwork can allow their allies to re-

use expended powers. 

3. Sanctity (Chaplain)  

Sanctity allows a character to benefit from the blessings of the Gods, which shield them from 

damage and other harmful effects. A master of Sanctity can extend this protection to their friends or 

unconscious allies as well. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 0 
 

Mentoring Chaplain (Instruction focus) – 18 points 

This build improves the effectiveness of a single companion in ranged combat. They receive bonuses to 

damage and casting speed. As well, two other allies receive bonuses to melee speed. You are immune to 

almost all damage by virtue of Sanctity. You have a limited amount of healing. 

Tree Power Summary Cost 

Universal First Aid Gives you very basic out-of-combat healing powers. 3 

Instruction 
Quick 

Targeting 
You increase the speed of ranged attacks for one ally. 1 

Instruction Push Your 
Limits 

You increase the damage of special ranged attacks for one 
ally. 

1 

Instruction I Increases one ally’s damage with attacks using a single 2 



Recommend… elemental type. 

Instruction 
Advice 

While standing next to you, a single ally receives a damage 
bonus to ranged attacks. 

2 

Instruction Focused Fire Once per encounter, one ally can ignore being interrupted 
while casting a ranged power. 

3 

Sanctity 
Invocation of 

Sanctuary 
Protects you from all damage. 1 

Teamwork Quick 
Thinking 

You increase the speed of special melee attacks for one ally. 1 

 (upgrade) You may now use this power on 2 allies 3 

Teamwork 
Find 

Opportunity 
You increase the damage of special melee attacks for one 

ally. 
1 

 

Line Chaplain (Teamwork focus) – 18 points 

This build focuses on improving the effectiveness of your companions in melee combat. Two people who 

stand next to you receive damage bonuses and other benefits. You are immune to almost all damage by 

virtue of Sanctity. You have a limited amount of healing. 

Tree Power Summary Cost 

Universal First Aid Gives you very basic out-of-combat healing powers. 3 

Teamwork 
Quick 

Thinking 
You increase the speed of special melee attacks for one ally. 1 

Teamwork 
Find 

Opportunity 
You increase the damage of special melee attacks for one 

ally. 
1 

 (upgrade) 2 allies 4 

Teamwork Advice One ally gains a melee damage bonus while adjacent to you. 2 

 (upgrade) Increase the damage bonus 3 

 (upgrade) 2 allies 3 

Sanctity 
Invocation of 

Sanctuary 
Protects you from all damage. 1 

 

Sheltered by the Gods (Sanctity focus) – 18 points 

This build focuses on being immune to other players and monsters. You are immune to almost all 

damage and many powerful status effects. Your only abilities, however, are limited out-of-combat 

healing. This build is very restricted but might be suited for people who wish to observe, rather than 

participate in, combats. 

Tree Power Summary Cost 

Universal First Aid Gives you very basic out-of-combat healing powers. 3 

Sanctity 
Invocation of 

Sanctuary 
Protects you from all damage. 1 

Sanctity My Feet Are 
Not Swayed 

You are immune to a certain movement-impairing status 
effect. 

4 



Sanctity My Eyes Do 
Not Shut 

You cannot be put to sleep. 4 

Sanctity I Do Not Fear You cannot be affected by the Fear status effect. 4 

Sanctity I Am Not 
Swayed 

You cannot be turned against your allies or made to attack 
anyone. 

2 

 

Influential (Universal focus) – 18 points 

This build is for players who wish to be able to influence large-scale events in the game world, and do 

not plan to ever go out adventuring. Influence gives you the ability to perform favors for friends and 

harm enemies, while Rank distinguishes you in society and Information gives you access to useful in-

game knowledge. Just in case you are ever attacked, Sanctity protects you from almost all damage. 

Tree Power Summary Cost 

Universal Influence 
Gives you access to Influence, which can be used to change 

large-scale things about the world. 
4 

 (upgrade) Increases your Influence 7 

Universal Information 
Gives you access to a reliable source of information on a 

specific subject. 
2 

Universal Rank Gives you a formal title and rank in society. 4 

Sanctity 
Invocation of 

Sanctuary 
Protects you from all damage. 1 

 

Crafter (Crafting  focus) – 18 points 

This build is for players who wish to be able to be able to create in-game items with Crafting, and do not 

plan to ever go out adventuring. Choose your preferring Crafting power(Armor, Weapons, Tattoos, or 

Art objects) and select up to 14 points of powers. Don’t forget you receive a discount on them. Just in 

case you are ever attacked, Sanctity protects you from almost all damage. 

Tree Power Summary Cost 

Crafting (any) Take up to 14 points of any combination of Crafting powers. 17 

Sanctity 
Invocation of 

Sanctuary 
Protects you from all damage. 1 

 



Cleric 

Clerics are the Healers for the path of Faith. They are foremost among the servants of the Gods. While 
others follow the path of Faith, clerics spend their time praying, tending temples or shrines, and growing 
the worship of the gods they follow, and they are well rewarded with holy power. In battle, clerics’ 
prayers mend wounds, knock their enemies from their feet, and even resurrect the dead. 

1. Healing (Cleric, Druid, Mender)  

Healing allows a character to channel magical energies into repairing wounds. A master of Healing 

can heal an ally who is nearly unconscious back to full health with a single touch. 

2. Instruction (Chaplain, Cleric, Shaman)  

Instruction allows a character to assist other characters who use ranged powers by improving the 

speed of their casting or the force of their powers. A master of Instruction can allow their allies to 

re-use expended powers. 

3. Holy Light (Cleric)  

Holy Light allows a character to draw directly on divine power, smiting their foes, curing their allies, 

or banishing undead. A master of Holy Light is even able to restore life to allies who have been well 

and truly dead for a time. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 10 
 

Single-minded Healer (Healing focus) – 18 points 

This build is for a dedicated healer – it has no offensive capability aside from your weapon. Your healing 

powers are formidable and will keep your allies in good health. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Mace, 2-handed Mace, Staff. 

3 

Healing Inner Fire Allows you to use magical healing. 3 

Healing Soothing 
Touch 

Heals an ally. 3 

 (upgrade) Increases the amount of healing. 2 

 (upgrade) Increases the amount of healing 4 

Healing Prayer of 
Healing 

Brings an ally up to exactly half their HP. 3 

 

  



Mentoring Cleric (Instruction focus) – 18 points 

This build focuses on improving the effectiveness of a single companion in ranged combat. They receive 

bonuses to damage and casting speed. As well, you have moderate healing powers to help keep your 

allies on their feet. 

 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Mace, 2-handed Mace, Staff. 

3 

Instruction 
Quick 

Targeting 
You increase the speed of ranged attacks for one ally. 1 

Instruction Push Your 
Limits 

You increase the damage of special ranged attacks for one 
ally. 

1 

Instruction I 
Recommend… 

Increases one ally’s damage with attacks using a single 
elemental type. 

2 

Instruction 
Advice 

While standing next to you, a single ally receives a damage 
bonus to ranged attacks. 

