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Dgonz cff Woris

The history of the Lost Coast is all but forgott&€here are few natives of the land, and fewer efith
remember anything but the most recent past. But gharacter's story does not start on the Lost{Coas
Dozens of people, plucked from their native wollgsan unseen magical force, find themselves
stranded on the near-desolate Lost Coast. Whatieedristory of the characters, the Lost Coast v& no
their home.



Gamz Ruizfs

THe CounciL

The Council is a group of dedicated players whdagoer the tasks required to keep Lost Coast LARP
running: creating and editing rules, facilitatitng telection of Marshals, and managing the treasudy
item stores.

HoLbp

This is considered one of the most important rafake game. Ianyoneg at any time, calls "Hold," all
players must stop whatever they are doing, and arope knee, if possible. Calling a Hold is
discouraged for all but the most pressing mat#spgropriate times to call a Hold are if a player is
injured, someone drops their glasses, there isputé about the rules that must be settled by a
Marshal, or fighting has moved into dangerous teridais not allowed to call a Hold just to giveyr
character an advantage, or for other frivolousoess

ALcoHoL , Drucs aAND ToBacco

At all combat events, alcohol and drugs are syricitbidden. Medical marijuana is classified asagd
and is, therefor, not permitted. Alcohol may bewakd at certain social events, but proof of age is
required. Tobacco use is permitted, but respeatfalwill be enforced. This means that tobacco
smokers should be aware of whether those aroumd thied the smoke or not. Proper disposal of butts
is enforced. Period smoking (pipes, hand-rolled@ges, etc.) is encouraged, but commercial
cigarettes are not restricted.

OuTt-0F-CHARACTER

From the start to the end of an event, all plagaauld be in-character nearly all of the timesit i
permissible to go out-of-character (OOC) at anyetifvut the player should have a good reason, such
as going to use the restroom. Going OOC in the laidfibattle to avoid having your character be
injured is not allowed. Players signify they are ©By placing a fist or a weapon on top of theirchea

M ARSHALS

At every event, there will be at least one desigahaiut-of-character Marshal at all times. This Mats
will facilitate various in-game actions, as wellsedtling rules debates throughout the game. Anyone
may ask an in-character Marshal (players that happée Marshals at other times, but are not
designated Marshals for the event) for help, batguably players should go to the designated Mérsha
A designated Marshal receives double XP for theeve



CHARACTER SHEETS

At a character's creation, the player will be gigecharacter sheet for that character. The characte
sheet details the character's stats, such adesyibkills, and spells possessed by the char&iteyers
will always carry their character sheets duringntésein order to more easily settle out-of-chanacte
disputes. The character sheets will be checkeddouracy at the beginning of the event by a Marshal

PHys-Reps

Short for "physical representations.” Certain &b#i or skills require that the character possass a
appropriate phys-rep, such as the Surgeon skilGiwtequires a phys-rep medical kit. The player
should make an attempt at creating a reasonaldarfée of the item being represented.

NoN-CoMBATANTS

A player may register as a non-combatant with aski@rat the start of an event. The Marshal wilhthe
inform all of the other members of the event. Tba-sombatant must wear a white band somewhere
visible on their person (tied on the upper armuatbhead, etc.) The player must remain a non-
combatant for the rest of the event. Non-combatanatg not, at any time during the event, handle a
weapon, or use any Offensive or Offensive Sorcpefl.sThey are allowed to use Sorcery spells. To
kill a non-combatant, a player must touch him vattwveapon and declare "Kill", and the non-
combatant will enter the Dying state. Non-combatanay flee for their lives, if they wish.

W EAPON | NSPECTION

The first time a player brings any given weapoarnavent, it must be checked for safety by a Mdrsha
If the weapon passes, it will be tagged as suctgif@ such tags is strictly against the rules. Véeap
that do not pass a safety inspection are not atlavethe playing field at any time. Weapons will be
periodically re-checked by a Marshal to check fetedoration, but a player should always be awére o
whether or not his weapon is safe to fight with.

GRAPPLING

Grappling (attempting to physically restrain anotblayer) of any kind is strictly disallowed.



PuNisHMENT GUIDELINES

There are no specific punishments for certain atfoas of the rules; rather, the decision is leftite
Marshal's judgment. Any player that feels he orlsfereceived unfair punishment may make an
appeal to the Council. Possible punishments foaking the rules of the game or cheating include:

* Not gaining XP for the event

* Dismissal from the event

* Fine of in-game currency or items

» Forced Non-Combatant status

» Suspension/Severance of a character
* Banning from Lost Coast LARP

For all but the most serious offenses, warningsalways be given out before punishment is enacted.



Craracazr CREATION

» Character sheets should be submitteizazel or bobnovaon the Lost Coast LARP forum. (Located
at http://www.lostcoastlarp.com/forum)

 Every character starts with 10 CXP (Creation elpee Points) to spend at creation.

* There is a character trial period of 3 eventstdJihe start of a character's 4th event, the playay
completely re-spend the character's points, inoithe points gained from the events the character
attended. The character's race may be changethéoptayer should consider a different name and
background in this case. After the trial periody anspent CXP is lost, but may be exchanged far coi
at a rate of 1a/5p per CXP point (see the Moneggaetor more information on coinage).

A player may have a maximum of 4 characters wpitiame.

CRrEATION PrROCESS

1. CHoose A Race

If the character is human, you may skip this stiepot, refer to the Racial Abilities and Flaws seo
for a list of available racial abilities. A characimay spend up to 3 CXP on Racial Abilities. A
character may not buy any Racial Ability after tiea

2. CHoOSE ABILITIES AND KILLS
This system does not use character classes, sthargcter may choose freely from the Abilities and
Skills list.

M Acic
Note that a character may only buy the 1st cir€leny college of magic at creation. The
character may, if they wish, buy the 1st circlenmafre than one college.

3. CHoosE StarRTING EqQuiPMENT

A character may start with any weapons and/or atiretrhe could reasonably carry. This is
determined by the Equipment Marshal. The playeukhexercise his own judgment when determining
starting equipment (a suit of full plate and a lemgprd would be acceptable, three suits of plateaan
tent would not). A character may not start with amgame item except for weapons and armor (he
may not, for instance, start with potions). Foisadf available equipment, see the Equipment gecti

STARTING MONEY

A character receives 1g as starting money. If thgep possesses plastic crowns from the
previous system, he may opt to trade those inratieaof 1p per plastic crown (if the player
receives payment for plastic crowns, he does nottpa starting 19).



4. CrReaTeE A NAME AND BACKSTORY

No character will be approved that has a well-kndwatorical or legendary name. Please note that all
characters are non-native to the current settiogr gharacter will have been brought to the Losasto
by some unseen magical force. Your character mayriagive of a world of your own creation, or
simply from a generic fantasy setting. However,rychiaracter's world may not be based on any piece
of published fiction, and must be in a generallpswand-sorcery time period (no characters with
lasers from the future).

* A character may receive from 1 to 3 XP for sultimgt a written backstory to the Council along with
his character sheet.

ADVANCEMENT

Each day of an event attended by a player earn®hhmer 1 experience point. Hosting an event or
being the designated out-of-character Marshal ikhwd experience points per day, and attending four
trainings is worth 1 experience point. These pogats then be spent on new abilities, skills, or imag



Raciar Peszscizs axp F1aws

* A character may spend no more than 3 CXP on RAbidties. If a character has any Racial Ability,
the character must have some distinguishing réeslire garb, such as pointed ears, colored skin,
horns, etc. The racial feature is up to the playet all racial features are subject to Councilrapal.

* Some Racial Abilities require that "Flaw Poinistist be spent. These points must be spent on a
Racial Flaw. Different Flaws are worth differentioers of Flaw Points, and the character may mix
and match with Flaw Points. For instance, if tharelster has 3 Flaw Points, the character may chose
to take one Level 3 Flaw, one Level 2 and one Lévelaw, or three level 1 Flaws. However, all Flaw
Points must be spent.

RaciaL ABILITIES

Accelerated Metabolism

Cost: 1 point

Flaw Points: 0

Effect: The count for the effect of any ingested substambalved. Poisons will only affect the
character for half as long, but Deadly Poisons watike as fast. Additionally, all Potions work twic
as fast, regardless of whether or not their effactsbeneficial (meaning that a Potion which nolynal
has a duration of 1 hour now only has a duratioBofminutes).

Acute Sight

Cost: 2 points

Flaw Points: 0

Effect: Allows the character to see any Vanished persomed as to see items that have been
Cloaked.

Acute Smell

Cost: 1 point

Flaw Points: 0

Effect: Can detect if a person is Plagued, at a rangbaftal foot. Can detect Vanished people, but
not their specific location. They are able to fallthe Vanished person at a range of about 10 feet.

Acute Taste

Cost: 1 point

Flaw Points: 1

Effect: The character may taste a small amount of foattiok, and be able to tell if it is Poisoned or
not (by checking the bottom of the vessel for Poigms). The character is unaffected by the Po&®n,
long as no large amount of the Poisoned comessildensumed. The character may identify the type
of Poison only if he has the Alchemist skill.



I nnate Spell 1

Cost: 1-3 points

Flaw Points: 1-3

Effect: The character may innately know any spell up tbcrcle. The cost and Flaw Points depend
on the spell's circle. For any Missile spells, pteeyer must use a unique spell packet, and mayusdy
that spell packet for the Innate Spell (and mayuset any other packets for the Innate Spell). Pled s
packet should be the color of the school the sptings to, and be markedly unique in some fashion
(colored streamers are suggested).

| nnate Spell 2

Cost: 2-3 points

Flaw Points: 2-3

Effect: The character innately knows any spell up to 2rde; and the spell functions as if under the
effects of Arcane Voice, Concentration, and StdlsC 1st circle spells cost 2 points and 2 Flam3oi
2nd circle spells cost 3 points and 3 Flaw Poirts.any Missile spells, the player must use a uniqu
spell packet, and may only use that spell packhfernnate Ability (and may not use any other p&ke
for the Innate Ability). The spell packet shouldthe color of the school the spell belongs to, lbed
markedly unique in some fashion (colored strearasrsuggested).

Iron Stamina

Cost: 2 points

Flaw Points: 2

Effect: While Dying, the character can crawl very slowlfis allows the character to move around in-
game, as well as allowing the character to esddpgimg at the end of an event. At the next evérg,
character may appear, Alive and cured of any Statiests. This ability does not affect the charadte

in the Dead state.

Latent Magic

Cost: 1 point

Flaw Points: 0

Effect: The 1st circle of any one college of magic onlgted. XP. This ability may only be taken
once.

Magic | mmunity

Cost: 3 points

Flaw Points: 3

Effect: The character is completely immune to one schbolagic of the player's choice. This ability
only protects up to 4th circle spells. 5th cirghelés will still effect the character.

Natural Affinity

Cost: 1 point

Flaw Points: 0

Effect: Reduces the cost of any ability or skill by 2 gsirThe ability or skill being reduced must cost
at least 2 points (one cannot gain points with albigity). This ability may only be taken once.



Natural Armour 1

Cost: 2 points

Flaw Points: 2

Effect: Provides 1 point of armor, similar to Toughnesss(renewed with healing, not Mend Item).
However, unlike Toughness, Natural Armor defendsiregl magical attacks, as well as physical.
Natural Armor may also be healed with the Surgeskil2

Natural Armour 2

Cost: 3 points

Flaw Points: 3

Effect: Provides 2 points of armor, similar to Toughnetss fenewed with healing, not Mend Item).
However, unlike Toughness, Natural Armor defendsiregl magical attacks, as well as physical.
Natural Armor may also be healed with the Surgeskil2

Natural Weapon

Cost: 1 point

Flaw Points: 1

Effect. A weapon that cannot be removed from the charadtedy. The weapon must be under 18
inches. This weapon can be Shattered, but the weapy be fixed with some form of healing, rather
than Mend Item. A Natural Weapon may also be healddthe Surgeon 2 skill. Natural Weapons
may be enchanted by magic, as per normal weapons.

Poison Resistance

Cost: 2 points

Flaw Points: 1

Effect. Poison only effects the character for half as Idgadly Poisons take twice as long to act.

Rapid Healing

Cost: 2 points

Flaw Points: 1

Effect: The character goes from Dying to Unconscious 10@ count.



RaciaL FLaws

Frail Metabolism

Flaw Level: 1

Effect: Poisons affect the character for twice the norcoaint, and Deadly Poisons consume the
character in half the normal count.

Peculiar Anatomy

Flaw Level: 1

Effect: The Surgeon and Diagnostician skills take twiertbrmal count to use on the character, due
to strange placement of key organs.

Mute

Flaw Level: 3

Effect: The character may not speak, except for monosglgoints. This also means the character
may not cast spells.

