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Alchemy

Herbal Lore

A person with this skill and healing arts can detect some poisons within a live body.  The only poisons that cannot be detected in this way are those that are not removed by purify such as Enslavement, Euphoria, Love 9, and Poison Shield 9.  It also can not be used to detect Amnesia.  The questions that can be asked are: “Are you affected by a poison?” "Are you effected by a <insert effect> poison?" and “What poison are you effected by?”

Alchemy

With five levels of alchemy a person is able to apply and use weapon poisons.

Elixirs

These are poisons that do not set off poison shield but can be resisted.  Anyone may drink or administer an elixir since no special skills are required.

Coatings

These are poisons that do not set off poison shield and cannot be resisted.  Anyone may use or apply a coating since no special skills are required.  An example of this is a vorpal coating or a paste of stickiness.

Weapon Poisons

These poisons can be applied to the striking surface of any weapon.  The poison tag must be attached to the weapon to represent this.  Once a weapon has been treated the wielder is able to swing with that poison effect the next time they use the striking surface of that weapon.  The skill to use that type of weapon and five levels of alchemy is required.  If someone without the required alchemy skill uses the weapon, the poison effect is not called on the first use of the weapon, or the wielder misses when first using the weapon then the poison is considered used and the tag should be given to an NPC.  

In order for a target to be effected by the poison the weapon must do body damage to the target.  This effect is once ever and can be blocked by a poison shield or can be resisted.  The correct call for a poisoned weapon is, “<damage> <poison name> Poison.”  After hitting the victim the tag should be given to an NPC during the next hold.  A magic armor spell (the single swing is nullified) or a poison shield nullifies a weapon poison.  If a poison shield stops the weapon poison, the target does not take the any of damage from that weapon blow.

Coatings and Weapon Poisons

Note that a weapon cannot have more then one active contact poison or coating.  If additional poisons are applied only the most recently applied is active.

Production Costs

The production costs for all poisons is equal to 5 copper per level of the effect.

Gas Poisons

The level of a gas poison is one higher then the level of that effect for the purpose of determining their production cost and who can use them.  For example a sleep effect is 6th level but a sleep gas poison is considered 7th level.
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Armor Locations

Armor points are awarded for the following locations:

· Hand/Forearm - This includes the area from the tip of the fingers to elbow.  Covering only one hand/forearm lowers the number of points awarded by one.

· Upper Arm/Shoulder - This includes the area from the elbow to neck.  Covering only one upper arm/shoulder lowers the number of points awarded by one.

· Foot/Lower Leg - This includes the area from the toes to the knee.  Covering only one foot/lower leg lowers the number of points awarded by one.

· Upper Leg/Groin - This includes the area from the knee to the waist.  Covering only one upper leg lowers the number of points awarded by one.

· Lower Chest - This includes the area from the waist to the bottom of the sternum.

· Upper Chest - This includes the area from the bottom of the sternum to the neck.

· Back - This includes the entire back from the waist to the neck.

· Head - This includes the area from the back of the neck to the forehead.

· Face - This includes the front of the neck to the forehead.

Armor Values

The number of points awarded to these locations is based on the material used to cover it and the amount of coverage.

· 1 point - This level is awarded for the following types of armor coverage: leather, leather scale, padded cloth, naugahide, suede, doeskin, vinyl, and heavy canvas.  Failure to cover at least half of the area results in no points being rewarded for that area.  This level of armor on the head provides protection from waylay 1.

· 2 point - This level is awarded for the following types of armor coverage: leather 10oz or heaver, leather with metal studs 1" apart or less, leather with metal rings spaced 1" apart or less, chain mail with an inner diameter 3/4" or smaller, non metallic plate mail, metal scale, and light metal plate mail.  Failure to cover at least half of the area in these materials results in only 1 points being awarded for that area.  Failure to cover at least one third of the area results in no points being awarded for that area.  This level of armor on the head provides protection from waylay 2.

· 3 point - This level is awarded for the following types of armor coverage: chain mail 14 gauge or thicker made from a heavy metal and with an inner diameter 5/8" or smaller, and plate mail 18 gauge or thicker made from heavy metal.  Failure to cover at least half of the area in these materials results in only 2 points being rewarded for that area.  Failure to cover at least one third of the area results in no points being rewarded for that area.  This level of armor on the head provides protection from waylay 3.

The following bonuses are awarded if the entire suit of armor meets the criteria; they are not awarded for each armor location.  Each bonus gives 1 point.

· In Period – No jeans, sneakers or other obvious anachronisms.

· Master Crafted – Finely crafted costume or armor.

· Authentic Armor– Real armor.

Notes

The maximum amount of armor that can be worn is 30 points.  The class limitations are Scholar 10, Rogue 15, Templar 20, and Fighter 30.

Head armor provides protection from waylay effects even if the suit of armor is breached (although it does not provide protection from the damage.)
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Battlefield Infractions and Combat Warnings
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There are many specific things that are not allowed to occur on the battlefields of Nero Alliance.  

The purpose of these warnings and disciplinary orientated cards is to make mass combats safer for all Nero Alliance players.  Warnings are given to inform a player of their actions, and in an effort to improve a player’s attention to becoming a safer and better player. They are not given to humiliate a player. They are given on the field of battle during an encounter to raise awareness in everyone like in any professional physical event of competition. This assures players will police themselves during combat, or potentially be removed from combat for the safety of others.  Combat with a Nero Alliance campaign is a privilege.  As live action role-playing game, combat plays a necessarily but secondary role to role-play.  Aggravation with fellow players often lingers after a battle because if infractions listed below, the goal is to have an objective marshal watch and warn, mediating and improving general skills… sometimes with a warning if applicable.

In specific and defined within the rules of the game are three specific types of infractions, Dangerous Combat Infractions, and Illegal Combat Infractions.  Often the infractions below are considered by those with a strict interpretation of the rules to be forms of cheating.  Any of the infractions below if taken to an extreme can be grounds for removal from a campaign.  Campaigns reserve the right to proceed with their own level of disciplinary action.  However removal or severe penalties of often never applied for such minor mistakes or rule infractions… this new system of rules enforcement will hopefully enable an improvement in fixing the minor but potentially dangerous behavior.

Dangerous Combat Infraction: (DCI)

A Dangerous Combat Infraction is anything that results or could result in an injury to a customer at a Nero Alliance game.  Dangerous Combat Infractions typically involve potential or actual body contact which is strictly forbidden except by approved methods as defined within the rulebook.  The following are defined as "Dangerous Combat".

· Throwing Packets too hard in such a way as to result in potential injury.

· Charging.

· Shield Bashing.

· Use of non approved NERO Alliance weapons or illegal packet materials in combat.

· Dangerous Acrobatics (Sliding, rolling towards players, not paying attention to people around you)

· Hitting too hard with a weapon.

· Failure to cease hitting downed opponents.

· Repeated or Deliberate striking of opponents in illegal target areas. (Head, Hands, Groin)

· Throwing weapons or other objects (out of anger).

· Screaming at other players, intimidating behavior or otherwise dangerous behavior.

Illegal combat infractions: (ICI)

Illegal combat infractions are behaviors and habits that are explicitly indicated as incorrect in the rulebook, but typically not intentional.  Such things that are illegal combat infractions are the following:

· Failure to finish an incantation before releasing a packet.

· Failure to call out combat damage clearly (Machine Gunning)

· Failing to use a 45 degree arc when swinging, or swinging too quickly (Machine Gunning)

· Failure to call off defensives within designated time.

· Not taking attacks, or failing to properly take carrier attacks, spells, poisons or affects.

· Casting spells or using poisons for which you do not have a tag (unintentional)

· Utilizing scrolls incorrectly, or without proper light.

Penalties:

Battlefied infractions are called as they are seen by a marshal or reported.  In order to make this system work a marshal (Multiple marshals are better) needs to officiate major combat encounters and watch participants.  When a dramatic violation occurs a player is immediately issued a formal card warning to be placed up their ring.  (It will be pink or another appropriate color).  They are to place this on their ring and keep it there for the remainder of the event.  The cards are returned in an envelope with the player's life tag at the end of the event. The marshal must write down the players name and number.  The first card has no penalty other than the warning.  The second card (a different color) results in a player being placed in PAGE STATUS for the duration of two hours.  The player who received a second or third card can role-play and enjoy themselves, but they may not participate in combat, must wear a headband, and may not use any in-game skills that are combat orientated.  They furthermore cannot carry any item with a weapon tag, or carry packets.  The third card (a different) color) results in a page status for the remainder of the weekend.  Any violations of the strictures of the second or third cards result in a player being asked to leave an event.

Note the Dangerous and Illegal infractions are separate warnings.  A player could theoretically get one of each and suffer no penalties.

When cards are issued and returned they should be kept on a spreadsheet or a simple databse for tracking purposes.

Implementation:

A marshal or a few marshals should be assigned to the field battle to watch for penalties, they should have cards prepared ahead of time.  When an infraction is witnessed, a verbal warning or a first card should be awarded.  A verbal warning is for unintentional things or mistakes being made by newer players.  One verbal warning may be given to a player based on the Marshal’s opinion.  Cards should follow a failure to heed a verbal warning.  When a situation necessitates a first card, a hold should be called and the card should be displayed and the infraction announced loudly for participants of the combat to hear.  Failure to accept the card or demonstrate good sportsmanship in receiving that card, allows the marshal if they wish to remove the recipient from the remainder of the battle.

If a player reports an infraction on another player, a verbal warning is to be given to the person reportedly committing the infraction.  If a second complaint unconnected to the first is lodged against the person a first card should be immediately issued to the player causing the infraction.

Breaking Arms and Cutting Off Appendages:

Breaking Limbs and Cutting People Apart:  The in game breaking of bones and the cutting off of body parts is not allowed.

C

Counts

Actions Requiring A Five Count: The following are the only actions requiring a five count.  No other actions require a count: killing blows, ripping from binding magic, cutting someone out of something, disarm, breaking a weapon, using an endow to run with a body, breaking line of sight, or being instructed to do so by a staff member.  The three count is removed from the game.

Combat
Three Swings:  After three swings of a weapon in which damage is called the weapon user must take one step backwards unless the target is running away from them.  If unable to step back they must pause for 1 second.  After stepping back or pausing combat can continue as normal.

E

Nero Alliance Effect and Deliveries

Effects

In order to better remember the 50+ different types of effects in our game these rules are proposed.  They separate the effect from the delivery so that the rules are logical. This separation does not change the spells, poisons, or carrier attacks in the game although changes such as these have been included in this document.

