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- Welcome to Sunfall -

Within this book, you'll find the rules you need to create a character and start playing in a Sunfall Live Role Playing game.

A Live Role Playing game (sometimes called a LARP) isn't a traditional "table top" board game. Instead of moving markers around on a board and telling other people what you are doing, you dress up and act out a make-believe story. Of course, you don't act out the violent parts. If the character you are playing wants to get into a fight, you describe your actions instead.

All the players have a 'character sheet', defining them according to certain statistics -- but these stats are not meant to determine how you're supposed to react in every situation. They merely exist in order to provide a system in which everyone can interact with everyone else, without turning into a playground brawl ("I killed you!" "No! I shot you first!" "Yeah, well I blew you up before you could shoot me!").

Luckily, most of us are a bit more mature than that. So the Sunfall system gives players considerable leeway in designing their characters, and encourages creative ways of describing things within the rules. Even then, not everything is determined by rules or stats. Your motivations, your character's history, and your personality can't be described with mere numbers. These sorts of details are left up to the player, and a well thought out character can make the game world a richer place for everyone.

The usual setting for Sunfall is a medieval fantasy world. In it, there are dragons and elves, unicorns and monsters, ancient curses and legendary treasures. The Organizer of a Sunfall game will create a plot for the players to solve (such as rescuing a damsel in distress), and players take on the roles of heroic fighters, crafty wizards, mischievous thieves (or anything else their imagination comes up with) and try to solve the plot. Usually they succeed, winning fame and wealth in the process. However, the story's ending isn't set in stone, and the players can change the outcome. Perhaps the knight teams up with the Dragon, or the evil wizard steals the crown. It's all up to you. 

The character you design, and the way you play it, will not only influence the way the game ends, but how much fun everyone else has. Keep that in mind as you read this book, and create your character.  

We wish you many happy adventures!

-   The Sunfall Way   -

IF YOU READ NOTHING ELSE IN ALL OF SUNFALL, READ THIS!

Sunfall is essentially a game of make-believe in which you, along with all the other players, are collectively creating and acting out a story. There will often be times when you want the story to go one way (for example, when you want your character to win a duel with a foe) and another player will want it to go another way (he may want his character to defeat yours.) The Sunfall rules are here to provide an impartial means to resolve such disputes; if you can't agree on whom should win the fight, you can use the dice system described in these rules. BUT YOU DON'T HAVE TO! If your fellow player suggests something else that sounds reasonable to you, you're certainly allowed to go with that.

Think of it this way: The rules simply guarantee everyone a certain amount of control over how the story develops. They spell out how much you can make happen against someone else's will, and how much they can make happen against your will. Suppose, for example, you roll boxcars against me in melee. By the rules, you now have the right to dictate that your character has just slain mine. However, that may not be quite the sort of outcome you want at this point, so you're perfectly free to suggest something else.  Perhaps you say you've knocked my sword out of my hand and I now stand helpless with your blade at my throat. Or maybe you say you've tossed dust in my eyes and disappeared into the forest before I can see again. I may not like either of these interpretations, but if I decline, you still have the right to say simply "Fine, then, your character is dead." The point is this: the rules specify the MAXIMUM you can demand; they say nothing about the minimum you are allowed to accept.

So be creative and have a lot of fun with your roleplaying experience. More often than not, the role-playing outcome that is the most interesting for everybody is not the one that comes from a strict adherence to the letter of the rules.

- CHARACTER CREATION -

In life, individuals are not defined by statistics. Your friends don't carry small cards reading "Intelligence 5, Strength 3. Likes: Small furry mammals and chocolate. Dislikes: Beer and rainy days" etc. To allow you to play a character that has different characteristics than you, however, we need to set up a system that allows these things to be semi-organized and somewhat (ugh!) standardized.

In a role-playing game, your character is more than just a card with statistics on it. Your character should be three dimensional, and possess a history -- likes, dislikes, phobias -- in short, an identity. Sunfall assumes that players will develop a full persona for their characters, and not merely wander around the playing field posturing in a costume. These rules do not pretend to dictate who your character is and how he or she (or it) reacts. They simply provide a convention for determining what your character can and can't do, and how well.

In this vein, Sunfall does not explicitly describe what the rules represent. Instead, it presents them in a generic format. For instance, the Damage I spell is described in the rules as "Does an immediate 5 Damage to its target." But in game play, this could be interpreted as a (small) lightning bolt, a pesky fireball, a summoned flock of 47 enraged penguins, or whatever the player casting the spell chooses. You should, when creating your character, think about who your character is, and how that will affect the skills and abilities you choose. Ergo, if your character is a mage who works with fire, you are likely to describe Damage I, if you take it, as the aforementioned fireball. You probably wouldn't take the penguins, unless of course they were flaming penguins of death.

Sunfall characters are designed with an Ability Point system. Players may select whatever traits are most appropriate to their character conception, limited only by the number of Ability Points they are allowed by the game organizers. This number will vary from game to game, and sometimes from player to player. As a general rule, beginning players start out with 50 AP to spend, one Attack per round, and all Skills at level 0.  Extra AP are earned through experience - an extra 2 AP for each weekend game, and 1 AP for each day event you attend. However, game organizers have the final say; consult with your organizers to be sure how many AP you are allowed. 

There are four basic sorts of things to spend your AP on: Damage & Magic Points, Skills, Abilities, and Spells. In addition, most games will allow players an allowance of coin with which to purchase starting equipment (see the section on page 33).

- Damage Points and Magic Points -

DP: Damage Points represent your character's ability to suffer damage. They correspond to Hit Points in many table-top roleplaying games. A character with no DP has no physical body, and will likely need to buy special discorporate abilities in order to do anything at all. Players are advised to take at least 2 DP, if they intend to play characters with bodies, since there are penalties when a character is reduced to 1 DP. (More on that a little later in this section.)

MP: Magic Points are a measure of your character's magical stamina or power. They are spent every time your character casts a spell, performs a ritual or otherwise expends magical energy. MP regenerate naturally every hour or so.

Every character gets 10 free points to put into MP or DP, or split between the two. After that, buying more DP or MP costs you some AP. The cost of a few extra points is pretty cheap at first (the first ten points you buy cost 1 AP each), but it gets more expensive as you go on (the next ten points cost two AP for every one. The ten after that cost three to one, etc.). This system of “diminishing returns” ensures that experienced players with more AP to spend can’t beef up their characters with unreasonable amounts of DP to make themselves virtually unkillable.

DP and MP are totaled together and bought according to the table below.

DP+MP Total 
    AP Cost 
 1-10                       Free 

 11-20                     1 AP for each DP and/or MP over 10 

 21-30                     10 AP + 2 for each DP &/or MP over 20 

 31-40                     30 AP + 3 for each DP &/or MP over 30 

 41-50                     60 AP + 4 for each DP &/or MP over 40 

 51-60                     100 AP + 5 for each DP &/or MP over 50 

Here are some examples:

Arthur the Alchemist takes 5 DP and 5 MP, which costs him nothing. 

Betty the Barbarian takes 20 DP and 5 MP, costing her 20 AP (10+5x2). 

Charlie the Charlatan takes 10 DP and 5 MP, which costs him 5 AP. 

Darlene the Demon takes 0 DP and 32 MP, costing her 36 AP. 

(Since Darlene has no DP, her character is a permanent discorporate. She will probably want to spend some AP on abilities like Speak while Discorporate or Cast Spells while Discorporate in order to interact with other characters.)

While Magic points are quite optional (and usually only needed by mages), Damage points affect everyone. Not only are they an indication of how easily you can be killed, but they also have an affect on the sorts of things you can do. 

A character that has been reduced to only 1 DP is in pretty bad shape. All your skills are reduced to zero, and you can't use any of your active abilities (like Pick Pockets or Hypnosis), although abilities like Poison Immunity and MP Shield still work.

If you're down to zero DP (DP sheets do not record negative DP), you are for game purposes unconscious and helpless. Passive abilities like immunities will still protect you, but you can't protect yourself actively in any way. Your character is not automatically dead at zero DP, but it doesn't take much to kill him or her; whoever knocks you down to zero can simply say "and I kill you" and your character is a corpse. As well, anyone else who happens along outside of battle and finds you at zero DP can do the same; in battle, only someone who does damage to you can declare you dead. You're also free to decide your character dies, of course. When your character is dead, you must cross off the special box on your DP sheet labeled "Alive". See Death and Discorporation (page 47).

Losing DP is easy (especially if you're the sort who can't stay away from a good fight.) Getting them back requires a Healing spell, a magic potion, or having someone with the Medical Skill to tend your wounds. 
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- SKILLS -

Skills are a numerical representation of how good your character is at a certain type of task. Characters with a higher skill level are generally better at that skill than characters with a lower level. You can also use equipment which gives you bonuses to your skill level, such as using a shield to give you +1 to combat, or a crowbar for +1 to strength.

There are limits to these bonuses, however.  First, a character can use only one piece of each equipment type at a time, so if you have two crowbars, you can only use the bonus from one of them.  Second, you can never add equipment bonuses more than half your skill rounded up. Thus, you'd need at least a Strength of 1 for a crowbar to be of any use at all. Likewise, a character with a Mechanical skill of 4 and a +3 tool- kit would only be able to enjoy an equipment bonus of +2, and would do better to sell the +3 kit to someone with a higher skill and buy a cheaper +2 kit.

Skills can also be used to represent specialized knowledge about a particular field, in which case the assistance of a Referee is usually required, though not always. For example, a Referee might give useful information to a character attempting to use Combat skill to judge the defenses of a castle. A character using Medical skill to determine the cause of death for a body found lying in the path would probably just ask the dead player to describe what he finds. Skills used in this way may or may not benefit from the use of equipment; a shield that normally gives a +1 to Combat skill would be useless for surveying the castle, but a Medical Kit might be quite helpful in performing a post mortem autopsy.

Players who are role-playing well should also be given bonuses, at the discretion of the attending Referee or opposing players. For example, someone who just strolls up and says "I use my Strength of 4 to lift the gate," then rolls his dice, doesn't deserve any role-playing bonus.  Another player who puts down her weapons, rolls up her sleeves and groans with the exertion, normally would be allowed at least a +1 to their skill.  

For several skills, there are extended rules for workshops. Workshops are designated areas on the playing field, and may not be present at every event. They're used for such things as making and repairing weapons and armour (Mechanical shops), researching old documents in a library (Legendry shops), providing advanced medical care in a hospital (Medical shops), processing raw natural materials (Nature Lore shops), and enchanting magical items or making potions (Magic shops). These rules can be found in the Shop Rules Booklet or posted at any game areas designated as shops. 

Each skill must be purchased separately, and is available at different levels of expertise, with AP costs for each level given by the table below.

 Skill Level            AP Cost 


1
1 


2
2 


3
4 


4
8 


5
16 


6
32 
( Note:  each level after 6 cost 32 AP



7
64
 
more than the level before ) 


8
96 
  



9
128 

AVAILABLE SKILLS:
Here is a quick list of the available skills. Each will be described in more detail in this section. 

· Combat

· Damage Resistance

· Legendry

· Magic

· Mechanical

· Medical

· Natural Weapons

· Nature Lore

· Strength

· Surprise Attack 

Combat: This skill represents mastery of sticking other people with sharp pointy objects, bludgeoning them, or otherwise causing them physical harm, while preventing them from doing the same to you. The value of the Combat skill is used to modify a player's roll against an opponent when fighting. Your total must exceed your opponent's in order to hit him/her/it. Equipment bonuses for Combat skill come from shields, weapons, and magical artifacts such as rings. (More on this in the Altercations section - page 36)

Damage Resistance: Rather like armour, this skill represents your ability to ignore a certain amount of damage when it is inflicted on you. It can be described as the thick scaly hide of an orc, or the ability to roll with the punches as a Tenchi ninja might. It's no good against poison or damage from spells, but it does offer some protection from non-magical trauma damage, such as spiked pits and falling trees. Damage resistance does not modify your dice roll, but instead reduces the amount of damage the character suffers from physical sources, including weapons in combat. You can get equipment bonuses for Damage Resistance skill from certain types of shields. 

Legendry: This represents knowledge of culture, politics and history. It usually requires a Referee, but in some circumstances, it might not. For example, the player of a haughty barbarian chieftain might allow that your character's high Legendry skill means you know exactly how to address him without insulting his ancestors. Equipment bonuses for Legendry come from Legendry Kits (usually representing books or similar items) and various magical items. Rules for advanced Legendry tasks can be found in the Shop Rules booklet.

Magic: This skill is used for casting spells. When used in combat, it acts much like the Combat skill, except that instead of using a weapon (or Natural Weapons), you are using a spell. You do not actually have to cast a spell if you don't want to; you can use the skill purely defensively. When used out of combat, it functions like any other skill, giving a bonus to your dice roll and increasing the chance that your spell will be successful. Equipment bonuses to Magic skill come from Magic Kits, Foci and Spell Talismans. Magic kits typically represent various sorts of ritual paraphernalia, such as candles and incense, or especially in the case of Alchemy, equipment for mixing and preparing various substances, and cannot be used in battle. A Focus, on the other hand, is usually thought of as a magic wand, ring, amulet or other such magical aid. A Spell Talisman is similar to a Focus, but only gives its bonus to rolls for a particular spell. A character may use a focus and a kit and a spell talisman at the same time, but only one of each type, and the total equipment bonus from all such items is still limited to half Magic skill, rounded up. Note also that Magic kits may not be used in combat. Characters casting the Alchemy spell may also receive an Ingredient bonus over and above the equipment bonus. See the Shop Rules booklet for details on Alchemy.  See the sections on Combat and Magic for more about how Magic is used.

Mechanical: This skill is used for designing, building, analyzing, repairing or dismantling various devices including (but not limited to) traps and locks. In most instances, it will require a Referee. Mechanical skill may be modified to some degree by other skills. For example, a weapon smith might benefit from some Combat skill in order to know what goes into making a good sword, while a carpenter might want a bit of Nature Lore to make the most of his materials. Equipment bonuses for Mechanical skill usually come from Mechanical Kits, and from Material Chits. Specific rules for advanced Mechanical tasks are found in the Shop Rules booklet.

Medical: Medical skill is used to keep people healthy. It almost always requires a Referee. By spending five minutes attending to an injured character, you can restore up to twice your medical skill in lost DP. (This may be done more than once, spending 5 minutes each time). Medical skill is also useful in treating characters afflicted with disease or poison. Bonuses to Medical skill come from Medical kits, healing salves, and sometimes from Material or Ingredient chits. When used in combination with a Heal spell, the Medical Skill can also increase the number of DP an injured player regains (see the section on Magic, page 19, for more information on the Heal spell). There are also advanced rules for Medical tasks in the Shop Rules booklet.

Natural Weapons: This skill is the offensive equivalent to Damage Resistance. It can be described as sharp pointy teeth, ninja power punches, or the like. In unarmed combat, a character does damage to an opponent equal to Natural Weapons skill plus Strength skill. If you choose instead to use a weapon such as a sword or spear, that weapon’s damage is used in place of of your Natural Weapons damage. Natural Weapons skill can be modified in several ways. You can use a cestus or other item that gives a bonus to Natural Weapons skill, or the Alter Skill spell or ritual can temporarily raise (or lower) your skill level. If you pick up a weapon, you use its damage rating instead of your Natural Weapons skill.

Nature Lore: This skill represents knowledge of the natural world, including such things as plants, animals, minerals and weather. Nature Lore is typically used in Sunfall to find, harvest and process raw materials and alchemical ingredients. It can also be useful in dealing with various sorts of monsters and other dangers to be found in the wild, and Referees or game organizers may give helpful hints to characters with high Nature Lore skills. Bonuses for Nature Lore usually come from Nature Lore kits, which can be thought of as handy pocket reference books, divining rods, lodestones, or whatever else seems appropriate to the specific task. Also useful to Nature Lorists who are trying to find Materials or Ingredients is a Harvesting Tool, such as an axe, spade, skinning knife or the like. These don't help you find things, but they do usually increase the quality of whatever you do find. This is covered in greater detail in the Shop Rules booklet.

Strength: Strength skill is added to weapon damage in battle, or to Natural Weapons skill if no weapon is used. (This means that an unarmed person with no Natural Weapons skill will do damage equal to Strength.) Strength is also a dice modifier for tasks involving heavy lifting, pulling, pushing and so forth. Equipment bonuses are not usually available for Strength in battle, although there may be certain magical items that have an effect. There may be equipment bonuses for non-combat tasks, depending on the situation. Items like crowbars, hammers, ropes and pulleys can provide bonuses or allow characters to add their Strengths or some other advantage, although Mechanical skill may be needed to make full use of the benefits of some equipment.

Surprise Attack: This skill allows a character to stun or kill an unsuspecting victim before Combat begins. Simply touch the victim on the torso or head with your weapon card (or with your finger, if your Natural Weapons and Strength skills add up to at least 1) and announce "Surprise attack". If your victim makes no attempt to stop you or move away before you make contact, roll your dice and add your Surprise Attack skill, and subtract your victim's Armour or Damage Resistance skill (whichever is higher). If the result is 11 or less, the victim takes damage equal to your weapon value (WITHOUT the Strength skill bonus), and you can go striaght into Combat rounds (or not, if your victim isn’t feeling particularly vengeful.) However, if the result is 12 or higher, your Surprise attack has succeeded, and you may inflict whatever damage you like, from none right on up to and including instant death. 

