	Rotation One

	Player
	Location
	Class
	Actions
	Map Results

	Ophilia
	Port Oxen
	Healer
	Declared Sanctuary

Built 1 pt Rampart
	No change

	Regina
	Kia Eed
	Antipaladin
	Built 6 point Palisade
	No change

	Katrin II
	Sylvan Downs
	Paladin
	Built 6 point Palisade

Built sawmill
	Gained Arcross

Gained Lockton

Gained ChoTu

Gained Kyrishire

	Sigherie
	Four Winds
	Scout
	Built Sawmill

Built 1 pt Ramprt

Attacked Leapshire
	No change

	Nawguthion
	Calis
	Paladin
	Worked as mercenary
	No change

	Malamorph
	HedgeGrow
	Pirate
	Built sawmill

Attacked Rattcliff
	Won Rattcliff

	Mokavu
	Daggers Point
	Barbarian
	Built sawmill

Attacked Williamshire
	Won Williamshire

	Plasma
	Rockford
	Barbarian
	Attacked Mortshire
	No change

	Ogre
	Greenlands
	Warrior
	Sent out word of jobs…
	Got 1 worker from Jameville who wanted to be paid up front - killed him

	Joan
	Griffins Airie
	Pirate
	Built sawmill

Attacked Arcross
	Lost Arcross to Layalists

	Leo
	Karswell
	Warrior
	Built 2 pt Rampart

Attacked Chuckland
	Won Chuckland

	Terwin
	Lyrinsblood
	Wizard
	Built sawmill

Made scrolls
	No change

	Cedric
	Anahauc
	Bushi
	Built 1 pt rampart

Built Sawmill

Scouted Port Arthur

Visited Port Arthur got treaty

Scouted Dragon Talon
	Took Over Port Arthur peacefully

	Draco Litch
	N/a
	Monster
	Attacked SourFitch
	No change

	Thaya
	Asperia
	Warrior
	Built 2 pt Rampart
	No change

	Sea Serpent
	N/a
	Monster
	Attacked boat at sea
	No change

	Port Arthur
	Port Arthur
	peasants
	Built 1 pt rampart
	No change

	Bella
	Chotu
	Barbarian
	Attacked Kyrishire
	Lost Kyrishire to Loyalists

Lost ChoTu to uprisingf


	Rotation Two

	Player
	Starting point
	Class
	Action taken
	Costs
	Map Result

	Regina
	Kia Eed
	Antipaladin
	Attacking Drakenvauld
	3 stone on Palisade
	Wins Drakenvauld

	
	
	
	+ 3 pts to the Palisade in Kia Eed
	
	

	Katrin II
	Capitol
	Bard
	Building a vault in Sylvan Downs

Declaring sanctuary
	5 stone on vault
	No Changes

	Sigherie
	Four Winds
	Scout
	Attacking Yokelon
	none
	Wins Yokelton

	Nawguthion
	Calis
	Noble
	Scouted Barburough Plains (2T M, 1o, 1 g (m) 1 s) big thing that moves in the night

Attacking Barburough Plains via Mercenaries
	none
	Loss (separatists)

No Changes

	Malamorph
	HedgeGrow
	Assassin
	Attacking Veydonna
	1 ore, 1 timber on Sawmill
	Wins Veydonna

	
	
	
	Building sawmill in Rattcliff
	
	

	Mokavu
	Williamshire
	Druid
	Scouted Tortshire, (2 Ore M, 1t, 1g minor - 1 stone) 

Building quarry in Daggers Point

Attacking Tortshire 
	4 stone, 1 ore for quarry
	Wins Tortshire



	Plasma
	Rockford
	Barbarian
	Attacking Jameville
	
	Lost (unionists)

	Ogre
	Greenlands
	Noble
	Gets 2 workers from Hosten who want ½ up front

Starting diseased brothel in Nigelton for 1 timber per round in rent (robbed)
	1 timber


	No Changes

	Joan
	Griffins Airie
	Archer
	Attacking Azure Moon
	5 stone on Rampart
	Lost Azure Moon (loyalists)

	
	
	
	Attacking Jo Wikki
	
	

	
	
	
	+5 pt rampart in Giffin's Airie
	
	Wins JoWikki

	Leo
	Chucklands
	Warrior
	Scouted Tu-att, Attacking Tu-att


	
	L/Raiders



	Terwin
	Lyrinsblood
	barbarian
	Attacking Oxenberg
	None
	Loss (separatists)

No Changes

	Cedric
	Eatland Wilds
	Bushi
	Visited Dragons Talon got treaty,

Attacking Raganhiem

Attacking Griffin's Airie
	Paid for magics

Held attack on GA for end of round
	S/ Regenerating Trolls in Raganhiem.