Effects can be delivered in the following ways…

· As Magical:  Effects delivered this way are blocked by a shield magic or a resist magic and can be reflected by a reflect magic or a bane magic.  These effects can be removed by a dispel magic if their duration is longer then 5 seconds unless their description says otherwise.

· As a Poison:  Effects delivered this way are blocked by a poison shield or resist poison.  These effects can be removed by a purify if their duration is longer then 5 seconds unless the effect description says it is ONLY removed in a specific way.

· As Arcane:  Effects delivered this way cannot be blocked by any protective.  These effects can be removed by a dispel magic if their duration is longer then 5 seconds unless the effect description says it is ONLY removed in a specific way.

· As Damage:  These are effects that cause damage that reduce the body of the victim.  Weapon damage is blocked by a magic armor while trap damage is not.

Deliveries

	Deliveries
	Type
	Delivered By
	Verbal
	Example

	Battle Magic Spell
	Magical
	Packet
	Spell Verbal
	"With mystic force I bind you"

	Battle Magic Potion
	Magical
	Potion Rep.
	None
	Cure wounds potion

	Spell Strike
	Magical
	Weapon
	"Spell strike <insert effect name>"
	"Spell strike disarm sword"

	Activate
	Magical
	Packet
	"Activate <insert effect name>"
	"Activate awaken"

	Gas Poison
	Poison
	Packet or Gas Trap
	"<Insert effect name> gas poison"
	"Sleep gas poison"

	Elixir Poison
	Poison
	Elixir Rep.
	None
	Berserk elixir

	Weapon Poison
	Poison
	Weapon
	"<Insert weapon damage> <insert effect name> poison"
	"6 weakness poison"

	Coatings
	Poison
	Weapon or Item
	None
	Oil of Slipperiness

	Arcane Packet Attack
	Arcane
	Packet
	"Arcane <insert effect name>
	"Arcane fear"

	Carrier Attack
	Arcane
	Weapon
	"<Insert weapon damage> <insert effect type>"
	"3 drain"

	Weapon Damage
	Damage
	Weapon or Packet
	"<Insert weapon damage> <damage type>
	"2 normal"

	Trap Damage
	Damage
	Trap
	None.
	20 Acid


The following limitations prevent the delivery of an effect…

· Packet: Cannot be used if you are unable to move at least one arm and hand freely

· Weapon: Cannot be used if you are unable to move at least one weapon or claw freely.  When delivering weapon attacks only one effect can be used at a time.  (Example: 3 silver, 3 sleep, and 3 weakness poison are valid weapon attacks but 3 silver sleep, 3 silver weakness poison, and 3 silver sleep weakness poison are not.)  The user chooses the type of effect when they swing their weapon.

· Potion/Elixir: Cannot be administered without a hand able to open it and place it in the mouth.

Effect Groups
Effects fall under the following groups; Binding, Eldritch Force, Evocation, Command, Curse, Remove Curse, Healing, Gift, Necromancy, Protection, Summoned Force, Alchemy and Damage.

These groups are important because defenses can block any effect from its related group.  For example a resist command can block any effect from the command group where as a resist charm only blocks the charm effect.

If the effect can be cast as a spell the spell verbal depends on which effect group it belongs too.  Note that the alchemy and damage groups can never be cast as a spell.

	Binding
	With mystic force I <insert effect>.

	Command*
	I command you to <insert effect>.

	Curse
	I curse you with <insert effect>

	Eldritch Force
	With eldritch force I build a <insert effect>.

	Evocation
	I call forth a <insert effect>.

	Gift
	I grant you the gift of <insert effect>.

	Healing
	I call upon the earth to <insert effect>.

	Necromancy
	I call upon chaos to <insert effect>.

	Protection/Enhancement
	I grant you the power of a <insert effect>.

	Remove Curse
	I rid you of your <insert effect>.

	Summoned Force
	I summon a force to <insert effect> your <insert item>.


*See each command effect for the exact verbal.

Resisting Effects

Effects can be resisted, cloaked, or baned depending on how they are delivered, what group they fall into, or which effect it is.  The following list deliveries, groups, and effects that can be resisted, cloaked, or baned:

Deliveries

· Magic

· Poison

Groups

· Binding

· Command

· Curse

· Eldritch Force

· Evocation

· Gift

· Healing

· Necromancy

· Summoned Force

Effects

· Stone

· Lightening

· Ice

· Flame

· Acid

· Chaos

· Earth

· Sleep

· Fear

· Dominate

· Paralysis

· Death

· Life

Effect Listing

These are all of the effects currently used in the game.  The groups they are a part of organize them.  The damage group is listed separately.

	Effect Name
	Description
	Effect Level
	Duration
	Effect Group

	
	ALCHEMY


	
	
	Alchemy

	Light Vorpal 
	2 damage.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	1
	Until used
	Alchemy

	Alchemical Solvent
	Same.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	2
	Instant
	Alchemy

	Weapon Poison Antidote 
	Same.
	2
	Instant
	Alchemy

	Quick Silver
	This coating can be applied to a weapon with the tag serving as the rep.  This coating causes the next blow swung with that weapon to be silver.  The correct call for this is, “<damage> Silver.”  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	2
	Until used
	Alchemy

	Vorpal 
	5 damage.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	2
	Until used
	Alchemy

	Oil Of Slipperiness
	When placed on an item or object no larger then a weapon that object may not be held.  The tag or petroleum jelly can be used as the rep.  If placed on a floor it may still be walked upon without falling.  A paste of stickiness or an alchemical solvent can remove this effect.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	3
	10 minutes
	Alchemy

	Paste Of Stickiness
	When placed on an item or object no larger then a weapon the next object touching it for 5 seconds is stuck to it for the duration of the effect.  The tag or petroleum jelly can be used as the rep.  If placed on a floor it may still be walked upon without getting stuck.  This effect can be removed by a disarm, enflame, oil of slipperiness, or an alchemical solvent.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	3
	10 minutes
	Alchemy

	Gas Poison Antidote 
	Same.
	4
	Instant
	Alchemy

	Euphoria
	Same.
	5
	Until removed
	Alchemy

	Nausea
	Cannot use weapons or claws, can run and walk.  Removed by purify.  
	4
	10 minutes
	Alchemy

	Serious Vorpal
	10 damage.  Never blocked by a poison shield or a resist poison ability.  This is a coating only.
	4
	Until used
	Alchemy

	Elixir Antidote 
	Same.
	5
	Instant
	Alchemy

	Vertigo
	Cannot use any skills, cannot run or walk, must lie of ground.  Removed by purify.
	6
	10 minutes
	Alchemy

	Amnesia
	The recipient forgets the past 60 minutes of in-game time. In the place of the now inaccessible memories is a black spot within the memory. The recipient of this cannot remember anything during this 60 minutes of time, beginning at the time of ingestion. The recipient of this poison (if conscious) is aware that they cannot remember anything, and may assume they have received Amnesia. The recipient may not relate any memories from the period removed from the memory by the Amnesia. For the first ten minutes, beginning at the time of the Amnesia's administration, the Amnesia elixir may be countered and memories of the period returned through either a Purify effect or an Elixir Antidote if the amnesia was ingested. After the 10-minute period immediately following ingestion has elapsed, the black spot in the memory of the Amnesia recipient is not curable and the recipient permanently loses their memory of the 60-minute period. Neither a Life spell nor Resurrection will restore the memory of the recipient even if it occurs during this 10-minute period. Biata and Stone Elf role-playing racial skills cannot remove the affect of an Amnesia elixir, nor can any NPC mind abilities.
	9
	Instant
	Alchemy

	Euphoria Antidote
	Same.
	9
	Instant
	Alchemy

	
	BINDING


	
	
	Binding

	Pin
	Same.  Removed by release.
	2
	LOS
	Binding

	Repel
	Same.  Removed by release.
	2
	LOS
	Binding

	Bind
	Same.  Removed by release.
	3
	LOS
	Binding

	Entangle
	Same as physical web.  Removed by release.  No protection by Oil of Slipperiness.
	4
	10 minutes
	Binding

	Release
	Same.
	5
	Instant
	Binding

	Web
	Same.  Removed by release.
	5
	LOS
	Binding

	Confine
	Same.  Removed by release.
	7
	LOS
	Binding

	Solidify
	This effect forces a gaseous form to become immediately solid.  Note that the creature may still turn gaseous again.
	8
	Instant
	Binding

	
	COMMAND


	
	
	Command

	Intoxicate
	This effect will render the victim quite drunk and will affect all characters and races, even those that for role-playing reasons are "immune" to alcohol.  Removed by awaken.  Spell verbal can also be "I command you to be intoxicated."
	1
	10 minutes
	Command

	Paranoia
	This causes the victim to think that people he or she normally dislikes are out to kill them.  Removed by awaken.  Spell verbal can also be "I command you to be paranoid."
	1
	10 minutes
	Command

	Hallucinate
	This causes the victim to hallucinate. They will see pink elephants and other strange things for 10 minutes.  The victim will probably be aware that they are under the effects of this but will be unable to do much about it. When under its effects, game skills can be used, but the player will most likely use them against imaginary creatures.  Removed by awaken.
	2
	10 minutes
	Command

	Awaken
	Same.
	4
	Instant
	Command

	Laugh
	Cannot use spell-casting skills.  Remove by awaken.
	4
	10 minutes
	Command

	Shun
	Same.  Removed by awaken.  Spell verbal can also be "I command you to shun me."
	4
	10 minutes
	Command

	Love
	This causes the victim to fall deeply in love with the next member of the appropriate sex seen.  Removed by awaken.
	3
	10 minutes
	Command

	Feebleminded
	This effect lowers a character's intelligence to that of an idiot for ten minutes. While under its effects, a character cannot use any skills.  Removed by awaken.  Spell verbal can also be "I command you to be feebleminded."
	6
	10 minutes
	Command

	Sleep
	Same.  Removed by awaken or 1 minute of shaking.
	6
	10 minutes
	Command

	Fear
	This effect invokes a magical fear. The racial ability Resist Command can be used as a defense against this ability and an Awaken spell will free someone who is Feared. The feared victim must attempt to break Line of Sight and cannot attack the creature they fear in any way. If breaking Line of Sight is impossible, the victim will stay as far from the attacker as possible. Even if Line of Sight is broken, the effect lasts 10 minutes or until the creature is dead. For example, a vampire fears Drina. She runs screaming around a corner and ten seconds later (as per the "Line of Sight" rule), she feels calm again. If the vampire then appears around the corner, Drina must run screaming again, as the ten minutes are not up. The victim cannot cast an Awaken spell on himself or herself until out of Line of Sight.  Spell verbal can also be "I command you to fear me."
	7
	10 minutes
	Command

	Dominate
	The target of a dominate will not attack the person who dominated them unless berserked.  The target may function normally otherwise until the caster gives them a valid command.  The caster can give the target multiple commands but they will only follow the last one given.  While following these commands the target is in a trance and repeats the last order until that order has been completed.  Afterward they will stand and await the next order.  After ten minutes or after the effect is countered, victim comes out of trance and acts as normal, yet they know they were dominated and they know what they did during that time.  Victim must perform actions to the best of their ability, including all spells, skills, etc.  Victim can defend themselves from any attackers, if the caster attacks the victim, the Dominate effect ends. Removed by awaken.  The spell verbal can also be "I command you to be dominated."