2 

Instruction Focused Fire Once per encounter, one ally can ignore being interrupted 
while casting a ranged power. 

3 

Healing Inner Fire Allows you to use magical healing. 3 

Healing Soothing 
Touch 

Heals an ally. 3 

 

Gatekeeper (Holy Light focus) – 18 points 

This build focuses on achieving Resurrection as quickly as possible. Clerics are the only characters in the 

game who can resurrect dead allies by themselves, making it a very potent power. However, you 

sacrifice the ability to heal as a starting character. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Mace, 2-handed Mace, Staff. 

3 

Holy Light Searing Light Allows you to throw packets for a small amount of damage. 2 

Holy Light Turn Damages all enemies in the area that take damage from Holy. 2 

 (upgrade) Decreases the cast time. 1 

Holy Light Resurrection Brings an ally back from the dead. 10 

 



Druid 

Druids are the Healer for the path of Nature. While others who follow the path of Nature can feel the 
pulse of life in the wilds, druids are most attuned to the natural world. Their mastery of spirits allows 
them to truly become one with all the creatures and plants. In battle, druids heal their allies, which using 
natural magic to inflict debilitating status conditions on enemies. One their foes are slain, they harvest 
the essence of their spirits, using this to fuel their powers. 

1. Healing (Cleric, Druid, Mender)  

Healing allows a character to channel magical energies into repairing wounds. A master of Healing 

can heal an ally who is nearly unconscious back to full health with a single touch. 

2. Hexing (Druid, Etherealist, Illusionist, Psionicist, Ranger)  

Hexing allows a character to use magic and woodcraft to hinder or harm all enemies they can see. A 

master of Hexing is able to deliver powerful status effects to all enemies at once, freezing them in 

their tracks. 

3. Spirit Lore (Druid)  

Spirit Lore allows a character to harvest the spirit essences of slain foes. These essences can be used 

to bolster their allies. A master of Spirit Lore can temporarily take on the aspects and powers of any 

race. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 10 
 

Single-minded Healer (Healing focus) – 18 points 

This build is for a dedicated healer – it has no offensive capability aside from your weapon. Your healing 

powers are formidable and will keep your allies in good health. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Healing Inner Fire Allows you to use magical healing. 3 

Healing Soothing 
Touch 

Heals an ally. 3 

 (upgrade) Increases the amount of healing. 2 

 (upgrade) Increases the amount of healing 4 

Healing Prayer of 
Healing 

Brings an ally up to exactly half their HP. 3 

 

  



Distracter (Hexing focus) – 17 points 

This build focuses on harassing your opponents by inflicting status effects (harmful conditions) on them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing 
Pelting 
Stones 

Does damage to all enemies in the area. 7 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

Spirit Master (Spirit Lore focus) – 18 points 

This build focuses on collecting Spirit Essences from downed foes, then using these to buff your allies. 

You have a weak offensive attack with Spirit Strike. This built also offers some RP-enhancing powers. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Spirit Lore Spirit Strike A weak packet attack. 2 

 (upgrade) Increases the damage. 3 

Spirit Lore Spirit Pouch Allows you to collect and store Spirit Essences. 1 

Spirit Lore Spirit of the 
Many 

Uses certain Spirit Essences to increase weapon damage for 
allies. 

3 

Spirit Lore Spirit of the 
Few 

Uses certain Spirit Essences to increase ranged damage for 
allies. 

3 

Spirit Lore Spirit of 
Those 

Between 
Uses certain Spirit Essences to increase HP for allies. 3 

 



Etherealist 

Etherealists are the Savants for the path of Mind. They are among the rarest of the classes, as the 
mental fortitude necessary to open gateways to the space between worlds is phenomenal. In battle, 
they use their powers to disrupt enemies, shield allies, and use the tools and tricks of Phasing to 
disappear, produce weapons from nowhere, or even cast enemies adrift in time. 

1. Hexing (Druid, Etherealist, Illusionist, Psionicist, Ranger)  

Hexing allows a character to use magic and woodcraft to hinder or harm all enemies they can see. A 

master of Hexing is able to deliver powerful status effects to all enemies at once, freezing them in 

their tracks. 

2. Shielding (Etherealist, Mender, Necromancer)  

Shielding allows a character to erect magical barriers of protection around themselves and their 

allies. A master of Shielding can even reflect harmful effects back on their opponents. 

3. Phasing (Etherealist)  

Phasing allows a character to manipulate the very fabric of space and time, creating and using poket 

dimensions. A master of Phasing can suck objects or people into the spaces between time, retrieving 

them later. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 5 
 

Distracter (Hexing focus) – 17 points 

This build focuses on harassing your opponents by inflicting status effects (harmful conditions) on them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing 
Pelting 
Stones 

Does damage to all enemies in the area. 7 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

  



Shielding Etherealist (Shielding focus) – 18 points 

This build allows you to protect 3 companions with small magical force fields. Additionally, you can 

move around safely using shadows, and deliver small magical attacks. 

 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Short Blade, Mace, Staff. 
3 

Shielding Toughen Grants one ally a protective aura. 2 

 (upgrade) Increases the amount of protection granted. 3 

 (upgrade) Increases the number of allies you can protect at once. 2 

 (upgrade) Increases the number of allies you can protect at once. 3 

Phasing Shadow Step 
Allows you to step between patches of shadow without being 

detected. 
3 

Phasing Ethereal Bolt A weak packet attack. 2 

 

Master of the Unseen (Phasing focus) – 18 points 

This build showcases the power of the Phasing tree to manipulate the battlefield, as well as including 

some powers with out-of-combat uses, such as Shadow Step. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Short Blade, Mace, Staff. 
3 

Phasing 
Shadow Step 

Allows you to step between patches of shadow without being 
detected. 

3 

Phasing Ethereal Bolt A weak packet attack. 2 

Phasing Phase Out 
Once per encounter, you can briefly remove an enemy from 

existence. 
4 

 (upgrade) Increase the duration of this effect. 2 

Phasing Swap 
Once per day, you can rearrange the position of up to 3 

enemies or allies. 
4 

 

  



Evoker 

Evokers are the Aggressors for the path of Magic. Like others who follow the path of Magic, they have 
spent many years in the study of their arts. Evokers specialize in knowing practical magic that can be 
used to contain or destroy your enemies. In battle, evokers lay down a withering fire of magical bolts, 
marking their enemies with increasingly deadly effects, as well as containing them with walls of force or 
barring them from areas with protective circles. 

1. Conjuration (Evoker, Illusionist)  

Conjuration allows a character to lay down powerful warding circles or set warning alarms. A master 

of Conjuration can create effects so powerful they become permanent. 

2. Destruction (Evoker, Psionicist, Shaman, Witch Hunter)  

Destruction allows a character to summon powerful and deadly bolts of magical force. A master of 

destruction can inflict deadly wounds with any element upon any foe in sight. 

