Character Creation

Races

There are no particular bonuses or penalties for choosing a race to roleplay.  



Classes

Any half-cost skills are rounded down.

Warrior

The quintessence of simple fighting, the warrior can range from a simple city guard to the mightiest warlord.  His specialty lies with weapons and his heavy armor, and though he can use spells like any other character, it is often more effective to focus on his physical strength.

The warrior can use any weapon, and wear any armor up to the maximum 20 points.  He can also purchase warrior skills for half the normal point cost.  However, he must pay triple for any magic spells.

Wizard

While a starting wizard may be weak, with only a dagger and a few underpowered magicks to protect him, the same little apprentice becomes the most powerful of creatures at high levels.  At medium powers, the wizard can blast his foes into oblivion with little more than a word, while the most powerful archmages command storms of magical energy and the earth-shaking True Magic, and can even create magical items.

Wizards can only use the staff or dagger for weapons at full power; any other weapon, though they can wield it, causes them to be unable to cast their highest spell level.  They can purchase wizard magic and skills for the listed skill costs, but must pay double for healing magic.  A wizard’s maximum armor is his clothing.

Healer

Healers can use any blunt weapon, and lose their highest spell level if they start wielding a blade.  They can buy healing magic and skills at normal cost, and can wear up to medium armor.  They must pay double for wizard magic.

Rogue

Rogues can use any weapon, but only up to medium armor.  They can purchase rogue skills at half cost.  They must pay double cost for all spells.



Skills

**Healer Skills**�Cost�**Wizard Spell Levels**�Cost��Aid�4�Wizard Spell Level 1�1��Diagnose�4�Wizard Spell Level 2�1��Herbal Lore�6�Wizard Spell Level 3�2��Create Potion�6�Wizard Spell Level 4�2��**Rogue Skills**�Cost�Wizard Spell Level 5�3��Appraise�6�Wizard Spell Level 6�3��Create Trap�6�Wizard Spell Level 7�4��Disarm/Arm Trap�7�Wizard Spell Level 8�4��Pick Locks�7�Wizard Spell Level 9�5��**Warrior Skills**�Cost�**Healer Spell Levels**�Cost��Armorsmith�6�Healing Spell Level 1�1��Berserk�8�Healing Spell Level 2�1��Weaponsmith�6�Healing Spell Level 3�2��**Wizard Skills**�Cost�Healing Spell Level 4�2��Create Potion�6�Healing Spell Level 5�3��Reading/Writing�6�Healing Spell Level 6�3��Read Magic�8�Healing Spell Level 7�4��**General Skills**�Cost�Healing Spell Level 8�4��Alchemy�4�Healing Spell Level 9�5��Craftsman�3����Teacher�1����

Skill Summaries







Aid: Allows a character to stabilize an unconscious character, bringing him back up with full capabilities if unconsciousness was caused by a torso wound, or only one wound if there were multiple limb wounds.  This skill requires an uninterrupted minute to use.



Alchemy: Allows the character to make nonmagical potions, oils, gasses, poisons, and other such items.  Each purchase of the skill gives the character 2 Production Points.  To use a gas attack, the character must have at least Alchemy 3.  Alchemy cannot be used to detect the presence of a chemical or magic in a creature’s bloodstream.  The list of alchemical substances appears later, in the Alchemy and Traps section.



Appraise: Allows the character to determine the monetary value of an in-game item.         Characters with this skill will be given a sheet with the value of in-game items posted on it by item number.



Armorsmith: This skill is used to create suits of armor.  Each purchase of this skill gives the character 2 Armor Production Points.  There is also a game money cost to create armor.  Obviously, the player wearing the armor must provide the armor; the tags are only for light, medium, or heavy classification.



