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Chapter 1
ROLEPLAYING




Welcometo Live Action Role-Playing

Welcome to the world of Live Action Rolelaying! In thissection,we will attempt to explain some of the
basic concepts of what Liviction Role-Playing is. This will hopefully give those who are new to the idea an
understanding of how it worksllewing them to envision our world, and how they can fit in. Although some
describe Live Action Role Playing (or LARPIng) as "Improvisational Theatre", it requires no special training.
Everyone can do it. In fact, we all do it on a daily basis whenevedaydream ourselves into different
situations. The difference with LARPing is simply the ability to let go and act on how you believe you (or
your character) would respond to a certain catalyst. -plalgng at its best should come naturally and
fluently, requiring very little in the way of pretending. This concept is sometimes hard to imagine to those
who are new to the idea, but when everyone else around you -glagieg; you should find it hard to act
"normal”.

Whenyou play Underworld for thefirst time, you createa charactefor yourself.This charactelis who you will

be in the game and it canbe as cbseto, or asdifferent from, your real personality as you wald like. You
designthe personality andquirks of your characterasyou seefit, limited in scge and detail only by your own
imagination. Onceour characteris designed and registered withgame officials (known asShaper} you insert
him or herinto our world ard ad them out as you desire. No one tells you how you shaild play your charader,
becaiseyou createchim or herand youknow beg. At first, your character oncept might be a litte hazy, but
as youbemme immersed irdifferent situations, you will find that your characterwill grow naturally and you
will discover more of what makes hemtick. Do your best tobe realistic inyour character. Tis is rormally
achieved bydiving headong into your characte. Don't be shy (unlessyour character ishy). At first, think to
yourself, "What would/should my characterdo in this situaion? How would s/hereactto what is @ing on
here?" By following this simple questioning, your characterwill develop natrally in your mind and it will

bemme easiepver time toslip into character.

Many people value LARPing asanoutletfor personalexpression, or asa valuablees@pe from the mundane
world. Othersdo it simply because ¥ fun; exercisefor both thebody and mind. Once you experience
LARPing a few times, we hink you will realize what ahealthy @ncept it is. Everyone is an eyertin Live

Action Role-playing, the betteronesare simply thase who canget into their charactersto a higher degreeand

who don't concernthemseles withthoughts on "acting’. Remember, tis is improvisational. It isfar more

important to know your characterthanit is to pre-think ading techniquesand worry @out how you will look.

Onceyou figure this out and becane canfortablewith it, we tink you will realizejust how easy andmore
importantly, funLive Action Role-Playing is.

Your First Event

Arriving at Game.

At the beginning of every event, you will checkin atLogistics.As it is your first event, they would give you a

small amountof startihg money andsome tags thatrepresent itens your cteracter has wén starting out Each

new character is albwed to bring in atwo Normal (notsilver or Magical) weapons These weapons must be of

a type the character can use once in game. In addition to this, you may also bring a shield. During your first
event, you will be provided with temporary tags for these itéPasterswill alsobe providedtemporaryspell

tagsto represent any spellsthatthey areable to cast.

Thesetemporary tagsmustbe replaced when you come to your second game. You are not provided permanent

tags because you will have the option to tgtadtwrite, or remort as it is called, your characince after
your first game
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Most importantly, yu will be providedyour character cardd charactercard containsall vital information
relating to your character,such as, whattheir occupation is, how many Body Points they have, what their level
is, what ills they are &le to use, etc. Tis shouldbe kept with you at alltimes. Ithelps you, other players
and Shapers kedpackof your abilities and to settle angisputeswhich may arise.

After you have collected your character card and tags, it is on to the armour marshal station. Our armour
marshal team diligently checks all armour and weapons for safety and quality.

You will begivenan Amour Card that represents the Armour Points that your characterhas. Armour Points
(AP) areawarded dpending onwhat typeof Armour youare weaing. It isimportant duing a battleto keep
track of theamountof AP you havdeft, and whetheror notyour amour has Breached. (For more information
onAP and Breached amour, refer to lhe Armour sectbn.)

After Logisticsand the Marshallyou findyour campsite. Yourfriends have alrealy arrived andsetup. They
show you the ou-of-game post,which hasa plasticenvdopeattacled to it. Insidethe envdopeis alist thatthe

playerswho stay athis camp havemade.Thelist records any traps thathavebeen laid in the encampment as
defense; whih tentsor buildings arewarded; and descriptions ofany other important featresabout the camp.

This listis kept here sothat any Shapercanlook atit andmake rulings while you arenot there.A thief might

want to breakinto your camp while you aregone. To dothis theymust
find a Shapeto acampany them You have nothing to add tothe list.
You notice however, whenlooking atthe list, hat yaur friend, whose
charactr name is Duncanhaslaid avery large tigp in the grasgust
to the north of the tent. Ufortunatdy, you are looking at an ou-of-
game document and your character camot know this information
unlessDuncan aatally tellsyour character.

The game begins. Fortunately, Duncan tells everyone in your camp
not to walk into the trapin the grassand $iows e/eryone vhere it is.
This isgood. It means that if you awid the trap now you will not be
acwsed of metagaming. Metagaming meansusing information you
havelearned out-of-game for in-game means.lt is consideed to be
cheating.

Your friend Duncan, (who isa Nightblade) informs Ariel (an Assads) and yau, that there is ananin town
named Jeramiah, ard that Jeremah hasa bounty on his head which wasput thereby a neaby Thieves'Guild.
Unfortunately, Jereniah is alsothe mayor of the town, socollecting on this bounty might be mnsidered
illegal. All of you dectde tat money isvery important right now. Your group is going to try to cature
Jereniahalive andtake him to the Thieves'Guild encampment outside of town. You wait until night falls and
thenmake your way tothe mayoral restence.

Whenyou get there, you findthat there is a gard pstedat the front door. He lodks tough andis weafng a
greatdealof plate mail armour, but no helmet. The three of you do some whisgering and decideto take him
out quietly. Ariel beginswalking past the mayoral resdenceand fakes twisting her leg. The two of you wait in
the shadbwswatching asshe cursesunder herbredh ard falls in the roadway nearthe guard, pretendingto bein
greatpan. The guard watchessuspiciously for amoment and then comesover to hep her. Now Duncan leaves
his hiding ot ard walks over to where Ariel and the guard are.

"What's wron@" aks Duncan.

"This woman has sprained her akle it would seen." says the guard. The guard is now bent over Ariel's
twistedfoot.

"Justa minute" says Duncan, "I may have a Healing potion in my pack." Duncan stands over the two of them

and fegins toroot around in his pack. But insteadof taking out aHealing potion, he producesa dagger and
nodsto Ariel. Ariel producesa dagger aswell, frombehind her hp, ard strikesat the guard.
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"1 Nommal", says Ariel,to signify that hercharacter is fiking at theguard for 1 point of Normal danage. The
guard is surprised, but answerswith, "Magic Armour." MagicArmour is aspellprotectionwhich blocks

thefirst attackfrom aweaporstrike. DuncanandAriel suspectedhatthe manmight beweaing one and that

is why Ariel struck first. Now Duncanuses his @t of Game Sap t@l, which represets the lutt endof his
dagger, and stiikesthe man betweerhis shoulder blades, saying "1 Sap". Sapis an attackwhich surprises the
target and is an ampt to knockthe person out from behind.

In this caseDuncan issuccesful beause he struck squarely betwen the shoulder blades(this repregnts
smashingthe victim on the head) and the guard slumps over into unconsdousnessAriel then umps upand
motionsfor you to come overto them. Before going into the mayor's house, however, the threeof you decide to
seach the guard. Thisalways taked minuteof time to do,unlessthe playerbeing ®arched prefersthat you
really searchthem, or they have unlocked an advanced sKijyou want to take less hana minute, youmay do
adetailedsearchby telling the victimexactly where you arelooking.

In this caseAriel says, "llook in your purse." The player who is playing the unconscious gard genshis
purse,pulls outsame gdd coins and givesthemto Ariel.

"Comeon, " s ays Iould herty pefori@ syone somes ang." The tree ofyou hurry upthe front
walk of the mayor's house an@nterthe door. Immediatela middle-aged manooks upat you.

"Who the hell are yar?' he aks, "Whatdo you want?' "We're here tocollect on aéounty; says Duncan.

The man bolts suddenly for a back door and wushes throgh it. The three ofyou follow running and find that
the man tas ascended amgll staircase. Duncan russ upthe stair first. Ariel bllows him and you follow
third. Halfway up the stairgou hear an electronic buzzer go off fréie top of the stairs. "HOLD!" says a
voice fromupstairsandeveryone stps and getglown on me knee.

The Hold command is an ait-of-game expresson and shouldhot be
used ay other ime. It means to stop whatyou aredoing ard getdown
on one knee. Usually it meansthat someone has hurt themselesfor real
or that there is possble danger of injury. Sometimesit is usedwhen
fighting becanes confused and rulings must be made. Inthis case,
Duncan hasset off a trap thathe mayor has laidat the top of he stairs
for just suich emergencie. You realize tlat there is an owbf-game
Shapetupstairs. Goodhing, otherwise youmight

havehad to gofind ore. You hear he Shapersay, "SleepPoisn trap,
Dunan Ten foot radus."” The Shaperdetermnes hat Ariel was not
cawht in the trapand then calls a Layon. "3, 2, 1, Layon" says he
Shaperandthe actionresumes.

Ariel and you rushto the top of the stairsto find Duncan in aheapon the
floor, apparently unconscious. The mawr is climbing out a window on
the other side of the room to go down a lader. Ina seond, he is out of
sight. You rush tothe window tosee hat he is alreay on the ground andturning to run. Quickly, you raise
your bow, an arrow already notchedou fire atthe mayor and the arow hits him in the back. Y ou shait loud

enaugh for him to hear"3 Body". The mayor collapses ina heap orthe giound. The termé Bdydin this case,
is used when the wegpon being used is armour piercingmeaning Armour Points do notstop it. The amount
inflicted, in this case3, is subtraced directlyfromthe victim's BodyPoints. If the mayr werewearingMagic

Armour ashis guard was,the Magic Armour would have nullified your atad.

As quickly asyou can, the three of you gaher Duncan, the mayor (who is unconscious but not deal), and
makeoff for the Thieves'Guild to daim your reward.

This is arepresentationof how basic combat works. Some things you do must be calledout, like damageand

spell cfensesput everything is actedout asrealistically agpaossible. Everything you do is reatime,and up to
you. Bea good guyor a kad guwy. You decide. All the choicesareyours.
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Role-playing

Role-playing is a little different from acting. It is not pre-planned, soit canbe a little ntimidating attimes. It
canbelike being anacbr onstagewith everyonelooking at you, but having no lines.You haveto know what to
say. Bventually it will come naturally. Peple who have role-playedfor a while will often tendto distinguish
betw e e n od@iagdo bailo role-playing. This has wothing to do with vhether your character isgood or evil.
By a"good role-playe r pegple arereferring to saneonewho never drops out of characterto laugh or make
out-of-game canments.In most peoples eyes,a good role-player does not call holds and stop he game unless
it is necessaryThey aregood-Spirited people who role-play everytting well, even their own deaths without
out-of-game complaining. It is frowned upon for pegple to go out-of-game oncethe gane hasstated. Good
role-playersare not playing the game towin or lose,but rather for the actof role-playing itself, ezen if things
arenotalways totheir characters adwantage.

In order to help givea betterunderstanding of what makesfor a good role-player, we have compiled a stort
list of things thatmany phyersand staff appreciate an@dmire in other players:

Always be caurteous and repectiul of other pegple's property. ®metimes your character will have the
opportunity to steal hings in-game. Please realize that thehysical epresentationfor the char a ¢ tolgjactd s
you have golen often belongs tothe player.If you stealsomehing, you will get tokeep he tag, thogh you
will have to get your own physical representation for it. Turn the other player'sitem over to a Shaperso that
theycan giveit back to themout-of-game.

Stay incharacter. This helps to setthe mood. If you drop outof characer alot, otherpeople may get irritdle.
They all want their environment to be as realistic asossble.

Costuming really helps. It won't upsetpeople if you don't havea good castume, but many people loveto see a
gred costume and find it admiable when people have good costumes It also helps you to get to know your
charactr. Often, clothing saysa lot about a characterand will evenhelpyou discover new things about them.
Try to awoid arachronisms. Theseare thingslike watches (out in the open), pop cars, coders,running shoes,
etc.,which degroy the atmosplere of the ganme. Glassesare fine. They have been around sindée 13" century
anyhow, sothey arencot anachronisms. Please avoithe use of ay real world military insignias or realworld
religious items or synbols. For some faiths it is required that people kep their outof-game religious items
with them. Pleasebe regectful, and pleasebe aware that Underworld is respetful of this. Pleaselso be
awarethatany fictional religionswhich arecreatedn-game byplayersard/or staffmust be fictonal and nust
be created rggctfully so as to ot have any out-of-game relatinship to realworld religions.
Role-playingdamage is ofen important. f you are struck with Magic ora weapon, reat accordingly.
PLEASEDO NOTRISKINJURY TOYOURSELFOROTHERS.

The Shaper Team

The Shaper Team consists of the Lead Shaper, ShapeoaRIl ay er Ch ar @€ombmadsthef NPC6 s ) .
are storytellers, organizer Out of Game mediors and much moreSimply put, Shapers write the

introduction to the story and you, the Player Character (PC) write the middle and end based on your actions.
Shapers are managed by the Lead Shaper who writes longer running plotgpaultiple seasons, as well as

managing the Shaper Team to ensure rulesdi@ved and plots progresseA. Shapers job, outside of
writing stories, is to marshal scenes, fights and a
following the rulesand our safety ahdardsShapers are sometimes referred to as Marshals or Plot.



CountedMovements& DeclaredActions

In Live-Action Role-Playingit is ometimesnecessary taleclare an actin or to make a spken 3-count in
order to complete an action. This occurswhenthe action to be taken is either impossble under the somewhat
restrictve laws of red-world physics, or would entail taking a realworld action which would be too
dangerous. The method used, either declarng the action or making a 3-count, depends on the action being
taken. It is up to the discretio of the playess involved to determie which method is more appropriate to the
situation.

3-counts generally occur when te action tobe taken cannotbe physically atempted and takesat leag a few
moments to complete. Qutting clothing, physically picking someone up who is much larger tan you are,
branding someone, etc.,areall actionsto whicha3-countare appropriateAn exanple of a properlyexecuted 3-

count is: "I brand you one, | brand you two, | brand you three". Longer counts may be necessary at the request
of a Shaper

Note alsothat a Killing Blow cannever be performed as aleclaredaction wless he dharacter in gesion
actally has aspecial ability, which allows them to perform instant Killing Blows. Killing Blows are
descibed indetail in the secton on Life,Deah, and Resurrectn.

TheHonour System

In Underworld, we usethe Honour Sysemasmuch aspassible. You are the onewho hasto keeptrackof your
Body Points, not other people, though other pegple canoftentell if you are deatirg. To helpa little, weuse
the tag syste, though this oftenis more ameans of helping you thanit is of chedking up onyou.

Sometimes yu will become monfused aso how much damage you have taken. The Honour Systerneallows
you to be the judge of that, and to detemine as honestly aspossible how many Body Points you have
remaining. Sometmes,pegle will ask ait-of-game to seeyour charactercard.Don't assime that tey think
you are teatirg. As you play longer, you will come tosee that eme tings are onfusingfor people, or that
you are usinga new uniqueability thatthey havenever heard of.
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Checking tagsand skls is necesay, evenif peopletrusteachother andknow thatthey newer chest. You too,
may wish to check someonestagsor card, and you angerfectly entitled to do sdN.PCs also lave cards, sdf
you arefighting a creatur¢hat usesa skill/ability you have not heardof, their cardshoud describeits effeds
for you. Pleasagive peoplethe bewfit of the doubt. Mistakegan be clead up with aShaper

Pleasebe awarethat even Shapersnake mist&kes Accept their ruling, even if you know it iswrong, and then
the incident can be cleaed up later, evenif you die becaiseof it. Shapersarevery reasmable and will often
electto not "record" adeathonyour charaatr cardif the death vas unfar or due to a misruling. Pleaséhelp to
maintain a fun, fair, safe andood-Spirited game for all players and staff.

NS,
)é“' ‘;

A2

A1)
QUYL
o

. E / : /
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How to Create a Character

In this section,we will go over how to create acharacter ad some of the things to consider when aing so.
Before actually addssing defined conceptssuch asrace and occupation, we suggest more abstract
approach. A good idea isto decide what kind of characteryou would like to play in terms of personality,
background andmoral sendbility. Here are eme tings you might want to askyourself:

Personality

AWhat is he basigersmality-type of my characte? (Whatone word might describe him/her beg?)

A owldoesmy charaatr getalong with other people? (Or other typesof people?)

A o&my charactethave ay quirks or flaws intheir persmality?

AWnhat doesmy charaatr like/dislike? Think of this with regard to many things, sich aswork, hobbies,
moralities beliefs, etc.

A Hwouwld my charactereact todiff erentemotional situatios? (Violence compassionawe, etc.)

Awhat are my charaatr's thoughts on religion?

Awhat doesmy characér doin hisgher s@re time? Whatdo they enjoy dong?

A Hodoes e react to socig? What do they think of &ws? What aretheir reactiongo differing socél
classs? Wheredo theyfit in to society? Do they vdue wedth/power?

Background

A \Nere is my character fom? What tpe of society?

E.g.: City, village, auitcastbardit/gypsy caraan,etc.

A What were my charaer 6 arents lile?

Brothers/sisters? Is my characterno longer with them?

Why?

AWnhy is my character in thidocation? Did they leave
their place ofbirth or werethey bornhere?

AWhat did my charactr do for a living, up to this

point? Educaton? Training? Work?

AWould my characterhave any good storiesto tell

people about their pad? Exciting tales or deals they
havedone?

AWhat would my charactervalue about higher past
(both good and bad)? What experienceshave they gone
throughthat made themwhatthey aretoday?

Future

AwWnhat plansdoesmy charater have? Whatarehis / her goals inlif €?
A nhy sharacter trying to eapehis/her néoriouspast, or areghey smply addng toit?
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Defined ChoicesRegarding Character Creation

Sincehaving outlined a general corpeit is necessary tmake sae dcfinite decisionsfor your character.
Thesedecisions carbe made relatvely easilyby consulting the remainder of this rulebaok. Thesededsions
involve the following topics:

A Race

A @©patibn: 9 begnning occupatbnsareofferedfor playersto choosefrom. It is not possibleto later chaige
occupations so choosewisely. The only excepton to this rule is AdvancedOccupationswhich MUST be
discoveed in-game.

Askills: Y oull want to decide what skills you aregoing to buy atthe start,and which skills you want to learnin
thefuture. All characterget 150characterpointsto bedn, plus any radal bonuses.

True Names

In Underworld, much like in mythology, names havepower. In folklore, knowledge of a True Name allows
oneto magicallyaffecta person or being. Such names coud give power to the person who knew them (even
over Godsin some beliefs). This is an effect used in many tales.Underworld holds a similar belief with True
Names. Fae Magic and same adwnced Ritual Soheresrely heavily on a trgets (or @sters) True Name.
Sametimesa True Name is beneficial, sometimes detrimental. Every playe in Underworld should choose a
TrueName for his or herPC.Having no True Name leavesyou defenselessagainstattacksthatwould require
one. Imagine the letters gfour TrueName as a series ddcks tat piotect adoorway thatleads to yaur Spirit.
Without a True Name, that daor is alwaysunlocked.

Solet us assume your character doeshave a True Name. Wheredoes itcome from? Who chases i? Well,

that questionhasplagued scholarsand mysticsalike. Peahaps the fatesthemselesname you at birth; perhaps it

is samething evengreater. Whakever the reason whatis known is that some force secretlyinfluencesthose

people who name you atbirth. The only real decision you, as a playssed to makeis whether your character
knows their own True Nane. Many positive and negative abiliieand spell effecteely onyour True Name.

Choosing rot to krow will not always potect you. There are alsevays hat will allow someoneto find out
your True Name (or at the very least a letter of it)Theseeffectsarerare and gnerally held byonly the most
powerful Faeor Mages.

Thereis one key rule that muste rememberedwhen dealing with True Nanes. A player can almost never be
forced, magically or chemically to reveal heir True Name. All atempts, sae certainRitual Magic, usually
fail. This doesnot meanyou camot be tricked or blackmailed into reveaing your True Name, it just means
thatyou annotbeforced.If you reveal your Tru&lame, it is always becausgu choseto doso.

Rulesand restictionsregarding True Names:

- Your True Nameis onlyoneword and may not exceed 14charactrsin lengh.

- Y ou must mark your True Namedown on your charactersheetalongwith whether characteiknowsit or not.
- You @an newr beforced magicallyor by alchemical meansto revealyour True Name.

- Onceyou pick your True Name at taracter creatigrit camat be changed.

- A TrueName must bespelkd outin the comnon alphabet and canot containany symbols orpunduation

Character History

Onceyou havedesigred a basic charaotr conceptanddeerminedyour defined characterchoicesyoull wantto
write a characterhistory. In general,a character history should be at leastone typed page in length and no
more thanten. A characterhistory is a written accaint of your character'dife up until the point atwhich she
starts thegame. For examples ofgood and bad characer historiesand pointerson whatthe Shaper Team
wantsto see, consult aShaper
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Experience& Character Points
Character CP CPPer Baze Body Foints

Your characer gans levelsin Underworld by amassing Level Total Level Warrior Rogue Scholar
what we refer to as Character Points (CP). There are
. . 1 150 65 7] 4 3
severalwaysto get CharactePoints, the most obvious of
which is through playing your characterat an eventand 2 250 43 8 e 4
obtaining Blankets. 3 350 34 10 6 4
. . a 450 28 12 7 5
Everytime your charactercomesto anevent,they gaina
Blanket of CharacterPoints at the endof saidevent. A = oo = - - B
Blanket'svalue is detemined by your character'devel. ] 850 22 16 9 6
The higher level you are, the lessthe Blanketswill be 7 750 19 18 10 7
worth in CP. After your first event, a blanket of
Experience Points (XP) would be worth 65 Characéer 8 850 1 20 11 8
Points. 9 950 16 22 12 8
) ) 10 1050 15 24 13 9
Blankets of experience that you earncan be applled_to 11 1150 14 26 14 10
any characteryou own, evenif you earnthe points with
andher charater. They are bankedon your character 12 1250 13 28 15 10
sheetand canbe spent in the future. Y ou areallowedto 13 1350 12 30 16 11
spend amaximum limit of two Blanketsper event, per 14 1450 12 32 17 12
character, nomatter how many Blankets you have
barked. Blankets canbe aplied to a charater and the 15 1550 11 4 18 12
CP left ungent. 16 1650 11 36 19 13
Blanket ow/applied 1at a t ina that if 17 1750 10 38 20 14
ankets are sp#/applied 1 at a tme, meaning that i
you wishto amply 2 Blankets toyour charaar butthe 18 1850 10 40 241 14
1stblarket raises yourelvel, the 2nd will be worth less 13 1350 10 42 121 15
XP. 20 2050 10 44 23 16

Blankets en only bespant atLogisticsor PI’E|Og “After 20th vl, Follow the same progression {Char‘t 1.1}

Chart 1.1 shows the number of CharacterPdnts gained at each leel. It takes100 CharacterPoints togain a
level. As you goup in level, yougain fewer Character Bints per Blanket of Character Bints. No matter what
level you are, you will always ga atleast 10 chracter pointsper Blanket.

The CP Column shows how many Charaer Points youacquire per Blanket. @ce youaaquire 100 Characer
Poirts, your characterelel increaseby oneand theremaindr of your charaalr paintsareequatedat the new
character level row. Also, note yaur base mmber of Body Points chamges tothe new Base Véue, if
applicabeé.

All charactrs receivel50free Charater Pointsto startwith. Thereafterthey must earn their Experiee arnd
Character Points by atteimd) evens, donating props or coguming etc(please askmanagenent for more
information),or for helping out with ruming the game.

Character Bints are e kuilding blocks of your character.All abilities andskills take Character Bints for
your characte to be able to leam various skills. Skill costs are calaulated in CharacterPoints andvary widely,
from only 10 CP to buy some skills, to 200 for others All skills and costsareoutlinedin the sectims "ill
Costs" and'Skill Descrpptions’.
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Life & Death

As a player in Underworld, the rules regarding life and desth areimportant ones to understard. In simple
tems, your "life force", orhow much life is left in your character, ismeasured by anumber Body Pants).
The maximum Body Pants acharaotr may have varies considerably, dependng on occupation, race,and
level (See bart1.2).

BodyPoints , , _
Current Body Points Physical State Duration
From time to time, during the game, your character Healthy2+  Alive and Concious N/A
will lose Body Points. This represets your character 1 Alive and Semi-Concious| 5 minutes
taki.ng damage from wegpons, 1pells, etc.AII counted 0 N TEkE 5 minutes
actions and spells are considered to iferrupted . bying (Blaed Count) it
- - n e oun Inute
should you take damage into BodyShould your yoe
Body Points drop to 2, your characteris in gave After 1 minute at-1 |Dead (Death CCIL-JHT]I 5 minutes
danger of becoming semi-conscious, unconscious or After 5 minutes at Dead | So0: Resurrection
worse,dead Required N/A
! ’ {Chart 1.2}

Semiconsciousness

At 1 Body Point, your characterbeames semiconsciaus. Any movement fasterthan awalk, or the use of any
skill/ability will be successtl, but will drop the charager to 0 Body and render them unconsciaus. Your
character will emain semiconscicus for 5 minutes wless healed (seéagic, XKills, or Alchemy secions),
after whch they gain 1Body Point ard be@me consmousagain.

Unconsciousness

At 0 Body Pants, your charader becomesunconsciousfor 5 minutes.After 5 minutesof unconsdgousness,they
gain1 Body ard become seni-consciots.

Bleeding Out andDeath

At -1 Body Paints, your character isdying. At this time, you must immediately betn a 1-minute Bleed count.
During this time, any healing of any source will bring the characteone Body Point After this 1-minute
bleedcount expires your characér has died. (Note that if aKilli ng Blow is delivered toyour charaga, you
must forfeit your 1-minute bleed count.) You must now begin a 5-minute Deat count. At this point all spell
effects (including Rotections)are removed from the claractets Spirit. During this 5-minute Death Count,
only a Life Spell will revive your character.Once he 5 minuteshaselgpsel the Spirit learesyour body and
travelsto the neares friendly ResurectionCircle to be ResurrectedY ou may chooseto forfeit your 5-minute
Death Count.If so, proceed dectly to beResurrected

Whenyou arein Spirit form, it is necessaryor you to weara white headandor put one hand onyour headto

signify that you are outof-game. Your body dissipateswvhen this hagpensand all iems you were carrying
remain whereyou digl.
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Natural and Magical Healing

There are many forms of healing foutldoughout the land, from the gentle touch of a friendly physician, to

the mortal wound restoring magic of a battle healer. As your character overcomes obstacles and adversities,
they are bound to get a couplebumps and scrapes along the way. Wherr gbaracter takes body damage,

they will require some degree of healing to be restored to full health. This can range from a physician's
bandage to a magic healing spell. Each healing method will have an associated number of Body Points it will
heal. Adl that number to your currently Body Points and enjoy the effects of a restored body.