Sickly
Flaw Level: 1
Effect: Plague kills the character in half the normal ¢doun

A Note on Vulnerabilities

If a character is struck by a weapon made of atanbs he is Vulnerable to (such as silver), or a
weapon possessing the effect of a substance haneMble to (a weapon with a Flame Blade spell),
the character will be Dead immediately. Generahg,instant Death applies if the character is agur

by the substance he is Vulnerable to. However,aiBstouching the substance with bare skin wilt no
kill him instantly, but will after a 5 count. Fanstance, if a character has a Common Vulneraldity
wood, brushing a bare elbow against a wooden taitl@ot mean the character is Dead, but leaning
against a wooden table for a 5 count or more wdtilothing protects against touching substances, but
only armor protects against being struck by sushlestance. Note that since Natural Armor (as veell a
the Toughness ability) is still part of the chaeactt offers no protection against Vulnerabilities

Vulnerability, Rare

Flaw Level: 1

Effect: The character will be Dead if injured or touchgdalRare substance. Rare substances include
silver or a certain Alchemical Brew. The substatieecharacter is vulnerable to must be approved by
the Council.

Vulnerability, Uncommon

Flaw Level: 2

Effect: The character will be Dead if injured or touchgdablUncommon substance. Uncommon
substances include cold-iron or a college of mafge substance the character is vulnerable to baust
approved by the Council.

-10-



Vulnerability, Common

Flaw Level: 3

Effect: The character will be Dead if injured or touchgdabCommon substance. Common substances
include wood, metal or all Alchemical Brews. Théstance the character is vulnerable to must be
approved by the Council.

CRreaTING FLAwS

There are many Flaws possible in this system,tbwould be difficult to include them all. Howevar,
a player has an idea for a unique Flaw that heegish give his character, that Flaw should be tgent
the Council. If the Flaw is reasonable, it will @ssigned a level, and the player will be allowedite
it to his character.

-11-



Hypran

"Undead" is a template that confers certain abgitand flaws. The Undead template may theoretically
be applied to any creature. However, an Undeadanbyuse the following abilities and skills (if
previously possessed by the living creature):

* Fortunate

* Toughness

* Strength

* All Weapon skills
* All Combat skills

Note that Undead camot use any magic.

| MMUNITIES

Undead are immune to Slashing and Piercing Dansages they do not rely on blood or vital organs
to live. Undead are immune to the Necromantic spafithering Touch, Touch of Death, and Drain
Life. Undead are unaffected by Poisons. Undead Imeaye carriers of Plague, but it does not kill
them. All Mensomantic spells are ineffective agaloisdead.

FLaws

The Ecomantic spells Heal, Blessing of Purity, Regurrection do not function on Undead. Undead
creatures must be healed by alternative methods.

DvinG

When an Undead creature takes standard damagay ibendisabled as normal (put into the Dying
stage). It may also have its limbs severed as Hottoavever, an Undead may only be put in the Dead
stage under certain circumstances. Many Undead da&\tgnerability, such as a Revenant's
Vulnerability to fire. If an Undead takes damagenira substance to which it is Vulnerable, it wél b
Dead, as normal. Some Undead, such as Vampires,rhaxe specific weaknesses that put them in the
Dead state.

V AMPIRES

Vampires are related to Undead, but are not prgdise same. It is possible for a player to hawe hi
character become a vampire during play. Playetsatigainterested in playing vampires should contact
the Council. Vampires' abilities and flaws are gafig secret, known only to the vampire himself.
Clever players may figure out the weaknesses ainapire.

-12-



DBILITIES DND HEILLS

At this point in time, there is no mechanical diffiece between abilities and skills. However, tragni
for skills may be implemented at a later date. Aasticular ability or skill may be bought only once
unless otherwise stated.

Use

How often a particular ability or skill may be usgepends on its Use.

UNLIMITED

The ability or skill may be used as often as ttay@t wishes, limited only by the count (if any)
required for the ability or skKill.

Once Per ComeaTt

Any ability or skill that is "once per combat" recps a recharge time of a 60 count. The count céy o
be made if the character is not involved in comBaly combat action taken by the character will
restart the count. This includes dodging projestile

OncEe Per Day

The ability or skill may be used once per day ef ¢vent, resetting at sunrise.

-13-



ABILITIES

Abilities are special talents your character hdmeylare not trained by anyone, they are simply an
attribute of your character.

GENERAL ABILITIES

Fortunate

Cost: 3 points

Prerequisite: None

Use: Special

Material Component: None

Effect: In exchange for sacrificing all experience earaeer the course of an event, a character left for
Dead miraculously returns, unharmed, at the nesihieof their choosing. Status Effects, such as
Poison and Plague, are also lost when this is darteghe character must be Dead to lose them. The
character's corpse must be unmolested for thigyatmlwork (not in the custody of another player,
bound in some way).

Mental Discipline

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: The character chooses a mantra of at least filab$gs to repeat. As long as he repeats it, he is
immune to both Psychic Interrogation spells, ad a®the Hypnotize spell.

Reflexes

Cost: 4 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: When struck on the arms, from elbows to handiegs, from knees to feet, by a projectile
attack (spell packets, boulders, arrows, etc) aader may declare "Reflexes!" to avoid effects and
damage. He must do so immediately, as with armateption, or the ability does not function. A
weapon's special effects, such as Poison, do femttaf character who uses Reflexes, since thekattac
never landed.

Toughness

Cost: 3 points

Prerequisite: None

Use: Special

Material Component: None

Effect: Toughness grants a character 1 point of armoriwtan only be used against non-magical
attacks, used by calling "Toughness!". A charactay not call Toughness if he still possesses any
physical armor points, or points of Natural ArmAfter a character uses Toughness, he may use it
again if he is healed by a Heal spell, Health Potiothe Surgeon 2 skill.

-14-



Strength

Cost: 6 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: This ability allows a character to wield a Two-ldad weapon in one hand, to carry two bodies
at a walk or one body at a run, and to use Sh&ttéee and Stun Strike.

-15-



CowmBAT ABILITIES

Deflect Missile

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: Normally, only weapons or shields may deflect miessand limbs used to block such attacks
will still take damage. However, with this abilityye character may deflect or catch any mundane
(non-magical) missile, such as an arrow, with lbemeds. A character with the appropriate Weapon
skill may throw the missile back at the attackehe wishes (note that arrows may not be thrown).

Shatter Strike

Cost: 3 points

Prerequisite: Strength

Use: Once per combat

Material Component: Blunt weapon

Effect: When using a blunt weapon, the character may Shkitter Strike!,” strike an opponent's
weapon or shield, and destroy it. The weapon @idmhay be repaired with the skill Mend Item. This
ability may be bought multiple times, allowing omere use of Shatter Strike per combat for each
purchase. In addition to shattering weapons areldshiShatter Strike may be used to break open any
locked containers. For this action, a Marshal nbespresent, who will provide a key. Shattering a
container, however, will destroy all Alchemical Bre (and other fragile items, by Marshal's rule)
inside, which may in turn ruin all Spell Scrolléthe container is trapped, the trap will automeltic

be set off, damaging the player who Shattered dnéamer.

Stun Strike

Cost: 3 points

Prerequisite: Strength

Use: Once per combat

Material Component: Blunt weapon

Effect: When using a blunt weapon, the character may'8alin Strike!" and if they score a strike on
an unarmored part of their opponent, the opporgestawed for a 10 count (the player who performs
the Stun Strike keeps count). This ability may badht multiple times, allowing one more use of Stun
Strike per combat for each purchase. A successim Strike does not deal any actual damage to the
target.

-16-



SUBTERFUGE ABILITIES

Cloak

Cost: 6 points

Prerequisite: None

Use: Special

Material Component: Item to be cloaked, and a "Cloaked" item card

Effect. Cloak may only affect 1 item. To affect anothentt the ability may be purchased again for the
same cost. When an item is cloaked, it cannot e bg anyone besides the character who set the
cloak, and characters with the Acute Sight. Themoi limit to the amount of times this can be used,
the character may cloak and uncloak at their leisGtoaking does not dissipate with the Cloaking
character's death.

Feign Death

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: With this ability, a character can actually cohtheir heartbeat and breathing, so as to appear
Dead. When their pulse is checked by another cterésee the Game Mechanics section), the
character feigning must answer “Dead”, allowing tharacter checking them to believe he is Dead.
Feign Death takes a 10 count to activate, and@0t to deactivate, during which the person feigni
death can do nothing. If either count is interrdptee character may restart the count.

-17-



M acic ABILITIES

Arcane Voice

Cost: 2 points + spell's circle

Prerequisite: The spell to be effected

Use: Unlimited

Material Component: None

Effect: This ability costs 2 points plus the circle of #pell to be effected (d°%ircle spell would cost
5 points). A character may buy this ability for aspell he chooses. For that particular spell, the
character does not have to spend time saying #lksspvocation, but may just shout the name ef th
spell. This ability may be bought multiple times.

Battle Mage

Cost: 5 points

Prerequisite: 1* circle of any college of magic

Use: Unlimited

Material Component: None

Effect: The character has become adept at casting spgll®me hand, and may hold any item in one
hand while casting.

Concentration

Cost: 4 points

Prerequisite: 1° circle of any college of magic

Use: Unlimited

Material Component: None

Effect: The player may walk while casting, and any spafi be cast and held for up to a 30 count
(after which it fizzles out). Being damaged whiesting no longer interrupts the spell.

Still Cast

Cost: 3 points

Prerequisite: Battle Mage

Use: Unlimited

Material Component: None

Effect: Somatic components (hand gestures) for spella@tenger required. This ability allows a
character to cast while Paralyzed, or bound in seae

-18-



SiLLs

Skills represent special knowledge your charaabssesses. They were either taught to your chayacter
or learned without a guide.

GENERAL &iILLS

Diagnostician 1

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Medkit phys-rep

Effect: The diagnostician must examine the person in gurekir a 30 count. The subject must remain
relatively still (they cannot be running aroundjtek that, the diagnostician may ask the player the
following questions. The questions are consider&CQand the subject must answer truthfully.

* "Are you currently Alive, Unconscious, Dying, bead?"

* "Where are you injured?"

* "What is the nature of the injury?" (Piercingaghing, burn, frostbite, etc.)
« "Are you under the effects of Plague?"

* "Are you under the effects of an Alchemical Bréw?

(Note that a diagnostician can determine what tfp&lchemical Brew the subject is under the effect
of IF the diagnostician possesses the Alchemisit)ski

Diagnostician 2

Cost: 4 points

Prerequisite: Diagnostician 1

Use: Unlimited

Material Component: Medkit phys-rep

Effect. After the diagnostician examines any creatureafé® count, the player may ask the creature
what its Vulnerabilities are. This question is ddesed OOC, and the creature must answer truthfully
The creature must provide the full list of its Veitabilities.

Handle Poison

Cost: 3 points

Prerequisite: None

Use: Unlimited

Material Component: Poison, weapon

Effect: This skill allows the character to coat a weapdth any Poison. A Poisoned weapon is
denoted with a green sock, bearing the tag fronPthison.

-19-



Mend Item

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Tool Kit

Effect: With a 50 count, the character can repair one weapne item or 1 point of armor. The armor
may not be on someone's body while it is being Mend

Merchant

Cost: 3 points

Prerequisite: Any Production skill

Use: Special

Material Component: Wares to sell

Effect: A character may sell any item he produces to piltdic.” In effect, this means that the player
presents his item to the Council, it will be appeal, and the character will be given coinage in
exchange for the item. The item will almost alwagsbought, unless it is of exceptionally poor gyali
The character is limited to earning 1@/5p per month

Surgeon 1

Cost: 3 points

Prerequisite: Diagnostician 1

Use: Unlimited

Material Component: Medkit phys-rep

Effect: The surgeon may rouse any character from the Wotous state in a 10 count. The surgeon
may also heal disabled limbs in 100 count (buttaro damage). If a character suffers a severdal lim
the surgeon may reattach it in a 100 count. Howeflerlimb will still be disabled, and cannot be
healed by the Surgeon skill. After a severed lirab been reattached, it requires a Heal spell, Reviv
spell, or some other form of healing magic.

Surgeon 2

Cost: 3 points

Prerequisite: Surgeon 1

Use: Unlimited

Material Component: Medkit phys-rep

Effect: The surgeon may stabilize Dying characters in@cunt. Once stabilized, the character will
be put in the Unconscious state for a 100 courth{gatpoint, the character does not require the
surgeon's assistance). After the 100 count in Uswionsness, the character will be in the Aliveestat
Any limb damage will be retained. Additionally, teergeon may repair 1 point of Natural Armor, 1
Natural Weapon or Toughness in a 100 count, provitehas spent a 30 count examining the creature
in question with the Diagnostician 1 skill.
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WEaPON &iLLS

Small Swords

Cost: 1 point

Damage Type:Slashing

Weapon Description: Allows the use of any One-Handed weapon compragddndle and a blade.
The entire blade may be used as a striking surface.

Small Axes

Cost: 1 point

Damage Type:Slashing

Weapon Description: Allows the use of any One-Handed weapon compiidédndle and an axe
head. The handle must comprise at least two-tlofdse weapon.

Small Bludgeoning

Cost: 1 point

Damage Type:Bludgeoning

Weapon Description: Allows the use of any One-Handed weapon compiasddndle and a rounded
striking surface. The handle must comprise at Ieestthirds of the weapon.

