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Beyond Ragnarok is a fest game, located in the United Kingdom. The system is based upon Norse Mythology 

and explores a world many years after the events of Ragnarok. 

 
Midgard has been cut off for centuries. During Ragnarok, the forces of Hel defied prophecy, and overwhelmed 
the forces of Asgard. Gods, Einherjar, Humans and those Jotunborn not aligned with Hel were forced to flee 

across the Bifrost into the higher realms. 
In a heroic sacrifice, Heimdal, wounded from his battle with Loki, stayed upon Midgard and sealed the Bifrost 

behind him, cutting off the higher realms from the rest of the worlds. 
For over 200 hundred years, the Aesir, Vanir, Alfar and Svartalfar have lived together with Humans and 

Jotunborn, and their societies have changed and adapted to fit this new situation. 
Now, by means unknown, the Bifrost has re-opened at Himinbjorg upon Asgard, and the way to the lower 
realms is available once again. The peoples of Asgard, Vanaheim, Alfheim and Svartalfheim come together, 

ready to discover what Midgard has become. 

 
The rules plus additional information regarding lore and guides for different aspects of the game will be available via the Beyond 

Ragnarok LARP website. 

http://www.meta-games.co.uk/beyondragnarok.html 

 

http://www.meta-games.co.uk/beyondragnarok.html
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There are four playable Races: Humans, Jotunborn, Alfar and Svartalfar. 

Humans are the refugees from Midgard who crossed to the higher realms during the events of Ragnarok, and 
as such are strangers to these worlds. Over many generations, Humans have found their place in the new 
cultures and environments they have found themselves in. Their lifestyles across all four worlds they have 
settled are very different, from the highly stationed upon Asgard, to the downtrodden and forgotten on 
Svartalfheim.  
Humans are a much more adaptable race than most of the other denizens of the higher realms and as such 
have managed to survive by changing their cultures, views and beliefs to make sure they have stable homes 
on their new worlds. 

The Jotunborn who now live amongst the higher realms are the decedents of the original Jotunborn; those such 
as Fenrir, Jormangandr, Garm, Nidog, Hel and even Sleipnir. They have Jotun blood, but are not fully Jotun. 
They have the visage of beasts but are humanoid in physique. The different sub-races of known Jotunborn are 
Canine, Reptilian and Trollan. Each sub-race has their own tribe led by a Chief. 
They originate come from either Midgard or from Helheim. The Jotunborn now in the higher realms are those 
whose ancestors did not want to fight with Hel at Ragnarok, and who managed to flee through the Bifrost 
before it was sealed. Of all the races they are the least trusted. Alfheim would not have them due to long-
standing hatred; the Aesir of Asgard did not trust them after the events of Ragnarok and the deaths of 
Gods at the hands of the most powerful of them – Fenrir, Garm, Hel and Jormangandr. Only Vanaheim took 
them in as equals, though that took time and sacrifice, whilst the Svartalfar allowed them in but ignored 
them, leaving them to the wilds. 

The Alfar, also known as ‘elves,’ are the original inhabitants of Alfheim. They are ruled by the High Alfar 
or the ‘Lloss’, within which is the ruling royal family of the world. They are a long-eared race with a natural 
elegance. 
There are three different types of Alfar. 

 The Lloss are known for bright colours that tend to be less natural than their other brethren. They 
are a naturally reserved folk, though this is not always the case. Most of them live within the capital 
city of Tallallamé. 

 The Vighta are known for lighter, neutral clothing in creams and light browns. They are a much more 
laid-back and happy people in general, who are usually found in villages and towns where farming is 
the main trade. 

 The Dokkar are known for darker clothing in dark browns and blacks. They are quite highly strung, as 
a general rule, and are usually found on the coastlines running trade ships. 

All Alfar like to adorn their faces with intricate, semi-permanent patterns. This is an art form amongst the 
Alfar, with the best artists gaining great societal prestige. These patterns tend to be drawn along the hairline, 
up the nose and on the brow but not on the lower part of the face. 
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The Svartalfar (sometimes shortened to ‘Svarts’) are a long-eared race who are visually similar to the Alfar, 
but they have either a light yellow or grey skin tone in places, usually at the hairline, corners of the eyes, 
base of the neck and creases of the fingers and other such places. Some also have yellow or black eyes. 
Their main mark is an angular indent line across the cheeks that can come in many configurations. They 
usually wear leather with metal accoutrements and/or heavyweight cloth. 
Svartalfar, also known as ‘dwarves’, are dedicated smiths and crafters and their cities are marvels of 
technological achievement. Their weapons and armour are second to none and much sought-after by all races 
across the higher realms. Their food isn’t particularly creative or nourishing, with plain fare being the norm. 
Food is grown and tended by their most technological marvel; the automata – semi intelligent machines that 
can perform tasks as directed. They tend the fields and the livestock, while the lower-class Svarts (those 
proven to not be as skilled at crafting or smithing) make and distribute the food. 
Contrary to popular belief amongst Humans, there are female Svartalfar. 

 

There are four Home Realms that your character can come from, however, your choices may be limited 
depending on the Race you choose. 

Playable Races: Human, Alfar 
Alfheim is populated by the Alfar. They are ruled by the High Alfar, also known as the Lloss, within which 
is the royal family of the world, who have their seat at the Alfaran capital city of Tallallamé.  
The world is mainly covered in wilderness, with the inhabited parts being upon the central island. The rest of 
the world is the dominion of nature spirits and other lesser fey-like creatures. These creatures tend to keep 
to themselves – but not all are nice! 
Alfaran architecture is majestic and beautiful, with delicate wood and steel works containing intricate patterns 
and colours throughout. No matter where an Alfar lives, within Tallallamé or a small farming village, their 
homes will be beautiful. There are also Humans upon Alfheim, who are treated as equals by most Alfar. They 
are merely tolerated by the Lloss, however, and are not allowed in positions within the royal household for 
traditions sake. 

Playable Races: Human, Alfar 
Asgard is still ruled by the Aesir, with Baldr now taking the role of Allfather with his wife Nanna beside 
him. After Ragnarok, many of the Aesir's major Gods are dead, creating a rearrangement of power among 
many roles. 
There are three Kingdoms within Asgard and it has the highest number of Humans. A lot of the land mass is 
taken up by the towns of the original refugees’ descendants. There are a small number of High Alfar who 
keep themselves close to the remaining Aesir and see themselves as being above their brethren on Alfar. 
The governance of Asgard is based upon the sovereignty of its Aesir rulers, who do not mix with the 
Humans and Alfar socially. Disputes that cannot be settled by local magistrates appointed by the people are 
brought before Vor, who sees the truth of all, and Forseti, if justice is needed.  
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Playable Races: Human, Alfar, Jotunborn 
Upon Vanaheim all races are treated as equals, even the Vanir themselves. Following Ragnarok, the Vanir 
decided that old prejudices should be laid to rest and opened up their world to all who would come there. 
Nominally, the world is ruled by Njord and Nerthus, of the sea and of the land respectively. However, neither 
wanted to rule like their Aesir cousins do. Instead, the decisions of the realm were given to the people. 
Njord and Nerthus retreated to the wilds, to keep balance within earth and sea. 
Vanaheim is now led by the Vana Council, in which each race on Vanaheim is represented; Human, Vanir, 
Jotunborn, and Alfar. There are a total of three individuals from each race, making up a council of twelve. 
One individual is elected to lead the council as the figurehead of the world. A Jotunborn currently leads the 
Vana Council, a Canine named Sarga Uppamane. A new election is held every ten years to appoint a new 
council lead. 
The world of Vanaheim is rich in woodland and the Vanir and assorted races of Vanaheim use the natural 
world in the construction of their towns, using trees, mountains, rivers and valleys to make their habitation 
blend in with the land as much as possible. 

Playable Races: Human, Jotunborn, Svartalfar 
Svartalfheim is historically populated by the Svartalfar. Darker in colouration than their Alfar cousins, the 
Svarts still look similar to them. They are a people who revere the art of smithing, and most Svarts craft in 
some way, whether this be weaponry, armour, building work, adornments or automata creation. The few Svarts 
who cannot craft are considered to be of a lower class. 
The world is harsher than the other realms; it is not covered in lush wilderness but is marshy, with many 
volcanoes and mountains. The Svarts all live inside covered fortress cities that look like mountains in their 
own right. They use mechanical automata to man the fields, in the rare spaces where this is possible. 
They are ruled by a Svartalfar known only as 'The Forge' – you may think this would get confusing as there 
are thousands of physical forges for smithing and crafting within these cities – but no, everyone knows who 
is being referred to; it’s something to do with the way it is said. The Forge lives in the capital city of 
Bholvor. The leaders of individual cities are known as 'The Anvil', with their second being known as 'The 
Hammer.' 
Following Ragnarok, there are now also Humans and Jotunborn upon Svartalfheim, though they are left to their 
own devices outside of the cities, with trade and communication between the two being quite rare. Life for 
these two races is very harsh, surviving on what can be salvaged, scavenged or stolen from their Svartalfar 
hosts; they are the typical underdogs of the cosmos.  
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There are three types of hit points used within the game: Hit Points (HP), Global Hit Points (GHP) and 
Armour Points (AP). 

 

Hit Points determine your general health. Every character has 2 Hit Points (HP) per location. These can be 
reduced in various ways, such as melee blows and spells, until you reach 0HP in a location. 
Your body is divided into 6 locations: Head, Torso, Arms [left and right] and Legs [left and right].  
If you are reduced to 0HP on your arms or legs, the location cannot be used, until it is healed.  
If you are reduced to 0HP on your head or torso, you are considered to have a mortal wound. A mortal 
wound renders you unconscious and dying. If you receive a mortal wound, you must fall to the ground and 
start your Bleed Count. 

 

Typically, Global Hit Points (GHP) are only used for monsters, although some exceptions may apply. In these 
cases, regardless of where the target is hit, their hit points will be reduced. Spells and abilities may work 
differently for creatures with GHP. 

 

Armour Points (AP) determines the additional hits granted per location by the additional protections of wearing 
armour. The amount of AP granted by armour is determined by the type of armour and percentage coverage. 
Armour Points are reduced first, before your HP, and must be repaired using the appropriate skill when your 
AP is reduced due to weapon blows, spells, etc. Some techniques and abilities specifically affect armour, or 
may go through it without damage to your AP.  

For example:  
Where armour is considered to have been hit with the Through call, the current AP of that location is not 
affected, but the character takes the damage to their HP instead. 
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Each character within Beyond Ragnarok starts with 3 lives.   
Your soul has been bolstered by the Goddess Freya, the most learned in the ways of magic, to mimic the 
old practices of creating Einherjar. This process can be performed only two times, however, so if you return 
to Midgard and die for a third time, your soul will go to its normal resting place when you die 
The life you are on determines the length of your bleed count – see below. 
 