3. Evocation (Evoker)  

Evocation allows a character to place mystical symbols called marks of torment upon their foes, 

stacking these marks until they finally unleash their power for devastating attacks. A master of 

Evocation can call upon all of the marks of torment they have placed upon all foes in the combat at 

once, potentially defeating all of them. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 5 
 

Conjurer (Conjuration focus) – 18 points 

This build focused on the ability to create walls. Walls block the movement of your enemies, and can 

provide your allies with places to take cover. Properly used, wall powers allow you great control over 

the battlefield. You can use a basic weapon if needed and have a reasonable effective damage spell. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Conjuration Force Wall 
Creates a solid wall of force that can be used to block the 

movement of physical creatures and weapons. 
2 

Conjuration Spirit Wall 
Creates a wall of spirit that can be used to block the 

movement of incorporeal creatures and spells. 
2 

Conjuration 
Elemental 

Wall 
Blocks attacks of one element and causes damage when 

touched. 
2 

 (upgrade) Reduces the cast time. 2 

Destruction Force Bolt A basic damage spell. 5 

  (upgrade) Increase the amount of spells you can hold at once. 2 



 

Spell-slinger (Destruction focus) – 18 points 

This build focuses on using thrown spells. You will be able to hold 4 spells at once, as well as use a basic 

weapon in case your opponents get too close. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Destruction Force Bolt A basic damage spell. 5 

  (upgrade) Increase the amount of spells you can hold at once. 2 

Destruction Violent 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

Destruction Subtle 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

 

Tormenter (Evocation focus) – 18 points 

This build is focuses on single-target damage. Pick one opponent, mark them as much as possible, then 

use Torment Spike to finish them off. You will need to be able to keep track of how many times you’ve 

Marked your target. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Evocation 
Mark of 
Torment 

Marks your target. 3 

 (upgrade) Adds damage to the packet strike. 2 

 (upgrade) Reduces the cast time. 2 

 (upgrade) Further reduces the cast time. 2 

Evocation 
Torment 

Spike 
A damaging spell than increases in effectiveness the more 

Marks you’ve placed on your target. 
4 

 (upgrade) Reduces the cast time. 2 

 

 

  



Illusionist 

Illusionists are the Savants for the path of Magic. Where other roles in the path of Magic use their 
talents overtly, illusionists specialize in the subtler tricks of magic. Like evokers, they can use their 
powers to contain or repulse an enemy. In battle, illusionists call forth frightening monsters and specters 
that reduce enemy morale, or use their powers of compulsion to turn enemies against themselves. 

1. Conjuration (Evoker, Illusionist)  

Conjuration allows a character to lay down powerful warding circles or set warning alarms. A master 

of Conjuration can create effects so powerful they become permanent. 

2. Hexing (Druid, Etherealist, Illusionist, Psionicist, Ranger)  

Hexing allows a character to use magic and woodcraft to hinder or harm all enemies they can see. A 

master of Hexing is able to deliver powerful status effects to all enemies at once, freezing them in 

their tracks. 

3. Charm (Illusionist)  

Charm allows a character to avoid combat and frighten or befriend foes in lieu of attacking them. A 

master of Charm can even command the minds of those they have bewitched.  

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 5 
 

Conjurer (Conjuration focus) – 18 points 

This build focused on the ability to create walls. Walls block the movement of your enemies, and can 

provide your allies with places to take cover. Properly used, wall powers allow you great control over 

the battlefield. You can use a basic weapon if needed and have access to some status effects. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Conjuration Force Wall 
Creates a solid wall of force that can be used to block the 

movement of physical creatures and weapons. 
2 

Conjuration Spirit Wall 
Creates a wall of spirit that can be used to block the 

movement of incorporeal creatures and spells. 
2 

Conjuration 
Elemental 

Wall 
Blocks attacks of one element and causes damage when 

touched. 
2 

 (upgrade) Reduces the cast time. 2 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

  



Distracter (Hexing focus) – 17 points 

This build focuses on harassing your opponents by inflicting status effects (harmful conditions) on them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing 
Pelting 
Stones 

Does damage to all enemies in the area. 7 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

Mesmer (Charm focus) – 18 points 

This build is heavily focused on role-play potential and defense. You can change your appearance and 

charm your opponents into sometimes telling you things they normally wouldn’t. In combat, you can use 

a basic weapon or one of several powers that confer protection against attack. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Thin 

Blade, Staff. 
3 

Charm 
Token of 

Friendship 
Enchants someone who accepts a small object from you, 
making them more likely to like you or answer questions. 

2 

Charm Illusory Guise You may appear in disguise, even as another race. 2 

 (upgrade) Increases the duration of your disguise. 1 

Charm 
Conjured 

Terror 
This illusion protects you by frightening your enemies. 3 

Charm 
Illusory 

Shackles 
Weakens an opponent. 2 

 (upgrade) 
Decreases the time before you are able to use this power 

again. 
1 

Charm 
Guise of 
Terror 

This improved illusion is more reliable at protecting you 
against attackers. 

4 

 

 

  



Master of Arms 

Masters of Arms are the Aggressors for the path of Steel. Of all those who follow this path, Masters of 
Arms become truly one with their weapons. Tough enough to fight in the front lines, they have training 
for all possible circumstances. In battle, masters of arms wield a wide assortment of weapons to deadly 
effect, adapting to current conditions. 

1. Resilience (Chirurgeon, Master of Arms, Paladin, Warrior)  

Resilience allows a character to become physically tougher and more resistant to damage. A master 

of Resilience can spring back from wounds that would have long before dropped lesser heroes. 

2. Warcraft (Master of Arms, Ranger, Rogue, Witch Hunter)  

Warcraft allows a character to master the general use of melee weapons, even using two of them at 

once. A master of Warcraft can slay a foe with a single blow. 

3. Weapon Mastery (Master of Arms)  

Weapon Mastery allows a character to gain deadly proficiency with all types of weapons.  A master 

of Weapon Mastery cannot be disarmed of their chosen weapon.  

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +3 25 
 

Defensive Master of Arms (Resilience focus) – 18 points 

This build focuses purely on making you tougher and more resilient in combat, at the expense of having 

other options. If enemies turn their back on your, use your Backstab to get increased damage. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use all weapons. 3 

Resilience Toughness You gain +10 Max HP. 5 

Resilience 
Armored 
Training 

Increases the value of armor you wear. 1 

Resilience Buckler Use You can use a buckler. 0 

Resilience 
Defensive 
Training 

Fighting defensively, you do less damage but take less 
damage from enemy attacks. 

