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Joey Payne and Trey Martin
Mission Statement
It is our goal to create and maintain an enjoyable, consistent, fair, challenging and totally immersive live-action role-playing environment in the genre of Horror fantasy.

Dedication

This game is dedicated to the loving memory of Jason Payne, Bart Howell, Leslie Bowen and Brian Poss.
“Life is a grand adventure!”
Special Thanks to those who hung out at odd hours of the day and night dreaming our dreams with us... you know who you are!!!  
Copyright 2010, 2008, 2007, 2006, 2005, Most rights reserved.

Printing Permissions
We recommend each player possess a thorough knowledge of the contents of this rulebook. In other words… KNOW THE RULES! Knowledgeable Player Characters (PCs) enjoy themselves more and will build bigger names both in and out of play.  We strongly encourage you to print this document and share it with anyone you know who is considering playing Rendezvous XE "Rendezvous" ! As such we grant printing rights to this document for personal, non-profit use only. This is our gift to you, the player, for your interest in our LARP XE "LARP" . 

(LARP XE "LARP"  is a Live-Action Role-Playing game. In a LARP, you (the player) create and portray a character that lives in a fantasy world.)
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Introduction 

Welcome!!! 321LayOn.com is proud to present our first campaign for your LARPing enjoyment: Rendezvous XE "Rendezvous" !
What is Rendezvous XE "Rendezvous" ?

In the 1800’s trappers roamed through the Virginia Mountains trapping and skinning the local wildlife. For weeks and sometimes months these men would ruggedly travel in harsh climates and hostile territories to ply their trade. Once a month merchants would travel to the edge of this harsh, unexplored wilderness and trappers would come from miles around to buy supplies, sell their furs or simply have someone to talk to other than their mule. These were called rendezvous and lasted anywhere from a weekend to a week. At the end of a rendezvous the trappers would once again head back into the mountains to ply their trade for the next rendezvous.

The game of Rendezvous XE "Rendezvous"  has much of the same feel as the trapping era of days gone by. The campaign, itself, takes place between two great kingdoms (Jan-I and Kalamis) that have recently discovered each other’s existence. Separating the kingdoms is a mountain range that was once the home to the Dwarven people who hates anything non-Dwarven. In the middle of this range is a recently discovered valley of fairly large size (bigger than Tennessee), in the northern center of which is where the actual Rendezvous campaign takes place. No one knows what horrors lurk in the valley, as only small exploratory forces have been sent out, many never to return. The PCs represent the first attempt to start an actual town and set up a very small fort as a halfway point between the two kingdoms. 

Unlike other LARPs that depend heavily on Non-Player Characters’ (NPCs) influence, we, the staff of Rendezvous XE "Rendezvous" , believe it should be the players who drive the storyline and affect how events turn out. To aid in this, the help of either kingdom is located a full three months (month and a half there and back) in any direction. It is up to you, the player, to keep your city guarded, homes safe and pockets full because there is no cavalry coming in time. 

Besides trying to simply stay alive and make a living, you will encounter everything from Orc tribesmen to Bahle XE "Bahle" s attempting to possess you and take your spirit. Sometimes the very plants, themselves will awaken to try and strangle you in your sleep; or, perhaps your cabin mate simply goes mad one night and slits your throat while you’re not looking. In the world of Rendezvous XE "Rendezvous"  anything can and usually does happen. 

Rendezvous XE "Rendezvous"  is a gritty and fully immersive LARP XE "LARP"  with a very dark horror twist to it. Young and old need to be aware that our goal is not only to entertain you with story, action, fully interactive encounters, superb makeup and great special effects, but to also scare you and make you wonder what may be lurking in the shadows.
Code of Conduct
321LayOn.com and the Staff of Rendezvous XE "Rendezvous"  are committed to ensuring that all staff and players are treated fairly and will not experience inequality, prejudice or discrimination on the grounds of their: age, color, disability, family responsibility, gender, health, marital status, nationality, race, ethnic group, religion or belief, sexual orientation, social background, unrelated criminal convictions or any other irrelevant criteria. Note—it is important to realize the difference between in-game (also referred to as in-play) and out-of-game (also referred to as out-of-play) prejudices. Our equality statement applies to players—not characters. For example, it is okay to discriminate against a character because he is an Elf, but is not okay to discriminate against a player because of his/her real world ethnicity. 

The Player Honor Code

I will not cheat.

I will not metagame.

I understand that this is just a game.

I am here to have fun and to help others to have fun.

I will not bring my personal out-of-play drama to the game.
I will keep safety as my top priority when engaging in combat or other physical activity.
Sportsmanship—the Three-Strike Rule

Any staff member may, at his/her own discretion, may award a Strike to any player for any action which s/he feels violates the spirit of good sportsmanship or the Player Honor Code. If you gain three Strikes over the course of a weekend for any reason, you will be immediately removed from play and may be asked to leave site at the sole discretion of the Director. A player who gains any strikes may have their invitation to Rendezvous revoked on a temporary or permanent basis, depending on the degree to which said player displayed poor sportsmanship and/or violated the Honor Code.
Minor Players

All players under the age of 18 must accompanied by an approved guardian over the age of 18, and must have a signed parental permission slip. Note—a minor player may not participate unless this permission slip is signed IN PERSON by the minor's parents and witnessed by a full staff member. 

Story Team’s Creed

I am not here to win—I am here to entertain.

All players deserve equal treatment no matter their skill level or time spent at Rendezvous.

My personal feelings shall never interfere with my performance.

We perform for the players, not for ourselves.

Safety is our top priority.

The Oracle

The Oracle is our one-stop place for questions and logistics issues.  Once the game begins, if any player has a question that does not relate to an encounter that is being run by a story team member, please go to the Oracle building (usually where we locate our Monster Town) and have our Oracle (rotating member of staff) answer your questions.  The Oracle should also be consulted when wanting to report a stolen item, report a character death, make a crafting item, or work a community enhancement shift.
Working for the Game

Rendezvous XE "Rendezvous"  is more than just a game that we (the Staff) create for you (the Players). Rendezvous is a joint effort of Staff and Players to create an environment that is fun for everyone.  Although our staff is dedicated to your entertainment, there are only so many of us to go around. Your assistance during each event is quite necessary for us to keep the entertainment going and yet keep things running smoothly behind the scenes.