Joan's Army in Griffin's Airie

	Draco Litch
	N/a
	N/a
	Attacking Parsley
	None
	N/a

	Thaya
	Asperia
	Warrior
	Scouted Verdenfeld, Russtown, Jasperton and Bedias.

Attacking Jasperton and Bedias
	8 bits paid
	Bedias …U/Peasants

Jasperton… U/Pop Peasants

	Sea Serpent
	N/a
	N/a
	Attacking Ikaxe island
	None
	N/a

	Ophilia
	Port Oxen
	Pout
	Hunting the Sea Sepant for Sir Cedric, Scouted Verdefeld, attacking Verdenfeld
	2 bits
	S/ Gypsies

	Peasants of Eatland Wilds
	Eatland Wilds
	peasant
	Building Sawmill
	1 ore, 1 timber
	+1 timber per round

	Bella
	unlanded
	barbarian
	Attacking Haven and Barbourough plain
	none
	Haven - L/Shepherds

Barbourough plain -  S/Headless Horsman

	
	
	
	
	
	


Order Unionists seek landholder/protector:

1. Thaya

2. Ophilia

3. Hanako

4. Cedric 

5. Demonica 

6. Ogre

7. Bjorn 

8. Nawguthion

9. Mokavu

10. Katrin

11. Valsor

	Rotation Three

	Player
	Starting point
	Class
	Action taken
	Costs
	Map Result

	Sigherie
	Four Winds
	Barbarian
	Attacking Trimirad & Oxenberg
	
	

	Nawguthion
	
	
	
	
	

	Malamorph
	Veydona
	Archer
	Attacking Warshir & Falconville
	
	

	Mokavu
	
	
	
	
	

	Plasma
	Rockfjord
	Bushi
	Ploughton & Valenberg
	
	

	Ogre
	
	
	
	
	

	Joan
	Jowiki
	Archer
	Azure Moon & Windale
	
	

	Leo
	
	
	
	
	

	Terwin
	Lyrinsblood
	
	Corragain & Harrin
	
	

	Cedric
	
	
	
	
	

	Draco Litch
	flight
	
	Masonville
	N/a
	Burns lands

	Thaya
	
	
	
	
	

	Sea Serpent
	The ocean
	
	Zietshire
	N/a
	Eats some peasants

	Ophilia
	
	
	
	
	

	Peasants of Eatland Wilds
	Eatland wilds
	
	N/a
	
	

	Regina
	
	
	Attacking Clearwaer
	
	Wins Clearwaer

	Katrin II
	Sylvan Downs
	
	
	
	

	Hanako
	
	
	
	
	

	Bjorn
	
	
	
	
	

	Valsor
	
	
	
	
	

	Demonica
	
	
	
	
	

	
	
	
	
	
	


Gypsies in Verdenfeld : <Thaya, Nawguthion, Cedric…>

Description: Whether due to culture, choice or happenstance, Gypsies are known far and wide for their nomadic life-style, brightly-colored clothes and robust love for life on the open road. After generations of seemingly aimless wandering, Gypsies have very little to call their own, and are thus viewed with great suspicion by many folk, who see them (sometimes rightly) as penniless vagabonds earning a living through wits and thievery. In truth, Gypsies have a strong bond to one another, and no one else. They are capable fighters, cunning tricksters and many older Gypsies have perfected no small amount of magical skill. To slay such an elder often has fatal consequences for the killer. 

Type: Standard Humanoid



Q/M Ratio: 1/1



Armor: None


Weapons: Melee Dagger, Throwing


Immunities: None



Natural Lives
:4

Abilities & Traits:

· Banding (Gypsies)

If a Monster or Class listed in parenthesis is on your team, you may play one level higher than normal. No more than one level can be gained through Banding, and Banding is not cumulative with the Confidence spell. The ability has no effect on 6th level players, Raiders or Peasants.
· Innate Ability : Ambidexterity (1/life) = User may charge and cast ball spells with either hand (and with the same hand).

· Vulnerability : Beneficent (only to other Gypsies) = Monsters with this vulnerability may not attack unless  provoked. This generally means an opponent must attempt to strike first. Provoked does not mean using lame excuses to join combat. Because of this vulnerability, playing such a Monster may get boring in terms of combat (all the more reason to role-play). Some Beneficence only extends to Monsters or Classes listed in parenthesis, and such creatures are always treated with utmost respect and deference.