2 

Resilience Deflect Once per encounter, you resist a damage call. 4 

Warcraft Backstab Gain a damage bonus when fighting a target from behind. 3 

 

  



Dual-wielder (Warcraft focus) – 17 points 

This build focuses on using two melee weapons. You do increased damage with both of them. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use all weapons. 3 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

Warcraft 
Two-weapon 

Fighting 
You may use an offhand weapon. 4 

  (upgrade) Increases your damage with your offhand weapon. 3 

Warcraft Backstab You gain a damage bonus when behind your opponent. 3 

 

Defensive Master (Weapon Mastery focus) – 17 points 

This build focuses on using slashing weapons in a defensive fighting style, coupled with a small shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use all weapons. 3 

Weapon 
Mastery 

Slashing 
Mastery 

Increases your damage with slashing weapons. 6 

Weapon 
Mastery 

Steel Wall 
Drastically reduce incoming melee damage by adopting a 

stance of total defense. 
5 

Resilience Buckler Use You can use a buckler. 2 

Resilience 
Armored 
Training 

Increases the value of armor you wear. 1 

 

Spearmaster (Weapon Mastery focus) – 18 points 

This build focuses on using a 2-handed piercing weapon to decimate individual opponents. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use all weapons. 3 

Weapon 
Mastery 

Piercing 
Mastery 

Increases your damage with piercing weapons. 6 

Weapon 
Mastery 

Spot 
Weakness 

Adds damage to a single melee strike. 2 

 (upgrade) Adds additional damage. 2 

Weapon 
Mastery 

Assess Foe 
Once per day, all of your weapon attacks against a single foe 

ignore their defenses, including shields. 
5 

 

  



Alley Thug (Weapon Mastery focus) – 18 points 

This build focuses on using bashing weapons to subdue opponents quickly. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use all weapons. 3 

Weapon 
Mastery 

Bashing 
Mastery 

Increases your damage with bashing weapons. 6 

Weapon 
Mastery 

Knockout 
Allows you to knock out or stun an opponent once per 

encounter. 
5 

If you’re going to use a 2-handed weapon, take: 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

Otherwise, take: 

Resilience Buckler Use You can use a buckler. 2 

Weapon 
Mastery 

(upgrade to 
Knockout) 

Improves your ability to stun or knockout foes. 2 

 

 

  



Mender 

Menders are the Healers for the path of Mind. The turn the vast gifts of their intellect into a means of 
protecting and caring for those around them. Many menders are or become monks. Some of these 
practice ascetic paths, but not all. In battle, menders tend wounds, but put just as much effort into 
making sure their friends are protected by magical auras. Their inner attunement to the world as a 
whole grants them glimpses of the future, especially where danger is concerned. 

1. Healing (Cleric, Druid, Mender)  

Healing allows a character to channel magical energies into repairing wounds. A master of Healing 

can heal an ally who is nearly unconscious back to full health with a single touch. 

2. Shielding (Etherealist, Mender, Necromancer)  

Shielding allows a character to erect magical barriers of protection around themselves and their 

allies. A master of Shielding can even reflect harmful effects back on their opponents. 

3. Precognition (Mender)  

Precognition allows a character to extend their senses a small way into the future, gaining insight 

into dangers ahead or giving valuable advice to allies. A master of Precognition can sense danger, 

allowing their allies to escape ambushes or spring their own. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 10 
 

Single-minded Healer (Healing focus) –18 points 

This build is for a dedicated healer – it has no offensive capability aside from your weapon. Your healing 

powers are formidable and will keep your allies in good health. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, 2-handed Mace, Staff. 
3 

Healing Inner Fire Allows you to use magical healing. 3 

Healing 
Soothing 

Touch 
Heals an ally. 3 

 (upgrade) Increases the amount of healing. 2 

 (upgrade) Increases the amount of healing 4 

Healing Prayer of 
Healing 

Brings an ally up to exactly half their HP. 3 

 

  



Shielding Mender (Shielding focus) – 18 points 

This build focuses purely on supporting your allies. You can protect 2 companions with small magical 

force fields, and you have decent healing with Soothing Touch. This build is very defensive, and has 

somewhat limited initial options. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, 2-handed Mace, Staff. 
3 

Shielding Toughen Grants one ally a protective aura. 2 

 (upgrade) Increases the amount of protection granted. 3 

 (upgrade) Increases the number of allies you can protect at once. 2 

Healing Inner Fire Allows you to use magical healing. 3 

Healing 
Soothing 

Touch 
Heals an ally. 3 

 (upgrade) Increases the amount of healing. 2 

 

Seer (Precognition focus) – 18 points 

This build has a slate of abilities for predicting the future in various ways, as well as a large amount of 

powers that encourage or further RP goals. You have a limited attack power and moderate buffs to give 

to allies. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, 2-handed Mace, Staff. 
3 

Precognition Guidance 
Allows you to consult a Marshal for answers to questions 

about future actions. 
3 

Precognition Weal and 
Woe 

Allows you to tell your allies fortunes, with a good chance of 
increasing their damage in combat. 

1 

Precognition I Forsee… Allows you to predict things about future combat encounters. 2 

Precognition Nudge Fate A weak packet attack. 2 

Precognition Fortunate 
Moment 

Gives one ally a large damage bonus on a single attack in the 
next combat. 

5 

Shielding Toughen Grants one ally a protective aura. 2 

 

  



Necromancer 

Necromancers are the Healers for the path of Magic. Like chirurgeons, necromancers follow an unusual 
path to healing. While they share the same ability to refine herbs into potions, necromancers focus on 
more aggressive means of protecting their friends. In battle, they place powerful magical shields on 
them, using the bodies of slain foes to call undead minions to do battle for them, then using the energy 
of these spirits to heal wounds. 

1. Alchemy (Chirurgeon, Necromancer) 

Alchemy allows a character to convert herbs and other reagents into potion bases, which can then 

be used to create healing, damaging, or confusing potions. A master of Alchemy can transmute 

items. 

2. Shielding (Etherealist, Mender, Necromancer)  

Shielding allows a character to erect magical barriers of protection around themselves and their 

allies. A master of Shielding can even reflect harmful effects back on their opponents. 

3. Necromancy (Necromancer)  

Necromancy allows a character to summon and control the undead, using the bodies of the slain as 

a resource. A master of Necromancy can summon powerful and deadly creatures such as Revenants 

and Wraiths. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 10 
 

Healing Alchemist (Alchemy focus) – 18 points 

This build focuses on producing healing potions, which you can instantly apply to allies. You can also 

remove some status conditions. You may choose one potion each encounter to stabilize – allowing you 

to give it to an ally to use. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, Staff. 
3 

Alchemy Stabilizer Allows you to give potions to other people to use. 3 

Alchemy Healing 
Potion 

Allows you to create curative potions. 2 

 (upgrade) Increases the amount the potions heal. 2 

 (upgrade) Increases the amount of potions you can create. 1 

 (upgrade) Increases the amount of potions you can create. 2 

 (upgrade) Increases the amount of potions you can create. 3 

Alchemy Restorative 
Potion 

Creates a potion that removes some status conditions. 2 



 

Offensive Alchemist (Alchemy focus) – 18 points 

This build focuses on one thing – making and throwing high-damage explosive potions. You can also 

create one small healing potion each combat. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, Staff. 
3 

Alchemy 
Healing 
Potion 

Allows you to create curative potions. 2 

Alchemy 
Incendiary 

Allows you to create an explosive potion of Alchemist’s Fire 
or acid. 