The only valid commands that a caster can give a target while they are charmed are the following:  (Note that the wording of a command does not need to exactly match the following but it should be similar enough to it so that the target can understand what is meant.)

· Defend me - The target must protect caster from all attacks to the best of there ability even if it requires using spells.  During this time the target will not attack anyone who is not attacking them or the caster.

· Follow me - The target must follow the caster.  During this time the target will not attack anyone who is not attacking them.

· Give your <item> to me - The target must give <item> to caster.

· Heal <person> - The target must make every attempt to heal or life the target.  During this time the target will not attack anyone who is not attacking them.  Note: this spell will not force a person to cast or use items that are not in their nature to use.  For example a person cannot be forced to cast necromancy with this spell.

· Return to normal - This command ends the charm\dominate effect.
	7
	10 minutes
	Command

	Berserk
	This will drive the victim into an insane killing fury, causing the victim to attack all creatures in the vicinity to the best of its ability.  This effect won't cause someone to use abilities or items that it would not normally use.  The victim must attack the closest person until they fall to the ground.  If the victim cannot harm the closest person they should then move on to the next closest.  Note: this spell will not force a person to cast or use items that are not in their nature to use.  For example a person cannot be forced to cast necromancy with this spell.  Removed by Awaken.
	9
	10 minutes
	Command

	Enslavement
	The victim of this effect will be enslaved to the person administering the effect and will obey absolutely any and all commands given by the person to whom they are enslaved, and will even commit suicide.  Enslavement can only be cured by the Enslavement Antidote effect. This effect is also removed if the character resurrects.  This effect is stronger than Dominate, Shun, or Fear. The most recent Control Undead, Vampire Charm or Enslavement effect will take precedent if there is a conflict.  The victim won't attack person who controls them unless ordered to.
	9
	Until removed
	Command

	Enslavement Antidote
	Same.
	9
	Instant
	Command

	Love 9
	This acts the same as the regular Love except that it cannot be cured.  It will run out on its own in 5 days.  This effect disappears upon resurrection of the affected character.  Spell verbal can also be "I command you to be love 9ed."
	9
	5 days
	Command

	
	CURSE


	
	
	Curse

	Weakness
	Reduces damage of weapon blows by 5 points by first lowering the monstrous strength of a creature and then lowering the weapon skills the creature has.  Removed by remove weakness.
	3
	10 minutes
	Curse

	Silence
	Same.  Removed by remove silence.
	5
	10 minutes
	Curse

	Destruction
	Same as Curse.  Removed by remove destruction.
	7
	10 minutes
	Curse

	Paralysis
	Same.  Removed by remove paralysis.
	8
	10 minutes
	Curse

	
	ELDRITCH FORCE


	
	
	Eldritch Force

	Light
	Same.
	1
	5 days
	Eldritch Force

	Wall Of Force
	Only usable on doorways or portals.  Removed by dispel magic.
	3
	10 minutes
	Eldritch Force

	Lesser Investment
	Invested persons may cast Lesser Investment while inside a ward or wizard lock to invest others.
	8
	5 days
	Eldritch Force

	Wizard Lock
	When cast, all persons inside wizard lock are invested.  Invested persons may cast Ward Invest while inside wizard lock to invest others.  Removed by dispel magic.
	8
	5 days
	Eldritch Force

	Circle Of Power
	Same.  If a ritual is started in the circle within 1 minute of the circle being created then the duration of the circle becomes 1 hour and 1 minute.  Spells may be cast within the circle, but they cannot pass through the circle.  Size increase in a linear fashion.
	9
	1 hour
	Eldritch Force

	Prison
	Also know as imprison.  While prisoned the victim can use no skills or abilities.  For matters of safety no one may lie a person down on their face or back while they are imprisoned in any circumstances.  This is also known as Imprison.
	9
	10 minutes
	Eldritch Force

	Ward
	When cast, all persons inside ward are invested.  Invested persons may cast Lesser Investment while inside ward to invest others.
	9
	5 days
	Eldritch Force

	
	EVOCATION


	
	
	Evocation

	Stone Bolt
	5 damage
	1
	Instant
	Evocation

	Lightening Bolt
	10 damage
	2
	Instant
	Evocation

	Ice Bolt
	15 damage
	3
	Instant
	Evocation

	<Elemental> Blade
	 +5 damage, flame, ice, stone, or lightening.  Caster sets the damage type.
	4
	Until used
	Evocation

	Flame Bolt
	20 damage
	4
	Instant
	Evocation

	Stone Storm
	25 damage
	5
	Instant
	Evocation

	Chaos Blade
	+5 damage, chaos.  Chaos damage is not blocked by armor and goes directly to body.
	6
	Until used
	Evocation

	Earth Blade
	+5 damage, earth.  Earth damage is not blocked by armor and goes directly to body.
	6
	Until used
	Evocation

	Lightening Storm
	30 damage
	6
	Instant
	Evocation

	Magic Blade
	+5 damage, magic.
	6
	Until used
	Evocation

	Ice Storm
	35 damage
	7
	Instant
	Evocation

	Flame Storm
	40 damage, also known as a Dragon's Breath
	8
	Instant
	Evocation

	<Elemental> Blast
	45 damage, stone is one of the caster’s choices of elemental damage.
	9
	Instant
	Evocation

	Chaos Storm
	10 chaos damage.  Only does damage to creatures harmed by chaos effects such as the living.  This cannot be used to heal creatures.  Does blow Shield Magic.  Same process as Magic Storm, “I call forth a chaos storm.”  Chaos damage is not blocked by armor and goes directly to body.
	9
	Instant
	Evocation

	Earth Storm
	10 earth damage.  Only does damage to creatures harmed by earth effects such as undead.  This cannot be used to heal creatures.  Does blow Shield Magic.  Same process as Magic Storm, “I call forth an earth storm.”  Earth damage is not blocked by armor and goes directly to body.
	9
	Instant
	Evocation

	Magic Storm
	10 magic damage
	9
	Instant
	Evocation

	
	GIFT


	
	
	Gift

	Death
	Same.
	9
	Instant
	Gift

	Life
	Same.
	9
	Instant
	Gift

	
	HEALING


	
	
	Healing

	Cure Light Wounds
	2
	1
	Instant
	Healing

	Cure Wounds
	5
	2
	Instant
	Healing

	Turn Undead
	Same.
	2
	10 minutes
	Healing

	Cure Disease
	This will now effect undead as a cause disease would affect the living.  This effect can be removed from an undead by a cause disease.
	3
	Instant
	Healing

	Harm Undead
	20
	3
	Instant
	Healing

	Sanctuary
	Same.
	3
	10 minutes
	Healing

	Cure Serious Wounds
	10
	4
	Instant
	Healing

	Purify
	This will now effect undead as a taint would affect the living.  This effect can be removed from an undead by a taint.
	5
	Instant
	Healing

	Cure Critical Wounds
	20
	6
	Instant
	Healing

	Destroy Undead
	Same, accept 50 points of damage to greater undead.
	7
	Instant
	Healing

	Restore Limb
	All withered or crippled limbs are restored by this effect.  This will now effect undead as a wither limb would affect the living.  This effect can be removed from an undead by a wither limb.
	7
	Instant
	Healing

	Cure Mortal Wounds
	30
	8
	Instant
	Healing

	
	NECROMANCY


	
	
	Necromancy

	Cause Light Wounds
	2
	1
	Instant
	Necromancy

	Cause Wounds
	5
	2
	Instant
	Necromancy

	Control Undead
	Same.
	2
	10 minutes
	Necromancy

	Cause Disease
	No running.  Removed by cure disease.
	3
	10 minutes
	Necromancy

	Desecrate
	Same.
	3
	10 minutes
	Necromancy

	Help Undead
	20
	3
	Instant
	Necromancy

	Cause Serious Wounds
	10
	4
	Instant
	Necromancy

	Drain
	No running and no skills can walk.  After 10 minutes go to -1.  Body loss can be cured normally.  Removed by purify.
	5
	10 minutes
	Necromancy

	Cause Critical Wounds
	20
	6
	Instant
	Necromancy

	Create Undead
	Same, accept victim is not berserking when first created.  None of the victim's skills may be used while created.  They may use any weapon or claw.  No matter what weapon they use (even if it is magical) they swing 2 points of damage.  They are also immune to the effects of any poison, gift, command, and create undead.  If the where missing limbs before this spell was cast they regain them for the length of the spell.  If a character is killed, created, and destroyed, all within a five-minute period that character may still be lifed and not be forced to resurrect.  A character is not affected by this spell if they are permanently dead.