Berserk: Berserk allows a character to go ballistic once a day for one battle.  While berserk, the character receives two points of extra armor on all locations, his weapons do an extra point of damage, and he becomes immune to mind-affecting spells such as Sleep or Charm.  However, he also cannot run from the battle or any opponent he engages.  A berserker must continue to fight until all his opponent are on the ground.  When the battle is done, the berserker takes two points of damage in every location (destroying limbs or rendering him unconscious if applicable), is affected as if by Weakness for the next twenty minutes (weapons do four less damage than normal), and cannot move faster than a walk.



Craftsman: Can be applied to pretty much any medieval craft skill; every game day, characters are given two silvers for each purchase of this skill to simulate money from a professional career in their craft.  This skill should be supplemented with actual player knowledge of the craft, at the risk of looking like an idiot otherwise.



Create Potion: Allows two Production Points of Healing-magic based potion production per skill bought.  Game money must also be used.



Create Scroll: Gives the character two Production Points worth of Wizard-magic based scroll production per skill bought.  Game money must also be used.



Create Trap: Two production points, traps, yadda yadda.



Diagnosis: Allows a character to determine whether a character is diseased, sleeping, paralyzed, dead, dying, unconscious, or faking an injury with an examination.  The skill will not allow the character to determine the presence of an alchemical substance in a victim, and will not be able to tell if a cause of death was spells, necromancy, poison, or et cetera.  It will allow the diagnosis between classes of weapon, such as blunt, edged, or claws.  This skill can also be used as a three-second roleplaying action to determine if a potion is magical, but not its identity.



Disarm/Arm Trap: Allows the character to disarm or arm traps.  This skill does not guarantee success; it only allows the attempt to be made.



Herbal Lore: Allows a character to detect the presence of a chemical substance, but not its identity.  This must take at least three seconds, and must be roleplayed accordingly.  To identify an alchemical substance, a full minute must be taken roleplaying.  The skill cannot be used to determine blood type, substances in a bloodstream, identify a creature through its blood, or otherwise perform modern chemistry.



Pick Locks: Allows the character to pick locks.  This does not guarantee success; it only allows the attempt to be made.



Reading/Writing: Allows the character to read and write normally.  It does not provide code-reading abilities or new languages.  Those without this skill cannot read or write anything.



Read Magic: Allows the character to learn Wizard magic and to read scrolls up to four levels higher than their normal Wizard spell level.



Teacher: This skill lets a character teach another character a skill they know.  A character must have a teacher to learn a new skill, though not to improve one they already know.  Teaching takes at least twenty minutes, and should be roleplayed by the teacher.



Weaponsmith: Gives the character the ability to make weapons, with 2 production points and such.



Experience Table



Total BP�Level�XP/SP��7-12�1�3��13-18�2�4��19-24�3�5��25-30�4�7��31-36�5�9��37-42�6�12��43-48�7�15��49-54�8�19��55-60�9�23��61-66�10�28��67-72�11�33��73-78�12�39��79-84�13�45��85-90�14�52��91-96�15�59��97-102�16�67��103-108�17�75��109-114�18�84��115-120�19�93��121-126�20�100��Once the character hits level 100, then the XP: Skill Point ratio remains 100:1.  All characters start at level 1 with 7 skill points, and receive a number of XP equal to their skill points each day, half that for an adventure day.  Thus for a 2-day weekend, a character with 20 Skill Points would receive 40 XP, for a 3-day weekend 60 XP, and for an adventure 20 XP.



Combat

Counting Hits



	Hits are counted by location.  If you’re hit in the arm, you have to put that arm behind your back; in the leg, you must go down on one knee.  The leg struck must be the one on the ground.  Any two limb shots, including two hits in one leg, are a death, as is a torso hit.  Head shots are not counted, and neither are feet or a hand holding any weapon.  If you feel a strike, take it, even if it was light.  If you wear heavy armor, you are likely not to feel some hits; trust others’ judgment on whether it hit.



Miscellaneous



If your weapon does extra damage beyond that of a two-handed weapon or such, you must call your damage before you hit anyone.  A green band around the weapon blade shows poison.  This band must be of a different green if the weapon’s cover is green.  Poison will almost always kill the target 100 count after a hit that gets past armor.  Other poison effects must be told to any victims.  



