
These rules are subject to change: May 31 2019 Beta Copy. 
 
Expansion Explanation 
You have 45 Background CP (BCP) to spend at Oathbound. These BCP are in addition to your 
regular Madrigal CP. None of the skills you purchase here may be used in any other chapter of 
Madrigal: this is to maintain balance of the rules system. However, if you buy a header or 
heritage, you may still play that header or heritage-- you just will not be able to use any of the 
skills associated with it. Out of Game, this is to enable you to play a Redtide Elf Geistwalker at 
both games, without unbalancing the Madrigal 3 rules. In Game, you can assume that, as a 
stranger in a strange land, you simply don’t function quite as well as you do back home and/or 
that some sort of arcanical magic empowers you while you are in Haldanghast-- go with the 
roleplay option that most aptly suits your character. 
 
Additionally, you may play a character of mixed heritage. That means, for instance, you may 
play someone who is a Mireway Elf and a Mireway Korred. For makeup, you may do whichever 
one you prefer or a mix of the two. You may play multiple mixed heritages. Consult with staff if 
you have questions on makeup. 
 
Throughout Madrigal Oathbound, you will have opportunities to earn more BCP. You will be 
able to add this to any Specialization Headers. However, you will not be able to add an 
additional Heritage Header; you will be able to add more Heritage Skills after initial Character 
Creation (for example: if you are a Redtide Elf, you may take more Redtide Elf skills and add the 
Cult of Shadow header, but may not add the Mireway Elf Header). You may make minor 
changes to your character--such as changing into Sphinx instead of Gryphon, or something 
similar-- however, substantial changes like Heritage Header will need a staff consultation to 
make sure you get as much out of the game as possible. 
 
On BCP: Every player starts game with 45 Background BCP (BCP) and your Madrigal CP. If 
you start game as a totally new PC, you start with 90 CP at Haldanghast and 45 BCP. We follow 
the Madrigal CP Cap. If you have an existing Madrigal character that you are bringing over, you 
also bring over your Madrigal 3 CP. There will be plenty of opportunities for all players to earn 
more BCP. BCP/CP base and rules may change after initial playtests. CP is currently in 
discussion, so please remain patient. 
 
Mad3 Players: If you are playing the same PC in both games, you will have the opportunity to 
join factions (and take skills) in game. We do not want this to happen outside of game. You may 
take the human Heritage header here if you are a human at Madrigal. You also take the 
Required Skills below. Finally, every Madrigal 3 PC will receive a few skills specific to their 
character while in Haldanghast. These will individualize your character at Oathbound and will be 
delivered to you individually once you have registered for events. 
 



Once More: You may not use the Madrigal Oathbound skills at Madrigal 3. In game, it will be as 
if you are under an Inflict that prevents you from accessing your home powers. Out of game, 
this is to support balance between the two systems. 
 
 
Required Skills 
(Note: Existing Madrigal 3 characters travelling to Haldanghast have these skills applied 
while in Haldanghast.)  
 
Blood Runs Hot 
BCP Cost: 0 BCP 
Within Oathbound all characters fall unstable when knocked unconscious. Any skill that allows 
you to fall stable when knocked unconscious by called damage may be used to prevent this, 
even if you are knocked unconscious by uncalled damage. 
 
Light and Shadow 
BCP Cost: 0 BCP 
Within Oathbound, Light is an elemental effect and Shadow is metabolic. 
 
Blood and Faith 
BCP Cost: 0 BCP 
Within Oathbound, Blood is a metabolic effect and Faith is mental. 
 
Curse and Pain 
BCP Cost: 0 BCP 
Within Oathbound, Curse is a mental effect and Pain is physical. 
 
A Quiet People 
BCP Cost: 0 BCP 
The people of Haldanghast have learned to act with little in the way of speech. Within 
Oathbound, you do not need to use your incants to activate magical spells. This is largely 
because Oathbound staff forgets them all the time. You are heartily encouraged to use them if 
they are fun for you. Especially if you’re invoking the Tearing of the Dream. You must still 
complete the out of game verbal to make the attack, for instance, "5 Damage by Magic," and 
then you may make your attack. 
 
Heritage Headers 
All characters must have at least one heritage. Existing Madrigal 3 characters carry over their 
existing heritage. If you are creating a new character in Haldanghast you are free to play any 
Madrigal 3 heritage with the following notes and restrictions: 
 



1) Korred - The only Korred in Haldenghast are of the Mireway. No other Korred exist there. 
If you play a Korred other than a Mireway Korred, you must have a PC origin in Nocturne 
and are visiting Haldanghast. 

2) Elves - The only elves in Haldanghast are Redtide and Mireway elves. No other elves 
exist there. If you play another type of elf, you must have a PC origin in Nocturne and 
are visiting Haldanghast. 

3) Grotesques -  All types of Madrigal 3 grotesques exist in Haldanghast. They do not have 
any additional benefits or weaknesses. You follow the Madrigal 3 rules. 

4) Shoathri - All types of Madrigal 3 shoathri exist in Haldanghast. They do not have any 
additional benefits or weaknesses. Slipskin are a specialized class of Shoathri. All other 
Shoathri follow the Madrigal 3 rules. 