Community Enhancement Shifts

All players are required to complete at least one Community Enhancement Shift per game weekend. A community enhancement shift is two hours long and may include monstering, helping out in the tavern, cleaning up around the site, or any other task that needs to be done at the time. Failure to complete at least one community enhancement shift during a game weekend will result in the loss of all experience points gained during that weekend. After you have completed your first community enhancement shift for the weekend, you may choose to complete additional shifts in exchange for various in-game and out-of-game benefits:
Resting:  Any player may complete an additional community enhancement shift and say that his/her character is resting. Resting characters regain 60 of any combination of Body, Skill and Mana points.
Resource Gathering:  Any player may complete additional community enhancement shift(s) and say that his/her character is gathering resources. Characters may gather resources at the base rate of up to five resources for each shift completed. 
Player Awards 
How to Earn Player Awards (PAs)
Player Awards are a form of currency that is given to players in exchange for efforts that benefit the game. There are several ways to earn Player Awards:

Community Enhancement Shifts:  For each additional (beyond the first) community enhancement shift that a player works that is not designated for resting or resource gathering, the player will receive up to five Player Awards. 

Spending Real Money:  The game often needs fetishes (spell packets), phys-reps, make-up and other supplies that must be purchased for real money. If you wish, we can arrange for you to purchase some of these supplies for us, and in exchange we will give you Player Awards on a two PA for one dollar basis. Purchases of this sort MUST be approved in advance, and you must provide receipts for what you purchase.

Out-of-Game Craftsmanship:  If you can make quality weapons or costuming or any other difficult to produce or acquire item, we will pay you in Player Awards. The number of awards that you will receive for specialty work of this sort is negotiable (in advance only). Let us know if you can (and are willing to) do this kind of work.

Miscellaneous Awards:  All Staff Members have the ability to make minor Player Awards (5 – 10), subject to the review of the Director. These awards must be recorded on the character sheet in the staff section and must have a clearly recognizable staff member’s signature.

Spending Player Awards

There are also lots of ways to spend your Player Awards.

Races and Backgrounds:  PAs may be used to purchase races or backgrounds at the beginning of a new character creation.

Stuff:  PAs may be spent to purchase various minor in-play items (such as potions, alchemical agents, scrolls, etc.).
Below is the current approved list for spending PAs, excepting racial costs:

	Player Award
	Cost
	When Available and Maximum # to Purchase, when applicable

	Intensive Training: 10 bonus starting XP
	25
	At Character Creation

	Heirloom Indestructible: Normal indestructible weapon
	50
	At Character Creation

	Notoriety: The character has done something or knows someone that gives him/her the beginnings of a reputation. It could be anything from doing a foolish act to having a skilled artisan as a relative… giving the character a chance to boast, or perhaps someone might already know him/her (which is not always a good thing). Story Team approval required.
	50
	At Character Creation 

	Mentor: Allows the character to have a teacher of a skill up to Level 5 of a skill.
	50
	At Character Creation

	Minor Lab (10 Skill Points) per event
	100
	At Character Creation

	Child of a Noble: The character’s parents are landed nobility somewhere outside the Rendezvous valley.
	100
	At Character Creation

	Peerage:  The character has been granted a noble title by Kalamis or El Jerihad to work to claim territory under their title in the Rendezvous valley.
	250
	At Character Creation

	Common Reagent
	5
	15 per event

	Uncommon Reagent
	10
	10 per event

	Semi-Rare Reagent
	15
	5 per event

	Healing Potion (10 Body Points)
	5
	5 per event

	Bandage x 10
	5
	5 per event

	Normal Weapon
	5
	5 per event

	Smelling Salts (5)
	5
	5 per event

	Slugs (5)
	5
	5 per event

	Armor Suits
	
	Each player may purchase 2 sets of backup armor per event in any combination, but only 2 suits may be purchased.

	Light
	5
	

	Medium
	10
	

	Heavy
	15
	

	10 point non-rechargeable wand
	15
	1 per event for 2010 season

	Level 1 Key and Lock
	5
	1 every other event

	Level 2 Key and Lock
	10
	1 every 3 events

	Metallic Animal
	10
	1 every 3 events


Character Creation
Character Basics

Characters and Consequences: Everyone wants his or her character(s) to live forever. But, it wouldn't be much of an adventure if the possibilities of permanent character death (or worse) were not present. So, here are a few things to be aware of in regards to the life of your character:

· Whoever said life was fair? For a game based on high adventure to be challenging and fun, there must be a risk of negative consequences for characters. As a staff, we will always endeavor to be as fair as possible to all PLAYERS, but remember that you and you character are not the same. What may seem very unfair to a character may nonetheless be deemed fair to the player.

· You asked for it. You got it... If you go and punch a dragon in the nose, you WILL get eaten. If your character does something that would logically (in the opinion of the ruling marshal) result in a negative consequence to your character, then that negative consequence WILL be applied to your character. Some negative consequences are permanent, and there is no guarantee that such a consequence will be made reversible. Think your character's actions through and remember: If you ask for it, you just might get it.

· Sometimes, you just can't win... Or can you??? Sometimes there will be situations and encounters that you simply cannot win through combat. Refer to the aforementioned dragon for a good example of this. BUT, just because you cannot beat up a monster or NPC does not mean that you cannot defeat them. Use your brain and remember that there is no such thing as an unwinnable scenario.

Role-Playing in Rendezvous XE "Rendezvous" 
If you have not already done so, please review the “Known World of Rendezvous” information in the Player’s Travel Guide (located in the Rules and Resources link of www.321LayOn.com). This will provide you with a thorough working knowledge of the game setting. Because we are trying to keep a consistent storyline and provide you the player an immerse experience, there are some things that should be considered about the overall tale and how your character was raised: 

· In the world of Rendezvous XE "Rendezvous"  there are really very few unknown maji because the Collegiate School of Majik tracks them down. (Maji are characters who have learned Level 6 or higher in one or more of the nine schools)

· In the Sulanni (Sun Elven) Empire, no commoner may train with weapons beyond a town militia level as weapons lead the weak to uncompassionate acts. Members of the United Races tend to be very respectful to Sulanni.

· The Tween is so dangerous that good and evil groups will work together to defeat it. Although typical loners, necromancers are honored for their role in guarding the graveyards from the Tween.

· Druids are group of twisted plant supremacists that are hunted for their crimes against the races. Those who use majik of the Nature School are called Naturalists.

Character Rules Overview—Below are some basic rules governing our character creation system:
· Players are allowed to have three characters on the books at this time.

· Every character starts with 30 XP. 

· We want you to have an immersive and challenging experience throughout the career of your character; therefore, the maximum Experience Points (XP) any character may have at this time is 330 XP on your character sheet. Limiting a character in this way allows the staff to plan ahead and make sure the game never gets dull or over-powered.  

· You MUST have an in-play teacher for all skills (except those you start with). The person doing the teaching must have the skill on his/her character sheet. The only exception is racial skills, which do not require a teacher.

· Since there is no level in Rendezvous, the purchase of health (body points), proficiency (skill points) and arête (mana points) is completely up to you. The number you receive per XP is determined by your race.  When designing your character you should always leave enough of your 330 XP to make sure you have enough of the body, skill or mana points you need, or you may find yourself needing it at a very unfortunate moment.