NOTE: You are not able to regain lives in any way, and your live do not reset between events. They are 
the lifespan of your character, and cannot be altered. 
 

You enter your bleed count by having your head or chest reduced to 0HP. 
If you are on your bleed count, you are not conscious and can take no action of any kind. If the position 
you fell in becomes dangerous, you are permitted to move for safety reasons but only to the nearest safe 
area. 

• On your first life, you will have a bleed time of 3 minutes.  
• On your second life, this is reduced to 2 minutes. 
• On your last life this, is reduced to 1 minute. 

These will be detailed on your character card. It is possible to modify these times via the use of in-game 
skills. 
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This call is used to indicate an out-of-character incident that potentially requires medical assistance. The game 
immediately stops and everyone in the vicinity of the call must take a knee (where able) and point in the 
direction of the initial call so that the First Aid Team/Referees can locate the incident.  
If you are not sure of the direction, do not point. 

This call is used to indicate that there is a fire that requires immediate attention. The game immediately 
stops and everyone should evacuate the area to the nearest assembly point. The location of assembly points 
will be detailed upon the event map. 

 

The game has begun or is resuming after a temporary halt in gameplay. Players should endeavour to remain 
in-character during this time. 

The game has ended or paused for an extended period of time due to the current circumstances. 

The game has temporarily paused. Players should immediately halt what they are doing, remain where they are 
and close their eyes until instructed otherwise. 

The game has temporarily paused. The players must stay in the immediate area, but you are not in-character. 
This is usually to allow time for crew/referees to prepare the next encounter. 
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All in-character calls are explained in the skills they relate to. For quick reference, they are also listed 
below. 

A damage type that may affect certain creatures more or less than others. This could include causing more 
damage, instant death, or no damage at all. 

Removes the effects of a single Disease or Poison from a person. It will be specified at the time of casting 
whether you are being cleansed of Disease or Poison. 

Forces a single target to perform a simple instruction of 2 words or less. The effects of the spell last for 
10 seconds or until the target is rendered unconscious, put on their bleed count, or the task is complete. You 
cannot be instructed to kill yourself. 

Resists an incoming spell at Basic or Advanced level. This may be cast against a spell targeted at you or 
another character. 

‘Crush’ is a melee damage call. Crush reduces a struck unarmoured location to 0HP. If armour is worn on the 
struck location, it will instead magically destroy the armour and reduce it to 0AP.  
If blocked or parried, the Crush will affect the weapon or shield instead, magically destroying it. Crush can 
also be used on other items. 
Crush cannot be called with daggers or thrown weapons. 

‘Ranged Crush’ is a spell call. Ranged Crush reduces a specified unarmoured location to 0HP. If armour 
is worn on the specified location, it will instead magically destroy the armour and reduce it to 0AP. 
Ranged Crush can also be used on other items. 
This spell cannot be blocked or parried, i.e. by weapons and shields (the affected location/item will be 
specified in spell).  

Heals all wounds on a single location. 

Removes 1 minute of Bleed Count from a character. Lasts until removed, their next death, or dawn the next 
day. 

Discern looks at the pattern of creatures. If this is called to your character, you will need to say your race 
and your rank. Some creatures may also add a Level to this, if they are dismissible. 
For any of the playable races, Human, Alfar, Svartalfar and Jotunborn, you are a Lesser-ranked being. 
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Prevents any form of healing to the affected location until cleansed. If ingested, the affected location is 
considered to be the chest. 

Dismiss destroys creatures. Unless told otherwise, player characters cannot be dismissed. 

‘Disarm’ is a melee damage call. Disarm causes anything in the struck arm to be instantly dropped to the 
floor and prevents the arm from holding anything for 3 seconds.  
May be blocked or parried, i.e. by weapons or shields. 

‘Ranged Disarm’ is a spell call. Ranged Disarm causes anything in the specified arm to be instantly 
dropped to the floor and prevents the arm from holding anything for 3 seconds. 
This spell cannot be blocked or parried, i.e. by weapons and shields (the affected arm will be specified 
in spell).  

Forces a single target to perform a complex instruction of 10 words or less until rendered unconscious, put 
on their bleed count, or the task is complete. 

‘Fatal’ is a melee damage call. Fatal reduces all locations to 0HP, regardless of armour, while also magically 
destroying the armour on the struck location as per the Crush call. .  
If blocked or parried, this skill will instead magically destroy the shield or weapon. It will also knock the 
target to the ground as per the Strikedown call.  
Fatal cannot be called with daggers or thrown weapons. 

‘Ranged Fatal’ is a spell call. Ranged Fatal reduces all locations to 0HP regardless of armour; magically 
destroys the armour on specified location as per the Ranged Crush call; and knocks the target to the 
ground as per the Ranged Strikedown call.  
This spell cannot be block or parried, i.e. by weapons or shields (body location will be specified in 
spell). 

Grants 1 extra minute of Bleed Count to a character. Lasts until removed, their next death, or dawn the next 
day. 

A damage type that may affect certain creatures more or less than others. This could include causing more 
damage, instant death, or no damage at all. 

This call indicates that the following call it will affect all within a 15 feet cone in front of the caster. 
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Reduces the target’s bleed count by half (does not stack) if struck to an unarmoured location or ingested. 

The Remove call will either be following by a Blessing or by a Hex. This removes one active effect of the 
specified type from the target’s body. It is up to the caster which effect is removed. 

This call indicates that the character can negate the effects of a call aimed at them. 

‘Strikedown’ is a melee damage call. Strikedown causes the target to fall to the ground regardless of where 
the target is struck; body, weapon, or shield. The targeted character is meant to be winded from the blow 
and as a result cannot defend for 3 seconds. If, for any reason, you cannot safely fall to the ground, you 
must lower your stance appropriately for the duration by taking a knee. 
Strikedown cannot be used with daggers or thrown weapons. 

‘Ranged Strikedown’ is a spell call. Ranged Strikedown causes the target to fall to the ground. The 
targeted character is meant to be winded from the force of the spell, and as a result cannot defend 
for 3 seconds. If for any reason, you cannot safely fall to the ground, you must lower your stance 
appropriately for the duration by taking a knee. 
This spell cannot be blocked or parried, i.e. by weapons or shields. 

‘Stun’ is a melee damage call. Stun prevents the target from making any offensive actions and they cannot 
move faster than a slow walk for 10 seconds, regardless of where the target is struck or armour worn.  
May be blocked or parried, i.e. by weapons or shields. 

‘Ranged Stun’ is a spell call. Ranged Stun prevents the target from making any offensive actions and 
they cannot move faster than a slow walk for 10 seconds, regardless of armour worn. 
This spell cannot be blocked or parried, i.e. by weapons or shields.

A non-lethal blow that can render a target unconscious for 1 minute but does not do damage. This call can 
only affect the head and torso locations. Being hit with subdue does not reduce HP and AP, but the target 
must still be struck enough times to ‘get through’ the armour and hit points the target has. 

For example:  
Subduing someone with 50% heavy armour on their head; needs hitting 4 times – 2 for the AP, and 2 for 
the HP. 

Subdue can only be performed with a dagger-length weapon. 



 

 

Version 1.2.1 Page 12 
 

‘Through’ is a melee damage call. Through bypasses armour, causing 1HP to be taken, rather than 1AP, on 
the struck location.  
May be blocked or parried, i.e. by weapons or shields. 

‘Ranged Through’ is a spell call. Ranged Through bypasses armour, causing 1HP to be taken, rather than 
1AP, on the specified location.  
This spell cannot be blocked or parried, i.e. by weapons or shields (the affected location will be 
specified in spell). 

Temporarily increases hit points by 1HP per location to a character. Lasts until removed, their next death, or 
dawn the next day. 

Temporarily reduces hit points by 1HP per location from a character, to a minimum of 1HP. Lasts until 
removed, their next death, or dawn the next day.  
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HP can be restored in one of two ways: by the Cure spell, or overnight. 
Ghodi characters with the Apothecary skill can heal wounds themselves with the Cure spell. They can also 
create Apothecarial Solutions that allow others to heal wounds.  
Lost hits (wounds) to locations that are not mortal, i.e. that do not put you on your Bleed Count, can be 
restored to full HP overnight. 

 

The repair of armour can only be completed by an individual who can wear that armour type: see Light 
Armour Use or Heavy Armour Use. All types of armour can be repaired by Armoursmiths.
A single location of armour takes 10 seconds of roleplay for each AP and effectively patches a piece of 
armour in the field. This can be done on another character’s armour without the need to remove the armour. 
If you are repairing your own armour, however, the armour must first be removed. 

For example: 
Player A needs their breastplate and right leather vambrace repaired. Their breastplate grants 2AP and the 
vambrace 1AP. 
It takes a total of 30 seconds of appropriate roleplay to repair these pieces of armour (20 seconds for 
the breastplate and 10 seconds for the vambrace). 

Repairing armour requires tools, e.g. a small hammer or pliers. You cannot repair armour with a dagger 
pommel. Tools are mundane items and do not need to be specifically crafted in any way. 

Armour and weapons that have been destroyed by a Crush or Fatal call, or their Ranged versions, cannot be 
repaired by mundane repair methods in the field. These calls have destroyed that piece of armour or weapon, 
and it will take a Repair Kit of the appropriate type in order to repair it. Repair Kits can be used by 
anyone and require 1 minute of roleplay to use. Repair Kits can only be made by Smiths. 

• Bladed Weapons, such as swords and daggers 
• Hafted Weapons, such as axes and polearms 
• Wooden Weapons, such as bows and staves 
• Light Armour 
• Heavy Armour 
• Shield 

For more information on the necessary resources to make repair kits, please see the Crafting Guide.  
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Death in Beyond Ragnarok is not immediately permanent. Your soul has been bolstered by the Goddess Freya, 
the most learned in the ways of magic, to mimic the old practices of creating Einherjar. This process can be 
performed only two times, however, so if you return to Midgard and die for a third time, your soul will go 
to its normal resting place when you die. This effectively gives your character three lives. 

Unless you need to move for safety reasons, stay where you died! If you do need to move, go to the 
nearest safe location. A referee, dressed as a Valkyrie, will collect you and clip your card to indicate you 
have lost a life. 
If you have died in an unobvious and obscure location away from referees, please go directly to G.O.D with 
your hand in the air for this purpose. 

When you die, your soul will go back to Asgard to be reconstituted, or to its final resting place. 
Freya has agreed that her Valkyries will take any Runes and Shards with your soul. However, if you want 
any items to also be recovered with your soul, they need to be paid for. 
For each item in your possession, you will need to pay 1 Rune Card (which also must be in your possession) 
of the appropriate power or the equivalent conversion. Any unpaid items must be handed over to the Valkyrie. 
Items to be paid for include: 

 Runic Crafted Items  
 Focuses 
 Repair Kits  
 Alchemical Solutions  
 Apothecarial Solutions  

This is not an exhaustive list; please check with your Valkyrie as to what needs to be paid for. 
Your old body and any item unpaid for upon it will be dissolved by the Valkyrie after your soul is taken, 
leaving nothing behind. 