5) Demonbound - There are not many demonbound living in Haldenghast, and the ones 
who do are viewed with suspicion and fear. They do not have any additional benefits or 
weaknesses. You follow the Madrigal 3 rules. 

6) Eurvein - Eurvein are virtually extinct Haldanghast. Most were slain during the undead 
occupation of the Blackwater Holds. (You should not play an Eurvein with the 
expectation of this plot.) They do not have any additional benefits or weaknesses. You 
follow the Madrigal 3 rules. 

7) Undying - Spectral and Ghul undying are another rare presence in Haldanghast, and 
they are universally feared and distrusted as potential weapons lying in wait for any of 
the undead lords to claim. There are no Vampyr in Haldanghast at all, you cannot select 
Vampyr Undying as a starting heritage. As above, existing Madrigal 3 Vampyr may travel 
to Haldanghast. 

8) Orcs and Trolls - There are no Orcs or Trolls in Haldanghast. If you play an Orc or Troll, 
you must have a PC origin in Nocturne and are visiting Haldanghast. 

 
Human Heritage 
BCP Cost: 2 BCP 
 
You are one of the hale and hearty members of the Human population of Haldanghast. 
 
(You may purchase skills in this header in addition to any Madrigal 3 Human skills.) 
 
Normal Life 
BCP Cost: 0 BCP, Required Skill 
You are robustly of Haldanghast and have managed to live a mostly normal existence-- that’s 
not to say mediocre, just less exotic than other folk. Because of this, if you are hit with any 
attack with the “Curse” trait, you should call “Increase” and take an additional 1 Damage. 
 
Adaptable 
BCP Cost: 5 BCP 
Every long rest, you gain 2 Adaptability attributes. You may use these attributes in place of 
Earth, Air, Fire, or Water attributes to active a skill. You may not use these in place of Void 



attributes for skills that require Void. These do not refresh with a short rest. You cannot use 
these free attributes to enable you to perform Grants. 
 
Haldanghaster Hearty 
BCP Cost: 5 BCP 
Twice per event, you may expend a Fire to call “Stabilize to Self” when unconscious. 
 
Hard to Kill 
BCP Cost: 3 BCP 
Once per event, you may expend a Void and reduce a Death attack to Unconscious and Stable. 
You may not use this on a Deathstrike effect. 
 
Hearty and Hale 
BCP Cost: 5 BCP 
If you are of mixed heritage you only need to take the weakness of one of your heritages. Note 
that if you are playing a Redtide Elf of any percentage, you must take the Redtide Elf 
disadvantage. 
 
Tireless 
BCP Cost: 5 BCP 
It's hard to wear you down. Once per long rest, you may expend 1 Earth, 1 Air, and 1 Fire to call 
"Imbue Short Rest to Self." 
 
 
Redtide Elf 
BCP Cost: 5 BCP 
 
You are a member of the undead Elf population who live predominantly on the Brightwater Sea. 
In order to play a Redtide Elf, whether you are mixed heritage or not, you must have red around 
or under the eyes and a blood red birthmark somewhere on your body. See the “Peoples of 
Haldanghast” for fuller makeup writeups. 
 
Bloodmarked 
BCP Cost: 0 BCP, Required Skill 
You are connected by birth to Blood magic and powerful Blood mages can sometimes control 
you. If you hear the call “By My Voice, Inflict to Bloodmarked,” you must immediately travel in 
Spirit to the person who made that call. You cannot resist this. You have the permanent trait, 
“Bloodmarked.” 
 
Blood Pool 
BCP Cost: 6 BCP 



Once per long rest, you are able to use your Blood to heal others. You may call, “2 Damage to 
Self and Imbue by Blood.” For the duration of your long rest, you have 5 packet touch casts of 
“Heal 2 by Blood.” Any unused charges fade during your next long rest. 
 
Blood Magic 
BCP Cost: 6 BCP 
At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, in a place devoted to your religion or heritage and call “Imbue by Blood.” For the 
duration of the event, you may switch any of your carrier traits to the “Blood” carrier trait. A note 
of caution: many in Haldanghast find this unseemly. 
 
Empathic Death 
BCP Cost: 3 BCP 
Once per event, you may choose to take on the Death of another person. You may touch a 
packet to an ally and call, “Cure Death by Blood.” Should your recipient accept this beneficial 
effect, you must then immediately call, “Death to Self by Empathy.” You may not negate or 
reduce this Death with any skill. 
 
Soothing Touch 
BCP Cost: 2 BCP 
You have a natural ability to calm those around you. Once per long rest, you may touch a 
packet to an ally, and call, “Cure Mental by Empathy.” 
 
Watery 
BCP Cost: 5 BCP 
You call "no effect" to any attack with the "Drowning" or "Water" carrier trait. If you choose to 
play mixed heritage, you must have gills to use this skill. 
 