Please be reasonable in your choice of weapons used for this – a small dagger or knife are reasonably concealable, but your victim would notice if you were holding a broadsword while you extend your hand for an innocent “handshake”. Attacking from behind with a larger weapon is less obvious to the victim, but it should be obvious to other bystanders if you’re carrying something big (say, a two-handed axe or a giant harpoon). Act like you do indeed have the weapon in your hands – not just a tiny chit of paper. 

Equipment bonuses for Surprise attack usually come from specially designed weapons or items (such as the garrote or blackjack), though there may also be magical items that give additional bonuses. If you are using an item which gives a bonus to Surprise Attack but fail your roll and enter Combat, please be aware that you are still holding that item, and may need to exchange it for your sword and/or shield before being able to use those items in Combat (For further informtaion on that, see Use Item in the Altercations section, page 36). Also, as a side note, the only items which your victim may use to offset the odds of a successful attack are those items which may be used outside of combat. A shield which adds to your Armour value or Damage Resistance won’t reduce the attacker’s roll, since shields only give a bonus during combat.
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- A B I L I T I E S -

Abilities are those things that you tend to just know how to do naturally, though some may be learned.  Hypnosis, Languages, and Poison Immunity are all examples of abilities.  Unlike skills, abilities have no level—you are either immune to poison or you aren’t.  You cannot get better at Abilities as you can with Skills, although some abilities can be bought more than once, such as Languages & Extra Attacks. Each ability costs a certain number of AP, as noted in the following list.

AVAILABLE ABILITIES:

Here is a quick list of abilities and their costs. You can read more about each ability in the section following.

· Cast While Discorporate (10AP)

· Disease Immunity (5AP)

· Extra Actions (10 AP each)

· Florentine (15AP)

· Hypnosis (10 AP)

· Iron Will (15 AP)

· Languages (1 AP each)

· MP Channeling (5 AP)

· MP Shield (5 AP)

· Picking Pockets (15 AP)

· Poison Immunity (5 AP)

· Rapid Healing (10 AP)

· Speak While/With Discorporate (5 AP)

· Spell Components (10 AP)

Cast While Discorporate (10 AP): Normally you need a body to cast Spells. This ability changes all that, regardless of the reason why your character is discorporate. Of course, some spells require you to touch your target, which is still going to be a bit of a problem if you're discorporate. Luckily, the Bind spell (page 24) offers a way around that.

Disease Immunity (5AP): Every once in a while, characters face the threat of debilitating illness.  Characters with this ability are normally unaffected by disease, or if affected, they may suffer only minimal symptoms compared to someone with no such immunity.  As well, this ability grants immunity to certain potions created with Alchemy.

Extra Actions (10 AP each): This ability represents a character’s capacity to do several things at once, and applies mostly in combat. Generally you only get one action per round, whether it be to attack an enemy, cast a spell, drink a potion or run away. Each extra action allows you to do more things in the same round, with limitations: Your actions may not target the same opponent more than once. For a further description of this ability, see the section entitled “Altercations” (page 36). Extra Actions may also be useful for people performing tasks out of combat. An alchemist, for example, might be able to work on two different potions simultaneously, keeping an eye on one as it cools to just the right temperature while carefully stirring the other.

Florentine (15AP): This ability allows you to do more damage by using more than one weapon in your attacks. Note that it does not allow you to attack multiple Opponents, nor to attack one Opponent twice -- you are still subject to all the rules governing attacks on multiple opponents (see the Altercations section, page 36). However, you are allowed to use two weapons at once, causing damage with both. Any other bonuses, such as a pair of +1’s to combat, do not add together. Just as with Foci, you may use the skill bonus for only one item of each type at a time (and a Weapon is an item type). Damage is calculated as it would be normally – add the wielder’s Strength bonus to the weapon damage, and subtract the Opponent’s Armour or Damage Resistance. Do this for each weapon. (The Main Gauche is an exception to this rule – it can add its damage, and any other bonuses, directly to the primary weapon). Note that only one-handed weapons may be used Florentine.

This ability is stackable; if you want to come costumed as a 4-armed creature, and be able to wield a sword in each, it’ll cost you 45 AP.

Hypnosis (10 AP): This ability allows your character to control the will of another character for a maximum of 15 minutes at a time. To gain this control, you must defeat your victim in a staring contest. You must be within arm's length of your victim, make eye contact, and announce the attempt to hypnotize. Normally, discorporates can only hypnotize other discorporates, and embodied characters can only attempt to hypnotize other embodied characters; however, a discorporate may Bind (or be Bound to) to an object -- in which case he may attempt to hypnotize any corporeal character who touches the item, and vice versa.

It is important to note that the staring contest is primarily a game mechanic just like rolling dice; your character can't win by using a high Strength skill to physically force your opponent to look away, or by using Illusion to make your opponent think your eyes are somewhere else. However, if someone attempts to Hypnotize you, you're perfectly free to attack with weapon or spell, provided you don't actually break eye contact until after the dice have been rolled. If you do choose to attack, but fail to beat the Hypnotist's roll, you are Hypnotized. (Surprise Attack may not be used on someone who's trying to Hypnotize you.) Also, attempting to move out of arm's length during a hypnosis contest will count as a loss for whoever made the attempt.

As the hypnotist, you lose all control over the victim's actions and beliefs when any one of the following happens: Your character dies, your victim dies, your victim is the target of a successful Cure spell, you release your control, or 15 minutes pass.  

Iron Will (15 AP): This ability grants your character immunity to the Hypnosis ability and to the spells Mindprobe and Compel. If someone casts Mindprobe on you, you may respond to their question any way you wish, but you must tell them you have the Iron Will ability, so they may not believe you. Any attempt to cast Compel on you simply fails. If someone attempts to Hypnotize you, you may ignore it if you wish without coming under their control. Iron Will does NOT, however, grant immunity to Illusion, Emote, Charm, Control Body or Command Spirit. 

The first three of these spells change the way you perceive the world, but do not give the caster control over how you choose to react; you may be terribly frightened under Emote: terror, but it's still up to you to decide what you do. Control Body simply takes puppet-like control over your physical body, but has no effect on your free will, and cannot draw on your own skills, knowledge or abilities. Command Spirit, on the other hand, requires you to obey literal commands, but you're still free to find and exploit loopholes or poorly worded instructions.

Languages (1 AP each): Each language you purchase simply indicates that your character is able to read, write and speak the specified language.  When you want to speak to another character in another language, simply announce that you are speaking that language. Players who don’t understand the language must not eavesdrop on those conversations.  Knowing a language will allow you to read scrolls and other documents in that language, though it may not help you much if they’re written in code or just really badly written. 

MP Channeling (5 AP): This ability allows your character to transfer Magic Points to or from other characters, provided you spend one minute in physical contact in the presence of a Referee, who will take care of the paperwork. The person being channelled from does not necessarily know that the transfer took place – if you choose to “steal” MP this way, you should have the Ref watch the transaction and claim your MP for you. Remember that discorporate characters can only make physical contact with other characters when they are bound to them. Dead bodies, alas, aren’t any good for channeling MP from.

MP Shield (5 AP): This gives you immunity to the MP Channeling ability; no one can transfer Magic Points out of you (or give you additional MP) without your express permission. This is a passive ability, which means that it works even when you're unconscious; you must consciously choose to lower your MP Shield in order to give or receive MP. Of course, someone could Hypnotize or Compel you to do this if you were awake.

Picking Pockets (15 AP): A character with this ability may steal game items from other players, simply by placing a small adhesive sticker (referred to as a "thieving sticker") on the item or the pouch in which the item is kept, without being caught. The stolen item may be claimed by pointing out the sticker after it has been placed. In game, your character isn't actually interacting with your victim when you claim the item, so they can't attack you or shout "Stop thief" or anything of the sort. If you want to preserve the sense of mystery about your identity in your victim's mind, you can ask a Ref to collect the loot an your behalf.

Picking Pockets may normally only be used on in-game items, and only on persons who are not currently in combat. There is one exception: characters who are being held prisoner by a guard (the guard holds the prisoner's DP sheet) may attempt to escape by touching the prisoner's own DP sheet, just as if it were a normal thieving attempt, without the guard noticing. Success means you get your DP sheet back, and you've got 10 seconds head start to run for it, the guard must count loudly. You can also use Pick Pockets to attempt to free someone else who's being held prisoner, but you must give them back their DP sheet when you succeed; you can't steal someone else's prisoner for yourself this way.

Poison Immunity (5 AP): This ability is like Disease Immunity, except that it works on Poison. Some Alchemical potions act as diseases, and some act as poisons, so Poison Immunity may prevent you from being affected by certain potions. 

Rapid Healing (10 AP): A character with this ability will often recover from unconsciousness or serious injury without medical attention. If you have this ability, and you are below 2 DP, you can go automatically back to 2 DP as soon as you can find a Referee to provide you the new DP sheet. This may take some time, depending on how many Referees are available and how busy they are, and it doesn't work at all in the middle of Combat, even if a Referee is handy. If you get knocked unconscious, you stay that way until the fighting is over, just like anyone else.  

Rapid Healing will also double the effect of the Heal Spell. So if someone casts Heal on you with enough MP to heal the normal person 4 DP, you will regain up to 8 DP, limited as always by your maximum DP level.

Speak While/With Discorporate (5 AP): Ordinarily, discorporate characters aren't allowed to speak directly to the living. Discorporate characters can hear corporeal characters without any trouble, but they simply can't make themselves be heard. This ability allows discorporate characters to make themselves heard by anyone, simply by speaking normally. Corporeal characters with this ability may hear the speech of spirits, regardless of whether or not the spirits have this ability.

Spell Components (10 AP): Instead of spending MP to power a spell, a character with this ability may substitute a single Ingredient chit for a number of MP equal to its Quality rating. Thus, a Quality 5 chit may be used to cast a 5 MP spell. You may not use both chits and MP to power a spell -- it’s one or the other. You may not use this ability to Resist spells.

This ability is stackable; a character that spends 30 AP on it can use up to 3 Ingredient chits to power a single spell.

- THE DICING SYSTEM -

Whenever players encounter something they can't act out, or actions that would be dangerous to act out (such as moving a boulder, casting a magic spell, or attacking someone with a sword), and where the outcome is in dispute (I want my character to win the duel, while you want your character to defeat mine), the preferred way to resolve the situation is with a roll of the dice.

Players roll 2 six-sided dice (abbreviated as 2D6), and add modifiers, skill level, equipment bonuses, in order to come up with as high a total as they can.  This total is compared to a target number or another players roll plus their modifiers and if it matches or beats that number, the player succeeds.  Target numbers can be arbitrary (set by a referee), or it can be simply to roll one higher than your opponent does.

An example:

Kathrant and Camerilli (a fighter and a thief, respectively) have found a large chest with a padlock on it.  Between them Camerilli decides to try and pick the lock.  It is a good lock, requiring a total or “roll” of 14 or better to pick it. Camerilli has a Mechanical Skill of 4, and also uses an item chit called “Lock Pick”, which gives a bonus +1 to a Mechanical Skill roll when used to pick locks in game (See Appendix C for a description of lock picks and other items).  

Camerilli rolls poorly, a 4 and a 2 on her six-sided dice.  The totals are added up—4 + 2 + 4 Mechanical Skill + 1 for the Lock Pick item = 11, not enough to open the lock.  Impatiently, Kathrant brushes his companion aside, heaves his axe and chops at the lock.  The lock is not very strong and only needs a roll vs. Strength of 10 to resist breaking.  Kathrant has a Strength of 4 and rolls a 5 and a 6 on his six-sided dice, 5 + 6 + 4 = 15.  The lock easily snaps off the chest and Kathrant mutters something about “useless thieves”. Camerilli reminds herself to borrow Kathrant’s pouch later on that day to buy a better set of lock picks.

Please note that in the preceding example, the same result - opening the chest - was attempted in two different ways, using two different skills. As well, the target numbers (required rolls) were different for each skill. 

Another example:

Lauren the scullery boy finds a horrible monster hiding under a bed in a castle. Being that the castle is drafty and Lauren wanted to a spare blanket to ward off a nasty chill, he is rather unimpressed to find the monster is not only oozing slime, but sitting on his favorite quilt. He (quite foolishly) reaches under the bed and grabs his blanket. The monster, however, has other plans. He wants to keep the quilt, and maybe get his claws on Lauren, too.

With both individuals grabbing an end of the blanket and pulling, this is quite obviously a test of strength. Each one rolls 2D6 and adds their strength skill. The monster has a strength of 8. Rolling 2 dice, he gets a 2 and a 6, for a total of 16 (2+6+8). Lauren is a 98-pound weakling, and has a strength of 1. Lauren rolls well, a 5 and a 6. Unfortunately, that's still not well enough. His total is only 12 (5+6+1).  Lauren doesn't make his target - beating the 16 which the monster rolled - and is thus dragged under the bed kicking and screaming. (He forgot to let go of the blanket.) The monster makes a nice light snack of the half-wit, and uses the quilt as a napkin to dab his lips when he's finished.

Ties

When you are trying to beat someone else's roll and instead come up with a tie, nothing happens. Both of you are left straining against each other, and neither person wins. (Unless, of course, you both decide that it would be more interesting to have some other effect take place... perhaps the spell scroll you are fighting over rips in half, or you both take each other out in a double KO)

When you are trying to make a required roll set by a referee and you tie it, you succeed. Probably not by very much (and you may want to describe it that way), but you still succeed.

Snake-Eyes and Boxcars
There are two special cases when rolling dice, and that's if you get snake-eyes (roll of two) or boxcars (roll of twelve). Whenever you roll snake-eyes, you lose. Period. It doesn't matter if you have a skill of 10, and a magic item which gives you +5 to your roll. If you rolled snake-eyes, you lost. Plus, if you were using an item or a weapon, you just damaged it. Cross off one damage box on the item's chit. If all the boxes are crossed off, the item is completely broken and can't be used anymore. If you were not using an item, or have absolutely no items on your person to damage,  you don’t have to worry about the penalty.

If you're lucky enough to roll boxcars, you win. Period. It doesn't matter if your opponent had a higher total or if you didn't make the required roll - you still won. Plus, if you roll boxcars in combat, you automatically win that round. No one can hit you, and you get to do some serious damage to your opponent (unless they also rolled boxcars). What kind of serious damage? You may kill your opponent outright, or knock him unconscious (at your discretion). If you were attacking multiple opponents (as might be the case with the Extra Actions ability (described on page 12)) you may only choose one opponent to suffer this fate; any others take damage normally. If you roll boxcars when casting a spell, the effects of that spell can't be resisted, nor can they be dispelled with anything less than a boxcar roll.

If you happen to be using multiple actions and you roll either snake-eyes or boxcars, you will fail or succeed at ALL the actions you were attempting, no matter what the dice roll would have added up to, but you only receive the special effect on one of your actions (you don’t have to destroy 3 pieces of equipment if you snake-eyed doing three attacks, and you can’t kill all your opponents with a boxcar roll). The nice thing is that you get to decide which action the special result is applied to.
In combat, if both you and your opponent roll boxcars, it's a tie. It doesn't matter who would have had the higher roll, neither of you do any damage to the other, you just tie. If you both roll snake-eyes, something extraordinary has happened involving damage to your equipment. Maybe you’ve both made embarrassingly clumsy fumbles. Or maybe your opponent’s sword cleaves your shield and nicks his blade as well. How you describe it is up to you (and good descriptions make for good stories around the campfire later), but in game terms, you both cross off a damage box from one piece of equipment.

Other than those special circumstances, the formula is pretty easy: Roll 2D6, add your skill, add any modifiers, add any other bonus, and come up with a total. If you match or beat the target number, you succeed. If you don't, you fail. Simple, right? We hope so. You'll have lots of opportunities to get used to it once you start questing.
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- MAGIC -
Magic in Sunfall is powered by Magic Points (MP). Anyone who has purchased knowledge of a spell during character creation knows how to cast it, but only a mage who has sufficient magic points can actually power the spell to cause an effect.  

All characters have two statistics, which directly influence their ability to use magic: Magic Skill and Magic Points.  Magic Skill describes how good a character is at casting spells in general.  It is a Skill, and so is added to any roll dealing with magic, increasing the odds of success.  For example, a skilled magician may have a Magic Skill of 5, whereas a dabbler may have a Magic Skill of 2. As with other skills, certain equipment might grant you a bonus to your dice roll, limited to half your skill level rounded up. The equipment available for Magic skill bonuses include the Focus, which gives a bonus to Magic skill in general, and the Spell Talisman, which gives a bonus to Magic skill when casting the spell for which it was designed. Only one Focus and only one Spell Talisman may be used for a single dice roll, though you could have any number of Spell Talismans on your person, and there’s no reason why the same item couldn’t be a Focus and a Talisman.

Magic Points (MP) determine how many times you can cast spells in a given time period, and how powerful those spells can be.  MP can be thought of as the energy that a spell caster is putting into a spell.  Note that Magic Skill and MP do not affect which spells you know, only how effective you are in using those spells.  

NOTES ON MAGIC

During character creation, each character chooses a certain level of MP for themselves purchased with AP.  A mage can acquire MP three different ways. The easiest way is to wait. Every hour, on the hour, a mage regenerates magic points up to his maximum MP, as noted on his character sheet. Magic points are recorded on a mage's MP sheet as rows of dots or circles, which are crossed off as they are used. Each row of MP on the MP sheet is good only for the hour indicated; at 7:15, you cannot use MP from the 5:00-5:59 row.

Another way to gain MP is to drink an MP elixir. This special potion will give the drinker 5 MP, which will last for an hour. When you drink an MP elixir but don't intend to use the MP immediately, write the time of consumption on the chit, and keep it as proof that you have those extra 5 points. You can toss out the chit when they expire, or once you've used them.