Payment Example: 
If Player A has a Hammer of Fatal, this is a Master weapon. This requires any Obsidian rune to recover. 
If Player A does not have an Obsidian rune, they can use the downward conversions of 3 Hematite runes 
or 9 Quartz runes, or any combination thereof e.g. 2 Hematite runes and 3 Quartz runes. 

Unless countermanded by a referee on the scene, or G.O.D, in order to represent the time it has taken to 
reconstitute yourself in Asgard – please report to monster for a very brief monster stint before returning IC. 

Return in-character via the Bifrost portal area within the game, when prompted by a referee. 
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The rules as written in the rulebook may be contradicted by the wording on Cards and Lammies. Where this 
is the case, the wording on the Card/Lammie takes precedence over the rules as written. This may or may 
not be a benefit, depending on what is written. 

Cards are used to portray such things as Resources. These are either ripped to demonstrate a resource has 
been used for a skill, handed to a referee to make something, or can be traded. 

For example: 
A Rune Card will be of a specific material and will have the symbol of a specific rune upon it. These 
can be torn to demonstrate their use in various skills, put within items, or handed to a ritual referee. 

 

Lammies (laminated cards) are used to portray information in the field about an item or skill. There are two 
types of Lammie in the game, Information and Tear on Use. 

Information Lammies portray specific information about an item or area and must be attached to something to 
be effective. There are numerous examples of how this type of Lammie may be used. 

For example: 
1. A Lammie attached to a Red Ribbon indicates that there is a lock that requires 3 minutes to 

pick and which has a trap on it. The Lammie will have details of what the trap does when 
the lock is picked. 

2. A Lammie can be attached to creatures and characters who have something unique about them 

Tear-on-use Lammies will only be partially laminated, allowing you to tear the end off and open the Lammie. 
These may or may not be attached to items. 

For example: 
A Tear-On-use Lammie is attached to a weapon, indicating there is a magical effect on that weapon and 
detailing what the effect is and its expiry date. Ripping open the Lammie allows the reclamation of the 
rune powering the weapon. 
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Ribbons are used in specific skills and may or may not be interacted with by everyone.  
Check your skills to see if you are able to interact with them. 

Indicates there is a Trap. 
You cannot interact with traps unless you have the appropriate skill to disable them (Wilderness Lore/ Disable 
Locks & Traps). 
 

Indicates a Lock, or a Key. 
You cannot unlock the lock unless you have the key, or you have the appropriate skill (Disable Locks & 
Traps) 
If a Lammie is attached to the ribbon, this may be read by anyone and means there is something additional 
on that lock, that you will need to roleplay the affect for.  
 

Indicates a Hex is upon a person and will have the specific Hex written upon the ribbon. Anyone wearing a 
black ribbon has a black aura that anyone can see. Only a character with the Ghodi skills Blessings or Hexes 
can identify the Hex. 
 

Indicates a Blessing is upon a person and will have the Blessing written upon the ribbon. Anyone wearing a 
white ribbon has a white aura that anyone can see. Only a character with the Ghodi skills Blessings or Hexes 
can identify the Blessing. 
 

Indicates that the attached weapon is constructed with a collapsible tip. 
 

Indicates that the character, creature or item this is attached to, has been enhanced through means other than 
those accessible through the professions. These will not affect the number of Blessings, Hexes, Woads or Firm 
Resolves a character can have upon them. The effects of these ribbons will need to be determined In-
Character. 
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There are various types of in-game resources that can be used for trade, crafting, or the use of skills. 

Natural Crystals are pieces of Quartz, Hematite and Obsidian that have yet to be shaped. Physical 
representations (physreps) for these can be found in game via the Prospecting skill (i.e. mined from the 
ground) and can be used in-game without the need to go to GOD. 
These crystals can also be stolen/claimed by any character from another character or creature. 

Shards are raw magic and look like translucent coloured pebbles.  

Runes are the fusion of Natural Crystal and Shards to make magically charged stones. Runes are used in a 
number of ways, see Using Skills to find out more. 

 

Some resources have various stages of refinement: Raw, Worked and Refined, which will have different values 
in trade. Raw materials found in the field will need to be taken to GOD to be exchanged for the appropriate 
Refinement Card and with the appropriate skill. 
 
These resources can be used for trade, research and within the Crafting professions to make mundane crafted 
items 

 

The gathering of the raw material, working and refinement of animal hides requires the use of the Wilderness 
Lore skill.

Raw material 
Hide is the first stage of the animal refinement process and can be obtained from using snares to entrap 
animals in the field. 

Worked material 
Cured is the second stage of the leather refinement process. 

Refined material 
Leather is the final stage of the animal refinement process. 
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The gathering of the raw material, working and refinement of ores requires the use of the Prospecting skill. 

Raw material 
Ore is the first stage of the metal refinement process and can be obtained by mining natural ore deposits in 
the field. 

Worked material 
Iron is the second stage of the metal refinement process. 

Refined material 
Steel is the final stage of the metal refinement process. 

 

The gathering of the raw material, working and refinement of wood requires the use of the Prospecting skill. 

Raw material 
Branches are the first stage of the wood refinement process and can be obtained by harvesting wood from 
strong trees in the field. 

Worked material 
Lumber is the second stage of the wood refinement process. 

Refined material 
Carved pieces of wood are the final stage of the wood refinement process. 
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There are 5 types of skill in Beyond Ragnarok. 
• General/Martial Skills: skills not part of a specific Profession 
• Spells: effects requiring vocals starting with ‘By the power of the runes…’. 
• Ceremonies: involves invoking other powers, i.e. deities, or ancestors. 
• Techniques: melee weapon effects 
• Smithing: making items 

Each skill within the game will be categorized as one of the above. 

 

Performing most skills in Beyond Ragnarok requires the use of Runes. Runes are represented by different 
cards depending on the material the rune is made from. Each of which will have different rune symbols upon 
them. 
Each skill that requires a Rune to use will require a Rune made of one of the following specific materials: 

• Quartz Runes: these are basic Runes and are common. 
• Hematite Runes: these are advanced Runes and are uncommon. 
• Obsidian Runes: these are the master level Runes and are rare. 

Using a Rune Card is known as Cracking a Rune and represents breaking the Rune and releasing the power 
contained within it. As standard, this takes 3 seconds per card to accomplish and is demonstrated by tearing 
the card.  
Every rune you crack gives you 3 Runic Charges with which to perform skills. This magic is not permanent, 
however, and will dissipate in 10 minutes. Once a Rune is cracked, you need to use your 3 charges to 
perform skills within 10 minutes, or they are lost.  
You are also not limited to only using one skill but can combine different skills from different professions; as 
long as you have learned (purchased) them. Each skill will state its charge requirement.  
There are skills to which this doesn’t apply and this will be stated on the skill as Single Use. 

For example: 
Player A is a Ghodi and has learned the basic skills Apothecary and Woad; when they crack their Quartz 
rune, they can perform any three things from under both of these skills.  
They could Cure someone twice using Apothecary and then Woad someone to do Disarm OR they could do 
three Cures OR any other combination thereof. 

 
Player B is both a Thane and a Galdr and has learnt both profession trees to Advanced level. If they 
crack a Hematite rune, they could perform any three advanced skills under both Galdr and Thane. 
They could use Ranged Crush once using Galdr, then Crush someone twice with their sword using Thane. 

NOTE: You need a hand with which to direct anything under the spell skill type; meaning that if you cannot 
cast a spell with a sword and shield in hand. The other types of skills, even magical ones, are not affected 
in this manner.  
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Most of the skills in Beyond Ragnarok produce an immediate effect. You may be hit with a weapon technique 
or hit with a spell that immediately results in the effect cast.  

For example:  
Player A is hit with a Strikedown melee weapon technique. 
Player B is thrown off their feet, by a Ranged Strikedown spell. 
Player C is healed by the Cure spell. 

 

There are lasting effects within the game, in which a skill is bestowed upon you to use when you see fit. 
These last until you are killed or until dawn the next day. Where applicable, some will also specify “until 
used or removed”. Skills that produce a lasting effect will be specified in the skill.  
With these skills, runic magic is implanted into your body for an extended period of time; this takes a toll 
on the body. This means that every character has a limit on how many lasting effects they can have on 
them in the course of one day.  
All lasting effects are limited to 3 per day, per type (Firm Resolve, Woad, Blessings and Hexes) unless you 
are killed and reconstructed within that day. At this point you have a new body and can start again. 

For example: 
You cast 3 Firm Resolves on yourself at the start of the day. These make up your limit on Firm 
Resolves for the day (unless you die and are reconstituted). You are still able to have your 3 Woads, 3 
Blessings, and 3 Hexes, however. 
If you then get 3 Woads, 3 Blessings and are unlucky enough to 3 Hexes also put upon you, your body 
is unable to handle anymore until dawn the next day, or you are killed and reconstituted.  

There are two skills which can remove lasting effects: Remove Hex and Remove Blessing. These skills 
remove a single effect upon the body of the specified type, removing that runic power. In this instance, 
another Blessing or Hex can take its place.  
You cannot remove Firm Resolve or Woad. 

 

Ritual effects can only be produced within the Ritual Circle or via a Rite (which produces a temporary ritual 
circle). There is no limit on ritual effects or skills that can be placed upon a person or item, as long as the 
rituals are successful. 
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All characters within Beyond Ragnarok, regardless of origin, have the ability to read and write in the Common 
Tongue, as well as perform basic mathematical calculations. 
When generating a character, you have 13 points to spend on the following skills. Any points not spent 
during Character Generation may be banked for use later. 

Note: Generating a character for children is covered in the Children & Young Adults Section 
 

For each event you attend, you will gain 2 Skill Points. Points may only be spent between events. 
This allows players to save up for higher skills that cost more points. 

 

1 Point 
Grants +1 power (Rune Cards) which can be contributed to a Ritual. This can only be used to contribute to a 
ritual, not when leading a ritual. May be purchased multiple times. 

 

3 Points 
This skill allows the ability to discern the pattern of creatures and to dismiss them. 
Discerning the pattern of creatures will give you their race, their rank and their level. Dismissing allows you 
to disrupt a creature’s pattern and destroy it. Not all creatures are dismissible, depending on the characteristics 
below: 
• Their Race: what creature they are, i.e. Human, Jotun, Aesir etc. 
• Their Rank: Lesser, Greater, or True. This determines the type of Rune required to dismiss the creature, 

i.e. Quartz, Hematite or Obsidian respectively. 
• Their Level: a number. If a number is given, that creature is dismissible. This will be the number of 

Runes required to dismiss the creature. If no number is given, the creature is not dismissible. 