3 

 
(upgrade) 

Allows you to have more potions at a time and to create 
them in combat. 

6 

 (upgrade) Decreases the time required to create potions. 1 

 (upgrade) Increases the damage done. 3 

 

Shielding Necromancer (Shielding focus) – 18 points 

This build focuses purely on supporting your allies. You can protect 3 companions with small magical 

force fields, and you can create and use 3 small healing potions each combat. This build is very 

defensive, and has somewhat limited initial options. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, Staff. 
3 

Shielding Toughen Grants one ally a protective aura. 2 

 (upgrade) Increases the amount of protection granted. 3 

 (upgrade) Increases the number of allies you can protect at once. 2 

 (upgrade) Increases the number of allies you can protect at once. 3 

Alchemy 
Healing 
Potion 

Allows you to create curative potions. 2 

 (upgrade) Increases the amount of potions you can create. 1 

 (upgrade) Increases the amount of potions you can create. 2 

 

  



Summoner (Necromancy focus) – 17 points 

This build focuses on summoning and enhancing zombies. You’ll need to wait for your allies to 

incapacitate an opponent before you can convert them into a zombie, but your creation will be sure to 

help finish off any remaining foes. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, Staff. 
3 

Necromancy 
Undead 
Mastery 

You can control summoned undead. 3 

Necromancy Create 
Zombie 

You can create and control zombies. 5 

Necromancy 
Acid Claws 

Your first summoned zombie each encounter gains a 
powerful damage bonus. 

6 

 

Necromantic Healer (Necromancy focus) – 18 points 

This build creates zombies which are not as powerful as the Summoner’s. However, in the aftermath of 

combat, you bring powerful healing as well, using your control over life and death to restore vitality to 

your allies. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Mace, Staff. 
3 

Necromancy 
Undead 
Mastery 

You can control summoned undead. 3 

Necromancy Create 
Zombie 

You can create and control zombies. 5 

Necromancy Soul Infusion 
You can destroy undead or dead bodies to heal your 

companions. 
3 

 (upgrade) Increases the amount healed. 2 

 (upgrade) 
Increases the amount of times this power can be used per 

encounter. 
2 

 

  



Paladin 

Paladins are the Guardians for the path of Faith. As with clerics, to be a paladin is to embrace the 
understanding that your life belongs to the gods. However, where clerics are called to tend wounds or 
convert others to the cause, paladins give their life to holy battle – to finding the enemies of their cause 
and destroying them. They move when and where the gods send them, according to callings only they 
can feel. Most take strict vows of conduct, but these vary from deity to deity. In battle, paladins protect 
the weak, placing blessings upon their shields, coaxing their allies to fight at their fullest, and calling 
upon holy protections to allow them to fulfill their purpose. 

1. Resilience (Chirurgeon, Master of Arms, Paladin, Warrior)  

Resilience allows a character to become physically tougher and more resistant to damage. A master 

of Resilience can spring back from wounds that would have long before dropped lesser heroes. 

2. Teamwork (Battlemage, Chaplain, Paladin)  

Teamwork allows a character to assist other characters who use Melee powers by improving the 

speed of their casting or the force of their powers. A master of Teamwork can allow their allies to re-

use expended powers. 

3. Divine Protection (Paladin)  

Divine Protection allows a character to protect themselves or a designated charge with special 

blessings, ensuring their survival. A master of Divine Protection can draw so deeply on the divine 

that they become briefly immune to all damage. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

20 +4 40 
 

Defensive Paladin (Resilience focus) – 18 points 

This build focuses purely on making you tougher and more resilient in combat, at the expense of having 

other options. You can use most weapons and carry a shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, 2-handed Sword, Axe, 2-handed Axe, 
Polearm, Mace, 2-handed Mace, Staff. 

3 

Resilience Toughness You gain +10 Max HP. 5 

Resilience Buckler Use You can use a buckler. 0 

Resilience 
Defensive 
Training 

Fighting defensively, you do less damage but take less 
damage from enemy attacks. 

2 

Resilience Deflect Once per encounter, you resist a damage call. 4 

Divine 
Protection 

Shield Use You can use a shield. 4 

 



Line Paladin (Teamwork focus) – 18 points 

This build focuses on improving the effectiveness of your companions in melee combat. Two people who 

stand next to you receive damage bonuses and other benefits. You can use most weapons and carry a 

shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, Long 
Blade, Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed 
Mace, Staff. 

3 

Teamwork 
Quick 

Thinking 
You increase the speed of special melee attacks for one ally. 1 

Teamwork 
Find 

Opportunity 
You increase the damage of special melee attacks for one 

ally. 
1 

Teamwork Advice One ally gains a melee damage bonus while adjacent to you. 2 

 (upgrade) Increase the damage bonus 3 

 (upgrade) 2 allies 3 

Divine 
Protection 

Shield Use You can use a shield. 4 

Resilience Buckler Use You can use a buckler. 0 

Resilience 
Armored 
Training 

Increases the value of your armor. 1 

 

Holy Warrior (Divine Protection focus) – 18 points 

This build focuses on the thematic powers of being a paladin. You have increased resilience through self-

healing and holy armor, and your shield resists being broken due to its holy blessing. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Dagger, 
Short Blade, Long Blade, Thin Blade, 2-handed Sword, Axe, 2-
handed Axe, Spear, Polearm, Mace, 2-handed Mace. 

3 

Divine 
Protection 

Shield Use You can use a shield. 4 

Divine 
Protection 

Blessing 
This power protects your shield or weapon from being 

destroyed. 
3 

Divine 
Protection 

Holy Vow This power grants you limited self-healing. 3 

Divine 
Protection 

Oath of 
Protection 

You place a Mark of Protection on an ally. 1 

Divine 
Protection 

Sacred 
Vengeance 

You receive a large damage bonus if your Marked ally is 
down. 

1 

Divine 
Protection 

Armor of 
Faith 

You gain a protective aura. 3 

Resilience Buckler Use You can use a buckler. 0 

 



Psionicist 

Psionicists are the Aggressors for the path of Mind. Like etherealists, these are rare warriors – those who 
have gained some measure of ability to tap into the primordial chaos between worlds. Unlike 
etherealists, psionicists channel this power directly, if unpredictably, into harming their foes. In battle, 
they produce deadly blasts of magic, hinder their opponents with debilitating conditions, and unleash 
raw chaos. 

1. Destruction (Evoker, Psionicist, Shaman, Witch Hunter)  

Destruction allows a character to summon powerful and deadly bolts of magical force. A master of 

destruction can inflict deadly wounds with any element upon any foe in sight. 

2. Hexing (Druid, Etherealist, Illusionist, Psionicist, Ranger)  

Hexing allows a character to use magic and woodcraft to hinder or harm all enemies they can see. A 

master of Hexing is able to deliver powerful status effects to all enemies at once, freezing them in 

their tracks.  