Safety

	 

	No shield bashing, no body contact, no head shots.  If a hold is called, drop to one knee and STAY THERE until the lay-on is called and the battle resumes.



Armor



	Armor is counted by location; if you have 4 points of leather on your arm and 8 points of plate on your torso, then the hits take off from the locations separately.  The maximum armor available is 20, only usable by warriors.  This kind of armor is only available with magical augmentation and some damned heavy plate.



Armor Types:

Garb: The costume you would normally wear.

Light armor: Padded or quilted, leather, leather scale, studded leather or ring mail, plastic armor.

Medium armor: Chain mail, coat of plates, splint mail.

Heavy armor: Plate mail, lamellar, brigandine.



Armor Ratings:

Garb: 2 points.  Light armor: 4 points.  Medium armor: 6 points.  Heavy armor: 8 points.



Modifiers:



Garb: Excellent looks: +1.  Contains armor or armor-like elements: +1.  Poorly made or non-period (tabard and jeans): -1.

Light armor: Scales overlapping by 1/3: +1.  Studs or ring mail: +1.  ¼” or thicker leather: +1.  Boiled leather: +1.  Padded or quilted: -1.  

Medium armor: Tight weave chain: +1.  Metal gauge (base 18): +/- 1 for every 2 gauge difference.  Loosely woven chain (links larger than ½”): -1.  More than ¼” gap between plates in coat or splint: -1.

Heavy armor: Metal gauge: +/- 1 for every 2 gauge difference.  Plate mail: +1.  Flutings: +1.













Weapons



Weapon�Blade/Head

Min/Max�Overall

Min/Max�Pipe diameter�Max. 

grip�Min.

tip�Base

Damage��

Arrow�-�-�-�-�-�-�-�2 or 4��Battle axe�12”�18”�34”�44”�½” �14”�2”�2��Bolt�-�-�-�-�-�-�-�4��Club�8”�17”�14”�24”�½”�8”�2”�1��Dagger�8”�12”�14”�18”�½”�6”�2”�1��Flail�10”*�18”*�10”*�18”*�½”�8”�*�2��Haladie�8”@�12”@�22”�32”�½”�8”�2”�1��Hammer�12”$�20”$�26”�32”�½”�14”�2”�2��Hand axe�8”�17”�12”�24”�½”�6”�2”�1��Javelin�-�-�36”�40”�-�-�2”�1��Long sword�25”�36”�36”�48”�½”�12”�2”�2��Mace�10”�16”�20”�30”�½”�14”�2”�2��Madu�18”�24”�36”�48”�½”�#�2”�1��Polearm�18”�36”�60”�84”�1”�56”�3”�3��Pole flail�10”*�18”*�48”�60”�½”�18”�*�2��Sap�8”�17”�12”�24”�½”�6”�2”�1��Short sword�20”�28”�26”�36”�½”�14”�2”�1��Spear�8”�8”�48”�58”�½”�30”�2½”�2��Staff�-�-�60”�72”�½”�30”�2”�1��Throwing weapon�-�-�8”�18”�-�-�-�1��Two-handed hammer�18”�20”$�48”�62”�1”�36”�2”�3��Two-handed sword�40”�48”�50”�62”�1”�22”�2½”�3��*A flail’s combined chain and head can be no more than 18” long.

@ This is the length of each blade of the haladie.

$ The maximum volume of a hammer head is 2 cubic feet.



Construction

Provide a how-to with funnoodle and other materials; pipe insulation, camp mat, flat blades, et cetera.



Safety	

All tips on the weapon should be larger than an eye socket.  The safety marshals should not be able to feel the PVC core anywhere, but this does not mean the padding should be compressed until it is rock-hard.  It should simply be ample enough that the core will not hit a victim of your instrument of destruction.