· Once you have a skill on your character sheet, you must keep it for three full events before you can sell it back.

· When you sell back a skill, you do not receive the XP back for the skill. The skill disappears from your memory and no longer counts toward your 330 point maximum.  In this way if Joe the fighter wants to become Joe the majus, he should slowly start to sell back his fighter skills and gradually buy majik skills.  This simulates your character gradually forgetting how to perform some skills as you learn new ones.

· If a skill that you are selling back is a lower prerequisite for a grouping of skills, all the skills (and XP) dependant on that skill will be lost if the skill is sold back. So if you want to sell back skills, abilities, spells, etc., it is a good idea to start at the highest level of mastery first then work your way down. Otherwise, you may find yourself horribly weakened from the loss of multiple skills, spells or abilities. (Example: Dedicate is the prerequisite for all clerical majik.  If the character ever loses the Dedicate skill then all of the character’s clerical majik and abilities will be removed from the character record at once.) 

The Character Record
At the beginning of each event you will receive your character sheet and any applicable tags. Please keep it on your person at all times and turn it in when you check out at the end of the event. Some info on your character sheet includes:

· A list of all your skills, spells and abilities. 

· Your maximum health, maximum mana, maximum skill points, total faith points (if any) and death count  

· A story section that is for the story team to fill in any curses, insanities, effects permanently placed upon you, etc.

· A place for community enhancement and what you have earned.

· Some other odds and ends you’ll learn about later including malevolence and sportsmanship.

Gaining Experience
A character starts with 30 Experience Points (XP) and throughout their time at Rendezvous can gain up to 300 additional XP for character development.  Gaining experience is the way that a character learns. XPs are used to purchase new skills and abilities. Any player who shows up and pays his/her entry donation, completes their required community enhancement for the weekend, and checks out "clean" at the end of the event, automatically earns the minimum XP base listed below:

If a character has between:

30 and 130 XP:  3 XP base

131 and 230 XP:  2 XP base

231 and 330 XP:  1 XP base

The maximum XP a character can earn for an event if a character has between:

30 and 130 XP:  10 XP max

131 and 230 XP:  9 XP max

231 and 330 XP:  8 XP max

A character may also earn additional XP by doing any or all of the following:

· Human characters receive a BONUS of 1 additional XP per event.

· A Master of a class may award 1 XP to any ONE of his Apprentices, completely at his/her own discretion.

· A Victory Condition was met.

· Story Team award. If there is a critical need for help, Story Team members may announce the award of 1 XP to any players in the area (on a first come basis). This is a random occurrence and is determined by the needs of the moment. 

· Role-playing Award: The Director may award a bonus XP for FANTASTIC role-playing. 
Each event one or more “Victory Conditions” will be pre-determined. They will not be announced, but characters paying close enough attention to the story should be able to figure it/them out. Some conditions are game-wide, and some are module-based. For a game-wide victory condition, if any person or group meets that condition, every character that attends the event will automatically receive the victory condition XP award.  For example, if a gibbering mouther (generic monster example) invasion occurs and the queen gets killed, all who attended the event would get an XP.

Module conditions work the same: If a condition was met, all who participated in the module would receive the XP. This is not to say that all modules will necessarily have a victory condition; it may be that completing a series of modules satisfies a victory condition.

Building Your Character

Character Concept: The first and most important part of creating a character is to determine your character's "concept." Are you a mighty warrior or a powerful wizard? Are you a cowardly rogue or a pious cleric? What is it that you want your character to "do" in the world? These initial decisions will affect every other aspect of your character. Sure, you can just create Joe, the Fighter, but if you really want to breathe life into your character, a good, solid concept is essential.

Character History: Almost as important as your character concept is your character’s history. We recommend that you submit a 1 – 2 page character history for use by the Story Team when making behind-the-scenes determinations about your character. This is not required, but would helpful to our Story Team. The Story Team must approve all character histories before they are considered valid. If your history is inconsistent to the game world or is inappropriate in the opinion of the Story Team, it may be returned to you for revision. You do have an immense amount of leeway with the details of your history, but we want to make sure that all histories fit into the framework of the game world we have created. Note—if you need assistance in creating a character history, please visit our online forums and visit the “Creating a Character History” message group. 

Races 

One of the most important decisions affecting your character’s concept will be choosing your character’s race. There are many races in the known world, but Humanity is by far the most dominant. Other races are not uncommon, but there is a subtle social stigma in many Human-controlled regions against some non-Humans. Legally there is no difference. After all a citizen is a citizen… but the reality is that many Humans still hold a cultural prejudices against the civilized non-Human races that date back to ancient times. 

Race Restrictions

There are no capacity (cap) restrictions on Humans. We do, however, restrict the players who play non-Human races in a number of ways. The most common non-Human people living in our world are Elves, with Dwarves being a close second. Halflings and Orcs closely follow these. There are no cap restrictions on playing any of these races. 

· However, caps (in the form of a percentage vs. total player population) for many of the other races are in place to ensure consistency with the overall story.

· Another restriction is some of the more unusual races must be purchased in character creation through the use of PAs, which are earned through volunteer work and donations. Our philosophy is the people who volunteer and work the hardest for our gaming community should have the opportunity to play the rarer races. 

· There are no size restrictions regarding player height for any of the races. We do strongly request that you role-play your characters size. 

· Any 0 XP racial skills are required for your character to play that particular race.

Below are rules for all playable races in the world or Rendezvous. Some races have multiple cultures, breeds, etc. These variations are referred to as bloodlines.  If a race has more than one bloodline (excepting dwarves), each is described separately.

At this time, Rendezvous offers 14 different PC races: 
	Barbarous Vistani
	Orcs

	Elves: Sulanni and Yahari
	Ogres (once called Flatland Ogres)

	Human (also called Southern Human or Kalamite)
	The Ugnar

	Goblins 
	Titans

	Jan-I: Jan, Jin, and Djinn
	Trolls

	Nashons (feral Halflings)
	


Barbarous Vistani

	Average Life-Span: 80
	Body per Health: 4

	Size: Man-Sized
	Mana per Arête: 3 

	Restricted: Yes
	Skill per Proficiency: 3 
	PA Cost: 20


Description: Mysterious travelers now called Barbarous Vistani seem to come and go as they please. The formerly peaceful Vistani now seem to have become a lot more aggressive than they once were, as if somehow they’ve adopted some of the vanished Northern Human attributes. Many of the United Races blame an entity they call The Unmaker, but no one is certain if The Unmaker is actually to blame. All they know is that the Barbarous Vistani now hunt and fight a lot more often than they did, and they win more often than not. They talk in thick accents and are rumored to have Fey blood in their history. Most Barbarous Vistani travel in bands called families in large wagons called Vardos. An old mother is usually a prophet or oracle and holds the family’s secrets. She usually leads the family. Besides Trolls, only gypsy women seem to have the ability to peer into the Veil and see the realm of the Tween. Barbarous Vistani must speak in a thick gypsy accent.