Large Swords

Cost: 1 point

Damage Type:Slashing

Weapon Description: Allows the use of any Hand-and-a-Half or Two-Hasheeeapon comprised of
handle and a blade. The entire blade may be usadtaging surface.

Large Axes

Cost: 1 point

Damage Type:Slashing

Weapon Description: Allows the use of any Hand-and-a-Half or Two-Hasheeeapon comprised of
handle and an axe head. The handle must comprisasattwo-thirds of the weapon.

Large Bludgeoning

Cost: 1 point

Damage Type:Bludgeoning

Weapon Description: Allows the use of any Hand-and-a-Half or Two-Hasheeeapon comprised of
handle and a rounded striking surface. The handk& comprise at least two-thirds of the weapon.

Polearms

Cost: 2 points

Damage Type:Piercing/Slashing

Weapon Description: Allows the use of any Polearm-type weapon. Thelleamust comprise at least
one-fourth of the weapon. Polearms do Piercing dgmwath a thrust, and Slashing damage with a
swing. Polearms are considered two-handed weapons.
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Spears

Cost: 1 point

Damage Type:Piercing

Weapon Description: Allows the use of any Spear-type weapon. The &#&pmust comprise a
relatively short portion of the weapon. Spears mrly be thrust: any swung strike with a spear does
no damage. Spears are considered two-handed weapons

Bows

Cost: 1 point

Damage Type:Piercing

Weapon Description: All standard bows, as well as crossbows. The bastriave a draw weight of
30 pounds or less.

Small Throwing Weapons

Cost: 2 points

Damage Type:Varies

Weapon Description: The weapon must be 18" or under . Small Throwin@gpéas do not affect
Light or Medium armor, even if the armor is broken.

Large Throwing Weapons

Cost: 2 points

Damage Type:Varies

Weapon Description: The weapon must be over 18". Damages armor nornMiy have small core,
if inspected by the Council.

Unconventional Weapons

Cost: 3 points

Prerequisite: Weapon skill corresponding to the general charatites of the unconventional weapon
(for example, a double-bladed sword would requieeltarge Swords skill as well as this skill)
Damage Type:Varies

Weapon Description: Allows the character to use weapons that do notfaer other categories.
These include double-ended weapons and weaponsigkible section (such as flails).
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ComBAT &ILLS

Armor, Light

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Armor

Effect: Allows the character to wear any light armor, sasheather or thickly padded cloth. Provides
1 point of armor.

Armor, Medium

Cost: 4 points

Prerequisite: Light Armor

Use: Unlimited

Material Component: Armor

Effect: Allows the character to wear any medium armorhsagchainmail or boiled leather. Provides
2 points of armor.

Armor, Heavy

Cost: 6 points

Prerequisite: Medium Armor

Use: Unlimited

Material Component: Armor

Effect: Allows the character to wear any heavy armor, aighcalemail or platemail. Provides 3 points
of armor.

Shields

Cost: 1 point

Prerequisite: None

Use: Unlimited

Material Component: Shield

Effect: Allows the character to use any shield. All shéedde impervious to most forms of mundane
damage.

Spear and Shield

Cost: 2 points

Prerequisite: Spears and Shields skills

Use: Unlimited

Material Component: None

Effect: Allows the character to fight with a (normally tdr@anded) spear in one hand, and a shield in
the other.
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Two Weapon Fighting

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: None

Effect: Gives the character the ability to fight with tweapons at a time. However, the weapons must
be of the same type, e.g. two Small Swords, twgéa#xes, etc. Both weapons must be One-Handed,
unless the character possesses Strength.

Two Weapon Unconventional

Cost: 2 points

Prerequisite: Two Weapon Fighting

Use: Unlimited

Material Component: None

Effect: This ability allows the character to wield any tweapons at a time, regardless of the weapon
types. The character must still possess the apptepweapon skill for any weapon he uses.
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SUBTERFUGE &ILLS

Disable Device

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Trap disabling tools

Effect: This allows the character to attempt to disarmtaayy. This may involve cutting a trip line,
removing the damaging portion, or some other metifatisabling the trap. The player should refrain
from damaging major trap components. A charactérowmi this skill may not attempt to disable a trap,
but must simply attempt to avoid it.

Forgery

Cost: 4 points

Prerequisite: None

Use: Unlimited

Material Component: Document to be forged

Effect: This ability is an out of character ability. Theew must make the document in question, and
then bring it to the person whose signature ortbegl are "forging”. That person must apply their
signature out of character, but for in characteppses, it is a forgery and only the forger knoks.t
Marshal approval is required for the use of thifl.sk

Killing Strike

Cost: 6 points

Prerequisite: None

Use: Unlimited

Material Component: Dagger

Effect: The character, armed with a dagger, may instamittyhis target into the Dead state with a
single strike (bypassing Dying status), so long aseets the following requirements:

« Strike must be a killing blow (a strike that wdulormally put the victim in the Dying state).
« Strike must be made on unarmored part of body.
« Strike must be made with a dagger class weapon.

Note that this ability bypasses Toughness and dbArmor.

Pick Lock

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Lock picks

Effect: This allows a character to attempt to pick ankloc
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Pepper Bomb

Cost: 6 points

Prerequisite: None

Use: Unlimited

Material Component: A gray packet marked as a Pepper Bomb

Effect: The Pepper Bomb causes Blindness for a 5 coudtfumctions like an Offensive Sorcery
spell. A Pepper Bomb is used up once it is thraawen if it does not contact anyone. Per buy of this
skill, the character can make up to 2 Pepper Bgmbgvent. A Marshal will facilitate the handingt ou
of Pepper Bomb packets.

Set Noise Trap

Cost: 2 points

Prerequisite: None

Use: Unlimited

Material Component: Trap materials

Effect: This skill allows the character to create andasibise Trap, which consists of an activation
mechanism, and a noise-maker (bells, party-pompey, The player must provide his own trap
materials, which must be checked by a Marshal.

Set Swinging Weapon Trap

Cost: 3 points

Prerequisite: Set Noise Trap

Use: Unlimited

Material Component: Trap materials

Effect: This skill allows the character to create andas8tvinging Weapon Trap, which consists of an
activation mechanism, and any standard boffer weaphbich is made to swing at a target (with a
force no greater than the average swing in comlfdlje weapon hits a target, the target takes abrm
damage, as if it was hit with the weapon in combhe player must provide his own trap materials,
which must be checked by a Marshal.

Set Siege Weapon Trap

Cost: 4 points

Prerequisite: Set Swinging Weapon Trap

Use: Unlimited

Material Component: Trap materials

Effect: This skill allows the character to create andas8eige Weapon Trap, which consists of an
activation mechanism, and a boffer boulder or Wagich is made to swing at a target (with a force no
greater than the average swing in combat). If thgesweapon hits a target, the target takes 1 pbint
Siege damage. The player must provide his ownnragerials, which must be checked by a Marshal.
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Set Aerosol Trap

Cost: 4 points

Prerequisite: Set Swinging Weapon Trap

Use: Unlimited

Material Component: Trap materials

Effect: This skill allows the character to create andaseferosol Trap, which consists of an activation
mechanism, and a squirt bottle that sprays a tafgpet trap may be used to spray a target with any
standard potion. Any target sprayed by the tragdfected by the potion as if the target had ingkgte
The potion type will be listed on a tag attachethttrap. The actual trap phys-rep will be filledh
water, NOT the potion. The player must providedvis) trap materials, which must be checked by a
Marshal.

Vanish

Cost: 5 points

Prerequisite: None

Use: Once per day

Material Component: Smoke Bomb phys-rep

Effect: This ability is activated by throwing a small otfj¢gsmoke bomb phys-rep) on the ground,
declaring, "Vanish!" and the player crossing tlams over their chest. This ability may not be
activated while holding any weapon. After activgtManish, the player disappears from sight. This
effect lasts for a 100 count. The effect is cart@léhe player's arms uncross, or if the playafqrens
any combat action. Touching other players or making noises will allow that player to detect the
Vanished character.
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ProbucTiON iLLS

For an explanation on the mechanics of Productiea,the Production section. For a list of commonly
available items to craft, see the Equipment section

Skilled Crafter

Cost: 4 points

Prerequisite: Any Production skill

Use: Special

Material Component: None

Effect: The character gains +1 PP per day. May be takem#er of times equal to the number of
Production skills the character knows (i.e. ongeMchemist, once for Armorer, etc.).

Alchemist

Cost: 4 points

Prerequisite: None

Use: Special

Material Component: Brew Recipe

Effect: This skill allows the character to create any Alclical Brew that he possesses the Recipe for.

Armorer

Cost: 4 points

Prerequisite: None

Use: Special

Material Component: Armor Pattern

Effect. This skill allows the character to create any etidrmor or Shield that he possesses the
Pattern for.

Engineer

Cost: 4 points

Prerequisite: None

Use: Special

Material Component: Siege Weapon or Lock Schematics

Effect: This skill allows the character to create any 8iééeapon or Lock that he possesses the
Schematics for.

Scribe

Cost: 4 points

Prerequisite: 1st circle of any college

Use: Special

Material Component: A spell

Effect: This skill allows the character to create a SBeloll for any spell that he knows.
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Weaponsmith

Cost: 4 points

Prerequisite: None

Use: Special

Material Component: Weapon Mold

Effect: This skill allows the character to create any Weaihat he possesses the Mold for.
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Sppri CasTiNe

VErBaL COMPONENT

A verbal invocation is included with every spellajers may also create custom verbal components,
provided the invocation is 1 line per circle of gpell, with at least 5 syllables in a line (théayes

per line may vary, as long as there are at leagtl&bles per spell). In all cases, the caster rslugtit

the name of the spell after completing the invaeagtjust prior or during the actual casting of sipell.
This is to allow other players to know what spelbeing used on them.

» The invocations for all basic missile spells {®t8urst, Frost Bolt, Magic Stone, Fireball) amdyo
required to be 1 line, regardless of the circléhefspell.

* All Polymancy spells are only required to haviing.

SomaTtic CoMPONENT

The caster must come up with a more or less urhgué gesture for each circle of any particular
college of magic. After performing each line ofpeel's invocation, the caster performs one of the
somatic gestures. If the invocation contains omig bne, the % circle gesture is used; for two lines,
the F'circle gesture is used, then tHédrcle gesture, etc. Somatic gestures are nofne)if the
caster has the Still Cast ability.

CAsTING

When casting a spell, the caster must chant theeérérbal component of the spell without
interruption, from beginning to end, and take nmdge from any source. The caster must have both
feet unmoving, and must also use Somatic (handigegtcomponents with his spells. In order to
perform the Somatic component, the caster canna &y weapons or other objects, unless it is his
Focus, in his hands during the casting of the spell

SeeLL Focuses

When any particular college of magic is used, #ster must possess that college's focus item. Spell
focuses must be large enough to be seen easilyglbas readily apparent on the caster's persoay Th
can be stolen, but a caster is not limited in tmewant of focuses he may carry. Focuses can be
scrounged on the event site (as long as they @ragd by the Marshal).
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CasTING IN ARMOR

Armor can limit the circles of magic the characteay cast. While wearing Medium Armor, the
character may not cast any 5th circle spells. Wihdaring Heavy Armor, a player may not cast any
4th circle spells (in addition to 5th circle).

SeeLL RANGES

M issILE

Missile spells are represented by beanbags, ol '[spekets” (spell packets should have the caster's
name on them). They can be thrown in any fashianttie caster desires. The color of the spell gacke
corresponds with the college used to cast the §pligreen for Ecomancy, red for Pyromancy, etc).
After performing the verbal component, the castaymold the spell packet for an indefinite amount
of time, as long as he does not move his feetpanidrms no other actions relating to the gameh(suc
as dodging an attack, throwing another weapon), ktifiese conditions are not met, the spell faiisl
must be recast. The exception is if the castethi@€oncentration ability. Note that since spetieds
are technically out-of-game items, it is strictyainst the rules for any other player to pick upnave

a player's spell packets.

* A character gains 1 spell packet for each Misgplell he learns, the color corresponding to the
college of the spell. It is strictly against théesufor a character to carry more spell packets Heahas
Missile spells (disregarding certain abilities thae unique spell packets).

ToucH

The caster may lay hands upon the subject of tk dpring the casting, or directly afterwards. In
either case (unless the caster has Concentrati@ngaster must be touching a target immediatédy af
casting, or the spell fails. The exception is O$iga Sorcery Touch spells. Once an Offensive Sgrcer
Touch spell is cast, the caster gains a chargaerhand (phys-repped by a glove or sock on the,hand
in the appropriate color) that may be used to targhtarget at any time. Once something which the
spell could affect is touched, the charge is ugefeuen if the spell has no effect).