A character many never heal themselves for more than their Total Body Points. Any excess healing is lost.
From time to time certain abilities, skills, or spell effemay grant a character magical or bonus Body Points.
These extra Body Points always come off first when the character takes damage. They cannot, unless
specifically stated in the description, be restored or healed. Once they are used, they argggode fo

Occasionally one may find themselves stricken with a debilitating effect like Sap or Silent Strike which only
ceases once a specific amount of the damage has been healed. As your character heals this damage, the
negative effect will immediatelgease. Should you find yourself stricken by an effect like this while you have
active, norhealable, bonus Body Points, simply apply 1 point of healing to have it removed.

Finally, all characters will slowly and naturally heal on their own if theylegtyutake care of their wounds.

Once every 24 hours, occurring immediately after characters ten minute Reset, a wounded character may
choose to spend an additional ten minutes cleaning their wounds. Doing so will naturally heal 1 Body Point
of damage

Drinking, the Effects of Alcohol and Stamina Points

Underworld LARP has a very strict zero tolerance policy on OOG drinking on during combat events. This
does not mean in character you cannot pretend.

Whether be the rancid and sour milk of a DwarverbGster or the distilled fermented displacer blood of
Drael Shade Wine, alcohol plays an important part in treharacter, game world. Charactératdrink to
excesswill get drunk. More robust and constitutionally sound characters will obviously te\egher
tolerance to alcohol than their weaker and fraienpanions will Thisis measured in Stamina Points.

A characterds total Stamina Points are al ways equal t
alcoholic beverages will bassigned a damage value between 1 and 3. The exact number is determined at
creationby the logistics marshal or &&per and is written on the tag. Once consumed the target will look at

the damage value and mentally subtract that from their total StdPaiimts. The closer they get to zero, the

drunkerthey become. This effect should fode-playedappropriately.

At zero Stamina Points the target has achieved a level of extreme drunkenness and as such they are no longer

able to properly function fatO minutes. During thisme,they are unable to use any skills or abilities, speech

is slurred to an unrecognized level, and walking straight is impossible. Should the target continue to drink

during this duration they will immediately pass out drunkthe next hour. After the 10 minute duration, the

target will return to 1 Stamina Point and from that point on Stamina Points regenerate at a rate of 2 points per

hour. Hot coffee and the continual dunking of the targets head in cold water will doebbte of Stamina

Point regeneration for that hour. Outside of extreme drunkenness, the loss and gain of Stamina Points has no
effect on a characterd6s Body Points or Exdrémelyrare use ski |
brews, magial and alchemical intoxicants may have a damage value much higher than normal alcohol.

Please drink responsibility and remember that drinkingd@hamcteris still strictly forbidden.
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Examplei Schmendrick the Bard has had his heart broken agairhas decided to drown his sorrows, in
character, at ye local tavern. Schmendrick is Level 5 and has 6 Body Points and therefore 6 Stamina Points.
He orders himself up a tall glass of High Elven wine and hastily throws it down the hatch. Aftergdrinkin
Schmendrick looks at the tag and sees the damage value for that glass of wine is 2. He subtracts 2 for his total
Stamina Points which brings him to 4. Schmendrick is 1/3 on his way to extreme drunkenness. The player
role-plays the effects by slurringchmendrick speech and bumping into other bar patrons. A short while later
Schmendrick orders another drink, this time with a damage value of 3. This brings his total Stamina Points to
1. Schmendrick is very drunk. He tries to pick a fight with tbaniser, unsuccessfully flirts with the
waitress and eventually gets lost on his way to the outhouse. Schmendrick knows when enough is enough and
is aware that another drink will put him over the edge so he calls it a night. He leaves and while singing
loudly (and poorly) drunkenly staggers back to his ¢
somewhat and his total Stamina Points have regenerated to 3. He is still feeling the effects of the drinks and
|l i kely some hangoiwencewhsut it isndbt as bad as

Blood

The use of blood comes into effectnamerousvays from clerical clasabilities to Wytchcraft, to Blood and
Summoning Magic.In the wrong hands a characters blood becomes a powerful weapon which wilbékely
used against themObtaining a charactetsood isa difficult and arduougask, often requiring its extraction

from an unwilling host.To harvest enough blood to use in any skill, ability or spell requires a full 60 seconds
and enough blood to fill 4-liter vessel. Blod cannot be taken froran unwilling target without their
knowledge without &hapempresentnor can any blood be withdrawn without targets knowledge unless they
are somehow incapacitated Any blood obtained must be acknowledged and signed off by eftbearget
player or aShapermresent. All blood, no matter the quantity, expires after 1 month unless it is extended via
ritual magic. Blood obtained from a target in this manner will not dissipate should the target die.

Killing Blow Delivery

A Kkilli ng blow is adeah stiike. It is a fnal assirance that the victim of an attackis dead. Aproper Killi ng
blow takesa 10-count with barehands or a 5-count with awegpon. A successtll killi ng blow (one that has not
been interrupted) forcesthevictim to skip their 1-minute bleed count and proceeddirectly into their 5-minute
deathcount. Unlessa victim is unconsgous, bleedng out, in a stateof total paralysis,or have all 4 limbs
bound, thevictim can resist/interrupthe killing blow at anytime. When a PC reactles 5th levelthey are
consideredto be fkilli ng blow active 6This means that N.PC random encounters may useKilli ng blows and
instantdeatheffectsonthem. N.PC6 should ask whatlevel you are before deliveringsuchanattack.If theydo
not, simply inform themin a discretemanner. Before a PC reacheslevel 5, they cannot be attacled with a
killi ng blow.

Death in Underworld

During the 5-minute count, your Spirit has aready left your body and is
hovering @ove it. When those 5 minutes have passed,f you have not been
revived via a Life Spellor similar effed, your Spirit leavesthe area to gato the
nearestResurrection Circle, in astraght line at a running pace You don't have
to know in-game where this circle is; yur Spirit automaticdly deteds and
moves towardit. At this point, you should go out-of-game ad remain out-of-
game until your body is reformed inside a Resurrection Circle. All of your in-
game tggged items must be leftbehind, and we encourage that you leave behind
some identifyi ng articles of clothing aswell. (A clo&k, abelt, etc)
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Resurrecting

Once yaur Spirit (represeted by you out-of-game) hasfound anon-hostile Resurrection Circle, it willreer
the Circle andthe processof Reaurrectionwill begin. A barrier circle will not prevent a Spirit from enteringa
Resurrection Circle.

When a Spirit enters a Resurrean Circle, all of those who are ivested inthe Circle will be made aware of
its presence, no matter how distant the Circle is to them. Two things canhappen at this point, either someone
who is investedin the Circle will arrive and perform the Resirrection process orthe Cirde itself will
Resurrectthe Spirit. The Spirit will arrive inside the Circle asared cloud of loose strards andwispy filaments.
The personbeing Resurrecteds unidentifiable to all who see hem, save ttoseinvestedn the Circle

If an individual who is investedin the Circle is present or arrives to perform the Resurrection, the process
takesatotal of 10 minutes.During this time, theinvesor begns re-forming the Spirit by plucking and knitting
the Spirit strards into the form of abody. It is in this manner that the body will re-form astime progresses At
the endof the 10 minutes,the body hasbeenfully rebuilt andwill regain consciausnesswith full Body Points.

If an individua who isinvested in the Circle is not presaent, the Circle itself will Resurrecthe Spirit. Thisis a
long andpainful processfor the Spirit, taking anhour to complete. The body will begin to re-form but without
theassistanceof an investor the strandsand filamentsmust re-knit on their own. Although very taxing, there is
no pemanet damageto the body ard it will be fully consciousand hededat the end of the hour.

The final stepof Resurredbn is to detemine if the Spirit remembers itsdeah. This canbe done with the
invedor who Resurrectedhe Spirit or with a Shaper.Thereis a 1 in 10 chance that the hour previous to the
moment of deathis renemberedby the Spirit. This can bedetemined by he rolling of dice, writing a nunber
on a pieceof paperandhaving the dead PC guessit or any other meansconvenient at thetime. If the guess is
incorrect, thanemory of thehourprecedng thecharacter's deatwill be lost intheir memory. Instead, if there
is an investor esat, they may tell he it a fantastical storyor Resurrection Dreanof whatthey remember
happening. This dreanis false andt is known to be falseby the Spirit Resurredhg. Thereis no chance this
ResurrectiorDreamcan be mistaken fortruth by the Spirit. If there is noinvedor presnt, the memory is
simple blank.

A bodythat has successfully undergone Resurreatidin

- Benaked (IG)

- Be atfull health

- Have no spell protectians or spells attabed totheir Spirit (minus Kme Rtual Magic)

Hostile Circles

You can make a decisbn on an ou-of-game level,that the Resurection Circle your Spirit is goproaching is
consideredhostile to you. A circle can be consteredhostile for any rea®n, including a single invedor in the
Circle who isseen asa threat, the typef circle or its location. In fact, the detemination to consider a circle
haostile does not gen needto be basedon known, in-game information. Metagaming is allowed inthis one
situation sinceit would beanunfair dedh-trapto have aplayer reurrectvia an eney and thesituationcould
be ausedto grant multiple deahs in a ow to a player. If the nearest circles considered lostile, your Spirit
will ignore it and move on to the next closest,non-hostile circle. Circlehostility is usually determhed
immediately after th&-minutedeath cont has elased. It is a gad ideato find aShaper who an inform you
about other circles within closerange that you might not know about.

~ 18 ~



Final Death

After your two "free" dedhs have been used up, each time you die you have a 50% charce of dying
pemanently. We call this "Final Deah". This is usually determined by flipping acoin. A Shapermust be
presentandthey must bethe onewho performs the adual coin fli p. If a Shapeiisn't present then the body will
dissipate as if it was on route to resurrect but rather then travel to a resurrection circle the player MUST
immediately find the closest Shaper and perform their coin flip. If they fail, the charasteuffered final

death and the body will reappear where it died. It will stay there, a permanently dead I€ahesdip is
succesdtl, the body hendissipates andhe Spirit movesto the nearest, no-hostile, resirrection circle. If the

flip fails, tie body ramains and the deathis permanent.

Scarring

Scarsand Scarringmay be accanplishedby simply choaing to not heala wound,despite havingo n eBody

Points resored fully. The wound itself is healed, but Scaring will remain. This decison is not to be made

lightly. Oncescarred acharactermay not undoor remove the Ser without succesful Reaurrection. This

Scaris permanentbe@usethe memory of the damagehasnow transferred from the body to the Spirit. As far

as he Spirit is concemed, t hasbemme apermanent part of the baly. If you chaseto Scara lost eyeor

finger, according to/our Spirit, you wouldhavenewer had it to begin with. Additional healing would be
wasted andinsuccesful. Only upon succesful Resurrection does your Sgrit heal and, if you choose,you

may hed over the Sca ard bring your body badk to its original state The only exception to this is when the

mind andSpirit are so danaged thatven after succesful Resurrectionsand a dsire to emove the scarthe
sca remains. This isonly decided bythe player, not the dharacter, ad is usially only done to furher

charactr devdopment. Anexample would be a pirate who hasa hook for a land. The character would
gladly Resurrectvith a new hand rather thanthe hook but the player of the piratewould like to keepit, sohe
Resurrectswithout the hand to further the charactes development.

Maximum Life Expectancy

Also of note is that Final Deah occurswhen a claractels age reehesor surpases thé Maximum Life
ExpectancyM.L.E. isdeterminedy theplayer at claracer creatbon and is bagd on racialM.L.E. limitations.
Note alsothat someRitual Magic ritual flaws, badlashes,spells,andmonsterattadks may result in premature
aging of a dharacter. In eme casesthe ritual itself will always age its caster. Playarsist detemine their
own startingage, andmust dosobefore M.L.E. isdetemined.

In Game and OOG Colours

A few specific colours are used quiet regularly that you, as a player, should be awatteaf bn OOG and
IG level.

White i This is the universal Out of Game colour. Whetherhitavheadband on an OOG playarwhie
Glowstick hanging on the nealf a Shaper, or a white ribbon tied around a players backpack, if you see
white, gamé&s out of

Green Glowstick In Glowstick form, green is usually reserved for Liquid Lights.

Orange Glowstick An Orange Glow stick represents a visible Ghost or Spirit. Not to be confused with a
typical undead, Ghosts and Spirits are lost souls thatapgesemi transparent versions of their living selves.
Approach at your own peril!
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Thieving and You: A B a n duidé to Skulldaiggery

Underworld LARP is an 18 + game with heavy howweertones This means that in your character's life you
are likely b encounter or engage liove, hatemurder, death, bribery, corruption, , ritual sacrifites eating
of babies and of course thievery.

Because we are an 18+ game we expectptayer basdo act as adults when confronted with any of the
above. Thiever is the most important out of all the evil that you can do because it requires you to engage in
certain out of game activities (the actual taking of IG propeglow are the rules for In GanTdieving at
Underworld LARP. These are not suggestiahsgy are heavily enforced rules.

Step 1- Where are you looting?

If you are taking an item that is NOT an unoccupied tent then you can carry tonStep two.If you are

looting a personal tent or cabin and its owner is not there (dead or otherwisB)UU have aShaper
present. You CANNOT enter a player's personal property alone without a marshal. If you are caught doing
this, you will be removed from the game and possibly charged. Let us assume youShepe@resent or

the item in question is nat a tent/cabin

Step 2- Taking the tag

Any item you are taking MUST have a tag. If it does not have a tag you cannot take it. If you believe an item
is being used and it does not have a tag, you need to infSimaer The Shapeteamdeals with theoroblem

and if necessary, compensayesl. You do not take that item anyways. The only exception to this rule is if

you cannot see if the item has a tag. It's dark, you're thieving, and you see a sword on the ground so you grab
it and run. Very shortly adtrwards, you look and find out there is no tag. If this isctme,you MUST give

the rep toa Shapesotheycan give it back to the player. It is likely a new player's rep wittmgporarytag.

Those items do not qualify as targets to a thief.

Let usassume the weapon has a tag. You then take that entire weapon and make your way as quick as possible
to Shaper campr the known location of a Shapédrhis must happen quickly so that we can return the rep

OOG back to that playelt is possible that thelayer will wish for you to keep that rep so they can identify it

later. If this is the case, we will return the rep to you and you will be forceegtitach the tag.

Step 3 Profit

You now have a tag and possibly the rep (if the victim of your thyerexjuests it). Now you may go about

your business and try to pawn or use the item as you see fit. If, at any point, the item gets destroyed or sold to
an NPC that is likely never to return to Jericho, we ask that you return the rep to us so we dadragkvéoi

the original player.

OOG Bags It is possible for a player to have a OOG bag. This bag MUST be marked with white cloth and/or
clearly labeled OOG. Absolutely no UW tags or treasure may be placed in your OOG bag. There are no
exceptions to thisule. It does not matter if the item in question is offsite or any other reBlisergolden rule

is if the tag is on site, it is IG If it is found thata playeris keeping tags in their OOBag,we will consider it
cheating andict appropriatelylf you, as a thief, find a bag that is clea®OG, you cannot pilfer it. It does

not exist for you to find in character. It likely contains a players person effects such as medicine, keys, etc. If
you arecaughtgoing throughanOOG bag you will be dealt withegerely.

Happy Burglaring!
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Chapter 2:
RACES
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Character Races

Many fantasy racesxist in the world that your PCinhabits. Same of them aremagicalandsame of themnot
as magical.Eachracehasits own racial packagéhatincludesany benefitsand disadwantages whichmembers
of your chosn racemay possess Thesecould bephysical, mental, ormagical. This package is commonly
referred to as ORaci al so.

In order to play certain racei$ is necessaryo wear he appropriatemakeup. This indudesproghetic racial
featules suchas Elf ears, or a Dwarves beard’heremoval of radal featues IGwill not disguse yourrace.
Your race is vays recognizablexceptin extremecircumstances.If you want to play a fantasyrace,it is
important for you to predetermie that you arenct allemic to, or are irritatedby, any of the make-up, andthat
you will be &le to wear itat all imes wthout beingdrivencompletely mad.

It is important to note that racombhtihddaot agPsrohased
AutomaticRacials arenot in any way optional and acensidered to be in effect from the characters birth.

Purchased Racials must be purchased as a skill as per the Racial Ability Chart (See chart 46),apage
cost 50character points each. These skills can be purchased every odd level.

Race Summary
Bestial
Savar Matriarchal race of cat people
Construct
Gargylen Sentient race of magically created constructs
Dwarves
Mountain Stocky humanoids, famed for mining smithing and beards
Elves
High Graceful, artistic scholars. Known for mastery of magic
Dark Subterranean elves. Natural chemists and alchemists
wild Tribal nomads. Try to live in harmony with nature at all time
Fae
Wood Distant cousins to True Fae. Rumoured to be borne of raw magic
Goblinoid
Orc Fierce and competiticve tribal warriors appreciating strength over all
Humanoid
Hobling Small, peaceful, furry footed people
Human Numerous and varied. The most divers of the races
Ajaunti Also known as Aja, they are a colourful, extravagant race of nomads
Einher A superstitious, warrior race. Known for strong honour codes and traditions

Chart2.1

Half-Breeds

A lot of RPGs and LARPS allow for hdifreed races (Haklf, Half-Orcs etc) as playable character options.
Underworld does not.

Although many races may choose to maith one anotherthere are limitations when it comes to breeding.
Only races of a similar type can produce offsprilgmanoids (Elf, Dwarf, Einher and Aja etc) cannot breed
with the Bestial races (Savar and Wolven) and obviously constructs cannot oepvatiueither Humanoids
or Bestials. Tie result oimixed race pairingwill always result in the birth of a purebred child of one of the
races involved.

This race is dictated by the race of the Mother.
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Bestial Races

Savar
Life Span: 40-60 years

The Sawar are a matriarchal race of cgpeople, appeang as humanoid
hunting catsDeep in thedark forest laysheir caital city, Fehir. Their
society, ruled by women, views male Savar assecond class. It isre to
find a free dominant male Savar and even more rare for him to live
long. The Savar area strong, proud race witldeep ties taature ad the
mysterous Grey Eles. They have recently suffered a cadstrophic
plagwe, necromantic in origin, killing maiy of their people before
returning them through undeah. The few hat remain now struggle to
put to rest heir Undead sisters andattempt to rehbuild. All this
happened (erhaps oincidentally) around the same time as the
Fulmination andthe disapperanceof the mysteriousGreyElves.

Advantages:

NINE LIVES (Purchased): When aSavar hasusedup their free deatts, and isflipping for Final Death they
may usethis skill. The skill must be activatedafterthe S a v dirDé& sdurtt  but beforethe deah flip. If the
Savar fails the flip s/he may thenflip anadditional time. This skill canrot be stadked and is only usable once
perdeah. This ill is usale once per day, per purchase.

NATURAL CLAWS (Automatic): Savarcan choosebetweenbeing declaweat birthor keegdng their claws
throughouttheir life. The choice must be made at character creatiortlamdffect is pemanent.Should a Sawer
keep their claws they arerestricted from using any other wegpon or sheld. A Saer with clawsreceivesafree
proficiency in <Medium Weapms Group Proficiency: Claws> and may use one claw boffer weapon (See
Chart 6.1 - Wegpon Creatia) in their good hand and nothing in their off hand. Theymay buy specialization
with themasMediumWeaponSpecialization: Claws.Should a Savar purchasetie i | Imbidexé e r ihdyy 6 ,
may use a seand claw boffer weaponin their offhand. Essentially theseclaws actthe same as Nomal
weapons of their sizewith the excepton they canndbe destyedor disamed.

Disadvantages:

PLAGUED (Automatic): While the worst of the plague seems to have past,its effectson the Sawar people
still linger. As a resllt, all living Savar tae double damage from the Dark and Neamantic sourcef Magic.
Furthemmore, stould a Saar enter their degth count via Dark or Neclomantic Magic, they will immediately
riseasa mindesslessertUndeal, cursedto destuction. The Savar'sBody Points will be redored but not their
Armour Points. This undeath does not grant the Savar the specialabilities of Undead like Sense Life or
Psiaic immunity. However, they will still suffer all the negative effectssuch asControl Undeadand auble
damagefrom the Healng Sphere. While in this form, tie Savar may nat use heir spells or adilities ad may
only swing basewegon damage. Nothing shortof resurrectionor divine intervention will returnthe Saar
back tolife. This Undead formwill | ast 24hours or urtil the Savaris slan.

Physical Characterigtics: Their distingushing cheracteristicsare make-up appropriate for the type of cat

being played, and possbly the use d a prosthetic feline rose if make upis sub-par oryour subspecies is
similar looking toanather race. Example: Black Panther Savar and Dak Elves.
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Construct Races

Gargylen

Lifespan - Immortal

The Gargylenare a entientrace ofhalf-construct,half-living gargoyles.Within the last20 years,they have
broken free fromthe gpressve yde of their credors: The Conclave. In that 20 years, this infant race have
proven thathey have freewill andare setient. Theyhavealsodevdoped a methodof reprodiction. Very little

is knownabout them, and they have no recognisederritory or homeland. A Gamylend skin s stae grey and
often hardened, making themless sisceptible to mnventional wegpons. All Gargylen arehorned and althagh
some have wings, they areall flightless. They are an enigma, and questions surraheil purposeor moral
standngs. Most seemto passessan instinctual need to protect theénnocent,although this is certainlynot the
casewith all Gaigylen.

Advantages:
STONE SKIN (Purchasd)i A Gargylen who has purchased this skill has learned a finer degree of control
over their crafted body. When the skildl is used, t he

less susceptible to all Normal weapons. The Gargylen must déclalenat e St one Skind and f
of 1 hour a Gargylen gains temporary Body Points base
is 20 Body Points, at 5th level it is 30 and at 10th level it is#tese Body Points act as normal Bdtlyints

with the exception that they are damaged and removed first fro@atgylensBody Point Total and cannot

be healed or refit While Stone Skin is active, the Gargylen suffers double damage from ahanoral

sources that damage into body, inclgd®ilver, Iron, Magic, etc.This double damage will extend past the

bonus Body Points allotted by Stone Skin and wil!/l ca
Stone Skin cannot be ended by the Gargylen and will not effect, in any way, timeiuAPoints or any other

magical or normagical protections. This skill is usable once per day, per purchase.

ALTERNATIVE H EALING (Automatic):i A Gargylen may be heakd asif his/her body was made of

amour. Any Blacksmithmay Refit a Garrgylenas heywould any suit of amour. Every 1 minute of Refitwill

heal he Gagylen 10Body. SeeBlacksmithingskill for more detail. Sould the Gaigylen enter their "Bleed"

count, any useof the Blacksmithskill to heal / Refit will pausethe i &l egctanuch like the firstaid skill

does.If the Blacksmithis interrupted, or stops Refitting the Gargylen, the attempt will fail and theGargylen
will continuetheir i B | eceudtfitom wheres/helastleft off. Any successfuRefit while in the "Bleed" count

will heal he Gagylen to 1 baly.

BODY POINT BONUS (Purchased): Tis skill represaits extra canstitutional traning the Gamgylen has gone
though, beyondwhat is sardard for their race. This skill caronly be purchasd twice throughout the
charac#r's entireexistence

Disadvantages:

HEALING LIMITATION (Automatic)i Although a Gargylen possesseshe same living organs as most
other races,they arestill part constructAs aresult, thenomal methodsof healng andfirst aid will not
function. Gargylerare immune toany Curespellsor Alchemy, First Aid, or anyother Magicalmeansof Body
Point restoratbn such as transferrings Aoak of Moonlight. A Gargylen may only heal damaged Body Points
with the Blacksmithingskill. A Life Spell will still f unction asnormal.

Physical Characterigtics i Grey in with large torns piotruding form the forehead. Note: wings are
optional, but will nat allow flight.
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Dwarven Races

Mountain Dwarves

Life Span: 250-300years

Mountain Dwarves come from te mountainouslands of Gemain. They arefamed miners and amiths,
although; they may pecializein any number of trales. Generally shortéhan humans, they are on aveys,
stockier and hairiessporting fill beards.

Advantages:

RESIST TOXIN (Purchasel): Allows theuse r t o dnyRAdchemisal, pbison, omon-Magical disese
attack onceper dg, per purchaseAs aracialbenefit, it maybeusedt o i Re wiMedgico Ri t
LEARNING APTITUDE (Automatic): Blacksmithi 10 CP: MountairDwarveshave developed an atitude
to learning the Blacksrith skill. These &ills cost10 CP lessttannormal for your profession

BODY POINT BONUS (Purdased):This skill represents extra constitutional training the Mountain Dwarf
hasgonethough,beyondwhat isstandrd for their race. s skill canonly be puchasd twicethroughout the
characer's entireexistence.

Disadvantages:
LEARNING DISABILITY (Automatic): Stolar kills: All Scholar skills aredouble the ostfor dwarves.

Physical characteristics: All M ountain Dwawes have a full bead, regardless ofvhether they aremale or
female. If aut, this beard willgrow back filly.

%
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Elven Races

High Elves

Life Span: 700-1000 years

An exceptiondly long-lived people,the High Elvesmaketheir home in the
forestsard trees acdossthe contirent. All High Elves are gracefu, artigic
andmagicallyinclined. Althoughwise,theyareoftenseenby other races as
arrogant to he point of rudeness. In the past,their capital was the great
metropolis of Swant. Stlortly after the RiImination, and to the
bewildemment of the eles, it disajpeara. The High Elves bat remained
have setup arefugee camp on a small islandsouth off the shoreline.

Advantages:

RESIST PSIONICS (Purdhasel): Allows the userto fi R et angeffect
from the PsionicsSphereof Magic. This also includesall Charm-basd

attadks. This may be used once per, day per purchase As a racial benefit, it

maybeused tol Re s i wtMagicR i t

MAGICAL APTITUDE (Automatic): This <ill gives theHigh EIf one free BattleMagic spell-slot on

charactr creaton. This free spell-slot can be used to store any spell s/hecan cast,up to their highestlevel

spell-slot. This free pell-slot in no way ontributes totheir pyramid or the prereqiisites neded to raiset.

Aside from that limitation, this free spell slot functions in every other way like a normal purchased slot.
Example: A High EIf Mage with 1 purchasd 4th level spell-slot may useMagical Aptitude to gan an

additional 4th level orlower ell, detemined at teir reset.