Racial Skills:

· Weapon of Choice (5 XP) Barbarous Vistani now favor large, barbaric weapons. Those  who purchase this ability gain a +1 damage call with any large two-handed weapon.

· Minor Curse (5 XP) Any gypsy may purchase this skill. The gypsy knows how to curse someone who has done them wrong. The Vistani must say “I curse you (PC’s Name or clearly indicated target)” three times loud enough for the victim to hear them. The curse always has an unknown (horrible) effect. The effect of this curse happens once the gypsy goes to the Oracle, who will contact an available marshal to inform the victim of what effects of the curse upon him/her. This effect lasts until removed or the next sunrise. If the Oracle feels a curse was used for no good reason, the Vistani will find him/herself similarly cursed. 

· The Sight—female gypsies only (5 XP) This skill is both a blessing and a curse.  You are able to see any creature in the Tween, including spirits.  Many female gypsies attend the CSM to train in the Life School because of this. Without the Sight, spirits are only detectable by Clerics on holy ground, but someone with the sight sees them all of the time. The curse of possessing the Sight is that it cannot be turned it off… no matter what is seen. The Tween is not a place for mortal eyes to gaze upon, and many an old gypsy woman has torn there eyes out because something a mortal was not meant to see or know wandered too close to her Sight. Most beings with this ability go mad (trolls for example are all said to be touched in the head) and die screaming and alone, begging for the visions to stop.

· Runes of Protection (10 XP) Many Barbarous Vistani now cover their bodies with ancient runes of protection. Those who purchase this ability may substitute any Mana Points they may possess for Armor Points when they are damaged in a location in combat, as long as all exposed skin in the location is covered in elaborate runes and markings. 

· +1 Strength (10 XP) The Barbarous Vistani have become quite strong and may purchase a bonus of +1 to the Strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any larger race.

· Evil Eye—female gypsies only (10XP) Only a female gypsy with The Sight may purchase this skill. To use this skill, she will say “Evil Eye,” expend 10 Skill Points and throw a fetish.  If the fetish hits, the target is cursed and any test attempted while under the Evil Eye automatically fails on the first attempt. It may be retested if the PC has an appropriate source for a retest. This effect lasts until removed or the next sunrise.

· See Beyond—female gypsies only (10 XP) The female gypsy must possess the Sight and have gained an in-game insanity in order to purchase this skill. Like the Sight, itself, See Beyond cannot be turned off. The PC’s Sight has grown stronger, and she may not be blinded, even if her eyes are covered or ripped out. She is able to view auras as naturally as she views the physical world.  If the insanity that enables the learning of this ability is ever cured, this skill (and the associated XP, don’t forget) is removed from the Vistani’s character sheet. Old gypsy women are often referred to as witches because of their ability to detect evil and see the future.  Because of the constant bombardment by visions from the Tween, the female Vistani has grown numb to some of the lesser horrors. Although she sees possessed creatures or PCs as they appear on the Tween, she may now also resist insanities caused by Tween visions at the cost of 5 Skill Points per resist.  

· Crone’s Curse—female gypsies only (15 XP) This ritual has a required reagent: a personal item of the victim’s. The Vistani woman fashions a crude copy of the victim. Once done, the Vistani may curse the victim from a distance. The process for the curse to take effect is the same as above; however, the gypsy woman may use it without worry of a curse herself… just a mob of angry, superstitious peasants may try to tar and feather her. This effect lasts until removed or the end of the Rendezvous.

Make-up: none

Costuming: brightly colored and garish clothing and/or huntsman attire
Role-Playing Resources: Fiddler on the Roof, Tinkers from Robert Jordan’s Wheel of Time series, Hunchback of Notre Dame
Elves

Bloodline: Sulanni

	Average Life-Span: 500 years
	Body per Health: 2

	Size: Man-Sized
	Mana per Arête: 4

	Restricted: No
	Skill per Proficiency: 3
	PA Cost: 0


Description: Compassionate and strong, these elves rule their lands through example. The oldest of the races and the longest lived, the Sulanni are patient and watchful. Often they will simply wait until a problem simply dies of old age instead of impulsively jumping in to confront it. When they do react to other races, it is with compassion first. and failing that, by quick and decisive combat. They are often described as the parents of modern civilization. Sulanni only lose their composure on one subject: the Tween. No Sulanni may act with anything other than horror or violence if confronted with proof of Tween taint.
Racial Skills:

· Read and Write (0 XP) Most Elves learn to read and write at a very young age, though they tend to favor their own flowing language to the Common script.

· Diurnal (0 XP) All Sulanni take two point of damage each sunset, which cannot be healed in any fashion until sunrise.

· Weapon of Choice (5 XP) Sulanni are masters of the sword, and those who purchase this skill receive a +1 damage call with any one-handed sword.

· Resistant to Sleep (5 XP) The mind of the Sulanni is like a vast and still lake. Sulanni may resist any unbid sleep-based effect by expending 5 Skill Points. 

· Resistant to Charms (5 XP) Sulanni may also resist any unbid charm-based effect by expending 5 Skill Points. 

· Resistant to Disease (5 XP) Sulanni are resistant to all natural diseases and may avoid the effects of any unbid natural disease by expending 5 Skill Points. 

· Sense Tween (10 XP) Some Sulanni possess a limited ability to sense when the Tween is near. S/he cannot pinpoint where and doesn't actually see into the Tween but can “feel” it whenever there is a presence of the Tween (including bhale, living dead, Tween Touch, Tween Taint and dead spirits). To use the ability the Sulanni must raise his hand palm out and say “Sense Tween.”  If there is a presence that can be revealed by use of this ability, the marshal or player will acknowledge "yes."
Makeup: Sulanni must wear golden makeup highlights on all exposed skin. They must also wear pointed ears.

Costuming: Sulanni tend to wear loose and flowing robes and their armor and weapons tend to be gilded and set with gems.

Role-Playing Resources: Lord of the Rings (Elrond), Little Buddha (Sidhartha)
Bloodline: Yahari

	Average Life-Span: 500 years
	Body per Health: 2

	Size: Man-Sized
	Mana per Arête: 4

	Restricted: No
	Skill per Proficiency: 3
	PA Cost: 0


Description: Yahari live in the great forest and dislike anyone who is not a Yahari, excepting Sulanni whom they feel are distant kin. They are quiet and believe that the rest of the world is doomed. Most Yahari devote their lives to keeping their great forest safe from this doom. They wear tattoos that represent their journey through life and are rarely seen by outsiders. They have an active hatred for Ogres and wage war on them whenever possible. They also take the term “low blood” as a grave insult. Yahari understand the Common tongue but find it distasteful and speak to non-Yahari in Broken Common (a required role-playing device).