SeeLL CLASSIFICATIONS

SORCERY

Sorcery consists of spells which do not cause tidamage, or a directly negative effect. Sorcery
spells may not be blocked with weapons, shieldgadb (if they are, the spell effects the subject

anyway).
« Certain Sorcery spells have a colored amulet@syaical component. For every amulet spell the

caster knows, he gains 1 amulet of the appropciai (much in the same way spell packets are
gained).
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OFFENSIVE

Offensive spells confer some sort of damage ortheg&tatus Effect. Most Offensive spells are
Missile-range. The spell packet for an Offensivellsmay be blocked with a weapon or shield. Armor
will take damage from Offensive spells. In esse@f&nsive spells function like any other ranged
weapon.

OFFENSIVE SORCERY

Offensive Sorcery spells confer some sort of damaggative Status Effect, or other special effect.
Like Sorcery spells, if the Offensive Sorcery sg®lissile or Touch) strikes anywhere on the taget
its equipment, both the target and (if it is sgedifin the spell's effects) its equipment are aéedy
the spell. Additionally, if an Offensive Sorceryefipacket rebounds into another target before
touching the ground, that target is affected ad.\d#fensive Sorcery spells that do direct damage
ignore normal armor, but Natural Armor protectsmally.

SpeLL Packets aAND CAsTING ENERGY

The caster receives 1 spell packet per Missild &pelvn, the color of the packet corresponding® t
college of the spell. For instance, a character dslearned first circle Pyromancy and third eircl
Geomancy will know the spells Fireball and Magior& by default, and will possess one red packet
and one brown packet for those spells.

However, the caster does not have to use any plarticolor of packet for casting a spell. That same
caster with Fireball and Magic Stone may use tdepaeket to cast Magic Stone, and vice versa. In
this case, the spell's effect would remain the sdmiethe energies powering the spell would be
different, which effects counter-spelling. Touclekpmay not be cast with a different college'srgne
(even amulet spells). Note that the focus requivechst a spell depends on the energy of the spell
used, not necessarily the college.

COUNTER-SPELLING

A character may have only one Counter-Spell a@teetime (unless the character knows
Negamancy). The character may counter all Touchssijpem the college being countered, and all
Missile spells the color of the college being ceuetl. A caster with Counter Pyromancy active may
counter all red spell packets, but will not couraidtireball if the spell is cast with Geomantic rgrye
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Costs oF Masic

CircLESs oF Macic

The T circle of any college (except Polymancy) costois. The first circle of Polymancy costs 1
point. 2 circle of any college costs 2 point&, @rcle costs 3 points,"&ircle costs 4 points, and'5
circle costs 5 points. A circle of magic must bedgiat before any spells can be learned from thalkecir
of that particular college.

SPELLS

Each individual spell costs the same number oftpas the number of the circle. For example? a 3
circle spell costs 3 points to buy, whileaclrcle spell costs 1 point. Any spell marked “Ddfais
automatically known by the caster when he purchtdsesircle which contains the Default spell. For
example, Heal is the Default spell for thecircle of Ecomancy. When a character buys theirtle of
Ecomancy, he automatically learns Heal without hgio buy it.
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Corizers oF Masic

Ecomancy

The focus item for an Ecomancer is a wooden bowlooich containing some plant life. Ecomancy's
color is green.

FirsT CIrRCLE

Heal (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Let these wounds be healed!"

Material Component: None

Effect: All of the target's damaged limbs are healechdftarget is Dying, this spell will put the target
in the Alive state. Note that severed limbs arehsaled by this spell, but must be reattached first

Turn Undead

Type: Sorcery

Range: Missile

Verbal Component:

"Living dead, begone!"

Material Component: Spell packet

Effect: When this spell comes in contact with an Undéeael cteature must flee in terror from the
caster of the spell until the caster is out of sidlhis could be jumping into some brush, to rugralf
a mile away. This spell only affects the Undead.

Counter Ecomancy

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with Life!"

Material Component: Green amulet inscribed with "Counter”

Effect: When going into combat, this spell may be cagfaio immunity to all Ecomancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.
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Seconp CIrRcLE

Cure Poison (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Vile poison,

| banish your from this place!"

Material Component: None

Effect: Removes all Poison from the afflicted person, famddrink. Will remove Poison from
deceased characters, but will not restore therfietoTlhis simply allows them to be raised without
further harm.

Place Poison

Type: Sorcery

Range: Touch

Verbal Component:

"I mark this vessel,

To bear poison's cures!”

Material Component: Green sock / sticker with poison name

Effect: This spell places eith&@rippling Poison Befuddling PoisonKnockout Poisonor Nerve
Poison(at the caster's choice) on dagger length weafi@isor under), arrows, or food items. In the
case of a dagger or an arrow, a green sock witickes bearing the name of the Poison must be glace
over the Poisoned weapon. Only one weapon may isera at a time. A dagger is Poisoned until it
leaves the bearer's hand (or for one day), butrawdoses the spell's effect as soon as it makes
contact with anything. A successful hit with a deggr arrow means the target is Poisoned. Any
weapon which already has an enchantment on inwtlbe affected by the Place Poison spell. In the
case of consumables, a sticker bearing the nartie qfoison is placed on the bottom of the food or
drink vessel.

Blessing of Purity

Type: Sorcery

Range: Touch

Verbal Component:

"By all that is pure

| sanctify this life”

Material Component: Green amulet

Effect: Those who bear Blessing of Purity are immune ¢oettiects of Necromancy and Poison for a
100 count. The target of this spell must have amg@nulet placed on his person while the spell is
being cast.
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THirRD CIRCLE

Entangle (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Oh plants of the earth,

Grasp and entangle my foes

And cease their movement!"

Material Component: Spell packet

Effect: Upon a successful hit, the target is Entangledibgs that spring from the ground. To remove
the vines and cure the Entanglement, a One-HanldstiiBg weapon must be placed against one of the
Entangled character's legs for a 10 count. If gelaBlashing weapon is used, the character idret|
but suffers 1 point of damage to whichever leg b@iag touched. A character may free himself, if he
possesses the appropriate weapon.

Remove Hindrance

Type: Sorcery

Range: Touch

Verbal Component:

"With this cleansing spell,

| free your body

Of impediments!"

Material Component: None

Effect: The recipient of this spell is cured of any Pagalyr Slow effects.

FourtH CIrCLE

Cure Plague (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"What is now unclean

Will once again become pure,

By the light of life

All plague be fully banished!"

Material Component: None

Effect: The target of this spell is cured of any Plagdeat$.
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Place Deadly Poison

Type: Sorcery

Range: Touch

Verbal Component:

"Venom of Adders,

Poison of hemlock,

Infuse this object

With baneful poison!"

Material Component: Green sock / sticker with poison name

Effect: This spell places Greater Deadly Poison on dalggeth weapons (18" or under), arrows, or
food items. In the case of a dagger or an arrogvean sock with a sticker bearing the name of the
Poison must be placed over the Poisoned weapow.ddiel weapon may be Poisoned at a time. A
dagger is Poisoned until it leaves the bearer'd @nfor one day), but an arrow loses the speffisct
as soon as it makes contact with anything. A swsfakbit with a dagger or arrow means the target is
Poisoned. In the case of consumables, a stickeingeghe name of the poison is placed on the bottom
of the food or drink vessel.

Remove Petrification

Type: Sorcery

Range: Touch

Verbal Component:

"All powers of life

Bring all your forces to bear!

Let stone that was life

Become living once again!"

Material Component: None

Effect: The target of this spell is cured of any Petrifigets.

FirtH CircLE

Resurrection (Default)

Type: Sorcery

Range: Touch

Verbal Component:

“Life is not so easily bested,

Let your eyes see,

Let your lungs breathe,

Let your heart beat,

And rise again!”

Material Component: None

Effect: This spell brings life back into someone that wiled, changing the target's status from Dead
to Alive. Anyone raised will still be under the etts of Poison, Plague and any other Status Effects
had sustained.
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NECROMANCY

The focus item for a Necromancer a bone or sintéan from a once living creature. Dead plant life
does not count. (Furthermore, this item does ne¢ ha be ACTUALLY part of a dead creature, OOC-
wise.) Necromancy's color is black.

FirsT CIRCLE

Revive (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Dead flesh, gain new life!

Material Component: None

Effect: This spell repairs/recovers the severed limb efténget. Usually disabled limbs can be healed
with the Heal spell, but if the limb is completalgvered (from a Sever Limb action), then this spell
used. This spell may also heal limbs that aredisstbled. Additionally, this spell functions as aeaH
spell on Dying Undead, putting them back to Alivatss.

Speak With Dead

Type: Sorcery

Range: Touch

Verbal Component:

"Dead tongue, tell your tales!"

Material Component: None

Effect: Any corpse that has this spell cast upon it maakgreely as it wishes. The corpse may not
move or perform any action except for speakings Bpiell does not force a corpse to speak, merely
grants it the ability. The affected corpse retdims ability indefinitely.

Counter Necromancy

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with Death!"

Material Component: Black amulet inscribed with "Counter”

Effect: When going into combat, this spell may be cagfaio immunity to all Necromancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.

-38-



Seconp CIrRcLE

Plague Touch (Default)

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"Sickness and Disease"

"Be spread by my touch!"

Material Component: Black sock or glove worn over the hand

Effect: Any target who is touched by this spell is undher Plague effect.

Detect Dead

Type: Sorcery

Range: Touch

Verbal Component:

"Powers of Death

Make known to me your subjects!"”

Material Component: None

Effect: When this spell is cast, all corpses that heaspie#i cast must shout "HERE" immediately.

THIRD CIRCLE

Animate Dead (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Souls of the slain,

Arise in fury,

To ravage the living!"

Material Component: A corpse

Effect: Any corpse targeted by this spell will rise asewv&ant. A Revenant is completely mindless,
and will attack anything near it (including the cdaer who raised it) until its destruction. Revasa
are Undead, and are Vulnerable to fire (as peratial Vulnerability).

Withering Touch

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"Frigid hands of death,

Reach beyond flesh,

And chill the very soul!"

Material Component: Black sock or glove worn over the hand

Effect: Any target affected by the spell is afflicted witle Slow effect for a 100 count. Additionally,
the target may only use One-Handed weapons.
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FourtH CIrRCLE

Control Undead (Default)

Type: Sorcery

Range: Missile

Verbal Component:

"Living dead,

Your broken soul | bind,

Your cursed flesh | claim,

To heed my commands!”

Material Component: Spell Packet

Effect. Any Undead affected by this spell is under the plate control of the caster, following the
caster's commands to the letter. The spell is orekeen the Undead or the caster are put in thed@yin
state. If this spell is cast on an Undead alreadieuthe effects of Control Undead by another caste
the more recent casting of this spell takes eff@atr-riding the previous casting.

Bone Armor

Type: Sorcery

Range: Touch

Verbal Component:

"Living dead,

Let your flesh be as ice,

Let your bones be as stone,

And be fortified!"

Material Component: Black vest

Effect: This spell can only be cast upon Undead creatiifes Undead is enchanted with reinforced
bones, giving it 2 armor points. This effect lagtsil the Undead target is Dead, or the additi@maior
points are destroyed. Multiple castings do notkstétay effect one Undead per circle of Necromancy.
The effected Undead must don a black vest to reptébe armor. Only one vest spell may effect a
character at a time.
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FirtH CircLE

Undead Mastery (Default)

Type: Sorcery

Range: Special

Verbal Component:

“Living dead,

Take heed,

Recognize my authority,

For I am Necromancer,

Master of Undead!”

Master of Undead!

Material Component: Black amulet inscribed with "Undead Mastery"

Effect: The caster may, at any time, declare "Undead Mdstend any Undead within hearing range
may not attack the caster. This is an innate effetthe caster gains as long as he wears theddnde
Mastery amulet. Additionally, the caster may pa@hany Undead, invoke this spell, and the Undead
will be affected as per Control Undead. This efieaiverridden by the Control Undead spell. This
spell may only be used by the caster, and cannoasteon anyone else.

Touch of Death

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"l am the Hand of Death itself,

That which ends lives,

Which rends souls,

Which strikes fear,

And no soul escapes my touch!"

Material Component: Black sock or glove worn over the hand

Effect: When the caster casts this spell, they gain thnepto slay a creature outright. The touch
works like a Sorcery spell, and the target is slagtantly. After that, the spell must be cast agai

Drain Life

Type: Offensive Sorcery

Range: Missile

Verbal Component:

“Life is a simple thing,

Little more than fuel,

For death's great furnace,

And so | seize it,

For my own fire!”

Material Component: Spell packet

Effect: 1 point of damage is done to the target's toesgandless of where the spell contacts. If the
spell affects the target, the caster is immediatelypletely healed.
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AEROMANCY

The focus item for an Aeromancer is a bundle oVigacented plants, such as sage or thyme.
Aeromancy's color is white.

FirsT CIrRCLE

Gust Of Wind (Default)

Type: Sorcery

Range: Missile

Verbal Component:

"Gust of Wind, come forth!"

Material Component: Spell Packet

Effect: Casting this spell on a Flying creature causestbature to be repulsed backward for a 10
count (if the creature is actually in the air).

Light

Type: Sorcery

Range: Touch

Verbal Component:

"l summon sunlight!"