A created person should describe himself or herself as a rotting corpse.
	7
	10 minutes
	Necromancy

	Wither Limb
	Same accept limb just looks stunned.  Removed by restore limb.
	7
	10 minutes
	Necromancy

	Cause Mortal Wounds
	30
	8
	Instant
	Necromancy

	
	PROTECTION/ENHANCEMENT


	
	
	Protection

	Endow
	Lets the person have +2 monstrous strength for 5 seconds or for 1 use of a weapon.  Must be used no later then the next weapon blow or is lost.
	1
	Until used
	Protection

	Bless
	+5 body
	2
	Until used
	Protection

	Delayed Endow
	Lets the person have +2 monstrous strength for 5 seconds or for 1 use of a weapon.  
	2
	Until used
	Protection

	Detect Magic
	Same.
	2
	Instant
	Protection

	Magic Armor
	Same.
	2
	Until used
	Protection

	Shield
	+5 body
	2
	Until used
	Protection

	Poison Shield
	This spell also provides protection from contact poisons.
	4
	Until used
	Protection

	Shield Magic
	Same.
	5
	Until used
	Protection

	Elemental Shield
	This does not spell protects a person from fire or acid traps.
	6
	Until used
	Protection

	Dispel Magic
	Same.
	8
	Instant
	Protection

	Reflect Magic
	Same.
	8
	Until used
	Protection

	Extend Duration
	This effect extends the duration of any 10-minute effect to a maximum of 1 hour.  Note that the does NOT add 1 hour to the duration it only makes the duration 1 hour in total.
	9
	1 hour
	Protection

	
	REMOVE CURSE


	
	
	Remove Curse

	Remove Weakness
	Same.
	3
	Instant
	Remove Curse

	Remove Silence
	Same.
	5
	Instant
	Remove Curse

	Remove Destruction
	Same as Remove Curse.
	7
	Instant
	Remove Curse

	Remove Paralysis
	Same.
	8
	Instant
	Remove Curse

	
	SUMMONED FORCE


	
	
	Summoned Force

	Disarm <Item>
	Same.
	1
	5 Seconds
	Summoned Force

	Shatter <Item>
	Shattering an item does not make the rep unrecognizable it only makes it unusable.  If a shatter is used against a weapon it will always affect a hand held weapon before affecting a weapon that is sheathed.  If the target would not be destroyed by this effect the correct response is "no effect."
	3
	Instant
	Summoned Force

	Enflame <Item>
	This effect does 20 points of flame damage.
	6
	5 Seconds
	Summoned Force

	Destroy <Item>
	Destroying an item does not make the rep unrecognizable it only makes it unusable.  If a destroy is used against a weapon it will always affect a hand held weapon before affecting a weapon which is sheathed.  If the target would not be destroyed by this effect the correct response is "no effect."
	7
	Instant
	Summoned Force


Damage Types

Many of the effects listed above cause damage that reduces the victim's body.  The follow list shows all of the valid types of damage and whither or not they are blocked by armor.

· Armor protects against these types of damage: Normal, Silver, Magic, Flame, Ice, Stone, Lightening, Acid, and Concussion. 

· Armor does not protect from these types of damage: Earth, Chaos, Healing, Order, Necromancy, Body, and Massive.

Notes:  Please understand there are many changes and adjustments in the chart up above; most prolific additions, changes, and removals are listed below.  Notes do not include editions such as damage adjustments, duration adjustments, spell school adjustments, etc.

Changed

Death Poison:  This poison is removed and instant death poison has been renamed to death poison.

Charm:  This is now dominate.

Taint Blood:  This is now drain.

Purify Blood:  This is now purify.

Imprison:  This is now prison.

Instant Death Poison:  This is treated as death poison.

Slow Poison:  This is treated as disease poison.

Curse of Destruction:  Is now destruction.

Magic Missile: This is now stone bolt

Laugh: Effect has changed

Nausea: Effect has chanced

Dragon’s Breath is now Flame storm.

Flame blade replaced with Elemental Blade

Enchanted Blade replaced with Magic Blade.

Duplicate Ward Key replaced with Lesser Investment

Dominate: Effect has changed.

Cause Disease: Effect changed.

Bless:  Effect has changed.

Shield: Effect has changed.

Removed

Banish

Taint blood

Drain Life

Greater Bless

Greater Shield

Physical Pin, Web, Bind

Free and Trap Undead 

Greater Bless

Greater Shield

Added
Earth Storm

Chaos Storm

Stone Storm

Solidify

Entanglement

Earth Blade

Chaos Blade

Available Poisons

	Level
	Poison
	Available As…

	1
	Cause Light Damage
	Elixir, Gas

	1
	Cure Light Damage
	Elixir

	1
	Intoxicant
	Elixir

	1
	Light
	Coating

	1
	Light Vorpal
	Coating

	1
	Paranoia
	Elixir, Weapon, Gas

	2
	Alchemical Solvent
	Coating

	2
	Weapon Poison Antidote
	Elixir

	2
	Cause Damage
	Elixir

	2
	Hallucinoid
	Elixir

	2
	Quick Silver
	Coating

	3
	Cause Disease
	Elixir, Weapon, Gas

	3
	Love
	Elixir

	3
	Oil of Slipperiness
	Coating

	3
	Paste of Stickiness
	Coating

	3
	Vorpal
	Coating

	3
	Weakness
	Elixir, Weapon, Gas

	4
	Gas Poison Antidote
	Elixir, Gas

	4
	Cause Serious Damage
	Elixir, Gas

	4
	Laugh
	Elixir, Gas

	4
	Nausea
	Elixir, Weapon, Gas

	4
	Poison Shield
	Elixir

	4
	Serious Vorpal
	Coating

	5
	Elixir Antidote
	Elixir

	5
	Silence
	Elixir, Weapon, Gas

	6
	Feebleminded
	Elixir, Weapon, Gas 

	6
	Sleep
	Elixir, Weapon, Gas 

	6
	Vertigo
	Elixir, Weapon, Gas 

	7
	Dominate
	Elixir, Gas

	8
	Paralyze
	Elixir, Weapon, Gas 

	9
	Amnesia
	Elixir

	9
	Antidote: Enslavement
	Elixir

	9
	Antidote: Euphoria
	Elixir

	9
	Berserk
	Elixir, Weapon, Gas 

	9
	Death
	Elixir, Weapon, Gas 

	9
	Enslavement
	Elixir

	9
	Love 9
	Elixir


Available Spells

	Level  
	Earth School

	1
	Cause Light Wounds/ Cure Light Wounds

	1
	Disarm <Item>

	1
	Endow

	1
	Light

	2
	Bless

	2
	Cause Wounds/Cure Wounds

	2
	Control Undead/Turn Undead

	2
	Delayed Endow

	2
	Detect Magic

	2
	Magic Armor

	2
	Pin

	2
	Repel

	3
	Bind

	3
	Cause Disease/Cure Disease

	3
	Desecrate/Sanctuary

	3
	Harm Undead/Help Undead

	3
	Weakness/Remove Weakness

	3
	Shatter <Item>

	4
	Awaken

	4
	Cause Serious Wounds/Cure Serious Wounds

	4
	Poison Shield

	4
	Shun

	5
	Drain/Purify

	5
	Release

	5
	Shield Magic

	5
	Silence/Remove Silence

	5
	Web

	6
	Cause Critical Wounds/Cure Critical Wounds

	6
	Chaos Blade/Earth Blade

	6
	Elemental Shield

	6
	Sleep

	7
	Confine

	7
	Create Undead/Destroy Undead

	7
	Destroy <Item>

	7
	Destruction/Remove Destruction

	7
	Dominate

	7
	Restore Limb/Wither Limb

	8
	Cause Mortal Wounds/Cure Mortal Wounds

	8
	Dispel Magic

	8
	Paralysis/Remove Paralysis

	8
	Reflect Magic

	9
	Chaos Storm/ Earth Storm

	9
	Circle Of Power

	9
	Death/Life

	9
	Extend Duration


	Level
	Celestial School

	1
	Disarm <Item>

	1
	Endow

	1
	Light

	1
	Stone Bolt

	2
	Delayed Endow

	2
	Detect Magic

	2
	Lightening Bolt

	2
	Magic Armor

	2
	Pin

	2
	Repel

	2
	Shield

	3
	Bind

	3
	Ice Bolt

	3
	Shatter <Item>

	3
	Wall Of Force

	4
	<Elemental> Blade

	4
	Awaken

	4
	Flame Bolt

	4
	Shun

	5
	Release

	5
	Shield Magic

	5
	Stone Storm

	5
	Web

	6
	Elemental Shield

	6
	Enflame <Item>

	6
	Lightening Storm

	6
	Magic Blade

	6
	Sleep

	7
	Confine

	7
	Destroy <Item>

	7
	Dominate

	7
	Ice Storm

	8
	Dispel Magic

	8
	Flame Storm

	8
	Lesser Investment

	8
	Reflect Magic

	8
	Wizard Lock

	9
	<Elemental> Blast

	9
	Circle Of Power

	9
	Extend Duration

	9
	Magic Storm

	9
	Prison

	9
	Ward


M

Marshalling

Cabin Raiding

· Marshal Availability:  Marshals are unavailable between 2 a.m. and 9 a.m. Actions requiring a marshal may occur between these hours when it is plot related or if there is a qualified staff member who decides to remain active to marshal.  All actions requiring a marshal taken between 2 a.m. and 9 a.m. must be approved by plot first.

· Cabins:  A set of marshal notes is required outside the main entrance of any cabin that someone is staying in.  This is to show where a person’s cabin begins because crossing that point requires a marshal.   It is also required that a note be placed outside each entrance of the cabin stating where the marshal notes are located.  

· Other Buildings:  If a building contains multiple rooms then the rooms where PCs are storing their personal items and/or sleeping are considered their cabin.

In-Game vs. Out-of-Game

· * IG Tags:  Any tag for a scroll, potion, poison, weapon, or armor can be lost/taken even if there is no phys rep attached to it.  (Note that this does not include magic items.)  An IG tag can be carried by anyone but it cannot be used unless the required phys rep is attached to it.  You cannot remove a tag from a phys rep when stealing an item until you have taken the item to a marshal or to a plot member.  You cannot switch a tag between phys reps or attach a tag to a new phys rep while participating in a battle.

· IG/OOG Areas: While a player is OOG during an event all items that they had on them when they went OOG are also OOG. During this time these items may be stored in an OOG area within their cabin but may not be stored off site or in a vehicle.  The items MUST be stored in an approved or labeled OOG area, such as under the bed.  Items left outside an OOG area, such as on a bed or table within a cabin are consider IG for the purposes of cabin raids and theft, unless the area is properly labeled OOG.  Nero Alliance Campaigns take no responsibility for items lost or stolen by players that are not properly marked OOG.  When the player returns IG all of the items they had with them also must also go IG immediately, being removed from the OOG area, unless they have plot permission to do otherwise.  A player may not justify the removal of items to OOG in this fashion by saying they are in another location such as a house, estate, or nearby guild. These require plot to react in a situation where the items cannot verified that they are in such an area thus require the preparation a spur of the moment plot encounter, removing OOG items, and other hard to deal with logistics. In essence this is player versus player.  Only the player moving the item OOG can return said item to IG.
· Being Placed OOG:  No PC may be removed from the game by another PC or be kept out of game for a period of time greater then 1 hour.  After 1 hour the PC taken out of game always has the option to commit suicide and take a death to return to game.  Similarly no PC may be taken out of chapter by another PC without their consent.  The PC taken has the option to instead commit suicide and return to the game area.

Monster Abilities

1. Control Lesser Undead:  Control Greater Undead is a typo, and should read “Control Lesser Undead.”

2. Spellstrikes:  Under the heading Spellstrikes, the last sentence of the paragraph should read, “This call is out-of-game, but in-game, the effect is recognizable to all who hear it.”