 
Mireway Elf 
BCP Cost: 5 BCP 
 
You are one of the Elves who occupy the Mire and live predominantly in Greyhaven. In order to 
play a Mireway, whether you are mixed heritage or not, you must have noticeably amounts of 
blue and/or green makeup on your face. See the “Peoples of Haldanghast” for fuller makeup 
writeups. 
 
Mired Thoughts 
BCP Cost: 0 BCP, Required Skill 
You have lived in the swamps your entire life, and something about your life as a Mireway Elf 
has made you susceptible to Confusion. If you are hit with any attack with the “Confusion” or 
“Madness” trait, you should call “Increase” and take an additional 1 Damage. You take no effect 



from any attack with the "Earth" trait (you are able to receive beneficial effects with the Earth 
trait). 
 
Water Speech 
BCP Cost: 1 BCP 
The waters of the world speak to you. Twice per event, you may touch a packet to an NPC and 
call, "Imbue by Waterspeech." You may then ask a singular question about the encounter. You 
may or may not receive an answer to this question. It is highly suggested you ask a staff NPC 
this question; staff will be made clear at the start of every event. 
 
Healing Herbs 
BCP Cost: 4 BCP 
You have learned the plants of the Mireway, and you always have some of them on you. Once 
per long rest, you may call "Imbue by Herbalism." You gain 2 touch casts of "Heal 2 by Earth." 
Any unused castings fade during your next long rest. 
 
Silvery Touch 
BCP Cost: 6 BCP 
At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, and call “Imbue by Silver.” For the duration of the event, you may switch any of your 
carrier traits to the “Silver” carrier trait. It is said that the Dire beasts of Haldanghast react poorly 
to silvered blades… as do one of the Undead Lords. 
 
Watery Ground 
BCP Cost: 5 BCP 
You have mastered the natural environment around you. Once per long rest, you may spend 
one minute in uninterrupted focus and call, “Refresh 1 Earth and 1 Water to Self.” 
 
Trauma Bound 
BCP Cost: 4 BCP 
You have a shared history with the Elves around you. Once per long rest, you may expend 1 
Water and call, “By My Voice, Heal 2 to Elf.” 
 
Armored in Nature 
BCP Cost: 5 BCP 
You have learned to armor yourself in the environment around you. Your maximum armor goes 
up by 1. 
 
 
Mireway Korred 
BCP Cost: 5 BCP 
 



You are one of the Korred who are steeped in the old magics of Haldanghast. In order to play a 
Korred, whether you are mixed heritage or not, you must wear horns. See the “Peoples of 
Haldanghast” for fuller makeup writeups. 
 
Cursed Life 
BCP Cost: 0 BCP, Required Skill 
You are steeped in the old magic of the Mireway Korred, even if you do not actively practice it. 
Because of this, if you are hit with any attack with the “Light” or “Shadow” trait, you should call 
“Increase” and take an additional 1 Damage. You take no effect from any attack with the "Curse" 
trait. (You may receive beneficial effects by curse) 
 
Cursed Magic 
BCP Cost: 6 BCP 
At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, and call “Imbue by Curse.” For the duration of the event, you may switch any of your 
carrier traits to the “Curse” carrier trait. A note of caution: many in Haldanghast find this 
unseemly. 
 
Cursed Tongue 
BCP Cost: 4 BCP 
You are able to tangle the words of lesser foes. You may expend 1 Fire to make an attack for, 
“Short Silence by Curse.” 
 
Cursed Form 
BCP Cost: 4 BCP 
Once per long rest, you may make a packet attack for, “4 Damage by Curse.” If your target 
acknowledges your attack, you may then call, “Heal 2 to Self by Curse.” 
 
Cursed Bag 
BCP Cost: 5 BCP 
On your person, you carry a small bag of ritual components suited to your specific type of 
Cursed magic. Once per long rest, you may call “Imbue by Curse.” You gain 5 touch casts of 
“Grant 1 Protection by Curse.” Any unused castings fade during your next long rest. 
 
Cursed Hand 
BCP Cost: 5 BCP 
You are able to channel the magic of the swamps around you. Once per event, if you have 
heard the call “Imbue to Swamps” for a given encounter, you may expend 1 Void and make a 
gesture attack for, “By My Gesture, Death by Curse.” This ability fades as soon as you leave the 
swamp (to clarify: as soon as the encounter is over). 
 
Slipskin 
BCP Cost: 7 BCP 



 
You are a special type of Shoathri unique to Haldanghast. Although you always take the 
form of a seal, you follow the general Shoathri rules: 
 
You take the form of one mammal or avian animal from the natural world. You are a shifter, and 
you can spend time in animal form, or you might also take a form that is almost human. Your 
face shows a distinctive and unique red mark that is visible and consistent in both human and 
animal form. Some Shoathri are in animal form most of the time, while others tend to take 
animal form when they become angered or agitated. In the past the Shoathri were considered a 
savage race, and some kingdoms have even treated them as little more than property. While 
many Shoathri follow the Pale, or become Spiritualists and live in the wilderness, others have 
embraced civilization and fight this perception that they are savage or less civilized than other 
races. When you are ready to change forms, you will become agitated and feel the need to be 
alone. You will transform during this restless state. You have the Beast trait while you are in 
your animal form. Costuming: Both your forms have a distinctive and easily seen red marking on 
your face. The mark remains the same in both forms. When you change to animal form you 
create an animal like appearance with makeup, prosthetics, a mask, or a combination of these. 
Exposed skin should also be animal like. Optional: You may have a tail, horns, and similar 
costuming additions as appropriate for your chosen animal. 
 