3. Chaos (Psionicist)  

Chaos allows a character to harness the ever-present power of the chaotic energies that lurk 

between worlds. Chaos is unpredictable in the extreme – even a master of Chaos cannot know the 

full scope of their attacks until they unleash them upon their hapless enemies. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 5 
 

Spell-slinger (Destruction focus) – 18 points 

This build focuses on using thrown spells. You will be able to hold 4 spells at once, as well as use a basic 

weapon in case your opponents get too close. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Destruction Force Bolt A basic damage spell. 5 

  (upgrade) Increase the amount of spells you can hold at once. 2 

Destruction Violent 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

Destruction Subtle 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

 

  



Distracter (Hexing focus) – 17 points 

This build focuses on harassing your opponents by inflicting status effects (harmful conditions) on them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing 
Pelting 
Stones 

Does damage to all enemies in the area. 7 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

Entropist (Chaos focus) – 18 points 

This build uses the power of Chaos to enhance your melee weapon and your ranged spells. While its 

damage is not high, your Chaos Spike automatically hits at range. You will be able to hold 3 spells at 

once, as well as use a basic weapon in case your opponents get too close. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 

Staff. 
3 

Chaos 
Chaos 

Attunement 
Allows you to wield the power of Chaos. 1 

Chaos 
Channel 
Violent 
Chaos 

Adds chaotic damage to your melee weapon attacks or 
ranged packet spells. 

1 

Chaos Chaos Spike A chaotic ranged attack. 3 

Destruction Force Bolt A powerful ranged packet attack. 5 

 (upgrade) Increases the amount of spells you can precast. 2 

 (upgrade) Increases the amount of spells you can precast. 3 

 

  



Ranger 

Rangers are the Aggressors for the path of Nature. They usually hail from races with some connection to 
the wild lands. Unlike others who follow the path of Nature, rangers take it upon themselves to guard 
the borders between the wilds and civilization, rendering aid to those in need and removing any threats 
to the natural environment. They do as they see fit, rarely accountable to any master other than their 
own inner sense of what is right. In battle, they set snares to trap foes, and wield both melee and ranged 
weapons with amazing precision. 

1. Hexing (Druid, Etherealist, Illusionist, Psionicist, Ranger)  

Hexing allows a character to use magic and woodcraft to hinder or harm all enemies they can see. A 

master of Hexing is able to deliver powerful status effects to all enemies at once, freezing them in 

their tracks. 

2. Warcraft (Master of Arms, Ranger, Rogue, Witch Hunter)  

Warcraft allows a character to master the general use of melee weapons, even using two of them at 

once. A master of Warcraft can slay a foe with a single blow. 

3. Archery (Ranger) 

Archery allows a character to master the use of a bow or Pistol Crossbow, 2-handed Crossbow. In 

the hands of a master Archer, a bow is a tool so precise no enemy can escape their fire. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +3 20 
 

Distracter (Hexing focus) – 17 points 

This build focuses on harassing your opponents by inflicting status effects (harmful conditions) on them.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

2-handed Axe, Staff. 
3 

Hexing Angry Wasp Allows you to inflict Fear on an enemy. 3 

Hexing 
Pelting 
Stones 

Does damage to all enemies in the area. 7 

Hexing Jolt Allows you to weaken or stun an enemy. 4 

 

  



Dual-wielder (Warcraft focus) – 17 points 

This build focuses on using two melee weapons. You do increased damage with both of them. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Axe, Bow, Pistol Crossbow, 

2-handed Crossbow, Mace, Staff. 
3 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

Warcraft 
Two-weapon 

Fighting 
You may use an offhand weapon. 4 

  (upgrade) Increases your damage with your offhand weapon. 3 

Warcraft Backstab You gain a damage bonus when behind your opponent. 3 

 

Master Archer (Archery focus) – 18 points 

This build focuses on increasing your damage with projectile weapons. While you have some tricks to 

pull out when an enemy closes with you, be sure to also pick up a melee weapon as a backup. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Axe, Bow, Pistol Crossbow, 

2-handed Crossbow, Mace, Staff. 
3 

Archery Aimed Shot 
Increases your damage with projectile weapons when you 

take careful aim. 
3 

Archery Piercing Shot Increases projectile damage. 3 

Archery 
Point Blank 

Shot 
Allows you to automatically hit when at very close ranges. 2 

Archery Accuracy Increases your base damage with projectile weapons. 3 

 (upgrade) Increases your base damage further 4 

 

 

  



Rogue 

Rogues are the Savants for the path of Steel. Most rogues are found in civilization – the larger the city, 
the better. While others who follow the path of Steel specialize in open military conflict, rogues are at 
their best striking from the shadows, disabling an unsuspecting opponent before fleeing back into the 
night. While most rogues take up the profession for personal profit, others specialize in using their 
talents for good – these are often called thief-catchers, and are frequently employed by reputable 
elements of society. In battle, rogues slip inside an opponent’s guard, striking them in vulnerable places, 
or quickly open locks and disarm traps to allow their allies to enter an enemy stronghold undetected. 

1. Avoidance (Adept, Rogue) 

Avoidance allows a character to reduce or negate the effectiveness of enemy attacks. A master of 

Avoidance is so difficult to strike that even surefire attacks can miss. 

2. Warcraft (Master of Arms, Ranger, Rogue, Witch Hunter)  

Warcraft allows a character to master the general use of melee weapons, even using two of them at 

once. A master of Warcraft can slay a foe with a single blow. 

3. Thievery (Rogue)  

Thievery allows a character to pick locks, disarm traps, or steal small objects easily. A master of 

Thievery can open even magical locks with ease. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +3 20 
 

Untouchable Fighter (Avoidance focus) – 18 points 

This build focuses purely on avoiding incoming damage. Roll with the Blow allows you to assume a 

defensive stance, and Missed Me and Parry allow you to negate several attacks each encounter, 

avoiding the damage entirely. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Thin Blade, Bow, Pistol Crossbow, 2-
handed Crossbow, Staff. 

3 

Avoidance 
Roll with the 

Blow 
You assume a defensive stance, reducing your own damage 

to also reduce your opponents’. 
2 

Avoidance Missed Me Gain 1 Dodge per encounter. 4 

Avoidance Parry Gain 1 Parry per encounter. 3 

 (upgrade) Gain an additional Parry per encounter. 6 

 

  



Dual-wielder (Warcraft focus) – 17 points 

This build focuses on using two melee weapons. You do increased damage with both of them. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Thin Blade, Bow, Pistol Crossbow, 2-
handed Crossbow, Staff. 

3 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

Warcraft 
Two-weapon 

Fighting 
You may use an offhand weapon. 4 

  (upgrade) Increases your damage with your offhand weapon. 3 

Warcraft Backstab You gain a damage bonus when behind your opponent. 3 

 

Master Thief (Thievery focus) – 18 points 

This build focuses on all of the abilities that make good thieves. You can open locks, find and disarm 

traps, pick pockets, and confuse opponents with verbal barbs 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Thin Blade, Bow, Pistol Crossbow, 2-
handed Crossbow, Staff. 