3. No NPC or monster marshal may edit a monster card with out either plot or rules approval.

4. Monster Abilities:  All monster abilities including strength, and claws are treated as skills for the purpose of all spells and poisons.

5. NPC Forcing Resurrections:  In order for an NPC to have the ability to force a PC to resurrect it must be clearly stated on their monster card.  Examples of this are: pulling a dead or unconscious PC behind enemy lines, placing a dead or unconscious PC within a circle of power, placing a dead or unconscious PC within a wizard locked or warded building, and hiding a dead or unconscious PCs body where it has little chance of being found.  This does not include standing over a PC body in order to prevent that person from being saved.

6. NPC Killing Blows:  In order for an NPC to have the ability to killing blow another creature it must be clearly stated on their monster card.

7. NPC Searching:  In order for an NPC to have the ability to search a PC it must be clearly stated on their monster card.  

NPC Stealing:  In order for an NPC to have the ability to steal from a PC it must be clearly stated on their monster card.

Monster Abilities
Super Human Strength

Any creature with superhuman strength can do more damage with any particular weapon than can a normal human.  For every point of strength the creature does an extra point of damage with whatever kind of weapon or claw it is using.  Superhuman strength can also be used to force people to move out of your way.  To do this the person with strength tells the person in the way "plus <insert level of strength>, move."

Superhuman Strength cannot be used to throw other creatures, jump long distances, or perform any other feats of strength other then those listed on the chart below.

	Normal Strength
	Can walk while carrying a person.  Can break weapons in your possession as per shatter spell with a 5 count.

	+1 Strength
	Can run at full speed while carrying a person.  Can throw boulders.

	+2 Strength
	Can rip out of entanglement on 5 count.  

	+3 Strength
	Can rip out of pin effects on 5 count for 5 points of damage.

	+4 Strength
	Can rip out of bind effects on 5 count for 10 points of damage.

	+5 Strength
	Can rip out of web effects on 5 count for 20 points of damage.  Can break door sized items as per destroy spell with a 5 count.

	+6 Strength
	Can rip out of confine effects on 5 count for 30 points of damage.


Creature Types

Several types of creatures have abilities or immunities that are different then those of the races players are allowed to play.  The following chart lists the most common creature types, descriptions, and common abilities.

	Creature Type
	Description
	Common Abilities

	Bottled
	Some creatures have a "bottle" that holds the monster's spirit separate from their body.  These creatures can die many times and will remember everything up to the moment of death.  
	Only their "bottle" is effected by gift effects.  A body regenerating at a bottle must do so in direct physical contact with the bottle.  If the bottle is contained within an indestructible item or within a creature the body will regenerate as close to bottle as it can get.

	Constructs
	Golems and mechanical creatures are the most common types of constructs.  These creatures have no spirit or intelligence.
	Immune to command, poisons, healing, necromancy, gift, paralysis, earth, and chaos.  Immune to first aid and healing arts.

	Fay
	From a realm of magic, these creatures often exist only to toy with others.  Examples of these are pixies and brownies.
	Immune to command and earth.

	Greater Living
	These are powerful creatures that have learned or gained powers beyond what the normal person could ever hope to obtain.  Examples of these are dragon mages and gyphens.
	Immune to command, poisons, and earth.

	Greater Undead
	These are intelligent undead usually created by necromantic rituals.
	Immune to poisons, gift, paralysis and chaos.  Take double damage from healing and are double healed by necromancy.  Can cast in body.  Immune to first aid and healing arts.

	Lesser Undead
	These are unintelligent undead.  Players that are created as undead as per the Create Undead effect gain the common abilities of lesser undead.
	Immune to command, poisons, gift, paralysis, and chaos.  Take double damage from healing and are double healed by necromancy.  Immune to first aid and healing arts.

	Normal Living
	These are all of the player races and all other normal living creatures.
	Immune to earth.

	No Metabolism
	These are intelligent creatures whose bodies are neither alive nor undead.  Examples of this are golems with spirits stored inside of them.
	Immune to poisons, healing, necromancy, gift, paralysis, earth, and chaos.  Immune to first aid and healing arts.

	Non-Corporeal
	These monsters have no physical form but are made mainly made of magic or energy. 
	Move as spirit form creatures.  Immune to binding and paralysis.  Immune to first aid and healing arts.

	Alien Metabolism
	These are creatures that are living but have a completely different type of metabolism then a normal person would have.  Examples of this are insects and plants.
	Immune to first aid and healing arts.


Defensive Abilities

These abilities are defensive in nature and are not lost even if the creature is drained or bound. 

	Bottled
	A body regenerating at a bottle must do so in direct physical contact with the bottle.  If the bottle is contained within an indestructible item or within a creature the body will regenerate as close to bottle as it can get.

	Double Damage from <damage type or effect>
	Some creatures take double damage from certain effects or spells.  All damage of that type that affects the creature is doubled.  An example of this would be undead that take double damage from healing.

	Double Healing from <damage type or effect>
	Some creatures are double healed by certain types of spells or effects.  Creatures with this ability cannot be healed by carrier attacks, but can be healed by packet attacks.  Examples of this are undead that are double healed by necromancy. Correct verbal is "healed."

	Harmed by <damage type or effect>
	Some creatures take damage when struck by certain spells or effects that normally do not cause damage.  Examples of this are golems that are harmed by shatter effects.  The monster card should explain how much damage is taken.  The correct verbal is "harmed."

	Heal from <damage type or effect>
	Some creatures are healed by certain types of spells or effects that normally would not do so.  Creatures with this ability cannot be healed by carrier attacks, but can be healed by packet attacks.  Examples of this are fire elementals that are healed by fire. Correct verbal is "healed."

	Immune to <insert effect type>
	Many creatures have immunities to some abilities, damage types, spells, or effects.  Examples of this are immunity to silver weapons, immunity to sleep, and immunity to waylay.  Correct verbal is "no effect."

	Natural Armor
	Some monsters have a skin that acts like armor. It can be refit in sixty seconds but cannot be breached.  It cannot be Shattered or Destroyed in any way nor can it be salvaged after the creature is killed.  Creatures with natural armor can never wear normal armor.

	Only Effect by <insert effect type> Weapons
	Some creatures are only harmed by one type of weapon damage.  If they are hit with weapon damage that would not affect them they must respond with "no effect" at least once per minute.  An example of this would be werewolves that are only harmed by silver weapons.

	Reduced Damage
	Some monsters take less than full damage from physical weapons or types of eldritch damage.  Some monsters can even take a maximum amount of damage (a "damage cap") from every blow. The NPC must call "reduced" at least once per minute when using this ability.

	Reflect <insert effect type>
	Correct verbal is "reflect."

	Renew
	This ability allows a creature to renew one or more abilities or skills that have limited uses by fulfilling some condition defined by that creature's abilities. The most common condition is to take a minute to reset the ability in a manner similar to resetting armor, where any interruption prevents the abilities from returning. Some creatures may also renew skills when entering an area or even if they use another power like Revive.

	Resist <insert effect type>
	This ability is similar to immunity except that it is for a limited number of times per day.  Unlike an <Effect> Shield, the creature with this skill can decide when to use it.  Examples of this are resist command or resist magic.  Correct verbal is "resist."  

	Revive
	A creature with this skill can rise back up after five minutes of semi-death. Instead of dissipating and going to resurrect, the creature rises with full Body Points. The creature will either have a limited number of uses of this ability or there will be some special method of preventing the creature from reviving; for example, some creatures can be prevented from using this skill by applying a Killing Blow with a silver blade.

	Turn Gaseous
	Some creatures will simply turn into a gaseous form when they are killed, and all possessions of the creature will fall to the ground. More powerful creatures have the ability to turn into a gaseous form at will. These creatures can take their possessions with them. While they are in this form they are immune to all attacks except Solidify. They may move at a normal walking rate. They cannot fly, nor can they move objects they aren't already carrying. Gaseous creatures can be seen but cannot be communicated with in any way whatsoever.

The visual sign to show that you are gaseous is to hold your hands together and place them at least 1 foot away from the center of your chest.


This ability makes the creature immune to the effects of the first <effect> they encounter.  This is a "dumb resist" in that the monster cannot choose when to use it.  For example, a creature with a Magic Shield must resist the first spell that would affect it; a creature with Lightning Shield must resist the first lightning based attack that would affect it.  The verbal for the is "<effect> shield."
Non-Corporeal and Gaseous Form Creatures:  In non-corporeal or gaseous form a creature cannot carry or move objects they weren’t carrying when they originally came into play or when they went gaseous.

Spirit Form Creatures:  These creatures can only move items with plot permission.  Creatures in this form must wear a white headband with the word “Spirit” on it.  [~~Needed more time to look at this.]

Monstrous Skills

These are monster abilities that are not usable if the creature is not able to evoke them.

	Claws
	Same.

	Create Portal
	Some creatures can open a doorway to another place, plane, or time to allow for entrance or exit.  An encounter head will describe the exact properties of the portal.

	Engulf
	Some monsters have the ability to engulf or absorb an unconscious or otherwise immobile character in preparation of digesting them.  In some cases the creature's digestion is very rapid, and the body is dissolved quickly.  In other cases the character's body is taken into the monster and carried along with it.  Unless stated otherwise by the NPC an engulf acts as a death effect.  The creature will have to be slain in order to recover the body so that it may be given a Life spell. If such a monster engulfs you, you must walk around with the creature until you are beyond the help of a life spell.  You may then proceed to the Healers' Guild for resurrection.  Any creature that is engulfed becomes the engulfer’s possession.

An imprisoned person that is engulfed has until the prison ends before they suffer the death effect.

	Greater Curse
	A Greater Curse is a plot-controlled ability that has a variable affect on the recipient.  The effect is delivered in a manner consistent with the rules for Gypsy Curse.  When the effect is delivered a quick hold will be called to explain the effect as needed by the marshal or encounter head. A Greater Curse is generally a detrimental effect.  This effect is only removable by plot means.  If the curse lasts for any period of time longer then one encounter or module then a magic item tag stating the effects well be given to that player.

	Greater Gift
	A Greater Gift is a plot-controlled ability that has a variable affect on the recipient.  The effect is delivered in a manner consistent with the rules for Gypsy Curse.  When the effect is delivered a quick hold will be called to explain the effect as needed by the marshal or encounter head.  A greater gift is generally a beneficial. This effect is only removable by plot means.  If the gift lasts for any period of time longer then one encounter or module then a magic item tag stating the effects well be given to that player.