In order to play a Slipskin, whether you are mixed heritage or not, you must have some sort of 
sealskin pattern on your face at all times. See the “Peoples of Haldanghast” for fuller makeup 
writeups. 
 
Hunted 
BCP Cost: 0 BCP, Required 
You have a Sealskin that is essential to the magic you do. Some individuals hunt you for it. 
Because of this, if you are hit with any attack with the “Force” or “Pain” trait, you should call 
“Increase” and take an additional 1 Damage. You, however, cannot be thwarted: You call “No 
Effect” to any attack with the “Despair” trait. 
 
Inherent Talent 
BCP Cost: 0 BCP 
You have access to the Bonespeaker Header. You need to spend BCP to buy into the skills, but 
you do not need to buy the Header itself. 
 
Clawed 
BCP Cost: 3 BCP 
You may grow and retract claws in both hands with which you may attack and block melee and 
missile attacks. You may fight with a claw in each hand at the same time, but you may not fight 
with claws and other weapons or a shield. You may use one claw that is up to 46” long, and one 
claw no more than 36” long. If you have another ability that also allows you to use claws, you 



may instead fight with two 46” claws. The time it takes to prepare the claws or put them away is 
the time it takes to grow or retract the claws.  
 
Playful 
BCP Cost: 2 BCP 
You are able to bring calm to those around you. Once per long rest, you may expend 2 Water 
and call, “By My Voice, Heal 1 by Song.” 
 
 
Patchwork Grotesque 
BCP Cost: 5 BCP 
 
You are a Grotesque creature stitched together of different parts: Grotesques are not born-- 
they are created. In order to play a Patchwork Grotesque, whether you are mixed heritage or 
not, you must have stitching on your person. A note: Patchwork Grotesque is a makeup 
intensive heritage. See the “Peoples of Haldanghast” for fuller makeup writeups. 
 
If you are playing a mixed Heritage Patchwork Grotesque, it is assumed that you are stitched 
together bits of different individuals. 
 
Stitched Together 
BCP Cost: 0 BCP, Required Skill 
You are stitched together with sinew and strings. Because of this, if you are hit with any attack 
with the “Fire” or “Swarms” trait, you should call “Increase” and take an additional 1 Damage. 
You take no effect from any attack with the "Nightmare" trait. 
 
Strange Ideations 
BCP Cost: 1 BCP 
You are able to read into the Nightmarish visions of darker places. You may read text props that 
say “Requires: Strange Ideations.” 
 
Back Together Again 
BCP Cost: 2 BCP 
You are able to stitch yourself back together quickly. Once per long rest, you may spend 3 
seconds focus and call, “Purge Maim by Craft.” 
 
Strange Death 
BCP Cost: 2 BCP 
The Reapers do not see your death, and you do not seek the Gate of Death. Should you die 
and no one is able to Cure your Death, you gain the Permanent Trait: “Entangled.” Should you 
ever hear the call, “By My Voice, Inflict to Entangled,” you immediately go to Spirit and find the 
NPC who made the call. 
 



Enforced Craft 
BCP Cost: 5 BCP 
You are stitched of sterner stuff. Your maximum vitality goes up by 1. 
 
Armored in Patchwork 
BCP Cost: 5 BCP 
You are armored in the strange magics that have created you. Your maximum armor goes up by 
1. 
 
 
Faction and Religion Headers 
 
You are a member of one of the sociopolitical groups in Haldanghast. This should 
be reflected in your Character History. If you are playing your Madrigal 3 
character, you will have the ability to swiftly join these In Game. 
 
Geistwalk 
BCP Cost: 3 BCP 
 
You are a member of the elite guards and guides of the Mireway. 
 
Geistwalk Oathbound 
BCP Cost: 0 BCP, Required 
You have taken the Oath of the Geistwalk. 
The Mire's Favor 
BCP Cost: 2 BCP 
There are spirits within the Mire that appreciate your service, and, so, they serve you. On your 
person there is a small bottle or jar which contains the spirits of one of the Mire. Once per event, 
if you fall unconscious and bleed out, you may expend 1 Void and call, "Cure Death to Self and 
Heal All by Magic." This does not work if you are hit with a Death attack or a Deathstrike. In 
order to replenish this for the next event, you will need to seek out one of the spirit groves. 
 
Gloaming Ranger 
BCP Cost: 3 BCP 
The Geistwalk understand the importance of animal companions-- on the Mire, those animals 
touched by gloaming follow you. You have an animal companion that follows you. This animal 
companion offers you small boons in battle. Most importantly, it fights for you when you have 
fallen. Once per event, when you fall unconscious or dead, you may call, "Imbue by 
Companionship." Your death count stops. For the next five minutes, your animal will assume 
your place. Out of game: you will have a stat card unique to your animal companion. You must 
have some sort of mask to represent this. At the end of the five minutes, you rise up with 1 



vitality and your animal companion retreats. However, if your animal companion falls while it is 
fighting for you, it permanently dies, and you must seek another companion. 
 