Racial Skills:

· Read and Write (0 XP) Most Elves learn to read and write at a very young age, though they tend to favor their own flowing language to the Common script.

· Weapon of Choice (5 XP) Yahari are masters of the bow and receive a +1 damage call with any bow.

· Resistant to Sleep (5 XP) The mind of the Yahari is like a mighty river. Yahari may resist any unbid sleep-based effect by expending 5 Skill Points. 

· Resistant to Charms (5 XP) Yahari may also resist any unbid charm-based effect by expending 5 Skill Points. 

· Resistant to Disease (5 XP) Yahari are resistant to all natural diseases and may avoid the effects of any unbid natural disease by expending 5 Skill Points. 

· Friend of the Forest (10 XP) Yahari may speak with any natural animal and invoke a friendly response from any natural animal by simply raising his or her palm, saying "Friend of the Forest," and expending 5 skill points. If the Yahari attacks a natural animal for any reason, it will no longer respect the Elf's claims of friendship should s/he later attempt to use this ability.

Makeup: Yahari must wear tribal style tattoos over all exposed body parts. Grouping of Runes (if it covers exposed skin) is also acceptable. They must also wear pointed ears.

Costuming: Yahari wear simple, forest clothing in a historical Asian style

Role-Playing Resources: Hawk the Slayer (Crow), Crouching Tiger / Hidden Dragon, Ninja Scroll (old man character), Princess Mononoke (wolf girl character), The Last Samurai.

Goblins

	Average Life-Span: 25 years 
	Body per Health: 3 

	Size: Small
	Mana per Arête: 2

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 0


Description: Originally the slaves of Orcs and Ogres, Goblins today are a freed people. They are vagabonds and performers who travel in mobs called troupes. They usually stay in one area till the locals run them off, then they move and set up camp in the next town. They are also deadly traders. If you think that you got the best deal with a goblin you would be wise to count your fingers and toes. Goblins hate Northern Halflings (Nashons) on principle, due to a centuries old feud (the source of which neither side remembers).

Racial Skills:

· Small Stature (0 XP) Goblins may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength. 

· Nocturnal (0 XP) All Goblins take two point of damage each sunrise, which cannot be healed in any fashion until sunset.

· Read and Write (0 XP) All Goblins are taught to scribe and cipher at an early age.

· Packrat (5 XP) Many Goblins are natural packrats and tend to... ahem... collect various random items and knick-knacks. Goblins who purchase this ability receive a small package of random items (craftables, reagents, small weapons and/or currency) at the beginning of every Rendezvous weekend.

· Troupe Underground (10 XP) It is widely known that Goblins maintain close contact with each other's Troupes, though exactly how they do this is unknown. A Goblin who purchases this ability may take anything of worth that they come into possession of and may trade it to receive the cash value of that item. This process requires that the Goblin reach a predetermined point of contact (see the Oracle). The player must remain out-of-play for one full community enhancement shift, which upon completion they receive the base monetary worth of the item(s), and may return in-play  at the same point from which they left. Also, a Goblin may instead use this time to receive a rumor, though the truth and/or usefulness of such rumors is suspect.

Makeup: Goblins must wear bright green make up over all exposed body parts. They must wear pointed ears. Small tusks are optional.
Costuming: Goblins wear a wide variety of clothing, usually piecemealed together from whatever lands they have traveled through.

Role-Playing Resources: HBO's Carnivale, Harry Potter (Bank Goblins), Time Bandits.

Nashon (pronounced Nay-Shon) 
	Average Life-Span: 80
	Body per Health: 2

	Size: Small 
	Mana per Arête: 3

	Restricted: Yes
	Skill per Proficiency: 4
	PA Cost: 0


Description: The Northern Halflings, or Nashons, are a more primitive version of their now vanished Southern cousins. Luxury is an unknown commodity in the frozen northern forests and tundra that the Nashons call home. Nashons tend to be elusive and xenophobic, especially about larger creatures. They are especially afraid of Mongrels, who in the wild have been known to mistake the Nashons for prey. Nashons also have a particular hatred of Goblins whom they are often in competition with for resources and land. 

Racial Skills:

· Small Stature (0 XP) Nashons may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength. 

· Arctic Native (0 XP) Nashons are native to the frozen north and do not suffer passive environmental damage from climates of extreme cold. They are also not terribly slowed by snow and ice.

· Good Aim (5 XP) Nashons who purchase this ability have a naturally good eye and may add +1 to their damage calls with any thrown weapon.

· Hardy (5 XP) Nashons may resist any disease by expending 5 Skill Points. 

· Natural Thieves (5 XP) Nashons are scavengers and thieves by nature. Nashons who purchase this ability may make one free retest when using any Skullduggery skill. 
· Ancestral Burglars (5 XP) Nashons who purchase this ability belong to a long line of Master Burglars. The spirits of their ancestors watch over them, allowing the Nashon to use any Mana Points he may possess to supplement his Skill Points when paying for the use of any Skullduggery Skill.

Makeup: Nashons must have hair on backs of their hands and tops of their feet (if the tops of their feet are exposed, though you may wear boots or other normal footwear to avoid this requirement). Nashon tribes all wear elaborate camouflaging makeup on all of their exposed skin.

Costuming: Nashons tend to wear dark or camouflaged clothing made of light leather and furs. 

Role-Playing Resources: Quest For Fire (the mud people), Time Bandits, Mad Max Beyond Thunderdome (the lost children)
Humans (formerly called Southern Humans)
Bloodline: Southern Human

	Average Life-Span: 80
	Body per Health: 3 

	Size: Man-Sized 
	Mana per Arête: 3

	Restricted: No
	Skill per Proficiency: 3
	PA Cost: 0 


Description: Southern Humans exemplify honor, duty, courage and living life by the code of doing good for good’s sake. They are knights and clerics of good deities. They enjoy a life of freedom and prosperity. Southern Humans vary widely in both skill and outlook. Most Southern Humans highly respect the ways of the Sulanni Empire. Southern Humans tend to call themselves Kalamites.
Racial Skills:

· Read and Write (0 XP) All Southern Humans are educated in the basics of reading, writing and ciphering at a young age.

· Fast Learners (0 XP) The true strength of the Humans is that more than any other race, they are insatiably curious and value knowledge and learning just as highly as strength in arms. As such, all Humans receive +1 to their XP award each event.

· Weapon of Choice (5 XP) Southern Humans excel with one-handed weapons.
Make-up: None.

Costuming: Renaissance-style garb

Role-Playing Resources: Excalibur (Arthur and his Knights), Robin Hood, and Ivanhoe
Jan-I

Jan-I society and hierarchy seems to be based totally on a person’s bloodline. Jan-I look like humans except that each has a majikal band tattooed across their eyes. When they are young Jan-I go through a Rite of Adulthood ceremony and dedicate themselves to one of their birth band elements that they primarily follow for the rest of their lives.