3 

Thievery Open Lock Allows you to open locks. 1 

Thievery Pick Pocket Allows you to pick pockets 2 

Thievery Find Trap Allows you to find traps. 2 

Thievery Disarm Trap Allows you to disarm traps. 2 

Thievery Fast Talk Stuns an opponent with witty dialogue. 5 

Thievery Wrist Strike Disarms your opponent. 3 

  



Shaman 

Shamans are the Savants for the path of Nature. To them, the world was birthed from the first elements, 
and it is these four elements they still revere. Some shamans pursue a single element above all others, 
using attunements to master it. Others believe they must master all, bringing them into balance, in 
order to make their way in the world. In battle, shamans fling powerful magical bolts, showing others 
how to best target their foes. While exposed to their chosen elements, shamans are especially powerful. 

1. Destruction (Evoker, Psionicist, Shaman, Witch Hunter)  

Destruction allows a character to summon powerful and deadly bolts of magical force. A master of 

destruction can inflict deadly wounds with any element upon any foe in sight. 

2. Instruction (Chaplain, Cleric, Shaman)  

Instruction allows a character to assist other characters who use ranged powers by improving the 

speed of their casting or the force of their powers. A master of Instruction can allow their allies to 

re-use expended powers. 

3. Elementalism (Shaman)  

Elementalism allows a character to truly master the elements, by extracting and using the power of 

elemental cores. A master of Elementalism can produce powerful blasts of the elements, decimating 

foes around them. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

10 +2 5 
 

Spell-slinger (Destruction focus) – 18 points 

This build focuses on using thrown spells. You will be able to hold 4 spells at once, as well as use a basic 

weapon in case your opponents get too close. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

Mace, Staff. 
3 

Destruction Force Bolt A basic damage spell. 5 

  (upgrade) Increase the amount of spells you can hold at once. 2 

Destruction Violent 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

Destruction Subtle 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

 

  



Mentoring Shaman (Instruction focus) – 18 points 

This build focuses on improving the effectiveness of a single companion in ranged combat. They receive 

bonuses to damage and casting speed. As well, you have moderate damaging power with Force Bolt. 

 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

Mace, Staff. 
3 

Instruction 
Quick 

Targeting 
You increase the speed of ranged attacks for one ally. 1 

Instruction Push Your 
Limits 

You increase the damage of special ranged attacks for one 
ally. 

1 

 (upgrade) Increase the damage bonus. 1 

Instruction I 
Recommend… 

Increases one ally’s damage with attacks using a single 
elemental type. 

2 

Instruction 
Advice 

While standing next to you, a single ally receives a damage 
bonus to ranged attacks. 

2 

Instruction Focused Fire Once per encounter, one ally can ignore being interrupted 
while casting a ranged power. 

3 

Destruction Force Bolt A basic damage spell. 5 

 

Elemental Caster (Elementalism focus) – 18 points 

This build focuses on dealing damage. You can harvest elemental cores from foes connected to the 

elements and spend them to do damage, or use your Force Bolt when elemental cores are not available. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, Axe, 

Mace, Staff. 
3 

Elementalism Elemental 
Extraction 

You can harvest and store elemental cores. 2 

 (upgrade) Lowers cast time. 1 

Elementalism Elemental 
Spike 

You can spent elemental cores to do damage that 
automatically hits. 

3 

Destruction Force Bolt A basic damage spell. 5 

Destruction Violent 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

 



Shapeshifter 

Shapeshifters are the Guardians for the path of Nature. Shapeshifting is first mentioned as a gift that 
was carried by blood, with those in a direct lineage sharing the power. These days, shapeshifting is 
something that is bestowed by an animal totem to those who have proven themselves worthy of 
fighting to protect nature and their allies. While each animal totem has its own desires in the world, 
they all bestow similar powers upon these protectors. In battle, magical energies flow into the 
shapeshifter, protecting them from harm. Their swords or claws strike with precision and ferocity. As 
their anger at their enemies grows, they become more powerful, taking on aspects of the animal totem. 

1. Brilliant Armor (Battlemage, Shapeshifter) 

Brilliant Armor allows a character to protect themselves with powerful force fields made of magic. A 

master of Brilliant Armor can protect their body against attacks from all of the four basic elements. 

2. Enervation (Adept, Shapeshifter, Warrior)  

Enervation allows a character to know precisely where to strike a foe with weapons in order to 

inflict a variety of unpleasant status effects. A master of Enervation can even cut an enemy’s 

weapon in half. 

3. Shapeshifting (Shapeshifter)  

Shapeshifting allows a character to tap into their inner anger, manifesting traits of animals and even 

changing their very shape to better battle their enemies. A master of Shapeshifting has so finely 

honed these powers that their anger sustains them in battle, even when their wounds would have 

dropped them. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

20 +4 35 
 

Bastion of Magic (Brilliant Armor focus) – 17 / 18 points 

This build represents a mage who protects themselves with magical force fields and energy shields. 

Offensive capability is limited to your weapon, but you are very resilient. 2 weapon options are 

presented to take advantage of your preferred fighting style.  

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Short Blade, Axe, 2-handed Axe, Polearm, Staff. 

3 

Brilliant 
Armor 

Force Field 
Creates a magical barrier that protects you and renews itself 

every encounter. 
6 

If you’re going to use a 1-handed weapon, take: 

Brilliant 
Armor 

Force Shield Creates a magical buckler of force that blocks melee attacks. 3 

 (upgrade) Allows the buckler to block packet spells as well. 5 

Otherwise, take: 

Brilliant 
Armor 

Strength of 
Body 

Increases your Max HP by 5. 3 



Brilliant 
Armor 

Impervious Resist 1 attack every encounter. 4 

 (upgrade) Additionally, heal when you use this power. 2 

 

Crippling Shifter (Enervation focus) – 18 points 

This build focuses on inflicting status effects (harmful conditions) on your opponents. With proper 

timing and good aim, you can prevent them from fighting you and your friends effectively. You can use 

an energy shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Short Blade, Axe, 2-handed Axe, Polearm, Staff. 

3 

Enervation 
Stunning 

Strike 
Temporarily stuns your opponent, leaving them open. 4 

Enervation 
Weakness 

Strike 
Reduces your opponents’ damage. 6 

 (upgrade) Allows you to use this power more often 2 

Brilliant 
Armor 

Force Shield Creates a magical buckler of force that blocks melee attacks. 3 

 

Raging Beast (Shapeshifting focus) – 18 points 

This build focuses on gaining Rage, which is spent to power Aspect of the Protector, which raises your 

HP. You will need to manage your Rage carefully – reaching your maximum activates Aspect of the 

Destroyer, a berserk state in which you may attack allies. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 
Allows you to use any of the following weapons: Dagger, 
Short Blade, Axe, 2-handed Axe, Polearm, Staff. 