This will be specifically written for each member of the Geistwalk who takes this skill based on 
the animal you describe in your character history. Your animal companion may be as small as a 
rat and up to as large as a black bear. You should assume that, if you have a larger animal 
companion you could not hide/represent on your person, it is following you in the woods, waiting 
to help you. 
 
Mirelegs 
BCP Cost: 5 BCP 
You are used to passing through the treacherous  swamps. If you are in an encounter where 
you have heard the call "Imbue to Swamp," you fall stable when you fall to uncalled damage. 
 
Comrade in Arms 
BCP Cost: 4 BCP 
You trust those who have navigated the Mireway with you. Once per long rest, you may spend 
10 seconds of uninterrupted focus and call, “By My Voice, Heal 2 to Geistwalk.” 
 
 
Brigheksewache 
BCP Cost: 3 BCP 
(You must have the Geistwalk header to take this advanced class.) 
 
You are an elite member of the Brigheksewache, the personal Guard of the Witchqueen. 
 
Brigheksewache Oathbound 
BCP Cost: 0 BCP, Required 
You have taken the Oath of the Brigheksewache. It replaces your Geistwalk Oathbound skill. 
You have the permanent trait: Queen’s Guard. 
 
Geistongue 
BCP Cost: 2 BCP 
You can speak to the voices of the swamp… and sometimes they seek you out. You may, at 
will, call "Imbue by Authority" and point at a target. You may then call, "By My Gesture, Speak to 
Geistongue." 
 
Queen's Favor 
BCP Cost: 3 BCP 
You carry on your person a token from the queen: a bottle containing the flame of the 
ever-burning pyre of the Rose Throne. Once per event, if you fall unconscious and bleed out or 
are struck with a Death effect, you may expend 1 Void and call, "Cure Death to Self and Heal All 



by Magic." This does not work if you are killed with a Deathstrike. This flame replenishes itself 
every event. 
 
Empowered 
BCP Cost: 1 BCP 
You are the most elite or the elite. If you ever hear the call, "By My Voice, Imbue to Queen's 
Guard," you must immediately find the NPC who made the call. In most cases, they will boon 
you in order to best complete a particularly dangerous mission. 
 
 
Bonespeaker 
BCP Cost: 7 BCP;  
Note: As some Bonespeakers are secular, you do not need to be devoted to Spiritualism. 
Slipskin get the cost of this header for free. 
 
You speak to the bones through your mastery of Gloaming. 
 
Requirement: You must have the Sphere of Gloaming to take this header unless you are 
a Slipskin. Slipskin have a strange affinity for Bonespeaking. 
 
Bonespeaking 
BCP Cost: 0, Required 
You may read text props that say, “Requires Skill: Bonespeaking.” 
 
Deathspeech 
BCP Cost: 5 BCP 
You may expend 2 Air and touch cast “Speak to Reaper.” This will allow you to speak with the 
beings known as Reapers when they walk outside the Gate of Death. 
 
Shield of Gloaming 
BCP Cost: 5 BCP 
You may spend a point of Earth and gain a touch cast for “Grant 2 Protection by Gloaming.” 
 
Death Pool 
BCP Cost: 5 BCP 
At the start of each event, you may expend 1 Void at an Ossuary. You may then call “Imbue by 
Gloaming.” For the rest of the event, every long rest, you get 4 touch casts of “Heal 2 by 
Gloaming.” These castings refresh with every long rest. 
 
Maledicted Tongue 
BCP Cost: 4 BCP 
You have been so guarded by Gloaming that you are not driven to rage when you speak with 
Maledicted creatures. You may expend 2 Air and gain a touch cast for, “Speak to Malediction.” 



 
Calm Hand 
BCP Cost: 4 BCP 
You have trained yourself to stay calm in the face of the foul. You may expend 2 Water and 
touch a packet to an ally to call, “Cure Malediction by Gloaming.” This will not cure an Infliction. 
 
Steady Mind 
BCP Cost: 4 BCP 
You have heard the voices of the dead and the whispers that try to confuse those voices. You 
may expend 2 Water to touch a packet to an ally to call, “Cure Nightmare by Gloaming.” This will 
not cure an Infliction. 
 
Cloaked in Shadows 
BCP Cost: 5 BCP 
You can hide yourself in the shadows of Gloaming. Once per long rest, exhaust 2 points of 
Earth, cross your arms and place your hands on your shoulders, and call out “Imbue by 
Gloaming” to become a Spirit for up to one minute. Once you become a Spirit you cannot move. 
While in Spirit form you call out “Spirit by Gloaming” to negate any attack that does not have the 
Magic trait or a “to Spirit” trait. Only attacks with the Magic trait or the “to Spirit” trait can affect 
you, and if that attack is not beneficial it will end this effect. You may end this effect at any time, 
but you cannot remain in spirit form for more than one minute. Once the effect ends all Spirit 
Form skills are exhausted until you take a long rest. 
 