Disadvantages:

DEATH'S DOOR (Automatic): High Elveshavealways held a deepSpiritual atunementto the forestsand
the land. Re@nt ewents have wealened this attunement, and in doing so, have weakened he High Elves
connection to the Spirit world. Shauld a High EIf enter their deathcount she will only have 3 minutes to
receive d.ife Spell instad of thestandard5 minutes allotted t@ther races.

Physical Characterigtics: Long, pointed Eas

Dark Elves

Life Span: 700-1000 years

As araa, Dark Elveslive undergroundandshunsunlight.Similar to other racesthat choosea nearcomplete
subterrenean lifestyle, Dark EVes have also bemme very sesitive to bridit light. They call heir caital
Antioch andit resdesdeep under the world. It is sad that beneathevery cellar lies a secrgasage into the
underworld. Perhaps this is why other racedook uponthe Dark Bveswith mistrust andunesse.Dark Elves
arenaturalchemists and tendb excelin Apothecaryand Alchamy.

Advantages:

RESIST PSIONICS (Purdasel): Allows the userto i R et anyseffect from the PsionicsSphereof Magic.
This also includesall Charm-based attads. This may be used onceper day, per purchase. As aracialbenefit, it
maybeusedtofi Re s i wltMagicR i t

LEARNING APTITUDE (Automatic): Alchemy: Naturalchemists, Dark Elvespay -10CPfor eachlevel of
the Alchemy skill.

Disadvantages:

SURFACE VULNERABILITY (Automatic): From 6 am. to 6 p.m., while on the surface, Dark Elvesmay
not be healedby any means other than by First Aid, aLife Spell, the Bardage skill or Ritual Magic. If a Dark
Elf retreats30 feetunderground for more than 1hour, they will regain their susceptibility to normal forms of
healing until they stepinto the daylight of the surface wrld again.

Physical Characterigtics: Long, pointedEars. Black skin
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Wild Elves

Life Span: 700-1000 years

Wild Elvesdo teir best to ceexist with nature, believing that the beasts ad landarehere r far more than
simple exploitation. They consiler few things worse han taking more than you need fom the world.
Examples of this would be mining expeditions, industrial foredry or commercial fiding. While they are
intelligent enaugh to understand the ways of civilization and industrial piogress, hey cloose to live a Ife
outside of it. Wild Elveshave no formal citiesor homeland andtend to live innomadic tribes.

Advantages:

RESIST PSIONICS (Purdasel): Allows the userto i R et&anyseffectfrom the PsionicsSphereof Magic.

This also includesall Charm-based attadks. This may be used onceper day, per purchase. As aracialbenefit, it

maybeused tol Re s i wtMagicR i t

CHOSEN ENEMY (Automatic): Upon character creatiorthe Wild EIf must chooseone hatedracethat at

same pointhasdone greatham to them, their family or the natural balanceof the forest.A player can choose as
their Chosen Enemy, any of theplayableraces lited here, aswell as MonstrousAngelic, Demonicraces, or
eventhe UndeadOncechosen, theNild Elf will do their bestto see thathis race is wped fromthe faceof

the planet. A Wild EIf will not normaly associatehemsaves with their Chosen Enemy &race unlessit

sanehow furbers their goal of their Chosen Eemy 6destuction. The Chosen Eiemy ability will grant the

Wild EIf a +1 damagebonuson any meleeor rarged weapn, while fighting against their Chosen Enemy.

This bonus will increaset1 for every 3 levelsthe Wild EIf gains. +1 atfirst level, +2 at forth level, +3 at 7th

level andsoon. This damage bonus will not carry oser to ay other race. ClasenEnemy canot be changed

after character creation

BODY POINT BONUS (Purdhased) This skill represents extra canstitutional traning the Wild EIf has gone
though, beyond what is sardard for their race. This skill canonly be purchasd once throughout the

characer's entireexistence.

Disadvantages:

ARMOUR & WEAPON RESTRICTION (Automatic): Viewedas dhorrence tonature, awild EIf will
newer equip Armour made primarily of steel,iron, or any other metal. This disadvantagedoes notapply to
metal buckles, fastanersor studs usedto hold or rénforce the Amour. This penalty does not apply to metal
weapms, items and bjectsnot used ag\rmour, but proper role-play stould still be observed.

Physical Characteristics: Long pointed ears. Tibal tatbos
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Fae Races

WoodFae

Life Span: 1000-1200 years

Distant cousins to the FaerieFolk, Wood Faearerumoredto havebeen born
of magicwithin the forestsof the world. This may accountfor manyof the
Wood Faehaving an affinity to natural creaturesQuite contraryto their
faeriefolk cousins, the Wood Faehavean etreme dislike for all forms of
chams and will go tonearlyany length to ogppose mind-altering spells or
effects. They are not only averseto practichg Chaming Magics
themselves,but areeven able to ranove Charming effects from othes.
Their captal residen the Isleof Melina, ruled by agovemment of eleded
council membersHaving no realhomeland or cities, they are,for the most
part, very carfree and friendly. They generally live a very polygamous
lifestyle, rarelykeeping one matefor more than10 years.

Advantages:

CHARM BREAK (Purchasel): Allows the userto i R etd anyseffect from the PsionicsSphereof Magic.
This also includesall Charm-based attadks. This may be used onceper day, per purchas. As aracialbenefit, it
may be used tofi R e s i sal MegicRTihe breging of a Charm spell can only be acamplished through 10
semnds of talking to the Chamed character hendeclaringfi | n rClatmdBreako while touching them. This
skill is usable once per day per purchase.

LUST FOR LIFE (Automatic): AWood F aatudakattmement to the forest andall thingsliving has given
thema lustfor life thatother raceslack. Should aWood Fae drognto their fibleedcou n they are given afull
two minutesbefore entering their fideathcou n tather then the standard oneminute.

Disadvantages:

IRON AVERSION (Automatic): Wood Faewill take X2 damage from any sourceusingthe suffix fi bnoin
its damage cal. Carrying iron items ispermitted but doing so will caisegreatdiscomfort and should be role
played acordingly. This disadvantageappliesto damagetaken to bath Armour and Body.

Physical Characterigtics: Long pointed ears like Elves, ard small horns thatgrow out of their foreheads

Goblinoid Races

Orc

Life Span: 30-40 Years

Orcs, or AiGreenSkin s 0 they arecommonly called, are a
fierce andcombative goblinoidrace. Orcs ormally organize
themseles into tribes and clans that consist of ogres,
kobolds ard other goblinoid racesThe largest of theselans
is Clan Sprawn in the East, althouglhecent reports suggest
samething is amiss for the goblinoids in that Clan. Orcs
appreciatestrength andskill in combat above all things. They
are less ntelligent than a stypid human is, but generally
stranger and more disciplined.

Advantages:

IMMUNE TO FEAR (Purchased)Whetter braveor gupid,
Orcs cannot sufer the effects of fear.This skill must be
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purchasedbut neels only be purchasedonce. The immunity is always active.

LEARNING APTITUDE (Automatic): Mediumand Hevy Weapon Group Specializatiorcost10 CPless
Orcs arenaural combatants.As aresult, purchasng Specializationsin either the Mediumor Heavy Weapon
group costs 10CP less than normal for your Professiomhis CP reducion only applies to goup
spedalizatiors, not singleweapon specializations.

BODY POINT BONUS (Purdased): This skill represaits extra congtitutional training the Orc has gone
though, beyond what is stanad for their race. This skill caronly be purchasd oncethroughout the
charactefs entire existerce.
STRENGTH POINT BONUS (Purchased): Biilt on rawphysical power, yair strength rating will detemine
how much your character canugh, lift, and throw. This skill can only be purchased once throughout the
characer's entireexistence.

Disadvartages:

LEARNING DISABILITY (Automatic): Spell $here. Orcs are only able purchaseNatwreand Spher eos

from the supplemental Soul Fragment book.

Physical Characterigtics: Greenskin (varying tores) andhorrid teeth.

Humanoid Races

Hobling

Life Span: 170-200years

A small, peacefupeoplewith furry feetand hands, bushy eyebrows, and fuzzy sigburns, Hoblings in gesral,
are a peaceandcomfort loving race. Most are horrified by violence, andare easly scaredoff by the slghtest
danger.However, therearestill agreatmany thatfind themselesin aweof the world, and travelit, attempting
to learn &out (and experience) everything. They arefun loving and mischievots, erjoying anything that is
exciting, degite whatever passible danger there may be. Theseare the Hoblings most oftenencounteied by
the otter races,since theytravel the worldover. TheseHoblingsareoften considesd an annoyanceby other
races,but the Hoblingsstill greatly enjoy the company of any people andlove to tell andlistento stories of
adventures All theseHoblingsreallywishto do is have fun, and enjoy lifeto its fullest.

Advantages:

RACIAL DODGE (Purchasal): Allows the sulpect to dalge any attad, solong as it is ot a trapof any kind,

or ome other unrea®nable damage-causingincident, such adalling off a tower. This ill is usable onceper

dayper purchase.

TAUNT (Automatic): This skill allows the Hobling to Taunt a taget, inciting hinvher into combat. The taget
will immediately attzk the tawnting Habling, ignoring all other targets until the Hobling is on the ground

unmoving, out of line-of-sight, or physicallyunobtainable. The taget is still freewilled andable to fight with

straegyand cunning but ¥he must attackimmediatey, andmusttargetthe taunting Hobling. After the Hobling

is down or hasleft line-of-site, the target may then choose to stop combat if she wishes In orderfor this racial
to be effectve, the Hdling nust actialy taunt the tagetwith 2 more insults,de c | ar e A | then litt
with a successfupacket strike. This skill is autanaticdly given on charactercreation,cannotbe purchasedor

multi ple usesandis only usable once per day.Hobling Taunt is considereda Psianic attackbut is a racial ad

canrot be resistecby anything stort of arother racial dility.

Disadvantages:

LEARNING DISABILITY (Automatic): Wegon Proficiencyi Small Wegoons: Hoblings can only purchase
proficiency and specidizaionsfrom the smple weajn and Exotic wegon groups. No exotic weapommay be
used that is greater then liiches.

Physical Characteristics: All Hobling PCs must havelarge fuzzy sideburns and eyebrows. Furry hands and
feet areoptional and ecouraged.
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Human

Life Span: 60-80 years

Humansare the most populous of the sentient, civilized races.They rangewidely in appearang, culture and
diversity

Advantages:

CHARACTER POINT BONUS (Automatic): Humansbegin with 50 extra CP upon charactercreation.
BODY POINT BONUS (Purdhased) This skill represents extra constitutional training the Human has gone
though, beyond what is stanad for their race. This skill caronly be purchasd oncethroughout the
charactefs entireexistence.

DisadvantagesNone

Ajaunti (Aja)

Life Span: 60-80 years

An extravagant and suprstitious cultued, nomalic race, itis nearly mpossible tojudgewhat new surprises
you may find out abait the Ajaunti. Whete and when the Aja culture cane to beis amystery. Fromthe
oppressionghat many Gowrnments & Kingdans place pon its people, thererosea need for an individual
free culture and scciety. Full of life and making life their home, he Aja diange names as ofteras he houses
they inhabit. Though ome anti-socialists ©nsicer it restlessessor a aotic ladkadaisical attitde the Aa
continue tomove in Ife; as lifenever stopsmoving in, at leasto those willing to accept iOnly a cursed Aja
is onewho would settle down antbecane fix ed with name andplace thingsleft bestonly for tragic sang and
story), it is the deadwho no longe strive for life andhawe no life left to live, thustaking claim to the ground
they hold.

Advantages:

AJAUNTI CURSE (Automatic): This skill allows an Aja to inflict a powerful curse on a target that will
haunt and torment them ungiither it isremoved or the target stessfully resurrects. Aja curses are not to be
taken lightly and are only inflicted after the target has gravely and personally insulted the Ajaunti. Aja curses
are purely roleplaying afflictions and may not affect combat in any way, shape or form.cdlad not curse
someone to forget their spells, to lose their critical slay, or to have less Body than they really have, etc. There
are two types of curses an Aja may inflict; the insult curse and the dying curse.

The Insult Curse may be used whenrgethas deeply offended an Ajaunti. Only serious and grave insults

will warrant this Aja curse. Minor insults such as nagaling or taunts may escalate up to an insult curse but

do not warrant it on their own. It is important to remember that mastindj are treated terribly almost
everywhere they go. They are constantly called filthy names, accused of thieving and just generally looked
down on by the general populace. Insults directed at Aja such as racial stereotypes do not generally cause
enoughharm to warrant an insult curse. In order for an Insult Curse to take effect the Aja must be able to see
their victim, they must be able to speak the curse, and their target must hear at least one syllable.

The Dying Curse is one spoken when an Ajabasi been wronged and their death is a result. A dying curse is

so powerful it does not require the Ajaunti to even be alive for it to be inflicted. When an Aja falls into their
death count they may begin their Dying Curse. $peit of the dead Ajaunti lli still speak even if the body

is incapable of proper speech. As loudly as they can, the dead Ajaunti must curse their target. This curse will
affect the target even if they are out of sight and hearing range. If the Ajaunti is brought back torkfe¢higefo

curse is finished it is considered to have failed and been used for the day.

To bestow an Ajaunti Curse, a special incant is required by the Aja. These Curse incants are personally
decided by each individual Aja character and must be somethéngjshwould never wish to see happen.

Prefix examplesMay my best h o r s eMaybmy dathdr's hotsée get hit Iy fallinfg dragord
if...o0 AMay | be slowly di semboweled by hwngry rat
itself. Note, when casting a deformity curse, such as the pig's nose curseitislbest to carry and provide

a suitable physep for your targt, in this case a plastic str@m pig nose. Some curse examples are: "(Prefix)

you do not dance withewer | i e you tell!o, "(Prefix) your nose does
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Once the Curse has begpokenijt will take some time to come into effect. Long dead Ajaunti ancestors will
weigh the curse against the insult and if the curse is found to beegghey will deliver it within the next 12

hours. Woe be to the Aja that casually throws around curses where there is no insult, for a scored and angry
ancestor is likely to inflict the same curse, or worse, onto theThjaepresent the judgment dfet ancestors,

the cursing Aja must report the curse to the Shaper team, who will make a final juddihseccessful, the

target will take the effects of whatever the &jase dictated The cursed target has very little recourse at this
stage, for brddng a curse is no small tasks. To hidnself of this affliction, the cursed target can either
petition the insulted Aja to remove it, petition another Aja to remove it (a very taboo act amongst Aja) see the
prefix of the curse come to pass, or die arshtiuccessfully resurrect. The death of the cursing Ajaunti will

not remove the curse nor will the curse ever expire on its own. This skill is usable at will although no
character may ever be the target of more than one Ajaunti Curse from the same Aja.

REMOVE AJAUNTI CURSE (Purdhased) This ability will allow an Ajawnti to remove any one curse that

hasinflicted atarget. Remove Cursewill permanently remove any minor curse,including eitherAjawunti Curse
and emporarily remove any major airse or 1 hour. It is even rumored that Ajaunti are powerful enough to

temporarily remove suith curses asvampirism and Lycathropy. To removea curse, an Ajaunti must stare
into the target's eyesfor 1 minute,be touching the afflicted person, and therdeclarefi | n rRenbve Curso .
The taget does rot have to be consabus for this effect to t&e place, though they canot be in their death
count. Rmoving a cursethatanother Ajahaslaid is considered against the Aja code,ard only with permission
from the orginal curse or Aja King/Queen is his usually done. This ill is usable once per day, per

purchase.

Disadvantages:

BLOOD CURSED (Automatic): Recentvents havestrickenevery Ajaunti with acurse affectingtheir use of
Magic. For everyspell cast, or Magic iem (includingscrolls) or Ritual activated, the Ajawnti will takefi On e
Magic Bodyo damage.This damageis considered penetrathg and camot beresistedn anyway. This cursds
divinein nature and camot be disped or removed byany means.

Physical Characteristics: As an Ajaunti, it is required for the PC to talk with an extrememiddle European
accentand dress with aflamboyant& extravagantashion sense.

Einher (Northmen)

Life Span: 60-80 years

A semi-nomadic pele, the Einher are very siperstitous by nature. Though the Enher enjoy being
shockingly vulgar, they are very serousabout any conduct that may berdae them or their kin. As such, they
tendto avoid berating athers, unlessthey are looking for a fight. For an Einher it is important to know the
difference between driendly jab at smeone and thesortof thing that blood will be shed for. The Enher have
anunrealistic (toothers)fearof fog, whether magical or natural. They will suffer from the effectsof paranoia
ard/or hdlucination if confronted by fog. The thicker it is, the worse the effects. This fear is grictly role-
played. The Einher detest IceElves to the point of hatred. Throughout their history, the Ice Elves have
attempted to force the worship of Shiva upon them, causingmuch badblood betweenthe two civilizations for
the last D0 years.

Advantages:

BESERKER RAGE (Purchased):A Northman canincite in himself a powerful Brserker Rag The
charactr must cry out "BEERK!" for aten-count. i.e. i Brserk 1, bereik 2, bkersek 3.. .whbile working
themselesinto afrothing frenzy. For the duration of one combat, the charactergains +1 Strength, +5 Body,
and is immune to Fear effects. Fam the point at which the fight ends, it takes5 minutesfor the effects of
Berserk to wer off. The character cannot Wi the rage to end sooner and must continueto fight so long as
opponents arevisible. This skill is uséble onceper day, per purchase.

RESIST COLD (Automatic): Resist @Id allows the userto fi Re s i scbldrbasal efiect. As a Racial
Ability, it may be usedt o0 A Re sal Magi® ThiR kitl is automatically given on character creatia
camot bepurchased for multiple uses,and is only usable once per day.

BODY POINT BONUS (Purdhased): Tis skill represents extra canstitutional traning the Enher hasgone
though, beyond what is stanad for their race. This skill caronly be purchasd oncethroughout the
charactefs entireexisterce.
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STRENGTH POINT BONUS (Purchased): Biilt on rawphysical power, yair strength rating will detemine
how much your character canuysh, lift and throw. This skill can only purchased once throuchout the
charactefs entireexistence.

Disadvantages:

HE L L BMBRACE (Automatic): The Enher live for battle. It is their belief tat if they final in combat,

their souls travel toa greathal where hey will fig ht and drink for etenity. It is every Northmand s  that a r

they will die alone outside of combat. Einher who die outside of combat have a 50% chance of taking two
deaths on their character card for the they take in game. An Einher who has died outside of combat will

first flip a coin to determine if the death taken is counted as one or two, then the deaths are applied to their
character card, and finally, if required, an additional flip(s) to seeyifshecumb to final death.

Physical Characterigtics: As anEinher, it is required for thePCto dressin fursor kilts and braidtheir hair.
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Occupations

There are a total of nine startiogcupations, or classes, availabigially to choosefrom. These occupatioriall
under the schools of: Warriors, Rogues and Scholars.

WARRIORS

Warriors t&e naturally tothe more physical kills offered inthe systen, and rely mainly on strength and stamina.
Anyone wishing toplay aWarrior must choosdrom oneof the foll owing threebegnning subclasses.

Mercenary

Merceraries are pure warriors. Thesefighters devote their livesto the perfectionof R =
the warriors arts swch as tactics, weaposkills, wine and gquestimable pleasires. Wz e\
They have little patience for higher leaning or courtly mannerspreferring insteadto 3 \‘{
focus on weaponry and amour and their uses.Mercenariesrarely die of old age or F 2

broken hearts.

Hamstring ~ om
Prerequisite:Ocaupation at 3rd Level e
An occupational ability for Mercenaries,this skill allows the Mercenary to injure the § (
t ar deg énd lamper theirmovement. To activate this skithe Mercerary must
successfully strike thergets legwith aweapon andcall outi RysicalHams t r ilfn EH ¥

the hit is successfulthe targetwill takel Body damageandtemporary losesmobhility

in the injured leg, slowing their movement to move 1 stepevery 3 secands. This makes waking slow and running
impossble. This effectwill lastuntil the target receivesat least1 Body point worth of healing. This ill is usable
onceper day, perpurchase.

HeadButt

Prerequisite: Occypationat 6th Level and at leasine 3rd Level Mercenary Aility

An occupational ability for mercenaries,A HeadBuit attackwill stunthe targetfor 5 se@nds. It may be used at will
but only once per targetper day. A hdmeton the atta&er will add anadditional 5 secands to the length of the Sun
effect. A helmeton the defender will negate he atta&, regardlessof whether or not the attacker isvearing ahelmet.
To usethe attackplace your pkns on victinis shoddersor back, facingthe victim, ands t a tysicalfHea-But t o .
A semndary effectof this ahility allows the mercenary to escagegarrote. A mercenarycanusea Head-Butt attack
while being garroted but the attackwill be negated if thegarrotteris weaing ahelmet. To esagpe a @rrote the
Mercerary does notneed tobe facingtheir attackerbut mustplace theirhandson their attacke's hands and state
"Physical HeaeButt"

Dismember

Prerequisite: Occupationat 9th Level and at leasine 6th Level Mercenary Aility

An Occupational Ability for Mercenaries,this ill will sever the ams or legs of a taget. By callng out "Physicd
Dismember!" before striking an arm or leg, the Mercenary is able to deliver 5 points of Body damage and sever the
limb from their victim. The ill is conaumed regardless ofwhether he attackis successfubr not. It will work on
arms and égsonly. Theskill may beused onc@er dayperpurchese.

Razorb6s Edge

Prerequisite: Occyationat 12th Level and at least ae 9th Level Mercanary Ability.

An Occupational Ability for Mercenaries,this ill allows the Mercaary to sharpen, hone, or ranforce ay man
made wegoon to add a +1to its basedamage for 1 year. The &ility may be used mce per day per purchase, and
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takes10 minutesof in-game time to omplete. If the piocess isnterrupted during thattime, that day'suseof Razor 6 s
Edgeis usedup and considered to be wast€éhcecompletethe skill tagmust be attachedo the weapon, besidethe
weapm tag. Otherwise, a new tag,with the newbase damage,must besigned off / authorizedby a ShaperWeagons
that have beenRazor Edged and permarently "Renderedd will not expire. This skill may only be usedon non-
Magical weapas and ead wegpon may only have one Raor's Edgeonit at a tme.

Ranger

Rangersarewarriorswho preferthe wild to cities. Many Rangersaretrained asguardians and scauts for their Lord's
domain. Sincemost of their time is spant in thewildernessRangersarenaturalsatlearring woodand typeskills such
asBow andApothecary.A Rangermmay spendther entire careerchasingpoadersandrogue aninals orthey may be
their Lord's Masteiof the Hunt. They havebeenusedin thepast asong-rangespies.

Gaiabds Intuition

Prerequisite:Ocaupation at 3rd Level

An occupationalability for Rangers, this skill allows the Ranger to query the surrounding lands, detectig its current
state ofbeing, aswell asdetect ay areasof impurity, corruption, magic, etc. This kill may only be purchasecdbnce
and it is always active. It may only be actively usedat Logistics. However, a Shapemay overrule tat fromtime to
time and gve the Ranger informationabout the land that would atherwisebe unknown to hinvher.

Detoxify

Prerequisite: Occyationat 6th level and at least ne 3rd Level Rarger Ability

An occupational aility f or Rangers, this ill allows the Ranger to remove pisons and Alhemical substancefsom
thetarge's bloodstrean. It takesl uninterrupted minute for the Ranger to remove the poison fromthe targetand, if
successfulwill actasthe Purify Blood spell.If, atany time, the Rangerstors, or takes danageto Body, the Detaxify
fails andthe ill is corsidered usedt will work on any poisonor Alchemical substance,regardless of how long the
toxin has been in the targets systemmsEKill is usable once perday, perpurchase.

Nature's Grasp

Prerequisite: Occyationat 9th level and at least pe 6th Level Ramger Ability

An occupational ability for Rangers, this skill allows the Ranger to infuse any ranged weapowith the binding
power of Nature. It takes skty secomls to infuse one ranged weaporand during that time, the Ranger must
concentratdy rukhing the ranged weaponith leaves,dirt or other symbolsof naure. If the ranger is interrupted, or
takes danageto Body, the ability fails and is usedup for theday. If successfully created, thranged weapowill

now have doubled basedamage, the damage suffix is changed to i M@ cadd, whenused, will entargle the target.
When a taget is siccesstllly hit, roots will rise up from the ground, entargling their legs and feetMovement will

become impossble. It takesa 60 secand count to cut free from the entanglement, or the target may ripit out if they
have atleast +5strergth, andthe ill Self-Mutilate, suffering 5 Baly damage in te process.When this ability is
used,the Rarger must attachthe skill tag to the ranged weapoor the ability will fail. The incant for this ranged
weaporwould befi damage>Magic Body entangl e Tis ranged weapon wilkst5 daysor urtil fired. This skill is
usable once per day, per purchase.

Call of the Hunt

Prerequisite: Occyationat 12th level and at leasbne 9th Level Ranger Ability

An occupational aility for Rangers, this kill will summon into being apowerful Hunt-Master to lunt a taget that
hasoffendednature. Mt to be usedlightly, this skill will summon forth the Hunt-Master ad his dogs. This ill can
only be used by the Rangebetweenthe hoursof 6amand 6om. The adility requiresa 10-minute ritual andrequires
the Ranger's full attention. Should the Rarger use any other skill or ability, take damage to Body, or bemme

distractedior more than 60 secmds, the ability will fail and be consumedfor the eventDuring this 10 minutes,the

Ranger must conmune with nature, statingheir reasons forcalling the Hunt, andendby sacrificingaliving creature
(animal will suffice)to the Hunt-Master.The more elaboratehisritual is, the stronger the Huntamanwill be.Shoud

the Ranger besuccessfulthe Hunt-Master ad his days will appearbetweenthe hairs of 6pm and 6amthat night.

The Hunt-Masteris ot a mindlesscreatire chained to the will of the Ranger. It is an agect of naure andcanact
with intelligence, cuming and fury. Should the Rarger usethis ability frivolously or without warrant, they may find
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themselveshe hunted. The movement ofthe Hunt-Maskr and hisdogs areli mited to the natura environment. They
camot cross constructedridges, city streets, or even enter buildings or other dwellings which are not naurally
occurring. TheHuntMager will not huntmindlesscreaturesor thosewithout aSpirit. This ability can only be used
by the Ranger once per weekend.

Templar

Templars arethe embodiment of he scholarly warrior. Thesewarriors have chosen to spend their ime stidying the
scholarly artsaswell asthe warrior Gas.While a Templar will never be asrefined asa warrior or scholar in their
regpective specialties, he Templar is farmore versatileand potent in their own way.

Burn Slot

Prerequisite:Ocaupation at 3rd Level

An occupational aility for Templars, his ill allows the Templar to fi b noany unused BattleMagic or Ritual
Magic level gell-slots toadd damage, at he value of +2 Magic/sbt, to their nextwegoon strike. The Templar may
choose fow mary of their unusedslots to urn at the time of the swirg. Any spells storedn thoseslotsare lost. E.g.
A templar who normally swings for ~ Rd2ma | with their sword choosesto burn 3 slots,the call would be fi8
Ma g ifar that one swing. The levelof the slot does not matterfor this purpose. If the swingmisses or isblocked,
the ill is used yp, asare he dots buned. This skill is usable onceper day, pemurchas.