· Vulnerability : Altered Effect Affected by Bardic Presence with respect and awe for the position, all gypsies will not attack the caster during a life in which Presence is used. 

L: If the caster attacks or casts magic at a Gypsy, that one person may ignore the affects of that Bard’s Presence for the rest of the game.

Levels:

1st As above

2nd Gains Bardic Talent Trait

May select up to 2 points of Bardic magic from 2nd level or lower. Weapon use does not detract from spellpoints gained from this ability. 

May now use Short weapons

3rd Gains Innate Ability : Poison Weapon (1/game), or Gains Innate Ability : Pass Without Trace (2/game)

· Poison Weapon = Material: Black enchantment strip

Effect: May poison one weapon. People who are wounded by poisoned weapons die if they are not cured in a 100 count. A player may only poison one of his own weapons. This effect remains on the weapon for the duration of the current life.

· Pass Without Trace = I: Repeat x3 "Pass Without Trace”

R: Self

E: The caster vanishes and must proceed directly to his or her base. The Druid cannot be attacked or affected in any way, including battlefield effects, until base is touched. Cannot be Tracked. 

N: This spell may be cast while moving. The Caster may not take Game items while under the effects of this spell. In games without definable bases, follow all rules of the Teleport spell, though you may still cast while moving. Many not be dispelled or canceled.

4th Gains Healing Gifts Trait, or May now wear one point of normal armor and use a small shield, or 

Gains Innate Ability : Steal Object (2/game)

· Healing gifts =May select up to 2 points of Healer magic from 3rd level or lower. Spells with a cost of 0 are increased to 1 spellpoint per use. Weapon use does not detract from magic points gained from this ability. 

· Steal Object = I: “I steal that (specific object)” x5

R: 20 feet

E: Target of the ability can choose one of the following:

1. Consider stolen object removed from game. The only way to replace it is by

getting a new one from base. 

2. Give the stolen object to the thief and let them use it as if it was theirs. If this choice is taken, then the person targeted by the ability may retrieve the item from the thief by convincing them to return it or taking it while the thief is subdued or dead.

L: May not target Natural weapons, garb, shields, armor, or items that represent effects like enchantment strips and spell lists. Must know the person targeted has the object to be stolen through visual sight or prior knowledge of them having it.

· For the thief to use an item they must meet all normal requirements including limitations for enchantments. 

· If the thief cannot use an item because of enchantment limitations, they may still carry the item without penalty, but never use. 

· If the target of this ability does not retrieve the stolen object from the thief, then the thief must leave it at Nirvana or the targets base before starting their next life.

5th Gains Magic-Like Ability : Dying Gasp Curse (1/game)

I: “I curse thee with my last dying gasp”

R: 20 feet

E: Target dies after a 100 count

L: Must be used within 5 seconds after you die and may only be used on the person that killed you.

N: Counts as Death school magic. Immunity to or Protection from Death or Magic will prevent this effect. Dispel Magic will cancel a Dying Gasp Curse before the 100 count has finished.

	Rotation Three

	Player
	Starting point
	Class
	Action taken
	Costs
	Map Result

	Katrin II
	
	Bard
	
	
	

	Sigherie
	
	
	
	
	

	Nawguthion
	
	
	
	
	

	Malamorph
	
	
	
	
	

	Mokavu
	
	
	
	
	

	Plasma
	
	
	
	
	

	Ogre
	
	
	
	
	

	Joan
	
	
	
	
	

	Leo
	
	
	
	
	

	Terwin
	
	
	
	
	

	Cedric
	
	
	
	
	

	Draco Litch
	
	
	
	
	

	Thaya
	
	
	
	
	

	Sea Serpent
	
	
	
	
	

	Ophilia
	
	
	
	
	

	Peasants of Eatland Wilds
	
	
	
	
	

	Regina
	
	
	
	
	

	Hanako
	
	
	
	
	

	Bjorn
	
	
	
	
	

	Valsor
	
	
	
	
	

	Demonica
	
	
	
	
	