Material Component: Light source

Effect: This spell allows the caster to carry a light seusther than a lantern (or other period light
source). Note that creatures vulnerable to suniighnot die from a Light spell, but will be unviihg
to come near the light source. A suggested methioddhieving this effect is a flashlight cappedhat
styrofoam ball.

Counter Aeromancy

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with Wind!"

Material Component: White amulet inscribed with "Counter”

Effect: When going into combat, this spell may be cagfdio immunity to all Aeromancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.
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Seconp CIrRcLE

Circle Of Protection (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Come oh mighty winds,"

And shield me from my foes!"

Material Component: 10 foot white rope

Effect: This protection spell makes a bubble of compreaseldever-moving air, shoving out the
physical beings and items unwanted by the castneder, magic can enter this bubble. The bubble
will stay in effect as long as the caster is ingltecircle. If the caster leaves, the spell de®p. The
caster needs a 10-foot long white rope to makeiticte.

Slow

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Wind encase your form,

And slow your movements!”

Material Component: Spell packet

Effect: Any target affected by this spell is under thevsédfect for a 100 count.

Lightning Bolt

Type: Sorcery

Range: Touch

Verbal Component:

“Let these armaments

Strike with Lightning's fury!"

Material Component: White socks or white tape

Effect: This spell gives missile weapons 1 extra poirdarhage. The caster may enchant 1 missile
weapon per circle of the college used to powessiedl. These missiles hold their charge for oneatay
until dispelled. When Lightning Bolt missile weapisrused, the user must call "Lightning Bolt!". Any
weapon which already has an enchantment on inetlbe affected by the Lightning Bolt spell.

THIRD CIRCLE

Static Burst (Default)

Type: Offensive

Range: Missile

Verbal Component:

"Lightning strike my foes!"

Material Component: Spell packet

Effect: This is a basic missile spell, and deals 1 pdintamage.
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Immuneto Missiles

Type: Sorcery

Range: Touch

Verbal Component:

"Maelstroms of above,

Become my armor,

Guard me from missiles!”

Material Component: None

Effect: As long as his feet are planted, the charactectdtl by this spell gains immunity to normal
thrown or launched missiles, as well as most Messjiells. However, the character is only immune to
the missile (mundane or spell) if the missile caus@oint of normal damage. Missiles that deal more
than 1 damage, or Siege damage, affect the taogetatly. This spell is canceled if the target moves
his feet, or is put in the Dying state.

FourtH CIrCLE

Hold Person (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

“Lightning's fury strike your body,

Stun your muscles,

Hold fast your body,

And be still!”

Material Component: Spell packet

Effect: Any target affected by this spell is under theaBare effect for a 100 count.

Hand of Thunder

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"By wind,

By storm's rage,

Let my touch bear the power

Of a resounding thunderclap!"

Material Component: White sock or glove worn over the hand
Effect: This spell causes 1 point of damage to the torsleoaffected target, regardless of where the
spell hits.
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FirtH CircLE

Call Lightning (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Storms, gather at my command,
Bring torrential rain to chill,

Bring swirling wind to howl,

| call you,

Strike now!"

Material Component: Spell Packet
Effect: The target suffers 3 points of Siege damage.

Supercharge

Type: Sorcery

Range: Touch

Verbal Component:

“l imbue this form

With Lightning's charge,

May magic be a trigger

That renders this body

An incarnation of rage!”

Material Component: White amulet

Effect: The caster gains a charge that they may hold iirgidischarged. As soon as the caster is hit
by an Offensive or Offensive Sorcery spell, theywdhe benefits of the Berserk spell. However, the
caster is unaffected by the spell that triggeredSbpercharge, and as soon as the Berserk state wea
off, he does not fall down dead.
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AQUAMANCY

The focus item for an Aquamancer is a vessel watewinside. This focus is not required if the
Aquamancer is partially submerged in water. Aquasyarncolor is blue.

FirsT CIrRCLE

Purify Water (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Water be made pure!”

Material Component: Liquid to be purified

Effect: The caster cleanses any liquid of contaminatient Boison, Plague, or otherwise (including
all potions).

Frost Bolt

Type: Offensive

Range: Missile

Verbal Component:

"Ice and frost chill you!"

Material Component: Spell Packet

Effect: This is a basic missile spell, and deals 1 pdintamage.

Counter Aquamancy

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with ice!"

Material Component: Blue amulet inscribed with "Counter”

Effect: When going into combat, this spell may be cagfdio immunity to all Aquamancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.
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Seconp CIrRcLE

Water of Truth (Default)

Type: Sorcery

Range: Touch

Verbal Component:

“May this water's purity,

Bring forth truth!”

Material Component: Container of liquid

Effect: This spell may be cast on any container of lig@idyone drinking of this liquid must truthfully
answer 3 questions asked by the caster. It islgledsi obtain someone's True name with this spell.

Aquatic Form

Type: Sorcery

Range: Touch

Verbal Component:

“l am as water,

Thus | go amidst the flood!”

Material Component: Blue amulet

Effect: The bearer of this spell is able to move througlewas he would move through normal
terrain. In addition, he need not worry about drimgn This spell has no duration, and is activeoag |
as the caster wishes.

THirRD CIRCLE

Frostblade (Default)

Type: Sorcery

Range: Touch

Verbal Component:

“l beseech you,

Spirits of Ice,

Spring forth and hold my foes still!”

Material Component: Blue sock

Effect: Anyone struck in an unarmored location by a Filasih is affected as if the wielder of the
weapon had used Stun Strike. A caster may only baee~rostblade weapon in existence at a time.
Frostblade may be cast on any weapon, includiraparand polearms. If the Frostblade leaves the
hand of its bearer, or is Shattered, the spektimguished. Missile weapons retain the Frostblade
effect until they come to a stop. The caster mlestepa blue sock over the weapon with Frostblade on
it. Any weapon which already has an enchantmerit will not be affected by the Frostblade spell.
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| cy Encasement

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Rage of freezing frost

Make this foe encased in ice

That their movement ends!"

Material Component: Spell packet

Effect: Upon a successful hit, the target is Entangled biock of ice. To remove the ice and cure the
Entanglement, a One-Handed Bludgeoning weapon bauglaced against one of the Entangled
character's legs for a 10 count. If a larger Bluahjieg weapon is used, the character is still foei,
suffers 1 point of damage to whichever leg wasdpémiched. A character may free himself, if he
possesses the appropriate weapon.

Resuscitation

Type: Sorcery

Range: Touch

Verbal Component:

"Water in your lungs

Flow back to the sea

That air may return!”

Material Component: None

Effect: This spell brings life back into someone that wiled, changing the target's status from Dead
to Alive, only if the target died of Drowning. Ange raised will still be under the effects of Poison
Plague and any other Status Effects he or sheustdised.

FourtH CIrCLE

Hold Person (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Ice bind around you

As tight as chains;

Ceasing your movement,

Placing you at my mercy!"

Material Component: Spell packet

Effect: Any target affected by this spell is under theaBae effect for a 100 count.
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Ice Armor

Type: Sorcery

Range: Touch

Verbal Component:

"Ice be my armor,

Encase me in protection

Wrought from peaceful frost,

Thus preserving me from harm!"

Material Component: Blue vest

Effect: The caster gains 1 point of armor. This armoslasitil the target is slain or the armor is
destroyed. Multiple castings do not stack. Thearasiust don a blue vest to represent the armoe Not
that this spell may only affect the person who @a€dnly one vest spell may effect a charactex at
time.

FirtH CircLE

True Name Dagger (Default)

Type: Sorcery

Range: Touch

Verbal Component:

“l speak your true name,

Given by fate,

Let its power compel you,

And send you beyond death,

Forever!”

Material Component: Blue dagger

Effect: The caster must inscribe the True name of thetamg the dagger. It takes the time between
events for this spell to be cast. If the targeesafiny limb or torso damage from the True Name
Dagger, he is instantly Severed. If the daggese&xuio damage a different target than the one
inscribed, then the dagger's enchantment is speit. that the target's True name (which is only
obtainable through special means) must be usedn\tfteating a True Name Dagger, a Marshal must
be consulted.

Elemental Form

Type: Sorcery

Range: Touch

Verbal Component:

“l am rain and halil,

| am sleet and snow,

| bond with my element,

So | become

Invincible!”

Material Component: Blue amulet inscribed with "Elemental Form"

Effect: While standing in water, the caster gains immutotpon-magical attacks of all kinds,
including Siege. Any Aquamantic spells that woulldeswise be harmful act as a Heal spell to the
caster. Not that these powers are only in effegtenthe caster is actually standing in water. Hpusl|
has no duration, and is active as long as thercasibes.
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GEOMANCY

The focus item for a Geomancer is either a fistgimck, or a bag of earthen material. Geomancy's
color is brown.

FirsT CIrRCLE

Repair (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Fix this shattered tool!"

Material Component: None

Effect: This spell may be cast on broken armor or any tteahhas been Shattered. Armor is brought
back to full possible points, and Shattered iteres@stored. Armor may be fixed while it is on a
character's body.

Harden Item

Type: Sorcery

Range: Touch

Verbal Component:

"Be as hard as steel!”

Material Component: Brown ribbon

Effect: A Hardened weapon is immune to being Shatteretlf@Siege damage (this includes the spell
Rusting Strike). A Hardened weapon is denoted lnigaa brown ribbon affixed somewhere. The
caster may have as many Harden Item spells intedfebe has circles of Geomancy. The enchantment
ends at end of the day. Any item which alreadydraenchantment on it will not be affected by the
Harden Item spell. Note that a Hardened item (siscarmor) will not protect its bearer in any splecia
fashion.

Counter Geomancy

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with Earth!"

Material Component: Brown amulet inscribed with "Counter"

Effect: When going into combat, this spell may be cagfdio immunity to all Geomancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.
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Seconp CIrRcLE

Strength (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Strength of stone

Share your power with mortals!"

Material Component: Brown amulet

Effect: The target of this spell gains the Strength abilithis spell is canceled at the end of the day, or
if the target is put in the Dying state.

Rusting Strike

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"Let rust envelop

This tool and destroy it!"

Material Component: Brown sock or glove worn over the hand

Effect: Any metal item touch by this spell is Shatteredudhing any item or person uses up this spell.

THirRD CIRCLE

Magic Stone (Default)

Type: Offensive

Range: Missile

Verbal Component:

"Rock destroy my foes!"

Material Component: Spell packet

Effect: This is a basic missile spell, and deals 1 pdintamage.

Return to Flesh

Type: Sorcery

Range: Touch

Verbal Component:

"Let the stone depart

Your flesh and bones forever;

Your true form restored!"

Material Component: None

Effect: The target of this spell is cured of any Petrifigets.
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FourtH CIrRCLE

Petrify (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Your flesh become stone,

And your bones become as rock,

Until magic ends

And the stars fall from the sky!"

Material Component: Spell packet

Effect: Any target affected by this spell is Petrified éfiditely, until he is cured of the Status Effect.

Armor of Stone

Type: Sorcery

Range: Touch

Verbal Component:

"Stone be my armor,

Encase me in protection

Wrought from strongest stone

Thus protecting me from harm!"

Material Component: Brown vest

Effect: The caster gains 1 point of armor. This armoslastil the target is slain or the armor is
destroyed. Multiple castings do not stack. Theerastust don a brown vest to represent the armor.
Note that this spell may only affect the person wast it. Only one vest spell may effect a chareaate
a time.

FirtH CircLE

Elemental | mmunity (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with Earth,

And am thus as strong as Earth;

My flesh unyielding!

By the power of this spell,

| am made immune to all!"

Material Component: Brown amulet inscribed with "Elemental Immunity”

Effect: The caster of this spell is totally immune to4h circle spells of the colleges of Aeromancy,
Aquamancy, Geomancy and Pyromancy. 5th circle spélall these colleges still affect the caster.
This spell is canceled at the end of the day, tivafcaster is put in the Dying state. This spel{/ranly
be used by the caster, and cannot be cast on aejsme
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Diamond Wall

Type: Sorcery

Range: Touch

Verbal Component:

"l call to the earth:

Bring forth a wall of diamond!

Clear as a crystal,

Stronger than the hardest steel;

None shall move past this great wall!"

Material Component: 10 foot brown rope

Effect: The caster creates a wall of solid diamond. Tta#i may be whatever shape the caster wishes,
and the wall is tall enough that nothing may gedratz Absolutely nothing may pass through the wall
including the caster. This spell is canceled by @fithe caster, or if the caster is put in therdystate.
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PyromaNcY

The focus item for a Pyromancer is a piece of boraterial, such as wood. Pyromancy's color is red.

FirsT CIRCLE

Fireball (Default)

Type: Offensive

Range: Missile

Verbal Component:

"Burning Fire, consume my foes!"

Material Component: Spell packet

Effect: This is a basic missile spell, and deals 1 pdimlamage.

Light

Type: Sorcery

Range: Touch

Verbal Component:

“I summon sunlight!”