	Mind Abilities
	Some creatures can perform mental abilities such as "mind melds." These abilities are all completely roleplaying in nature. Generally speaking, a creature with this ability can instill or remove roleplaying insanity or otherwise "cure" mental damage. This ability cannot be used to tell if another player is telling the truth or to otherwise get around any NERO rule. A player always has the right to refuse to roleplay this skill and can at any time decide to "break off" the contact or be cured. In order to use this roleplaying skill, the players must be close enough to touch each other and be concentrating completely by either staring in each other's eyes or having their eyes closed.  No in-game skills can be performed while roleplaying this.

	Monstrous Strength
	See the chart above for a full listing of the abilities gained by monstrous strength.

	Multi-Packet Attack
	This type of attack allows a creature to throw multiple packets at the same time.  Getting hit with one or more of these packets is treated as getting hit by only one packet.  This type of attack can be dodged.

	Phase
	Some creatures can become non-corporeal for an instant, avoiding an attack as the Dodge skill, and announcing "Phase." Unlike Dodge, Phase can be used even if the creature is completely immobilized, such as if in a Confine, Physical Web or a Paralysis.

	Rift
	This ability allows a creature to travel another place, plane, or time.

	Time Stop
	When a time stop is in effect an encounter wide hold is called.  Once the hold is called everyone in the area is told not to go to one knee and that they can’t perform any IG actions (such as moving) until they hear the words “Time Start.”  Those not affected by the time stop may function as normal during this effect.  During a time stop all counts are paused but players are aware of what is going on unless they are unconscious or otherwise directed by the encounter head.

	Vampire Charm
	Some creatures can charm a person if they can maintain eye contact for 10 seconds.  This power does not require body contact. If a creature in this way charms you must obey all commands the creature gives you as if enslaved.  Spell defenses will not stop a Vampire Charm; however, the racial skill Resist Dominate or Resist Command will protect the character from this effect.  Unless stated differently on the monster card, the effect lasts ten minutes.  This effect is stronger than Dominate, Shun, or Fear. The most recent Control Undead, Vampire Charm or Enslavement effect will take precedent if there is a conflict.


O

Other

1. * NPCing:  If a player is coming to an event to “NPC” a minion for a friend and not as a normal NPC they will be required to pay the event cost as if they were a PC.  If they come as an NPC and wish to NPC as a minion for a friend as well, they may do so if it does not conflict with the needs of monster camp.  If a PC wishes to NPC for another PC they must get prior approval from plot.

2. * Page Status:  You may walk up to a page at any time and knock them to zero body by simply telling them that you are doing so.

Resurrecting:  A newly resurrected character has his or her maximum body points and will awaken from resurrection without any game possessions at all.  If the person chooses they can resurrect with any OOG clothing and items they had on them at the time of their death.

P

Possessions:  

· Anything with a spirit may never be considered a possession, only a hand held item.  The only exception to this is a spirit that has been engulfed.  Thus monster can be disarmed of the person it is holding but they are not both affect by the same confine or imprison spell.  For an item to be considered a possession, the PC or NPC must be able to lift if completely off the ground. Simply resting an object on a body or part of a body does not make it a possession.  In addition, extremely large objects such as cabins are never considered possessions.
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Races 

Mystic Wood Elves:  This race no longer starts off with one less body point. 

Racial Role-Playing:  All of the role-playing guidelines that are in the rulebook are simply guidelines and are not hard and fast rules. If there are any questions as to how your character’s race should be played, the plot committee should be consulted.  Going against these guidelines may result in plot repercussions.  
Racial Changes:

Name Adjustments:


Three races will have their names slightly changed.

· Half Orc is now known as HIGH ORC.

· Half Ogre is now known as HIGH OGRE.

· Mystic Wood Elf is now known as MYSTIC VALE ELF.

Current Racial Ability Changes:

· Gypsy Curse: Gypsy Curse is no longer removable with the death of the gypsy that bestowed the curse; a gypsy or the death of the victim can only remove it.

· Resist Command now takes the place of Resist Sleep and Resist Charm.

· Break Dominate has been added, but only breaks the Dominate spell/poison.  It requires a five count.

· Break Command has been added, Break Charm has been removed.

New Racial Disadvantages:

Requirement: Makeup, Prosthetic, Vocal – Minor/Major

· The requirements of a race’s makeup are now considered to be part of their race package.  Meaning the detriments of required makeup, prosthetics, and costumed are consider as game disadvantages that should be compensated appropriately with racial advantages.  Failure to abide by a requirement is grounds for removal of ones race to human.  It is well within the rights of any campaign to strip a 

Character of their race if they fail to follow and adhere to their Requirement.  Minor and Major are determined based upon 1) Complexity and time to prepare and maintain makeup 2) Cost of Costuming or Makeup 3) And impact on game play.

New Racial Advantages:

Delayed Endow:

· This allows a player to utilize once per time purchased a delayed endow.  This racial skill is as per the spell delayed endow.

Racial Critical Slay:

· This skill allows a user to utilize a critical slay once per day. The damage of this critical slay is 30 damage, and is cumulative to any other critical slays when computing the damage of a critical slay.

Racial Critical Parry:

· This skill allows a user to utilize a critical parry once per day as per the skill Critical Parry.

Racial Threshold: 
· This skill gives the player the ability to state “Threshold” to weapon blows equal to or lower to their threshold, taking no damage from these attacks.  A racial threshold has a value of 2.

Resist Fear:
· This skill allows the user to resist attacks with the word “FEAR” in the incantation or weapon swing once for each time the spell is purchased.

Resist Ice:
· This skill allows the user to resist attacks with the word “ICE” in the incantation or weapon swing once for each time the spell is purchased.

Resist Flame:
· This skill allows the user to resist attacks with the word “FLAME" in the incantation or weapon swing once for each time the spell is purchased.

Racial Weaponry: Claw

· This skill allows a player to utilize 1 one handed “Claw”.   

· Base damage for this claw is 1. 

· If a player has the skill florentine, two weapons or style mastery they may utilize a second “Claw” for fighting.  

· Claws cannot be used with a shield or a weapon. 

·  Proficiencies and backstabs may be added to these attacks as if they were a true weapon.  

· The 1 handed claws are constructed with RED colored tape.  

· Like monster claws, damage inflicted on a player using Racial Weaponry does not reduce body points if the claws are hit with melee weapons.  

· One handed weapons must be a minimum of 20” in length and a maximum of 24".

· Players with Racial Weaponry Claws may carry reps on them; they are considered to be OOG for the purposes of theft and cannot be confiscated by IG means.  

· Claws cannot be used for the skill Waylay.

· Claws are retractable, and can be retracted and activated without a count.

Resist Magic:
· This skill allows the player to resist the affects of a single spell per time the skill is purchased.  This resist only corresponds with spells only - it does not resist arcane attacks, or dragon magics.  A resist magic racial ability allows the resist of battle magic spells, and monster abilities with the “Magic <Spell Name” verbal.

Resist Command:

· This skill allows the user to resist all effects within the COMMAND group as listed in the Effects and Delivery section of this document.

Break Command:

· This skill allows the use to remove any affect within the COMMAND group as listed in the Effects and Delivery section of this document.  This skill requires 10 seconds of role-play with an individual, after which the player can state “BREAK COMMAND” and remove the command affect.

Races and their abilities:

High Orc:   

Advantages:

· Delayed Endow 

Build Cost: 1

· Racial Critical Slay 

Build Cost: 8 

This skill can only be purchased once. 

· Resist Fear 

Build Cost: 4

Disadvantages:
· Requirement: Makeup, Major

· Double Build Cost on Scholarly Skills 

· Requirement, Prosthetic: Minor 

High Ogre: 

Advantages:
· Delayed Endow 

Build Cost: 1

· Racial Critical Slay


Build Cost: 5

· Racial Treshold: 


Build Cost: 10

Disadvantages:
· Requirement: Makeup, Major

· Double Build Cost on Scholarly Skills

· Requirement, Prosthetic: Minor

Barbarian
Advantages:
· Resist Ice


Build Cost: 2

· Resist Fear


Build Cost: 3

Disadvantages:
· Double Scholarly Skills

· Requirement, Costume: Minor

Biata
Advantages:
· Resist Command


Build Cost: 5

· Break Command


Build Cost: 3
Disadvantages:
· Cannot purchase Read Magic

· Requirement, Prosthetic/Makeup: Minor

Dwarf     

Advantages:
· Resist Fire

Build Cost: 3

· Resist Poison

Build Cost: 3 

· Skill Price Reduction: -1 Cost on Armorsmith and Weaponsmith
Disadvantages:
· Requirement, Prosthetic: Minor

· Double Cost for Read Magic

· Weapon Restriction: Two handed Blunt, Polearm, Two handed Sword

Elf     

Advantages:
· Resist Command

Build Cost: 5

· Skill Price Reduction: Elves pay half price for archery.

Disadvantages:
· Requirement, Prosthetic: Minor

· Body Reduction of One

· Weapon Restriction: Two handed Blunt, Two handed Sword
Stone Elf

Advantages:
· Resist Command

Build Cost: 4

· Skill Price Reduction: Stone elves pay half price for archery.

Disadvantages:
· Requirement, Prosthetic: Minor

· Body Reduction of One

· Weapon Restriction: Two handed Blunt, Two handed Sword

· Requirement, Makeup: Major

Dark Elf

Advantages:
· Resist Command

Build Cost: 5

· Skill Price Reduction: Elves pay half price for archery.
· Resist Magic
Build Cost: 6

This skill can only be purchased once.
Disadvantages:
· Requirement, Prosthetic: Minor

· Body Reduction of One

· Weapon Restriction: Two handed Blunt, Two handed Sword

· Requirement, Makeup: Major

Gypsy 

Advantages:
· No Change                

Disadvantages:
· Requirement, Vocal: Major

· Requirement, Costume: Major

Hobling 

Advantages:
· No Change                

Disadvantages:
· Requirement, Makeup: Minor

· Cannot be a fighter

· Weapon Restriction: Two Handed Blunt, Two handed Sword, Polearm

Mystic Vale Elf 

Advantages:
· Resist Command


Build Cost: 5

· Break Command


Build Cost: 2

Disadvantages:
· Must purchase a craftsman skill every level, until five craftsman skills minimum have been purchased.    

