
Master Powers: 
 
Bane of Death (Single, Debriefing)Bane of Death (Single, Debriefing)Bane of Death (Single, Debriefing)Bane of Death (Single, Debriefing) 
"Holy Endurance" 
    
Complete Healing (Single, Instant)Complete Healing (Single, Instant)Complete Healing (Single, Instant)Complete Healing (Single, Instant) 
'1000 Holy Healing'  
    
Divine Justice (Self, Debriefing)Divine Justice (Self, Debriefing)Divine Justice (Self, Debriefing)Divine Justice (Self, Debriefing) 
Allows character to swing blunt weapon 
for “Holy” Flavor once per level 
    
Gift of Life (Single, Instant)Gift of Life (Single, Instant)Gift of Life (Single, Instant)Gift of Life (Single, Instant) 
"Holy Revive 0" 
    
Greater Mass Healing (Rapid Fire, Instant)Greater Mass Healing (Rapid Fire, Instant)Greater Mass Healing (Rapid Fire, Instant)Greater Mass Healing (Rapid Fire, Instant) 
One packet/lvl; "6 Holy Healing"  
    
Greater Mass Rending (Rapid Fire, Instant)Greater Mass Rending (Rapid Fire, Instant)Greater Mass Rending (Rapid Fire, Instant)Greater Mass Rending (Rapid Fire, Instant) 
One packet/lvl; "6 Holy Rending"  
    
Raise Dead (Single, Instant)Raise Dead (Single, Instant)Raise Dead (Single, Instant)Raise Dead (Single, Instant) 
"Holy Raise 3"  
    
Ravage (Single, Instant)Ravage (Single, Instant)Ravage (Single, Instant)Ravage (Single, Instant) 
"1000 Holy Rending"  
    
Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing) 
Character is immune to all ranged attacks 
until struck by melee weapon.  
    
Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant) 
For a 10-count period, Character is immune 
to all flavors except Ancient, Holy, and 
Magic. Target may not move feet, use any 
skills, or affect the world around them in 
any way other than by standing in place. 

Journeyman Powers: Journeyman Powers: Journeyman Powers: Journeyman Powers:    
    
Divine Hammer (Self, Debriefing) Divine Hammer (Self, Debriefing) Divine Hammer (Self, Debriefing) Divine Hammer (Self, Debriefing) 
Allows character to swing for "Holy" flavor 
once with a blunt weapon 
 
Greater Healing (Single, Instant) Greater Healing (Single, Instant) Greater Healing (Single, Instant) Greater Healing (Single, Instant) 
'(5 x lvl) Holy Healing'  
    
Greater Interference (Self, Debriefing) Greater Interference (Self, Debriefing) Greater Interference (Self, Debriefing) Greater Interference (Self, Debriefing) 
All Healing or Rending effects are reduced. 
    
Greater Rending (Single, Instant) Greater Rending (Single, Instant) Greater Rending (Single, Instant) Greater Rending (Single, Instant) 
"(5 x lvl) Holy Rending"  
    
Greater Stun (Shotgun 5, Instant) Greater Stun (Shotgun 5, Instant) Greater Stun (Shotgun 5, Instant) Greater Stun (Shotgun 5, Instant) 
"Holy Stun"  
    
Holy Shield (Touch, Debriefing) Holy Shield (Touch, Debriefing) Holy Shield (Touch, Debriefing) Holy Shield (Touch, Debriefing) 
Next “Holy” attack on the target is nullified. 
Target must call "Shield". 
 
Mass Healing (Rapid Fire, Instant) Mass Healing (Rapid Fire, Instant) Mass Healing (Rapid Fire, Instant) Mass Healing (Rapid Fire, Instant) 
One packet/lvl; “3 Holy Healing" 
    
Mass Rending (Rapid Fire, Instant) Mass Rending (Rapid Fire, Instant) Mass Rending (Rapid Fire, Instant) Mass Rending (Rapid Fire, Instant) 
One packet/lvl; "3 Holy Rending" 
    
Mass Weakening (Shotgun 5, Debriefing) Mass Weakening (Shotgun 5, Debriefing) Mass Weakening (Shotgun 5, Debriefing) Mass Weakening (Shotgun 5, Debriefing) 
"Holy Weaken"  
    
Risirr's Trickery (Touch, Weekly) Risirr's Trickery (Touch, Weekly) Risirr's Trickery (Touch, Weekly) Risirr's Trickery (Touch, Weekly) 
Affects one door-size or smaller object, 
making it lighter (Blue) or heavier (Green). Date 
and time must be marked on the object along 
with a clear marking of Blue or Green tape or 
cloth with yellow lettering ‘MD’ on it. 'Lighter' 
objects can be easily moved by anyone. 
'Heavier' items require Superhuman Strength 
to move. 