For example: 
Player A discerns the pattern of a creature using the following call: “Discern Pattern” 
The creature could respond by saying: “Draugr, Lesser, Level 5.” 
This indicates to Player A that dismissing the Draugr will require 5 Quartz Runes to accomplish. To dismiss 
this creature, they must tear a number of Rune cards of the appropriate type (Quartz/Hematite/Obsidian) 
and use the vocal below, once all cards are torn: 
“By the power of the Runes, I dismiss you, Level 5, Draugr!” 
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NOTE: you only have one pair of hands and cracking a Rune (tearing the card) takes 3 seconds. In the 
example above, you would have to spend 5 x 3 seconds = 15 seconds cracking your runes first, then call 
your vocals. 

Alternatively, the creature that Player A discerned could respond by saying: "Human, Lesser". 
This indicates to the caster that they are Human; a lesser creature that cannot be dismissed. 

 

3 points 
Adds 3 Rune Cards to a character’s starting Rune Card supply each event. This may be taken three times. 

 

2 Points 
Allows the cracking of 3 Quartz Runes to seek knowledge and inspiration. A specific question must be asked 
(via a referee) before the meditation starts, and the runes used need to reflect the knowledge sought in order 
to increase the potential for a favourable result. 
Meditation takes 15 minutes, after which the answer will be given. This can be performed with multiple 
people. 

 

4 Points | Prerequisites: Lesser Mediation 
Allows the cracking of 3 Runes, which may be any combination of Quartz and Hematite, to seek knowledge 
and inspiration. A specific question must be asked (via a referee) before the meditation starts, and the runes 
used need to reflect the knowledge sought in order to increase the potential for a favourable result. 
Meditation takes 15 minutes, after which the answer will be given. This can be performed with multiple 
people. 

 

6 Points | Prerequisites: Greater Mediation 
Allows the cracking of 3 Runes, which may be any combination of Quartz, Hematite and Obsidian, to seek 
knowledge and inspiration. A specific question must be asked (via a referee) before the meditation starts, and 
the runes used need to reflect the knowledge sought in order to increase the potential for a favourable 
result.  
Meditation takes 15 minutes, after which the answer will be given. This can be performed with multiple people 

 

3 Points 
Allows a character to gather and refine Wood, Metal and Natural Crystal raw materials from the natural 
environment. See Crafting Guide for the full mechanics of this process.  
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2 Points 
Allows the ability to disable any standard trap and pick any standard lock that you don’t have the key for in 
order to steal items/resources. As standard this takes a minimum of 30 seconds.  
Having this skill allows you to identify a trap’s presence and avoid it but does not inform you of a trap’s 
effects. 
Locks and keys are denoted by a Blue Ribbon and Traps are denoted with a Red Ribbon. These ribbons may 
have a Lammie attached, detailing any enhancements made to the lock or trap and what to do about them. 

 

2 Points 
Allows the ability to track creatures at the discretion of a referee. Also allows the ability to set snare traps 
for catching animals and disable any trap that you have set. See Crafting Guide for the full mechanics of 
this process. 
Allows you to identify a trap’s presence and avoid it, but does not inform you of a trap’s effects if 
activated. 
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NOTE: All styles of weaponry used at Beyond Ragnarok will be subject to a safety check to ensure they are 
suitable for use at the game. Some equipment may require additional checks prior to use (e.g. 
Arrows/Crossbow bolts). 

0 Points 
Allows the use of daggers and small weapons (axes, hammers, etc.) between 8” and 18” in length. These 
weapons may be dual-wielded. 

 

3 Points 
Allows the use of one-handed weapons between 18” and 42” in length. 
One-handed weapons may be dual-wielded, however, the combined length of both weapons must be no greater 
than 60". 
One-handed collapsible-tip (often referred to as ‘Stab-safe’) spears may be used but must have a Grey Ribbon 
attached to the head of the weapon. Collapsible-tip spears must be between 36” and 42” in length and cannot 
be dual wielded with any other melee weapon. They may be used in conjunction with a shield. 

 

3 Points 
Allows the use of two-handed weapons between 42” and 84” in length. Collapsible-tip (often referred to as 
‘Stab-safe’) polearms may be used but must have a Grey Ribbon attached to the head of the weapon. 
Polearm-style weapons must be held with a wide hand grip; no hands-together, middle-of-weapon swinging or 
end-of-weapon swinging (like using a fishing rod). 

 

3 Points 
Subject to passing a competency test, allows the use of projectile weapons such as bows and crossbows. 
Bows must have a poundage of no more than 30 at a 28” draw length. Crossbows must not exceed a 
poundage of 20. 
All bows, crossbows and arrows/bolts must be checked prior to use. 

 

1 Point 
Allows the use of thrown weapons, such as coreless daggers, axes, etc., not exceeding 12” in length. Rock- 
and stone-type physreps of sensible throwing-rock size may also be used. 
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2 Points 
Allows the use of Leather Armour to grant additional hit points. Where armour covers 50% of the location, 
that armour grants 1AP to that location. Where armour covers 75% of the location, that armour grants 2AP 
to that location. 
Grants the ability to repair armour as detailed in the Repair section. 

 

3 Points 
Allows the use of Leather Armour (as per:Light Armour Use) and Metal Armour to grant additional hit points. 
Where armour covers 50% of the location, that armour grants 2AP to that location. Where armour covers 75% 
of the location, that armour grants 3AP to that location. 
Grants the ability to repair armour as detailed in the Repair section. 

 

2 Points 
Allows the effective use of shields in game. For regular shields (i.e. round shields), the maximum height should 
be approximately waist height. For larger shields (i.e. tower and kite shields), these should be no higher than 
approximately shoulder height. 
Having the Shield Use skill means that you are able to use the shield effectively in combat, preventing 
incoming blows whilst also striking with a weapon or using magic skills. 
You can only use 1 shield at a time. 
 

Passive Shield Use 
Anyone with the Shield Use skill can carry a shield on their back and receive its protective benefits from 
any incoming blows to their torso location that instead hit the shield. 

For example: 
Player A is a Thane with the Shield Use skill and carries their shield on their back when walking between 
camps. If a monster approaches and strikes Player A’s back, Player A is protected and takes no damage. 

NB: this does not mean you can use a shield in your hand and carry one on your back. Obey the 1 shield 
rule. 
Unskilled Shield Use 
If you do not have the Shield Use skill, you are still able to pick up and use a shield to stop incoming 
blows that hit the shield. However, you are restricted to this activity only, as you do not have the know-how 
to use a shield effectively in combat. 
Shield size doesn’t matter for Unskilled Use. 
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You must have 2 hands on the shield at all times in order to block blows. You must not use any other 
skills or have anything else in your hands (including rune cards) for this to be effective. You must not move 
forward into combat, only stand or retreat. 

For example: 
Player B is a Seidr who does not have the Shield Use skill. Player B is cornered on a battlefield by a 
group of monsters, but there is a discarded shield nearby. Player B picks up and holds the shield in both 
hands, bracing themselves against the incoming blows whilst calling to their allies for help. 
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There are several professions within the Beyond Ragnarok world that have emerged since the reopening of the 
Bifrost, and the discovery of magic in a useable form within Runes. 
Once you have bought a profession, you can make your way up its skill tree. 

 

5 Points | Prerequisites: Extra Runes 
Allows the purchase of Galdr skills; you may choose one Basic skill from the Galdr Skill Tree as part of 
this skill purchase. 
Galdr, pronounced GAL-TH, means ‘Warcaller’ in the common tongue. These individuals have gained the skills 
to harness runic power and use it to perform what would usually be achieved through the power of weaponry, 
by casting spells that can affect targets at range. 

 

5 Points | Prerequisites: Extra Runes 
Allows the purchase of Ghodi skills; you may choose one Basic skill from the Ghodi Skill Tree as part of 
this skill purchase. 
Ghodi, pronounced GO-DI, means ‘Wise-one’ in the common tongue. These individuals have gained the skills to 
affect the body and soul, enhancing or diminishing them, using runic power. 

 

5 Points | Prerequisites: Extra Runes 
Allows the purchase of Seidr skills; you may choose one Basic skill from the Seidr Skill Tree as part of this 
skill purchase. 
Seidr, pronounced SEY-TH, means ‘Witch’ in the common tongue. These individuals have gained the skills 
required to harness the mind, that most mysterious of functions, using runic power. This heightened control 
also allows them to work magic within a ritual capacity, creating lasting magical effects. 

 

5 Points | Prerequisites: One or more of; One-Handed Weapons/ Two-Handed Weapons/ Projectile Weapons 
Allows the purchase of Thane skills; you may choose one Basic skill from the Thane Skill Tree as part of 
this skill purchase. 
Thane means ‘Warrior’ in the common tongue. These individuals have gained the skills to use runic power to 
harness strength and energy through the use of weapons. 
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5 Points | Prerequisites: Prospecting 
Allows the purchase of Smith skills; you may choose one Smithing profession at apprentice level, as part of 
this skill purchase. 
Smiths, dependent on their profession, can either make Runes using the power of Shards, or use Runes to 
empower items such as weapons and armour with skills. 
Smiths of any level can make Armour and Weapon Repair Kits, Locks and Keys. 
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Galdr is pronounced “GAL-TH” and the spelling used is in mimic of Old Norse. 

 
 

3 Points | Prerequisites: Profession – Galdr  
May be selected as free skill choice when purchasing Galdr. 
Basic Skill: Spell | Range: 30 feet | Uses 1 Quartz Runic Charge per cast. 
Ranged Through bypasses armour, allowing 1HP (instead of 1AP) to be taken on the specified location.  
This spell cannot be blocked or parried, i.e. by weapons or shields.  

Required Vocals: “By the power of the Runes, Ranged Through [specified location]!” 

 

3 Points | Prerequisites: Profession – Galdr  
May be selected as free skill choice when purchasing Galdr. 
Basic Skill: Spell | Range: 30 feet | Uses 1 Quartz Runic Charge per cast. 
Ranged Stun prevents the target from making any offensive actions and they cannot move faster than a slow 
walk for 10 seconds. Takes effect regardless of armour worn. 
This spell cannot be blocked or parried; i.e. by weapons or shields.  

Required Vocals: “By the power of the Runes, Ranged Stun!” 
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3 Points | Prerequisites: Profession – Galdr  
May be selected as free skill choice when purchasing Galdr. 
Basic Skill: Spell | Range: 30 feet | Uses 1 Quartz Runic Charge per cast. 
Ranged Disarm causes anything in the specified arm to be instantly dropped to the floor and prevents the 
arm from holding anything for 3 seconds. 
This spell cannot be blocked or parried, i.e. by weapon or shields. 