Magic

Miscellaneous



	All spellcasters must have an actual spell book, as well as a spell card for each of the spells they know.  Spells can be copied from guild books and other wizards, often for a fee.  To memorize spells, take your spell cards that you want to memorize for the day to the spell marshal, and he will give you the appropriate tags.

	Spell balls must be larger than an eye socket, and have some kind of streamer.  Loosely packed rubber bands in a piece of cloth work fine, as do yard tennis balls with cloth covers.







Spells



Level 1�Wizard Spells�Healer Spells���Disarm�Heal���Endow�Mend Armor���Magic Missile�Disarm���Shield�Light��Level 2�Delayed Endow�Detect Magic���Detect Magic�Magic Armor���Ice Bolt�Repel���Magic Armor�Turn/Control Undead���Repel���Level 3�Greater Shield�Cure Disease���Lightning Bolt�Shatter���Shatter�Weakness/Remove Weakness��Level 4�Awaken�Bind���Bind�Poison Shield���Flame Blade�Sanctuary���Fireball����Shun���Level 5�Release�Cure Poison���Shield Magic�Release���Silence�Shield Magic���Cause Disease�Silence��Level 6�Destroy�Elemental Shield���Enchanted Blade�Sleep���Ice Storm����Sleep���Level 7�Charm�Charm���Lightning Storm�Remove Curse���Wall of Force�Destroy/Create Undead���Mutual Destruction�Wound��Level 8�Confine�Confine���Dispel Magic�Dispel Magic���Dragonfire�Reflect Magic���Curse����Reflect Magic����Wizard Lock���Level 9�Circle of Power�Banish���Death�Circle of Power���Eldritch Blast�Ressurect���Imprison����Magic Storm����Ward���

Spell Summaries



Awaken: Awakens target from Sleep spells.  By my heart I Awaken thee.



Banish: Sends creatures summoned from another world back to their home, effectively destroying them unless they have a way of returning.  May the forces of the Light Banish thee.



Bind: Snares victim’s arms to his sides, though his legs are still usable.  Any abilities requiring the use of his arms are useless.  By my heart I Bind thee.



Cause Disease: Renders the victim too weak to run, and in a half-hour too weak to even walk.  Lasts for two hours.  May the forces of Darkness inflict Disease upon thee.



Charm: Makes the victim the caster’s best friend.  By my heart I Charm thee.



Circle of Protection: Creates a circle of force that prevents any remotely physical attack or spell other than a gaze attack from entering or exiting.  Also used for True Magicks.  May the forces of the World summon a Circle of Protection.



Confine: Renders its victim unable to use either arms or legs, though he may still talk.  By my heart I Confine thee.



Control Undead: Allows the caster to give undead simple commands for twenty minutes after the undead are affected by the spell.  May the forces of the Light grant me Control of the Undead.



Create Undead: Creates an undead monster from a dead or unconscious character for a total of 10 minutes, at which point the character may go come alive.  Touch range only.  May the forces of Darkness Create Undead.



Curse: Renders victim unable to run or fight.  All damage to victim is also doubled for the duration of the spell (two hours) or until a Remove Curse or Dispel Magic is received.  By my heart I Curse thee.



Cure Poison: Removes any kind of poison in the target’s system.  May the forces of the Light drive Poison from thy veins.



Death: Kills the victim outright.  Not unconscious; dead.  May only be cast once per day by any particular wizard.  Armor and equipment of the victim is unharmed.  I summon the forces of Darkness to bring Death unto thee.



Delayed Endow: Adds two points of damage to one swing made by recipient.  If it misses, than the magic is used up.  The strike may be used whenever the recipient chooses.  By my heart, I grant you a Delayed Endow.



Destroy: Annihilates a door-sized piece of matter such as a chest, door, or suit of armor.  By my heart I Destroy that <item>.



Detect Magic: Detects any magic present on the target, who must announce any and all enchantments and magic items, unless specifically protected against detection.  May the Light show me to Detect Magic.



Disarm: Forces the target to drop a specified item in one of their hands.  The item may not be picked up for five seconds.  If the item is not specified and the target is carrying two, they can choose which to drop.  By my heart I Disarm thee.