A Message for the Dead 
BCP Cost: 4 BCP 
Once per event, you may spend 10 minutes concentrating at an Ossuary. You may then call, 
“Imbue by Seance.” You may then leave a question, clearly written on a scroll of paper, for the 
Dead. Those spirits may or may not answer. 
 
Deathwalk Church 
BCP Cost: 3 BCP 
 
You are faithful to the Deathwalk Church. 
 
In order to play this header, you must have access to the Sphere of Gloaming. 
 
Faithful 
BCP Cost: 0 BCP, Required 
You have the permanent trait: Faithful. 
 
Faithful Magic 
BCP Cost: 6 BCP 



At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, and call “Imbue by Faith.” For the duration of the event, you may switch any of your 
carrier traits to the “Faith” carrier trait. 
 
Blessings of the Church 
BCP Cost: 5 BCP 
On your person, you carry a small token of your Faith. Once per long rest, you must spend 10 
seconds engaged in verbal prayer and may then call “Imbue by Faith.” You gain 3 touch casts of 
“Grant Mental Defense by Faith: Shield Fear.” 
 
Stalwart Hand 
BCP Cost: 5 BCP 
On your person, you carry a small token of your Faith. Once per long rest, you must spend 10 
seconds engaged in verbal prayer and may then call “Imbue by Faith.” You gain 2 touch casts of 
“Grant Weapon Attack by Faith: 2 Damage to Undead.” 
 
Hold the Dead 
BCP Cost: 5 BCP 
You are skilled in slowing the spirits of the Dead. You may expend 1 Void and touch a packet to 
a Dead ally. You may then call, “Imbue to Dead by Faith.” The recipient’s death count stops for 
as long as you maintain your contact and focus. You may do this for 5 minutes or until you are 
interrupted by a melee or packet attack. A voice attack does not interrupt your focus. The Dead 
person may refuse your touch cast or may go to spirit at any time. You may walk with the 
Corpse, but are under a slow while you are carrying them. 
 
Cult of Light 
BCP Cost: 3 BCP 
 
You are a Cultist of Light, a stigmatized devotion within Haldanghast. 
 
In order to play this header you must have access to the Spheres of Chimera and Primal. 
 
Faithful Cultist of Light 
BCP Cost: 0 BCP, Required 
You have the permanent trait: Faithful. You also have the permanent trait: Cultist and Chimera. 
 
Light Magic 
BCP Cost: 6 BCP 
At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, and call “Imbue by Light.” For the duration of the event, you may switch any of your 
carrier traits to the “Light” carrier trait. A note of caution: many in Haldanghast find this 
unseemly, as it is connected to Cult activities. 
 



Light Pool 
BCP Cost: 5 BCP 
Once per long rest, you are able to use your Light to heal others. You may call, “Imbue by 
Light.” For the duration of your long rest, you have 3 packet touch casts of “Heal 2 by Light.” 
Any unused castings fade during your next long rest. 
 
Maledicted Knowledge 
BCP Cost: 5 BCP 
Part of your training has been to study Malediction, without actively practicing it. You may read 
text props that say, “Requires Skill: Maledicted Knowledge.” Additionally, once per event, you 
may call, “Resist Malediction by Light” to an attack with the Malediction carrier trait. 
 
Illuminated Blessings 
BCP Cost: 5 
You have a pool of Cult magic that enables you to cast minor spells. For each skill 
purchased in the Cult of Shadow OR Cult of Light headers, you gain 1 use of the following 
packet or melee attack: “2 Damage by Fire.” (Skills purchased in the header include the 
required skills, so you start out with 1 Illuminated Blessings pool point.) The Illuminated 
Blessings pool resets when you take a long rest. You may only purchase this skill once. 
 
 
Cult of Shadow 
BCP Cost: 3 BCP 
 
You are a Cultist of Shadow, a stigmatized devotion within Haldanghast. 
 
In order to play this header, you must have access to the Spheres of Gloaming and 
Chimera. 
 
Faithful Cultist of Shadow 
BCP Cost: 0 BCP, Required 
You have the permanent trait: Faithful. You also have the permanent traits: Cultist and Chimera. 
 
Shadow Magic 
BCP Cost: 6 BCP 
At the start of each event, you may spend 15 minutes, engaged in focus specific to your 
character, and call “Imbue by Shadow.” For the duration of the event, you may switch any of 
your carrier traits to the “Shadow” carrier trait. A note of caution: many in Haldanghast find this 
unseemly, as it is connected to Cult activities. 
 
Light in the Dark 
BCP Cost: 5 BCP 



On your person, you carry a small token of your Faith. Once per long rest, you must spend 10 
seconds engaged in verbal prayer and expend 3 Fire. You may then call “Imbue by Faith.” For 
the rest of the long rest, you may make all of your attacks by Fire. 
 