Make-up: Each Bloodline of a Jan-I is represented by a band running horizontal across the eyes (left to right). This band appears majikly at the Jan-I’s birth and is treated like a birthmark. Many Jan-I completely adorn their faces with tattoos and gems that surround and play off of their birth band. Many Jan-I permanently attach gems to their faces to show their wealth or tattoos that accent their element. These can easily be done with a sharpie or spirit gum and fake plastic gems. The Jin and Djinn bloodlines must choose different elements for each band. Using the same element for both bands would simply make you a lower class of Jan-I, (Jan or Jin, respectively).
Band Colors: Sea: Green; Sun: Yellow; Storm: Blue; Sand: Black
Bloodline: Jan

	Average Life-Span: 250 years
	Body per Health: 4 

	Size: Man-sized 
	Mana per Arête: 2

	Restricted: No
	Skill per Proficiency: 4 
	PA Cost: 0


Description: Jan are hardier than the other bloodlines. Most Jan-I consider Jan to be less pure than the other bloodlines. Jan tend to be the fighter and professional worker class of Jan-I society. 

Racial Skills:

· Desert Native (0 XP) Jan-I are native to the black sands of the inhospitable desert and do not suffer passive environmental damage from climates of extreme heat.

· Read and Write (0 XP) All Jan-I are taught to scribe and cipher at an early age

· Elemental Bloodline (0 XP) All Jan are attuned to one of the desert elements: water/sea, fire/sun, earth/sand or air/storm. Jan may choose any ONE of these elements to be represented in their bloodline.

· Birth band (0 XP) This band allows the Jan to call their element as a tagline with any weapon they can use. The Jan suffer double damage, however, from the element that opposes this band. This band represents the actual lineage of the Jan-I.

· Call Element (5 XP) The Jan is able to deliver a packet delivered attack using skill points to cause damage and the band element as the tagline (example 5 fire) it costs 3 skill points per point of damage to use.

· Resist Element (5 XP) All Jan may resist any element they are attuned to for 5 skill points per resist.
Makeup: One band color
Costuming: Jan must wear Bedouin-style costuming.

Role-Playing Resources: Lawrence of Arabia, The Mummy, 13th Warrior (Ibn); Stargate SG-1 (the Jafah)
 Bloodline: Jin

	Average Life-Span: 300 years
	    Body per Health: 2

	Size: Man-sized 
	    Mana per Arête: 4

	Restricted: Yes
	Skill per Proficiency: 4
	PA Cost: 20


Description: Jin are highly skilled in many arts. Most Jan-I consider Jin to be of purer heritage than Jan, but less pure than Djinn. Jin tend to be the artisan and merchant classes of Jan-I society.
Racial Skills:

· Desert Native (0 XP) Jan-I are native to the black sands of the inhospitable desert and do not suffer passive environmental damage from climates of extreme heat.

· Read and Write (0 XP) All Jan-I are taught to scribe and cipher at an early age

· Elemental Bloodline (0 XP) All Jin are attuned to two of the desert elements: water/sea, fire/sun, earth/sand or air/storm. Jin may choose any TWO of these elements to be represented in their bloodline.

· Birth band (0 XP) A Jin’s ties to the elements and purity of blood allow feats a Jan can only dream of.  They may also use either of their elements as a tag line if call element is purchased.

·  Call Element (5 XP) The Jan-I is able to deliver a packet delivered attack using skill points to cause damage and any band element as the tagline (example 5 fire). It costs 2 skill points per point of damage to use.

· Resist element (5 XP) This allows the Jin to substitute Skill Points for any damage sustained from any of their elements.

Makeup: Two band colors
Costuming: Jin must wear ancient Egyptian merchant or Bedouin-style costuming.

Role-Playing Resources: Lawrence of Arabia, The Mummy, 13th Warrior (Ibn); Stargate SG-1 (desert culture) 

Bloodline: Djinn

	Average Life-Span: 500 years
	Body per Health 4 

	Size: Man-sized 
	Mana per Arête: 4

	Restricted: Yes
	Skill per Proficiency: 2 
	PA Cost: 50


Description: Djinn are revered in Jan-I society as being the purest of heritages. Djinn are the rulers of Jan-I society, which tends to give Djinn time to pursue the scholarly arts.
Racial Skills: 

· Desert Native (0 XP) Jan-I are native to the black sands of the inhospitable desert and do not suffer passive environmental damage from climates of extreme heat.

· Read and Write (0 XP) All Jan-I are educated at an early age

· Elemental Bloodline (0 XP) All Djinn are attuned to three of the desert elements: water/sea, fire/sun, earth/sand or air/storm. Djinn may choose any three of these elements to be represented in their bloodline even if they conflict.

· Birth band (0 XP) A Djinn’s ties to the elements is second nature to them and their blood line is almost 100% pure. They may also use all three of their elements as a tag line if call element is purchased.

· Call Element (5 XP) The Djinn is able to deliver a packet delivered attack using skill points to cause damage and any band element as the tagline (example 5 fire). It costs 1 skill point per point of damage to use.

· Resist element (5 XP) This skill allows the Jan-I to substitute Skill Points for any damage sustained from any of their band elements.

Makeup: Three band colors
Costuming: Djinn must wear ancient Egyptian noble-style costuming.

Role-Playing Resources: Lawrence of Arabia, The Mummy, 13th Warrior (Ibn); Stargate SG-1 (the Goauld) 
Ogres (Formerly called Flatland Ogres)
	Average Life-Span: 60 years
	Body per Health: 4

	Size: Large 
	Mana per Arête: 2

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 0


Description: Ogres are tough-skinned plains warriors who ride large mounts called thunderhooves. They travel the Great Plains east of the Sacred Forest but never stay in one place for long. Ogres spend most of their life on the back of their thunderhooves. The only thing they enjoy more than raiding a caravan is killing Yahari.
Racial Skills: 

· Thunderhoof (0 XP) The Ogre’s personal mount—cuts between-event travel time in half. 

· Nocturnal (0 XP) Ogres take 2 points of damage each sunrise, which cannot be healed in any fashion until sunset.

· +1 Ogre Strength (0 XP) All Ogres begin the game with a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Weapon of Choice (5 XP) Flatland Ogres gain a +1 damage call with any spear or javelin.

· Purebred Thunderhoof (5 XP) Cuts between-event travel time down to a third.

· +2 Ogre Strength (15 XP) Ogres who purchase this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Ogre Strength
Makeup: Must wear yellow makeup over all exposed body parts and small tusks and speak in broken English. 

Costuming: Flatland Ogres dress like horsemen. They wear light, leather armor and often wear horse (thunderhoof) hair.