Dragonfire: Consumes whatever it strikes utterly, acting as both a Destroy spell on armor and killing the victim on a torso shot, rendering him unconscious on a limb shot.  Treat a limb hit as two shots to that limb.  Fire elemental.  By my heart I summon infernal Dragonfire to consume thee.



Eldritch Blast: Same as Dragonfire, except that any hit is death.  By my heart and soul I summon an Eldritch Blast.



Elemental Shield: Blocks the next elemental-based attack such as a Flame Bolt or Icebolt, but not a Magic Bolt or Eldritch Blast.  May the forces of the Light bestow an Elemental Shield upon thee.



Enchanted Blade: Same as Delayed Endow, except that the strike counts as a magic weapon as well.  By my heart I Enchant your blade.



Endow: Adds two damage to the next successful strike the recipient makes.  Once the Endow is used, its magic is gone.  By my heart I grant you an Endow.



Fireball: Does 6 points of damage to armor, with the points counting as a hit each if they get past armor (8 points of armor would become 2 points of armor, 5 points of armor would be a wound, and 4 points of armor would be unconsciousness, et cetera).  By my heart I summon a Fireball.



Greater Shield: Absorbs four points worth of damage received, and then dissipates.  May the forces of the Light bestow a Greater Shield upon thee.



Ice Bolt: Does 2 points of damage to armor.  See Fireball for damage details.  By my heart I summon an Ice Bolt.



Imprison: Encases victim in an invisible, form-fitting force cage.  Victim cannot speak, move, or activate any abilities, though they are aware of their surroundings.  He can also not be damaged in any way until the Imprison expires.  The spell lasts for one hour.  By my heart I Imprison you.



Light: Allows the use of a flashlight or glow-stick until the next dawn.  May the forces of the Light show me the path.



Lightning Bolt: Does 4 points of damage to armor.  See Fireball for damage details.  By my heart I summon a Lightning Bolt.



Magic Armor: Negates the next physical hit on the recipient, then dissipates.  May the forces of the Light bestow Magic Armor upon thee.



Magic Bolt: Does 1 point of damage, or inflicts 1 wound on the location it strikes.  By my heart I summon a Magic Bolt.



Magic Storm: Allows an unlimited number of Magic Bolts for as long as the caster doesn’t move from his position.  The chant for this spell is simply “Magic Bolt”, and another bolt is charged.  By my heart and soul I summon a Magic Storm…Magic Bolt, Magic Bolt…



Mutual Destruction: Kills the caster and victim instantly.  No kind of protective magic may protect the caster from his death, though the victim may survive.  If the spell ball misses, then neither the caster or intended victim dies.  May the forces of Darkness take our souls.



Poison Shield: Prevents the recipient from being affected by any kind of poison.  Lasts for two hours.  By the forces of the Light I bestow a Poison Shield upon thou.



Reflect Magic: Reflects a spell striking the recipient back on the caster, who takes full effect.  Reflect Magic affects the next spell targeting the recipient, regardless of his wishes, and when it is used once, it dissipates.  By the forces of the Light I bestow a Reflect Magic upon thee.



Release: Releases the recipient from any form of binding spell except Imprison.  By my heart I Release thee from thy binding.



Remove Curse: Dispels the Curse spell.  May the forces of the Light remove thy curse.



Remove Weakness: Dispels the Weakness spell.  May the forces of the Light remove thy weakness.



Repel: As long as the caster holds his hand out at the target, the two are unable to come within 10 feet of one another.  May the forces of the Light Repel thee.



Resurrect: Brings a dead character back to life without taking any of his normal lives.  Can be used on a shattered character if he has not moved from where he died.  Can only be used if the dead character has not moved.  May the forces of the Light Resurrect thou from thy sleep.



Sanctuary: As long as the caster keeps his arms crossed over his chest, he is immune to all attacks that come from within 25 feet.  He can only use touch-range spells while under Sanctuary.  May the forces of the Light grant me Sanctuary.