Scroll Harvest

Prerequisite: Occyationat 6th Level and at leasine 3rd Level Templar Ability

An occypational aility for Templars, his ill will all ow the Templar to activate a BattleMagic scioll without it
beingconsumed. To activatethis sKill, the Templar musthold the taget scoll, verba | | y  sdil datrvest <ScBlic r
name> ohentverbally incant the spellon the scoll. The scoll will activatenormaly but will not be consumedby the
castng. Normalrules for activating a Battle-Magic scoll apply. This ability does not grant the Templar the Read
Magic Ability, which must be purchasedseparatelyThis skill is usable onceper day, per purchase.

Weapon Break

Prerequisite: Occupationat 9th Level and at leastne 6th Level Templar Ability

An Occupational Ability for the Templar, this ill will allow the Templar to shatter anopponent dwsapn,

sprayingthe targetwith the shattered piece The Templar may break an opponentweapon, like aphysical effect,
solong astheweaponis hit. This ability will alsowork on shields.If the shatteris successfulthe target will alsobe

dealt 15 damage of whatever type their weapon waslealing whenit was $ruck. This damage type include®ormal,

Magic, silver, etc... but doesiot include Body damageor Alchemical effects. Shielddeal Nomal damage. The

declaratoni s  fpoWBrak! ohiskill is usable onceper dayper purchase.

Weapon Conduit

Prerequisite: Occyationat 12th Level and at least pe 9th Level Templar Ability

An Occupational Ability for Templars, his ill will all ow the Templar to absorb,store and redirectrgy Battle
Magic spell they have successfully been hit with, through their melee weaperi.emplar mayuseany saurcefor
this Battle-Magic including: spells they cast on themselvesffensive spells cast at thesgolls, or even Battle-Magic
producingMagic items.

To effectively use Weapon Conduit the Templar must first absorb a -Rétiec spell they are the target oBy

I ncanting AWeapon Conduit!o at the time of absorption,
as a conduit, sending it though their own weapon, on to another targee a®pell is stored in e wegon, the

Templar may unleash itat their will in the form of a Spell Strike. To activate the Pell inside the wegon the
Templar must callout the inc a n pell StiRe<spe | | >0 The Templar has 1 minute t
before the stored power of the spell explodes from theely b If the templar fails to unleash their stored spell within

that time, they suffer 15 points of magic damage. Stored spells do not stack on the Templar. Spellstrikes may only

used in conjunction with melee weaponhisTability canbe usedonce per day per purchase.
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ROGUES

Rogueshave atendency to be from a lower to middle-classbackground. Their ills tend tobe more anbiguous in
natre, taking knowledge and talentsfrom numerous sources. Without as much specialization ashe other two
groups, Rogues tendto bet h e 0 calt a dicr paspll who live by their wits, rather than by knowledge or
strength.

Assassin

Assasins, the exception to the rogue generality, are pedalists. They fecialize instealh, andthe aility to kill

silently with brutal precison. Assasgis areusedin many waysand canbe foundin all walks of life. They arenct
alwayscold-blooded killers ad are usedby many nobles as pies axd souts.

Size Up

Prerequisite:Ocaupation at 3rd Level

An occupational adility f or Assassns, tis ill all ows the user toassess a tget's current amour and Body Points

The Assassinmay statefi S i 2% to dny target within 20 feaind receivean answer that statethat har act er 6 s
current Body Points and current amour points (ex. fi 2 Body, 30 Amour). This skill will not work on Undead,

golems, or other creatireswith alien physiology. Usdle onceper day, perpurchase.

Silent Strike

Prerequisite: Occupationat 6th Level and at leasine 3rd Level Assassin Aility

An Occupational aility for Assassis, his ill allows the Assasi to adda silencing effect to ae of their Nomal

attacks. Fothis effectto activate siccesstilly, the attackmustdamage te taget into Body. If the

attackdoesnot damage te taget into Bady, this ill will fail. T his silencing effect lastauntil the taget receives

atleast 1BodyPadnt of healing. Taactivae this skill the Assagsmust declardilnnate Silent Stkie 6 Once

activatedthe Assassin has once houretmage their prey, additige sufixfi S hck @ 0o ntleienextweagon

swing. This skill may be used in conjunction with an Execute to create a Silent Kill. To use the ability in this
manner the assassin must declare ASil ent KidtHattthe A si | €
target is silenced and cannot scream. The Silent Strike skill may be used once per day, per purchase.

Spirit Sever

Prerequisite: Occyationat 9th Level and at leagsine 6th Level Assassin Aility

An Occupational Ability for Assasms, this skill all ows the Assassirto cut the astralstrands thatbind a Spirit toits
body. This skill mustbe used on a taetin their death cont andtakes one minute to complete. Duringthis time, he
Assassinmust stay withthe target, acively autting the nvisible strands that tie te targes Spiritto ther body. If
succsasful, thetargetSpirit must forgothe remaining time in thér deathcount and immediately attempt to Resurrect.
While the Assasm is using this ill, it is suggested hat the taget cntinue their normal Death @unt, outlined by
their race, inthe event the Assassin fails. ie one minute Spirit Sever count must be sad by the Assasasi, loud
enough for thetargetto hear.If atanypoint the Assassin stps counting, takesdamage to Body, usesany other skill or
if the targetwassofar alongin their degh count they Resurrecbefore the Assassin fiishes,this ill will fail. T his
skill will alsofail if usedon a @nscous tagetor a target irthe i r  ACBuht edehid Kill can be usedonce per day
per purchase.

Penetration

PreReaquisite: Occypationat12th Level and at least ae 9th Level AssassirAbility

An Occupational Ability for Assasms, this skill all ows the Assassitio bypass amour andMagical protectiongor a
single physichattack.When used, the Assassinmay addt h eeneft B a duffixriogthieir damagecall for onemelee
or ranged attack that strikes their opponent from behind. A penetrating attack gnores all ron-Ritual Magic
protections, non-racial abilities, ad any arrmour the target may be wearim. If the Assassin missekeir target with
their swingor the attack s physically blocled by anather weapon or shield, this ability is used up ér the day. It is
usable once per day per purchase.
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Nightblade

Nightblades are ahybrid of dl the rogueclasses, alackof-all-trades. Theyendto bevery diversein their studies
andcan alwayse releduponto surprise you when you least epect it. Nightblades tendowards ocapations such
as forgers, smugglers,ard thieves. Usualy bred in the cespool of the urban world, Nightblades live by their
cunning, taking what hey wish, dodging the lorg, but slow armof the law.

Duplicate Key

Prerequisite: Occyationat 6th Level and at leasine 3rd Level Nightblade Ability

An occypational ability for Nightblades, this ability will createa duplicate of any key, Magical or otherwise. This
ability will work onany mundanekey, wizardlock key, wardkeysetc. This ability requrestheoriginal keyor apre-
existing duplicate to be touched by the Nightbladeand a deckration of fiDuplicate Keyo must be saidaloud. This
duplicatewill last 24 hours or urtil used once. linay be used oceper day, per purchae.

Feint

Prerequisite:Ocaupation at 3rd Level

An OccupationaAbility for Nightblades,this skill allowsthe Nightblade to quickly evade any alchemical gas globe
attack they are successful struck with. To use this &
globe. This skill also has an additional benefit to tighiblade by replacing their current mequisite skill for the

rogue skill DodgeThe skill is usable once per day per purchase and acts asejpigte once ever per purchase.

Dim

PreReaquisite: Occypationat9th Level and at leasine 6th Level Nightblade Ability

An occypational adility for Nightblades, his ill allows the Nidntblade to become invisible andnon-corporealso
long asthey do not move, attadk, or make any sound. To usethe skill the Nightblade must stand in a dhadow large
enough to cover higher body. Dimming requires athree-count, both entering and exiting the Dim. Shoud a light
sourcedestroythe shadow the Nightbladewill auomatically beforced outof Dim (still requiring an &iting 3 count).
While dimmed, aNightblade must put on a white, ait-of-game headbnd, or place theihand/weapon ottheir head.
This skill may beused onceper day, per purchese

Passwall

Prerequisite: Occyationat 12th Level and at least ae 9th Level Nightblade Ability.

An Occupational Ability for Nightblades, this ability alows the Nightblade toethereally atine asmall sectionof a
nomally solid surface, alloimng themto passackand forth through it. This attunement will work on any objectthat
is less than 3 feetin thickness, suich asstone walls and doors (includng Magical Barriers)Only the Nightblade,
Spirit linked items, and items made from the Duplicate Key &ill, may pass throughAll other ittms must be left
behind. The attuned surfacewill last 5 minutes. Theability requies 1 minute of uninterrupted ©ncentraton bdore
usng. If Body damageis takenduring the 1 minute of preparatian, the ill is usedup and waste: It may be used
onceper day perpurchase.
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Witch Hunter

Witch Huntershavetakenit upon themselesto rid the world of a natureof Magic they perceiveto be wrong,or
unclean.Thereasondor this belief vary fromWitch Hunter to Witch Hinter, kut the effect isthe same. They devote

their lives to stenping out the dark stain of veateverMagic they believeto be blasphmous. In ordetto accomplish

this goal, they combine theartsof stealthandfi p u magi@to stamp out this diseaseAll walks oflife produce Witch
Hunters,andmost have had some forof either traumatic experience or supwtural glidance that beginshemon

their path.Witch Huntersmust choose oneHated Sphere of Magic> at thiene of charader creabon ( see fAiMagi ¢
BasicRulesmd Conceptso) .

Witch Mark

Prerequisite:Ocaupation at 3rd Level

An occupational aility f or Witch Hunters,this ill all ows for the creatiorof a symbol or mark that will causepain
to those with knowledye of the Witch Hunter's Hated Bhere of Magic. Witch Marks arewritten specifically against
the Sphere of Magithe Witch Hunter hates.This warding symbol must be painted in game on gemanent non
moving surface, andwill last for 5 daysor until destoyed. Should something causehis surface tanove, after the
Witch Mark is creatd, the power of the Witch Mark will be destroyed. Ay creaturevho haspurchasedhe ell list
from the Witch Hunter's HatedSphere of Magic will suffer intense pain while within its range. That creatire must
have the skill Self Mutilate to voluntarily come within 10 feet of the Witch Mark. A Witch Mark can only be
degroyed by saneonewho doesnot possesshe Witch Hunters Hated Sphere of Magic. Having spells from the
schoal on your Spirit is not enough to be affected by a Witch Mark. A Witch Hunter may createl Witch Mark per
day, perpurchase.

Twist of the Tongue

Prerequisite: Occupationat 6th Level and at leasine 3rd Level Witch Hunter Ability

An occupationalability for Witch Hunter, this skill will allow the Witch Hunter to inflict a terrible attack on any target,

twisting and spiralingheir tongue, should they cast from the Witch Huntetedhsphere. This packet delivered attack, if
successfully I anded, wil/| sit, i mpervious to all met hooc
during that duration, the target caatspell from the Witch Hunters hated sphemmfimemory, scroll, or magic item,

their tongue will immediately twist and spiral. A target with a twisted tongue may grunt and squeal but cannot cast,
engage in coherent speech or use any skills, items or abilities that require speech, for duratieouof drrés infliction

may not be healed or cured, even if the target dies and is given a life spell. Only successful resurrection or doration expi

wi || restore the targets tongue. The i nc arhigabilftydssr t hi s
usable once per day per purchase.

Karmic Ricochet

PreReaquisite: Occypationat9th Level and at leasine 6th Level Witch Hunter Ability

An occypational aility f or Witch Hunters, this ability will allow the Witch Hunter to absorb any Battle-Magic or

Ritual level ell and returnit back to the caster. fis ability can absorb any spell from the Witch Hunter's Hated

Sphereof Magic thatsuccesfully strikeshim/her, or any other targetwithin 10 feet of e Witch Hunter, by verbally

declaing fAbsabd. The Witch Hunter ten has 3 secondsto ricachet that gell backto the original casteror into the

ground via spell padet or touch-cast.If she fails to do this or doesnat ricochet it within the 3 se@nds, the Witch

Hunter will take the full effect of the gell him/herself.When returninghe spell, the Witch Huner must declare
fiRicoch e théfode throwing the packet. This retuming ell will have no effect onany other tamet other than te

original caster ortte Witch Hunter. This &bility is usable oncper dg, per purchase.

Counter Magic

Prerequisite: Occyationat 12th Level and atleast me 9th Level Witch Hunter Ability.

An Occupational Ability for Witch Hunters, his ability wi Il negateany Battlemagic and most Rtual level pells of
the Witch HuntersHatedSchal. This will counter any spell thathits the Witch Hunter, solong as it is oftheir Hated
Schoal. Counter Magic will act the ssme as an Alvanced Jield Magic spell. This ability will alsoundo a spell of
the HatedSchml of Magic thatis active and hasadurationother thaninstant. The incant for thi s i uster MaGioc 0
This ability is usable oncper dg, per purchase.
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SCHOLARS

Sdholars arethosewho have decidced to make Magictheir career Although it's not unheard of for scholars to pursue
some physical relatedskills, to themswinging asword is like a warrior castig aspell. They come in awide variety
of subtypes,from the Elementalist calling down lightning bolts, to the Bards summoning musical aidr the Druid
communicating with annals. The Scholar classin Underworld is highly cugomizable,beingable to purchasespells
that heal, protect, charm and much more. The young sclolar will concentrate on BattleMagic, ells that arecast
with immedate reslts requiring a simple incant. The ultimategoal for dmost all scholarsis Ritual Magic (known
alsoasRitual Magic) the most powerful form of Magicavailable tomortals.

Druid

Druids are scholarswho tend to be most comfortable using the Nature sphere and keathdap to plants and
animals. There aremany different types of Druids, from the guardians of the forest to those who consider
themselesfriends of the Fae.Able to shae-shift into animals and createpowerful sentient Hernges, Druids also
dabblein Alcheny and some physicalskills. Often seenasthe counter-part to Rangers Druids sit on the magc side
of the fence, whereas Ragers siton the physical sile. Less ommon in large uiban areas, Duids are a natal fit in
the dangerous outdoors that Underworld eventstypically useasbadgrounds.

Create Grove

PreRequisite: Occyationat3rd Level

An occupationd ability for Druids, this skill awéens a 6-foot diameter circle of natural wildemess. After its

creatbn, there can be nothing man-madewithin the diameter of a Grove. The creatingDruid must choose @ne

living plant that is growing from the soil at the center of the diameterto be the Heartof the Grove. This Heart is
considered tdhave 50 Bady Points, ad if it is destioyed, the Grove isdegroyed as well.Only the creatig anmist is

considered investd in the Grove, ard no oneelsemay beinvested.A Grove grants the following powers:it allows
for the casting of NatureRitual Magic within its boundaries, it allows the creabr to seeard idertify any Faecreature
that steps withn its boundry, ard findly the Grovecreates arempathetic bond with its creabr. This allows the

Druid to sensethe emotionsof the Grove and viseversa.A Grove does notprovide abarrier or anyotherprotedion to

thoseinside, and camot beaugnertedin anyway, other thanupgrading it to a Henge. It takesa 1-hourrole-play only

ritual of the Druidsdevising to createthe Giove, andf the ritual is interrupted, it must be startedagain from scratd.

When aGroveis degroyed, its creator takeS0 pdntsof peretratingMagic Body damagethat cannot be stopped in
any way. Groves must have their boundary visibly defined by a ropeor other marker.Once successtlly usedthis

skill is consumed andnust bepurcha®d again if the Druid wishesto createanother Grove. A Druid may only have

1 Grove active at a me.

ForesMeld

Prerequisite: Occyationat 6th Level and at leasine 3rd Level Druid Ability

An occupational aility f or Druids, this ill allows te Druid to beame one with the forest, hiding their pregence.

To successfullyadivatethis skill the Druid musttouch atreelargeenoughto containther body.A

3 countdeclagtion mustbesaid aloudfi F atiMeld 1, Forest Meld2 At this@oint, the Druid will meme into the
treeard must place their &nd/weaponon thér head or don awhite hedband, to showthey areout of- game. The

Druid may stayhiddeninside the treeuntil she wills the skill to end, bregks concentration, or the treetakes 1 Body

Point of damage. At thatpoint, the Druid will be gectedfrom the tree,again with a3 count.A Druid who hasreded

aHengemay choose tomerge with it, if it is large enaigh, and forgathe expulsion due to Body damage. Inthis case
the Druid will not be gected mless he Hengdlies, at vhich point so will the Druid. This skill may be used once per

day, per purchase.

Totem

Prerequisite: Occyationat 9th Level and at leasine 6th Level Druid Ability

An Occupational Ability for Druids, this ill allows the Drid to shape-shift into their Totem Animal. The Totem
Animal must be chosenupon purchaseand cannot be changed after purchase.lt may be used onceper day pr
purchase.
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When used this skill will transformaDruid into theirchosen animal form. Theanimal cannotbesmallerthan a fox or
larger than abrown bear.The animal may notbe one thatis capableof flight and must be né&ural/normal (not
supernatural). It takesoneminute to activate,andrequiresthe Druid's full concentration. If ghe becomes distracted,
uses ay other skill, or takesdamage toBody during the transfomation, the aility fails andis cansideredused for
that day. All carriedtems and clothing will magically merge into the Totemform. Theseitems camot be retrieved
until the Totemends. This ability will fail if the Druid attempts to shape-shift while carrying antem with a Spirit or
something that is lager thanhalf hisher size. The exgrienceof "shifting" for a Druid is ablessed and persanal one.
During this time, the Spirit of their Animal Totemgrants pemission to shardts consdousnesgor abrief andmajestic
moment. This Totemchargelasts forl hour and maybe teminatedat will (taking 1 minute tochange bad).

While in their Totemform, the Dmid should think and behave as he aimal does. The Druid will possesshis/her
own persaality, motivations and fears.However, they will now be filtered brough the mind of an aimal. The
charactewill now have "animal intelligence"but this should be viewed more like "forced role-play" thanas a
weaknes. All i nformation learred while in Totemform will be remembered wlen the Duid shifts back, unless he
Totem animal dies. While in Totem form the Dwid may not use ay skills or abilities. Magic protectians,
augmentations and any other Magic targeting the Druid's Spirit (psitive or negative) will transferover to the Totem
form during the shage-shift; normal rulesfor duration still apply. All Totem Animals fight with two boffer wegons
to represat their "claws".It is possble to constiuct a it of armour specifically for the anmal form, although the
TotemAnimal would require assistace putting it on.

While in Totemform (and during the 1-minute transformation count), the Druid will take double damage from all
silver weapns. Shouldthe Druid fall into their "Deah” count, their body will automatically revertto their original
form over the next minute. The Druid may touch and carry siver items, but doing so will cause him/her great
discamfort and should be roleplayedaccordingly. Upon succedal shape shiftingback, the Druid will be fully
heded and any Aleemical poisonsor non-Magical diseases ittheir system willbe removed.

While in Totemform, the Druid will have the following stats. Pleasacte tat the numbers ae calalated from level
1 andnat the level at which the Druid purchased he ill.

1 Normal threshad, +1 every 3 levels.
2 damagevia Claw, +1 every 3 levek.
20 Body, +5 every 3 levels.
1"25 Slay" every 5 levels.

Henge

Prerequisite: Occyationat 12th Level and at least ne-9th Level Druid Ability

An occupational ability f or Druids, This skill upgrades ay Grove the Dwiid has creaté, into something much more
powerful. Onceuse, the Heartof the Grove will become the Heartof the Henge. A newly created Hage is starts its
life at level 1. A Henge has all the Ailities of a Grove, with the foll owing additions: the Hernge has100 Body Points
per level, the Herge canhave asmany people investedn it equalto its level (this is dane thiough al hour role-play
only ritual of the credor 6dedgn), the Herge can resrrect charaetrs, the Henge allowsanyone iwestedin the
Henge to reject aything that has a Spirit ands not invesed (forcing them outside the boundary), a Hengeoffers an
always active, frictionless,spherical barrier, which only toseinvestedcan allow others to passthrough , a Henge
hasa radius of 5 feet plus1 foot per level of the Henge, a Henge all ows anyone investedin the Herge to see ay
Spirit that is inthe Herge, a Herge will actas a Circleof power for the casting of the Nature Rital Magics, and
finally, the Herge allows ayone investedto transjort to the Faerealmonceperday, per levelof the Henge. When
this power is usal, the FaeMarshal must be contactal. Chance of successand ultimatedestiation is decided by he
FaeMarshaland ba®d on the role-played actions and performed ritual done by thoseinvesed. This power doesnat
give themthe ability to transport themselesbackto this plane.

A Hengeb $evel cango up to amaximum of 10, through the actons of its creadr and those nvested. The Fae
Marshal will i nform the creator ad those investedwhen a Hengés rating goes up. This processis dependent on
many fadors, whichmust bedismvered h game A Henge gains anadditional power at 3rd level, 6th level, 9th level
and 10th level. Thesepowersare dependenton the naure of the Heart of the Herge, the Faerating of the areain
which the Henge is creata, and acions of the credor andthoseinvested The Fae Mashal will assign these powers,
andwhenthe Hengeadieves the requisite level, the credor andthose investedwill be informed of the new power.
At firstlevel, Hergesarebarely sentiet, andwill attempt to defend itself usingwhatp o w e r eengiviendhsough
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Ritual Magic. As it goesupin levels, it beaomesmore intelligent. At 5th level, it has he intelligence of adog, and
canbe taudnt to delinede cetain credures as memies, or friends, andto paeform i t rsd Thik processof learning
must be donethrough the FaeMarshal At 10th level, the Henge is consideredasintelligent as ahuman child is. The
process ofupgrading a Grove to a Henge requires a3 hour role-play only ritual of the creatr6 slevising. If this
ritual is interruptel, it must be startedagain from scraté.

When a Henge is destrged, the credor takes a dedh, ard any others invesed in the Henge take a number of
peretrating Magic Body Points of damage equal to the maximum body of that Henge. This danage camot be
stopped or alteredin any way. Henges must havetheir boundary visibly defined by a rope or dher marker. Once
successfully sed this skill is consmed andmust be purchasedagain if the Druid wishedo creae anotler Henge.

Mages

Practitoners of the arcae arts, hese stdents of the more e®teric fields of study bring power to vord and deedThe
most difficult and slowestclass to follow;they gain tha powersdowly, but are unmatchedwhenhigherlevelsare
achieved You can identify a beginner in the arcane arts by ther well-built running legs; and a Mastetby their
paunch, grown by long haurs spent in Ritual Circles.

Detect Magic

Prerequisite:Ocaupation at 3rd Level

An occupational aility f or Mages, his ill all ows the Mage todetect ifanitem, person, or location is Magic. For
this ability to take effect,the object, person, or area in gestionmust be first tauched with the caster'spell padet.
This ability will then reveal to the Mage whether or not an object, persm, or area(up to 10x10 cubic feet, not
including any people or items inside it) is Magical in nature. Howthe caster usethe gell mustbe specifiedatthe
time of castirg. The natureof the Magic will not berevealed.This skill is usale onceper day, per purchase.

Mana Harvest

Prerequisite: Occupation at 6th Level and at leasbne 3rd Level Mage
Ability

An occupational aility for Mages, his ill allows the Mage to harvest
spent BattleMagic spells by consumin@atalysts. Forhis ability to be
successtl the Mage must touch the apropriate number of Catalyst,
choose whth used Battle-Magic spdl they are goingdo recall,and dechre
fiManaHar vest <spel | wil be cohsweed irfCabrilliahty s t {
flashof blue light andthe Mag e @bty to cast that chams spell will be J,_"
recalled. To harvest a Circle one through three spell, the mage is required %
consume one Catalyst of any type. To Harvest a Circle four through six spell, th
mage is requested to consume two Catalysts of any type and finally, for Circléé &
seven through nanthe mage must consume three Catalysts. Alternatively the =
Mage may consume any single Discord Catalyst to harvest any-Batjle
Spell regardless of Circl@his ability will only recall a Battle-Magic spell
into memory that hasalready been used and will not allow the Mage to
rememorize anew onein its place. This skill is usable at will.

Create <Sphere> Familiar

Prerequisite: Occyationat 9th Level and at leasine 6th Level Mage Ability

An occyational ability for Mages,this skill allows the Mage to createandbring to life, a magical Familiar. This
Familiar is, in essece, apart of the Mage, creded fromhis/her ownbody. Only one sich creature can existtatime
for theMage, and the credureis considered to have animal intelligence The Mage may choose theFami | i farmdt s
creatbn, but it must in some way repregnt one of the Spheres of Magic thatthe Mage can cast.Once decided, a
Familiar'sform cannot bechanged Its sizeis limitedto no greatethanalargehouseat. The Familiar is saul-boundto
its creator,andcannot leave the Maged touch. It hasno skills or ahilities of its own, possessesno Spirit and camot
die, unlessthe Mage dies and resurrects. At any point, the Magecan doose tokill the Familiar, just by willing it.
Doing so reverts the Familiar back to its original stateof severed fleshWhile in existence, the Familiar will hold
one BattleMagic spell thatthe caster can cumdy cast. This goell is chosen vhenthe Faniliar is first created rad
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canbe chargedor reset when he Mage chooseso re-memorize their spellfor thatday. At any point, the Mage can
castthat gell as if theyhad the extra spell-slot in their pyramid. Oncedone, the Familiar is now i ept yaéd camot

store ancther spell until the Mage resds for the day. The Fanmiliar will also help in the castingof Rituals. The

Famliar will automatically act asa secondary castén any Ritual the Mage casts.A Magemay only usetheir own

Familiar for this Ritual Magic benefit. To createa Famiiar, the Mage must remove (through any means) apound of

their own flesh. Doing so will drop the Mage to half of their current Body. The creaton ritual takes one hour to

complete, during which timethe Magewill form andshape their newly cut fleshinto the image of the FamiliarOnce

the hour has passedthe Mage must declarefi Mgic Create<Sphere>Famili a fiorcthe ritual to be complete. The

Familiar must be visually represented by the Mage. A doll or stuffed toy will suffice, as bng as it insome way
resenbles he Sphere of Magic chosen. This skill maybe used amce per day, per purchase.

Power Nexus

Prerequisite: Occyationat 12th Level and at least pe 9th Level Mage Ability

An occypational ability for Mages,this skill allows the Mageto createa circle of power usedin the castingof Ritual
Magic for any Sphere bat the Megeknows. A Power Nexus generally increases a M
Ritual magic. A Power Nexus will also allow the Mage to Detect Catalyst at will, so long as theydarthésircle. Those
within range of the detection must announce how many (and what type of) Catalysts they carry on thdihjzetgate is
not equipped with a barrier or any other abilities unless he Mage alters ithemselves The Mage must visually
represant this circleof power witha rgoe or some other method that clearly outlines its lorders.A circle of power
created withPower Neus is 10 feetin diameter; however, multiple uses ofthis ability by the same Mge will
increasethe diameter of this circle by 10 feetper use. This circle of power will last for 5 days andcannot be
destoyedsare via Ritual Magic. The Mage canchooseto destroythis circle atany time theywish. For this skill tobe
successfulthe Mage must visually represit their Circleandd e ¢ | aagicePovirMlex u s hi®illTcan beused
onceper day per purchase.