The third way to gain MP is through channeling. If you have the MP Channeling ability, either naturally or through Transfer spell, you may channel MP to or from anyone you touch for a full minute. MP can only be channeled to or from living characters, or discorporate spirits who are Bound to a physical object through the Bind spell. You may also channel the MP from one person to another through yourself (so long as they are both touching you). At the end of the minute, the donor (the character who lost the MP) crosses them off his character sheet, and the recipient them adds the same number of dots to his sheet. A Referee should witness this and put her initials or stamp on the adjusted MP sheet.

It is interesting to note that MP can be channeled to or from an unwilling participant. If the channeler can somehow force her victim to stand still and not break contact for a full minute, she can help herself to the victim’s MP whether he wants her to or not. The only reliable defense against this (apart from avoiding being taken prisoner in the first place) is the MP Shield ability. 

Once the Mage has MP, she can cast a spell. Some spells have a set cost, while others are variable. When casting variable spells (such as heal or damage spells), the caster must declare how many MP are being put into it before rolling the dice.

Third Party Spells (also known as “Prove It” spells) are spells which can have an effect away from the caster. Alter Skill, Damage IV, Exorcism and Reflect are the most common examples. They can be cast without a referee if the caster stays with the target so that the caster’s MP tally sheet can be used as proof that the spell was cast. But if you want to cast Reflect on your friend before sending him off to fight the evil magic monster, you will need to cast your spell in the presence of a referee, who will provide a chit to your friend to verify that the spell was cast and when it will expire. 

Resisting Spells: If someone casts a spell on you that you don’t want to take effect, you can usually try to shake it off or stop it by expending your own MP. This is called “resisting”, and it costs either 5 MP or the number of MP powering the spell to be resisted, whichever is greater. Note that only the target of a spell may resist it, and that you can only resist a spell before its duration has expired, which means that instant spells must be resisted at the time they are cast. (If someone surprises you with a Damage I spell, and the only MP you have are in a potion in your pouch, you’re out of luck, because by the time you whip out the potion and gulp it down, the spell’s already taken effect and is gone. However, if they cast Alter Skill or Charm or something with a duration, you may resist at any time before the spell expires.) You can not partially resist a spell, either – it’s all or nothing. However, if you are the target of a multi-person spell, you may resist your part of it with 5 MP.

Boosting spells with extra MP: If you suspect that your target has enough MP to resist your spell and will do so, you can try to punch your spell through anyway by putting extra MP into the spell for the sole purpose of overpowering his ability to resist.  Thus, if you cast a 1 MP spell at someone and boost it with an extra 5 MP, the target will need 6 MP (5 MP + 1) to resist it. If the amount of MP you use to boost the spell brings the total to five or less, it’s not worth boosting, since your opponent will have to spend at least 5 MP to resist anyway. Boosting a multi-target spell will raise the amount of MP that EACH target must spend to resist (at 1 for 1), even if that means the total MP your targets must expend to resist equals more than you originally put into the spell.

Secret Spells: There may come a time when you, as a Mage, want to cast a spell without the target being aware – such as charming a recalcitrant warrior, casting Illusion on a group of bandits, or Compelling a thief to return the contents of the next pouch he steals. In such cases, you may attempt to cast the spell in secret. If you want to assure anonymity, get a Ref to assist you with this. Roll as you normally would for the spell since you still need to make the required roll, but if you succeed, the target should roleplay as if they are unaware that the spell has been cast. Failure to make the required roll will result in the target becoming aware of the attempt. Also, please note that touch spells still require physical contact with the target, so if you want to cast spells in secret, you’d better be subtle about that moment of contact (or use a bind spell, if you’re discorporate).

If the spell you cast has immediate results, the target may become aware the moment after the spell has been cast and may try to prevent further attempts. (So if you Alter Skill a person’s Strength down to zero and their Armour is suddenly very heavy on them, they’ll be able to react before you can cast that second Alter Skill to similarly reduce their Combat skill. Or if a discorporate binds to a sword and casts  Damage Item on it, the metallic twang of stressing metal might cause the bearer to draw his blade and start swinging it around to make the spirit dizzy, while shouting for a Mage to come cast Exorcism.) It is possible, however, to cast many spells (such as Compel, Charm, Illusion, MindProbe, etc.) so that the target does not immediately become aware of them. How does a fighter know that he’s not really in love when the girl he’s been talking to Charms him with a kiss on the cheek? Or when a drunk see the world go fuzzy around the edges (after a successful Illusion spell)? Or a thief who suddenly thinks of the location of his hidden stash (MindProbe) when asked if he has any money in the bank? The possibilities are endless…

Some spells, however, can not be cast without entering Combat, and thus giving the target a defensive roll at least. These include: Damage I, Damage II, Damage III, Sleep, and Kill. Damage V falls under this rule as well when used by corporeal characters, in order to “touch” the target item.

Rituals


If you’re prepared to take it slow and be careful, you can gain a bonus to your dice roll when casting most spells by using a Ritual. At the discretion of the Referee, a player can gain a bonus of +1 to their roll at casting time for every 10 minutes spent.  This bonus is not subject to the equipment bonus cap, so a ritual lasting for two hours would give the player a +12 to their Magic Roll when casting the spell. Think carefully before you decide to spend that much time, though, because a roll of snake eyes still fails, no matter how big your bonus.

You can’t do much else while you’re performing a ritual, but you are allowed to defend yourself. If you spend too much time on other things, the Referee may opt to reduce your bonus. The Referee will tend to be a bit more lenient about this for characters with the Extra Actions ability.

Full interruption of the ritual, such as if you are incapacitated or killed, or if you flee the area because of a large toxic monster showing up to eat you, will cause the ritual to fail, and may cost you Magic Points as well.
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-SPELLS-

SPELL FEATURES:

All spells have a number of common features, which are described below.

Abbreviation:  Each spell has a standardized abbreviation; this is so that you don’t have to spend all your time dealing with paperwork.

AP Cost: Each spell costs a certain number of AP to learn.  This is only a factor while creating your character.  Spells can be purchased multiple times to decrease their Required Roll by 1.  Ex:  If Cure spell is bought twice for 2 AP the required roll is now 8+ instead of 9.

Required Roll: Each spell has a required roll, which represents how difficult it is to cast.  Failure to make your roll costs you one MP, unless you roll “Snake-eyes”, in which case you lose all the MP that you had intended to put into the spell… so roll well!  

Target:  The target is what or whom the spell is cast upon.  Usually it is “One,” representing one person, place, or thing of your choice.  There may be limitations to the target; you may only be able to cast it upon yourself, one type of character, an inanimate object, etc.

Duration:  The length of time for which the spell is in effect.

Range:  A spell has one of four ranges: Self, Touch, Short and Long.  Self-range spells can only affect the caster.  Touch Spells can only be cast upon someone or something in direct contact with the caster and contact must be made before the roll is performed (in battle, this is assumed to take place whenever the dice roll is successful).  Short range, or melee range, is within arm’s reach; if two players can touch each other’s fingertips they may be considered to be in short range. Long range means within five average paces of short range; if you can get into short range of someone within five or fewer paces, you’re in long range. 

Required MP: The minimum number of MP required to cast the spell.  You can choose to put more than the required MP into a spell to boost the effects, ensure the success, or to make the spell harder to resist.


Alchemy is a special spell that involves creating substances which produce effects when applied to a character or item. All alchemical concoctions can be classified as one of: Magic, Disease, or Poison. Magic potions can be resisted, disease-causing compounds don't affect players with Disease Immunity, and Poison Immunity will prevent poisons from working on certain players. Complete rules for Alchemy can be found in the Magic section of the Shop Rules booklet.


Alter Skill increases or decreases one of the target's skills, depending upon the intention of the caster. Each of a target's skills may be affected by a separate Alter Skill spell cast, subsequent castings have no effect until the first has worn off or been dispelled. To calculate the MP needed to cast this spell, add up all the skill levels from the Target's starting skill level to the final skill level after Alter Skill takes effect, not counting the starting skill. So, for example, raising someone's skill from 3 to 5 would cost 9 MP (4+5), while lowering it from 5 to 3 would cost 7 MP (4+3). If you're going to cast Alter Skill to raise your friend's skill and send him into battle without you, you will need to cast it with a Referee, who will supply your friend with a chit proving to any opponents that Alter Skill is in effect. 

Bind causes a discorporate spirit to be bound to a specific spot or item (including dead bodies); you cannot Bind a spirit to a living character (i.e. anything with a character sheet). The bound spirit must stay within two meters of this item or place for the duration of the spell. A bound spirit is considered to be the object it is bound to for spell range purposes; anyone touching the object is touching the spirit.  Bind can be broken by resisting it, casting Dispel or Exorcism, or if the binding object is destroyed.  As well, a second Bind cast upon the spirit takes precedence and cancels the first.  


Charm causes the target to become enamoured with any character indicated by the caster until the target either resists, dies, or is Cured or Dispelled. The victim is not necessarily made subservient; the exact effects of this spell are hard to define, as everyone acts differently when in love.  Note that this effect can be expressed as admiration or loyalty, as opposed to lust.

Command Spirit is another spell to use on those pesky discorporates.  It forces the target spirit to obey your literal commands for the duration of the spell.  Note that the spirit must only obey the letter of the command, not necessarily the intent. Command Spirit expires if the target becomes corporeal for any reason, or if the spell is Dispelled or Resisted.

Compel has no immediate effect until a certain condition is met, at which time the target must obey a literal command, specified at the time of casting. A typical example of a condition might be "when the clock strikes noon" or "if you meet someone wearing a red hat." The command may be anything, provided it is something the target is physically capable of doing in a reasonable period of time and does not require the target to directly harm himself or herself (although it may require the target to risk harm). The command must also be possible to fulfill with only one roll of the dice (if any). Thus, you could command someone to attack another character on sight, but you could not command them to fight to the death.  The spell remains in effect until it is resisted, dispelled, or the command is fulfilled. It is NOT broken by the death of the target, though obviously it cannot be triggered while the target’s lying around inertly. 
Control Body gives the caster puppet-like control over the target body, allowing him to use the target body to perform actions using the caster’s own skills and abilities. If the caster is a discorporate spirit controlling exactly one body, the caster's skills may be used at their full level. However, if more than one body is being controlled (i.e.: the controller is not discorporate), they move about in a Frankenstein-like fashion (or in an actual zombie fashion if they are dead), they are limited to a walking pace, and they are limited to half of the caster’s skill levels, rounded down. The caster may not use the target’s skills, spells, abilities or MP. If the target is alive, he or she may use such passive abilities as Poison or Disease Immunity, MP Shield and Iron Will, and may resist incoming spells with his or her own MP. Control Body will expire instantly if the caster dies or moves out of long range of the controlled body, or if the body is reduced to zero DP. Dead bodies are assumed to have 50 DP, which is why a Referee is required to provide a special “zombie” DP sheet if this spell is cast on a dead body.  A zombie reduced to 0 DP is effectively useless for any further Control Body spells, and must be the target of a successful Life spell before it can be Controlled again.


Cure rids the target of most diseases, infections, poisons, and curses, and also removes the effects of Hypnosis and the spells Alter Skill, Charm, Compel, Control Body, Emote, Illusion, Interpret, Silence, and Stun. In most instances, Cure does not require a Referee, but may, depending on the nature of the condition to be Cured.

Damage 1 (Minor Damage) causes 5 DP worth of damage to its target.  You decide exactly how to describe the damage — a firestorm, a bolt of lightning, whatever.  Physical armour and Damage Resistance provide no protection from spell generated damage, though it may be resisted or Reflected. 

Damage 2 (Multi Damage) is the group version of the Damage spells.  It does 2 DP of damage for each MP point spent, distributed amongst the targets at the caster’s discretion. Only targets who rolled lower than the caster may be affected. Please provide a description of the spell’s effect. As above, Armour and Damage Resistance offer no protection, but the Reflect Spell does.


Damage 3 (Major Damage): is a more effective damage spell, doing 3 DP for each MP point spent, but must be directed against a single target (specified before casting). Armour and Damage Resistance offer no protection from this spell, but the Reflect spell does. Again, remember to consider exactly how to describe this damage to your target.  Avoid “you take nine DP of damage.”  A better description might be be, “Thousands of metallic beetles swarm you, chewing the flesh off your bones for nine DP of damage.”

Damage 4 (Mirror Damage) is the booby-trap of the Damage Spells.  If you have Damage IV cast upon yourself and are physically attacked, your attacker also suffers any damage he inflicts on you, but since the damage he takes is magical, he won’t be protected by his armour or Damage Resistance, though he can resist the effect for a flat 5 MP, and you could be in big trouble if he’s also got the Reflect spell up… If the target of this spell is attacked with Surprise Attack, the attacker will suffer whatever effects the target does. (The target should let the attacker resolve the Surprise Attack attempt before mentioning that Mirror Damage is in effect.) 

Damage 5 (Damage Item) causes a damage box to be crossed off of the target item. The caster must specify which item is being targeted prior to casting. If cast on an opponent’s item in Combat, the caster must beat his opponent’s roll in order to make contact with that item (This counts as an attack against that opponent). The opponent may not Resist this spell with MP, nor will Reflect work unless the item itself was the target of the Reflect. However, a Discorporate bound to the item may Resist such spells. 
Discorporate causes the caster to become a discorporate spirit, subject to all rules governing discorporates, without the inconvenience of dying first. At the end of the spell’s duration the caster returns to the physical plane with the same number of DP as he or she had at the time of discorporation. The caster may terminate the spell before the 30 minutes are up. Note that while you can bring your possessions with you to the discorporate plane, you may not bring characters.  If it’s got a DP sheet, it remains behind. 

Dispel can remove the effects of any other spell, just as if the original spell had been resisted.  The number of MP powering the Dispel must be equal to or greater than the MP powering the original spell.  Multiple spells can be Dispelled at one time, simply by totaling the MP powering all the spells to be Dispelled.  You may also selectively Dispel a particular spell, leaving others still in effect.  


Divination gives the character information on one subject, or the answer to one question. The information gained may be clear, but more often it is in the form of a dream, vision, riddle, etc, and may depend upon the caster’s roleplaying (so roleplay it well!)  Divinations require a ref.

Emote causes the target to feel any emotion specified by the caster at the time of casting.  The emotion is felt very strongly for the duration of the spell.  The effect is non-specific -- you can specify for the target to feel fear, but not fear of “that guy over there.”  As well, the way that the target reacts to this spell is up to the target, not the caster.  Each character would have to decide just how they would react if they were feeling intense fear, happiness, or whatever.

Enchant stores another spell in an item and releases it when a specified set of conditions are met. The item or character into which the spell is to be enchanted must be inscribed, painted, tattooed or otherwise marked with runes, glyphs or symbols, and the target of the enchanted spell will always be the enchanted object, even if the enchanted spell is usually a self-spell (thus a stick enchanted with the Kill spell will result in a dead stick when triggered). The Referee will supply the caster with a chit representing the enchanted spell, and the caster should write the triggering condition on an envelope, and then seal the spell chit inside the envelope. (A caster with Extra Actions may seal more than one spell chit inside the same envelope.) The envelope must then accompany the enchanted object until the triggering condition is met, at which point the envelope is opened and the spell takes effect. The enchanted spell takes effect immediately after the triggering event, but before anything else; thus a condition "If attacked" would be satisfied immediately after the damage from the attack were resolved, but before the next round of combat. 

Exorcism keeps all discorporate spirits away from the target. Discorporates must remain at least 10 normal paces away from any Exorcised objects or persons. Any discorporate spirit within that radius must leave immediately, and may undertake no other action while in the zone of exorcism. (Thus discorporate characters may not cast Dispel at the target to remove the Exorcism.)  Compel and Control Spirit cannot force a discorporate into an Exorcised area, and a Bind is broken by Exorcism (see the note under ‘Bind’ on page 24.) Note: If Exorcism is intended to remain in effect after the target leaves the presence of the caster, a Referee is required. 


Heal repairs holes in people, fixes broken bones, and generally makes one feel better.  Each 1 MP powering the Heal Spell will restore an amount of DP equal to the caster’s Medical skill (not including bonus for kits).  Its effects are doubled if the target has the Rapid Healing ability.  Heal must be cast in the presence of a referee, who will provide the target with a new DP chit.  Note:  The Heal spell will always heal a minimum of 2 DP per MP no matter what the caster’s Medical Skill is. 


Illusion:  Gives the caster control over one or more of the senses of the target(s). The caster must describe what each target experiences through the controlled sense or senses. A target will only recognize these experiences as illusory if he or she has cast a Perceive spell, or if he or she is aware in advance that an Illusion spell is about to be cast, or if there are blatantly obvious inconsistencies between the senses. Illusions affect only the senses of the target(s); they have no real physical effect and may not directly harm the target, although they may mislead the target dangerously or cause the sensation of pain. Illusions may also impede the effective use of certain skills or abilities, such as when it is used to blind an opponent in battle. In such cases the caster may choose to impose a –1 penalty on the target per MP powering the spell, to a max of -5. (Thus spending 5 MP to affect a target’s 5 senses can impose a -5 penalty on his dice rolls. Note: This is just a game mechanic… If you feel that disrupting a victim’s sense of sight should impose a greater penalty than altering their sense of smell, you can put 3 MP into the spell for a penalty of –3, and claim to be affecting only vision.) Any sensory input can be affected by the Illusion spell, but only actual senses; you cannot affect someone’s “common sense”.