Material Component: Light source

Effect: This spell allows the caster to carry a light seusther than a lantern (or other period light
source). Note that creatures vulnerable to suniighnot die from a Light spell, but will be unviihg
to come near the light source. A suggested methioddhieving this effect is a flashlight cappedhat
styrofoam ball.

Counter Pyromancy

Type: Sorcery

Range: Touch

Verbal Component:

“l am one with Flame!”

Material Component: Red amulet inscribed with "Counter”

Effect: When going into combat, this spell may be cagfaio immunity to all Pyromancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.
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Seconp CIrRcLE

Shield of Fire (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Burning Fire come forth,

And shield me from harm!"

Material Component: Red cloth covering or tape on the shield

Effect: The enchanted shield can block any Offensive $pi@ell (which would normally affect the
target even if blocked with a shield). This spedlynonly be cast on bucklers (a shield 12 inchdess
at the widest point). This spell is canceled atehé of the day, if the bearer of the shield isipuhe
Dying state, or if the shield leaves the hand ©biarer.

Hand of Flame

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"Flame infuse my touch

And burn my foes!"

Material Component: Red sock or glove worn over the hand
Effect: Any target who is touched by this spell takes thipof damage.

THirRD CIRCLE

Flameblade (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Oh Source of all Power,

Crimson Fire, burning bright;

Anoint this weapon with flame!"

Material Component: Red sock

Effect: This spell does not do extra points of damagealdds the Fire damage type to a weapon.
Creatures immune to the standard damage type of¢hpon but not Fire will still take damage.
Creatures vulnerable to Fire will be Dead instaiftiamaged with a Flameblade. A caster may only
have one Flameblade weapon in existence at a lameblade may be cast on any weapon, including
arrows and polearms. If the Flameblade leavesdhd bf its bearer, or is Shattered, the spell is
extinguished. Missile weapons retain the Flamebé&itiet until they come to a stop. The caster must
place a red sock over the weapon with Flameblade amy weapon which already has an
enchantment on it will not be affected by the Flalade spell.
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Aura of Purity

Type: Sorcery

Range: Touch

Verbal Component:

"Everburning Flame,

Bring forth the purity of my soul

And let the impure be as ash!"

Material Component: Red amulet

Effect: The target becomes immune to the effects of PlagdePoison as long as this spell is in effect.
This spell is canceled at the end of the day, tiraftarget is put in the Dying state.

Flamewave

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Raging flame hear me!,

Let your rage come forth

And turn this flesh to ash!"

Material Component: Spell packet

Effect: This spell causes 1 point of damage to the tofsleoaffected target, regardless of where the
spell hits.

FourtH CIrCLE

Purify (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"You pitiful creature,

Late of this world,;

By the Flame of Purity | possess,

| bid you begone to the nexus of our two planes!”

Material Component: None

Effect: Any character affected by this spell is curedmof Roison or Plague Status Effects. If this spell
is used on an Undead in the Dying state, the Undt&dds will be removed from that creature, and the
creature will be put in the Dead state.
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| mmolation

Type: Offensive Sorcery

Range: Touch

Verbal Component:

Flame which burns bright,

Bring forth your eternal rage!

Let this unworthy foe

Be consumed by your power!"

Material Component: Red sock or glove worn over the hand

Effect: The affected target of this spell must begin &dunt once touched. At the end of this count,
the target bursts into flames and suffers 3 pahfge damage to the torso. A Pyromantic Counteltsp
or the spell Dispel will stop the Immolation efféam occurring.

Wall of Fire

Type: Sorcery

Range: Touch

Verbal Component:

"Flame of the Eternal

Let your power come forth!

Form this wall of flame

To separate the subtle from the gross!"

Material Component: 10 foot red rope

Effect: Anyone who crosses the Wall of Fire takes 3 pahiSire damage to the torso. Any melee
attacks that are made against someone on thesatteeof the wall count as crossing the wall.
However, attacks that are made are not negategitelésthe attacker dies instantly upon the attack

FirtH CircLE

Pillar Of Fire (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"Oh Source of all Power,

Let your flame be called forth

From the eternal and infinite!

Let my foes be destroyed

By the power you and | possess!"

Material Component: Spell packet

Effect: Any target affected by this spell takes 3 poinSafge damage. Anyone in physical contact
with a target of this spell is affected as well.
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Greater Shield of Fire

Type: Sorcery

Range: Touch

Verbal Component:

"Blessed flame of heaven,

Bring forth your blessings!

Anoint this shield with flame

That | may be safe

While my foes are consumed!"

Material Component: Red cloth covering or tape on the shield

Effect: The enchanted shield can block any Offensive $piell (which would normally affect the
target even if blocked with a shield). Additionalgny weapon which strikes the shield is Shattered.
This spell may only be cast on small shields (aldhietween 1'1” and 2' at the widest point). This
spell is canceled at the end of the day, if thedyeaf the shield is put in the Dying state, athié shield
leaves the hand of its bearer.
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M ENSOMANCY

The focus item for a Mensomancer is a metal bargugule strip of cloth, which must be worn around
the head. Mensomancy's color is purple.

FirsT CIrRCLE

Hypnotize (Default)

Type: Sorcery

Range: Missile

Verbal Component:

"Let peace fill your mind!"

Material Component: Spell packet

Effect: Any target affected by this spell is unable taeittthe caster for a 100 count.

Counter Mensomancy

Type: Sorcery

Range: Touch

Verbal Component:

"My mind is my shield!"

Material Component: Purple amulet inscribed with "Counter"

Effect: When going into combat, this spell may be cagfaio immunity to all Mensomancy-powered
spells. If the caster is out of combat for morentha@0 count, the Counter wears off. Only one Gaunt
may be active at a time.

Seconp CIrRcLE

Berserk (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"From my burning heart,

I invoke the blood rage!"

Material Component: Purple amulet

Effect: When this spell is invoked, the caster placesrplpiamulet around the target's neck. As soon
as the affected target is rendered Dead, he stautging backwards from 10. While counting, the
target will fly into a maniacal rage, attacking tinearest enemy. While Berserking, the target is
immune to all damage except Siege. Once the taggehes 0 in the count, he falls down Dead.
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Psychic I nterrogation

Type: Sorcery

Range: Touch

Verbal Component:

"My mind is a key

Unlocking all your secrets!"

Material Component: None

Effect: Any target affected by this spell must truthfulligswer 3 questions, asked by the caster. The
target must answer these 3 questions via pantomime.

THirRD CIRCLE

Psi Blast (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"With my thought and will,

| attack you from afar;

Be slain by my mind!"

Material Component: Spell packet

Effect: Any target hit by this spell takes 1 point of dg@do the torso, regardless of where the spell
packet strikes. This spell ignores, and does noiadg, physical armor.

Subliminal Message

Type: Sorcery

Range: Touch

Verbal Component:

"I meld with your mind,

And thus do | leave behind

This seed of my will!"

Material Component: None

Effect: Any target affected by this spell will perform oaetion dictated by the caster. The action must
be simple to explain, and overly complicated actiare liable to be performed incorrectly. The actio
must actually be possible to perform in a timelynmer (the caster should not dictate that the tdrget
to count every grain of sand on a beach). The castg set a command word that triggers the tarfjet o
this spell to perform the set action (such as thedwcork™ causing the target to attempt to kik th
nearest person). This spell ends when the targkdrpes the action, or when the event ends. A person
under the effects of Subliminal Message may nats@alls, due to fogginess of mind.
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FourtH CIrRCLE

Greater Psychic I nterrogation (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"My mind is a key

Unlocking all your secrets!

Thus there is nothing

| cannot take from your mind!”

Material Component: None

Effect: Any target affected by this spell must truthfulligswer 3 questions, asked by the caster. These
3 guestions must be answered with normal speechpAriicular target may only have this spell cast
upon him once per event. Any further attempts ®ths spell on that target fail.

Charm

Type: Sorcery

Range: Touch

Verbal Component:

"By my mind and will

I hold you bound by this charm!

Your thoughts be made calm,

And open to suggestion!"

Material Component: Timer

Effect: Any target affected by this spell becomes beshfis with the caster. The target may not
necessarily follow the direct orders of the cadtet,will be very open to any suggestions. Thidlspe
lasts for 1 hour. When the spell is cast, the cagtes a timer set for 1 hour to the target. Hmsll
may not be cast on someone already under the £tféet Charm spell.

FirtH CircLE

Dominate (Default)

Type: Sorcery

Range: Missile

Verbal Component:

"Your will is my own

To do with as | see fit!

| control your mind,

And | control your body,

And | own your very soul!"
Material Component: Spell packet
Effect: Any target affected by this spell must follow tteesters orders to the letter. This spell is
canceled at the end of the event.
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Greater Subliminal Message

Type: Sorcery

Range: Touch

Verbal Component:

"By this spell | bend

All your will and perceptions!

You shall see the world

As | tell you to see it,

‘Til the sunrise cleanse your mind!"

Material Component: None

Effect: Any target affected by this spell may have a cenparception implanted by the caster. This
perception must be simple and easy to describé @sic'All swords are venomous snakes"). This spell
ends after 1 day (at sunrise).
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NEGAMANCY

The focus item for a Negamancer is a band of geaygb worn upon the caster's person. Negamancy's
color is gray.

FirsT CIrRCLE

Counter-Element (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with [college of magic]!"

Material Component: Grey amulet

Effect: When going into combat, this spell may be cagjaio immunity to all spells of one college of
the caster's choice. If the caster is out of corfaranore than a 60 count, the Counter wears off. A
Counter Element spell may run concurrently withteo Counter Element spell of a different circle,
but not with a standard Counter spell.

Seconp CIrRcLE

Counter-Element (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with [college of magic]!"

Material Component: Grey amulet

Effect: When going into combat, this spell may be cagjaio immunity to all spells of one college of
the caster's choice. If the caster is out of corfaranore than a 60 count, the Counter wears off. A
Counter Element spell may run concurrently withteo Counter Element spell of a different circle,
but not with a standard Counter spell.
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THirRD CIRCLE

Counter-Element (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"l am one with [college of magic]!"

Material Component: Grey amulet

Effect: When going into combat, this spell may be cagjaio immunity to all spells of one college of
the caster's choice. If the caster is out of corfaratnore than a 60 count, the Counter wears off. A
Counter Element spell may run concurrently withteo Counter Element spell of a different circle,
but not with a standard Counter spell.

FourtH CIrCLE

Blackblade (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"With this Black Fire,

| consume my foes' magic;

As it burns it feeds,

And | fear not any spell!"

Material Component: Grey sock

Effect: The bearer of a Blackblade is immune tddfensive and Offensive Sorcery spells. This dffec
is only in place if the bearer is physically holglithe Blackblade. A caster may only have one
Blackblade weapon in existence at a time. Blackblady be cast on any weapon, except missile
weapons. If the Blackblade leaves the hand ofatgdr, or is Shattered, the spell is extinguisfibe.
caster must place a gray sock over the weaponBiattkblade on it. Any weapon which already has
an enchantment on it will not be affected by thackblade spell.

Mana Burn

Type: Offensive Sorcery

Range: Touch

Verbal Component:

"Magic betray you"

By fatally wounding you

With its very touch!

Thus are you now accursed!”

Material Component: Grey sock or glove worn over the hand

Effect: Any target affected by this spell instaritcomes Vulnerable to all forms of magic. If apgls
Is cast upon the target, he will be put in the Dgtate. Additionally, if the target knows magicyan
spells he casts will put him in the Dying stateedily afterwards (though the spell may still betcas
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FirtH CircLE

Dispel (Default)

Type: Offensive Sorcery

Range: Missile

Verbal Component:

"All magic leave you"

And be extinguished as fire

When placed in water;

Thus do | remove all spells

And magic from my target!”

Material Component: Spell packet

Effect: If this spell is cast upon any character or iteith\&n enchantment on it, the enchantment will
be extinguished. If this spell is cast upon a malgctifact (an item with inherent magic), the item
magical abilities will be suppressed for 1 houthit spell is cast upon a character who knows oagi
his magical abilities will be suppressed (meaniagannot cast any spells) for 1 hour.

-65-



PoLymANCY

The focus item for a Polymancer may be any ona@bther college's focus items. Polymancy's color
IS orange.

FirsT CIrRCLE

Light (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Blessed Light come forth!"

Material Component: Light source

Effect: This spell allows the caster to carry a light seusther than a lantern (or other period light
source). Note that creatures vulnerable to suniighnot die from a Light spell, but will be unviihg
to come near the light source. A suggested methioddhieving this effect is a flashlight cappedhat
styrofoam ball.

Seconp CIrRcLE

Heal (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Let these wounds be healed!"

Material Component: None

Effect: All of the target's damaged limbs are healechdftarget is Dying, this spell will put the target
in the Alive state.

THirD CIRCLE

Repair (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"Fix this shattered tool!"

Material Component: None

Effect: This spell may be cast on broken armor or any iteathhas been Shattered. Armor is brought
back to full possible points, and Shattered iteresrestored. Armor may be fixed while it is on a
character's body.
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Open Lock

Type: Sorcery

Range: Touch

Verbal Component:

"Tear this lock asunder!"