Bards

They are musicianstorytellers, poetsSkalds andnythmakers. Bards are the creative pulse in every tavern, town
and festival and their songs and storiesatire life into an otherwise drab and dreary existence. A Bard performs
for the masses, uplifts the downtrodden and entertains the rich. Aslg®aare required to possessleast one
audible style of performanand it is expected that you are reastuly competent at itSomeexamplesof audible
performance would includgramaticstorytelling, musical instrumentequiring skill, poetry or singing. Bards tend

to shy away from combat and battle, focusing more on entertaining then fighting.

Song of Arersion

Prerequisite:Ocaupation at3rd Level

This Occupational Bility allows for aBard in danger t@loud the minds of his foes, confusing them to his exact

presence and hiding him for a few precious moments. This skill does not grant the Bardigioiitinbut it will

obfuscate his person, causing all around him to avoid and ignore the bard for a short period. To activate this skill
the Bard must incant fiSong of Aversion!o Once activate
seconds he must repeatedly shout at the top of their |
unable to use any other skills or abilities until the full duration expires. While the skill is active all those around the

bard, that can hearsivoice know the general location of the bard within a ten feet, but he will appear blurred and
displaced. They will unconsciously miss if they try to blindly attack or swing wildly in the area the bard is hiding.

This does not grant the Bard immunitydamage from Area of Effect spells or effects or the effects of Power or
Command Words. This skill is intended to give the Bard a few moments to put away their valuable instruments to

avoid harm and /or hopefully allow their friends to regroup and savdrbimthe attack. This ability is usable once

per day per purchase

Song of Love

Prerequisite: Occupationat 6th Level and at leasine 3rd Level Bard Ability

An occupational ability for Bards,this song will allow the bard to magically charm up to twdiuiduals of their
choosing, so |long as both hear the bardés performance
once. Once the performance is complete, each target will take the effect of an Arcane Command Word Charm Spell
with the addional effect of infatuation if the target finds the Bards gender appealing. This Command Word is not
detectable when used, nor is spoken or cast by the Bard. Instead, it is a representation of the overall effect the Bards
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song has on his targetsBoth the Charm and the potential infatuation will not cause the target to do things outside

of their nature but they will act as if the bard is their new best friend and possibly lover. They will believe almost
anything the Bard says to be true, they willtpob the Bard with their lives if asked. A charmed target will not kill
themselves or assassinate other loved ones unless somehow tricked or deceived. This effect will last for 4 hours
after which the charm effect will wear off. This ability is usalbiieeoper day per purchase

Song of Intermission

Prerequisite: Occyationat 9th Level and at leastne 6th Level Bard Ability

An occupationalability for Bards,this song will allow the bard to use their performance to suspend or extend, any
spell or effet that is currently being counted or in duration. In order for this effect to work the target of the
duration or count must hear the Bards song and willingly accept its effects to allow the duration or count to be
extended. If the target is unwilling érthe duration is interruptible, they can resist, but doing so interrupts their
count and it must be restarted. This skill will have no effect on set durations on unwilling targets. The Song of

Intermission is so powerful that it can even delay death,pa ng a wi I |l i ng victimbébs death
can be found. This function will work even if the dead or dying target cannot hear. To activate this song the Bard
mu st i ncant ASong of I nt er mi ssi on os ofthisesong Wilklast until theh e i r p e

Bard stops performing for more than 3 seconds, takes damage into body or any cthawmtion effect ends. Song
of Intermission will not affect any spell or effect that fails. This skill is usable once per day peagairc

Song of Heroism

Prerequisite: Occupationat 12th Level and at leastne 9th Level Bard Ability

This occupational dility allows the Bard to perform a masterpiece of heroic inspiration, leading allies to victory and
bringing life back to the injuredn order for those listening to become heroic, they must consider the Bard an ally,

that is to say, do not wish them harm, and have heard the song for at least 30 seconds. Once the requirements have
been made all those that can hear the Bard will bedospred, gaining +2 Strength, an aura on their Spirit
allowing them to swing any weapon for magic damage, and finally they become immune to the effects of Fear. To
further this, all those who are under the effects of this song and are within 10tfe=Bafrd, will regenerate 1 body

every minute so long as they are conscious or-semscious. This song has no effect on those in their bleed or

death count s. To activate this song the bardtomust i n
inform those around them that the song is still active. If the Bard ceases the song or take damage into body, the bard
must then shout fAHeroism Over!o The Song of Heroism v

once per day per pchase.

Cccupational |  Cost (All Self
Abilities | Occupations) Pre-Requisite Taught
3rd Level 30 Occupation at 3rd Level Yes
6th Level 60 Occupation at 6th Level and 3rd Level Ability  |Yes
9th Level 90 Occupation at 9th Level and 6th Level Ability |Yes
12th Level 120 Occupation at 12th Level and 9th Level Ability |Yes
(Chart 3.1)
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SKILLS

The following list contains skills and abiliti es that yaur character cateam, either
at character creatin or during the wmurse ofyour characte's life. They aregained
and purchaeal by using CP (Character Bints). Some ills have prerequisites hat
you must purchasefirst. See he Preregisites or Lmitations olumn in the
following sKkill chartsfor detailsor requirements.

Resetting Skills

During weekerd events, between the hours of 6pm and midnight, a playe may
"reset all tag skills, including spell slots and Majic items. A tag ill is considered
any skill that can only beperformed a certain nmber of times mr day. These
abilities are usually acompaned by a &g (thus the name), but there are
exceptions. Examples of tag skills would be Sgp, a 3rd level spell slot, or a Magic
item which castdife three tmes aday. When aplayer decides to resetall the tag
skills they had remaning from the previous day are bst. This resetpeliod takes10
minutesof continuous focus or conaentration to occur, ard if the 10 minutesis

interrupted by any action,it must be restartedln order for a playerwho possessespell slotsto resetthemand fill
them with newspells, they must spend 10 minutesmemorizing new spells from a Spellbook. At the endof this time,
all previous spells still inmemory are wped clean andhe gell slots are filled withnew, casable sells. One canot

choosewnhich tag skills to reset; it is all or nihing for that player, for that dgy.

Training and Teaching

All skills may beselftaughtby a playerunless he ill specifically statetherwisein the dartsbelow. In order to
learn a Kill that cainot be self tawht, the gudent must find a teaber whopossesshat ill and is willing to teach

them.
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Warrior Rogue Scholar
Racial Abilities Limitations
M R T N A W M D B
All Racial Abilities 50 50 50 50 50 50 50 50 50 1 per odd level
(Chart 4.5)
Warrior Rogue Schalar Self
Production skills Prerequisites  |Taught
M R T N A W M D B
Alchemy 80 50 70 40 40 50 60 40 50 Apothecary Yes
Blacksmith 45 45 50 60 70 60 90 a0 65 None Yes
Craftsmen <Typer 40 40 40 40 40 40 40 40 35 None Yes
Create Scroll 75 75 40 50 75 45 35 45 35 Read Magic Yes
Trapsmith 60 50 &0 30 40 50 70 (] &0 Nane Nes
(Chart 4.1)
Warrior Rogue Scholar Self
Scholar Skills Prerequisites Taught
il R T N A W il D B
Anatomy 40 40 40 40 40 40 40 40 35 None Yes
Apothecary 80 50 60 A0 40 50 60 40 50 Naone Yes
Mysticism 70 55 70 65 85 55 55 60 50 Nane Yes
Demonic / Angelic 75 75 60 75 75 60 55 60 50 MNone Mo
Arts
Elemental 25 25 25 25 25 25 25 25 25 Elemental Sphere  |Yes
Attunement
First Aid 60 60 60 60 60 60 60 60 35 Anatomy Yes
Necromantic Arts 75 75 60 75 75 60 55 60 55 None No
Physician 45 45 45 45 45 45 45 45 40 First Aid Yes
Read & Write 70 60 45 55 70 45 A0 50 10 MNone Yes
Read Magic 45 35 20 25 40 25 15 15 25 Read & Write Yes
Read Magic: 50 45 30 35 50 35 25 25 35 Read Magic Yes
Advanced
Read Magic: Ritual 50 30 50 60 30 60 40 40 50 Read Magic: Adv Yes
spell slot: 1st Circle 40 30 10 20 40 10 10 10 10 Sphere of Magic: 1st |Yes
spell slot: 2nd 30 30 10 20 60 10 10 10 10 Spellslot: 1 Circle |Yes
Circle 1%
Spell Slot: 3rd 80 60 20 40 20 20 20 20 20 Spell slot: 2nd Circle|Yes
Circle
Spell Slot: 4th 100 60 30 40 100 30 20 20 30 Spell slot: 3rd Circle |Yes
Circle
spell slot: 5th 100 90 a0 60 100 30 30 30 30 |spellslot: 47 Circle |Yes
Circle & Read Magic: Adv.
Spell Slot: 6th 120 90 50 60 120 40 30 30 40 Spell slot: 5th Circle |Yes
Circle
Spell Slot: 7th 120 120 60 30 120 50 40 40 60 Spell slot: 6th Circle |Yes
Circle
Spell Slot: Bth 150 120 70 80 150 50 40 40 70 Spell Slot: 7th Circle |Yes
Circle
spell slot: 9th 150 150 80 100 150 60 50 50 80 Spell slot: 8th Circle |Yes
Circle
Spell Slot: Ritual 40* 30* 30* 20* 40* 20* 10* 10* 30*  |Spell slot: 9th Circle |Mo
Base
Sphere of Magic: 100 100 75 75 100 75 25 50 50 Read Magic Yes
Ist
Sphere of Magic:2™ 200 200 175 175 200 175 150 175 175 |sphere of Magic: 17 |Yes
Sphere of Magic: = 300 300 275 275 300 275 200 225 225 Sphere of Magic: 2™ [Yes
(Chart 4.2)
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Warrior Rogue Scholar Self
Warrior Skills Prerequisites  |Taught
M R T N A W M D B
Ambidexterity 20 30 35 40 30 45 75 75 75 Mone Yes
Florentine 40 40 15 70 65 70 110 110 110 |Ambidexterity Yes
Flurry of Blows 40 50 55 75 65 75 125 100 125 |None Yes
Heavy Armour 15 20 20 40 45 45 65 60 65 None Yes
Self Mutilate 15 15 15 15 15 15 15 15 15 Mone Yes
Shield 30 73 &0 110 120 93 140 140 140 MNone Yes
Slay / Parry 100 120 130 170 150 170 250 200 250  |Specia lization +1: |Yes
Group or specific
Slay / Parry: Master 120 140 150 190 170 190 270 220 270 Specialization +1  |Yes
Group
Slay / Parry: 100 120 130 170 150 170 250 200 250  |Specialization +1: |Yes
Additional Group
ar
Subsequent Specific
Slay / Parry: Master 120 140 150 130 170 130 270 220 270 Specialization +1  |Yes
Subsequent Additional Group
Specialization +1: 120 140 150 170 150 170 250 200 250 Weapon Group Yes
Weapon Group Proficiency
Specialization +1: 100 120 130 150 130 150 230 180 230 Weapon Group Yes
Weapon Specific Proficiency
Weapon Group Free Free Free Free Free Free Free Free Free [Mone Yes
Proficiency: Simple
Weapon Group 40 40 40 50 50 50 20 80 20 None Yes
Proficiency: Med
Weapon Group 70 70 70 100 100 100 130 130 130 None Yes
Proficiency: Large
Weapon Specific 100 100 100 130 130 120 150 150 150 None Yes
Proficiency: Exotic
Weapon Refocus 40 40 40 40 A0 40 a0 a0 A0 None Yes
(Chart4.3)
Warrior Rogue Scholar Self
Rogue skills Prerequisites  |Taught
M R T N A W M D B
Critical +2 : Specific 150 150 130 120 100 130 230 180 130 Group Proficiency |Yes
Critical +2 : Group 170 170 150 140 120 150 250 200 150 Group Proficiency |Yes
Dodge 170 170 150 100 120 130 250 200 a0 Critical+2 : Group |Yes
or Specific
Dodge: Additional 170 170 150 100 120 130 250 200 80 Dodge Yes
Execute 170 170 150 120 100 130 250 200 150 Critical+2 : Group (Yes
or Specific
Execute: Master 150 130 170 150 120 150 270 220 170 Critical+2 : Group |Yes
or Specific
Execute: 170 170 150 120 100 130 250 200 150 Execute Yes
Subsequent
Execute: Master 190 190 170 150 120 150 270 220 170 Execute: Master |Yes
Subsequent
Garrote 100 90 120 85 60 65 150 150 95 None Yes
Locksmith 65 50 60 30 40 45 100 100 30 None Yes
Sap 35 45 30 35 35 35 60 60 40 None Yes
Vital Blow 85 85 75 50 55 65 120 100 75 None Yes
(Chart 4.4)

~ 48 ~




SKILL DESCRIPTIONS

Production Skills

Alchemy (Production Skill)

Purchasng this ill opens up the worldof Alchemy to your character Coming in many different types and with far
ranging, dramatic efects,the subtle artof Alchemy is possesed by many andtaught by few. Upon purchasng
Alchemy level 1, you are allowed to select3 redpesfromthe in-game list of known Alchemy (seeChart5.1). You can
then select aradditiona recipe from the same list for every oddlevel of Alchemy purchased. Recipesmay be
fi t a u g breAlchdmigt to ancher, but the processis costly and tme consming. For an Athemist to learn a
new recipe, theymust spend four mes the valuef that ecipe in Production Points (PP) and the Raw Material
(RM). This rule doesnotamly to the freerecipethe Alchermist receivedor every odd levebf Alchemy purchasd.
Oncelearred, thatnew recipe ispersonalizedand can onlybeused by that Alchemist. Tofurtherthat the Alchemist

als receives one free alchemy of the type and recipe that he was trying to learn, a reward for all that h@rgwork.

Alchemist writes a copy of that recipein his/her recipe book and receives their own signed tag frorBtaaper For
every level of Alchemy purchaseal, 2 Production Points per daywill be gained in the production of Alchemical
elixirs. Thus, if you have Alchemy 3, 6 Alchemical Production Points per day, ee at your disposal per eent.

Production Foints may only be usedto create oncoctions atLogistics. Casult the chat e r odugterr i | | s 0

production costs anddesciptions. Multiple Alchemists may pool their Production Points to createmore mmplex
Alchemy, houghall of the Alchemists nvolvedin the creatiommust possesghe recpe.

To addaningestedelixir into food or drink, Alchemy 2 is needed. Fan ingested Alcheny to take eféct (and a
Shaperis notpresentto witnessthe dip) the Alchemistmust sanehow attacHor place) theAlchemy tagonto, or

under, he item hading the food/drink. To apply a ontact elxir, Alchemy 4 is needed and the Alchemist mugt

spend one minute applying the contact elkir to the item. Finally, to throw agas globe, Alchemy 6 is reqired. The

declaratiorfor al thrown Alchemy i spe>fiGa®Pojsono With 10levels of Alchemy, the Alchemist may reverse
ergineer Alchemy into its basic state.Reverse engineeiing will destoy the Alchemy, but return to the Alchemist,

half its production value in Raw Material (RM). At20 levels of Alchemy, the Alchemist is ready br the more

complex teachingf Chemistry. The sindard mundane recipesare now easyto decipler, simply from disseding

Alchemical examples, rather than copying other recipes.An Alchamist may break down any number of idertical

Alchemies and attempt to learnhow they are made. For each identicdlchemy that the Alchemist baks down,
there is a 5% chance of dedphering the recipe. Regardlessof successor failure, the Alchemical substances

destroyedn theprocess.These 18 and 28" level skils can only be done at logistics

It requiresno <ill to willingly drink an Alchemical concoction or to pour anelixir down an unconscious victim's
throat.In arder to useary noningestedAlchemical creation, itmust beshaken vigorouslyand prefred with a hree
count. You may only have one nontringestedAlchemicalcreationprepaed at a time andyou must prepareyour own.
Non-ingestedAlchemy only remains prepared for 10 minutes,after which it must beprepared again before being
used. Orarge packes are used to repreent Alchemical gasglobesif possible

Blacksmith (Production Skill)

This production skill allows the characterto craft new weapons and armour as wellepgiring and refitting damaged
amour. To Refit amour it takes1 minute for every 10 points to be Refit. This can be done anywhere but the

Blacksmith must have a st of refitting tools, on ther person. Thesemay be anythindgrom a small hammer to srap

pieces ofnetal. A Blacksmith should roleplay the refit appropriately, using histas they perform their count.

Initial purchase of Blacksmith will grant the character 2 Production Points per dadjiti ofdl purchasesof this
skill will increase the production points earned by 2 per daydaedeasehe time reqiired to refitby 2 secands per
level of Blacksnith. Additionalcharacterswith the Blacksmith skill may helpthe primary Blacksmithrefit armour as
well. For each dditional Blackamith refitting, the time required is lowered by 10 secomls to a minimum of 10
secads. If the Blackamith takesdamage while refitting, the current minute count of refit fails and must begin again.
See he Praduction Skills chapter for further detailson Amour and WeaporCreation ad Repairing.  Refitting
Armour can be done at will while repairsdaerafting new weapons and armour may only be done at logistics
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Craftsman <type> (Production Skill)

The Craftaman skill is a catchall termfor all other jobs or ocaupations. When purtasing his <ill, a player must
choosetheir occupation craft. Same examples of these are "carpenter”, "scribe", "historian", "laborer”, "huntef,
etc... A player may purchasethis skill multiple timesfor the same craft, or may choosea new craft. The more
Craftsman purchases he player has in me Kill, the better she understards that field of work. A playerwith 5
levels in Craftsmartdunter will be afar betterhunter then aplayerwith only 1 level. The aveage NPC Craftaman

has5 levelsin hischosen fieldto beconsiderd a professional.

The petoy Crmaftsman purchased willdetemine which of the following two categories it falls nto: Professon or

manufadurer. Professons are jobs that do not produce goroduct. They are jobssuch as cargnter, laborer,
prostitute tfracker, etc. Foreachlevelof aprofesson Craftananthattheplayerhas.they will receive3 silver pieces at
Logistics. In addition, an appropriateprofession skill may aid in certain role-playing situations. Manufactirers
obtain or build product or Rw Material. Theseare jobs such as bymaker, skinner, miner, etc. For eachlevel of

manufacturer Craftanan a player has, they will receive eithes silver worth of product or 5 units worth of Raw

Materialat Logistics.The RM type can only be siitable for amaximum of two different typesof production skills; a

Logistics Marshal determines thiexample: A player with Craftsman: Minerwill receive5 units of RM ussble by

Blacksmiths A manufacturerds productcannot creaste items alreadycovered by ancther production skill.

Create Scroll (Production Sk)

This skill allows a character with some basics in Magic to create Mdgicalls based on the spells they possess.

To make a Magical Scroll, a character needs to be able to cast that specific spell from memory, via another scroll, or
via a 1/ever of/day magic item which casts the spell in questibising a scroll destroys it in the process while

using a magic item will consume a charge or per/day Uike. cost in PP to produce the scroll in question can be
found in Chart 5.4.

Trap-Smith (Producton Skill)

This ill allows acharacterto design and create trps, aswell the aility to disarmtraps ofvarious types, sgh as
weapon, massivemechanicalfire, acid, explosive, gasand noisetraps. An armedtrap may bemovedany distance,
aslong asit remains in contact vilh themover and they move no faster than walking spegiobuld it be thrown,
dropped, or move faster than a walkhe trap goes df instanty. The phys-rep that can be used for the trigger
deperds on the level of CreateTrapknown by the character(seeProdiction Chapter Chart 5.2). Trapsmith will grant
the character 2 Production Points per dayddifional purchases of hiis ill grant an additional 2 PP per day for
each purchased

Trap-Smith DisarmTrap: This Trgp-Smith sub-skill comes witheachpurchaseof the Trap Smith skill, and allows
the user toattampt to disarmtraps.They may useany methodthey wish to attempt to disarm the trap solong as hey
have purchasedthe apprgriate level of the Trap-Smith skill. See he Production Skills chapter for details.

Scholar Skills

Anatomy

Anatomy allows auser to identify andrecognize, whetlr or not stardard identifiable vital signs are preset in an
individual (whether or not theyare alive).To useAnatomy, the plger must placeboth handson the brso of the
targetandcall out "Anatomy 1, Anatomy 2, Anatomy 3". It will alsoallow the userto detemine how badly wounded
an individual is,as well agyenerallnformationsuch aswhether someoneappearsto be sleping or paralyzed. It may
detectthe presece of natural/Alchemical toxins, though it will not provide any specifics regarding the taxin. This
will not identify whether something is Undeadand will nat detect if an mdividual is Magically cursed.This skill can
only be purchasedonce andis uséble atwill. Note: a playercan onlyactivate Anatamy on one persan atatime and
mustbetouching the torsoof the targetto succes$ully use his ill.

Questbnsthat can be d=d afterthe 3count using Anatomy are:

0 A yar alive?00 ldw much damagehave you taken?0
0 A ryalin your one minute-count?d0 0 you ieyour five-minute-count?0  fhéresa tdin in your systen?0
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Apothecary

A skill thatgives thecharacter basicknowedgeof plantsand terbs and allows theApothecaryto identify gereraly
known Alchemical conoctions(thoselistedin the Alchemy section)afterhaving examinedtheitem for oneminute.
Aside from identifying Alchamy, a phyer with theApothecary skill can also creatsundaneroleplay relatecffects
with little or no effort. By spendhg 10 minutesgathemg canmon and easily found hebs and ingredients, the
Apothecary can createlixirs to cure manyrole-playedailments. Thee curesare formundane ill effects andannot
be used to mimic any spelleffect or ability. Conmon examples arelixirs that may be ceatedfor curing common
cads, easingheadacheand sore muscles, increasng fertility or virility, brewing aphralisiacs, easingain, clearng
up rades, etc... Mese effects armleplaying effects aly and wil have no effecton a daracterif they do not wish
it.

Demonic / Angelic Arts
Demonic / Angelic Arts allows thauser toidentify and reagnize the various holy and unholy credures that exist on
all the planes of he Hearens ad Hels. This skill doesnot grant the player any special cantrol or knowledge of the
Demon/Ange | ToueName, and may orly beused to answer he following questiors:
fiAre you aDemonic/Angeliccreatue?0 Wiiatkind of Demon/Angel areyou?0
fiAre you a greter or lessr Demon/Angd?0
Angelic only iwhich God do you serve, if any?0

Demononl y i A cueently lmoundto this plane?0
Thesequestions aressked out-of-game, not to the Demon or Angel directly and epresentthe playe r Gast
knowledgeof thesubject.lt is important to note that many Demonic and Argelic creaures msses greantelligence.
They arevery crafty and often dewvous. They may devise wgs to hide or disguisethemselesin a mannerthat
makes Denonic / Angelic Arts rull and void.

Elemental Attunement

This ill wil | allow an Elementalist to attune thenselves to an adlitional Element. This adlitional attunement
allows the sclolar to chase which Elementaltype to use when castingspells that reqiire one. Exanple: A FHre
Elementalistmay purchaseElemental attunment and chosethe water Element. The Eémentalist can now choose
betweenwateror fire when caging spells thatrequre an Elementaltypesucha s fi <t y prhissskilbcaribé . 0
purchasd multiple tmes, with eah purchase allowingaccess t@another Eément.

First Aid

All ows the user to bind wounds sufficiently to stop bleedng and heal sane minor wounds. The procesgakes1minute
to use, and as long asit is being used, the targets 1 minute bleed count is halted.If FirstAid is interrupted during the
process or if the wounded target is moved in any way, the skill fails and the wounded targetmust continue their 1
minutebleedcount from wherethey left off. First Aid may be attempted again if the interruptionshave ceasd and
the targetmade inmobile. After a successfull minute of FirstAid, the wounded target is healed tozero Baly,
bringing themto unconsdousness andhalting theirbleeding.

First Aid also alows the character to bardagea target, healing a minor amount of damage.For this portion of the
skill, the player must carry withthem real phys-reps to use asbandages (stips of cloth will do). The processof
bandagng a target takes5 minutes and during this time the player must ptysically bandge the targdg. The
bardagng of the targd, after the 5 minute count, is only for eghetics and can be removed ard bardagesreturned
whenever the target wishes. After the bandaging is successtl, the target will gain 1 Body back.The player @nnot
bandage theamne targetmore thanonceaday, athough thetargetmay receivebandagesfrom arother player. Itwill
not affect Urdeadin any way. A player can aly activate First Ad on oneperson at atime. Y ou must betouching
the torso of the target to Firsfid them.

Mysticism

The art of the Mystic is one thhas both amazed and frightened the unaware since the dawn of time. Mystics are
often mistaken for charlatans, swindlers and mountebariasewith the power of mysticism are people whom
through either luck (or curse) of birth, careful study or some @uatibn thereof, have found themselves with the
ability to tap in to the ether of the Lostlands around them. A Mystic excels in the contactingSpifitsor Ghoss

to askfor, coerce, steal, or outright force their aid.

These people walk a road oental discipline that more often than not leads to madness and can shift their sight to
split between this realm and the realm of the dead. To read the lines of the fates, speakSythtéostnd far more
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are things that few understand. However, geng has a price, and when a door is opened in the mind of the
Mystic there is no closing it. They are often made vessels for wills and forces greater than themselves. Dabbling in
this art is generally considered to be unwise.

Mysticism skills musbe purchased in order of level and no level may be purchased more than once. All Mysticism
skills are usable once per day by the Mystic. There is no denying the connection a Mystic has with the Lostlands. A
Mystic who finds themselves close to final ttealso finds themselves with slightlyséer access to the Lostlandfs.

a Mystic has no free deaths left on their character card they will be given two additional uses of any skill they have
purchased in the Mysticism skill tree, to be used when artegsee fit. A Mystic with one free death will receive

one additional use. These free uses will be given out as once per event tags at logistics. Death mid event does not
grant you additional uses until your next logistics.

Level 1 Dead Sight

This power allows the mystic to peer through the thin veil between the Lostlands and the lands of the living, viewing
the lost souls as they wander. This power is always active and will allow the mystic to vi8pitistandGhoss

which are normally invisibléo the mundane eye. This does not allow verbal communication nor does it bind or
force theGhostt o acknowl edge the Mysticds presence.