Required Vocals: “By the power of the Runes, Ranged Disarm [specified arm]!” 

 

6 Points | Prerequisites: Ranged Through & Ranged Stun 
Advanced Skill: Spell | Range: 30 feet | Uses 1 Hematite Runic Charge per cast. 
Ranged Strikedown causes the target to fall to the ground. The targeted character is meant to be winded 
from the force of the spell and as a result cannot defend for 3 seconds. If for any reason you cannot 
safely fall to the ground, you must lower your stance appropriately for the duration by taking a knee. 
This spell cannot be blocked or parried, i.e. by weapons or shields. 

Required Vocals: “By the power of the Runes, Ranged Strikedown!” 

 

6 Points | Prerequisites: Ranged Disarm & Ranged Stun 
Advanced Skill: Spell | Range: 30 feet | Uses 1 Hematite Runic Charge per cast. 
Ranged Crush reduces a targeted unarmoured location to 0HP. If armour is worn on the specified location it 
will instead magically destroy the armour and reduce it to 0AP. Ranged Crush can also be used on other 
items, such as shields. 
This spell cannot be blocked or parried, i.e. by weapons and shields. 

Required Vocals: “By the power of the Runes, Ranged Crush [location/item]!” 

 

9 Points | Prerequisites: Ranged Strikedown & Ranged Crush 
Master Skill: Spell | Range: 30 feet | Uses 1 Obsidian Runic Charge per cast. 
Ranged Fatal reduces all locations to 0HP regardless of armour; magically destroys the armour on specified 
location as per the Ranged Crush call; and knocks the target to the ground as per the Ranged Strikedown 
call.  
Spell cannot be blocked or parried, i.e. by weapons or shields. 

Required Vocals: “By the power of the Runes, Ranged Fatal [location]!” 
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Ghodi is pronounced “GO-DI” and the spelling used is in mimic of Old Norse. 

 
 

3 Points | Prerequisites: Profession – Ghodi 
May be selected as free skill choice when purchasing Ghodi. 
Basic Skill: Spells 
The following spells use 1 Quartz Runic Charge per cast. 

 Cure: Heals all wounds to a single location | Range: Touch 

Required Vocals: “By the power of the Runes, I cure this [specified location]!” 

 Cleanse: Removes the effects of a single Disease or Poison from a person. You must specify whether 
you are cleansing a Poison or Disease at the time of casting | Range: Touch 

Required Vocals: “By the power of the Runes, I cleanse this Poison/Disease!” 

The following ability uses 3 Quartz Runic charges to perform. 

 By using Blessed Oil and a Quartz Rune Card, you have the ability to create an Apothecarial Solution 
that allows anyone to use one of the above abilities once. This takes a minimum of 1 minute to 
prepare. 

The Ghodi must tear a Quartz rune card to signify empowering the Blessed Oil. The Ghodi must then choose 
which effect, Cure or Cleanse, the resulting Apothecarial Solution will cause. The unused option on the 
Apothecarial Solution card should be crossed out and the chosen option left clear. 

This can then be given to anyone to use when they wish to. 
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3 Points | Prerequisites: Profession – Ghodi 
May be selected as free skill choice when purchasing Ghodi. 
Basic Skill: Spell | Range: Touch | Uses 1 Quartz Runic Charge per cast. 
This skill allows you to empower someone to perform a basic-level Thane technique with an appropriate 
weapon. This may be cast on another character or yourself. 
This lasts until used, the recipient’s next death, or dawn the next day.  
As this is a Lasting Effects, you are limited to having 3 Woads cast upon you per day. 

1. Gives a character 1 use of the Through Thane technique (without the need to crack a rune). 

Required Vocals: “By the power of the Runes, with this Woad, I give you Through!” 

2. Gives a character 1 use of the Disarm Thane technique (without the need to crack a rune). 

Required Vocals: “By the power of the Runes, with this Woad, I give you Disarm!” 

3. Gives a character 1 use of the Stun Thane technique (without the need to crack a rune). 

Required Vocals: “By the power of the Runes, with this Woad, I give you Stun!” 

Applying actual Woad / face paint / coloured eyeliner etc. is preferred, as this signifies a Lasting Effect. 
Please gain the target’s consent before applying physical markings, in case of allergies, etc. 

 

3 Points | Prerequisites: Profession – Ghodi 
May be selected as free skill choice when purchasing Ghodi. 
Basic Skill: Spells 
The following spells use 1 Quartz Runic Charge per cast. 

 Poison: Applies the Poison effect to a weapon. The next 3 weapon blows will strike with Poison and 
reduce the target’s Bleed Count by half (does not stack) if struck to an unarmoured location or 
ingested | Range: Touch 

Required Vocals: “By the power of the Runes, I Poison this weapon!” 

 Disease: Applies the Disease effect to a single location, preventing the character from receiving any 
form of healing in the affected location until cleansed. If ingested, the affected location is considered 
to be the chest. | Range: Touch 

Required Vocals: “By the power of the Runes, I Disease this [specified location]!” 

The below ability uses 3 Quartz Runic charges to perform. 

 Using Hexed Oil and a Quartz Rune Card, you have the ability to create an Alchemical Solution that 
allows anyone to use one of the above abilities once. This takes a minimum of 1 minute to prepare. 

The Ghodi must tear a Quartz rune card to signify empowering the Blessed Oil. The Ghodi must then choose 
which effect, Poison or Disease, the resulting Alchemical Solution will cause. The unused option on the 
Apothecarial Solution card should be crossed out and the chosen option left clear. 
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This can then be given to anyone to use when they wish to. 

 

6 Points | Prerequisites: Apothecary & Woad Use 
Advanced Skill: Spells 
Each of the four spells below use 1 Hematite Runic Charge per cast. 
A White Ribbon must be attached to the target, supplies of which can be picked up from either GOD or 
Faction Command by anyone with the Blessings skill. 
Blessings take 1 minute to cast. Vocals for all spells under Blessings must start with ‘By the power of the 
Runes’. Freeform vocals for the remainder of the minute are then at the discretion of the player but must 
accurately describe what they are doing.  

For example: 
1. A Human from Asgard may choose to call upon their chosen God. 
2. A Svartalfar from Svartalfheim may choose to call upon their ancestors or the Great Forge. 
3. A Jotunborn from Vanaheim may choose to call upon a particular Rune. 

The effect lasts until used or removed, the recipient’s next death, or dawn the next day.  
As these are Lasting Effects, you are limited to having 3 Blessings cast upon you per day. These may be 
multiples of the same blessing or different ones. 

 Vigour: temporarily increases hit points by 1HP per location to a character. Lasts until used or 
removed, their next death, or dawn the next day. | Range: Touch 

 Blessed: allows the character to strike with Blessed using any weapon they can wield. This may be 
more effective against certain creatures. Lasts until used or removed, their next death, or dawn the 
next day. | Range: Touch 

 Fortify: Grants an extra 1 minute of Bleed Count to a character. Lasts until used or removed, their 
next death, or dawn the next day. | Range: Touch 

 Remove Hex: removes 1 ongoing Hex effect of choice from the target. The caster must remove the 
corresponding Black Ribbon from the target. Hex choice must be specified within the vocals. | Range: 
Touch 

The following ability does not require Runic Charges to perform. 
 You may also create a phial of Blessed Oil for creating Apothecarial Solutions by using 3 Shards. 

Blessed Oil Cards can be picked up from either GOD, Crafting Referees or Faction Command by 
anyone with the Blessings Skill. 
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6 Points | Prerequisites: Alchemy & Woad Use 
Advanced Skill: Spells 
Each of the four spells below use 1 Hematite Runic Charge per cast. 
A Black Ribbon must be attached to the target, supplies of which can be picked up from either GOD, or 
Faction Command, by anyone with the Hexes Skill. 
Hexes take 1 minute to cast. Vocals for all spells under Hexes must start with ‘By the power of the runes’. 
Freeform vocals for the remainder of the minute are then at the discretion of the player but must accurately 
describe what they are doing.  

For example: 
1. An Alfar from Alfheim may choose to call upon the Avatars of Provenance. 
2. A Jotunborn from Vanaheim may choose to call upon attributes such as cunning and guile. 

The effect lasts until used or removed, the recipient’s next death, or dawn the next day.  
As these are Lasting Effects, you are limited to having 3 Hexes cast upon you, per day. These may be 
multiples of the same Hex, or different ones. 

 Weakness: temporarily reduces hit points by 1HP per location from a character to a minimum of 1HP. 
Lasts until removed, their next death, or dawn the next day. | Range: Touch 

 Hexed: allows character to strike with Hexed using any weapon they can wield. This may be more 
effective against certain creatures. Lasts until used or removed, their next death, or dawn the next 
day. | Range: Touch 

 Diminish: removes 1 minute of Bleed Count from a character. Lasts until removed, their next death, or 
dawn the next day. | Range: Touch 

 Remove Blessing: removes 1 ongoing Blessing effect of choice from the target. The caster must 
remove the corresponding White Ribbon from the target. Blessing choice must be specified within the 
vocals. | Range: Touch 

The following ability does not require Runic Charges to perform. 
 You may create a phial of Hexed Oil for creating Alchemical Solutions by using 3 Shards. Hexed Oil 

Cards can be picked up from either GOD, Crafting Referees, or Faction Command, by anyone with the 
Hexes Skill. 

 

9 Points | Prerequisites: Blessings & Hexes 
Master Skill: Ceremony (Single-Use) | Range: Varies | Uses 1 Obsidian Rune to perform. 
Once per day, by calling on the power of your chosen Gods/Runes/ancestors etc. for a minimum of 3 
minutes, you may perform 1 of the following miraculous feats: 

1. Mass Blessing/Hex: may perform any Blessing/Hex as a Mass effect. The vocals at the end of the 
ceremony must clearly detail the desired effect | Range: 15 foot cone 

For example: 
‘MASS REMOVE FORTIFY BLESSING!’ 
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2. Freeform Miracle: may be anything, done in a multitude of ways. Consult with a Referee. Your chosen 
deity may or may not respond favourably, or at all. 

For example: 
A whole camp has been overrun and all of the wounded have also been diseased. A character with 
Miracles could perform a Freeform Miracle to cleanse the entire camp, allowing them to be cured. 
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Seidr is pronounced “SEY-TH” and the spelling used is in mimic of Old Norse. 

 
 

3 Points | Prerequisites: Profession – Seidr 
May be selected as free skill choice when purchasing Seidr. 
Basic Skill: Spell | Range: 30 feet | Uses 1 Quartz Runic Charge per cast. 
Command allows the caster to force a single target to perform a simple instruction of 2 words or less. The 
effects of the spell last for 10 seconds or until the target is rendered unconscious, put on their bleed count 
or the task is complete. You cannot command a character to kill themselves. 
Required Vocals: “By the power of the Runes, I Command you to [one/two word instruction]!” 
For example: 
“By the power of the Runes, I Command you to RUN AWAY!” 

