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RELICS: SPIRIT DR12 after using. Fail: Stunned 1 round, and can’t use
it again until dawn. Fumble: lose d2 HP & DESTROYED. -
RITUALS: SPIRIT DR12 before using. Fail: MySTICAL MiswADR (pg. 66)
and can’t use that ritual until dawn. Fumble: up to GM.
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