Interpret allows the caster to understand, speak, read, and write any language. There is no limit to the number of languages the caster may temporarily acquire in this way, but each language costs 2 MP and must be specified at the time of casting. As well, this spell only allows you to understand a language normally; it does not help you to understand someone whose speech is unclear, or a text that’s just badly written. Note that the caster must be able to at least name the language desired for this spell to work; you cannot simply point to an ancient inscription and say “I use Interpret to translate whatever language that is.”  Fortunately, you can use the Reveal spell to identify the language of a text. The caster will instantly lose all fluency in these languages when the spell expires or is Dispelled.  A Referee will probably be required if the caster attempts to read any documents in an Interpreted language.


Kill kills the target; if you cast this successfully on someone, they die.  The target’s remaining DP and “Alive” box are crossed out completely. Be a good sport and give your victim a decent description of exactly how your spell works. After all, it’s bad enough they have to play dead for a while; you might as well let them have fun roleplaying a neat death scene… 

Life restores most dead bodies to life. The target returns to the living but just barely; he or she is still at zero DP, and will need Healing. A Referee is required during casting to provide the target with a new DP sheet. Note that in the unlikely event that a player wishes his or her character to remain dead, he or she may just cross off the Alive box on the new DP sheet and expire again.

 

Mindprobe forces the target to truthfully answer one question posed by the caster.  It is the equivalent to reading the target’s mind for the answer.  If the caster wishes to remain anonymous while casting this spell at long range, a Referee can be asked to act as a go-between.  In any case, the target will likely be aware that someone is poking around in their mind for a certain piece of information, but is not allowed to falsify their answer. The target must be alive and conscious in order for the spell to work. Those with Iron Will are allowed to answer truely or falsely, but must say they have Iron Will.


Perceive allows caster to see through Illusions, see the Invisible, and detect the presence of magical items or effects (including spirits bound to an item). In certain cases, it will require a referee. Weapons, Armour, and Kits up to +3 are not considered magical and will not appear as a magical item, but a Focus will, as will a Spell Talisman. The caster will be able to identify the presence of magical effects, but will be unable to determine their nature; a Focus will look just as magical as a stick someone’s cast Exorcism on.

Reconstitute moves a discorporate spirit from the discorporate plane and forms a physical manifestation of it.  This means that if you die and discorporate, you can be returned to your physical state by this spell.  You will still be dead, and will need to be Lifed and Healed. If you have the Cast While Discorporate ability, you can reconstitute yourself, but need someone else to cast Life on you. A living character using the Discorporate spell can be reconstituted involuntarily, but he may resist if he has enough MP. When cast upon a permanently discorporate character (one with zero DP) the character will form some sort of physical matter, a bit of goo, a pile of dust, etc.  The dead body is not capable if independent action or movement and can’t be moved without the intervention of another character, nor can it be moved under the influence of Control body.  After 10 minutes of no one bothering the physical matter, looting, etc… a Permanent Discorporate’s body may go discorporate again.

Reflect bounces spells cast at the target. The character protected by Reflect can effectively substitute a new target for the incoming spell (The target must be within range of, and have a roll equal to or lower than the original caster. The new target will then suffer the effects which the first would have suffered with no Reflect. If no target is specified, the spell targets its original caster. A spell may be reflected any number of times, but must be resolved that combat round. A reflected spell may be resisted by spending MP to resist the original spell, not the Reflect. Dispel may not be Reflected, and in fact removes Reflect if enough MP are being used to power the Dispel (in this case 5 MP would be needed unless the Reflect was boosted). Spells cast with a boxcars (Roll of 12) cannot be Reflected and will affect anyone with Reflect normally. Note: If Reflect is to remain in effect after the target leaves the caster's presence, it requires a Ref. 

Reveal makes known to the caster information about the target, such as powers, uses, magical properties, special effects, or other sundry details.  For example, casting it on a scroll you found in an abandoned library might yield the following information: “This non-magical scroll was written by Rolduin the Enigmatic in the year 448, and is in the Bukh dialect of Sarkish.” This spell usually requires a referee, although there are occasionally circumstances in which it may not, such as when you cast it on a captive to see what spells are currently active on him or her. 

Silence prevents the target communicating by using any language or symbolic expression for the duration of the spell.  You effectively can’t do anything involving symbols or words whatsoever -- including Sign Language, or pointing to letters to spell out words. Spells that depend on verbal communication, like Command Spirit, Compel, Divination, Enchant, Interpret and Mindprobe become practically useless, and while you could cast Illusion, you couldn’t make illusory letters, words or other symbols appear. You can still understand others normally, and can nod or shake your head.

Sleep renders the target unconscious and helpless for ten minutes. The sleeping target can be looted, taken prisoner, and moved during the spell duration.  The target will not wake up by normal means -- shaking, pouring cold water on them, etc.  The target will wake instantly after 10 minutes, or by resisting with MP, or after being the target of a successful Cure Spell.

Spirit Speech temporarily gives the caster the ability Speak With Discorporate. Note that this doesn’t force spirits to talk to you; it just means you can hear them if they deign to do so, and that you can speak to them if you wish (though they’re not obliged to listen).


Stun prevents the target(s) from initiating any offensive action or using an item during the spell’s duration.  The target may still resist spells, and react to Surprise Attack attempts and pickpockets, but can’t move or attack anyone or cast spells for 60 seconds, starting from the moment the spell has been cast successfully and the MP crossed off the sheet.  If used in battle, this spell forces the targets’ action for the next dice round to be “defend”. 
Transfer gives the target the MP Channeling ability for one minute.  You must be in physical contact with your target to cast it, but only need to continue that contact if you are one of the individuals giving or receiving MP. Note that it takes one full minute to channel magic points, so the channeling must start the instant the spell goes off. This spell requires a Referee.
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- Equipment -

Starting Equipment

Part of designing your character is choosing equipment. Normally players are given an equipment allowance of 60 coin, plus an extra 10 coin which must be taken in cash. Sometimes game organizers may allow players to spend money they’ve accumulated on previous games, in addition to this basic allowance. It's always a good idea to confer with your game organizer to know how much game money can be spent to equip your character. Many organizers will even allow you to use equipment you’ve gained during previous quests… in which case you don’t need to pay for the item, but you do need to let the organizer know what you’ll be bringing in. Price lists of basic starting equipment, weapons and armour, may be found in the Appendices.

Equipment in the Game

The equipment your character buys or finds usually will be represented by chits. A chit will tell you the name of the item (such as “Rope”), how many damage boxes it has, some notes on its in-game effects (“will break on a roll of 18+”), and often a quick description (“darn twisty”). The great thing about putting the rules for an item on the item chit itself is that you’ll have the rules only when you need them; if you don’t actually have a rope, you don’t really need to know how it works, do you? (Also, it saves lazy game designers from having to write up every detail of every conceivable item for the rulebook.)

The name of an item will tell you something about what it is, but not every item with the same name behaves the same way, and sometimes different items can have the same in-game effect. For example, one person’s dagger may be called simply a “dagger”, while someone else’s might be a “boot knife”, but both do the same amount of damage in combat and have the same number of damage boxes. Or someone might have a chit labeled “ceremonial dagger” which functions not as a weapon but as a Focus (giving +1 to Magic instead of doing damage in combat). Make sure you read your chits to know what effects they have.

Damage Boxes

All items have damage boxes printed on their chits. These work just like the DP circles on your DP sheet, and tell you how much damage the item can take before breaking, and how damaged it currently is. When an item is damaged for whatever reason (on a roll of snake-eyes, or intentionally damaged by a player), one or more of these boxes must be crossed off. If all the boxes are crossed off, the item is completely destroyed and cannot be used. Damaged items may be repairable with the appropriate skill; destroyed items usually may not.

Generally speaking, the item chit represents the item listed on it, and the player should use it as such. When attacking someone with a sword, a warrior should be holding his sword chit in his hand… not have it tucked away in a pouch. A shield chit should be taped to the shield-arm or to a shield prop (if available). A chit for a medical kit should be kept in the pouch where the medical kit is being kept. If a thief is keeping a dagger in his boot, that’s where the chit should be, too. The same goes for money chits and coins. You shouldn’t have a wad of 20-coin bills in your back pocket while saying your character has them tucked into his shoe.

As an exception to this, some items (like certain magical treasures) are represented by a prop, and the chit is merely given to the player so they know what in-game effects the item has. Magic Items should be used in the manner intended in order to gain that item’s benefits. For example, a Magic ring must be worn in order to receive the automatic perceive effect; a Magic Dagger must be used to touch your opponent to receive its +2 to Surprise Attack. You can’t gain the bonus while the dagger is in your belt, or the ring is in a pouch. In cases such as these, where a physical prop is used, the chit is assumed to be out-of-game and can be stored in a pouch, while the prop for the Magical Dagger of Insidious Mischief-Making is tucked into your boot, held in your hand, or cutting open the Baron’s money pouch. You’ll still need the chit as proof that the item can do what you claim – or you’ll need a nearby Ref to confirm that, yes, the weird lump of clay you hold really does give you Immunity to Charm spells – but if the magic item is ever given away or stolen, you should only give up the prop, and are allowed to destroy the item chit instead of handing it over (after all, how does your opponent know what the in-game effects of a magical dagger are until he has a mage cast reveal on it?)

When a player brings a prop from home (such as a sword, a shield or a pretty necklace to be used as a magic focus), most of the same rules apply. The item is wherever the prop is, while the chit may be stored elsewhere. However, if you are ever looted or have your items pickpocketed (see page 14 for more info), then you are allowed to keep your personal property, but must give up the chit… at which point the chit represents the physical item, and your prop is just so much costume jewelry.

Weapons

Weapons are a special category of equipment used for hurting people. There are no restrictions on the types of weapons you’re allowed to equip your character with (mages and healers can use swords, too!), but keep in mind that using a weapon involves the Combat Skill, so unless your character has at least a few points in Combat, he’s unlikely to hit anyone very often. 

In general, weapons are designed to do damage to an opponent, but some have other special abilities. These special abilities will be clearly defined on the weapon card itself, so you don’t need to consult the rulebook to look them up. For example, two-handed weapons typically double your strength bonus on an attack (but you can’t use them with a shield), while a flail gives you a +1 when fighting against someone with a shield. 

For a list of common weapon types and costs, consult Appendix D.

Standard Armour 

Armour is represented in the game by a chit and must be worn conspicuously on your character’s costume. The reason it must be conspicuous is simple fairness; would someone really try to sneak up and stab you in the ribs if they knew you were wearing heavy plate armour? All right, so maybe they might, but they’d almost certainly at least know you were wearing it before they tried, anyway. The chit documents the armour value and any special or magical effects it may have. Armour which is currently being worn may not be stolen by means of the Pick Pockets ability.

Armour essentially replaces the wearer's Damage Resistance skill with its own armour value (unless the player’s Damage Resistance skill is higher than the Armour value). Normally a character must have a Strength skill of at least the armour value minus two in order to wear armour (though rare magical armour may exist which doesn’t follow this rule). Thus a character with Strength 3 could wear up to Armour 5 without penalty.

When a character wears armour that he doesn’t have the strength to support, the difference between the required and actual strength acts as a penalty to all dice rolls. A warrior with Strength 2 wearing Armour 6 (a 2 point difference from what he’s allowed) would have a -2 penalty to all his skills. This includes skills like Combat, Medical (do you want to operate with lead weights on your arms?) and even Legendry (you’re out of breath, distracted, and very uncomfortable). 

Like any other game item card, armour chits have damage boxes listed on them, as they may be damaged in battle or through various game effects. Damaged armour is less effective; its current armour value is always equal to the number of damage boxes it has remaining. The minimum Strength required to wear it remains unchanged regardless of its current effectiveness.  Damaged armour may be repaired back up to the original number of damage boxes it had.

For a list of standard Armour and costs, consult Appendix D.

- A L T E R C A T I O N S -

As any storywriter will tell you, a good story must have conflict: Man Vs Man, Man Vs Himself, Man Vs Nature, Man Vs the Slimy, Horrible Bug-Eyed Thing which is Trying to Eat Your Companions. While many conflicts and disagreements which come up during a quest can be worked out peacefully, some cannot. And let’s face it, quests would be pretty boring if we all just sat about resolving our conflicts through a reasonable discourse on the subject. As Gary Larson said, there is something about a good mace in your hand that makes you want to bash something with it.

Altercations arise when a character decides to use physical or magical means to cause damage to another (unwilling) character. Warriors, often an impatient lot, tend to resolve a fair number of their concerns by sticking those involved with sharp pointy objects or by bludgeoning them. Combat, however, is not just the realm of the warrior. It can be fun for the whole family.

The most common way of initiating Combat (and thus starting the three-phase cycle) is simply to point at your intended target with your weapon chit in hand and declare “I’m attacking you!” However, Combat may result from any attempt to harm another player. When a Surprise Attack fails, the victim takes damage (if the weapon alone was sufficient to damage him -- more on that under the Surprise Attack skill, page 10), and then has the opportunity to engage his attacker in Combat. When a Spell is being cast on an unwitting victim (see Secret Spells, page 21), she can’t immediately attack her attacker, but after the spell has been cast she may approach her attacker and initiate Combat (if her attacker hasn’t fled). Once Combat has been initiated, people nearby can choose whether or not to get involved. And that’s when the fun starts…

For Example:


As the sun was getting low in the sky, Camerilli looked around the marketplace for a suitable target. She settled on a plump merchant, lounging outside a sweetmeats stall. His pouch bulged with coin, and his mind was obviously wandering as he regaled an elven lady with tales of his mercantile prowess.


She approached with a nonchalant stride, and slipped her hand towards his pouch. She’d almost slit the strings when she felt a firm grip on her arm. “Caught you in the act, thief!” the elf grinned. “Oborrin, alert the guard while I teach this miscreant a lesson!”

Camerilli barely had time to flip her dagger into a fighting grip before the elf was facing her, rapier in one hand and main gauche in the other. It didn’t look like a fair fight, Camerilli decided, as a small crowd began to form. The thief made up her mind to flee, discretion being the greater part of valour, and all. 

At this point, we have an Altercation. Camerilli declares her intent to flee, while our elven heroine, Doreen, declares her intent to attack Camerilli physically. Doreen has a Combat of 5, and the Florentine ability which will let her do damage with both her weapons. Camerilli has a Combat skill of 4 but won’t be using it; she gets a flat +3 bonus which is automatic when fleeing. Both roll their dice: Camerilli comes up with an 8, and Doreen with a 7. Camerilli’s total is 11, but Doreen beats her with a 12. 

Camerilli stifles a scream as the elf’s rapier rips across her left arm, and the main gauche comes up under her armour to strike her ribs. Doreen’s weapon damage is 5 for the rapier, and 4 for the main gauche. Adding her Strength bonus of 4, and subtracting Camerilli’s armour value of 2, the rapier does 7 DP of damage (5+4-2=7). The main gauche does an additional 4 points of damage, ignoring Camerilli’s armour and Doreen’s Strength. (Doreen would actually have been better off using a second sword than a main gauche… the main gauche only does 4 points of damage, but a second rapier would have done another 7 points. Still, a main gauche has its uses when facing opponents with higher armour values). 

Camerilli takes 11 points of damage, but is still standing. That means she can now flee… which she does, as fast as her feet can carry her! Weaving through the crowded marketplace, she makes good use of her headstart, and soon looses her would-be attacker in the crowds. A few minutes and a “borrowed” tunic later, a frumpy looking beggar hunches and stumbles along as she makes her way home through the busy streets.

That’s a pretty standard fight. Unfortunately, things aren’t always that pretty. Combat has a way of getting messy, fast. There are a lot of variables (such as how the fight starts, how many combatants there are, whether weapons or spells are being used, and whether any one is trying to maneuver) but the basics can be broken down to this:

Phase 1: Declaration of Intent

Phase 2: Rolling the Dice (and adding the relevant modifiers)

Phase 3: Results (Calculating Damage)

Once the players have gone through all 3 phases, they may choose to continue the combat, in which case it returns to phase 1. (Lacerate, rinse, repeat.)

Normal Battle Sequence

First, let's define a term. We'll call anyone actively involved in combat a Combatant. Combatants include anyone who is attacking or defending with a weapon or spell in battle, as well as anyone who is being attacked by a Combatant. As well, anyone who attempts to cast a spell on a Combatant is also a Combatant. Anyone within arm's length of a Combatant is a potential Combatant, too. Discorporate characters are a special case because they are not physically present but can be involved in the combat.

Combatants may not be Surprise Attacked, Pickpocketed, or Hypnotized. So if you're standing around watching a fight as a spectator, and you're not participating directly in the fight, and you're not about to engage in melee with anyone who is, watch out, someone could try to pick your pocket. On the plus side, non-Combatants are generally free to run away from the battle and hide, or go about their business (solving the quest or more mundane pursuits).

RANGES

Before you start swinging your sword, or letting those fireballs fly, make sure you’re within range of the opponent you want to hit. The range you want is usually short range, although some spells and certain weapons may work from farther away. Touch-ranged spells will succeed if you win your roll, since you are assumed to make physical contact with your opponent during the fight. Here’s a quick review of the possible ranges:

Range
Definition

Touch Range

Melee or Short Range

Polearm Range

Long Range
In actual physical contact.

Capable of touching without taking any steps. If two people can touch their fingertips with arms outstretched, they’re in short range. They do not need to BE touching, just be capable of it.

If you can reach short range in ONE pace, you are in Polearm range. If it takes you more than one pace to be able to touch someone’s outstretched fingertips with your own, you are outside polearm range.