Fiery Blade 
BCP Cost: 5 BCP 
On your person, you carry a small token of your Faith. Once per long rest, you must spend 10 
seconds engaged in verbal prayer and may then call “Imbue by Faith.” You gain 2 touch casts of 
“Grant Weapon Attack by Faith: 3 Damage by Fire.” 
 
Illuminated Blessings 
BCP Cost: 5 
You have a pool of Cult magic that enables you to cast minor spells. For each skill 
purchased in the Cult of Shadow OR Cult of Light headers, you gain 1 use of the following 
packet or melee attack: “2 Damage by Fire.” (Skills purchased in the header include the 
required skills, so you start out with 1 Illuminated Blessings pool point.) The Illuminated 
Blessings pool resets when you take a long rest. You may only purchase this skill once. 
 
Devil Worshipper 
BCP Cost: 5 BCP 
 
Summon Demon 
BCP Cost: 4 BCP 
Once per event, you may inform staff that you wish to perform a summoning ritual. You may 
expend 1 Void and engage in a personal ritual for 15 minutes. After this is done, you should tell 
staff you have completed it. 
 
Deviltongue 
BCP Cost: 4 BCP 
You speak the true tongue of devils. You may expend 2 Fire and touch cast “Speak to Devil” 
until your next long rest. This allows you to speak with Devils with some amount of authority and 
clout. 
 
 
Ossuarian 
BCP Cost: 2 BCP 
You are a rank-and-file member of the Ossuary and tend to the shrines throughout 
Haldanghast. 
 
Reconsecration 
BCP Cost: 2 BCP 



You are trained in preparing and restoring Ossuaries. If you find a desecrated Ossuary, you 
may spend 5 minutes in focus reconsecrating it. You may then call, “Imbue to Ossuary and Heal 
All to Self.” 
 
Dermestid Swarms 
BCP Cost: 2 BCP 
You carry a small bottle with dermestid bottles; you usually use these for your professional work, 
but sometimes they can aid you in battle. Once per long rest, you may make a packet attack for 
“2 Damage by Swarms.” 
 
Higher Authorities 
BCP Cost: 2 BCP 
Once per event, you and three other Ossuarians may spend time in an Ossuary crafting a letter 
to send to the Ossuary in Knochenvale. All four participants must have this skill, and all four 
participants expend their use of this skill crafting the letter.  
 
 
Oathkeeper 
BCP Cost: 2 BCP 
 
You are a rank and file member of the Oathkeepers’ Guild. 
 
Oathkeeping 
BCP Cost: 2 BCP 
You are a lower ranking member of the Oathkeepers, and you wear a small badge on your 
person. You may expend 2 Fire and call, “By My Voice, Expose Oathbreaker.” 
 
Goldkey Keeper 
BCP Cost: 2 BCP 
Once per event, you and three other Oathkeepers may stand at a Goldkey Gate and speak on 
the importance of Oaths for 1 minute. You may then call, “By My Voice, Grant 3 Protection to 
Oathbound.” All people who participate in this activity must have the skill Goldkey Keeper. Only 
the person who initiated this skill exhausts their use of it. 
 
 
United Ossuary 
BCP Cost: 2 BCP 
 
You are a rank and file member of the United Ossuary. 
 
I Work for the Government 
BCP Cost: 1 BCP 



You are a lower ranking member of the United Ossuary, and you wear a small badge on your 
person. You may expend 1 Fire and call, “Imbue by Authority.” You must then say, “I work for 
the government.” The person to whom you are talking may or may not care. 
 
Stamp of Approval 
BCP Cost: 1 BCP 
You are a lower ranking member of the United Ossuary, and you have a governmental stamp. 
You may expend 1 Fire and call, “Imbue by Authority.” You may then stamp a document with a 
governmental seal, which presumably gives it more authority. 
 
 
Haldanghast Navy 
BCP Cost: 2 BCP 
 
You are a rank and file member of the Haldanghast Navy, the keepers of the Light Wall. 
 
Naval Light Magic 
BCP Cost: 6 BCP 
At the start of each event, you may 15 minutes, engaged in focus specific to your character, and 
call “Imbue by Light.” For the duration of the event, you may switch any of your carrier traits to 
the “Light” carrier trait. A note of caution: many in Haldanghast find this unseemly, as it is 
connected to Cult activities, so you should have a clear indication of your place in the Navy. 
 
Sea Legs 
BCP Cost: 1 
When you are on the ocean and have heard the call “Imbue to Tides,” you call no effect to 
“Slam.” 
 
*** 
 
Specialized Training Skills (Open to all PCs) 
 
You have some sort of training that allows you to wield magic outside of your Heritage or 
specialty class. You must justify this in your character history. If you are a Madrigal 3 PC you 
may learn any of these prior to game. 
 
Armored in Nature Training 
BCP Cost: 6 BCP 
After studying with the Mireway Elves, you have learned to armor yourself in the environment 
around you. Your maximum armor goes up by 1. Madrigal 3 PCs should assume they were able 
to learn this from Verdant Elves or rangers in Nocturne. 
 