· Requirement, Prosthetics: Major (Ears and Horns)

Sarr        

Advantages:
· Resist Poisons

Build Cost: 4

· Racial Weaponry: Claw

Build Cost: 12

· Scenting (No change)

Disadvantages:
· Requirement, Makeup: Major

· Weapon Restriction: Cannot purchase one handed blunt, two handed blunt, thrown weapon, or achery.
Scavenger:
Advantages:
Scavengers possess a special advantage over other races.  A scavenger can purchase 2 racial abilities accessible to any other race.  Scavengers greatly vary from animal to animal form, and no two scavengers are necessarily alike.  However there an important limitation to this, a scavenger’s selection of racial skills must be determined when the character is making and it must be placed into the character database.  Also the racial abilities need to make sense according to the type of scavenger being played.  For example a monkey scavenger might purchase Racial Dodge and some other skill.  A turtle scavenger might purchase a Racial threshold, and owl scavenger might wish Resist Command, a wolverine Scavenger Might wish to purchase Racial Critical Slay, a Bear Resist Fear, a Polar Bear Resist Ice.  The plot committee or owner should agree to the racial skills picked for the appropriate scavenger type.  All alliance campaigns reserve the right to reject a scavenger from their campaign based on the reasonableness of their racial skills.  All racial skills picked by the scavenger are of the best price possible, and at the same limitation as their associated race.

Disadvantages:

· Requirement, Makeup: Major

· Requirement, Costume: Major

· Pays double for scholarly skills
Ritual Magic

1. Banishment:  If a person is randomly banished to a place that does not exist in that chapter then a new banishment roll should be made.

2. Circle of Power:  A person in need of a life spell still needs to be recognized into and out of a circle of power even if they are being held by another person.  

3. Ritual Components:  All ritual components have an aura which makes them easily recognizable as ritual components.  This aura is represented by the attached popsickle stick.

4. Ritual Effects:  The use of any ritual effect that are not presently listed in the ritual system require approval from both plot and rules. 

5. Spell Parry:  This is a ritual effect. It allows the resisting of any spell that hits the wielder of a weapon with spell parry at the cost of using a parry in that weapon. If the possessor of a Spell Parry weapon cannot use it to parry for any reason they may not use the Spell Parry. The user of this effect will call Spell Parry and must turn in both a Spell Parry Tag and a Parry Tag when used.

6. Spellstrike:  No shield can ever be used to spellstrike.

7. Circle Lock:  This ritual links an item to a circle so that it cannot be removed from it.  This ritual also marks the item with as per the mark ritual.  This mark must be noticeable on the outside of the item so that anyone seeing will know that it is a circle locked item.

8. Permanence Rituals: Both earth and celestial permanence rituals extend the ritual magic on an item by 100 years.  Note that the length of this ritual on an artifact is set by plot.

9. Render Indestructible Improved Rituals:  Both earth and celestial render indestructible improved rituals make an item indestructible for 100 years. Note that the length of this ritual on an artifact is set by plot.

Undead PCs: Undead characters cannot transfer to other chapters.  Any player who believes there is a chance of casting “Transform to <undead>” during an event must contact the local plot committee before the ritual begins.  Once transformed the character most likely will be required to become a plot controlled NPC.
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Skills

· Craftsman (Type):  The cost for this skill is 2 build.  [~~Makes it so people will by this skill and also fixes problem with MWE losing 20% of build.]

· First Aid:  Requires contact with the target’s torso or at least the ability to touch the target’s torso if the target does not wish for body contact.  The user must role-play this skill for the full 60 seconds.

· Healing Arts:  Creatures that are not healed by cure wound or life effects are not affected by healing arts.  If healing art is attempted on such a creature they are to respond with “no effect.”  Creatures with no metabolism or that are healed by necromancy include undead, golems, and other magical constructs.  This skill can also detect drain.

· Labs:  Labs are non-mobile and can only be used when an event is taking place where the lab is available.  If there is any question on wither or not the lab is available it is becomes a plot decision.  Labs cannot be stolen or destroyed without plot permission.

· One Handed Master:  This skill only costs 9 build for rogues to buy.  [~~ At this time it only costs a rogue 9 build to buy one handed Edge and one handed blunt but the one handed master skill costs 10 points.]

· Critical Attacks, Weapon Proficiency, and Critical Slay:  These skills now function the same as the master versions of the skill. 

· Critical Slay/Parry:  The damage of a critical slay is equal to 20 + 10 for each slay the person has he skill to use (OR 10 + 20 per slay).  If a bow and arrow or thrown weapon is in hand a parry may NOT be used at a distance.

· Dodge:  A dodge will not work against a successful waylay.

· Pick locks and Disarm Traps:  These skills are now combined into one skill which costs one build more then the current cost for disarm traps.
Skill, Additions and Changes:


Please note other new skills can be found under Racial Additions and changes.

Skill, Additions:

Bind Person:  (Cost F 3 R 2 T 3 S 4)

· A person with this skill can tie others with a rope or chain.  The effects of this are the same as a pin, bind, or web effect depending on which the person using this skill wishes to create.  To use this skill they must have a rope or chain no shorter then 6 feet in length or a set of handcuffs.  The person using the skill must then role-play tying the victim for 60 seconds although they are not to actually tie the victim.  At the end of the 60 seconds they are to tell the victim wither they are pinned, bound, or webbed and the victim must carry the rope, chain, or handcuffs to signify this.  If the victim resists the skill any time during the 60 seconds or person using the skill stops for any reason then the 60 second count must be started over.  Handcuffs must have a pick-able lock attached to them to be used.  A person can be cut out of rope with a sharp weapon on a 5 count.
Brawling:  (Cost F 8 R 10 T 12 S 16)

· This skill allows a player to utilize 1 one handed “Fist”, and fight with them as if they were their fists.  Base damage for this fist is 1.  If a player has the skill florentine, two weapons or style mastery they may utilize a second “Fist” for brawling.  Brawling cannot be used with a shield or a weapon.  Proficiencies and backstabs may be added to these attacks as if they were a true weapon.  However 1-handed claws in this case are BLUE not RED colored.  Requiring BLUE tape.  Also weapon swings that hit a BRAWLING user’s blue weapons, do full damage against them.  One-handed weapons must be a minimum of 20” in length and a maximum of 24".  Players with brawling may carry brawling weapons on them; they are considered to be OOG for the purposes of theft and cannot be confiscated by IG means.
Escape:  (Cost F 4 R 2 T 4 S 4)

· Escape allows a person who has been incapacitate via the bind person skill to escape their bonds.  Utilizing this kill the person simply states ESCAPE, dropping the bonds that signify their incapacitation.  A person can immediately move to extricate themselves from their situation (i.e. run for the hills), but the tag or card must be shown at the first available opportunity to a marshal, staff member, or the person from whose bonds from which they escaped.  This skill can only be used once per day for each time it is bought.

Combat Skills: New

Below are a series of approved combat skills to be added into Nero Alliance Campaigns.  In many cases the skills below are simply spellstrike type skills with a build cost attached to them.  In order to convert them into skills they must have a few changes applied to them in order to keep game balance in check.  Some skills are only available to the fighter or rogue class.   These new combat skills have been introduced to add More flair and intricacy to Nero Alliance combat, to slow down combat by adding forethought into melee, and decreasing damage calls utilized by many of the current players in the game.  This new system also requires the skills Critcal/Slay and Backstab/Dodge to be separated creating 4 skills now Backstab, Dodge, Critical Slay, and Critical Parry. 

Guidelines for using and purchasing a combat skill:

· Many Combat Skills must use the words “Prepare to Die” before the combat skill is called off.

· Many combat skills use the following incantation as they are used “Prepare to die <Combat Skill Incantation>

· Player must possess a weapon in hand and weapon skill in said weapon to utilize a combat skill.

These skills do not work with the skill Brawling, but do work with the racial skill Claws.

· All skills require a basic number of proficiencies or backstabs in order to purchase the skill. Once the number of proficiencies has been met the skill that has been purchased may be purchased as much as the player desires but, the number of times a single skill has been purchased can never exceed the number of proficiencies (or backstabs in the case of a rogue skill) a player possesses.  Some have further limitations on how often they can be purchased.  The term “Can be purchased to no limitation” means they can be purchased the number of times equal to the proficiencies or backstabs possessed by a player, once the base amount of proficiencies or backstabs has been met.

[Example: Character with 5 proficiencies could purchase the skill critical parry a maximum of five times.  A character with one proficiency could not purchase critical parry because they have not met the prerequisite need of purchasing two proficiencies to purchase a critical parry.]

· All skills are termed Rogue skills or Fighter Skills.  Rogue skills require a player to purchase backstabs to get the skill; Fighter Skills require proficiencies to be purchased to gain the skill.

· If a price is not listed for a class, it cannot be purchased by that class even if the player of the class has purchased the prerequisites for that skill.

· In order for a combat skill to take an affect on a target, you MUST land a valid Nero Alliance blow on your target.  For example attacks on weapons, shields, or invalid target areas (Head, hand, groin) will not cause the Combat Skill to take affect.

· All skills are blocked by a magic armor, if the target possesses the protective.

Assassinate (Cost F - R 5 T 8 S -) Rogue Skill

· As per current assassinate rules, with the exception that to calculate damage it is base 10+20 per assassinate purchased.  This skill can be purchased once for every 2 backstabs purchased.  This skill does not require prepare to die to be stated before using.

Cripple Limb (Cost F 5 R 7 T 8 S -) Fighter Skill

· This is in essence a spellstrike wither limb, however it is not necromantic. It merely stuns the limb


(see the wither limb change) an can be remedied per the same resolution of a wither limb spell.  The incantation to use this skill is “Prepare to die Cripple <Limb>.”  Only a specified right or left leg/arm is a valid target.  This skill can be purchased with no limitation once a player has purchased 3 proficiencies.

Critical Parry (Cost F 5 R 7 T 6 S -) Fighter

· As per current Critical Parry rules.  This skill may be purchased to no limitation one a player has purchased two proficiencies.

Critical Slay (Cost F 5 R – T 8 S -) Fighter Skill

· As per current assassinate rules, with the exception that to calculate damage it is base 10+20 per critical slay purchased.  This skill can be purchased once for every 2 proficiencies purchased.  For the purposes of calculate damage a racial critical slay purchased by a High Orc counts towards the number of critical slays.

Disarm: (Cost F 4 R 4 T 6 S 9)
Fighter and Rogue Skill

· This skill can be purchased each time a person acquires a proficiency or backstab.


This skill is equivilent to the affect of a disarm spell.  The user swings their weapon stating  “Prepare to die! Disarm <Hand held object>”.  For the purposes of game affect, it is exactly as the Disarm Spell.

Dodge: (Cost F 15 R 8 T 12 S 30)
Rogue Skill

· As per current skill, a player can purchase a dodge for every 2 backstabs they possess.

Evade: (Cost F – R 4 T 5 S 8) Rogue Skill

· Evade can be used to evade any weapon attack that has scored a valid hit.  Evade cannot be used to nullify a waylay, assassinate, or any weapon attack preceded by the words “Prepare to Die”.  It is used to block weapon swings such as “10 normal”, “15 drain”, “6 magic” etc.  When the recipient of a valid hit they must state “Evade” loudly and clearly.