Material Component: None

Effect: This spell may be cast on any lock, which will iegimately open. To open the phys-rep lock,
the player must find a Marshal, who will open tbek. The lock may also be picked or unlocked by
any player; however, this action is strictly outebfaracter, and the lock is still considered toehlagen

opened by the character who cast Open Lock.

FourtH CIrCLE

Psychic I nterrogation (Default)

Type: Sorcery

Range: Touch

Verbal Component:

"My mind is a key!"

Material Component: None

Effect: Any target affected by this spell must truthfulligswer 3 questions, asked by the caster. The
target must answer these 3 questions via pantomime.

FirtH CircLE

Fireball (Default)

Type: Offensive

Range: Missile

Verbal Component:

"Fire, consume my foes!"

Material Component: Spell packet

Effect: This is a basic missile spell, and deals 1 pdintamage.

Spell Turning (Default)

Type: Sorcery

Range: Special

Verbal Component: None

Material Component: Orange sock or glove worn over the hand(s)

Effect: This is not a standard spell, but an innate gtgjgtined by the 5th circle Polymancer. Using the
hand(s) wearing the orange sock or glove, the Paig®ar may, at any time, catch or deflect any
Offensive or Offensive Sorcery spell Missile. IetRolymancer catches the Missile, he may hold it
indefinitely (as long as the spell packet doesl@mie his hand) and throw it at another targehdf
Polymancer does throw the packet at another tangatjust declare the name of the spell. The packet
must be returned to the original owner after it besn used.
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Compaa Ruifs

REeceiving StRIKES

The person receiving the strike is the one whordetes whether or not that strike would be solid
enough to count as a damaging strike. They determirether or not it should count as a grazing
strike, which has no effect, a light strike, whistone that they consider too weak to count as dama
or a solid strike, which is a strike that they ddesto be enough to inflict the weapon's damades T

is an honor system, and those who participateisngdame are expected to regulate themselves fairly.
solid strike does not necessarily mean a strikelthds or causes real injury. When a player rexeiy
strike that they do not acknowledge, they are spigrtheir opponents that they need to strike with
more force or more accuracy. Players are expeotadd good judgment and not refuse to accept a hit
because it did not cause pain. Everyone assumie®te risk whenever they refuse to acknowledge
strikes upon their persons. However, individual®wbnsistently strike too hard, or refuse to
acknowledge any strikes, will be subject to disoguly actions.

Damace anD VaLD TARGET AREAS

Every weapon in the game does 1 point of damagh,aview exceptions. The valid areas for receiving
a strike are the top and back of the head (strikimgther player's face is only allowed if that plais
wearing a helmet that protects his face), the atineslegs, and the torso. Face shots against armplay
who is not wearing protective headgear are not tealas strikes. Participants who repeatedly cause
actual injury to the other players will be subjecpunishment.

» Unless noted otherwise, any strike to an unarchpoetion of the torso or head will cause the wicti
to enter the Dying stage.

* A strike against any unarmored limb will causattlimb to become disabled, until it is healed. A
disabled limb that is struck with a weapon trarsfiamage. If a character's right arm is disabled, a
he is hit the right arm again, his torso takesdéu@age. In the case of legs, damage transferg to th
other leg, then to the torso.

« Effects that cause multiple points of damage ealasnage to armor first, then to the body.
« Armor points are only lost in the location thakés damage, and it is up to the player to keeg.tra

For instance, if a character has Medium armor artiin the torso, he has only 1 point of armdir le
in the torso, but still has 2 points of armor os Innbs and head (if those areas are covered bgrarm
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Damace Tvyres

There are 3 mundane types of damage:

* Bludgeoning
* Piercing
* Slashing

Generally, the damage type does not modify thelaitaany way. However, if the creature being
attacked is immune to a specific type of damagmraicular class of weapon will not effect it. For
instance, a creature immune to Piercing will noeffected by any Piercing weapon, such as a spear.

Sece Damace

Siege damage goes through normal armor, and autathatffects the damaged character's torso.
Only Natural Armor and Toughness may protect ag&@rege damage. When a character takes Siege
damage, all non-Hardened items on that playersopedire instantly Shattered. Things that can cause
Siege damage include boulders and certain spells.

HeaLtH SraTes

« Alive: An Alive character is in fine health, and may pemf any standard actions.

« Unconscious:An Unconscious character may not perform any astiand is completely unaware of
his surroundings. Unless otherwise specified, Uacmusness lasts for a 100 count.

* Dying: A character goes into the Dying stage if he takesct damage to the torso or head. While
Dying, the character cannot move, and can speakio@ low whisper. He may not use any ability or
skill. Dying characters can be revived in certasy®s; such as a Heal spell.

» Dead: Once a character is Dead, he cannot communicayinvay, or perform any action at all.
Few things will be able to return a Dead charastek to life, short of a Resurrection spell.

» Severed:If a character becomes Severed, there is absplu¢hing that can bring that character
back, short of the divine will of a god. There argremely few fashions in which a character may be
Severed.

Dvyine AFTER EVENTS

If a character is Dying or Dead when an event eand,the character's body is in no one's possession
the character is assumed to have been left avvdrd site. Out-of-character, the player must thexwd

from a Bag of Chance. The bag will contain ten esonvith up to three Severance Stones. If the playe
draws a Severance Stone, his character is Seywe=iimably having been eaten by something in the
wilderness. The probability of Severance dependbemrvent location, and is decided by the Council.

-69-



ARMOR AND STRIKES

Armor absorbs damage from physical attacks andilenigsells. A character may have no more that 4
points of armor at any time. When a player lospsiat of armor, they must call out their armor gsin
For instance, if Greg the Fighter has 3 pointsrofa, and is hit with a sword, he would call "Armor
3!" If he is hit again, he would call "Armor 2!"¢nh "Armor 1!," after which point he would not have
any points of armor left.

All other rules pertaining to receiving a strikgogp With some types of armor, the player may ret b
able feel an attack strongly. If a person wearimgaa seems to ignore your strike, they are assumed
be aware of the fact that you will be striking mungrder than is otherwise necessary.

WearoN Sze CLASSES
* One-Handed: A One-Handed weapon is any weapon 3 feet or utideray be used with a shield or
another weapon in the other hand, provided thessacg skills are possessed.

» Hand-and-a-Half: Hand-and-a-Half weapon is any weapon betweena3i@l’4'. It may be used with
a shield in the other hand, but not another weapon.

» Two-Handed: A Two-Handed weapon is any weapon 4'1” and ovethMg may be used in the
other hand.

SHIELDS

Shields do not function like standard armor. Agammal attacks, shields will not break. Shieldsym
still be Shattered.

W oopeN WEAPONS

Normally, wooden weapons function just like normwalapons in that they can disable limbs, but
instead of mortally injuring another characterytbause Unconsciousness. Wooden weapons do
nothing against armor 1 or 2. A character with Igite who is wielding a two-handed wooden weapon
may treat it as a standard bludgeoning weapohgegblayer's option.

ULtra-LicHT WEAPONS

Ultra-Light weapons are particularly light and fastapons, usually constructed with a bamboo core.
There is no special rule concerning these weamimse they balance themselves: a trade of speed for
stopping power.
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M issiLES

Missiles (which include arrows, thrown weapons, apéll packets) are not subject to the same rgles a
weapons. If a missile strikes you, the force belitinkbes not matter, it still counts. It is undarsdable
that when wearing armor a player may be unableabd missile that strikes them. The player should
be aware of this fact and use their best discratioen another calls the hit they did not feel. Aoy
player who is discovered to use this ruling tortlaeivantage by claiming a missile struck an armored
opponent when it did not will be subjected to diticiary actions. Missiles can be deflected with
weapons or shields. If a missile is deflected amother player, while the missile was still in fitgthe
player hit with the missile takes damage as pemabrMissiles may not be deflected with a bare hand
(without the Deflect Missile ability), and the limised to deflect the missile will still take damage

CLoak FiGHTING

While no provisions are made specifically for fiigigt with a cloak, it is permitted in the game. Aak
does not act as armor, unless specifically ratexliels (if the cloak is made of leather or somerothe
tough material).

FrienoLy FirRe

Weapons are deadly, regardless of how you feeltabparticular person. Friendly fire is a very real
possibility.

THE Mo RuLE

Whenever you face 2 or more opponents and recedre sirikes than you can count off, you must
follow the Mob Rule. Anyone who is subject to theRule is immediately taken down, and further
effects are determined by the types of weaponailagthave struck them. This rule applies in alesas
of armor, and most cases of immunities. The excaptomes when a character with immunities can
identify the fact that no weapon in the vicinityncaffect them. The character who is immune to every
weapon must call "Immune All". If it is discoveratia later time that this was not the case, the
character is taken down as per the normal Mob Rule.

Coupr-DE-GRACE

At any time, any character may perform a Coup-dae€iaction, effectively putting a Dying or
Unconscious character into the Dead state. Theactaearwishing to perform the Coup-de-Grace must
place both hands or the tip of his weapon upornnimeobile target and complete a 10 count. The target
will now be Dead.
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Sever Livs

Similar to a Coup-de-Grace action, a character seagr an immobile target's limbs, if the character
has a Slashing damage-type weapon. The charactmmhage the tip of his weapon on whichever of
the target's limbs the character wishes to sev@parform a 10 count. The target limb will now be
severed. Only 1 limb may be severed at once. SéVenbs cannot be healed normally, and require
special treatment.
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Szacus Lrrrcas

When afflicted with a Status Effect, a charactéaires the effect until the count runs out, or the
character is cured by other means. An ability @llsphich afflicts another character with a Status
Effect will usually list the duration of the effect

BLINDED

When Blinded, a character must close his eyes catelgl The character is unable to see anything for
the duration of the Blindness.

ENTANGLED

An Entangled character may not move his feet & &all, but is free in the upper body.

ParaLYZED

A Paralyzed character cannot move anything exasgtdnds, wrists, and facial muscles. A character
with Still Cast may still cast spells while Paradglz though the character still can not move hissarm

PeTrIFIED

A character who has been Petrified cannot moveealsat all. The character is completely immune to
all forms of attack except Siege damage and Shattde, both of which kill the character instantly

PLAGUED

A character who is afflicted with Plague must begpinting down from 100. Upon reaching 0, the
character enters the Dying stage. If anyone contegphysical contact with the afflicted character,
while the afflicted character is Living OR Deadatlperson gains the Plague effect as well. Chasacte
who die from Plague and are resurrected still po#se Plague effect, and must begin the count down
again. Characters retain Plague until cured in sasi@on, such as a Cure Plague spell.

PoisoNED

There are many varieties of Poison (listed undénenEquipment section), though they all function
basically the same. Armor protects against beingdded by a Poison-coated weapon, though Natural
Armor and Toughness do not. If a character ingdst$oison in liquid form, the Poison automatically
bypasses any armor.
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SL.owEeD

A character who is Slowed cannot run, and must ctuuf between each physical attack. In addition,
the character loses all effects of the Strengthitghi he possesses it.
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Gamg MECHANICS

CounTs

Counts are used to measure time for an in-gametefiecount is equal to 1 second. The players may
be tempted to count quickly for detrimental effeetsd slowly for beneficial ones; this is strictly
against the rules. Players found to be consisteoiiyting too fast or slow may be subject to
disciplinary action.

Dracacing Bobies

Any immobile character may be dragged. To drag somea character must place one hand on the
immobile character's person, and say "Drag." Thaatnle character may be dragged only at a walk,
unless the character doing the dragging has tlea@tr ability. When the immobile character is
released, he must go into a prone position. Evéreifmmobile character regains mobility, he must
first go prone, and may then get to his feet, bkthe dragger's possession.

PuLse CHEeckING

Checking someone's pulse is a basic skill thatyesfearacter is assumed to possess. Any player may
attempt to pretend to be Dead, but a Pulse Cheslote tell if a character is actually Dead or fat.
check a character's pulse, simply place two fingarthe character, and count to 10. After the count
the character must truthfully announce "Alive,”Dead." Note that the skill "Feign Death" negates
Pulse Checking. There are other effects in gameatltav one to determine if a character is really
Dead or not.

BinDING CHARACTERS

A character may bind others, using a rope. Thi®acequires a phys-rep rope, which the player wrap
loosely around the arms or legs of the charactés bending. Do NOT actually bind any other player.
The character being bound must be immobile (Deadobscious, etc.), and the binding character
must complete a 30 count. After the count is coteplethe bound character may not move from the
spot. The bound character may attempt to removeogie which takes a 60 count. However, it will be
obvious what the character is doing, and he musttoout loud, while struggling with the rope.
Another character may untie the bound charactarlifi count.
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SEARCHING

When about to search someone, a player must askudlar automatic?" A manual search means the
character is actually searched. Players are engedra allow manual searching, depending on the
case, since it adds more realism to the mechahis.being the case, players are discouraged from
hiding items in trousers or whatnot.