Cursed Magic Training 



BCP Cost: 7 BCP 
You have spent time with the Mireway Korred and have learned the basics of Cursed magic. At 
the start of each event, you may 15 minutes, engaged in focus specific to your character, and 
call “Imbue by Curse.” For the duration of the event, you may switch any of your carrier traits to 
the “Curse” carrier trait. A note of caution: many in Haldanghast find this unseemly. Madrigal 3 
PCs should assume they were able to learn this from Meister Lyriker Elisabeth Benedikt or 
Luther Soren on their travel to Haldanghast. 
 
 
Deviltongue Training 
BCP Cost: 6 BCP 
You do not speak the true tongue of devils, but you have studied the language at a university in 
either Knochenvale or Vyrglas. You may expend 2 Fire and touch cast “Speak to Devil” until 
your next long rest. This allows you to speak with Devils with some amount of authority and 
clout. Madrigal 3 PCs should assume they were able to learn this from libraries in Nocturne. 
 
Faithful Magic Training 
BCP Cost: 7 BCP 
You are not a formal member of the Deathwalk Church, but you recognize their teachings as 
your spiritual truth. At the start of each event, you spend may 15 minutes, engaged in focus 
specific to your character, and call “Imbue by Faith.” For the duration of the event, you may 
switch any of your carrier traits to the “Faith” carrier trait. Madrigal 3 PCs should assume they 
were able to learn this from a Deathwalk priest who assisted their arrival to Haldanghast. 
 
Mirelegs Training 
BCP Cost: 6 BCP 
You're not a member of the Geistwalk, but you've traveled with them. You are used to passing 
through the treacherous  swamps. If you are in an encounter where you have heard the call 
"Imbue to Swamp," you fall stable when you fall to uncalled damage. Madrigal 3 PCs should 
assume they learned this through experiences in Southern Aerune terrain or through travel in 
Kyrzenwold. 
 
Sea Legs Training 
BCP Cost: 2 
You've spent most of your life on a boat. When you are on the ocean and have heard the call 
“Imbue to Tides,” you call no effect to “Slam.”  
Madrigal 3 PCs should assume they were able to learn this while on the ocean. 
 
 
 
 
  



Armor 
Armor works differently than it does in Madrigal 3. Below are the Oathbound rules for armor. 
Remember: these armor rules will not translate to Madrigal 3! 

From the Madrigal 3 Rulebook: 

“Armor provides points of protection that act as a buffer against damage effects. Armor points 
are removed by damage in a manner similar to Vitality. Armor points are lost before Vitality 
points. The method by which exhausted armor points are restored varies depending on the type 
of armor you are using and the skills and abilities of the Accelerant game you are playing. You 
may only have one base type of armor active at a time. If you try to restore or activate or wear 
one type of armor while you have active points from another type of armor, the armor type with 
the lower number of active armor points will be exhausted. If there is a tie, then the new armor 
points will be immediately exhausted. Exhausted armor points are gone and must be restored 
just as if they were exhausted by Damage. For example, Travis is wearing a 2 point of suit of 
armor. He roleplays and activates a skill that gives him 3 points of armor. The armor points from 
the suit of armor are exhausted and he has 3 armor points from his skill. If he wants to use the 
armor points from his suit of armor later, he will have to have the armor suit repaired.” 

On Armor Props: 

We want to build an immersive environment where characters look good. That being said: we 
understand that for many people armor is cost prohibitive; for some people, it is physically 
uncomfortable. While we have kept some basic restrictions on armor rules, we have simplified 
them from the Madrigal 3 version. 

There are three armor skills in game that require an armor prop: Heavy Armor, Medium Armor, 
and Light Armor. The basic requirements for the prop for each skill follows. 

 

Heavy Armor 
Heavy Armor provides a base 4 armor points, and can be increased to no more than 5 
points with additional skills. The requirements for your heavy armor prop are as follows: 

Heavy armor requires some sort of torso and limb coverage. Heavy armor, however, is 
specific to your nation and training. A ranger might wear a full cloak, bracers, and boots 
suitable to their profession. A warrior member of the Deathwalk Church might wear a full 



suit of plate  armor. Priestly members often wear full coats and wide-brimmed hats to 
give head-to-toe coverage. A mage might cover their body entirely in magical runes to 
protect themselves.  

 

Medium Armor 
Medium Armor provides a base 3 armor points, and can be increased to no more than 5 
points with additional skills. The requirements for your medium armor prop are as 
follows: 

Medium armor requires some sort of limb or torso coverage from a durable material. A 
reinforced jerkin, bracers and greaves, durable boots and gloves, a cuirass, or some 
sort of equivalent are all examples. Mages often cover their limbs in runes. 

 

Light Armor 
Light Armor provides a base 2 armor points, and can be increased to no more than 4 
points with additional skills. The requirements for your light armor prop are as follows: 

You have some sort of torso, head, or limb coverage of a lightweight material. Arm and 
leg wraps, light cloaks, and light jerkins are all acceptable, as are wide belts that cover 
your torso. Among the Merhausen and Mirekept, netting, which traps smaller swords, is 
common. Mages will often have elaborate tattooing on their face, neck, or arms. 