Shatter: Destroys a shield-sized piece of material as per Destroy.  By my heart I Shatter that <item>.



Shield: Absorbs the next two points of damage received, and then dissipates.  May the forces of the Light bestow a Shield upon thee.



Shield Magic: Same as Magic Armor, except affects magic attacks.  May the forces of the Light Shield thee from Magic.



Shun: Causes the victim to do whatever is necessary to remain at least 10 feet away from the caster.  If the caster intentionally pushes the bubble against the target, trying to squish him on a wall or some such, the spell is broken.  By my heart I make thee Shun me. 



Silence: Prevents the victim from speaking or casting spells for two hours or until a Remove Curse, Dispel Magic, or et cetera is received.  By my heart I Silence thee.



Sleep: The target falls into a deep sleep for 10 minutes, and can only be woken by a full minute of shaking and shouting at him.  By my heart I make thee Sleep.



Turn Undead: Forces any affected lesser undead to flee as quickly as possible from the caster for one minute.  Greater undead are affected as a Shun spell.  May the forces of the Light help me to Turn Undead.



Wall of Force: Creates a 10’ x 10’ wall of force, extending upward from a line placed by the caster.  Cannot be passed by any spell or force other than gaze attacks.  By my heart I summon a Wall of Force.



Ward: See NERO book.  By my heart I Ward this land.



Weakness: Reduces all damage done by the affected character by four, to a minimum of zero.  Persists for 24 hours or until a Remove Weakness is applied.  May the forces of Darkness curse thee with Weakness.



Wizard’s Lock: Prevents any creature from entering a portal without a specified “key” designated by the caster.  This “key” can be any item.  By my heart I place a Wizard’s Lock upon this <item>.



Wound: Wounds a torso or limb of the target, bypassing all armor.  By my heart I Wound your <location>.



Magical Items

	Powerful magic is made through the True Magicks, which can only be cast with a Circle of Power and a ritual involving one or more special components.  These components are unique to each spell, and a sheet detailing the ritual and components will be given to you by the spell marshal if you ever wish to cast True Magick.  Scrolls are represented by a sheet of paper at least 16 square inches in size; they should look somewhat nice, and must be checked by the spell marshal before being used.  To use a scroll, recite the spell, touch the spell ball to the paper, and then rip the scroll in half.  You can use a scroll up to 2 levels higher than you can normally cast magic. Potions are represented by a potion vial with some kind of liquid in it and a tag.  It is activated (obviously) by drinking the liquid.



Alchemy and Traps

Creating Alchemical Substances



Same as creating any other items; spend the money and Production Points necessary, get the tag, and provide a vial, spell ball, or et cetera.  Gas alchemy is represented by a green spell ball.



Chemical Types



Acid: Capable of being made to do 2, 4, 6, or 8 damage on contact, acid cannot be applied on weapons.  It affects armor and exposed skin that touches it.

Amnesia: Removes all memory of the last hour of game time for the player affected.  If applied during the first ten minutes since the poison was applied, a Cure Poison or Ingested Antidote can counter the effect.  If this does not happen, all memory of the hour is lost.

Antidote: Available in 4 quantities: contact, ingested, gas, and injected.  Cures most effects of the respective types.

Berserk: Gives the affected character the bonuses and penalties as per the Berserk skill.

Death: Knocks the victim unconscious, and kills in 5 minutes unless an antidote or Cure Poison.

Dominate: Acts as a one-hour-long Charm spell, with the one who applied the substance as the controller.  Cured by Antidote or Cure Poison spell.

Enslavement: Enslaves the affected character to follow any and all directions given by the user.  Can only be counteracted by a specific antidote or death and resurrection.  

Euphoria: The affected character must wander aimlessly for ten minutes in a state of bliss.  He cannot fight or move faster than a walk.