 

3 Points | Prerequisites: Profession – Seidr  
May be selected as free skill choice when purchasing Seidr. 
Basic Skill: Ceremony (Single-Use) | Range: Within Ritual Circle 
Allows the use of Rune Cards made up of any type (Quartz, Hematite and Obsidian) to perform rituals within 
the boundaries of a Ritual Circle. 
Purchasing this skill allows you to contribute up to 5 Power to any ritual you are leading or participating in. 
Rituals are a freeform ability using the power of your chosen Gods/runes/ancestors etc. and can be used to 
perform many interesting and wondrous things.  
Please see the Ritual Guide for more information on ritual mechanics. 
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3 Points | Prerequisites: Profession – Seidr  
May be selected as free skill choice when purchasing Seidr. 
Basic Skill: Spell (Lasting Effect) | Range: Touch | Uses 1 Quartz Runic Charge per cast. 
Firm Resolve allows you to empower someone to resist an incoming spell of Basic or Advanced level. This 
may be cast on another character or yourself. 
The effect lasts until used, the recipient’s next death, or dawn the next day.  
As this is a Lasting Effects, you are limited to having 3 Firm Resolves cast upon you per day. 
Required Vocals: “By the power of the Runes, I grant you Firm Resolve!” 
When resisting a Spell: “Resist!” 

 

6 Points | Prerequisites: Command & Ritual 
Advanced Skill: Spell | Range: 30 feet | Uses 1 Hematite Runic Charge per cast. 
Dominate allows the caster to force a single target to perform a complex instruction of 10 words or less 
until rendered unconscious, put on their bleed count, or the task is complete.  

Required Vocals: “By the power of the Runes, I Dominate you to [maximum ten word instruction]” 

 

6 Points | Prerequisites: Firm Resolve & Ritual 
Advanced Skill: Spell | Range: 30 feet | Uses 1 Hematite Runic Charge, per cast. 
Counter allows you to resist an incoming spell of Basic or Advanced level. This may be cast against a spell 
targeted at you or another character. 
The effect is instantaneous and must be cast within 3 seconds to counter the effects of a spell as it is 
cast. 

Required Vocals: “Counter: [spell]!” 

9 Points | Prerequisites: Dominate & Counter 
Master Skill: Ceremony (Single-Use) | Range: Defined Area | Uses 1 Obsidian Rune to perform. 
Once per day you may invoke a temporary Ritual Circle, allowing the performance of 1 ritual as though being 
performed in an actual Ritual Circle. 
This skill is subject to an available referee and ongoing environmental factors that may not be known at the 
time. This could positively or negatively affect the ability to perform Rites in this way. 
The circle that is created must be clearly marked upon the ground in some form, e.g. rope, ribbon, etc.  
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3 Points | Prerequisites: Profession – Thane 
May be selected as free skill choice when purchasing Thane. 
Basic Skill: Technique | Range: Melee | Uses 1 Quartz Runic Charge per use. 
Through bypasses armour, causing 1HP (rather than 1AP) to be taken on the struck location. May be blocked 
or parried, i.e. by weapons or shields.  

Required Vocals: “Through!” 

 

3 Points | Prerequisites: Profession – Thane 
May be selected as free skill choice when purchasing Thane. 
Basic Skill: Technique | Range: Melee | Uses 1 Quartz Runic Charge per use. 
Stun prevents the target from making any offensive actions and they cannot move faster than a slow walk 
for 10 seconds, regardless of where they were struck. May be blocked or parried, i.e. by weapons or shields. 

Required Vocals: “Stun!” 
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3 Points | Prerequisites: Profession – Thane  
May be selected as free skill choice when purchasing Thane. 
Basic Skill: Technique | Range: Melee | Uses 1 Quartz Runic Charge per use. 
Disarm causes anything in the struck arm to be instantly dropped to the floor and prevents the arm from 
holding anything for 3 seconds. May be blocked or parried, i.e. by weapons or shields. 

Required Vocals: “Disarm!” 

 

6 Points | Prerequisites: Through & Stun 
Advanced Skill: Technique | Range: Melee | Uses 1 Hematite Runic Charge per use. 
Strikedown causes the target to fall to the ground, regardless of where the target is struck: body, weapon, or 
shield. The targeted character is meant to be winded from the blow and as a result cannot defend for 3 
seconds. If for any reason you cannot safely fall to the ground, you must lower your stance appropriately 
for the duration by taking a knee. 
Strikedown cannot be called with daggers and thrown weapons. 

Required Vocals: “Strikedown!” 

 

6 Points | Prerequisites: Disarm & Stun 
Advanced Skill: Technique | Range: Melee | Uses 1 Hematite Runic Charge per use. 
Crush reduces a struck unarmoured location to 0HP. If armour is worn on the struck location it will instead 
magically destroy the armour and reduce it to 0AP.  
If blocked or parried, the Crush will affect the weapon or shield instead, magically destroying it. Crush can 
also be used on other items. 
Crush cannot be called with daggers or thrown weapons. 
Required Vocals: “Crush!” 

 

9 Points | Prerequisites: Strikedown & Crush 
Master Skill: Technique | Range: Melee | Uses 1 Obsidian Runic Charge per use. 
Fatal reduces all locations to 0HP regardless of armour, while also magically destroying the armour on the 
struck location as per the Crush call.  
If blocked or parried, this skill will instead magically destroy the shield or weapon. It will also knock the 
target to the ground as per the Strikedown call.  
Fatal cannot be called with daggers or thrown weapons. 

Required Vocals: “Fatal!” 
 
  



 

 

Version 1.2.1 Page 40 
 

For those that choose a Smithing profession, there is a Crafting Guide available on Beyond Ragnarok website 
that explains the mechanics of the Smithing Skill. 

 
 

Runesmiths have the knowledge of how to shape and empower crystal ore made of Quartz, Hematite and 
Obsidian into magically charged runes by way of fusing Shards and Natural Crystals together. 
During the fusing process, the Runesmith decides which Rune they are crafting. There are 24 known runes, all 
of which have unique meanings and associations. 

 

5 Points 
Allows the crafting of Quartz Runes from naturally occurring Quartz Crystal and power sourced from Shards. 
To craft a Quartz Rune, 1 unit of Quartz Crystal and 3 Shards are required. The Runesmith must decide 
which Rune appears on the Rune Card. 

 

4 Points | Prerequisites: Apprentice Runesmith 
Allows the crafting of Hematite Runes from naturally occurring Hematite Crystal and power sourced from 
Shards.  
To craft a Hematite Rune, 1 unit of Hematite Crystal and 6 Shards are required. The Runesmith must decide 
which Rune appears on the Rune Card. 

 

4 Points | Prerequisites: Journeyman Runesmith 
Allows the crafting of Obsidian Runes from naturally occurring Obsidian Crystal and power sourced from 
Shards.  
To craft an Obsidian Rune, 1 unit of Obsidian Crystal and 9 Shards are required. The Runesmith must decide 
which Rune appears on the Rune Stone. 
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All Armoursmiths have the knowledge and skill to make and repair armour. Upon Midgard, however, it is 
unlikely they will be needed to make new mundane armour pieces; the repair of and enhancement of armour 
items via runic empowerment is the specialty of these smiths. 

 

5 Points 
Allows the crafting of runes into pieces of armour, empowering that armour to give the wearer the ability to 
resist a specified Basic level skill.  
To craft this kind of armour, 3 Quartz Rune Cards are required, of which 1 Rune must represent the desired 
effect in some way. 

Example: Bracers of Resist Poison 
When worn, the user can add ‘Resist Poison’ to their repertoire of available calls when they crack a 
Quartz Rune.  
Player A is a Thane with Disarm, and has this item. If they crack a Quartz Rune they can call a 
combination of Disarm and Resist Poison in the next 10 minutes, i.e. 2 Disarms and 1 Resist Poison, or 1 
Resist Poison and 2 Disarms. 

 

4 Points | Prerequisites: Apprentice Armoursmith 
Allows the crafting of runes into pieces of armour, empowering that armour to give the wearer the ability to 
resist a specified Advanced level skill.  
To craft this kind of armour, 3 Hematite Rune Cards are required, of which 1 Rune must represent the 
desired effect in some way. 

Example: Helmet of Resist Dominate 
When worn, the user can add ‘Resist Dominate’ to their repertoire of available calls when they crack a 
Hematite Rune.  
Player A is a Seidr with Dominate, and has this item. If they crack a Hematite Rune they can call a 
combination of Dominate and Resist Dominate in the next 10 minutes, i.e. 2 Dominate and 1 Resist 
Dominate, or 1 Resist Dominate and 2 Dominates. 

 

4 Points | Prerequisites: Journeyman Armoursmith 
Allows the crafting of runes into pieces of armour, empowering that armour to give the wearer the ability to 
resist a specified Master level skill.  
To craft this kind of armour, 3 Obsidian Rune Cards are required, of which 1 Rune must represent the 
desired effect in some way.  
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Example: Bracers of Resist Ranged Fatal 
When worn, the user can add ‘Resist Ranged Fatal’ to their repertoire of available calls when they crack 
an Obsidian rune.  
Player A is a Ghodi without a master skill, and has this item. If they crack an Obsidian Rune they can 
call up to 3 Resist Ranged Fatals in the next 10 minutes. 
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All Weaponsmiths have the knowledge and skill to make and repair weapons. Upon Midgard, however, it is 
unlikely they will be needed to make new mundane weapons; the repair of and enhancement of weapons via 
runic empowerment is the specialty of these smiths. 
A Weaponsmith can make weapons that allow a character to use skills they have not yet purchased within 
their profession, adding that skill to their skill options when cracking a rune. 

 

5 Points  
Allows the crafting of runes into weapons, empowering a weapon with a Basic level skill. This allows the user 
of the weapon to perform that Basic skill as if they had purchased the skill with XP. These items can only 
be used by those with the relevant Profession. 
In order to craft these weapons, 3 Quartz Rune Cards are required, of which 1 Rune must represent the 
desired effect in some way. 

Example: Sword of Through 
When wielded, someone with the Thane profession may use Through as if they had the skill. 

 

4 Points | Prerequisites: Apprentice Weaponsmith 
Allows the crafting of runes into weapons, empowering a weapon with an Advanced level skill. This then 
allows the user of the weapon to perform that Advanced skill as if they had purchased the skill with XP. 
These items can only be used by those with the relevant Profession. 
In order to craft these weapons, 3 Hematite Rune Cards are required, of which 1 Rune must represent the 
desired effect in some way. 

Example: Wand of Dominate 
When wielded, someone with the Seidr profession may cast Dominate as if they had the skill. 