If the player is uncomfortable with actually besegarched, the character may opt for "Automaticr' Fo
an automatic search, the character doing the segralll point to one section of the other charaste
person. The searchee must then give up any iteraseld in that location. For searching for hidden
items, the searcher may declare a "Search Hiddérw 'searcher will do a 10 count, after which the
searchee must give up one hidden item (if the bearbas any).

|TEM AcQuisITION

When looting a character's body, or stealing irdliyg(from a character's tent, for instance), atdyns
which have stats in the game may be stolen. Thisdes weapons, enchanted artifacts, and spell
focuses. Certain items, even if they have an ingyaffect, may not be stolen:

* Armor
 Spell books
» Personal items (jewelry, mess gear, etc.)

During the event, the phys-rep of the item maytbkes. However, after the event, both the player
stolen from and the player stealing must see ahadrgrho will confirm whether or not the stealing
player may keep the phys-rep. Sometimes (for ealheevell-designed weapons, for instance), a
player may not wish to part with a phys-rep, anlll guest it back from the thief. The thief witlls
technically possess the item, and may provide a&nqthys-rep to represent that item. This will be
noted by the Marshal.

BrinGING | TEMS TO EVENTS

Characters are not required to bring any of thesspssions to an event except for Production
Instructions (Recipes, etc.), and their spell badkhey cast magic).

SHATTERED |TEMS

When an item is Shattered by any means, it is cetelyl unusable, though it may still be picked up
and moved. Shattered armor provides no protecBbaitered weapons may not be used for any
purpose, and Shattered shields may not block aswshIThere are several methods of repairing a
Shattered item.
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ALcHemicaL Brew Tacs

All Alchemical Brews have a tag, which is placedabllarshal. The tag consists of a folded over piece
of leather or paper, with the edges glued shutth@nnside of the tag, the name of the Brew istemit
There is a coded set of runes written on the oetsidhe tag. When a character drinks the Brew, he
must rip open the tag, and see what the Brew wase @ tag is ripped, the character is assumed to
have drunken the Brew. It is strictly against thies to examine the inside of the tag without dngk

the Brew. The coded runes on the outside of theniagbe deciphered by anyone who possesses the
Alchemist skill. Alchemists will be issued a boakt®ntaining the codes.

Poisoning Foob anp DRrINk

When Poisoning food or drink, the player must placall sticker (with the Poison type written 9n i
on the bottom of the food or drink vessel. Normatliiayers are not allowed to inspect the bottoms of
food or drink vessels until after they have tasteddfood or drink, at which point players may chexk
see if the have been Poisoned. Characters withicebilities may detect Poison, and are allowed to
examine food and drink vessels without eating orkiing anything. Players should inform a Marshal
when Poisoning food or drink. Note that technicalhy Alchemical Brew can be added to food or
drink.

TraPs

In order to set a trap, the player may use any maatgproved by the Marshal. Traps may not acguall
be dangerous in any way. The effectiveness ofrteis mostly based on the player's ingenuity.

W ATER

In certain events, such as those based aroundebatijes, there may be bodies of water. The vister
phys-repped by blue tarps, or simply rope arouedpttrimeter of the water. Any character that fialls
the water (unless under effects of certain spillajflicted with Slow as long as he remains in the
water. If the character spends more than a 100ténuhe water, he drowns, and enters the Dead.stat
If the character is wearing Medium or Heavy arntiog, character instantly drowns. A character may
climb out of the water by standing next to the peter of the water and performing a 10 count.
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Propucaion

ProbucTioN REQUIREMENTS

In order to create an item using the Productiotesysfour things are required: the Production skill
appropriate to the item, a set of Production Iredtoms for the specific item, the Materials cosig a
Production Points (PP).

ProbucTioN &iLLs

There are five Production skills (Alchemist, ArmQrEngineer, Scribe and Weaponsmith ), one for
each general type of item. For further informatonProduction skills, see the Abilities and Skills
section.

ProbucTion INSTRUCTIONS

Production Instructions are sets of directions thththe character how to create any given iteneri
single item (except Spell Scrolls) has an assatisgt of Instructions that the character must Essse
before making the item (Recipes for Alchemical BseRatterns for Armor, Schematics for Siege
Weapons and Locks, and Molds for Weapons). Mostneominstructions are available in merchant
stores. Generally, a set of Instructions will dbst same as the item's Materials cost. Instructioag
also be found in-game.

M aTeriaLs CosT

The Materials cost is simply an amount of money tha character must spend to represent buying or
acquiring materials to build the item. The Mateyiabst is almost always half the market price ef th
item, rounded up.

Occasionally, players may find Production Ingretheon site. These will be tagged, and probably
specific to some particular item. Possession afoairction Ingredient means the crafter may forgo th
Materials cost for any item that uses the ingredi€ar instance, if an Alchemist finds some
Moonberry, which is tagged as an ingredient to altié?otion, he may present that instead of coen to
Marshal, and craft his Health Potion.

It is possible to craft items from special matexidor an item made from a Rare substance, such as
silver, the item's price is multiplied by 2. Foritam made from an Uncommon substance, such as cold
iron, the item's price is multiplied by 1.5. Itemsde from Common materials cost the same. When
crafting an item with a special material, a Marghalst be consulted.
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ProbucTtion PoinTs

The first time a character takes a Production gkalih the exception of Skilled Crafter), the chasa
begins gaining Production Points (PP) at a rate pér day of event. A player that receives doulie X
for hosting an event or Marshaling does not recdiwgble PP. However, XP may be traded straight
across for PP (a character who has earned 2 XR Bfdfor an event may choose to trade in 1 XP for a
PP, for a total of 2 PP.)

CRAFTING THE | TEM

Items may only be crafted in-between events. Taterthe item, bring the item's phys-rep, the
Instructions, and the Materials cost to a Marslefbie the game starts. The Marshal shall mark the
loss of PP and facilitate the item crafting.

CoPyING ProDUCTION INSTRUCTIONS

Any set of Production Instructions may be copiegspgnding 1 PP, and a Materials cost equal to that
of the item the Instructions are for. A Marshallviakilitate the copying of Instructions.

CowmsINING ProbucTioN PoInTs

If worked out in-game (or “in-character,” even vehiiot during an event), up to 3 characters may
combine any number of PP for creating an item. &li®no limit to the number of characters who may
contribute Materials costs.
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Hoxnzy

» There are three denominations of coins in LoiSE@ARP: the copper penny, the silver orb, and the
golden crown. There are ten pence to an orb, andrtes to a crown. A penny is denoted by a "p," and
an orb is denoted by an "0" with a cross through.it

* When an item costs a combination of orbs and @anhwill be written with the amount in orbs,
followed by a slash, with the amount of pence tisaéierward. For example, and item which costs
seven pence would be listed as "7p". An item tbhatsone orb and four pence would be "1@/4p".

* Costs are always listed in an amount of penmeléoa orbs: when something costs a crown or more,

the amount will still be listed in orbs. For instanan item that costs one crown, three orbs, are n
pence would be listed as "17a/9p".
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Foupmena

Listed below is every commonly available item, gawth associated costs. Brews which replicate
spell that use amulets must have a unique amwetginscribed with the word “Brew.” These amulets
may only be used in conjunction with the Brew, anel considered out-of-game items.

ALcHEMICAL BREWws

PoTtions

Health Potion

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: As per the spell Heal.

Antidote

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: As per the spell Cure Poison.

Antibiotic

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: As per the spell Cure Plague.

Revive Potion

Market Price: 1@/5p

Materials Cost: 8p

PP Cost:3

Description: As per the spell Revive.

Luminescent Brew

Market Price: 4p

Materials Cost: 2p

PP Cost:1

Description: A glowstick, preferably disguised in some way (@pad in cheese cloth, or the ends
capped with clay).
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Strength Potion

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:4

Description: As per the spell Strength, with a duration of Liho

Berserk Potion

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:4

Description: As per the spell Berserk.

Feign Death Potion

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: As per the ability Feign Death. Consuming thisgofctivates ability immediately
(without usual 10 count). The character may catieekffect at any time, requiring the 10 count. One
use only.

Toughness Potion

Market Price: 1@/5p

Materials Cost: 8p

PP Cost:3

Description: As per the ability Toughness. The point of armemrot be regained once it is lost.

Poisons

Crippling Poison

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: Causes Slow for 100 count.

Plague Poison

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:5

Description: As per the spell Plague.

Befuddling Poison

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: As per the spell Subliminal Suggestion.
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Knockout Poison

Market Price: 1@/6p

Materials Cost: 8p

PP Cost:4

Description: Causes Unconsciousness for a 100 count.

Nerve Poison

Market Price: 1@/6p

Materials Cost: 8p

PP Cost:4

Description: As per the spell Hold Person.

Truth Serum

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: As per the spell Greater Psychic Interrogation.

Lesser Deadly Poison

Market Price: 2@/5p

Materials Cost: 1a/3p

PP Cost:3

Description: Anyone effected by Lesser Deadly Poison will gohi® Dying stage in a 100 count.

Greater Deadly Poison

Market Price: 3@/5p

Materials Cost: 1a/8p

PP Cost:3

Description: Anyone effected by Greater Deadly Poison will gahte Dying stage in a 10 count.
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ARMOR

LicHT ARMOR

Torso

Market Price: 2g

Materials Cost: 1@

PP Cost:3

Description: The torso piece of Light armor.

Arms

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: Both arms of Light armor.

Legs

Market Price: 1g

Materials Cost: 5p

PP Cost:2

Description: Both legs of Light armor.

M Eebium ARMOR

Torso

Market Price: 2@/6p

Materials Cost: 1a/3p

PP Cost:4

Description: The torso piece of Medium armor.

Arms

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: Both arms of Medium armor.

Legs

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: Both legs of Medium armor.
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Heavy ARMOR

Torso

Market Price: 3@/8p

Materials Cost: 1a/9p

PP Cost:5

Description: The torso piece of Heavy armor.

Arms

Market Price: 2@/8p

Materials Cost: 1a/4p

PP Cost:4

Description: Both arms of Heavy armor.

Legs

Market Price: 2@/8p

Materials Cost: 1@/4p

PP Cost:4

Description: Both legs of Heavy armor.

SHIELDS

Buckler

Market Price: 8p

Materials Cost: 4p

PP Cost:1

Description: Any shield 1' or less at the widest point.

Small Shield

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:2

Description: Any shield between 1'1” and 2' at the widest point

Large Shield

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:3

Description: Any shield 2'1” or larger at the widest point.
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Sece WEAPONS

Ballista

Market Price: 5@

Materials Cost: 2@/5p

PP Cost:7

Description: The ballista fires a bolt, which must be at Iéattet long and 3 inches wide. The ballista
itself resembles a giant crossbow, and the physhepld be built accordingly. One person may fire
and load a ballista (albeit slowly), but it reqsirevo people (or one person with the Strengthtgpil

to move it, regardless of its actual size. Anyameck by a ballista bolt takes 1 point of Siege dgm

Fire Bomb

Market Price: 2@8p

Materials Cost: 1@/4p

PP Cost:4

Description: Represented by a gray beanbag. The beanbag msiseblly labeled to distinguish it
from a spell packet. Any target hit with the FirerBo takes 1 point of fire damage to the torso,
regardless of where the beanbag hits. A Fire Banséd up once it is thrown, even if it does not
contact anyone.
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L ocks

Leve 1

Market Price: 8p

Materials Cost: 4p

PP Cost:1

Description: A lock of easy difficulty to pick.

Level 2

Market Price: 1@/2p

Materials Cost: 6p

PP Cost:2

Description: A lock of medium difficulty to pick.

Leve 3

Market Price: 1@/6p

Materials Cost: 8p

PP Cost:3

Description: A lock of hard difficulty to pick.
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SPELL ScRrOLLS

Market Price: 2@

Materials Cost: 19

PP Cost:2

Description: Cost is per circle of spell being Scribed.
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WEAPONS

Dagger

Market Price: 4p

Materials Cost: 2p

PP Cost:1

Description: Weapons under 18”.

One-Handed Weapon

Market Price: 1@

Materials Cost: 5p

PP Cost:2

Description: Weapons between 19” and 3.

Half-and-a-Half Weapon

Market Price: 1@/4p

Materials Cost: 7p

PP Cost:3

Description: Weapons between 3'1” and 4'.

Two-Handed Weapon

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:4

Description: Weapons 4'1” and over.

Polearm

Market Price: 1@/8p

Materials Cost: 9p

PP Cost:4

Description: For a description of polearms, see the Weapoh“slalearms.”

Spear

Market Price: 1@/2p

Materials Cost: 6p

PP Cost:3

Description: For a description of spears, see the Weapon“Sipkars.”

Throwing Weapons
Description: Per size class
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OTHER

Tool Kit

Market Price: 1@

Materials Cost: N/A

PP Cost:N/A

Description: The toolkit required to repair armor in the fielhis is not a craftable item, and must be

purchased or found. It is also possible to stay mith this item, only if the character possedbes
Mend Item or Armorer skills at creation.
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