Role-Playing: Attila, Dances with Wolves (Indians), 13th Warrior (a good example of thunderhooves)
Orc

	Average Life-Span: 40 
	Body per Health: 4

	Size: Man-Sized 
	Mana per Arête: 1

	Restricted: No
	Skill per Proficiency: 3
	PA Cost: 0


Description: These nomadic warriors can be found at the forefront of most armies. Good or evil, these mercenaries fight for the highest bidder. While technically the Orcs have a standing peace treaty with the Allied Races, you would never know it by the way they act. Orcs are raiders by nature, and go where the combat and treasure is. Orcs must speak in broken common.
Racial Skills:

· Nocturnal (0 XP) All Orcs take two point of damage each sunrise, which cannot be healed in any fashion until sunset.

· Ignore Damage Level 1 (5 XP) Orcs know they are “tuff as nails.” Those who purchase this skill gain immunity to waylay and do not take damage from damage calls of 1.

· Berserkergang (10 XP) The blood of Berserkers runs through many Orc families. It takes one minute for an Orc who has this skill to go berserk, which must be spend pacing back and forth, mumbling, barking, yelling and striking oneself. Once the berserker has successfully entered this rage, s/he gains several benefits: 
· The Berserker can substitute any Skill Points s/he may possess for any Body Damage that he s/he sustains in combat. 

· The Berserker gains a +1 bonus to strength. 

· The Berserker becomes highly resistant to spells and monstrous abilities, and may resist ANY unbid majikal or monstrous effect in exchange for 5 Skill Points. 

        and disadvantages:
· The Berserker must continue to attack any visible target until s/he is rendered unconscious or killed. The Berserker will target enemies first, but if no enemy is immediately apparent, he will turn on his friends next, and if there are none, he will storm around and LOOK for something to kill and will attack on sight whomever or whatever s/he sees. 

· If no target becomes available after 1 minute, the Berserkergang ends. 

· Whenever a Berserkergang ends, the Berserker (if still alive) is immediately reduced to -0 Body and UNCONSCIOUS.

· +1 Orc Strength (10 XP) Orcs can be quite strong and may purchase a bonus of +1 to their natural strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· +2 Orc Strength (15 XP) Orcs may also purchase an additional bonus to their natural strength, raising their total bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Orc Strength
Make-up: Orcs must wear dark green makeup over all exposed body parts. They must wear tusks. 
Costuming: Orcs tend to wear crude, warlike clothing and armor and favor heavy, crude weaponry.

Role-Playing Resources: Lord of the Rings trilogy, Wizards (Black Wolf’s army), The Road Warrior (the Wasteland Gang)
The Ugnar

	Average Life-Span: 250
	Body per Health: 3

	Size: Man-Sized 
	Mana per Arête: 2

	Restricted: No
	Skill per Proficiency: 5
	PA Cost: 0


Description: The Ugnar have recently come into existence as a backward evolutionary step of the Dwarves and Gnomes. An opponent to the United Races only known as "The Unmaker" is blamed for this catastrophe. Sugnar and Mugnar joined forces against The Unmaker and perished in mighty battle. The Ugnar now worship Sugnar and Mugnar as demi-gawds and plot to take back their mountain homeland(s) in the name of the Fathers. Sometimes gruff, sometimes confused, the Ugnar are proud craftsmen and tend to scoff at any non-Ugnar attempts at craftsmanship. Sometimes they enjoy strong ale and other spirits, fighting, and rowdy parties and other times they’re so focused on their crafting, whether smithing or tinkering, that they lose all sense of time. And sometimes they’re downright paranoid and xenophobic To say they’re schizophrenic would be an understatement. All Ugnar refer to themselves in the first-person plural (i.e. speak in the royal “We” even when one is the lone Ugnar in a room), which is a required role-playing device.
Racial Skills:

· Read and Write (0 XP) Most Ugnar remember learning to read and write at a young age.

· Weapon of Choice (5 XP) All Ugnar receive a +1 damage call with any axe, hammer or pick.

· Smithing Genius (5 XP) Many Ugnar have a knack for smithcraft, and any who purchase this skill receive one free retest during their use of any Smithing skill.
· Tinkering Genius (5 XP) Ugnar who purchase this skill have a knack for tinkering and gain one free retest during their use of the Tinkering skill.

· Mad Scientist (10 XP) Some Ugnar are so brilliant their inventions take on a seemingly majikal quality, bordering some would say on madness. A Mad Scientist may use any Mana s/he may possess instead of Skill Points in constructing Tinkering Doohickeys. However, items created in this way tend to be... quirky.

· Ignore Damage Level 1 (5 XP) Ugnar are hard-headed. Those who purchase this skill gain immunity to sap and do not take damage from damage calls of 1.

· + 1 Strength (10 XP) Ugnar who purchase this skill gain a bonus of +1 to their natural strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

Make-up: Cracked grey lines and shadowed eyes. Facial hair is optional 
Costuming: Depending on their current mood, Ugnar may dress militaristically, in full out crafting gear, and/or a totally garish and oddball mad scientist look. Some have a penchant for facial hair, some for odd hats, and some love both.
Role-Playing Resources: The Hobbit, the Lord of the Rings trilogy
Titan

	Average Life-Span: Unknown
	Body per Health: 4

	Size: Large 
	Mana per Arête: 2

	Restricted: Yes 
	Skill per Proficiency: 4
	PA Cost: 20


Description: Titans are large creatures that all come from the island of Therdius. Very few non-titans have ever set foot upon the island and it is said to be guarded by a Cadre of Elite Titans warriors. Titans pride themselves on their art and craftsmanship, as well as on their abilities on the battlefield.

Racial Skills:

· Large Stature (0 XP) Titans may not use tinkering. Titans may lope but not run.

· Read and Write (0 XP) All Titans are educated in the basics of reading, writing and ciphering at a young age.

· +1 Titan Strength (0 XP) All Titans begin the game with a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Legendary Craftsman (5 XP) Titans have always held a special understanding of art and craftsmanship. As such, Titans who purchase this skill receive one free retest of any test relating to crafting any majikal or mundane item.

· +2 Titan Strength (15 XP) Titans who purchase this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Titan Strength

Makeup: Titans must wear light bronze make-up highlights on all exposed hands and must wear a laurel wreath upon their heads.

Costuming: Titans wear Greek or Roman style clothing.

Role-Playing Resources: Clash of the Titans, Troy
Troll

	Average Life-Span: 100 years
	Body per Health: 3

	Size: Large 
	Mana per Arête: 4

	Restricted: Yes 
	Skill per Proficiency: 2 
	PA Cost: 20


Description: Dark and secretive, Trolls are fountains of wisdom... if you can ever figure out what the heck one of them is saying. Most are found in dark swamps or caves and under bridges. They tend to speak in riddles and often answer a question with a question. They are very fond of halfling meat.
Racial Skills:

· Large Stature (0 XP) Trolls may not use tinkering. Trolls may lope but not run.