 

4 Points | Prerequisites: Journeyman Weaponsmith 
Allows the crafting of runes into weapons, empowering a weapon with a Master level skill. This then allows 
the user of the weapon to perform that Master skill as if they had purchased the skill with XP. These items 
can only be used by those with the relevant Profession. 
In order to craft these weapons, 3 Obsidian Rune Cards are required, of which 1 Rune must represent the 
desired effect in some way. 

Example: Dagger of Miracles 
When wielded, someone with the Ghodi profession may perform Miracles as if they had the skill. 
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The following enhancements increase your abilities and allow you to do more with your current profession 
skills. 

 

4 Points  
Increases the number of charges per Quartz Rune card when cracked, allowing more skills to be used with a 
single rune.  
May be purchased 3 times.  

 

4 Points  
Increases the number of charges per Hematite Rune card when cracked, allowing more skills to be used with a 
single rune.  
May be purchased 3 times.  

 

4 Points  
Increases the number of charges per Obsidian Rune card when cracked, allowing more skills to be used with a 
single rune.  
May be purchased 3 times.  

 

4 Points | Prerequisites: Profession – Seidr with Ritual 
Increases the amount of power a Ritualist can contribute by 3 for any ritual they lead or contribute to. 
May be purchased multiple times. 

 

4 Points | Prerequisites: Profession – Ghodi with Miracles 
Increases the number of Miracles a Ghodi can perform per day by 1. 
May be purchased 3 times. 
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4 Points | Prerequisites: or Profession – Seidr with Rites 
Increases the number of Rites a Seidr can perform per day by 1. 
May be purchased 3 times.  

 

4 Points | Prerequisites: Apprentice Runesmith 
Increases the number of Quartz Rune Cards created during the normal crafting process by 1.  
May be purchased 3 times. 
For example: 
Player A has 1 Unit of Quartz. This would normally create only 1 Rune. With 1 purchase of this 
enhancement, Player A can create 2 Quartz Runes instead. The Shard cost would be 3 per Rune made. 

 

4 Points | Prerequisites: Journeyman Runesmith 
Increases the number of Hematite Rune Cards created during the normal crafting process by 1.  
May be purchased 3 times. 

For example: 
Player A has 1 Unit of Hematite. This would normally create only 1 Rune. With 1 purchase of this 
enhancement, Player A can create 2 Hematite Runes instead. The Shard cost would be 6 per Rune made. 

 

4 Points | Prerequisites: Master Runesmith 
Increases the number of Obsidian Rune Cards created during the normal crafting process by 1.  
May be purchased 3 times. 

For example: 
Player A has 1 Unit of Obsidian. This would normally create only 1 Rune. With 1 purchase of this 
enhancement, Player A can create 2 Obsidian Runes instead. The Shard cost would be 9 per Rune made. 
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4 Points | Prerequisites: Apprentice Armoursmith 
Adds 1 additional use of the specified Basic Resistible skill when a rune is cracked. 
May be purchased 3 times. 

For example: 
Player A has a Vambrace of Resist Ranged Disarm. When they crack a Quartz rune card to perform basic 
skills, they are able to perform an additional Resist Ranged Disarm call, as if they had an additional runic 
charge. 

4 Points | Prerequisites: Journeyman Armoursmith 
Adds 1 additional use of the specified Advanced Resistible skill when a rune is cracked. 
May be purchased 3 times. 

For example: 
Player A has a Breastplate of Resist Hex. When they crack a Hematite rune card to perform advanced 
skills, they are able to apply an additional Resist Hex, as if they had an additional runic charge. 

 

4 Points | Prerequisites: Master Armoursmith 
Adds 1 additional use of the specified Master Resistible skill when a rune is cracked. 
May be purchased 3 times. 

For example: 
Player A has a Helmet of Resist Ranged Fatal. When they crack an Obsidian rune card to perform master 
skills, they are able to perform an additional Ranged fatal, as if they had an additional runic charge. 

 

4 Points | Prerequisites: Apprentice Weaponsmith 
Adds 1 additional use of the specified Basic skill when a rune is cracked. 
May be purchased 3 times. 

For example: 
Player A has a Sword of Through. When they crack a Quartz rune card to perform basic skills, they are 
able to perform an additional Through call, as if they had an additional runic charge. 
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4 Points | Prerequisites: Journeyman Weaponsmith 
Adds 1 additional use of the specified Advanced skill when a rune is cracked.  
May be purchased 3 times. 

For example: 
Player A has a Wand of Woad. When they crack a Hematite rune card to perform advanced skills, they 
are able to apply an additional Woad, as if they had an additional runic charge. 

 

4 Points | Prerequisites: Master Weaponsmith 
Adds 1 additional use of the specified Master skill when a rune is cracked.  
May be purchased 3 times. 

For example: 
Player A has a Dagger of Rites. When they crack an Obsidian rune card to perform master skills, they 
are able to perform an additional Rite per day. 
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There will be a designated area for the Game Organisation Desk, or GOD easily accessible within the game.  
There will be several reasons to visit GOD. 

GOD is where you will need to go to pick up your character cards at the start of the event and any 
resources or runes you need as part of this, dependent on your skills.  

GOD is also where you will need to go to pick up/hand in things for various skills throughout the game:  
 picking up your created rune cards as a Runesmith;  
 handing in Ritual paperwork and booking ritual slots 
 picking up refinement cards or crystal units for resources gathered (Prospecting / Wilderness Lore) 

You will need to go to GOD if you need to create a new character, following your third death. 
Your skills, or a ref, will tell you if you need to go to GOD to do specific things. 
GOD will also have the rulebook available at all times, so that rules can be checked and questions asked 
where needed. 

 

 

You will be issued a character card from the Games Organisation Desk (GOD) when you create a character.  
You will only be issued with a replacement if you have bought new skills between events, or if you have 
lost your card.  

As standard, each character will get 5 Runes per event.  
These runes will be a random pick and may contain Quartz, Hematite or Obsidian, with any of the 24 runic 
symbols upon them.  
You will also get any runes owned to you from taking the Extra Runes skill.  
NOTE: If your character has Status of 3 or above, you will get your runes for this in-character through your 
command team, not at GOD. 
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When the four realms agreed to work together for the common good upon the newly reopened Midgard, a 
few rules for conduct and recognition were put in place. One of these is Status. 
Status denotes your station within your camp and gives other camp's members an indication of your seniority 
as well. During cross-camp missions or projects, your status could be important if you want your voice to be 
heard. 
New characters will enter the game with either Status 1 or 2, depending on your Race and Home World. 

 

You are a relatively unknown character, yet to prove your worth upon Midgard. Your status reflects your 
position within your Home World’s culture. 

Mainly roleplay-based status, no titles or extras come with this Status. 

 

You have either achieved Status 2 by hard work in camp, or you have been awarded it by dint of who you 
are. On some Home Worlds, your Race may automatically gift you a higher starting status than others within 
the camp. 

Mainly roleplay-based status, no titles or extras come with this Status. 

 

You have earned your title and are one to be listened to and respected. You have no command authority 
within the camp, but your opinion on your area of expertise is not to be ignored and you may be given 
some in-camp responsibilities. 

Has a title associated with it (camp-dependent) and will gain 3 Quartz Runes per event, although you cannot 
request a specific rune symbol. 
 
 
 



 

 

Version 1.2.1 Page 50 
 

You will have proven yourself worthy of honours and respect, and will have authority over others to make 
decisions for the benefit of the camp, within your area of expertise. 

Has a title associated with it (camp-dependent) and will gain 3 Runes per event which may be any 
combination you choose of Quartz/Hematite, although you cannot request a specific rune symbol. 

 

You have the highest authority possible within camp, short of the camp command, to whom you answer 
directly. Camp decisions or overall command may be deferred to you where appropriate. 

Has a title associated with it (camp dependent) and will gain 3 Runes per event which may be any 
combination you choose of Quartz/Hematite/Obsidian, although you cannot request a specific rune symbol. 

 

Status 6 or greater is reserved for Faction Command/NPCs and it is very rare for a player character to be 
able to achieve such status. 

 
 

 Alfheim Asgard Vanaheim Svartalfheim 
Alfar Status 2 Status 1 Status 1  
Human Status 1 Status 2 Status 1 Status 1 
Jotunborn   Status 2 Status 1 
Svartalfar    Status 2 

 Alfheim Asgard Svartalfheim Vanaheim 
Status 3 Mair Hilmr Ember Hersir 
Status 4 Tain Vordr Setr Domir 
Status 5 Alvarch Thengill Vice Fyrir 
Status 6 Regent Adjunct Hammer Reifnir 
Status 7 Commander Warlord Anvil Jarl 
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NOTE: 
Your status level is not permanent and may be given or removed at any time by Faction Command in line 
with the customs and processes in place within that camp. 
Your status at the start of play is related to your racial standing within your Home World’s culture, but is 
not designed to put any character at a disadvantage to progress your status and position within the camp. The 
progression of your status in game is dependent on your deeds while on Midgard and it is possible to 
progress to a much higher status in a single step through roleplay. This could be done through the clever use 
of politics or by proving yourself to be a big god-damn hero.  
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Beyond Ragnarok has not been written as a static system. 
Players are encouraged to work within the rules to research new uses, methods and ideas.  
There will be several Referees within the game with whom research can be conducted, all of whom will be 
designated Research Refs playing NPCs on the field, making the process In-Character as well as Out-of-
character. 
Finding out who these individuals are will need to be done In-Character. 

 

 
Thievery in Beyond Ragnarok can be accomplished in one of two ways, 

Stealing items in the game must be done by taking the whole item away, not just by removing the Lammie 
from an item. The physical representation of the item you have stolen; whether this is a weapon, armour, 
box, pouch, etc. must be handed in to GOD or returned to the owner as soon as possible after being stolen, 
and ALWAYS within the same event. 

For example: 
Player A steals a sword of Fatal. Player A needs to take the whole weapon, remove the Lammie and 
attach it to their own weapon on the appropriate kind. The original physrep must then be taken to GOD.  
Player B has stolen a box, to pick the lock and steal its contents; the box, then empty, could then be 
returned to its original place for the owner to discover.  

NOTE: Only a Smith, who knows the magical uses for the runes within items will know what an item does, 
without being the owner of the item. If you are not a Smith, and steal a shiny sword, you do not know 
what it does until you use it.  

 

Salvaging items involves the removal of a Rune out of a runically empowered item.  
This may be done as an act of theft, or legitimately to regain the Rune inside. 
Items that are salvageable are those where the Rune is not ‘hidden’ inside an item, but within the surface of 
the material, such as on weapons and armour. Any character can salvage an item’s Rune card if the item is 
salvageable. If the item is salvageable, it will be stated on the item card, and there will be a tearable edge 
to the Lammie. 
Salvaging takes 30 seconds of roleplay, and represents the character prying the Rune out of the item.  
For this method of theft, you do not need to take the whole weapon away to do this. When salvaging 
Runes, we would prefer players did not remove the weapon, so that the owner of the item does not have to 
go looking for their physrep. This will not always be roleplay appropriate, but where possible this is referable. 
NOTE: Salvaging makes the item no longer magical, as the runic power has been removed.  
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Children at Beyond Ragnarok will not have the same level of skill picks as adults. 