Unfortunately, opening oneself to t&girit world does have its disadvantageshoss, Spirits and other creatures

from beyond the veil, that cannot normally affect the world of the living, may have some degree of influence over
the Mystic. This skill also allows the Mystic to see and ider8ibyrits that are resurrecting inside a resurrection
circle or Henge.

Level 2 Augury

This skill allows the Mystic to consult with tHgpirits of the dead via a medium of their choosing and to request

insight into a specific future or past event. This medium may be anything the Mystic chooses ie: reading the stars,
entails, ones, tea leaves, edad must be propertple-playedfor at least 10 minutes. The skill does not summon a

specific Spirit or Ghostbut rather it will allow one enough control over the land of the living to influence the
mysticsaugury and provide insighAugury may be used at any time but its use will not always guarantee an insight

or successful reading.

Spirits of the dead are not always so willing to give away their secrets, and more times than not, the answer a Mystic
receives will be crgtic andclouded in mysteryTo further this, it is said that the more direct the question is, the less

likely it will be to receive a clear response. Rather i Wh o cr eated the Lich on the
might ask,i Wher e mi ght | of ikmd wso menf odynawh on on the Lich on
Augury ever reveal information about a crime or wrongdoing committed by another player character, nor will it ever
Afgived you the answers to any c wadlforaaleplayipd aod at mostestory Augur
hints, not a replacement for honest detective work. This skill is usable once per day

Level 3 Eyes of the soul

This ability allows the Mystic to touch the metaphysical eyes of a corpse or person who has Resmntigcted

and attempt to lure that loSpirit into retelling how it died. Any corpse that has suffered final death, or any living
creature that has died within the last 5 days, may be touched with Eyes of the Soul, as long as it has not already (for
that death) been the target of Eyes of the Soul. Once used, Eyes of the Soul gives the Mystic a 1 in 10 chance to
Airemember o the |l ast minute of the targetédés deat h, but
total blindness for th&ystic for the duration of 1 hour once the answer has been delivered. Typical healing will

not restore their sight. However, powerful magics like Restoration Death/Life will remove the affliction.

Mystics are aware that the results of Egéshe Soulare not immediateShortly after use of this power the Mystic

should, when convenient, find a Shaper to marshal the 1 in 10 chance, the result being kept secret from the Mystic.

The Mystic may go back into game at this point. The Shaper will then cthieetppropriate information about the
targetbdés death i f necessary. Regardless of whether th
find the Mystic within the next 12 hours as t8pirit of the targeted deceasedSpirits roused in tis manner are

always vengeful of their interrupted rest and will generally wait for the most inopportune time to revisit the Mystic

with their answer. At this time, the Mystic is struck wiitle hour longhlindness and, if they choose correctly, given

thel ast minute of their targetds deat h.
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Level 4 Foresight

Using theirfortunetelling medium, a Mystic can encourage tBeirits of the lost to aid them by providing a
subconscious vision of a danger in the near future. After a 10 minute readingMf/tset i c 6 s choice (ta
casting of runes, reading of entrails etc...) the Mystic can implant into the subconscious of a target or their self, some
small Foresight about upcoming danger. A target with the power of a Foresight reading catefaieof the

appropriate type to the first trap they are subjected to or ignore the surprise attack prefix for the first surprise attack

to strike them, which ever happens first. While the target does not consciously know the danger is there, deep in

their sibconsciousnind, they are aware and this brief Foresight allows them to avoid or negate an attack they might

ot herwise not. This reading wild.l |l ast only 12 hours

Foresight skill is usable oager day.

Level 5 Manifest

A Mystic with Manifest has obtained a powerful connection with the Lostlands. This allows the Mystic to all but
cross over as they enter into their Death Count. When the Mystic has died and begun their death count, they may
rise up as &host visible to all those around them, for the duration of the count. In this state the Mystic cannot
speak, make noise, move from within 5 feet of their corpse, or interact physically with anything in the living world.
They can franticayl wave their arms and move about in an attempt to grab the attention of those that might life
them. During thistime, they can also inform those around them, Out of Character, that they see a translucent
glowing Spirit, recognizable as them. They may diseak open and make use of an orange glow stick, if they wish,
for the duration of Manifest. Furthermore, while in this state, a Mystic may also speak and he@ho#tein the

area, but only in whispers. Like Eyes of the Soul, being in this stegdhmiMystic in great potential danger. As a
Ghost they are subjected tny detrimental effects that may happen as a result of being in the land of the dead.
This may include possession, assault from other malic®iess or Spirits, and other unimagable horrors.
Should the Mystic become the target of a life spell, tBéiostis immediately sucked back into their body and any
benefits from Manifest end. This skill is usable once per day.

Necromantic Arts

Necromantic Arts allows auser toidentify and recogize wheher or not standard identifiable signs of undeath are
preset in an irdividual (whether or not they are Wdead).It will not verify that osmething is alive, aly whether or
not it is Undea. It will also allow the user todetemine how badly wounded an

Undead is (how many points they are down in Body Points), aswell as generalinformation such aswhatkind of
Undead it is. Itwill not identify, or even detectdiseaseor Magical curses oran Undead individual. It definitely
cannot detemine whether or not a Spirit is present in any extent whatever.

Furthemore, an individual with Neaomanic Arts may state"l have Necromantic Arts, what do | ses?" when
confronted with any Undead.The regponsewill be anaccurate dentification of the credure. Example: Insted of
"white, shanbling humanoid”,the Undead in question must reply "you see alesserzombie".

Examplesof questonsthat canbe aked with Necromantic Arts are:
fiAre you Undead?0 fiHow much damage have you taken (only to Undead)?0
fiwhatkind of Undeadare ya?0 i A r egreatemoulesser Udead?0

Physician

After having masteredthe art of Anatamy andFirst Aid, acharacter is ready to wover the secretof the living
body. This skill givesa charactera much broader depth understarding of the workings of First Aid and emergency
surgery. The Physicianskill grantsi t u8essa number of abiliti es basedon the level of Physician theypossess.In
order to utilize the higher levels of medicine, the Physicianmust carrywith themadoctor 6 s ankdraedicaltoolsof
thetrade. Everylevel of Physicianwill increasehe amountof Body heakd through First Ad baadaging by one, to a
maximum of six.

Levell Barber
The Physicianmay performFirst Aid onamoving targetandassoonasFirst Aid hasstarted extends the bleed count
of that target by anxéra 1 minute.

Level 2: Pharmacist
The Fhysician may cure nan-Magical diseases. fis «ill requires 10 minutes of roleplaying to accanplish and
cannotbeusedon aspecific targetmore than orceevery 5 days.
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Level 3:Physicker

The Physician may identify the type of toxin poisoning targetand purge the poisonfrom the targets systen. The
processtakesl minuteto completeand the targetmust be lying down, unmoning for the skill to succed. If the
physician is iterruped, ether they orthe target takesanage,or thetarget moves, the skill failsand cannotbe
attemptedagainfor 5 days.. If succesful, this skill will purgefrom thetargetssysten, any Alchamical toxin curable
by a standarélchemical antidote. This skill is usabtence @r person everp days.

Level 4: Doctor

This Physicianhasmasteredhe art of medievalmedicine. Atthis level thePhysician can prform minor surgeries
such as settingrbken Imbs, Hoodletting, and renoval of foreign objets. Minor surgeries take QLuninterrupted
minute to initiate and will bng an umoving target into an unceciousness state fot hour.Surgeriecanonly be
performed onceper personevery5 days. Further attenpts at surgerywill actasa Killing Blow towards the target.
The Physcian tes alsoleamed athing or two about deah. Given enaigh time, a Physid¢an can extend a dying
targets Deah Countby anadditional 5 minutes.This requires1 minute ofrole-playedCPR.

Level 5: Surgen

At this level, the Fhysiciancan now casider themseles anexpert on the suljectsof medicine. A Physicianis able
to perform mgor suigeries onany living taget, including the re-attadiment lost limbs (if the imb is preset),
removal of foreignlif e forms such asparasitic aygs, andorgan transplants. The sane les apply for mgor suigeries
as minor ones.

Read & Write
Allows the character to readnd write in any language theycanspeak. Without this ill, characters ardliterate.

Read Magic

This ill allows theuser to cast Battidagic spells from scolls. They are limitedin casthg only BattleMagic
from spell level 1 to level 4. To activatethe scoll, the casteimust readand speakthe incant locatedon the open
scoll in one hand with enough light to pragperly read he incant. Whenused, aBattle-Magic scroll is conaumed and
unable to be usedagain. ReadMagic will never allow aplayerto cast fom Ritual Magic scolls.

Read Magic: Advanced

This «ill allows theuser to cast Battidagic spells from scrolls. They are limitedin castng only Battle-Magic
from spell level 5 to level 9. To activatethe scoll the castemust readand peakthe incant locatedon the open
saoll, hdd in one hand, with enough light to properly readthe incant When used, a BattiMagic scoll is consumed
and unable to be usedagain. Advanced ReadMagic will never allow aplayer to dentify or castfrom Ritual Magic
scrolls.

Read Magic: Ritual
This ill allows theuser to cast Rilal Magic spells from Ritual Magic scolls. They are imited in castng only
Ritual Magic. Unlike Battle Magic scrolls, Ritual scrolls aretmonsumed upon use

Warrior Skills

Ambidexterity

This «ill allows aplayerto wield two-One-Handed Weapons in combat. Weapas arerestrictedto the Mediumor
Simple Wegon Groupsin the playe r aén hand (not exceeding 50 inches in length nor having more than a base
weapon damageof 2) and Simple Weapon Group in the off hand. (One-handed, not exceethg 30inches in length
nor having more than abasewveapondamage ofl.)

Florentine

This skill furthersa playerstraining in the art of two-wegons fighting. With this skill, the playeris nolonger limited
in the size/ type of OneHarnded Wegpon they may wield. The only restrictionis both on andoff hand weapas must
be One Handed and from the Medium, Smple, or Exotic Wegon grows, not excealing 50 inchesin length and
having no more than abase dmageof 2.

~ 54 ~



Flurry of Blows

Through discipline and training, your charader haslearned the secret of tapping into rawemotion and hamessng it
into strength defying attadks. Once actvated, his <ill will allow the player to sving for +5 additional damage of
the player'snormal swinging type, for the next 3 attads, hit or miss. This skill doesnot alter the type of damage
done. To activatethis sKill, the player mustincant fi Furdry of B 1 o wBhig skill will stay active ona targetfor 1
minute. If all3 Flurriesare not used by he end of the oneminute, they are lost. This ill may stack withother
skills, abilities or gells unlessotherwise gatedin their descriptions. This ill is usable once per day perpurchase.

Heavy Armour

This ill represaits the traning that the daracterhasundergone in oder to wear multiple layers of armur and
increaseheir potential Armour Points far pastthe maximum normally allotted. With this skill, the playermay stack
up to a maximum of two typesof armour and add their AP values(for that one location)together ashis/her total. A
player isstill limited to only claiming the AP of their ingame amour tags hat teir out-of-game reps allow.
Armour of the same tpe (chain onchain or lealer onleaher) will not stak.

Self-Mutilate

The SelMutilate skill represents the characters willpower dvercome th instinct of selpreservation. Ifis

required any time a character willing accepts at least 1 body point worth of damage from any source, including self
infliction. Without this ill, the dharactermust actively fight any atempt to harmthem even if it is in their best

interest. This skill must alsobe purchased or a daracterto actively kill themselvesor to mnsent to their own

demise.

Shield

This ill allows acharacterto properly and efficiently use a hield or buckler. A shield will stop Normal strikes
from boffer weapas only. They canalso block, ard scek, Masgr/Critical Slays. A buckler is a small shield that
usually sitson thewrist. It canbe usedto block any attacka Normal shield would, while holding something in the
sane hard. A buckler canmt be larger than 15 inchesin diameter. Any shield (Magic or otherwise) will not stop
padketdelivered orSpell-Strike atadks of any kind (pending Ritual / Arcane Rtual Magics castupon shield). Shield
use,without this skill, is gill possble. However, the player must hold the shield with both hands ard cannot useany
other skill s or abilities.

Slay/Parry

By purchasing his Weampn Jecific ill, the dharacter is mtitled to one Slayor Parry,perday, from any weapon
that they have the prerequisites r. It is upto the player todetemine which way his ill will be used, atthe time
of use.This sKill is usable once per day per purchase, A Slayis one large attackwhich does50 pointsof damage
upona succesful hit. 50 points of damageis a staticnumber andnothingshortof Ritual Magiccanaddto this. To
usea Slay, the attackmust declarefi Rygare to D i éhen strike their opponent, and upona successfuhit, call the
damageof the Slayfi 59| a Bektabtisea Slay will stayadive if the attackdoes notsucced, the @fendingplayer
mustd ec | arti tAids | iafy ssfully usad sn thenu A Slay isnot usedupif it is avoidedin any way. If the
attackis awoided, the attadker may continue to attackwith the active slay, declaing with every swing ,Activfe S| ay 0
for 1 minute oruntil a successtl hit. This ill is also considesd used if succesfully hit againsta shield being
wieldedby thetargetor if it is parried uang a Parryor MasterParry.If aplayerhaspurchasedmulti ple Slaysspecific
to the chosenwegpon being usedor Master Slaysthey may (if sodesired)combine theminto onepoweriul attack.
This staking will add 50 more points of damage tothe Slayfor every adilitional Slay usel. For eachadditional Slay
staked theattaker must include the number of slays being used after the fiPrepareto D i e &xanple: IIf the
player activates8 Slays in 1 swing, he would cdl out fiPrepareto Die 3 dhen fil50 slayd For all intents and
purposes, this stacked attacls to be consdered anomal Slay withthe exception of the increasedlamage.

A Parry enables acharacer to parry any weapon blow (excluding Spell Strikesand SurpriseAttads) aswell as touch

cast spells. To Parry any attack simply call "®ry" to negatethe last hit taken. A Parry camot be used in
cornjunction with any other <kill, ability, or any Magically summoned weapn.
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Slay/Parry: Master

By purchasingthis Weagon-Group-specific skill, the characteris entitled to one Slay or Parry, per day, from any
weapon in the Weapon Group that they havethe prerequisites r. It is upto the player todetemine which way this
skill will be used, atthe time of use.This skill is usable once per day per purchase A Slayis onelargeattackwhich
does50 points of damageupon a succes$ul hit. 50 points of damage is a staticnumber and nothing short of Ritual
Magic canaddto this. To usea Slay, the attackmust declarefiPrepareto D i - ¢hén strike their opporent, and upona
successfuhit, call thedamage of theSla y il 5a0yBe&&use &lay will stay active if the attaakoesnot succeed,
thedefendingplayermus t d e c | Hairteo i Sfl sfully usedan thamu A Slag isnot used upf it is avoided
in any way. If the attackis awided, the atta&er may cortinue to attack withthe actve Slay, declaringvith every
swing, i Act i v eor 13inatey ad untfl a successfuhit. This skill is also consideredusedif successfily hit
againstashieldbeingwieldedby the targetor if it is parriedusinga Parryor MasterParry.If a playerhaspurchased
multi ple Slaysspecificto the chosen wepon beng used, or MasterSlays, they may (if so desirad) combine them
into one powerlll attadk. This stackingwill add 50 more points of damage to theSlay for every additional Slay
used. For eactadditiona Slay stacked the attackewust indude the number of slays beingused aftert h e  dieRor
Di e 0 craplel If.the Blayar actiies 3 Slgs into 1 swing, he would call out i Repareto Die 3 dhe n 150i
slayo . or dfl intents and purpses,this staked attackis to be considered a nomal Slaywith the exception of the
increagd damage.

A Parry enables a characer to parry any weapon blow (excluding Spell Strikesand Surprise Attads) as well as
touch-cast pells. ToParryany atack, smply call "Parry" tonegate the lashit taken. A Parry cannobe usedin
corjunction with any other sKill, ability, or any magicallysummoned weapn.

Specialization +1: Group
Grants te user a +1 tdamage onany attack sdong as hey areusing any wegoon from the weapongroup they are
proficient in. (Simple, Medium, Large, or Exotic).

Specialization +1: Specific
This <ill will grant the player a +1damage bonus on asingle wean, chosenat purchase. The player must have
purchasel proficiency in that weapons group.

Weapons Group Proficiency: Simple
This skill allows the playerto properly use andefficiently wield the foll owing weapns: Daggers, Staff, Club, Sling,
Thrown Wegon, Hand-to-Hand Combat, or anyother ron-exotic weaon with a basedamageof 1.

Weapons Group Proficiency: Medium
This ill allows theplayer toproperly useand efficiently wield the following weapms: Bow, One-harded, Swords,
Maces, Spears, Battle Axesanyother norexotic weaporwith abasedamage of2.

WeapongGroup Proficiency: Large
This skill allowsthe playerto properly useand efficiently wield the following weapns: Crosskow, 2-handed swords,
axes, mauls,pole arms oranyother non-exotic weapn with a basedamageof 4.

Weapons Specific Proficiency: Exiat

This ill allows theplayer to properly useand efficiently wield one of the following weaons: Stiletto, Two-
Handed Body Spear, BastardSword, or any other weapn that does massiveor Body damage, or is summoned
through Magical means. This skill can be purchasedmultiple timesto allow a characterto become poficient in
various exotic weapons, and again, nogroup proficienciesare albwed inthis wegion-specific category.

Weapons Refocus

This <ill allows the player to reisit ye local trdaning ground and upgrade from their Weapon Specific
Specializaton +1 or Critical +2to aGroup Specializaton +1 or Critical +2. This skill only works as an pgrade, it
cannotbeused to downgrade from a Group Secializaton or Critical to aWeaponSpedfic.
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RogueSkills

Critical

A Critical represents powerfulstrike madeby an attadker who hasspecializedin increasng thedamageto a target's
lessdefended regions. This ill (weapon specificor growp) allowsthe player to swinga +2 specializatiodamage
bonws when striking a targetfrom behind. The attack must succesfully hit the arget on the back of their body,
excluding the back of the head. Once purtasel, this ill is always actve. The damage call for Critical is
i damage > Cr i t ical dahageis aBgdéered normal unlessotherwise statd. Critical will only work on
credaures wth a definitive backste. This specializaton does not increase angamageon attacksfrom the frontor on
ary creatireimmuneto Critical damagestuch as gelatinous cubes, slimes orother seh creatures.

Dodge
All ows the suljectto dodge any attad, solong asit is not areaof effectdamage,or some other unreasonabldamage
causingincident such as fallingoff a tower. Itis not possble to dodge a Surpriséittack or a Paver Word.

Execute

This weapm-specific ill will strike the victim's vital organs, mortally wounding them. An Exeaute, when
successfully usely striking thevictims 6 B o d yired#yp willnristantly reduce aictim's Body Poinvalue to -
1 and droptheminto the i r db &@uinteregardless of thevictims 6 dyBPoint total. Once activatedthis skill is
consicred ued regardlessof whether thehit was asuccess. Thiskill will not stay activeand(like all damaging
attacks)is called after having succesfully struckan opporent. Execute mustbe a brso strke. If used fom behind,
betweenthe tagets sloulder blades, itwill count as asurprise attack ad the Assassin may uleesuf f i x ri flsSWr p
in the damage call. The victim is permitted to screambefore dopping. The vocalizihg of in-game or ou-of-game
words is not allowed. Execute may not be ugd in conjunction with a spell strike, any other skill, or any magically
summoned sword (unless specifically stated in lte desciption). It will not affea Undead, Golems, or creatires
which arenon-biological in nature.When usingthe ill Exeauite, hedamage ¢ a | xeait ie ghis &ilfis usable
onceperday per purchase.

Execute: Master

This Weapam-Group-specific skill will strike a tamget'svital organs, mortally wounding them. A MasterExecute,
whensuccessfullyusedby striking the targetsBody Pointsdirectly, will instantlyreducea victims' Body Point value
to -1 and drop theminto their i B | eceudtiegardlessof the victim's BodyPoint total.

This skill will not stay actve and, like alldamaging atteks, is caléd after having successfully struck aspponent.
Exeaute must be atorso strike. If usedfrom behind, betweenthe tagetsshaulder blades, itwill count asa surprise
attackand the asass may use¢hesuf f i x fi Su r pdarmage eall. Thesctimtistpemitied to screanbefore
dropping. The vocalizing of in-game or out-of-game words is not allowed. Master Eeaite may not be used in
conjunction with a spell stike, ay other <kill, or any magically summoned sword.It will not affect Undea,
Golems, or creatireswhich are no biological in nature.When using the skill Master Exeaute, the damage call is
A Keaut eTis kill is usable onceper day per purchase.

Garrote

This ill allows aplayerto kill a target by simulating the useof a garrote or razomwire arownd the target's necklo
usea Garroteattack,the attackermustplaceboth handson the shoulders of the victim from behindand amounce
"Surprise Garrote". This is considered a Surprise Attack. Once this has been done, the victim is consideed to be
silenced andmmobilized enough so thalhey cannot dectly attackthe person garroting them. Garroting takes 20
semndsto sucesgul use.This count must besaidaloud by the attackerusing the declaratioi G a r &, gatrae 2,
etc dDuring this time, the defendermay usetheir hands and feet only to the extentthat theymay kick or hit anything
neaby in an effort to make noise or alertothers asto their dilemma.Furthemore, the victim is immediatelydisamed
of anything they are holding in their hards and is forbidden fom holding, grathing ordrawing any weapons or items
while the Garrote count is in effect.If the attacks madesuccessfullythevictim is considered iKil ling Blowedo and
immedatdy falls into their fideathcounto.

For thepurpases of threhold Breach, thearget of aGarrote is alsoconsidered tchave aken abasedamage ofl
Body. Strengh, Magic and other effects can raisethis damageif properly used. If the victim is wearing Magic
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Amour, it will immediately be blown, but will in no way piotect thevictim from the attack. An Adenced Magic
Amour will go off if the defender wishes,but will not prevent or impede the Garmote in any way. The only two ways
the target may resist Gauote is to actrate he HeadButt sKill, or overpower the attackewith brutestrength.To resist
a Garrotethe defending playermust haveat least+2 more strengththan the attackerA succesful regst, forcesthe
attackets ams away fromthe defendingplayerand in noway hams the attacker or tiregarrote.

A personusing the Garrote skill must have aphys-repwith themat the time they usethe skill, andmust haold it in one
handfor the duration of the attack.If anattacler cannotproduce such a phys-rep when asked to see it, he attackis
consideredto have been brokn free of atno cost to thevictim. A Garrotephysrep must bemade of wire or chain
and have two hardles at either end. It is not possble to use alength of rope and claim that it is your Garote. A
Gorgette, ormetal neck potecir, will protect agamnst Garote. This band must be made of metal, and must be at
leag 4 inches wide, protecting the entire neck with some overla. This skill is uséble at will.

Locksmith

This skill allows the characte to createandp i ¢ kin-game lifck. Oncepereventa Lockamith may create a lock
and keywith a difficulty rating equalto ther level of Lockamith. If a Locksnith chocses, they may forgo the
creationof their lock and insteadduplicatea key for any open lock they have had in their possadgon for 1 months
time. Thislock andor key cods nothing to create,but may only becreatedat Logistics.A Shaper must certify all
locks used in Underworldnd each willbe given a diffi culty number. Thisdifficulty will rangefrom easy(1) to
extremely difficulty (10). Eachlevel of Locksmith will allow the player to omn the lock of equalifficulty.
Example: Toopen a5 difficulty lock theplayermust passess 5 leus of the Lockamith skill. Pickingalock in this
manrer requiresa 1-minutecount.During this time, if the playeris interruptedbecomes distractedyr takes dmage
to Body, the ability will fail and beused up for thelay. A second and trnativemethod of picking lockshasthe
player actually physically picking tHeck. In this casethetime requredto be succesful is theactualtime needel.
Picking alock in this mannerdoes not use up thenumber of times per day nomally assigned to this skill. A playe
could spend the entire weekend picking onelock if they wished. Regardlessof the picking methad, the Thief must
hawe, on theirpersan, aseto f  t htaols. Yhéegedd tools are comprisedof various metal picks and pries, clamps,
saws, wedgesand other such tools useful in picking locks. Experienced playerscansuggesta variety of reallife tools
for thejob. This skill is usablence g dayperpurchase.

Sap

Sapis a SurpriseAttack which allows a characterto knock out a victim (alsoreducing their Body Points by 1), by
touching them between he shoulders with a hand to rard boffer weapon. This repreents ahard strke with ablunt
object to the backof the head. The attacler must be holding the weapon theyis Sapping with, but camot (out-of-
game) physically strike the target with it. Sap is one of the few skills that can be activated with the Hand to Handhskill.
pipelessred, hand-to-hand boffer wegpon must be ugd. Upon asuccesful strike, thevictim loses theappropriate
numberof Body Roints indamage and is kocked unconsciousfor a peiod of 10 minutes.The basedamagefor Sap
is 1 but may beincreagd by Majical and/or strergth bonuses.A helmet of any kind will stop Sap, aswill the
standard spell defences,or a high enough threstold. The declaratonis i damage>Sagnd No skills or abilitiesmay be
usedin conjunction with Sg. Sap will only work on any given target once e/ery minute. A charactethat was
succesdtily Sapped canonly awaen once the SapBody Point damage is healedor the Saptime hasexpired. This
skill is usable once per day per purchase.Sap may not dfect credures such as Undead orthosewith alien

physiology.

Vital Blow

This skill allows the playerto deliver a devastatingattackto a targe's vital organs.If successfl) a vital blow will
damage the taget eqial to half the taget's ttal Body (rounded up). This damage is calclatedby thetotal Body of
the taget, not the tagets wrrent Body Points. Two siccesstl vital blows within 1 hour will immediatelydrop the
targetto zeroBody. To usethis skill successfullythe playermustincantfiVital B | o stikethe torsoof the target,
and do damageto the targets Body. It may bedelivered via aBodywegon if thetarge t 6nour ia Breated or hey
have no ammour at all. Damaging a target withthis <kill will negate any daagethe attackwould have normally
done. If used from belind, between the targets shoulder bbdes, it will count asa surprise attackand may be used
with the Spr ri suffixdin the damage call. Vital Blow will not affect Undead,Golems, or creaureswhich are non-
biological innature. Vital Blowis usble onceper day fer purchase.
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Racial Abilities

Body Point Bonus

This ill represents extra constititional training the dharader hasgone though, abare and beyond vhat is standrd
for theirrace.When purchasedhis skill will add+5 Body to thetarge's maximum Body Point limit. Thisbonusonly
appliesonceperpurchaseand is limited by race(SeeRaces for your racial Body PointBonus imit). This skill does
not add any other bonus as theharader levels.