If you can reach short range in FIVE paces or less, you are in long range.

Phase 1: Declaration of Intent

In this phase, every Combatant announces what his or her character will attempt to do for the round. This is where the Extra Actions ability really helps: you may choose as many actions as you have actions. However only one of your actions in a round may affect any given opponent. When performing multiple actions in one round, the dice modifiers for your roll are those of the LEAST favourable action you are attempting in that round. For example, if you are casting a spell with one action and physically attacking an opponent with the other, you would use the lower of Magic skill or Combat skill, including applicable bonuses for equipment etc.

If the order in which you resolve these actions is significant (e.g., you’re going to drink a Strength potion and attack, so that your attack will do more damage if it succeeds), then be sure to specify that order now.

There are several choices of action available here, which include: 

Physical Attack: This covers any attempt to hit a foe, whether with Natural Weapons skill or a weapon chit. You may only attack opponents within melee range (arm’s length), and you may not attack the same opponent more than once; if you have more actions than there are potential targets, you’ll have to use them for something other than attacking. The skill added to this dice roll would be the Combat skill. 

Cast Spell: A combatant may attempt to cast as many spells as he or she has actions (although you cannot affect the same opponent twice). The caster must also designate the target(s) of these spells, and specify the number of MP to be spent on each spell. Note that the number of possible targets of each spell is limited by that particular spell, and NOT the number of actions of the caster. The skill used to modify this sort action is the Magic skill.

Defend: This option represents focusing your attention on dodging, parrying and otherwise keeping out of harm's way, without worrying about trying to hit anyone with your own weapon or spell. The skill used is your choice, Combat or Magic, plus a bonus of your number of actions. (Everyone has 1 action, so you get at least a +1.) You may also use appropriate equipment bonuses, and if your actions bonus raises your effective skill enough, you may qualify for a higher equipment bonus cap. So, if you normally have Combat 5 and two actions, you Defend as if your Combat skill is actually 7, and you could use a total of +4 in equipment bonuses (assuming you had equipment adding up to that much of a bonus). Note that if you choose this option, you can choose no other actions this round; all of your actions are devoted towards defending, or none of them are. 

Use Item: Using an item, other than as a weapon, counts as an action. This includes drinking potions, zapping wands, readying a weapon, handing an item to a friend (or receiving an item from a friend), or almost any other sort of action one might undertake in the heat of battle, apart from trying to hit someone or cast a spell. (Doing something more involved, like trying to pick a lock with Mechanical skill while your buddies hold off the attacking guards, is different. In short, if it calls for something other than Combat or Magic skill, you can’t do it while you’re a combatant.) You may use your choice of Combat or Magic skill, but you may not use equipment bonuses apart from the actual item you’re using. Thus, if you’re drinking a healing potion, you can’t use your shield effectively this round; you could only gain an equipment bonus from the potion bottle (and very few potion bottles actually give skill bonuses…) You may not use this action to put on armour (that can only be done out of combat), but you can use it to take OFF armour, if for some reason you feel you need to do so in the middle of a fight. You may only perform one Use Item action per round of battle, and only on items which are in YOUR possession at the beginning of that round.

Maneuver: At the end of the round, a maneuvering character may take one step in any unobstructed direction. The player may use either Combat or Magic skill as a modifier, plus applicable equipment bonuses. 

Flee: At the end of this round, the combatant will run away. There is the risk of being hit by opponents who roll higher than you do, but it might be safer than staying. There is no skill used for the flee option. You get a flat bonus of +3, regardless of your other skills. Note that characters with decent Combat or Magic skill will often do better to Maneuver a retreat, but Flee may be a good option for non-combat-oriented characters.

If, after everyone has stated his or her intentions, no one has expressed a desire to Cast a Spell or do a Physical Attack, the battle is over. In other words, if everyone is defending or fleeing, then you don't really have a fight on your hands, do you? If at least one combatant has stated a hostile intent, then we move on to Phase Two...

Phase Two: Rolling the Dice

Roll them bones! Each Combatant rolls two six-sided dice, and adds to the total any relevant modifiers and subtracts any penalties. 

Action



Dice Modifier used

Physical Attack  

Combat Skill plus bonuses

Casting a Spell


Magic Skill plus bonuses

Defend

        Combat or Magic, plus # of attacks, + bonuses

Use Item


Combat or Magic skill, NO bonuses

Maneuver


Combat or Magic skill, + bonuses

Flee



A flat +3

Multiple Actions?                       Lowest total of any one Action used

Modifiers:  Anything which modifies the relevant Skill may also be added to your dice roll.  Remember that the bonuses from items can only be used up to a maximum of half your current skill level (rounded up).  Combat skill bonuses come from equipment (shields, well-crafted weapons), enchanted items (e.g. a ring might give the wearer +1 to Combat skill).  Magic skill bonuses come from foci, spell talismans (only for the spell being cast), and rare enchanted items (very rare). Bonuses to flee may come from rare enchanted items.

Penalties:  Penalties may come from wearing heavy armour (armour which you don’t have the required Strength to wear.  For more info, see Standard Armour on Page 35) or they may come from a magic spell (Illusion), various troublesome potions, etc. Note that the penalties from heavy armour or the Illusion spell will even affect someone who is fleeing, although Alter Skill will not (since no skill is involved). 

Once all parties have rolled their dice for their actions and applied the appropriate modifiers, we proceed to Phase 3…

Phase 3: Results

To put it simply, if your modified dice total is higher than your opponent’s modified total, you win, and if your opponent's total is higher, you lose. If the totals are equal, well, neither of you hit. If you roll boxcars (a natural 12), you succeed brilliantly and nobody beats you. If you roll snake eyes (a natural 2), your modified total becomes zero, and you’re in trouble.  In group battles, it’s not uncommon for you to beat the dice roll of one opponent while being beaten by another. This usually just means you hit the one, and were hit simultaneously by the other.

The specific results of the dice rolls depend on what action(s) you chose in Phase One.  So do the additional effects of a roll of boxcars or snake-eyes, but regardless of how many actions you have, only one action (your choice) is affected by the special effects of a roll of boxcars or snake eyes.

Physical Attacks: Each person you designated as a target in Phase One whose dice total you beat now takes damage equal to your weapon damage (or Natural Weapon skill, if unarmed) + Strength skill. If you're using a two-handed weapon, double your Strength for this calculation. (Remember that effective Strength, like any other skill, is reduced by heavy armour. This is BEFORE it is doubled for two-handed weapons). Your foe’s armour or Damage Resistance skill reduces this damage. If you’re using two weapons with the Florentine skill, calculate damage for each weapon used separately (weapon plus strength, minus target’s armour), and then apply the total. For example, fighting Florentine with dagger (2 DP) and shortsword (4 DP) and Strength 3 against someone with Armour 4, you’d do 1 point with the dagger (2+3-4) and 3 points with the shortsword (4+3-4). Your opponent must thenYou are responsible for ensuring your foe cross off the correct number of boxes from his DP sheet. (If he doesn’t have enough DP boxes to cross off, he’s out of the fight!)

If you didn’t beat any opponent’s roll, you just don’t hit anyone. What happens to you depends, of course, on what your opponents were doing.

Boxcars on Attack:  If you rolled boxcars, one of your designated foes is instantly dead or unconscious, at your discretion (unless of course he or she also rolled boxcars, in which case neither of you hits the other). The rest of your designated foes take damage normally, if your modified total (12 plus your skill and relevant equipment bonuses) beats their totals, which it probably will. (Note that you do not have to kill or stun an opponent on a 12; you may also suggest some other groovy effect such as deftly flicking their weapon out of their hand, knocking of their helmet, or pretty much anything you want. Of course, if they object to what you propose, they can say, “Nope, you just kill me,” instead…)

Snake-eyes:  If you rolled snake eyes, in addition to any damage you might take from those hitting you, you must cross off a damage box from a piece of equipment in your possession, at the choice of your opponent.

Casting Spells: Each spell has a Required Roll to cast. If your dice total exceeds or equals the required roll of the spell you're trying to cast, the spell goes off, and can affect any designated target whose dice roll you beat. (Of course, your target may allow the spell to take effect even if you haven't beaten their roll; this is especially helpful when you're trying to cast a spell on yourself, since it’s impossible to roll higher than yourself under any circumstances!) Your target may attempt to resist the spell by spending 5 MP or the total of MP you put into the spell (whichever is greater). Don’t forget to mark off the spell’s MP from your MP tally sheet.

If you didn’t match or beat the required roll, you fail to cast your spell, and must spend 1 MP on the failed spell. If you DID successfully cast the spell, but are unable to affect any designated target because you didn’t beat any of your targets’ rolls (and none of them are willing to allow the spell to take effect, as is likely the case if it’s a hostile spell), well, you’re going to get hit most likely, but take some solace in the fact that your mastery of the spell was good enough that you don’t have to spend the 1 MP for the failed spell at least...

Boxcars: If you rolled boxcars, your spell succeeds and it affects all designated targets in range who didn't roll boxcars. What's more, your targets cannot Resist or Reflect your spell. You still have to spend the MP to power the spell.  (If you are casting more than one spell, only one of them benefits from this Boxcars effect; the other spell or spells are cast successfully and may affect their targets, but may be Resisted or Reflected normally.)

Snake-eyes: If you rolled snake-eyes, you're probably going to get hit. As well, you must cross off one damage box from any relevant game item you are using, at your opponent's choice, and cross off all MP powering one spell you were attempting to cast.

Defend: If you beat or tie your opponent's roll, congratulations! He or she didn't hit you with spell or weapon this round.  

Boxcars while Defending: In addition to not getting hit by anyone, you succeed in disarming any ONE of your opponents who had designated you as a target this round (and who did not also roll boxcars). That opponent’s weapon is now in your hand, and out of theirs.

Snake-eyes for defenders is no fun at all. Not only does everyone who designated you as a target manage to hit you, but you have to cross off a damage box from a relevant item of equipment in your possession, to be chosen by your opponent.  

Use Item: If you beat or tied at least one opponent’s modified dice roll, you succeed in the action you were attempting. If you didn’t (but didn’t roll snake-eyes), you just haven’t succeeded yet, though you can try again next round, assuming you’re still able. 

Boxcars while Using Item: Not only does no one get to hit you this round, but you use your item with exceptional grace, and everyone around is very impressed.

Snake-eyes: You have to cross off two damage boxes from the item you tried to use. Seeing as most potion bottles only have one damage box, this can be a serious disappointment.

Maneuver: As long as you didn’t roll snake-eyes, you may take one step in any unobstructed direction. You don’t need to have beaten your opponent’s dice roll to do this… you just need to be capable of moving after the effects of all successful attacks or spells against you (if any). If you have extra actions, you may use as many of them to Maneuver as you like; characters with Extra Actions can move quickly when they want to. Note that if your maneuvering takes you out of arm’s reach from all other combatants, you might not be a combatant next round!

On boxcars, you may take 3 steps (not necessarily in a straight line). 

On snake-eyes, you may not take a step, and you must cross off a damage box from a game item in your possession, just as with the physical attack option.

Flee: Just as with Maneuver, you don’t need to have won your roll to flee… you just need to be capable of moving after all damage has been calculated. And, instead of taking the single step allowed by Maneuver, you can run as far as you want (if you’re still able) and all Combatants must give you at least 10 seconds head start. (They may not be able to pursue at all if they are still in engaging hostile combatants.) 

If you rolled boxcars, you get a whole minute head start. 

Snake-eyes for flee is the same as for Maneuver.

Multiple Actions: Resolve each action separately. Remember that snake-eyes or boxcar effects will only apply to only one of your actions. You get to choose which one, though.

Wrapping it up

Once you’ve calculated the damage, get out your pens and cross off the relevant DP, MP, and damage boxes. You have the right to insist that you see your opponent do so before ending the fight, or moving to the next round of combat. After everything has been duly recorded, anyone who's still conscious may resume combat. Go back to Phase 1 and keep hacking until you’ve got it out of your system. 

Combat will generally continue until all the Combatants have either fled, been reduced to 0 DP or otherwise incapacitated, or simply decided they aren’t interested in fighting anymore (which may happen when both sides are reduced to low levels of DP, have used up their Magic points, or realize that something really cool is happening on the other side of the field and they’re missing out on it because of their petty squabble). 

A side note on Fleeing:

If the Combatant attempting to flee was successful and moves out of range of the other Combatants, anyone else who is out of range of Combat (i.e., not currently involved in Combat themselves) may attempt to give chase. The person fleeing gets a free 10-second head start from other Combatants (counting from the time he packs up his character sheet, dice, and other game paraphernalia) even if the Combat ends as soon as he flees, but non-Combatants don’t have to abide by any such rule. However, his would-be attackers still have to wait the 10 seconds before chasing him down.

So, do you think you’ve got the basics of combat? If not, don’t worry. Most Altercations aren’t quite that complicated, and it gets a lot easier with practice. (You can also look in Appendix A for some example combat scenarios to help you get the hang of it.)

 - LOOTING -

When the dust has settled and the blood has stopped spurting, it’s time to engage in every adventurer’s favorite hobby: Looting!

Looting is a bit more complicated than just saying “I kill it, take its treasure, and leave”. Most adventurers (and any monsters worth their salt) don’t just throw all their worldly wealth at your feet as they die. Instead, you have to do a little bit of work to collect your just (or unjust) reward.

Here are a few guidelines to help you determine what you can and can not do when looting a body:

First off, any actions which players may find uncomfortable to act out (or have acted out on them) should be described. You can’t just grab someone else’s stuff or go pawing through their clothes looking for treasure. You have to tell your victim where you are searching, and then they can tell you what you would find there. Of course, if both players agree to it, there can be a certain element of roleplaying in it too… sometimes it can be fun to look through another players’ pouch with your own hands, taking out the coins from the bottom and poking the leather to check for secret pockets.

Keep in mind that looting a body does take time, especially when looking for items that are hidden in secret pouches or if you're trying to unbuckle armour and such. The player doing the looting should be relatively specific about where he is looking for treasure and how, and the victim should make him wait a reasonable amount of time before handing over the loot. For example, looting someone by methodically dissecting their entire body, clothes and all, into little pieces will probably reveal pretty much all of their treasure, but it would certainly take a long time. Grabbing a pouch is quick, but if the victim was keeping his gold in his boots, you’d miss it.

Alternatively, if the player doing the looting wants to, he can spend a full ten minutes (uninterupted by combat or other activities) describing the looting process in detail, and when he is done, the victim is required to hand over ALL the rest of his loot – even stuff not found on the initial search. Most of the time, however, this isn't necessary, and there are disadvantages to spending that long over a dead body. Vengeful party members may be looking for their fallen companion, or the town guard might come around and ask just what you're up to.

- CAPTIVES AND GUARDS -
There are a number of ways you can become a prisoner. Someone might take you prisoner while you're unconscious, or you might voluntarily surrender. In any case, a prisoner is pretty much at the mercy of his or her captor. In game terms, this is shown by the fact that the guard gets to hold on to the prisoner's DP sheet, so he or she can cross off DP and the "Alive" box at will.

There are some limits to this power. For one thing, a guard can only hold one prisoner's DP sheet at a time. For another, a guard is at a significant disadvantage trying to fight against anyone else; guards divide their Combat and Magic skills in half, rounded up, and are only allowed a single hand for a weapon or shield. A guard can instantly escape from this handicap by releasing the prisoner, but executing the prisoner counts as an action if it takes place in battle. Releasing the prisoner does not count as an action in battle, though the guard may need to spend an action to ready a second piece of equipment such as a shield, if he only had a sword in hand while guarding.

So how do you escape if you're a prisoner? Well, apart from talking the guard into just letting you go, there are two main options, both of which assume you're conscious and have at least 2 DP. The first one is to use the Pick Pockets ability to steal back your DP sheet, just like any other thieving attempt. The DP sheet is not an in-game item; thieving it simply represents that you have managed to squirm out of custody. Of course, if the guard notices you trying to place the sticker on your sheet, you've lost the opportunity (but you can always try again, later). More on this under the Picking Pockets ability (page 14).

The second way to escape is if your guard gets into battle. Prisoners are not combatants, but you are allowed to roll your dice for an escape attempt. Instead of using Combat or Magic skill, you add only your Strength skill to your roll. If your total exceeds that of your guard, you manage to break away from him and become a combatant.

- DEATH AND DISCORPORATION -

When you’re reduced to zero DP, you’re not necessarily dead. You can CHOOSE to be dead, if it seems appropriate, but you don’t really have to unless some other player (or actor) comes across your helpless form and declares you dead. Most of the time, this will happen when you’re fighting an enemy who declares “And I kill you” upon wiping out your last DP.

So you're dead. Now what?

For the first ten minutes, at least, death in Sunfall is pretty much what you might expect: you lie there. During this time, all sorts of things might happen to your inert form. Characters may come along and help themselves to your belongings, passing ghosts may attempt to possess your body and wander around in it for a while, hungry cannibals or wild animals may pause for a snack, and so forth. 

If you're lucky, a friendly mage may come along and cast Life on you, in which case you aren't dead anymore. But what if that doesn't happen? What if your character got killed somewhere in the woods off the main path, and nobody finds your body? Lying there all weekend might be relaxing at first, but eventually it becomes tedious, and in any case, this is supposed to be LIVE roleplaying, not DEAD roleplaying!

So, fortunately, there's another option. You can turn into a ghost yourself.  If you've been dead for at least ten minutes, and no other player is currently paying any sort of attention to your body (i.e., they're not in the middle of looting you, using Control Body on you, cooking you, etc.), you can put on your discorporate armband (included in your player pack) and become discorporate. Your body and all the equipment left in its possession miraculously vanish into the spirit plane. 