Children aged 5 and under can attend Beyond Ragnarok for FREE but cannot make a character. 

They can use dagger-sized weaponry and shields appropriate to their size, but any blows they make will be 
considered Subdual damage. They will not get runes per event. 

There will be a combat-orientated linear for under 5's to aid in weapon safety training for the new generation 
of larpers that they will become. A parent must be with their children for this linear. 

 

Children aged between 6 and 11 can attend Beyond Ragnarok for 20% of the adult price and can make a 
character with some skill restrictions. They will gain skill points at 1XP per event until they are 12.  They 
cannot take the battlefield or be involved in camp attacks. 

All General and Martial skills are available for children in this age category but they cannot take Professions. 
They will not get runes per event. 

There will be plot written for children in this age bracket, which aids in the learning and use of their general 
skills, and combat safety for martial skills. 
When plot takes children on out-of-camp linears, a parent must be with them. You may or may not be asked 
to perform as the monsters your children will be facing. 

 

Children between 12 and 15 can attend Beyond Ragnarok for 50% of the adult price and can make a 
character with no skill restrictions. They will gain skill points at 2XP per event. They cannot take the 
battlefield but can be involved in camp attacks. 

All skills are available. 
They will receive runes in their character packs (the same as adults). 

There will be plot written for children in this age bracket that assists the main plot of the game, showing 
how skills impact the game itself. 
When plot takes children on out-of-camp linears, a parent does not need to be with them, unless they wish 
to be; though the likelihood is increased of being their monsters in this age bracket. 
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Young adults of 16 and 17 can attend Beyond Ragnarok, are adults for all in-game purposes, including 
character generation and plot, and can take the battlefield. 
 

 



 

 

Version 1.2.1 Page 55 
 

 
Beyond Ragnarok is considered to be a physical contact game. The rules and mechanics of the game describe 
different skills and scenarios where physical contact will happen. This will include: 

• using skills that have a ‘Touch’ range, such as curing someone’s wounds or placing a Blessing on 
someone, 

• in-game combat that leads to physical contact via weapons or being moved back from the front 
line to be cured, 

• the in-game grapple rules, which naturally leads to physical contact. 
We are aware that there will be individuals who come to our events who may not be able to participate fully 
in this, due to either their physical or mental conditions.  
We have therefore provided solutions to allow easy and safe identification of instances where physical contact 
cannot be made, if you wish to use them.  

 
We can provide NC Sashes, which will be available at GOD or Faction Command, which 
will designate you as Non-Combat, Non-Contact or both (as detailed in the sections below). 
These must be worn on the outside of your costume and be visible from the front and 
back. At the end of the event, these sashes should be returned to GOD or Faction 
Command. 

 
PLEASE NOTE: 
The use of these measures is entirely optional. If you choose not to use them, however, you are accepting 
that there is a risk that you may be struck, grappled, etc., and you will be responsible for informing the 
relevant parties of your particular needs. 

 

In Beyond Ragnarok, a Non-Combat sash can be for both physical and mental reasons.  
Anyone who is unsafe to fight due to either a physical or mental condition should 
declare themselves Non-Combat. 
A Non-Combat sash is designed to prevent you being stuck with a weapon or being 
grappled. It also prevents you from wielding a weapon yourself, as this is an indication 
of combat readiness.  
This does not prevent your character from being hurt. In an instance where you would 
have been struck, assume you are on your Bleed Count due to chest wounds. If able, 
situate yourself on the floor. If not, put a fist over your heart to indicate to your 
fellow characters that you are bleeding out. 
You can declare yourself as Non-Combat at any time. As a non-combatant you can 
declare yourself fit for combat within the same event, but you are advised to consult 

with a member of the medical team beforehand.  
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Larpers, as a generalisation, are a ‘hugging’ culture, and we know there are both 
physical and mental reasons why someone cannot be touched in a ‘familiar way’ and 
that these can cause stress when coming into a field of hundreds of people.   
A Non-Contact sash is designed to prevent you being touched in any way, including 
being grappled, to help relieve that stress of needing to explain this to everyone you 
meet in the field.  
You can take the battlefield and fight, just be aware that these scenarios can lead to 
contact slip-ups due to the environment around you. 
We are aware that the acceptance of contact may be transient, depending on personal 
circumstances (e.g. ‘good/bad days’) and therefore you can declare yourself ‘Contact’ or 
‘Non-Contact’ at any time. 

 

There may be people who identify with both of the above. Therefore, we will also 
have black and white sashes that indicate you are both Non-Combat and Non-Contact. 
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All referees in the game, who are not playing specific NPCs, will be on the field as 
Valkyries sent by Freya to collect the dead. Valkyries in the Beyond Ragnarok world 
may be of any gender identity.  
This means our referees are not ‘invisible’ but physically there in-character and can be 
interacted with IC. Please bear in mind, however, that their main purpose is to referee 
encounters and therefore interaction with them must be kept to a minimum unless 
initiated by the Valkyrie. 
Valkyries can be identified by their runic tabards with a wing motif and their ref name 
upon the back. 
 
 

 

 
Grappling within Beyond Ragnarok is a valid response to both moving an unconscious warrior in battle and also 
to perform actions like kidnapping people – these can apply whether you are playing your character or a 
monster. 
The following rules must be applied when grappling within the game.   
Grappling can be accomplished by 2 people.   

• Willing Targets: If the target character is willing or unconscious, they can be grappled and moved 
with a minimum of 1 hand per person on the target. 

• Contested Targets: If the target is unwilling; i.e. you need to restrain someone, both grapplers 
must have both hands on the target in order to forcibly move them or prevent them from 
moving.  

In both cases, you must verbally tell the person when they are successfully grappled. In all instances of 
grappling, you are limited to a walking pace. 
 
NOTE: Any player wearing a White/Black NC-Sash, bearing an NC insignia, is either considered non-combat, 
non-contact or both and should never be physically grappled. Complaints regarding the breaking of this will be 
taken very seriously! 
Our players using these sashes are still players of the game, however, and should not be excluded because of 
it. If the In-Character environment dictates that grappling should occur to an individual with a sash; such as if 
a group of 3 players are about to be kidnapped by a raiding party, then this should be announced to them 
first by OC making your character’s or monster’s intentions known. This can be done by walking over with 
your hand in the air and letting them know what is happening. Roleplay can then commence with the 
individual’s full knowledge, and they can be led away with the others without physical contact if the individual 
desires.  
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Beyond Ragnarok will recruit a dedicated monster team, known as The Hoard. However, it is not expected that 
The Hoard will be large enough to allow all of the game’s plot to run successfully. Therefore, there will be 
several instances where players will also be asked to monster over the course of the weekend.  
There is a Monster Room on-site, indicated on the site map, which is the base from which most monstering 
will start. 

 

Every faction will be given monster slots during the course of each event. Each slot will be up to a 
maximum of 3 hours depending on the event and the plot that is happening. It is expected that all players 
who are able to attend, will attend at least 1 of the slots their camp is scheduled to perform per event. 
Where we can, we will also ensure there are non-combat roles to allow all to participate. 
Your Faction Command will be given details on the number of players we would like for any given slot, 
whether there is any specific type of kit wanted, and whether there are options for non-combatant roles, so 
that everyone is adequately briefed. 
As mentioned in the Death & Resurrection section, when your character loses a life, or dies completely, we 
expect our players to report to monster for a short monster slot before returning IC or making a new 
character (unless countermanded by your Valkyrie) to represent the time it takes for your soul to return to 
Asgard and cross the Bifrost. These slots will be brief and, dependent on what is happening, you may not be 
needed at that time; these will not count as your ‘1 per event’. 

 

Battles within Beyond Ragnarok are large-scale combat encounters that involve the whole player-base. These 
could be situated in the camps or away from the camps, dependent on the plot that is happening. 
During the course of one event year, there will be equal opportunity for all our players who are able to 
take the battlefield to both play and monster a battle. We expect our players to both play and monster 
battles in a fair and equal manner, to ensure equal experience on both sides.  
If an event has 2 battles scheduled, then we will expect players who play a battle to also monster the 
other.  
If an event has 1 battle scheduled (meaning only half the camps play a battle that event), the game team 
will ensure that there is a battle within the same year for the two monstering camps to play. 
If an event has no battles scheduled, there will still be fighting encounters within that event, just on a 
smaller skirmish-style scale. 
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LARP has rules of etiquette which inform players how to conduct themselves, both as their characters and as 
themselves, which many veteran LARPers know instinctively. In the following section, these etiquette rules are 
outlined. 

Our referees have been put into the position they are in for good reason and know the rules of the game 
from a game runner’s point of view. Their ruling may not make sense to you at the time, but it will have 
been made for a reason. If you believe the call was wrong, bring it up with your Camp Command Team 
afterwards. 
If your actions are questioned, for example, and you have an ability that the referee may not know about, 
then by all means tell them calmly, but do not ruin other players’ roleplay experience by having an argument 
in the field. The referee’s word is final. 

We expect all our players and crew to abide by the standard rule of LARP combat; that of pulling your 
blows. This is the act of making a swing look epic but removing the power from it so you do not do 
damage fellow players. Our weapons are not made from metal, but that does not mean they don’t hurt.  
If you are new to LARP and have not had training on how this is accomplished safely, talk to your Camp 
Command Team. 
NOTE: Drum Rolling is not ‘pulling blows’, it is cheating. 

Your character feels pain, just like you would. If you are hit with a weapon; this hurts!!! Good roleplay 
includes pain reactions. 

Everyone will have amazing ideas about new things and new character groups to bring into an existing LARP 
system. This is a good thing as it gives depth to the world that has been created. But for the love of all 
the Gods, make sure it fits the setting of the game you are playing.  

Beyond Ragnarok does not discriminate against age, gender identity, disability, ethnicity, colour, religion or 
sexuality, and we expect our players to display the same whilst at Beyond Ragnarok events. Complaints of 
discrimination will be taken very seriously. 
NOTE: Beyond Ragnarok may have IC prejudices and these are free to be roleplayed. Any deviation that 
moves into OC will be considered to break Rule 5. 

Between 10am–2am, the game is in-character and we expect our players to keep in character as much as they 
are able. We know this isn’t going to be able to happen 100% of the time, but if you need to talk OC, 
please do it as privately as possible to avoid ruining the roleplay of other people. 

 
META Games Studios Ltd. Policies and Procedures documentation are available on the META Games Studios 

website, or on request. 