	Player
	Transaction
	Ore
	Timber
	Grain
	Stone

	Cedric
	starting in Anahauc
	1
	2
	1
	1

	
	Building Sawmil in Anahauc
	-1
	-1
	0
	0

	
	Building Rampart in Anahauc
	0
	0
	0
	-1

	
	rampart in Port Aurthur
	0
	0
	0
	-10

	
	Taking Port Arthur
	2
	1
	1
	0

	
	Deal with Eatland Wilds
	training
	1
	-1
	melons

	
	end of round 1 balance
	2
	3
	1
	0

	
	income from Anahauc
	0
	2
	0
	0

	
	income from Port Arthur
	1
	0
	0
	0

	
	Start of round 2 balance
	3
	5
	1
	0

	
	trade with Eatland Wilds
	-1
	2
	smith
	0

	
	trade with JoWikki
	0
	1
	-1
	0

	
	tear down rampart in Anahauc
	0
	0
	0
	1

	
	built a quarry in Port Arthur
	-1
	-4
	0
	0

	
	built a grainery in Port Arthur
	0
	-4
	0
	-1

	
	mid-round 2 balance
	1
	0
	0
	0

	Katrin
	as monarch
	2
	0
	0
	0

	
	Starting in Capitol
	2
	1
	1
	1

	
	starting in Sylvan Downs
	1
	2
	1
	1

	
	keep in Capitol
	0
	0
	0
	0

	
	palisade in Sylvan downs
	0
	0
	0
	0

	
	mine in capitol
	-1
	-4
	0
	0

	
	trade with Malamorph
	-3
	0
	0
	3

	
	trade with Joan
	-1
	0
	0
	1

	
	gaining Lockton
	1
	1
	2
	1

	
	gaining ChoTu
	1
	1
	2
	1

	
	Gaining Arcross
	2
	1
	1
	1

	
	1 pt rampart in Lockton
	0
	0
	0
	-1

	
	1 pt rampart in Arcross
	0
	0
	0
	-1

	
	1 pt rampart in ChoTu
	0
	0
	0
	-1

	
	Sawmill in Sylvan Downs
	-1
	-1
	0
	0

	
	vault in Sylvan Downs
	0
	0
	0
	-5

	
	Gaining Kyrishire
	1
	2
	1
	1

	
	end of round 1 balance
	4
	3
	7
	2

	
	as monarch
	2
	0
	0
	0

	
	income from capital
	2
	0
	0
	0

	
	income from Sylvan Downs
	1
	0
	1
	0

	
	Income from Chotu
	0
	0
	1
	0

	
	Income from Lockton
	0
	0
	1
	0

	
	income from Arcross
	1
	0
	0
	0

	
	Income from Kyrishire
	0
	1
	1
	1

	
	Start of round 2 balance
	10
	3
	11
	2

	
	trade with Malamorph
	0
	2
	-2
	0

	
	trade with Joan
	0
	3
	-3
	0

	
	trade with Terwin
	0
	1
	-1
	0

	
	trade with Sigherie
	0
	1
	-1
	0

	
	trade with Plasma
	0
	1
	-1
	0

	
	trade with Azure Moon
	0
	1
	-1
	0

	
	marketplace in Sylvan Downs
	0
	-10
	0
	0

	
	mid-round 2 balance
	10
	2
	2
	2

	Player
	Transaction
	Ore
	Timber
	Grain
	Stone

	Joan
	Starting Griffins Airie
	1
	2
	1
	1

	
	building sawmill
	-1
	-1
	0
	0

	
	trade with Katrin
	1
	0
	0
	-1

	
	end of round 1 balance
	1
	1
	1
	0

	
	income from Griffins Airie
	0
	2
	0
	0

	
	Start of round 2 balance
	1
	3
	1
	0

	Leo
	Starting in Karswell
	1
	1
	1
	2

	
	2 pt rampart in Karswell
	0
	0
	0
	-2

	
	paid Mokavu for aid
	1
	0
	0
	1

	
	trade with Mokavu
	0
	-1
	1
	0

	
	gained from Chuckland
	2
	1
	1
	1

	
	end of round 1 balance
	4
	1
	3
	2

	
	income from Chuckland
	1
	0
	0
	0

	
	income from Karswell
	0
	0
	0
	1

	
	Start of round 2 balance
	5
	1
	3
	3

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	Malamorph
	starting in HedgeGrow
	1
	1
	1
	2

	
	sawmill
	-1
	-1
	0
	0

	
	taking Rattcliff
	1
	1
	2
	1

	
	Trade with Katrin
	3
	0
	0
	-3

	
	end of round 1 balance
	4
	1
	3
	0

	
	income frm Rattcliff
	0
	0
	1
	0

	
	Income from HedgeGrow
	0
	1
	0
	1

	
	Start of round 2 balance
	4
	2
	4
	1

	
	trade with Katrin
	0
	-2
	2
	0

	
	Resources from Veydonna 
	1
	1
	2
	1

	
	mid-round 2 balance
	5
	1
	8
	2

	
	
	 
	 
	 
	 