Strength Bonus +1

Built on raw physical power, your strength rating will determine how much your charactercanpush, lift, andthrow.
Enoughstrergth will add damage to your swings and allow you to "push" other charactersway.Your stremth rating
is limitedby race(excluding Magical means)Bonus damage dueto strergth will be appliedto your wegoon swings at
the rate of +1 damagefor every 2 points of strength. Strength may only be used(outsideof damageincrea®) to
"push” your opponent. Both hands must be empty of wegpons or items andplacedon the &rget's torso or shouls.
The attackermust thendeclare"With +X strength | pushyou'. The targe will be "pushed" +2 feet for every +1
strength. Equal or greaterstrengh canbe usedto resist a psh.
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Production Skills

Production Skills areskills that may be purchasedmulti ple times. They allow masteryover producing certain iems
and goods thatare the lifeblood of the in-game cmmercial world. Eachlevel of a &ill grants the character2

Production Points (PP) per day. Thesepoints canbe spent onitems asperthe descrptionsthat follow. They may also
be saved up, monthby month,in orderto build more diffi cult items. A certainamount ofRawMaterialsarerequired

in order to build theseitems. his is repreented by units of Raw Material (RM). This cost is1 RM per Praluction

Point spent on huilding items. There isno limit to the number of levels of eachof theseskills, thatyoumaypurchase,
nor is there alimit on how many ProductionPointsmay be saved. Raw Materialsaarekeptard spent like any other
unit of treesure(gold, silver, &c). It isthe playels respaosibility to obtain the Raw Materialsieeded tocreatetheir
items. These carbe found or purchased asormal treasire, or obtained from any appropriatefi Cr a hasislimeg

player may purchaseRM at Logistics if there is at least actve NPCmerchant hausein town andthe player isin

good favor with them.

Production Points are acquired and spent at an events game Logistics Thisis theonly time in whichyou are allowed
to spend your acumulated Prduction Points and current dlable Production Points. fou elect ot to spend any
of your Production Pmts,they will be accmulated andmade available for theext eventthat you would PC /play

at with your character

Multiple charactersthat have the same Production Skills may pool their available Producton Foints in order to
createmore diffic ult or costly items, provided tey all have te reaqiired ill level to createlte itemin question, as
well as access ttherecipewhere applicable.

Alchemy

Alchemical recipesarekept in recipebooks, owned by individual Alchemists. Theseredpescan be shared, butnot
withouta cost. Chart 5.1 showsthe Production Costsfor the varioustypesof Alcheny avadlaldein the gane to starting
characters Alchemicalcreationsaredivided into threecaegories: contact, ingestel, ard gas globe.Contact Alcheny
is simply represertedby a tagsigned by aShaperIngegedis condderedthe same volume as apotion and you will

see nost pegple using vials orfilm canisters as Physical Repeetations. Finally, gaglobesare represented b
orange spell packets. These orarge packetsare considead to be theGasGlobe andmust have theAlchemical tag
affixed to them.

AlchemicalDefinitions

Acid

This actic poison bypasses amour and dissolves he taget's Body. It will damage any creatre, be it living or
Undead, so long asthe creature in queston is composed of, or derived from, biological matter.It comesin three
increasngly damagingvarietiessAi Li gh Mo d e 2 danddHeavy o +8. Al 1l A Bodd
Damage

Alchemical Solvent

Each aseof this olvent will affect one square fot. It canbe usedto negate/emove Oil of Slipperiness, Paste of
Stickiness, otthe like. After an hour of becoming active, the entire dose will become inert, and useles#. cannot be
divided into amaller portions

Antidote

There are three pesof Antidotes: hgested, Gas andContact. Each tge will cure amaintained effectof its gpecific
type. i.e., GasAntidate will remove/aure aty gas effect bt it will not return Body Bints lost as a esult of gas
damage. These atidotes will have no effecton elixirs requiring unique atidotes, sich as Enslaveent.
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Confusion

This elixir causeglisorientation andconfusion deep within the tage t riired. While under the effect ofthe eliir, the
target may not use ay sKills or abilities, and may not call out damage onswings. he taget will wander in circles
aimlessly andvhile theycannotattack, hey may defendthemseles withany weapn curently in hand. The effects
of Confusion last br 1 minute It may becountered with Purify Blood or <type> Antidote.

Cure Light Wounds Elixir

Cure Wounrds Elixir will heal te recipient of 2 points of Body damage. It will not add Body Points beyond the
targe t rdasimum Body. It will bring anunconsciaus creatire out of unconsdousness, it it will not bring adead
oneback to lie. It hasno dfect onUndeador Constucts.

Death
After one minute of having been ingeste, this elixir will causethe victim to keel over and expire, as if aKilli ng
Blow hadbeendelivered. It may be muntered(beforedeah) by Purify Blood or <type> Antidote.

Dominate
This is the Alchemical versionof the Charmspell, exceptthatit lastsfor only 10 minutes.It may be courtered wth
Puify blood or <type> Antidote.

Enrage

Lasting 10 minutes;this elixir will causeits victim to blindly attackthe first personthey see friends andfoes alke,
without hesitaton. The victim cannot use anything more than basic combat skills such as weaponskill and
proficiendes. Critical slays and attacks which require a consdousdecision to usemay not be used while Enged,
nor may Magic items beactivated.No caster may cast whilenraged. If the victim of the Enrage knaks downthe
first personthey see, they will continue on to thenext personthey see, in success. A character willnot deliver
killi ng blows while Enraged. It maybe caintered with Awake, Purify Blood, or <type> Antidote.

Enslavement
The victim of Alchemical Enslavement will performany command given tothemby the first person who speks to
themor offersanon-verbalinstruction after the drug hes been administere@he effect is pananentuntl thevictim
receive=ither an Enslavenent Antidote,or diesandis Resurrectedh anew body. No other cureswill work save for
Ritual Magic.

Enslavement Antidote
This will remove the effectsof anEnslavement elixir.

Enthrall

A much more powerful version of the Loveelixir, Enthrall camot be cured by anymeans,save the proper aitidote.
The victim will not behave contrary to their moral code unlessthe love-object canprovide adequate reason, or ifn
mortal dangyr. This Alchemy acts Ike an edavement in thabnly an enslavement antidote canoureit.

Euphoria

The rush fiom this elixir begins immediately upon consumption and will last for1 hour. Upon taking this drug, the
victim will experience afeeling of eiphoria, and all willbe well and gaod within that person's world. They will not
willingly take anantidote. Unfortunately,if the redpient of a Euphoriaelixir doesnot receve andher doseof
Euphoriatheywill suffer1 Body Point of damage for every 12 hour periodthat passes. firoughout all of this, the
victim will crave anaherelixir until theyreceiveit andwill be obsessewvith procuringit. Oncethey receive anotter
elixir, the ndividual will begin the cycle gain. This cycle will continue with every passingday until either the
victim receivegheir doseof Euphoiia, theyare given adoseof the antidote, orthey petish. During thistime, the
damage sustained by this elixir cannot be cured by any means.A victim of this Alchemy hastwo choices; to
continuetaking the Euphoria perpetuallyor to dieand be Resurrecteih a new and uncontaminatedbody.

Euphoria Antidote

This will remove te effectsof a Ewphoria elkir, bregking a daracterof their adliction and allowing the danage
sustaned fromthe Euphoria to behealed.
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Feebleminded

This elixir will turn its victim into a mindiessvegetable for 1 hour. One canrot speakcoherently, perform any skills,
or pursueany rational or even normal train of thought. It may be counteredwith Purify blood, Awaken, or <ype>
Antidote.

Forget |

Like aForget Il but weger. The victim of this elixir will for get everything that happened in the last 15 miutes.As
with a Foget I, the effectswill become pemanent if not cured wihin 10 minutes. If a bodydisappearsbefore the
ten minutes to be Resurrectedthe elixir is casidered tohave been mrged and will not take effect. It may be
countered withPurify Blood.

Forget I

Forgd Il causesits victim's memory to be erasedf all that occurredwithin the lasthour. If not curedwithin the first
10 minutes, the effeds will become pemanent. If a body disgppearsbefore the tenminutes tobe Resurrectedthe
elixir is consideredto have beenpurged and will rot take effect. It may be caintered wth Puify Blood.

Hallucinoid

This elixir causes wild andbtally unrealistic hallucinations to flad the mind of its victim. Their world will not be
the same wverld which everyone around them is experi@cing, even tough the victim will realize that she is
hallucinating. Unfortunately, here isnothing thatbe can ane about iturtil the effect wears off in hour or until the
appropriate antidote is aministered.It may be muntered withPuiify Blood, Awaken,or <type> Antidote.

Instant Death
A stronger versbn of the Deathelixir, this Alchemical @ncoction causesleathimmediately, as if aKilli ng Blow
had been adhinistered It leavesno trace whatseverin oron its vidim.

Intoxicant
This elixir hasthe same effectasif its victim washighly intoxicatedfor one hour. The elixir itself hasnotaste or mell
and has a Stamina damage rating df Bhay be countered with Awaken, Puify Blood, or <type> Antdote.

Laughter
A potent poisan which causesthe targetto laugh uncontrollably. The poison lasts10 minutesandwhile under its
effect he tagetcanna spe&, cast,or use any Kills. They tagetmay run at anormal speed.

Liquid Light

The Liquid Light alchemy dows anya greenCyalume light stick Glowstick), to be used hGame. This light
behaves in all respects like the spell lllumination with the exception that it cannot be disgelEdpel Magic.
Liquid lights can be combined to produce a greater effect. Combining thre Light alchemies will allow the

use of a nofLED flashlight. Flashlights used in this manner must always be pointed own towards the ground.

use of five Liquid Light alchemies will allow the use of on fidfD, nonflame lantern.Glowsticks, flashights and
lanterns may be turned on and off as the user desires for the duration of the alchemy

Love

The victim of this elixir will fall madly in love with the nextmember of the appropriate sex wha@omes nto view. It
lastsfor 28 days,or until curedby either <type>Antidote or a Rurify Blood potion. The victim will refuseto believe
they areunnaurally affectel, nor will they behave contrary totheir moral code unlessthe love-object can praide
adequatereasoror isin mortal danger.

Oil of Slipperiness

Onedoseof thiselixir will coverone square foot. Onceplaced, and if not counteredby Alchemical Solvent or Paste of
Stickiness, thereawill be impossible tostand up or move onwithout slipping. If placedon an dbject, it becomes
impossilbe to pick up by anymeans.

Paralysis

The duraton of this elixir is 10 minutes.During that time, its victim is paralyzed, cannotwalk, speak, use any ills,
or move. Purify Blood or <type> Antidote may counter it
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Paranoia

Lasting atotal of 1 hour, the victim of this elixir will feelintensely parancid. The person believesthe world is out to
get them, andevenlong-time frierds are lo&ed upn with suspicion. The feeing of paranoia canbe basedon any or
multiple reasns.

Example: "She wants tokill me.", "S/he wants tousurpmy authority.",

"S/he wants to cast a ®ify Blood spell onme, butl know it's really a Deatlspe | | .aria rRaghbe wmuntered with
Purify Blood, or <type>Antidate.

Paste of Stickiness

This elixir is effectively a powertdll versionof i K@luaez § , hiclvlasts ér 1 hour. Each ase overs atotal of 1
square inch of suface area It can be counteractedby an Alchemical Sdvent, or Oil of Slipperiness. It can belaced
on floors, walls, weapons, door knobs, belt buckles, fingertips, etc.

Quick Silver
This elixir will coatawegonin amerauric liquid thatwill causethe wegponto swingfor silveron the next 3 strikes.

Regeneration

This elixir will cause he t a r aglyetd régeneral® bst healthandcan resbre a bst limb. Once t&ken, the target
will begin to heal atthe rate of1 Body Point per minute. Should the target receve the full effectsof this elixir and
not have takenany damage duringits duratin, Regeneration will alsoresbre me of the tage t @ss$ limbbs. The
target chooses which of their limbs is tobe restor@. This elixir will last for 10 minutes.While under its effects e
target nust statei V ibljs Regenerah gevery minute that theyheala Body Point from the eliir.

Silence
This elixir will silencethe target. While underi t effexts,the target will be unable to speakor castspells forl hour.
This may becured by a <type> Antidote or Purify Blood.

Sleep

The victim of this elixir is under effects equivalent thoseof a Sleepspell for a total of 10 minutes. Utike the
spell, staking thevictim, screaning in their faceloudly, etc, will not wakethem. Otherwise, it acts the 5@ as a
Sleepspell. It may becountered with Purify Blood, or <type>Antidote.

Slow Poison

This elixir will remove half of its victim's current Body Points immediately, rounded up to the nearestwhole
number. 24 harrs laterthe same déctwill occur, and som until the victim dies, orthe poisonis nullified.
Example: Badau drinks from a random battle in an Alchemical laboratory. Unfortunately, it wasSlow Roison.
Bactau curretly has 18 of a ttal of 20 Bady Poirts when fully kealed, which meansthat hetakes 9paints of
damage immaediatdy. 24 hours later, as Bactds still running to town to find a healer,he takes 5 pants of damage
from his current 9. Alas, Bactaufinally keelsover, a victim of the Slow Poison elixir. Damage lost from a Sbw
Poison canot be healedby any means wuntil the pisonhasbeen renovedusing Furify Blood or <type>Antidote.

Vorpal Coating

This will allow a weapn to do more damage than nomal for the next successtl strike. This extra damage is not
Magical; it simply increaes thepotencyof a weaporls danage. There arethree t/pesof standrd Vorpals: fiLighto
+2 damage,fiModerat® +4 damage,ard a highly effective fiHeavyd +6 danageverson.

Weakness

The We&nessElixir will Sap the taget's stragth, causing a stregth loss of-8 andlowering the taget's weapon
swings by -4 to a minimum of 0. This effectwill last 1 hour axd canot be sta&ed. It canbe cured with <type>
arntidoteor a Purify Blood.

Weapon Black

This Alchemical compound will turn any metal, iron, or silver weapa, black for the duration of 1 year. After the
durationhas expired, the Alchemical will have worn off andthe weaporwill return to this original colour. This allows
for the useof black taping onany metal wegonit is goplied to.
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Elixir Production List  (Numbersshown are production points cost tomake)

Alchemy Contact Ingested>as Alchemy Contact Ingested>as
Globe Globe
Ichemical Solvent 10 & Hallucinoid & 7 17
ntidote (Contact)  [* 7 * InstantDeath * 40 *
ntidote (Gas) * 14 * Intoxicant * 2 10
ntidote (Inaested) [* 20 * Lauahter * 14 24
cid Liaht * 2 7 Liauid Liaht 1 * *
cid Moderate * 4 10 Love * 17 *
cid Heavv & 7 17 Qil of Slinperiness 20 & £
Confusion * 10 17 ParaVsis * 17 27
Cure Light Wounds* 3 * Paranoia * 7 14
Death * 27 * Pasteof Stickiness [20 * *
Dominate * 17 * Quick Silver 14 * *
Enraae * 27 * Reaeneration * 27
Enslavement * * Sleen * 14 17
EnslavementAntidote [* 53 * Silence * 17 24
Enthrall * 53 * Slow Poison * 10 *
Euphoria * * * \Vorpal Coatina (L)I6 * *
EubhoriaAntidote * 53 * \Vorpal Coatina(M)I12 * *
Feeblenind * 14 * \Vorpal Coatina (H)20 * *
Foraet| * 20 * Weakness 40 14 *
Foroetll * 30 * WeaponBlack 14 * *

(* indicatesrecipe hasyetto be discovered) (Chart5.1)
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Smithing

Blacksmith

Blacksmithingcombines the #&ditional skills of both weap@mithing and armoursmithingnd allows a
Blacksmithto craft exceptional pieceamour, shields and weapan#\ Blacksmith can also repdireacted
armour at logisticsand refit armour during actualgame play. Amour iscreatedat acost of 1 Production Ponnt

per paint of amour. Shields are createdat acost of 10 Producion Roints for wooden shields, 20 for iron
bound shields, and 30 for metal shields. Weaponsof all sizes and quality may also be created by the
Blacksmith. Weapons made by Blacksmiths are superior in quality and as such, do not exgineciita of.
Refer to Chart 5.3 for Production cost.

The Blacksmithskill also allowsone torepair Brechedarmour for W Broduction Cost
1 Production Point per 2points of Armour Points missing, up to the /€apon roduction -0s
initial maximum of the amour itself. For furtler detals on SlmpIeWeapons 4
Breacling and Breehed amour seefi How  Bed émnouh | Medium 24
Wo r kirstbe Amour chapter. Onceamour has ben repaired, it L \Weapns
will be issued anew Amour Point Tag. Refitting canbe done atany _LargeWeapons 40
time and can restorehe airrent tag value br the amour being | Exotic Weapons | 48 |
Refit, seehe ill Blacksmithin the Skill section for more details. ~ _Arrow orBolt(6) 1

(Table 5.3
At higher levels a Blacksmith can create and craft superamegweapons and armour as they themselves
become masters of their art.

1stLevel Blacksmithingi Iron or Silvering a Weapon

The most basic smithing techniques will teach a young Blacksmith the art of crafting weapons from iron and
silver. Weapas of iron cost150% of the originalProduction Point valueto mé&e and require the entire
striking surfacego be madentirely of ironto be able to calldr iron damage. This extra Prodiction must be

paid for like regular Production. Crafting wegoons of silver cost an additional 300% in Raw Maerial (RM)

but does nat cost extra Production. A weghon may be eiher ironor silver, not both and must be done at the

time of the weapons creation.

5th Level Blacksmithing Reforging

A 5" level Blacksmith has started dowime path of mastery. They have not only discovered the secrets of
creation but also Bforging useless product back interaw form. The Blacksmth maieforge any shield,
pieceof armour or weapqgrback into half ofts value, rounded down, in Raw Ma@ (RM). Reforging may

be done as many times a needed, but may only be done at logistézpon or armour tags that, for any
reason, have an expiry, cannot be Reforged.

10th Level Blackmithi MasterCrafting

By 10" Level the Blackmithhas become master of their cratand afull professional by most standards. As

such they can, a great expense, focus all they have learned to produce a piece of master qualitya Creating
MasterCrafted item will cost the BlacksmiB00%more then the normal cast ProductionPoints

Master Crafting apieceof amour will makethat pieceimmuneto the effects of a Breach.In the caseof a
Breach, all non Master Crafted amour will Breachfirst. In esence, piecesof Mader Ciafted armour will
neverneed tdbe Repaired, only Refit MasterCraftingawegon allows the weaporto Resist adtal of three

attempts toshatter ordestroy it by any meais. Oncetheseresists araised,the weaponis cansideredNormal.

Iron and Silvered Weapons may be Master Craftgdhe aditional costs still are cumulative.
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20th Level Blacksmithi Legendary Crafting

At 20" Level, the Smith hasobtained a Igendary knowledge of their craft. They are the foremost specialist

their field and are considered an absolute authority in all eatteBlacksmithig. A legendary Blacksmith

can create item of Legendary forging giving the item properties of an almost magical nature. Both the creation
of legendaryarmour and weapons will cost the smith 1906f the original Production Pointyalueandwill

require the use of a Workshopdeeate. Each Legendary creation will use one slot of the required Workshop.

LegendaryCrafted weapons amgigh indestuctible and will resist almost angttempt to shatter or destroy

them A Legendary Crafted weapawill resist an unlimited amount of times, any and all attempts to destroy

it, though the use of Battlemagic or any attack that would be capable of destroy a lesser made item.
Destruction of Legendary Weapons can only be achieved through the use ¢éswebBlacksmith:Reforge

ability, ritual magic or equivalent level of epic sundering. In most cases this level of destruction is
determined and marshaled by a Shaper.

Legendary Crafted Armoysossesses superior strength and protectlonadditionalto the same benefit of
Master Crafting, ach piece of Legendary armour wéllso provide the wearer with an additional Armour
Point for that location.This piece of armour can be damaged and refit but up to its maximum, just as any
other piece of armour.

Finally, Legendary Crafted weapons and armour are the base material for any Blueprints a Blacksmith may
create Blueprintsare physical items thatontain special instruction® allow a Legendary Blacksmith to

craft powerfulitems, without the necesgibf ritual spell casting. Given he right exotic material, Catalysts,

time and the proper Blueprint, the Blacksmith canmake amour and weaponthat posessspecial andunique
properties.EachBlueprint andall the requirementsare different and must be found in-game. Legendary

items once crafted, are so durable and resilient that they can resist the effects of ritual magic. Even the most
powerful enchantments will quickly fade if cast on a legendary item. An enchantment may last a few days or
may anly last 10 minutes. The duration is random and chosen by Ritual Marshal.

Trap-Smith

This skill allowsa characterto create set,anddisarmtraps. The character'sability to creae powerful traps, or
multiple trgps, as well aswhich type of traps, is detemined by how well they know the craft. Tras and
triggers can only be creatd at L ogisticsandrepreent thetoils of the characteetweenevents to producethis
type of production. To arm or disarma trap, the Trap-Smith must havethe appropriate level of Trap
Smithing. So long asthey have purchasedthe preregiisite «ill level, the TrapSmith may use ay method
theywishto atempt disaming atrap.

~ 67 ~



To make a trap, youmust have two hings: the tigger, and he trg. Both aredetailedbelow. A trigger and
trap can beno more than5 feet from eachother.If theyarefurther, thetrap will fail. In creatingatrigger, one
Trap Prodiction Point will be spent per Trap-Smith level required to make the tigger. In creathg the trap,
one Trap Production Point for everylevel of Trap-Smith skill is requiredto make the traptype, or is specified
by the individual trap desription bebw, whicheer is applicable,seeChart 5.2.

TlpS for Trapsmithing: TraLF::.':IIIth Arm_.-‘cli?'lr;arm Can Create
1 Mousetrap Maouse Trap Trigger
ﬂ Never use heaVy wire for a tl’lp |ineS, use fISHIng Trigger Trap  |Alarm Trap
1 Never put a trip wire higher then knee level 2 Leg Trap
1 Throwing or running with armed traps immediately Weapon Trap
sets them Off 3 Lacerate Trap
. Needle Trap
1 Clean up after yourselfDo notleave trap line, old p BuzmerTrap |Explosive Trap

triggers, etc in the woods. You are the smith, it is Switth Trep | Buzzer/switch Trap

your responsibility : Net Trap
1 Make sure youreffect tags are clearly legible and 6 Pressure Trap |Pressure Plate Trap
waterproofed in case of rain Gas Trap
{1 Battlemagic defenses do not protect against the Arga_ 7 Fire trap
of Effect, effect of traps g AddTrap
Dismember Trap
. -] Massive Mechanical Trap
Trap Trlggers 10+ Threshold Trag Threshold Trap

Massive Net Trap

Buzzer / Switch (Chart5.2)

A buzzeror switch trigger can be of a variety of types. Their

key elamert is that they are electronic.The electronictrigger can be a pull-pin, a switch or any other
electronicconfigurationthat canbetriggered, so long ast is not considred apressurelate.A buzzer/switch
trigger must have anindicator hat te traphasbeentriggered huilt within it, be it an indicair noiseor light

Pressure Plate

Presure platetriggersare sections of wall, floor, or otrer aress of space thaset off thetrap when moved or
depressel. The trigger must physically move and activateanindicationthat thetraphasgoneoff, beit a noise
or light.

Mouse Trap / Trigger

A mousetraptrigger is &acly what it implies. A mouserap trigger is consdered 'set' when amed, and
triggered when it s1aps shut. Due tothe natureof mouse trap, it may ke alsobe considered dsamed ifit is
brought to a triggered/disammed stateby force of someone with enough Traps sKkill to do so. The noisefrom a
mousetrapsnapping shut is the indicator that the traphasbeen sprung. Only small mousetrapsnay be used.
Largertraps, such asrattraps, arenotpemittedin the game.

Threshold

Threshold triggersmust beset upon a doorway or dher portal. In game the trigger for the threshold trigger
canbe a cascade of light, or a gentle but steady breeze.Their in-game phys rep must be a small-sizedpuzzle
to bedisarmed. They ao requirean out-of-game note to be left &r a Shaperor PCto find. The note is to
inform the next person who wads through the areahat effect hapgns.

Any objed of large size or person, Breading the threshold causethe trap togo off. Pitcing a rock or
weaponthrough a threstold trigger will nat trigger the frap. All style of traps may be used withthis trigger
type exept Massive Mehanical. Theappropriate-sized containeror phys-rep for the effect tobe triggered
must bepresent (a box to represent e noisemaking device, chemicals for the fire, explosion or gas,or a
weaponmounted on a device for the weapon, lacerateor dismember traps) as detailedn each tep-type
below.
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Trap Types

Acid

Acid Trapscan do from 4 to 40 points of damage.EachTrap-Smith Production Pant spentin the credion of

anAcid Trap grantsthe Trap 2 more points of damage.Acid Trap danagegoesstraight to Body and cannot

be resistedor stopped by anything short of Ritual Magic or Racial Abilities. Add Trap containers are
represented by a containerat least5 cubic inchesin size.The containersizemust beincreasedby 1" x 1" x 1"

per point of damage that the Acid Trapdoes.Acid traps areAreaof Effectanddamage everyonewithin 5 feet
of the centre of the contdaner.The Acid trap, aswell asthe trigger,is destoyedupon deonation.

Alarm

When alarm trapsare triggered they createa noise. This noisecanbe of arny volume, but cannotbe so loud as
to be damaging to the ears when stading besidethe trap when it goes off. Alarm trap contairers must be at
least 5cubic inches.The noise-making portion of the trap can be incorporatedin that volume, or may be
additional. In either case, it mast be attabed to the catainer. An alarmtrap is neither a Sihgle-Tamet
Surprisebased Attack, norArea of Effect, asno damage oreffect iscausedto the person triggeringit. An
alarmtrap cods 2 Trap ProductionPointsto createandcan bereusd. Pleasenote thatnot all alams aretraps.
A simple bell behind a closeddoor doe s nadndtitutecan alarmtrap and poduction andskills are not needed
to create, satr disarmit.

Dismember

A dismember trap is a specializedwegon-trap. When triggered this trapwill releasea wegpon, severing the
limb of a taget asper the Dismember «ill. The catainer for a dismember trapis a5" cubic box or other
contairer, and the Trap-Smith's weapon of choice. The weapon must be representd, both with an appropriate
wegion physrep and an @propriate weapon tag.The costof the weajpn is rot included in the cost of the
trap. A dismember trapis a Single-Target SurpriseAttack, and will effectthe target closestto the containerif
they arewithi n i-faotdradius5A dismember trap costs 12 Tap Production Points to make. Disnember
traps aredestroyedupon use althoughthe weg@on andtrigger arenot.

Explosive

Explosive traps arethe standard, bread-ard-butterof traps. They @uselarge amountsof physical damage to
any creaturein their radius. Explosive traps cando from 4 to 60 points of damage.Explosive traps cannot be
resistedby anything short of Ritual Magic or Radal Abilities. EachTrap Prodiction Point used inthe
creatbn of an expgosivetrap grants the trap 4 more pants of danage.

Explosive trap contairers are represented by a containerbox of at least 5cubic. The containersize must be
increagd by 1" x 1" x 1" per point of damagethat the explosive trap does.Explosive traps areAreaof Effect
and danage everyone within 5 feet from the center of thecontairer. Explosive traps ad triggers are
destoyedupon debnation.