Apprentice Powers: 
 
Healing (Single, Instant) Healing (Single, Instant) Healing (Single, Instant) Healing (Single, Instant)    
'(2 x lvl) Holy Healing'  
    
Holy Empowerment (Touch, Debriefing) Holy Empowerment (Touch, Debriefing) Holy Empowerment (Touch, Debriefing) Holy Empowerment (Touch, Debriefing) 
Target gains 10 HP. Bonus HP may exceed 
normal max HP and is Healable. If affected by 
“Holy" or "Magic", immediately drop to -1 HP. 
    
Interference (Touch, Debriefing) Interference (Touch, Debriefing) Interference (Touch, Debriefing) Interference (Touch, Debriefing) 
Next Healing or Rending effect is reduced to 
minimal 
 
Minor Mass Healing (Rapid Fire, Instant) Minor Mass Healing (Rapid Fire, Instant) Minor Mass Healing (Rapid Fire, Instant) Minor Mass Healing (Rapid Fire, Instant) 
One packet/lvl; "1 Holy Healing"  
    
Minor Mass Rending (Rapid Fire, Instant) Minor Mass Rending (Rapid Fire, Instant) Minor Mass Rending (Rapid Fire, Instant) Minor Mass Rending (Rapid Fire, Instant) 
One packet/lvl; "1 Holy Rending"  
    
Physical Shield (Touch, Debriefing) Physical Shield (Touch, Debriefing) Physical Shield (Touch, Debriefing) Physical Shield (Touch, Debriefing) 
Next physical attack is nullified. Target must 
call "Shield". 
    
Rending (Single, Instant) Rending (Single, Instant) Rending (Single, Instant) Rending (Single, Instant) 
"(2 x lvl) Holy Rending"  
    
Risirr's Annoyance (Self, Instant) Risirr's Annoyance (Self, Instant) Risirr's Annoyance (Self, Instant) Risirr's Annoyance (Self, Instant) 
Allows Character to release from any effects 
or items which prevent movement to them. 
Includes handcuffs, shackles, 
straightjackets, being tied to a chair, gallows, 
etc. May not release from a locked room nor 
release others. 
    
Stun (Single, Instant) Stun (Single, Instant) Stun (Single, Instant) Stun (Single, Instant) 
"Holy Stun"  
    
Weakening (Single, Debriefing) Weakening (Single, Debriefing) Weakening (Single, Debriefing) Weakening (Single, Debriefing) 
"Holy Weaken 3" 

Risirr 
Sacrifice: 

Alignment: Neutral 

+3 non-healable HP 
 

Element: Luck 

Apprentice Power:  
Risirr's Annoyance (Self, Instant)Risirr's Annoyance (Self, Instant)Risirr's Annoyance (Self, Instant)Risirr's Annoyance (Self, Instant) 
Allows Character to release from any effects or 

items which prevent movement to them. Includes 
handcuffs, shackles, straightjackets, being tied to a 
chair, gallows, etc. May not release from a locked 
room nor release others. 

 
Journeyman Power:  
Risirr's Trickery (Touch, Weekly)Risirr's Trickery (Touch, Weekly)Risirr's Trickery (Touch, Weekly)Risirr's Trickery (Touch, Weekly) 

Affects one door-size or smaller object, making it 
lighter (Blue) or heavier (Green). Date and time must 
be marked on the object along with a clear marking 
of Blue or Green tape or cloth with yellow lettering 

‘MD’ on it. 'Lighter' objects can be easily moved by 
anyone. 'Heavier' items require Superhuman Strength 
to move. 
 

Master Powers: 
Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing)Risirr's Armor (Self, Debriefing) 
Character is immune to all ranged attacks until 

struck by melee weapon.  
    
Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant)Risirr's Intangibility (Self, Instant) 
For a 10-count period, Character is immune to all 

flavors except Ancient, Holy, and Magic. Target may 
not move feet, use any skills, or affect the world 
around them in any way other than by standing in 
place. 