Once you're discorporate, you can wander around as a ghost, watching people, waving to get their attention and so forth. You are not able to touch, attack, pickpocket, or physically interact with other discorporates. You can not handle or manipulate anything physical (except for the now-incorporeal items which were in your possession when you dematerialized) in any way. If you drop items, they become corporeal as if they were lying there on the ground all along; you cannot drop a sword on someone’s head in an attempt to harm them, nor can you attempt to trigger traps by dropping incorporeal junk onto the triggering mechanism. 

You may speak to other discorporates, but cannot speak to the living, unless either you or they have the Speak While/With Discorporate ability. Nor can you cast spells unless you have the Cast While Discorporate ability. But you can move, and oddly enough, your movement around the world is constrained exactly as it would be if you were corporeal:  you cannot pass through solid objects or fly the way ghosts can in the movies, except that corporeal characters cannot bar your way; they must let you walk past them if you try. (They can stop you cold with Bind or Exorcism, though.) Moving is good because it can greatly improve the chances that you run into a friendly mage who will bring you back to life by casting Reconstitute (to make you back into a physical body) and then Life (to make you into a living physical body, not just a corpse).

If you should happen to become trapped in some oubliette or down a passage in a dungeon, and you can’t get out because you can’t interact with the doorknob to open the door of the room you’re in, and you know players aren’t going to stumble upon you anytime soon, what do you do? Well, if you’re stuck there for 10 minutes or more, you can just open the door and leave. You can’t use this privilege to get INTO locked places (no floating through the door into the King’s treasure vault!), you can not use this as a special quest-solving ability to do things or go places that corporeal characters can’t, and you may not escape in this manner if someone deliberately trapped you to keep you out of the way… but if it was just dumb bad luck that you got you into an awkward place, you can “spirit” yourself out of it rather than languishing as the game goes on without you.
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- GETTING READY TO PLAY -

So, now that you’ve made a character, you're ready to play, right?

Maybe. But there are probably a few things you should know before you go on your first quest. The following details aren't explicitly rules (and some may be modified depending on how the Quest Organizer decides to run things) but all of it is information you’ll want to be familiar with.

Types of Quests

Before you go to a quest, you should know what sort of game it’s going to be, how long it’s likely to run, and what kind of gear you’re expected to bring along. Luckily, there are only a few basic types of Quests, and most of them aren’t too complicated to prepare for.

DayQuests: These quests take only one day to play. They are usually run from noon until 5pm, and are almost always outdoors (in a local park, field, or ravine). You don’t need much preparation for these, although if the weather looks bad, you may want to dress in layers, or bring an umbrella. In the summer, mosquito repellent may be nice. It’s also a good idea to bring water or juice on a hot day. Dayquests are worth 1 AP.

TavernQuests: These games are held indoors, usually at a restaurant, pub, or community hall. They usually run from 5pm to 11pm, although they can be held just about anytime. If you’re attending a Tavernquest, you may want to bring some extra money (real cash, not in-game coin) so you can buy a pop, or have something to eat. (Since this money is out-of-game, it can’t be looted or stolen). TavernQuests are worth 1 AP.

DungeonQuests: When run as a gauntlet-style game, Dungeonquests are a little different from standard Sunfall games. Instead of mingling with all the players, each party goes through the quest alone. Dungeonquests tend to be shorter, averaging 2 - 3 hours. The type of gear you need to bring varies, but flashlights are almost always required.   DungeonQuests are worth 1 AP.

Weekend Quests: Run on a long weekend, these quests are the staple of Sunfall gaming.  They’re also the biggest events to pack for. They’re usually held out of town and may involve camping. Bring sleeping bags, tents (if cabins aren’t available), toothbrush, comb & personal toiletries… pretty much everything you’d bring on an overnight camping trip. Some food will be available on site, and there’s usually a feast at the end of the game, but you should still bring your own supplies, too - enough for breakfast, lunch, and lots of snacking (running around in the woods, fleeing, and chasing monsters is hard work) Don’t forget to bring plenty of fluids, since dehydration can really interfere with your enjoyment of the quest! You’ll also want to bring a spare change of clothes, or maybe 2 if you’re staying for the after party. Weekend quests are worth 2 AP.

Registration
Although some Quest Organizers will make allowances for “walk-ons”, most quests will require that you pre-register your character. There should be a quest registration package available which will give you all the important information about when and where the quest is to be held, as well as whether any special rules will be in effect for that quest. 

Be aware that some organizers will have a cap on the AP you’re allowed to design your character with, while others might allow new players to use more AP than they would normally have, in order to help them fit in. Also, many long weekend quests will allow you to purchase certain “packages” during character creation which might cost a few AP but give your character membership in a guild or a bonus to a certain skill. These aren’t part of normal character design but could help your character fit into the plot of the quest a little better – They’re quite worthwhile to take.

Whatever the case, be sure you know what will be allowed at what won’t be, before submitting your character. It’s frustrating to the organizers (and to you!) when they have to explain that you can’t play your “Vengeful Ghost” concept because the registration package specifically said “No Permanent Discorporates Allowed.” If you have any out-of-the-ordinary ideas, run them past the organizers first.

Game Materials

There are a few basic pieces of equipment every player should have in order to play Sunfall. Some of these, like pens, dice and a watch, will probably be the player's responsibility to provide, while others, such as character sheets and item cards, are supplied by the game organizers. Having this equipment is only part of the game, of course; you also will need to know what it's for. That's what this section is about.

Dice:  A simple pair of six-sided dice like those used in many board games. Dice are used to decide certain sorts of in-game events, such as whether or not you successfully strike an opponent in battle. More about this in the section on Dicing (page 16). You are expected to bring your own dice, and it’s often a good idea to bring some extras, as dice are easy to lose in the grass or on a dark path.

Pen: Some sort of writing instrument is needed to record the damage you take in battle, and the expenditure of Magic Points when you cast spells. A pen is generally preferred over a pencil, to ensure that players don't erase damage when no one else is looking. Again, it is the player's responsibility to make sure they bring one.

Watch: Many spells or other game effects have fixed durations. A watch is useful for keeping track of when your spells wear off, and that sort of thing. If you're playing a mage, they are almost essential. Players should bring their own watches (although you can keep it in your pouch if you don’t want to wear it).

Character Sheet: This sheet of paper contains a complete list of all the game statistics of your character. You receive it in your player pack at the beginning of the game, and should carry it with you at all times since you need it to prove that you can do what you're trying to do. For example, if you're fighting a duel and you want to add your Combat Skill of 5 to your dice roll, your opponent doesn't have to allow you the bonus unless you can show the skill level on your character sheet (or you can get a Ref to confirm that you have the skill level). These sheets can not be stolen with the pick-pockets skill, or looted from your dead body. On the off chance that you happen to lose or find a character sheet, please see the nearest Ref. 

DP Sheet: Damage Points are recorded on a small slip of paper with a number of circles on it. Each time you suffer damage, you must cross off a number of circles equal to the damage. You should receive your first damage point sheet in your player pack. When you regain DP, a Ref should give you a new sheet indicating your current level of health.

MP Sheet: Magic Points are a measure of the power it takes to cast spells. Like DP, they are crossed off when used. Unlike DP, however, MP regenerate naturally every hour or so. To make this work, anyone with Magic Points will be given Magic Point Sheet in their player packs. It should have a separate MP tally for each hour of the game: if you cast a spell at 1:25, you'd cross off the required MP dots for the hour of 1:00. 

Discorporate Armband: Another thing you'll find in your player pack is a strip of colorful tape, usually dayglow pink, which should be prominently displayed whenever your character is discorporate. This lets other players know that you are currently an ethereal being, and thus may appear somehow different or insubstantial. To some, you might appear as a ghostly form that vanishes when noticed, while others may see only your shadow, and still others might mistake you for a perfectly ordinary corporeal body. Trouble is, you as a player still look like you, so we use the armband as a roleplaying cue. You may occasionally have to point it to players who forget and try to interact with you as if you are physically present.  Players who are not discorporate must not display discorporate armbands.   (For more on discorporation, see the section Death and Discorporation, page 47.)

Weapons, Armour, other game items: In your player package, you are likely to find several chits representing various bits of equipment your character owns. You will, if you're lucky, find more such treasure as you pursue adventures in the game world. 

Material and Ingredient Chits: Depending on what sort of a character you're playing, you may receive these chits in your player package, find them on the playing field, or purchase in advance.  Materials are used primarily for Mechanical skill tasks such as making armour and weapons.  Ingredients are used in Alchemy for potions and salves. Both have a Description and Quality rating, usually ranging from 1 to 6 for basic items. Some examples are "Length of solid oak” or “lump of silver ore”. The uses of Material and Ingredient chits are explained in the Shop Rules booklet; if you’re not a smith or an alchemist, odds are you don’t need to worry about these things, with a couple exceptions: Some organizers may encourage barter by giving your character Material chits in your player pack instead of coin (A Quality 1 chit is worth 1 coin, a Quality 2 is worth 2 coin, Quality 3 is worth 4 coin, 4 is worth 8, 5 is worth 16, etc.) Also, Ingredient chits can be substituted for MP in spells by characters with the Spell Components ability (see page 15). 

Thieving Stickers: You'll only be issued these in your player package if your character has the Picking Pockets ability, but chances are you'll need to know what they are even if you aren't a thief yourself. These are simply little adhesive stickers used to indicate a pickpocket's attempt to steal something. If a thief can plant a sticker on your pouch without you noticing (that is, before she points it out to you!), she’s entitled to any game items in the pouch. If you notice her trying to plant the sticker, you can shout “Thief!” or you may choose to declare Combat.  Picking Pockets ability is explained a little more fully in the Abilities section, page 12. 

The Playing Field: This is where the game takes place, and will usually be clearly marked off by the organizers. Any interaction within this area is subject to the rules of the game.  Players may usually leave the playing area and return if they wish, such as when they need to use a restroom or make a telephone call, but they may not use out-of-game areas as refuge from pursuing monsters or to hide in-game treasure. 

Often there will also be areas which are marked as off-limits. Typical off-limits areas include areas used by game organizers to prepare props and costumes and to consult about plots, hazardous areas like railroad tracks and electrical transformers, and private property adjacent to the game site. Players are not permitted in such areas at all.

Referees: At any Sunfall event, there will be several people serving as Refs. Their job is to help the game go smoothly. They answer questions and arbitrate disputes about the rules, they carry fresh DP sheets and blank item cards, and they have access to all the information about the plot as well. They do not exist within the game, but they are commonly spoken of as "Forces of Nature" because they impartially administer the rules for certain in-game events, such as healing, spell casting, creating and repairing game items, and providing the information found by players through Legendry skill, Divination, and so forth. Any time you want your character to try something in the game and you're not sure how the rules work, consult a Referee. They're there to help you.
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APPENDIX A: ALTERCATION SCENARIOS

Scenario One

Despairing in her search for the magical Sword of Sultana, Camerilli tracked down an unlikely lead – a young lad with more brains than brawn. The bookish boy might just have the information her party was looking for. Or better yet, he might have a treasure map or some long lost clue in those stupid books he was hoarding. The trouble was, the kid didn’t seem at all inclined to accompany her to “meet a few of her friends.” Well, there’s more than one way to skin a cat, she thought, as she readied the dagger in her hand.

Sneaking up behind the tousle-haired waif, Camerilli tapped him on the head, dagger chit in hand, and whispered “Surprise Attack!” A sharp indrawing of breath was the boy’s only reaction. Too late -- he hadn’t seen it coming, and couldn’t get out of the way of the blow.

Camerilli, having made a successful touch (to the victim’s head or torso, without him moving to block or dodge) rolls a 7 on her dice and adds her Surprise Attack skill of 4 for a total of 11. She doesn’t even need to subtract her victim’s armour (if he was wearing any, which he wasn’t) to know that the attack failed. If only she’d been using a garrote, the extra +1 to Surprise Attack would have brought the total up to the necessary 12… but it’s too late for that now.

Lauren shouts a startled “Hey!!” and takes 2 points of damage from Camerilli’s dagger. Since he has neither armour nor the Damage Resist skill, he can’t reduce that number at all. He scratches 2 points of from the 10 on his DP sheet. 

Camerilli now initiates combat by declaring that she is attacking the helpless boy. She’s kind enough to give him a moment to get his own dagger out, and they circle each other for a few seconds before striking. Lauren rolls an 8 and adds his Combat skill of 1, for a total of 9. Camerilli rolls a 3 and adds her Combat of 4, giving her a total of 7.

Since Lauren’s total is higher, his blow strikes home. He does 2 points of damage for his weapon, and adds 1 point of Strength to that for a total of 3 damage points. Camerilli’s Leather armour (Armour value 2) soaks up most of that, and she only has to mark one point off her DP sheet. “C’mon, kid!” She exclaims, ignoring the blood dripping from the scratch on her cheek, “This’d be a whole lot easier if you’d just cooperate!”

Lauren lashes out again, but Camerilli wins the next round with a total of 15 (11 + 4) compared to the boy’s 8 (7+1). She adds her Strength of 3 to the dagger’s 2 points of damage, and dishes out another 5 DP to her opponent. Lauren dutifully crosses off the points from his DP chit, and begins to look worried.

“How many times do I have to tell you, I don’t WANT to come on your stupid quest!” Lauren pants, his free arm clutching at his side. “I’m studying to be a scholar!” And with that, he declares his intention to Flee. Camerilli declares her intent to attack him physically again, and succeeds yet again in beating his roll (despite the +3 bonus Lauren received for Fleeing).

She does another 5 points of damage to the lad, which she describes as a pommel strike, since she only wants to knock him unconscious, not kill him. Lauren, being incapacitated, is unable to flee, and is unceremoniously flung over Camerilli’s shoulder. 

“Well, kid,” Camerilli mutters as she begins carrying the limp form towards her party’s camp in the woods, “You’re about to go on a really extended field trip.”

Scenario Two

Kathrant the Slayer and Doreen the Duelist have been hired to guard an elven Princeling travelling through untamed lands. Taking the lead, Doreen scouts ahead and lets Kathrant follow a couple steps behind the Prince, watching their backs. They travel several leagues this way, with no sign of trouble. The Prince babbles inanely about the quaint villages he’s visited, the exquisite vintage of wine he intends to share with his cousins that evening, the cost of his sky-blue silk tunic (painstakingly tailored to show off his noble physique), the lush vegetation crowding along the sides of this woodland path, and how terribly boring the trip is without any intelligent conversation to share along the way. Kathrant’s eyes glaze after hours of the steady drone and he almost bumps into Doreen’s back before he notices that she’s stopped to examine some prints on the path ahead.

“What is it?” He whispers, glad to turn his back on the Prince for a moment.

Doreen traces a strange mark with her sword tip. “Looks like some kind of claw marks, from a rather large predator, but not one I’m familiar with…”

An ear-splitting scream rips through the clearing as monstrous forms burst from the bushes on either side of the path. A second scream, high-pitched and panicked, joins the first as the elf Prince recoils in horror. “Beasts! Vile monsters! Save me you oafs – SAVE ME!!!”

In a flash, Kathrant has drawn his huge axe and brandishes it at the advancing horde. “Thomgrons!” He curses, with a sideways glance at Doreen. “Don’t let them get past us, or the pointy-eared wuss won’t stand a chance!”

Already swinging her rapier and main gauche, Doreen takes up a protective stance one pace ahead of the Prince and to the left. Kathrant is in a similar position one step ahead of the Prince and to his right. The Prince, rather than drawing his own sword, or at least getting out of harm’s way, whimpers in terror as six burly Thomgrons advance on the trio.

Yet again, we’ve got ourselves a Combat situation. Kathrant and Doreen both declare physical attacks against the monster closest to each of them (we’ll call them Thomgron #1 and #2 for simplicity). Since he’s got a second action, Kathrant also declares an attack on the monster closest to Doreen (Thomgron #1). Those two Thomgrons in turn declare attacks on Kathrant and Doreen, respectively. Two more Thomgrons in range (#3 and #4) also get into the fray, with one on Doreen and one on Kathrant. A fifth Thomgron declares his intention to maneuver, hoping to step forward and put himself into range for attacking the elven Prince next round. The sixth one declares a maneuver as well, since he can’t effectively attack anyone from his current position. The Prince, after a moment of indecision, decides to defend.

Doreen rolls a 7, adds her combat of 5, and gets a total of 12. Kathrant rolls 9, adds his combat of 5, for a total of 14. The Prince rolls a mere 3 on his defend, but it doesn’t matter since no one was attacking him. (A good thing too, because even with his +1 bonus to defending, he wouldn’t have made the roll -- he has no Combat or Magic skill to speak of. He’s one of those namby-pamby haughty-taughty useless elves.)

Thomgron #1, attacking Doreen, rolls a 5, adds his combat of 2, and gets a total of 7. Thomgron #2, also attacking Doreen, rolls a 10 and adds 2 for a total of 12. Thomgron #3 rolls an 11 against Kathrant, adding his combat of 2 for a total of 13. Thomgron #4 isn’t so lucky, rolling a mere 3 and adding his combat of 2 for a total of 5. Thomgrons #5 and #6 both roll 7’s and add 2 combat for a total of 9 each.