Fire

Fire trapscando from 4 to 40 points of Elemental Fire damage. Each TrapsProdcution Poinusedin the
creationof afire trapgrantsthetrap3 more pointsof damage.A Fire Trap cannot beresised by anything short
of Ritual Magic or Racial Abilities. Like all pure Elemental damage, should atarget drop below zero Body
from a Fire Trap, tey will forego their fi @| eocecand directly enter their i D eh@ t wtoFire Trap
containers are rpresented by a containerof at least 5'x 5 & 5 0 The cortainersizemust beincreasd by 1"
x 1" x 1" per paint of damagethattheFire Trapdoes Fire trapsare Areaof Eff ect anddamageeveronewithin
5feetfrom the cetre of the container. iife trapsand triggersaredegroyed upon ddonation.

Gas

Whena Gastrapis detonatedeveryone within a5 foot radus from the centreof the trap's containertakesthe
effect of the Achemical Gas Globe poisothat the trap is amed with. A GasTrap cannot be resisted by
anything short of Ritual Magic or RacialAbilities. This Areaof Effecttrapis measired from the centre of the
container. ie container fothis trapmust be 5cubic feetin area(minimum), plus must have achamber to
represat the gas which is at least 3" x 3"hd dhamber andthe containemust becomectedbut distinctly
different. With the contaner, must beat least 3 Alchmical gas gldes. GasTraps costs 5 TrapProducton
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Points to make. The cost of this gasis naot represetedin the costof the trap. Gastraps canbereset.To do so
requiresthat the Alchemy insidebereplacedwhich is consumed upondetonation).Gastrapsandtriggersare

not degroyedupon detonation.If a Gastrapis disammed,the chamber may bereusecdout the gasinsidecannot

be sdvaged for other Alchmy use. Exenple: Shmendrick disams a paralyze gas trap. He can reuse the
container for hisswn paralyzegas trap bt he cannot sabge the original 3 Gas Glbesthat weein it.

Lacerate

This trap is represenéd by a 5" cubic square contaier (minimum) conneted to four darts (Thrown
Weapms). Whenthis trapis sprung the victim takesone Body ard is rerdered speediless urtil the damage is
healed. A Laerate trapmust bearmed with four Thrown Weapas which must have agpropriate gys-reps
andtagsprovided.Thetrapwill effectthefirst target closestto the container, within it 5&a®t radius. Thisis a
Single-Target trap and costs 8 Trap Production Points to make. Lacerate trapsand darts are considered
destoyed pon use, altlbughthe trigger is not.

Leg Trap

This traprepresents aleg snareor beartrap. Whenit is triggered, one of the victimé kegs will become pinned
to the ground. This is a Sigle-Target trapand will effect the closest target tthe container within its 5foot
radus. The containerfor this trap is a3 @ubic box and alengh of rope or similar trapping device. Once the
target hasbeendetemined, hisher dosest legto the catainer will be the one affected. Apinned charader
cannot move that limb until they are freedThe victim may be ait free (or aut themseles free)with a 1
minute count. Also thosewith exceptional stremgth may break freeon a 3-count. This requires e «kill i S e
Mutilated a+2 Strength Bonus (or equivalent), and the characte takes@® Body Damaged Pleag note, the act
of setting off the trigger indicatesthe personwascaught in the trap. They do not acually have to have their
foot in the phys-rep when the trap goesoff. Leg trgs cost 6 production pointsto make. If the trap debnates,
the legtrap is destoyed (asthe act of freeing the victim ruins the trapput the trigger remains. If the trapis
disarmal, both the legtrapandthe trigger remain.

f

Massive Mechanich

Massive mechanical traps argenerally large piece®f stone,huge weaponry, or ather colossalobjects
striking the victim. Unlike other Area of Effect trgs, his trap hasno setradiusfor its destructon. Thetrap
must be set ufn such away as to atually cause dandslide, or larggsafe, foan) objectto begn motion. If

this phys-rep strikesa persan in any way, on any objed they are holding or body part, they take the full effect
of the trap. The TrapProducion Pant costsfor a Massve Mechani@l trap aregiven on a caseby-casebasis,
basd onthesizeandphysicalrepregntation of the actud trap. Whenstruck, the victim takesthe trap damage
to their amour as if Breached for equal amount, and takesan equal anount of Body damage.Massive
medanical teps are Areaof Effect and are destioyed upon detonation although the trigger is nat.

Needle

Needletrapsuse adart to ingct Alchemical substancegto the victim. When triggered, the victim takes 1
Body Point of damage andthe Alchemical effect of the elixir usedwith thetrap. The trap will affectthe first
targetthat is closesto the container,within its 5-foot radus. The containeris a 5"cubic object with a Thrown
Weapon attached to it ar8lingested Alchemical PRisons. Nealle Traps @st 5 Trap Praluction Roints to
make. The poison is destroyed whenthe trapis detanated. Nedlle traps may be resetif disarmel. As with Gas
traps,the Alchemical trap canbereused, but not sdvaged for any otherAl chemical purpose. Needle traps and
triggers are not destroyed upan detonation.

Net Trap

This trap representsa netthat either falls from aboveor pulls up from below the victim. When it is triggered,
the victim is caught in a physical web of netting. This is a Single-Target trapandwill affectthe closesttarget
to the contairer within its 5-foot radius. While trapped, the victim may not move, useweapons, or castspells
until they arefreed.They may speak,or acivate Magical items that aretouching their body. The victim may
be ait freewith a 1-minute count if they have natural we@onry. Also thosewith exceptional stremth may
break free with a ®ount. This reguires he «i | 1If-MutSie|l a t e ongth Bonust @hdhs tharaeter takes
4 Body damageby ripping free. Finally, if any charater trapped by the netan slowly wiggle and squirm
their way out of &\et Trap after one hour has passed.
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The container for this trapis a30 bic ubox and netting, woven rqe, or similar object. Settng off the trap
indicates theyare @ught. They donot actuallyhave to be in the phys-rep when te trap goes off. Net trgs
cost 12 prodiction points to prodice. If the trap goesoff, the Net tep is destroyed (aghe act of freeingthe
victim ruinsthetrap) but the triggerremains. If the trapis disamed, both the Nettrapandthe trigger remain.

Weapon

When triggered, the victim who se off the Weapa trap is struck for 4 times the base damage of the Weaponin

physical gmage.The container for aWeapontrapis a5" cubic box ard the Trap-Smith's weapn of choice.
Any non exotic weapon may be used in the trap so lonbeasdapon is properlyrepresented,both with an

appropriate weapon phys-rep and an appropriate weap@g.tA Wegpon trap costs 6 Trap Production Points
to creae. The cost of the weapno is not included inthe cost of the trap. AWegon trapis Sngle-Target, aad

will affect the dosesttargetto the containerwithin the 5-foot radius. Weapon trgps and triggers can bereset
and arenotdegroyed upon debnation.

Magical Scrolls

Createscroll (Productiorskill)
This ill allows acharactemwith some basics inMagic to create Mgical Scrolls
based orthe ells they possess. Tanake a Magical Scoll, a character needs to__Level

Scroll  Production
Cost

bealle to casthat specific spell from memory, via ancther scrol] or via a 1/ever 1 4
or 1/day magic item which casts the spell in questldsing a scroll destroys it in 2 4
the process wite using a magic item will consumecharge or per/day usélhe 3 8
costin PPto producethe saoll in question can befound in Chart 5.4. a 3
Please ate: the Create Solt Production skill is in no waylinked tothe Ritual 2 16
Magic Rules, and cannot be usedto createRitual Magic of any kind, nor exceed 6 16
Battle-Magic spells beyond level 9. The only pre-requisite for this skill is Read 7 32
Magic 8 32

g 64

(Chart 5.4)

Catalysts

Catalysts are usually mundane items that through some unknown process have transformed into the necessary
building blocks sought out by craftsmen and ritual casters alike. A Catalyst is any item wiSporit that,

for some reason, acquires thi@perties of a certain type of magic. These items are not magic by nature and

will not detect as so. There is great speculation on how Catalysts are created and no one theory is yet to be
proven true. Some items are unintentionally crafted as Catalsils, others seem to instantly transform

into Catalysts at random. Whether built as Catalysts or transformed randomly, two things are always present:
the Cataylst will always radiate a faint aura of colour, identifying the type of Catalyst it is afidathate a

seemingly random emotion. The range of this emotion is always touch.

There are 6 types of Catalysts that have been discovered. They are as follows:

Creation: White
Destruction: Black
Alternation: Red
Transmutation: Blue
Conjuration: Yellav
Discord: Purple

Creation, Destruction, Alternation, Transmutation, and Conjuration all act as necessary components to all
advanced crafts and rituals such as alchemical recipes, smithing blueprints, and ritual level spells. Most of
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these will require mltiple numbers of the same Catalyst type as well as multiple types. The final Catalyst,
Discord, is consideredild magic and when used, can cause chaotic effects, many times beneficial but many
times not.

The emotion radiating from the Catalyst hasknown effect or purpose. Its strength does not seem to bear
any correlation to the strength of the Catalyst nor
turned Catalyst might radiate great hatred or a hairpin might slightly radiate love.

A Catalyst, while powerful in use, is still just a normal item. It could be anything from expensive clay vase to
a dried piece of fruit. Destruction of the item also destroys the Catalyst. It is important to note that many
ti mes items <CLatalystd. Yher@ beenssdorbe o limit to what can or cannot become a Catalyst
so long as it does not possesSpirit. Even size does not seem to be a limitation. Magical items, rings, and
even houses have all been found to have become Catalystsicas®s instantly.

Finally, the use of a Catalyst in any recipe, blueprint or ritual will automatically consume both the item and
the Catalyst. This destruction trumps all other rules on rendered or indestructible items. Once used, even the
most legendar of items can become fuel for a craftsmen or mage.

Workshops

Workshops are the tools, devices, apparatus and supporting walls which allow craftsmen to create products en
masse or great masterpieces. Workshops are necessary for all advanced crdftimgrofal recipes and
legendary blueprints. Workshops come with slots for multiple uses, and come in various sizes. There are 4
different types of Workshops and any and all Production skills may be used in any Workshop of any size.
Any use of productiolincrease, either by the owner of the Workshop or a guest, will consume 1 slot. (See
Chart 5.5)

Size and Suggested PP Max Base
Type ) - o Slots Stolen?
Dimensions Multiplier PR/Person Cost
Fortable Large Trunk (25"Lx14"Wx16"H) X2 2 25 Yes 50
Maobile Small Wagon (7'Lx4"Wx4'H) %3 3 50 Yes 150
Fixed Cabin (15'L x 15"W x 10'H) x4 4 100 Mo 400
Factory Warehouse [100'Lx100"Wx3-'H) ®5 5 200 Mo 1000
(Chart 5.5)

Workshop rules

1) Owner of Workshop must be present at events to have Workshop used.

2) It takes 2 consecutive events for a Workshop to become attunedets awner. The new owner must
attend the 2 events.

3) Owner decides who benefits from the increased production,

4) All Workshops must be properly represented and properly sized.

5) Portable and Mobile Workshops can be stolen or destroyed.

6) Fixed and Faotry Workshops, once built, cannot be moved though they can be destroyed.

7) Destroying any Workshop requires one hour of roleplay and must be done in the presence of a Marshal.
8) Crafting of an Alchemical Recipe, A Blacksmithing Blueprint, or a Legenitizmy will take up 1 slot for
that month.

9) PP Increase is rounded down.

10) All Workshops are reset at the start of the next event the owner attends
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Chapter 6:COMBAT
& WEAPONS
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CombatRules

This sectiordeals specifically withthe technical aspeciof melee cabat in Underworld. If the combat rules
are bllowed poperly, combat will be as reastic and safe as pssble. Those who repeatedly ause hese
ruleswill be aked toleave the game.

The Swing

When swinging your weapon at an opponéstpultback should be between 45 and 90 degrees. This ensures
safe strikes that are still hard enough to feel. This also keeps the occurrence of wild swings down to a
minimum. As intimidating as it may be to flail around swinging your weapon like yosane kind of
blender, the look of shock and fear on your opponents face is probably-@frgaute reaction.

No boffer strike can hit the same location of the body twice in a row. Your strikes must hit different areas in
order to be considered valid danrag strikes. This is meant to slow combat, and to limit the amofint
machinegunning(swinging faster than damage can be called). This includesattaadks or any other forms

of attack.

Every time you swing a weapon in combat, you must call the weaparagk. For example if you are

swinging your Normal Long Sword, call out "2 Normal". The "Normal" may be changed depending on the

type of weapon you are wielding (E.g. Silver, Magic, etc.), or depending on certain Magical spells that can be

cast on you. Whe swinging certain special attacks you would say the damage after you are sure you have
struck your opponent (see skildl descriptions). The d
Please remember that a successful physical hit is detetrbinehe defender but can be overruled by a

Marshal.

Valid Striking Targets

Everywhere on the body is a valid striking point except the following areas: the head, neck, groin, and hands.
Packetdelivered attacks striking these areas do in fact countyéutould ask that you do not aim for them
(habitually or otherwise).

Strikes to the head, neck, hands, groin, and in the case of women, chest (despite it being a valid strike
location), do happen accidentally. Please do not make such strikes a habitlattmake you any friends.
Please contact a Marshal regarding any person who is habitually striking these areas

Hol ding and Trapping an Opponentds Weapon

Trapping an opponentodés weapon is a validnechdansmmck so | c
used,; not any part of your body. Whereas, grabbing an
part is not encouraged, but possible. Doing so will allow the attacking player to call out the weapons damage

in Body Points, repeatedlys dast as they can say it. It is not acceptable to use this as an offensive attack by

tangling your weapon in the arms or legs of an opponent for calling out Body damage. In such cases, the
defender may call a hold, untangle themselves from your weapwhs;ad a Layon to continue fighting

normally

Hand to Hand

Every character in Underworld has the ability to use any weapon in the Simple Weapons group that swings
for a base damage of 1. Every character in Underworld begins with the Simple Weaponrgraaumy a
character may use any simple weapon. If the character chooses to use hand to hand, they méyinge one
boffer (pipeless) phygep. If they have purchased ambidexterity they may use a second boffer of the same
sizeintheiroffn and. T hhea nfdbsodf faer rpartof the charattery aaddas such are not considered
weapons for the purposes of spells or skills. This damage may increase by purchasing weapon specializations
as with any other weapon skill.
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Shield Thresholds

There is a limit tchow much punishment a shield can take. Any single attack, of any type, that does more
damage than a shield's threshold, causes the shield to shatter. Wooden shields have a threshold of 10, iron
bound shields have a threshold of 20, and solid metal stial@sa threshold of 30.

Special Combat Note

Wi t hout a Mar shal present, it is always the casterods
always a defender's call whether a weapon strike hit. During an Underworld event, you may only use a

"boffer" weapon to engage in melee or ranged combat.

Red Armband Rule

Underworld LARP has diferentiateditself from other ganes in many ways. One of our most definihg
diff erencesis our Red Armband rule. Simply put, weaing ared arm bandmeansthatyou are ageeng to the
possibly ofgiving and receiing an additional level ophysicalcontact.lt is important to emember thatRed
Armbarding is part of the game to make things more fun by increasng the contact, not to give you an edgein
combat.

To become RedArmbandadive, a player MUST undergo a short training sessiorwith a Rules Marshalprior
to Red Amband combat. Newplayers to Uhderworld CANNOT bemme Red Amband actve wuntil they have
undergone saidraining sesxn AND played at least orngame.

It is important to note that you must assme all players areNOT Red Armband activainless you an
CLEARY seethat theyarewearingtheirs. If you cannot setheir ambandthen youMUST asume theyare
NOT RedArmbandactive. This rule holds true evenif you know the playerwasRed Armbandactiveearlier.
Playersmay, at any tine, even inthe middle of canbat, call a hold iad remove their Red Armband for any
reason.

Additional combat contact is eined asfoll ows:

Do's

1 Shoves ad pusing

1 Pickups

1  Short bouts of light wrestling ad tadkles

1 Gralbing, holds orbear hgs

9 Striking or pushing another red armbanded player with the surface of a shield (not the edge)
Don'ts

1 Exterded bouts of wrestling (bnger than 20 secads) Punches, kicks, gaiges, biting, scratcing
etc é Anything targeting the head or groin

Heavy hitting and hard tadles

Takedowns, leg sweeps, ard throws

Any contact in anunknown or poorly lit environment. Any pin, hold, or imb lock meant tocause
pain.

= =4 =

The Red Amband Rule is a prvilege, not aright. Any ShaperMarshal, orSafey Marshalmay, at any time,
strip anyplayerof their Red Armbandif theyfeel they areabusng or not properly following the rules. That
player maynat become Red\rmband active again wntil they have sp&en,with and proved themselves ajain,
to a member of Managenent. The purposeof the RedArmband is to add an aditional level of realismto the
game, nat to hurt people. Pleasedilow this rule responsibility and always err orthe sde of safety.

(Also Note: Rayers may be reguired to sign anadditional waiver tobecome Red\rmband active.)
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Damage and Attack Types
Damageis divided nto 5 distnct <types> thatare (and canbe deferded Ly):
1. Arcane (appropriate Racial Aility)
Arcane attacks areof a Divine / ultra powerful order which bypass alldefenses ecept Racial
Abilities
2. Elemental (appropriate Racial Aility, Elemental Shield, orDodge)
Elemental Attacksare attacksvhosepowercomes fromeneof the Elemental Planes. Angharacgr
thatis reduced to zeo Body Pants or lower, through Elemental damage, aitomatically skips their
fi Bl €mrd ond eatersdirectly intothe i r  fiCBuetadt h
3. Magic (appropriate Racial Aility, Shield Magic, AdvancedShield Magic, ReflectMagic, or Dodge)
Magical attaks stemfrom spells or abilities woven from the fabric of Magic.
4. Normal/Silver/Enchanted (appropriate Racial Ability, Magic Armour, Advanced Magic Armour,
Parry,or Dodge)
Attackscoming from weapons, rcks, clawsand dher physical sources.
5. Poison/Disease(apprgriate Racial Aility, Resist Tain or Dadge)
Non-magical attadks thatare Alcdhemical or infect the body.

Attack Typesare divided into 8distinct <types> thatare(and can bedefenced by):

1. Body (appropriate Racial Ability, Magic Awmour, Advanced Magic Armour,Parry, or Dodge)
Attackswhich bypassamour. Body damage interrupts spell incants, counted actions and any effect
requiring concentration. An interrupted action is considered to have failed.

2. Dark (appropriate Racial Aility, Shield Magic, AdvancedShield Magic, ReflectMagic, or Dodge)
Attackscoming from the Negative Plam These attackgo straightto Body.

3. Engulf (appropriate Racial Ability, Magic Amour, Advanced MagicArmour, Dodge)

Attacks represanting a creature being with the ability to swallow or consume the target in a single
attak. If this attackaffects a baracter, hey must follow the creature aund out-of-game urtil
freed.

4. Light (appropriate Racial Aility, Shield Magic, AdvancedShield Magic, ReflectMagic, or Dodge)
Attacks @ming fromthe Po#ive Plane. Tieseattacks gotsaight toBody.

5. Massive(appropriate Racial Aility)

Represnts an attackof overwhelming proportion. The attack isusually largein its areaof effect and
is also extrenely potent,in thatit cannotbe dodged, anicipated,or otherwise avoided. Any damage
incurred from a Massive attack affeck®tharmour and Body simultaneouly.

6. PowerWord (appropriateRacial Ability, Shield Magic, Advanced Sield Magic, or Reflect Magic)
There are 2 types dPowerWords: i P o wWorr dwiich affectsonly one taget (identified in
someway befordheattacktakes place),andfi P @wWVord Area-effedd which affeds everyone who
hearghedamagecall.

7. SpeltStrike (appropriate Racial Aility, Shield Magic, AdvancedShield Magic, Refled¢ Magic, or
Dodge)

Magical effets crameledthrough aweapon.

8. Surprise (appropriate Racial Aility, Magic Armour, Shield Magic, or Resist Tain if appropriate)
Attacks fr which there is no warning ard defengs which require a choice or prameditationcamot
beused.
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Damage Calls and Defense Calls
DamageCalls arecongructed asfollows: <attacktype>,<number& damagetype>,<effect>

Example 1: A5 Normalo (<atack type>: none, < number & damage type >: 5 Normal, <effect>: none)
Example 2: ASpell Strike Webo (<attack ype>: Spell sfike, <number & damage type>: none, <effect>:
Web)

Example 3: fiPower Word 5 Elemental Dra i n  U<atfadk type>: Power word, <number & damage
type>5 Elemental, <effect>:Drain Life)

Example 4:ASurprise2 0 Si | v<attak tgpe> rprise, <number & damagetype>: 20 Siver,
<effect>: Sp)

A cha r a c tbibty t0 deferad gainst an attacks dependant on their resisance to eacti wd t e r hie
damagecall, in order of its usage.

a) Can thecharacter dfend against the attack type>? Yes: attacks ignored

b) No: @n thecharaotr defend againstthe <damagetype> (and <damage#> for threshold purposes)>? Yes:
attackis ignored

¢) No: can the characér defend againstthe <effect>? Yes: attacks ignored

d) No: attaclkeffects character

In Example 1 A5 Normal&:

a) There is no <attackype> so wanove on to:

b) <Number & damagetype >. If the character has a defense toPhysical Attacks, the atck would be
deferded aganst. If the character had a Normal Threshdld of 5 or higher, the attackwould beignored. c)
There is no effect inhis damage call.

d) Ctherwisethe charactr is affected bythe attack.

In Example 2 fiSpell StrikeWebo:

a) If the character hasa defense agmst SpelStrikes the attackwould bedeferded agianst. If not;
b) Thereis no <Number & damagetype >, sowe moveon to:

c) If the character hasadefense agastWeb effects, e attack wald be deferded against. If not;
d) Thecharader isaffected by the attack.

In Example 3 iPowerWord 5 ElementaDrai n Li f e 0

a) If the character hasa defense agast PowetWords,the attackwould be dsfended against. If not;

b) <Number & damagetype>. If the charader hasa defense against Elemental fscks, the attack wold be
deferded agénst. If the character had an Elemental Threshold of 5 or higher, the attack wuld beignored. c)
If the character hasadefense agmst Dran Life effects,the attack wold bedeferdedagainstif not;

d) Thecharader isaffected by the attack.

In Example4:fi Su r ROSilveré&a o

a) If the character hasa defense agmst surprise atacks, the attack woulbe defended against. Ihot; b)
<Number & damagetype>. If the charader hasa defense against silver attackthe attackwould be dedrded
aganst. If the characterhad a Silver Threshold of 20 or higher, the attackwould beignored. c) If the character
hasadefense agmst $p effeds, he attack wald be defended against. If not;

d) Thecharader isaffected by the attack.

The only exception to this rule is attaks with the arcane <damage type>With such attacks, thecharader

must be ableto defend againstarcaie attacksin order to defend aganstit. All otherstepsin defending against
the attaclare ignored.
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Weapon Construction

Weagpons for Undemworld should be constucted to the size standrds put forth in the following chert. For
more details onhow to constiuct an Lhderworld Safe wepon, please starby visiting our website at

www.underworldlarp.ca

Overall
Blade/Head Length  Recommended Pipe
Weapon (MIN/MAX)  (MIN/MAX)  Diameter (Core) Weapon Damage
Simple Weapons
Dagger/Knife 6/9 12/16 0.5" CPVC 1
2-Handed Staff -/- 54/72 1.25" CPVC r 1
1200cu Inch Open i
Club/Mace Cell Foam 24/30 75" CPVC 1
Thrown Weapon/Fist 6/8 8/12 Coreless r 1
Medium Weapons
Long Sword/Scimitar 22/32 30/40 75" CPVC 2
1200cu Inch Open i
Mace/Hammer 24/30 75" CPVC 2
Cell Foam
1-Handed Spear 10/14 30/50 15"ceve [ 2
Short Sword 16/22 2430 75" CPVC r 2
1-Handed Axe " 12718 24/30 7sceve [ 2
Javelin - 24/36 r 2
Arrow 3/5 - - 2Body
Claw 16/22 22/28 75" CPVC r 2
Large Weapons
2-Handed Great Sword 44/58 56/72 1" CPVC 4
2-Handed Polearm 16/20 60/72 1" CPVC r 4
2-Handed Axe 18/24 40/48 1" CPVC r 4
Bolt (2 Handed Crossbow) 3/5 - 4Body
r
2-Handed Club/Mace 2040cu Inch Open 40/48 1" CPVC 4
Cell Foam
Exotic Weapons
stilleto -/6 6/10 Coreless 1Body
2-Handed Spear/Trident r 12/16 60/72 1.25" CPVC 2Body
r
2-Handed Maul 4080cu Inch Open 60/- 1.5" CPVC 5
Cell Foam
1 or 2 Hand Bastard Sword 2844 50/56 1" CPVC 2(1H) / 4{2H)
Garrotte -/- -/- .
(Chart 6.1)
i ttlie easiestoworkwith andwond t \werg rauth.

BLACK =Weapon Blak (Alchamical)
SILVER /GREY = Normal
BLUE = Psonic

RED = Naura Weapary and Hand to Hand
WHITE or awhite stripeto any of theabove = Magic versin of the above

Shield construction

All shields must aide by the following restrictons:

A shield may not lave any one dimensionlonger than 4.
A shield may not tave more than 10 squarefeet of sirfaceareaon one side.
A max size rectagle shield will be 4' x 2' 6", anda max size ciralar shield will be 3' 6.5" acioss. A bukler

may not belarger than 15"in diameter.

Any weapon that passes ey
safety standardxceptthe thrusting
tip inspection, may beisedas a
O6No Thrust o
weaponsmust have a yellow band
of tape no less than 1 inch wide
within 6 inches of the tip. Any
thrust attacks made with a no thrust
weapon, willnot be considered a
legal swing and will have no 4in
game effect. Any repeated
incidence of using a nthrust
weapon to thrust will result in the
weapon being confiscated until the
end of the game and possibly the
ejection of the offending player
from thegame. In general, this rule
is reserved for latex weapons.

Colours for Boffer Weapons

The olours listedbelow arewhat
the boffer wegon will represent to
players. Plese note that thes
colours can be from the following
(but not solely restricted @,
pending a wegoon safety Marsal's
approval): Duct Tape, Sword 8ck,
Cloth Tape, Latex Pat.

If this is your firsttime constructing
wegons, pleaseuse Duct Tape as

All shieldsmust have athin layer ofpaddingcovering the front or stiiking surface. All elgesmust becovered
in at least Yafoam piping. Although,%2" is preferred

Every shield will be evaluated br safety ora caséy casebasis.

~ 78 ~

weapon.

Al


http://www.underworldlarp.ca/

Chapter 7.
ARMOUR

~ 79 ~






























































































