3 

Shapeshifting Rage Allows you to tap into your inner Rage. 2 

 (upgrade) Increases max Rage. 2 

Shapeshifting First Blood Gives you Rage when you are wounded. 2 

Shapeshifting Constant 
Fury 

Gives you Rage at the start of any combat. 3 

Shapeshifting Aspect of the 
Destroyer 

A berserk state you enter if you ever reach your Rage cap. 0 

Shapeshifting Aspect of the 
Protector 

A powerful Defensive boost that uses Rage. 6 

 



Warrior 

Warriors are the Guardians for the path of Steel. While this trade is a common one in the world, 
requiring little in the way or tools or training to begin learning, only a few ever truly master it. Warriors 
are the soldiers and commanders of great armies, using their knowledge of battlefield tactics to achieve 
surprising victories. In battle, warriors organize and direct combats, using their armor, inherent 
resilience, and knowledge of debilitating strikes to lead their side to victory. 

1. Enervation  (Adept, Etherealist, Shapeshifter, Warrior)  

Enervation allows a character to know precisely where to strike a foe with weapons in order to 

inflict a variety of unpleasant status effects. A master of Enervation can even cut an enemy’s 

weapon in half. 

2. Resilience (Chirurgeon, Master of Arms, Paladin, Warrior)  

Resilience allows a character to become physically tougher and more resistant to damage. A master 

of Resilience can spring back from wounds that would have long before dropped lesser heroes. 

3. Command (Warrior)  

Command allows a character to focus and direct the use of Battle Formations. A master of 

Command is a tactician without equal, able to issue effective orders in the middle of a battlefield. 

Health and Armor 

Starting Max HP HP per Level Max Armor 

20 +4 50 
 

Crippling Warrior (Enervation focus) – 18 points 

This build focuses on inflicting status effects (harmful conditions) on your opponents. With proper 

timing and good aim, you can prevent them from fighting you and your friends effectively. You can use 

most weapons and carry a shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, 2-handed Sword, 
Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed Mace. 

3 

Enervation 
Stunning 

Strike 
Temporarily stuns your opponent, leaving them open. 4 

Enervation 
Weakness 

Strike 
Reduces your opponents’ damage. 6 

 (upgrade) Allows you to use this power more often 2 

Command Shield Use You can use a shield. 3 

Resilience Buckler Use You can use a buckler. 0 

 

  



Defensive Warrior (Resilience focus) – 18 points 

This build focuses purely on making you tougher and more resilient in combat, at the expense of having 

other options. You can use most weapons and carry a shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, 2-handed Sword, 
Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed Mace. 

3 

Resilience Toughness You gain +10 Max HP. 5 

Resilience 
Armored 
Training 

Increases the value of armor you wear. 1 

Resilience Buckler Use You can use a buckler. 0 

Resilience 
Defensive 
Training 

Fighting defensively, you do less damage but take less 
damage from enemy attacks. 

2 

Resilience Deflect Once per encounter, you resist a damage call. 4 

Command Shield Use You can use a shield. 3 

 

Tactician (Command focus) – 18 points 

This build focuses on using tactical tools called Battle Formations. Normally, at least two people on the 

Path of Steel must be present to use these, but with this build, you can use them even if you normally 

couldn’t. Additionally, you can temporarily increase your allies’ ability to do damage. You can use most 

weapons and carry a shield. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, 2-handed Sword, 
Axe, 2-handed Axe, Spear, Polearm, Mace, 2-handed Mace. 

3 

Resilience Buckler Use You can use a buckler. 0 

Command Shield Use You can use a shield. 3 

Command Battle Master You can use Battle Formations by yourself. 1 

 (upgrade) Additionally, gain an additional formation point. 5 

Command Battle Cry You can increase your allies’ damage. 3 

Command Reform 
Once per encounter, you may call a brief Hold to reform your 

allies. 
3 

 

  



Witch Hunter 

Witch Hunters are the Aggressors for the path of Faith. Of all those who follow the path of Faith, witch 
hunters consider themselves to be the most devoted, and certainly, they are the rarest. While paladins 
are charge with leading fights against evil, and clerics with converting the masses to the worship of their 
god, witch hunters are sent in great danger, often alone, to find and purge the worst corruptions of the 
world. In battle, they wield deadly magical energies and whirling blades with equal skill, purging the 
battle field of Corrupted beings with holy fire. Against undead and demons they are peerless. 

1. Destruction (Evoker, Psionicist, Shaman, Witch Hunter)  

Destruction allows a character to summon powerful and deadly bolts of magical force. A master of 

destruction can inflict deadly wounds with any element upon any foe in sight. 

2. Warcraft (Master of Arms, Ranger, Rogue, Witch Hunter)  

Warcraft allows a character to master the general use of melee weapons, even using two of them at 

once. A master of Warcraft can slay a foe with a single blow. 

3. Righteousness (Witch Hunter)  

Righteousness allows a character to sense the taint of Corrupted beings, as well as use their 

weapons to best effect against them. A master of Righteousness can cut through any armor, shield, 

or sorcery wielded by Corrupt beings to strike them down.  

Health and Armor 

Starting Max HP HP per Level Max Armor 

15 +2 20 
 

Spell-slinger (Destruction focus) – 18 points 

This build focuses on using thrown spells. You will be able to hold 4 spells at once, as well as use a melee 

weapon in case your opponents get too close. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, Pistol Crossbow, 

2-handed Crossbow, Spear, Polearm, Mace, Staff. 
3 

Destruction Force Bolt A basic damage spell. 5 

  (upgrade) Increase the amount of spells you can hold at once. 2 

Destruction Violent 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

Destruction Subtle 
Increases the amount of spells you can hold at once AND 

what kind of damage they can do. 
4 

 

  



Dual-wielder (Warcraft focus) – 17 points 

This build focuses on using two melee weapons. You do increased damage with both of them. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, Pistol Crossbow, 

2-handed Crossbow, Spear, Polearm, Mace, Staff. 
3 

Warcraft Precision Increases your damage with a chosen melee weapon. 4 

Warcraft 
Two-weapon 

Fighting 
You may use an offhand weapon. 4 

  (upgrade) Increases your damage with your offhand weapon. 3 

Warcraft Backstab You gain a damage bonus when behind your opponent. 3 

 

Divine Hunter (Righteousness focus) – 18 points 

This build focuses on fighting evil creatures. You can tell when they get close (or you get close to them), 

and can empower your weapon with holy energy, making it much more effective against them. 

Tree Power Summary Cost 

Universal 
Favored 

Weapons 

Allows you to use any of the following weapons: Thrown, 
Dagger, Short Blade, Long Blade, Thin Blade, Pistol Crossbow, 

2-handed Crossbow, Spear, Polearm, Mace, Staff. 
3 

Righteousness 
Sense 

Corruption 
Allows you to tell when truly evil beings are near, and in what 

direction. 
3 

Righteousness Holy Blade 
Increases your weapon damage against demons, undead, 

and other evil creatures. 
2 

 (upgrade) Further increases your weapon damage. 3 

 (upgrade) Decreases the time required to use this power. 2 

 (upgrade) Further decreases the time required to use this power. 2 

Righteousness 
Light of 
Holiness 

Stuns all truly evil creatures in the area. 3 

 

 