	Mokavu
	starting with Daggers Point
	1
	1
	2
	1

	
	sawmill in Daggers point
	-1
	-1
	0
	0

	
	taking Williamshire
	1
	2
	1
	1

	
	deal with Leo
	1
	0
	0
	1

	
	trade with Leo
	0
	1
	-1
	0

	
	end of round 1 balance
	2
	3
	2
	3

	
	 quarry in daggers point
	-1
	-4
	0
	0

	
	income from Daggers Point
	0
	1
	1
	0

	
	income from Williamshire
	0
	1
	0
	0

	
	Start of round 2 balance
	1
	1
	3
	3

	
	Rampart in Dagger's point 
	0
	0
	0
	-2

	
	Resources from Tortshire 
	1
	1
	2
	1

	
	Rampart in Tortshire 
	0
	0
	0
	-2

	
	mid-round 2 balance 
	2
	2
	5
	0

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	Player
	Transaction
	Ore
	Timber
	Grain
	Stone

	Nawguthion
	starting in Calis
	1
	1
	2
	1

	
	end of round 1 balance
	1
	1
	2
	1

	
	income from Calis
	0
	0
	1
	0

	
	Start of round 2 balance
	1
	1
	3
	1

	
	 
	 
	 
	 
	 

	
	
	
	
	
	

	
	 
	 
	 
	 
	 

	Ogre
	starting in Greenlands
	1
	2
	1
	1

	
	end of round 1 balance
	1
	2
	1
	1

	
	income from Greenlands
	0
	1
	0
	0

	
	Start of round 2 balance
	1
	3
	1
	1

	
	Rent to Nigelton each round 
	0
	-1
	0
	0 

	
	mid-round 2 balance  
	1
	2
	1
	1

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 



	Ophilia
	starting in Port Oxen
	1
	1
	1
	2

	
	1 pt rampart
	0
	0
	0
	-1

	
	end of round 1 balance
	1
	1
	1
	1

	
	income from Port Oxen
	0
	0
	0
	1

	
	Start of round 2 balance
	1
	1
	1
	2

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	Plasma
	starting in Rockford
	1
	1
	1
	2

	
	end of round 1 balance
	1
	1
	1
	2

	
	income from Rockford
	0
	0
	0
	1

	
	Start of round 2 balance
	1
	1
	1
	3

	
	trade with Katrin
	0
	-2
	2
	0

	
	mid-round 2 balance
	1
	-1
	3
	3

	Regina
	starting in Kia Eed
	1
	1
	1
	2

	
	building 6 pt palisade
	0
	0
	0
	0

	
	end of round 1 balance
	1
	1
	1
	2

	
	income from Kia Eed
	0
	0
	0
	1

	
	additional 3 pts to Palisade
	0
	0
	0
	-3

	
	Start of round 2 balance
	1
	1
	1
	0

	
	Resources from Drakenvauld
	2
	1
	1
	1

	
	mid-round 2 balance
	3
	2
	2
	1

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	
	
	
	
	
	

	Sigherie
	starting in Four Winds
	1
	1
	2
	1

	
	sawmill
	-1
	-1
	0
	0

	
	end of round 1 balance
	0
	0
	2
	0

	
	income from Four Winds
	0
	1
	1
	0

	
	Start of round 2 balance
	0
	1
	3
	0

	
	trade with Katrin
	0
	-2
	2
	0

	
	Resources from Yokelton
	1
	1
	1
	2

	
	mid-round 2 balance
	1
	0
	6
	2

	
	
	 
	 
	 
	 

	Player
	Transaction
	Ore
	Timber
	Grain
	Stone

	Terwin
	starting in Lyrinsblood
	2
	1
	1
	1

	
	sawmill
	-1
	-1
	0
	0

	
	end of round 1 balance
	1
	0
	1
	1

	
	income from Lyrinsblood
	1
	1
	0
	0

	
	Start of round 2 balance
	2
	1
	1
	1

	
	trade with Katrin
	0
	-2
	2
	0

	
	mid-round 2 balance  
	2
	-1
	3
	0

	
	 
	 
	 
	 
	 

	
	 
	 
	 
	 
	 

	 Hanako
	 
	 
	 
	 
	 

	 Bjorn
	 
	 
	 
	 
	 

	 Demonica
	 
	 
	 
	 
	 

	 Valsor
	 
	 
	 
	 
	 

	Eatland Wilds
	Starting resources
	1
	2
	1
	1

	
	Building sawmill
	-1
	-1
	0
	0

	
	mid-round 2 balance   
	0
	1
	1
	1

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 


