
 

Briefing: Regeneration Effect 

 

Atlantis - Arena 
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL 
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.  
 
• On an execution or black bead, lose one body hit permanently. Only once bead pull is resolved, 
hits regenerate at one hit per ten seconds to original maximum (or one less if execution/black 
bead).  
 
• This is a major strain, and will trigger the LESSER HUNGER once bead pull is resolved.  
 

Atlantis - Outside the Arena 
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds, 
regenerate at one hit per ten seconds to original maximum (or one less if execution).  
 
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO 
BE COMPLETED before taking any further action. Take one extra bead pull (with replacement) for 
every time you were incapacitated.  
 
• On an execution or for each black bead, lose one body hit permanently. 
 

Off Atlantis (Quests) 
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds, 
regenerate at one hit per ten seconds to original maximum (or one less if execution).  
 
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO 
BE COMPLETED before taking any further action. Take one extra bead pull (with replacement) for 
every time you were incapacitated.  
 
• On an execution or for each black bead, lose one body hit permanently. 
 