Eviscerate (Cost F 10 R – T 15 S -) Fighter Skill

· This attack when successful moves the target to –1 body.  The body can be healed if applicable.  An eviscerate uses the following incantation before used:  “Prepare to die: Eviscerate!”  Eviscerate 

Can be purchased once for every four proficiencies a player has purchased.
Riposte (Cost F 10 R 12 T – S -) Fighter and Rogue Skill

· This defensive maneuver allows the recipient of any melee attack redirect the force of his or her blow against them.  Similar to a REFLECT MAGIC, when RIPOSTE is called when a valid NERO ATTACK is successfully landed on the player… the attacker takes the full brunt of his or her attack instead of the player initially hit.  This skill works on all basic damage swings, as well as all prepare to die maneuvers.  This skill will not block a waylay or an assassinate.  A riposted skill sent back at its user can be blocked by a parry, magic armor, or riposted in return.  A riposte can be purchased by a fighter once they have acquired 3 proficiencies, and once for every three proficiencies the attain after that…  A rogue can purchase a riposte once for every 4 backstabs they have purchased.
Shatter (Cost F 6 R 6 T 7 S 10) Fighter and Rogue Skill

· Affect follows legal Nero strike – is not used up until strike occurs.  Can also be used on item not possessed by player (shield on ground, lock on door).  Change verbal to, “Prepare to die, shatter <item>.”  Shatter can be purchased once three proficiencies have been puchased by a player, and there is no limitation to the amount of times it can be purchased.

Spells and Spell Casting:

· Blade Effects - You are only ably to have 1 blade effect on your spirit at a time.  Whenever a new one is placed on a spirit the old one is considered used.

· Line of Sight - All line of sight spells end 5 seconds after the caster has become unconscious or is no longer in direct view of any part of the target.  Whatever is blocking this view must be an immobile object such as a hill or building.

· Casters may now cast spells until all of their armor, body, and protectives are consumed.  Spells are no longer disrupted when taking damage from weapon blows.  This is in order to decrease the amount of Battlefield arguments as to when a player has taken body damage or not.  

· New Celestial Damage Amounts:  All call forth spells will now do 5 points of damage per level accept for magic storm which will do 10 points.

· New Earth Healing Amounts:  All healing spells will now do the following amount of healing: Cure Light Wounds - 2 points, Cure Wounds - 5 points, Cure Serious - 10 points, Cure Critical - 20 points, Cure Mortal - 30 points.

Ed. Note: See the Effects and Description section for additional Spell and Spell Casting changes.
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Templar Skills Cost Reduction:

Below are suggestion costs for the reduction of prices on the templar class in order to facilitate more flexibility in playing.  It makes the templar class the jack of all trades class, giving them access to some of the rogue abilities.  However to preserve the integrity of the rogue class, the cost on obtaining alchemy for a templar has been increased.  This should allow for a variety of more templars to emerge, swashbuckling templars with slays and dodges, and shift charlatans who keep to the shadows and summon forth powerful magics.

For all price changes: No change in spell costs, weapon costs, and most skills, and templars receive no break on the cost of weapon mastery.

The below chart includes a reduction in thief skills, warrior skills, with a additional cost to alchemy.

	Skill
	8th ed Temp
	Alpha

	None
	0
	

	Armorsmith
	3
	3

	Evaluate Item
	6
	5

	Craftsman
	3
	3

	Weaponsmith
	3
	3

	Herbal Lore
	5
	6

	Alchemy
	5
	6

	Create Potion
	4
	4

	Create Scroll
	4
	4

	Disarm Trap
	9
	6

	Pick Locks
	9
	6

	Create Trap
	5
	5

	Break Charm
	2
	2

	Detect Celestial Magic
	3
	3

	Gypsy Curse
	2
	2

	Resist Charm
	3
	3

	Resist Poison
	4
	4

	Resist Sleep
	2
	2

	Archery
	12
	12

	None
	0
	0

	One Handed Blunt
	5
	5

	One Handed Edged
	7
	7

	Polearm
	10
	10

	Shield
	7
	7

	Small Weapon
	2
	2

	Staff
	4
	4

	Thrown Weapon
	4
	4

	Two Handed Blunt
	8
	8

	Two Handed Sword
	12
	12

	Florentine
	8
	8

	Style Master
	15
	15

	Two Weapons
	4
	4

	Weapon Master
	18
	18

	One Handed Master
	10
	10

	Two Handed Master
	14
	14

	Wear Extra Armor
	2
	2

	Astrology
	3
	3

	Read and Write
	3
	3

	Read Magic
	4
	4

	First Aid
	2
	2

	Healing Arts
	2
	2

	Prof +1
	15
	15

	Prof +2
	35
	35

	Prof +3
	60
	55

	Prof +4
	85
	75

	Prof +5
	110
	100

	Prof +6
	135
	125

	Prof +7
	160
	150

	Prof +8
	185
	175

	Prof +9
	210
	200

	Prof +10
	235
	225

	Slay x1
	15
	15

	Slay x2
	30
	30

	Slay x3
	45
	45

	Slay x4
	60
	60

	Slay x5
	75
	90

	Master Prof +1
	23
	23

	Master Prof +2
	51
	51

	Master Prof +3
	83
	83

	Master Prof +4
	115
	115

	Master Prof +5
	147
	147

	Master Prof +6
	179
	179

	Master Prof +7
	211
	211

	Master Prof +8
	243
	243

	Master Prof +9
	275
	275

	Master Prof +10
	307
	307

	Master Slay x1
	18
	18

	Master Slay x2
	36
	36

	Master Slay x3
	54
	54

	Master Slay x4
	72
	72

	Master Slay x5
	90
	90

	Waylay
	12
	12

	Backstab +2
	30
	15

	Backstab +4
	60
	35

	Backstab +6
	90
	55

	Backstab +8
	120
	75

	Backstab +10
	150
	100

	Backstab +12
	180
	125

	Backstab +14
	210
	150

	Backstab +16
	240
	175

	Backstab +18
	170
	200

	Backstab +20
	300
	225

	Dodge x1
	20
	15

	Dodge x2
	40
	30

	Dodge x3
	60
	45

	Dodge x4
	80
	60

	Dodge x5
	100
	90

	Hobling Dodge
	10
	10

	Strongarm
	10
	10

	None
	0
	0

	Weapon Skill
	7
	7

	Weapon Style
	7
	7


Traps/Poisons

· Concussion Traps:  These traps function exactly like fire and acid traps accept that no items in the area of effect are destroyed.  Damage from this type of trap can be stopped by a magic armor but it cannot be dodged or parried. 

· Fire and Acid Traps:  Damage from these types of traps is not blocked by an elemental shield.

· * Massive Traps:  Damage from this type of trap is not stopped by a magic armor, may not be parried, and cannot be dodged.

· * Typo:  The section about gases says to read about traps on page 67.  It should say page 82.

· Unset Traps:  Unset traps may not be triggered in any manner.  This includes being shattered or destroyed.  The only exception to this is a trap that is in the midst of being set up.  Under these circumstances the trap may be set off but it only affects the trap setter as per the rulebook.

· *Alchemy Packets and Tags:  Alchemy tags should not be directly attached to a gas packet.  After a gas packet has been used the user is required to turn over an alchemy tag during the next tag hold.

V

Visual Effects:  

· The effects of Bind, Confine, Imprison, Paralyze, Pin, Web, Wall of Force, Wizard’s Lock or Ward, Circle of Power, Gaseous Form, Spirit Form, and Non-Corporal Form are all visible to any viewer while it is in effect.  The viewer must now take the time to observe it (they must ask the affected player).  You cannot call a hold to determine whether any visible effects are present although you may ask during a preexisting hold if you can see the effected person.  The questions you may ask are: “Are you bound?  Are you confined?  Are you imprisoned? Are you pinned?  Are you webbed?  Are you paralyzed?  Do I see any effects on you?  What effects do I see?”  These are all OOG questions.  Note that chanting is no longer acceptable.  An example of chanting is, “Imprison...Imprison...Imprison...”

W

Waylay:

· You may not waylay with any item except the following: one-handed edged, one-handed blunt, small weapon, and waylay specific. Two-handed weapons, staffs, bows, crossbows, arrows, thrown weapons, claws, and shields may not be used to waylay.

Weapons

1. *Boulders:  These weapons call normal damage and do a base damage of 4 points.  They may only be used by creatures with +1 or better strength and the thrown weapon skill.  Otherwise they are treated like any other weapon attack.  These weapons must be made completely out of open cell foam with no dimension smaller the 12 inches.

2. * Phys Reps:  If a phys rep breaks and it is not an unshatterable item in game then the item breaks in game. This includes but is not limited to weapon phys reps. If the item is unshatterable a short hold may be called to exchange phys reps if another phys rep is immediately available.

3. * Archery:  Packet arrows and bolts may not be orange.  If an arrow or bolt hits a two handed weapon being held by a person with only one hand it counts as a hit.

4. NPC Weapons:  An NPC weapon or shield without a tag may be used by PCs, but only for the duration of the battle in which it was taken from the NPCs. So if your weapon gets shattered and you can disarm an NPC, his weapon may be used for that battle. This may be extended to cover a module if so desired by the director of the module.  If the NPC needs the weapon the can take it back from the PC during the next hold even if the battle has not ended.

5. * Weapon Materials:  No single-handed weapons may be made from aluminum pole.  Aluminum is not flexible enough for these shorter weapons (unlike longer, two-handed weapons where it may be allowed.). The only possible exception to this is the spear, in which case it is judged by the weapon marshal.  Although the staff is a two-handed weapon, aluminum pole is not permitted as a core material.  Due to the particular way a staff is wielded, bending of the pipe becomes problematic; therefore only PVC pipe may be used in the construction of a staff.  Fiberglass and graphite poles can sometimes be used as weapon core material.  This is at the discretion of a weapon marshal.  Heavy aluminum pipe, newspaper, and metal wire are not acceptable weapon making material.

6. * Weapon Size:  No weapon other then a thrown weapon may have an overall length smaller then 20 inches.

7. * Combination Weapons:  Weapons that combine the function of two or more different types of weapon are not allowed.  Examples of this include crossbow/shields and polearm/shields.

8. Padded Damage:  Instead of causing normal damage you can swing “padded.”  This causes no damage to the target. 

9. Rocks: Base damage is 1.

10. Thrown Weapons other then Javelins: Base damage is 2.

Javelins: Base damage is 3.
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