Feeblemind: Renders the victim unable to use any skills or take any other action except moving and fighting, and so stupid he doesn’t even know he’s been poisoned.  An antidote or Cure Poison will remove this poison.

Hallucinogen: Causes the victim to see various impossible things.  Though they probably know they are under the influence of a poison, it won’t matter much.  They can use abilities normally, but most of them will probably be against imaginary creatures.  The effect lasts for half an hour, and can be cured by an antidote or Cure Poison.

Instant Death: Acts as a Death spell to the unfortunate victim.

Intoxicant: A powerful alcoholic substance, this poison will render its victim roaring drunk for one hour, regardless of resistances.  A Cure Poison or antidote will remove the effects.

Laughing: The victim becomes helpless with giggles and laughing for ten minutes, or until a Cure Poison or antidote is received.

Liquid Light: Allows the use of a glow-stick for as long as it lasts.

Love: Causes the victim to fall in love with the next member of the opposite (or same, however they go) sex they see for 28 days.  Can only be removed by a specific antidote or death and resurrection.

Nausea: Causes the character to be violently ill and unable to use abilities for ten minutes.  It is the player’s choice which end his sickness manifests itself from.

Paralysis: This poison causes the victim to be unable to move except to talk for ten minutes, and should fall to the ground in a suitably loose-limbed fashion.

Poison: Knocks the character unconscious in two minutes unless an antidote, Cure Poison, or et cetera is applied.

Poison Shield: Acts as the spell of the same name.

Sleep: Acts as the spell of the same name.

Silence: Acts as the spell of the same name.

Vertigo: The character loses his balance for ten minutes, and is unable to stand, fight, or use any abilities for that time.

Weakness: Acts as spell of the same name, but only for one hour.



Traps



Traps are created as per any other item; each purchase of the skill gives the character four Production Points worth of trap-making power per day, which can be traded in with game money for the appropriate trap cards.  Traps are represented by something that will make a sound, turn on a light, or otherwise make it well-known that you set off a trap.  They can be disarmed in any way that will not result in permanent damage to the trap (read: can’t be fixed in ten minutes with no tools).  The Disarm Trap skill does not guarantee the ability to disarm traps; it only allows you to make the attempt with the appropriate tools.  Pick Locks is the same; game locks will be fairly simple, but you must do the lockpicking.  Trap cards will be in a location easily accessible after the trap has been disarmed or set off, such as on the underside of a box lid.  To set traps in your tent or cabin, you must put the trap cards on the door of your abode, so that the marshal accompanying a thief can find them and find out what they do.  



Common Traps

 

Massive Traps: A massive trap represents a falling boulder, ceiling, or other large death-dealing item.  They cost 35 production points to create, and are represented by a pillow, plastic bag stuffed with newspaper, or other large, soft items.  This large item is typically dropped onto the heads of those tripping the trap, and anyone struck by the falling rock is crushed to death unless somehow protected from these traps.



Fire/Acid Trap: This trap represents the spray of a burning or acidic liquid around the trapped items.  Anyone within five feet of the trap when it goes off takes 6-10 damage in each location, and have all items made of paper, potions, glassware, and other fragile materials destroyed.  These traps cost 2 Production Points to create per point of damage.



Explosive Trap: This kind of trap is much like a Fire/Acid trap, except somewhat nastier.  Besides doing 8-16 damage to everyone in the area, it acts as a Destroy spell on all affected items, including weapons, armor, and anything else in game.



Gas Traps: These traps require a 32 cubic inch “container” to hold the gas, and cost as many Production Points to produce as the gas itself (which must be supplied separately as well).  Multiple Acid gasses can be stacked into one trap, but no other gas types can be stacked in this way.  There is a 5 foot radius to these traps, and anyone in this radius when the trap goes off is subjected to the gas effect (Acid traps are assumed to strike all locations, unless some are clearly not within five feet).  A Poison Shield will block all gas trap effects.