Now we compare rolls to determine who succeeded at what. Doreen’s 12 beats Thomgron #1’s roll of 7, so she deals out 9 damage with her rapier (5 for the sword plus 4 for her strength skill) and adds 4 damage for the main gauche, bringing the total up to 13. Subtracting the Thomgron’s Damage resistance of 5, it takes 8 points of damage. Kathrant’s roll of 14 beats the 13 rolled by Thomgron #3 and it also beats the 7 rolled by Thomgron #1. He deals out 13 damage to each of them (3 for the axe plus double his Strength bonus of 5) which, after subtracting the Thomgrons’ damage resistance of 5, means 8 points of damage to each. Thomgron #3 has a gaping wound in his side, and Thomgron #1 isn’t in good condition at all, bleeding out of 3 different wounds and gashes. The Prince stares in horror as his silk shirt is splattered by Thomgron blood, but since no one was attacking him, he successfully “defends” and takes no real damage. 

The Thomgrons didn’t do so well this round. Thomgron #1 failed to beat Doreen’s roll. Thomgron #2 tied it, but that’s not enough to succeed and do damage. Thomgron #3 failed to beat Kathrant’s roll. So did Thomgron #4. Thomgron #5 takes a step toward the Elf Prince (moving into range to attack him). Thomgron #6 takes a step around his companions, which still doesn’t put him in range to attack next round… but with one more step he’ll be able to reach Kathrant (assuming Kathrant doesn’t move.)

Since there’s still a lot of hostile intent, we’ll go into Round Two.

In the Declaration of Intent phase, Thomgron #1 decides to flee. Thomgron #2 continues to attack Doreen, despite the hole in his side. Thomgrons #3 and #4 continue to attack Kathrant. Thomgron #5 declares a physical attack on the Prince, and Thomgron #6 declares another maneuver to bring himself into range for next round.

Doreen decides to attack Thomgron #2, since Thomgron #1 is no longer going to be a threat to her. Kathrant declares his attacks against Thomgrons #1 and #3, just like last round. The Prince declares a maneuver action – he’s going to take a step back so he’ll be out of range again.

That decided, we enter phase 2, and everyone Rolls. After the relevant bonuses have been added, here are the results: Doreen has a total of 11. Kathrant has a total of 9. The Prince has a total of 7. Thomgron #1 has a total of 6; Thomgron #2 has 9. Thomgron #3 has 8. Thomgron #4 rolled lucky boxcars! Thomgron #5 has 11. Thomgron #6 has 9 again.

In the Results phase, we compare totals again. Doreen beat Thomgron #2 and does 8 damage all told. Kathrant beat Thomgron #1and deals another 8 damage to him, killing the ugly beast (he only had 22 DP, and this is the third time he’s taken 8 points of damage). Kathrant beats Thomgron #3’s roll and deals him another 8 points of damage (which is the second hit he’s taken). The Prince did not roll higher than his attacker, so we’ll have to see whether he’s still standing at the end of the round before we can determine if his maneuver happens or not.

Thomgron #1 is now dead and therefore unable to flee. Thomgron #2 failed to hit Doreen. Thomgron #3 failed to hit Kathrant. Thomgron #4, however, succeeds automatically with his boxcars, and can choose to knock Kathrant unconscious or kill him outright (or any other agreed-on fate). He decides to go with knocking Kathrant unconscious, so our mighty warrior crumples to the forest floor with a loud THUD. Thomgron #5 beats the Prince’s roll and does 7 damage to him (5 from natural Weapons, plus a Strength of 2) causing the Prince to shriek like a damsel in distress… but since he’s not dead yet, he does get to make his maneuver and backs out of range. Thomgron #6 makes his maneuver and is now in range of the (unconscious) Kathrant.

We proceed to Round Three…

Declaration of Intent: Thomgron #2, bleeding profusely, decides to flee. Thomgron #3 takes one look at its dead comrade, clutches its own bleeding chest and side, and decides to flee as well. Thomgron #4 decides that it wants to pick up Kathrant’s unconscious body. (There’s no specific action for this, so after some discussion they decide that the “Use Item” option will best suffice.) Thomgron #5 declares a maneuver, hoping to get back into range of the Prince. Thomgron #6 sees its packmate making a line for the tasty Prince, and declares a maneuver itself. The Prince, terrified of the approaching menace, also declares a maneuver. Doreen declares a physical attack against Thomgron #4.

Rolling the Dice: Thomgron #2 gets a total of 10. Thomgron #3 gets a 7, total. Thomgron #4 gets 12. Thomgron #5 gets 5, and Thomgron #6 gets 9 yet again. Doreen’s total is a 13. The Prince’s total is 4. 

Calculating Results: Doreen beat Thomgron #4’s roll, and does 8 points of damage to it. The Prince, despite his low roll, makes his maneuver – he takes a step towards Doreen, effectively hiding behind her. Thomgrons #2 and #3 flee successfully. #4 was not able to beat or tie its opponent’s roll, and thus does not succeed in picking up Kathrant’s body (though it does spurt blood all over Kathrant, from the new puncture wounds in its scaly hide.) Thomgrons #5 and #6, realizing that their prey is now behind the fierce swordswoman, use their maneuvers to step away from the combat instead. That puts them out of arm’s reach of any combatant, and they are able to leave the scene… which they do, quite hastily.

So we’re down to one injured Thomgron. It looks away from Kathrant’s body and meets Doreen’s gaze. It does not like what it sees there. She snarls at it and it declares its intent to flee. Not wanting to prolong the combat, Doreen lets it go without even rolling any dice.

Getting down on one knee, she checks Kathrant’s body. She’s no healer, but it looks to her like he’ll live. The Prince, on the other hand, is crying hysterically, clutching at his bleeding arm, and babbling in High Elven that he’s about to die. Doreen (who speaks the tongue) tries to calm him down, and eventually the Prince realizes that an arm wound is not going to be the end of him.

Kathrant comes to eventually, just in time to see the Prince burst into tears again. “I am going to die!” the fop wails, “I really am! My shirt is absolutely ruined, and I’ll just drop dead if anyone sees me like this!” Kathrant and Doreen roll their eyes, each grab the Prince by an arm, and continue to escort him through the forest.

“Next time,” Kathrant mutters, rubbing the goose-egg on his forehead, “I think we should just let the Thomgrons have him.” 

Scenario #3

Hopefully you’ve gotten the hang of the dicing by now. The following combat scenario will go a little quicker, so we can concentrate instead of some of the things you might find in a big group combat which includes fighters and mages (and an innocent victim).

Our scenario opens with Camerilli and Crissblog hiding in some leafy bushes, surveying a small clearing in which half a dozen Thomgrons are encamped…

Pointing to a lean figure propped up against a tree by one of the uglier Thomgrons, Camerilli whispered, “There’s the little brat! He’s alive at least, but he looks kinda worse for wear. Serves him right for wandering off alone and getting himself captured.” Her companion elbowed her in the ribs, and pointed to a Thomgron approaching slowly on his circuit around the camp.

Camerilli nodded silently, as Crissblog carefully extracted himself from the foliage and crept to his planned position. Camerilli waited until the Thomgron was at the nearest point on its circuit, and then leapt to stab the creature in the back with her dagger. The Thomgron let out a startled bark, but did not dodge out of the way in time.

Having surprised her target successfully, Camerilli now rolls her dice: Boxcars! The Thomgron falls limply to the ground, quite dead. One down, five to go… Camerilli smiles as she beats a hasty retreat into the woods.

As if on cue, four of the other five Thomgrons begin to scramble in the direction of their fallen packmate. They don’t get far before Crissblog leaps from under his own cover, gesticulating madly, and aims a FireBolt at the lead Thomgron. Crissblog rolls a 6, adds 5 for his Magic skill, and 1 for his Focus, for a total of 12 – just enough to make the spell’s required roll.

The Thomgron isn’t in range to hit Crissblog back, but is allowed a Combat roll to try dodging the incoming spell. His roll is a 9, adding his Combat of 2 gives a total of 11… not enough to dodge. Sparks fly and the stench of burnt Thomgron permeates the air as the beast takes 5 points of damage. (Its Damage Resist skill of 5 would have soaked all 5 points of damage had the attack been a physical one, but Magical attacks ignore armour, so it takes the full amount.) Crissblog crosses off 3 MP.

With an ear-splitting war cry, Kathrant the Slayer leaps from his hiding place nearby, and Jonapok pops up out of the shrubbery just behind. Our trio of heroes now surrounds the four Thomgrons. 

There is some jockeying for position, but it ends up with Crissblog facing the Thomgron he just zapped, Kathrant lined up against two big ugly brutes, and Jonapok right next to him facing down the runt of the litter. Camerilli is nowhere to be seen, but a rustling of bushes on the far side of the clearing would indicate that she’s circling around to where the last remaining Thomgron is guarding the luckless Lauren.

The combat continues, with everyone declaring actions. Crissblog declares that he is casting a spell, a Damage III powered by 6 MP, at Thomgron #1. Kathrant declares a physical attack on Thomgron #2, and will use his extra action for a physical attack on Thomgron #3. Jonapok declares a physical attack against Thomgron #4. Thomgron #1 declares a physical attack at Crissblog, and the rest of the Thomgrons gang up on Kathrant, all declaring physical attacks on the axe-wielding maniac. 

Crissblog rolls and gets a total of 13 (7 dice +5 magic +1 for Focus)… enough to cast the spell, but the Thomgron also gets a total of 13 (11 dice +2 combat). Since the two tied, nothing happens. 

Kathrant rolls a 12 (7 dice +5 combat). The three Thomgrons against him roll totals of 6, 13, and 10. So, Kathrant beats #1’s roll and does 8 damage to it (3 sword damage +5 strength +5 strength, -5 damage resistance), is hit by #2 who does 4 damage to him (5 natural weapons +2 strength, -3 for armour). #3 fails to beat Kathrant’s roll and thus does not do damage, but it also takes none from Kathrant, since the warrior wasn’t targeting it. Jonapok, however, was targeting Thomgron #4 and rolled a 12 (7 dice +4 combat +1 shield). The Thomgron takes 4 damage (5 from weapon, +4 strength, -5 damage resistance) which Jonapok describes as a nasty leg-wound.

Next round: Crissblog tries that Damage III spell again. His Thomgron tries to attack him physically again. Thomgrons #2 and #3 attack Kathrant again, but #4 turns around to attack Jonapok (retaliating for that gouge in its leg). Jonapok decides to defend. 

Crissblog rolls a total of 14 (8+5+1). Thomgron #1 rolls a total of 8 (6+2). So this time Crissblog’s spell goes off, and he hurtles a giant fireball at the beast, doing 18 damage points (6x3). The Thomgron, who had only 17 DP left, goes up wreathed in flame, shrieking in agony before it finally topples over sideways and smoulders down to Thomgron-steak. Crissblog grins gleefully.

Kathrant rolls a 9 (4+5), and the Thomgrons roll totals of 8 and 12. So he hits the one, while the other hits him again. Kathrant takes 4 damage (5+2,-3) and the unlucky Thomgron takes another 8 (3+5+5,-5). At this point, Kathrant is down to 10 DP from 18, while Thomgron #2 is down to 6 DP from 22. Thomgron #4 isn’t hurting too badly at 18 DP, from 22.

Speaking of Thomgron #4, it rolled a total of 10 (8+2) against Jonapok. Jonapok, however, rolled a lucky boxcars on her defend! According to the rules, that means she has not just succeeded in defending herself, but managed to disarm her opponent and taken the weapon. We have a slight problem here, though: Natural weapons can’t be “disarmed”. So after some discussion, Jonapok and the Thomgron agree that she managed to grab its arm and ram it claws-first into a nearby tree. The Thomgron will be stuck and unable to use its weapons to attack for the next couple rounds, but it will still be able to defend itself.

And we proceed into the next round. Crissblog declares that he is casting an illusion on the remaining three Thomgrons, using 6 MP to confuse 2 of their senses, each. He decides that he will blind them, and since they look like the sorts of creatures who depend on their sense of smell quite a bit, he will also make them smell large predators approaching. Kathrant attacks his two Thomgrons again, and Jonapok decides (since Thomgron #4 is stuck in a tree) that she will take this opportunity to cast a healing spell on Kathrant, powered by 3 MP. Thomgrons #2 and #3 attack Kathrant again, and #4 defends.

Crissblog rolls a total of 15 (8 dice + 5 Magic + 1 Focus +1 Talisman). The Thomgrons roll totals of 13, 5, and 11… which means that they will all be affected by his spell. He crosses of his remaining 6 MP. Jonapok’s spell also succeeds with an 8 (4 dice +4 magic) and she Heals Kathrant for 9 DP of damage (3 MP x 3 medical). Kathrant is back up to his full 18 DP (he could have been up to 19, but you may never exceed your starting max.) This is a good thing, because Kathrant just rolled a snake-eyes. He is going to take damage from everyone who tried to hit him, and his armour won’t offer any protection. Also, he has to cross one damage box off an item of his opponent’s choice. So, he takes 7 DP damage from each Thomgron (5+2), for a total of 14 DP. (If Jonapok hadn’t been healing him at the same time as he took that damage, he’d be unconscious or dead.) The Thomgrons confer, and ask Kathrant to cross one damage box off his Armour 3… reducing it to an effective Armour 2.

Across the clearing from all this, a lone Thomgron guards the bedraggled Lauren. It is intently watching the fight, and so does not see Camerilli sneak up from behind and plant a colorful thieving sticker onto Lauren’s DP sheet (which it holds in its monstrous hand, indicating Lauren is its captive). But now, Camerilli has managed to sneakily free the boy, and the Thomgron must give up the sheet. Lauren pauses only to get his DP sheet back from his captor, and is off like a light, bolting for cover at Camarilli’s heels.

Crissblog, who was watching for just this event, shouts, “Let’s go!” to his companions, and declares his next action to be Flee. Kathrant, who never could stand the idea of running from a fight, declares physical attacks on both his Thomgrons yet again. Jonapok mutters about warriors and their one-track minds, but stays behind as well to try another stab at the Thomgron who has just pulled free of the tree. The three Thomgrons are looking confused & scared, and are at a –2 penalty to their combat rolls due to the befuddlement of their senses… Still, two of them attack Kathrant while the third declares that it will “Use Item” to drink a healing potion.

Crissblog rolls to make sure he doesn’t get snake eyes, but is otherwise free to flee since no one is attacking him. Kathrant rolls a 14 (9+5), Jonapok rolls a 9 (4+4+1). Thomgron #1 rolls 8 (8 +2, -2), #2 rolls a 4 (4 +2, -2), and #3 rolls a 10 (10 +2, –2). That means Kathrant does 8 damage to each of his opponents, killing one and goring the other. The last Thomgron successfully dodges Jonapok’s blow and drinks its Healing potion, restoring up 10 DP of damage, to bring it back to its original 22.

Deciding that discretion is the better part of valour, the fully healed Thomgron decides to flee now. So does Kathrant’s recently gored victim. Kathrant, having killed something at last, decides to let it go, and allows Jonapok to pull him away from the combat. Since no one has declared hostile intent, the fight is now over. 

Jonapok and Crissblog join up with Camerilli and Lauren just over the ridge. It takes a few moments to get Lauren to calm down and quit shouting about how that “putrescent misanthrope” stole his last Healing potion, and to explain that it would be useless to go back for it. Kathrant wanders up a moment later with a disgusted look on his face, and declares that burnt Thomgron tastes awful.

APPENDIX B: SAMPLE CHARACTERS

The following have all been designed with the 50 AP and 70 coin allotted to starting characters.

Camerilli
DP: 15

MP: 0

Skills: Combat 4, Strength 3, Surprise Attack 4, Mechanical 4

Abilities: Picking Pockets, Languages: Brokmorian, Thieves’ Cant.

Equipment: Dagger, Lockpicks, Leather Armour (armour value 2), and 20 coin.

Crissblog of the Kindred
DP: 5

MP: 15

Skills: Magic 5

Abilities: Speak with/while Discorporate, Cast while Discorporate

Spells: Damage I, Damage III, Illusion, Emote, Stun 

Equipment: Basic Focus, Basic Talisman for Illusion, and 10 coin.

Doreen the Duelist
DP: 20

MP: 0

Skills: Combat 5, Strength 4

Abilities: Florentine, Language: High Elven

Equipment: Rapier (one-handed sword), Main Gauche, and 10 coin.

Jonapok
DP: 10

MP: 10

Skills: Combat 4, Strength 4, Magic 4, Medical 3

Abilities: Disease Immunity, Poison Immunity

Spells: Cure, Heal

Equipment: Broadsword (one-handed sword), Shield +1 to Combat, and 5 coin.

Kathrant the Slayer
DP: 18

MP: 0

Skills: Combat 5, Strength 5

Abilities: Extra Action

Equipment: Two-handed Axe, Chainmail Armour (armour value 3).

(Kathrant technically spent 10 more coin than he had available for buying equipment, but we’ll say he borrowed that from Crissblog with the Quest Organizer’s permission.)

Lauren the Scullery Boy
DP: 10

MP: 0

Skills: Combat 1, Strength 1, Nature Lore 5, Legendry 6

Abilities: none

Equipment: Dagger, Healing Potion, and 30 coin.

Thomgron
DP: 22

MP: 0

Skills: Combat 2, Natural Weapons 5, Damage Resistance 5, Strength 2

Abilities: none

Equipment: 70 coin

APPENDIX C: EQUIPMENT

The following list should not be considered exhaustive. Many items, which might be considered useful or even vital to a character conception, are not included here. If you don't see what you're looking for, there are two things you can do. First, if you find something similar in function to what you need, you can buy that item and ask the game organizer to give the chit a different name when they put it in your player pack. For example, if you want your priest to have a holy symbol, which he uses in performing magic, you can just take a Focus and call it a holy symbol. If there's nothing on the equipment list with a function corresponding to that of your item, your other option is to talk to your game organizer. If your idea is not unbalancing, and adds interest to the game, chances are the organizer will create the item for you, and assign a fair price to it.