Weapon Traps: Frightened by all these nasty, nasty, nasty traps yet?  Well, here’s one that’s not so bad.  Weapon traps are assumed to be a hidden blade, hidden crossbow, or other physical weapon that lashes out when the trap is disturbed.  They do damage equal to one per two Production Points spent on their construction, with a maximum of 5.  They must be mounted on a heavy, stable object such as a door, chest, or wall to be effective.



Alarms/Noise Makers: This trap costs 2 Production Points to produce, and does nothing other than set off a loud alarm or noise, probably alerting those in the area to an intruder.



Stealing and Searching



	To search an area such as a tent or cabin, you MUST have a marshal with you.  To do otherwise is breaking and entering, and the game may have to prosecute you.  You can only steal jewelry and related items that have a number marked on them; this signifies the item is game property.  Weapon tags, spell cards, and other game items are similarly good targets.  Sometimes the actual weapon tag or spell book will be marked “stealable”; this means you may steal it.  Any items under the bed in the location are personal items and unstealable.  Do not place game items under your bed.  Other personal items should be marked as such, but if you discover you have accidentally taken someone’s out-of-game property, you should return it immediately.



Tag System



	Most data is kept on tags, such as life, item data, armor status, wounds, spells, and et cetera.  Almost every tag will require hole punching of some kind to be done for upkeep, so it would be a good idea to carry a hand hole punch with you at all times while playing.



Life Tags



	At the beginning of every adventure/weekend, the death marshal will give you your Life tag.  Anytime you are killed (not just beaten unconscious) and resurrected at the Life Circle, the death marshal will punch a hole in the “Alive” section of your Life tag.  When your tag has 5 holes punched in it, your character is dead permanently, and you must make a new one at 1st level.  





Weapon Tags



Weapon Tag: This tag will be attached to every weapon.  It will show the type, damage, and special attributes of the weapon, as well as whether it can be stolen or not.  If the tag is marked “stealable,” you may take the actual weapon; otherwise, you can take only the tag.  Normally, you will only take the tag.  Players can make their weapons stealable if they wish, but game-owned items such as magic weapons are always stealable.



Safety Tag: At the beginning of every event, all weapons will be checked for safety by the Weapons Marshal or one of his aides.  These people will carry Safety Tags on them at all times.  If the weapon is deemed safe, they will attach a safety tag to the weapon’s handle.  Weapons without a safety tag will be instantly removed from the field if seen by a Marshal.  If you see a weapon without a safety tag, you should report it to the nearest marshal for the safety of yourself and other players who may come in contact with that weapon.



Spell Tags



	Every morning, spell casters should select the spells that they wish to memorize for the day, and take the cards to the Spell Marshal.  The Spell Marshal will then provide you with the appropriate tags for each spell.  When you cast a spell, simply hole punch the “Uncast” portion of the tag and throw it away.  Please throw it away.  Leaving used tags all over the sites is bad.  Especially since your name is on them.  Yup, the marshall’l add that too.  If you cast a spell such as Resurrect or Shield, where the effect will remain for some time, hole punch the “Uncast” portion of the spell and give the tag to the recipient of the spell.  Spells such as Magic Bolt or Dragonfire, where the effect is instantaneous, this is unneeded.



Wound Tags



	At the beginning of each event, you will receive a wound tag for each of your locations; arms, legs, and torso.  Every time you receive a wound to a location, hole punch a section of your tag.  The first time the location is hit, remove the “Healthy” tag; the second time, just pull off the rest of the tag and stow it somewhere to dispose of later.  You are now unconscious.  If you receive another blow to this location, you are now dead, and must give up your Life tag.



Armor Tags



	Each location that you have armor on must have a corresponding tag.  The Armor Marshall will mark your maximum armor on each of these locations at the beginning of the event, and at the end of every battle where your armor takes damage, hole punch a number of armor point tabs equal to the amount of damage each location has taken.  If your opponent seems to not be updating his armor or wound tags, then you should remind him.  He may have forgotten.  However, if it seems he is not likely to update his damage, feel free to report him to a marshal, who will enforce the situation.