Basic Focus
$30
Basic Lockpicks
$20

Deluxe Focus 
$90
Deluxe Lockpicks 
$60

Basic Talisman
$30
Basic Crowbar
$20

Deluxe Talisman
$90
Deluxe Crowbar 
$60

Basic Skill Kit
$25
Block&Tackle 
$50

Deluxe Skill Kit
$75
Rope, 4 meters 
$5

Harvesting Tool
$20
Iron Chain, 4 m. 
$50

Healing Salve 
$10
Shackles 
$50

Healing Potion 
$30
Garrote
$20

Cure Potion 
$60



Miracle Pill
$90
Basic Shield
$30

MP Elixir
$50
Deluxe Shield
$90

A detailed description of each item is provided on the folowing pages.

Basic Focus: Grants the user +1 to Magic skill when casting spells. A Focus is something to help focus your concentration or power. It can be anything, like a lucky rabbit’s foot, a holy symbol, a wand, or a piece of  enchanted charcoal. Usually the focus is represented by an out-of-game (personal) item, but it could also be combined with any other item – who says your staff or dagger (represented by an in-game chit) couldn’t double as your focus? Any item which is to be a focus must be designated as such when you buy it, and costs the same as the item itself plus a focus. So a dagger focus might cost 40 coin (10 for the dagger, plus 30 for the focus). Incidentally, the same rules apply to Spell Talismans. A Medical Kit would be handy as a Heal Spell Talisman...) A Focus is one of the few items which retains its power on the discorporate plane; a discorporate mage may continue to use a Focus. Note that a focus can be treated as an extension of the caster for the purpose of spell ranges. Touching a target with your wand instead of your hand would qualify for casting a Touch-range spell. You may carry any number of Foci, but only one may be in use at a time. They are not stackable. 1 Damage box. Costs 30 coin.

Deluxe Focus: As per Basic Focus, but grants the user +2 to Magic skill when casting spells. 1 Damage box. Costs 90 coin.

Basic Talisman: Grants the user +1 to Magic skill when casting a specific spell. The spell which is aided by the Talisman must be specified at the time of purchase. They are not stackable with other Talismans, but may be used in addition to a Focus. In all other ways they are like a normal magic Focus. 1 Damage box. Costs 30 coin.

Deluxe Talisman: As per Basic Talisman, but grants the user +2 to Magic skill when casting a specific spell. 1 Damage box. Costs 90 coin.

Basic Skill Kit: Grants the user +1 to a specific skill, chosen from this list: Legendry, Magic, Mechanical, Medical, Nature Lore. The skill aided by the kit must be specified at the time of purchase. A kit is usually a collection of paraphenalia which assist the user in skill-related tasks. A Medical kit might include bandages, salves, scalpels and leeches. A Legendry kit is likely to contain scrolls, dusty tomes, translation guides, etc. A Nature Lore kit might include a field guide to local trees, a small shovel and pick for taking soil samples, or specimen jars. Mechanical kits are full of all sorts of levers, pulleys, pliers, wrenches, and fun tools. Magic kits probably contain a number of bizarre looking devices with arcane properties. Please note that the bonus from a kit (such as Magic) may be stacked with other items which give a bonus to the same skill (such as a Focus) but kits may never be used in Combat. 1 Damage box. Costs 25 coin.

Deluxe Skill Kit: As per the Basic Skill Kit, but grants the user +2 to a specific skill, chosen from this list at the time of purchase: Legendry, Magic, Mechanical, Medical, Nature Lore. One damage box. Costs 75 coin.

Harvesting Tool: When harvesting Materials or Ingredients, this tool will increase the Quality of the items found. One damage box. Costs 20 coin.

Healing Salve: When applied by a character with a Medical skill of 1 or higher, Healing Salve gives you the Rapid Healing ability for 5 min. (see page 15 for a description of that ability.) 1 Damage box. Costs 10 coin.

Healing Potion: Restores 10 DP of health to the drinker (may not exceed the character’s normal maximum DP). 1 Damage box. Costs 30 coin.

Cure Potion: Cures the drinker of poison or disease, as per the Cure spell (see page 25). 1 Damage box. Costs 60 coin.

Miracle Pill: Restores 1 dead body to life, as per the Life spell (see page 30). 1 Damage box. Costs 90 coin.

MP Elixir: Grants the drinker 5 MP for 1 hour, or until used (whichever is shorter). 1 Damage box. Costs 50 coin.

Basic Lockpicks: Grants the user +1 to Mechanical skill when picking locks. 1 Damage box. Costs 20 coin.

Deluxe Lockpicks: Grants the user +2 to Mechanical skill when picking locks. 1 Damage box. Costs 60 coin.

Basic Crowbar: Grants the user +1 to Strength skill when used in appropriate non-melee tasks. 4 Damage boxes. Costs 20 coin.

Deluxe Crowbar: Grants the user +2 to Strength skill when used in appropriate non-melee tasks.4 Damage boxes. Costs 60 coin.

Block & Tackle: Allows the user to add his Mechanical skill to Strength skill in appropriate non-melee tasks. 3 Damage boxes. Costs 50 coin.

Rope, 4 meters: Rope can be used to tie things up, or to combine two (or more) characters’ Strength skills for appropriate tasks. Will break on a Strength roll of 18+.1 Damage box. Costs 5 coin per 4 meters.

Iron Chain, 4 meters: As per rope, but cannot be broken without a Strength roll of 23+. 3 Damage boxes. Costs 50 coin per 4 meters.

Shackles: For binding prisoners. Requires a Strength roll of 18+ to break, or a Mechanical roll of 15+ to pick. 3 Damage boxes. Cost 50 coin.

Garrote: Grants the user +1 to Surprise Attack skill, only when used from behind. Note that this is a two-handed item, and can’t be used by characters equipped with another item. 1 Damage box. Costs 20 coin.

Basic Shield: Grants the user a bonus during combat. The bonus may be to ONE of the following: Combat, Armour, Damage Resistance, or Natural Weapons. The skill aided by the shield must be specified at the time of purchase. An interesting note about shields: They may be used as weapons in a pinch. They will do damage equal to their bonus level. (A shield granting +1 to combat will do 1 damage, plus the user’s strength skill. A shield granting +2 to Armour would do 2 damage, plus strength. A shield +1 to Combat and +1 to Natural Weapons would do 2 damage plus strength.) 3 Damage boxes. Costs 30 coin.

Deluxe Shield: As per Basic Shield, but grants the user +2 during combat. You must still choose only ONE from the list of options. No mixing and matching. (A deluxe shield will give +2 to Combat, but not +1 to Combat and +1 to Armour.) 3 Damage boxes. Costs 90 coin.

Materials or Ingredients: These aren’t listed on the Equipment table, but should you feel the need to buy them instead of using Nature Lore to find them on site, many organizers will permit you to purchase them during registration. (You might not be able to buy as many as you want, though, since organizers don’t won’t want a glut of them on the field. Discuss this purchase with the organizer.) A quality 1 chit will usually cost 1 coin; quality 2, 2 coin; quality 3, 4; quality 4, 8; and quality 5 would be 16 coin, etc. 

APPENDIX D: WEAPONS AND ARMOUR

Standard Weapons

WEAPON
Dmg.
Dmg. Boxes
Cost
SPECIAL EFFECTS

One-handed Sword
5
3
$35


Two-handed Sword
4*
4
$60
Double Strength Bonus

Bastardsword
6/3*
4
$50
May be used one or two handed

Shortsword
4
2
$20


Dagger
2
2
$10


Knife
1
1
$5


One-handed Spear
5
1
$10


2-handed Spear**
2*
1
$15
Double Strength Bonus

One-handed Axe
5
2
$25


Two-handed Axe
3*
3
$40
Double Strength Bonus

Halberd**
4*
3
$50
Double Strength Bonus

Hammer
4
3
$30
May damage Opponent, or ONE dmg box of Opponent’s equipment

Club
3
1
$5


Mace
4
3
$20


Maul
2
4
$40


Staff
1*
2
$5
Double Strength Bonus

Flail
4    
3
$50
+1 to User’s Combat vs. shields

Main Gauche
4
2
$25
May add weapon Damage directly to primary weapon when wielded with the Florentine Ability

Cestus
1
1
$50
Does one point of Damage, 

plus Natural Weapons skill.

BlackJack
1
1
$50
Can be used for a +1 

to Surprise Attack

*This is a Two-handed weapon and may not be used in combination with a shield, or with a second weapon (as per the Florentine Ability). Two-handed weapons add twice the user’s Strength skill to the normal weapon damage.

**This counts as a “Polearm”. Polearms may be used to attack an opponent who is one pace away (short range plus one pace). 

Notes on Weapons:

· The Bastard Sword may be used as a one- or two-handed weapon. When two-handed, it does 3 damage plus double the user’s Strength bonus. Used one-handed, it does 6 points of damage plus Strength.

· The Main Gauche is a special weapon which, when used with the Florentine Ability, adds its damage (and any other bonuses) directly to that of the user’s primary weapon. In other words, instead of calculating the damage for each weapon (adding the user’s Strength and subtracting the opponent’s Armour) the Main Gauche will make the primary weapon’s damage total 4 points higher, prior to calculating the actual damage. When used alone, the Main Gauche functions as a Short Sword.

· The Hammer has a special damage ability. If the user wins his combat round, he may damage his opponent (as he would normally) OR he may choose instead to damage an item of his opponent’s equipment. He gets to choose which item his opponent must cross one damage box off of, but the item should be a reasonable target (the opponent’s sword, armour, shield or magic Focus would all be fair game. An MP elixir tucked into his boot or a Mace strapped to his back would be unlikely targets.)

· The Flail has the unique ability to work around an opponent’s shield. When fighting an opponent who is using a shield, the wielder of a flail is effectively +1 to combat – but only vs. that opponent.

· The Garrote, which we usually think of as a “weapon” is listed in the Equipment section, since it doesn’t do damage in normal combat -- it merely adds a bonus to the Surprise Attack skill. 

· If you wish to purchase a specialized weapon, you can upgrade to a Master’s weapon, a Fine weapon, or a Durable weapon. A Master’s weapon grants +1 to Combat, and costs 10 times the list price. A Fine weapon does 1 more point of damage than the list value, and costs 5 times the list price. A Durable weapon has 1 extra damage box, and costs twice the list price. You may mix and match three (only three!) of these bonuses, but they get expensive fast: A Durable Master’s Dagger would cost 200 coin (10 x 2 x 10 coin)! Please note that while you can BUY weapons at these prices, you won’t get that kind of resale value from the Quest Organizers. You can’t spend all quest at the Mechanical shop making Master’s Daggers and then expect 100 coin a piece from the Organizers when you unload them.

· The Blackjack has the special ability to add a flat +1 to Surprise attack skill. If you purchase this as a Master’s weapon, it will not add more to Surprise Attack – it will merely give you a bonus to Combat skill (useful if a failed Surprise Attack degenerates into combat).

Standard Armour

The cost of armour in coin is equal to ten times the number of Ability Points it would cost to by the equivalent Damage Resistance skill. The description of the armour is up to the player or person creating it, so a suit of 4 point armour could be rusty chain, tough leather, laminated cardboard, or whatever the player decides to write on the chit. You can still wear armour even if you do not have the minimum Strength required for it, but there will be a penalty. See page 35 for more about that. 

Armour Value           Cost         Min Strength Required
 
1
$10
0


2
$20
0


3
$40
1 


4
$80
2 


5
$160
3 


6
$320
4 


7
$640
5 


8
$960
6 


9
$1280
7 
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Alchemy	Ac


AP Cost:  2


Req’d Roll:  Variable


Target:  One item


Duration:  Special


Range:  Touch


Req’d MP:  Variable





Alter Skill	As


AP Cost:  3


Req’d Roll:  12+


Target:  One


Duration:  10 Minutes


Range:  Touch


Req’d MP:  Variable





Bind	Bi


AP Cost:  2


Req’d Roll:  11+


Target:  1 Discorporate 


Duration:  30 Min


Range:  Short


Req’d MP:  3





Charm	Ch


AP Cost:  2


Req’d Roll:  11+


Target:  One


Duration:  Special


Range:  Touch


Req’d MP:  2





Command Spirit	Cs


AP Cost:  1


Req’d Roll:  11+


Target:  Discorporate Spirit


Duration:  15 Min


Range:  Short


Req’d MP:  3





Compel	Cp


AP Cost:  2


Req’d Roll:  13+


Target:  One


Duration:  Special


Range:  Touch


Req’d MP:  1





Control Body	Cb


AP Cost:  2


Req’d Roll:  12+


Target:  One body


Duration:  15 Min


Range:  Touch


Req’d MP:  4 for live target, 2 for dead





Cure	Cs


AP Cost:  1


Req’d Roll:  9+


Target:  One


Duration:  Instant


Range:  Touch


Req’d MP:  3





Minor Damage	D1


AP Cost:  2


Req’d Roll:  12+


Target:  One


Duration:  Instant


Range:  Long


Req’d MP:  3





Multi Damage	D2


AP Cost:  3


Req’d Roll:  10+


Target:  Multiple


Duration:  Instant


Range:  Short


Req’d MP:  1 per 2 DP inflicted





Major Damage	D3


AP Cost:  2


Req’d Roll:  13+


Target:  One


Duration:  Instant


Range:  Short


Req’d MP:  1 per 3 DP inflicted





Mirror Damage D4


AP Cost:  3


Req’d Roll:  13+


Target:  One 


Duration:  5 Min


Range:  Touch


Req’d MP:  5





Discorporate	Dc


AP Cost:  2


Req’d Roll:  13+


Target:  Self 


Duration:  30 Min


Range:  N/A


Req’d MP:  4





Dispel	Dp


AP Cost:  2


Req’d Roll:  13+


Target:  One 


Duration:  Instant


Range:  Short


Req’d MP:  Variable





Divination	Dv


AP Cost:  2


Req’d Roll:  14+


Target:  Self 


Duration:  Inst.


Range:  N/A


Req’d MP:  5





Emote	Em


AP Cost:  2


Req’d Roll:  13+


Target:  One per MP


Duration:  5 Min


Range:  Long


Req’d MP:  1 per target





Enchant	Nx


AP Cost:  4


Req’d Roll:  14+ Variable


Target:  One corporeal character or object


Duration:  until triggered


Range:  Touch


Req’d MP:  1 MP per MP of stored spell





Exorcism	Ex


AP Cost:  1


Req’d Roll:  10+


Target:  One 


Duration:  30 Min


Range:  Touch


Req’d MP:  5





Heal	Hl


AP Cost:  1


Req’d Roll:  8+


Target:  One 


Duration:  Instant


Range:  Touch


Req’d MP:  Variable





Illusion	Il


AP Cost:  2


Req’d Roll:  13+


Target:  1 Sense per MP 


Duration:  5 Min


Range:  Short


Req’d MP:  1 per target per sense





Interpret	It


AP Cost:  4


Req’d Roll:  12


Target:  Self


Duration:  10 Min


Range:  N/A


Req’d MP:  2 per language





Kill	Kl


AP Cost:  6


Req’d Roll:  15+


Target:  One 


Duration:  Instant


Range:  Touch


Req’d MP:  6





Life	Lf


AP Cost:  2


Req’d Roll:  9+


Target:  One 


Duration:  Instant


Range:  Touch


Req’d MP:  4





Mindprobe	Mi


AP Cost:  2


Req’d Roll:  14+


Target:  One 


Duration:  Instant


Range:  Long


Req’d MP:  2





Perceive	Pc


AP Cost:  1


Req’d Roll:  10+


Target:  Self 


Duration:  1 Min


Range:  N/A


Req’d MP:  2





Minor amage	D1


AP Cost:  2


Req’d Roll:  12+


Target:  One


Duration:  Instant


Range:  Long


Req’d MP:  3.





Reconstitute	Rc


AP Cost:  2


Req’d Roll:  13+


Target:  One 


Duration:  Instant


Range:  Short


Req’d MP:  4





Reflect	Rc


AP Cost:  4


Req’d Roll:  13+


Target:  One 


Duration:  10 Min


Range:  Touch


Req’d MP:  5





Reveal	Rv


AP Cost:  1


Req’d Roll:  9+


Target:  One 


Duration:  Instant


Range:  Touch


Req’d MP:  1





Silence	Sl


AP Cost:  2


Req’d Roll:  13+


Target:  One 


Duration:  15 Min


Range:  Touch


Req’d MP:  2





Sleep	Sz


AP Cost:  6


Req’d Roll:  15+


Target:  One 


Duration:  10 Min


Range:  Short


Req’d MP:  6





Spirit Speech	Sp


AP Cost:  1


Req’d Roll:  10+


Target:  Self 


Duration:  10 Min


Range:  N/A


Req’d MP:  1





Stun	St


AP Cost:  1


Req’d Roll:  10+


Target: Variable


Duration:  60 Sec


Range:  Long


Req’d MP:  1 per target





Transfer	Tr


AP Cost:  1


Req’d Roll:  10+


Target:  One 


Duration:  1 Min


Range:  Touch


Req’d MP:  1





Damage Item	D5


AP Cost:  3


Req’d Roll:  13+


Target:  One Item


Duration:  Instant


Range:  Touch


Req’d MP:  2
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