· Nocturnal (0 XP) All Trolls take two point of damage each sunrise, which cannot be healed in any fashion until sunset.

· Twitchy (0 XP) Trolls are constantly exposed to visions of the Tween and must see the Oracle at the beginning of every Rendezvous weekend to be assigned a quirk, which effects their behavior.

· The Sight (0 XP) All Trolls receive the Sight for free but cannot turn it off. They are constantly aware of everything in the Tween around them, which goes a long way to explaining their bizarre ways. Most beings with this ability go mad (trolls for example are all said to be touched in the head) and die screaming and alone, begging for the visions to stop.

· Claws (5 XP) Trolls who purchase this ability gain claws (base damage of 1).

· See Beyond (10 XP): Trolls are seen as oracles by other large races because of their ability to see and know things no one else can. A Troll who has gained an in-game insanity may learn this skill. The constant bombardment by visions from the Tween causes the PC to grow numb to lesser horrors. The PC may now resist insanities caused by their Tween visions at the cost of 5 Skill Points per resist. They are able to see possessed creatures or PCs as they appear on the Tween. This ability cannot be turned off. The PC may not be blinded, even if the eyes are covered or ripped out because s/he able to view auras as naturally as the physical world. If the insanity is ever cured, this skill (and the XP) is removed from the PC’s character record.

· +1 Troll Strength (10 XP) Trolls can be quite strong and may purchase a bonus of +1 to their natural strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Prophecy (10 XP) Some Trolls are gifted with extraordinary powers of foresight. Trolls who have this ability may ask one question of the Oracle, once per weekend, and are guaranteed a truthful (if not complete or easily interpretable) answer. However, the Troll cannot directly reveal any knowledge gained in this way and may only respond to questions concerning it through riddles and vague references. Anyone abusing this power will have it removed permanently from the character sheet.

· Troll Regeneration (15 XP) Many Trolls naturally regenerate any damage done to them. Trolls may convert their Skill Points into Body Points (for themselves only). To do this, the Troll must remain in an uninterrupted state of concentration for 5 minutes, during which time he may regenerate any number of body points, providing s/he has the available skill points. If a Troll is reduced to -1 Body / the DYING status, the Troll will automatically begin to regenerate. If the Troll is not killing-blowed, at the end of his/her five-minute count, s/he will regenerate (assuming available Skill Points) instead of turning to dust.

· +2 Troll Strength (15 XP) Trolls may also purchase an additional +1 bonus to their natural strength, raising their total bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. 

Makeup: Trolls wear black makeup over exposed body parts. Trolls have pointed ears, a long nose and lots of warts and moles. 

Costuming: rags, tattered clothes

Role-Playing Resources: Legend (Meg Mucklebones), Conan the Barbarian (Wizard character)
NPC and/or Capped Races:

Cursed Sulanni: Cursed Sulanni no longer have their golden hue—they instead have a chalk-white complexion. The affected Sulanni seem to have lost all compassion. Any other information must be learned in-play.
Druids: Druids are plant-fanatics who are out to destroy all flesh-bags so plants can dominate the earth. Any other information must be learned in-play.
Dwarves

Bloodline: Mugnar's Kin or Sugnar’s Kin
	Average Life-Span: 250
	Body per Health: 4

	Size: Man-Sized 
	Mana per Arête: 1

	Restricted: No
	Skill per Proficiency: 5
	PA Cost: 0


Description: Gruff and usually angry, Dwarves are a proud race and tend to scoff at any non-dwarven attempts at craftsmanship. They enjoy strong ale and other spirits and fighting and rowdy parties and fighting and smith craft and fighting. They live in their mountain homes in groups called Clans. There are two known Dwarven nations, each led by one of two brothers: Mugnar and Sugnar. Mugnar's Kin are members of the Allied Races. All Dwarves speak with a noticeable brogue accent (often substituting “v” sounds in place “w” sounds. Both clans have the same skills.

Racial Skills:

· Read and Write (0 XP) Most Dwarves learn to read and write at a very young age, though they tend to favor their own runic language to the Common script.

· Weapon of Choice (5 XP) All Dwarves receive a +1 damage call with any axe, hammer or pick.

· Dwarven Smith (5 XP) Many Dwarves have a knack for smithcraft, and any who purchase this skill receive one free retest during their use of any Smithing skill (Blacksmith, Armorsmith, Weaponsmith).

· Ignore Damage Level 1 (5 XP) Dwarves are hard-headed. Those who purchase this skill gain immunity to waylay and do not take damage from damage calls of 1.

· Resistant to Magic (5 XP) Dwarves who purchase this skill are particularly resistant to majik and may substitute their Skill Points for any damage delivered to them from a majikal source.

· + 1 Dwarven Strength (10 XP) Dwarves who purchase this skill gain a bonus of +1 to their natural strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

Make-up: Dwarves must wear gray makeup highlights over all exposed body parts and must have a significant beard of facial hair (including women). 
Costuming: Dwarves tend to dress militaristically most of the time. There is a distinct (to other Dwarves) manner of dress that allows the Kin of Mugnar and Sugnar to distinguish each other by their clan colors. Most other races can’t tell the difference.

Role-Playing Resources: The Hobbit, the Lord of the Rings trilogy
Fey 

	Average Life-Span: Unknown
	Body per Health: 1

	Size: Small 
	Mana per Arête: 5

	Restricted: Yes 
	Skill per Proficiency: 2
	PA Cost: 25


Description: Fey are both unpredictable and chaotic. Their diminutive physical bodies belie a great strength of will, and their blood courses with pure majik. 

Racial Skills:

· Small Stature (0 XP) Fey may only use small weapons and cannot drag or otherwise move characters of a medium or large size using their own strength. 

· Read and Write (0 XP) All Fey are taught to scribe and cipher at an early age.

· Wings (0 XP) Fey are naturally winged creatures and rarely if ever set foot on the ground. As such they are totally immune to pit traps and falling damage and may use their wings (in role-playing situations ONLY) to circumvent many physical barriers by flying over them.

· Fey Majik (0 XP) Fey are naturally majikal beings and may learn any First Level Rote or Spell from any Majikal School without learning the normal prerequisite skills. Even the most warlike Fey is likely to know at least a few majikal spells. These spells are actually innate abilities developed by the Fey and may be cast even when the character does not have a free hand. The player must still strike the target with a fetish, if required. One 1st level spell may be learned at character creation. If a Fey actually wants to learn higher majik in a school, s/he must purchase all the prerequisite skills for the school.

Makeup: All Fey must wear glitter on all exposed skin and must have an obvious pair of wings. 

Costuming: flowing, lightweight materials, usually with a nature theme; lots of colors, very little black

Role-Playing Resources: Wizards (by Ralph Bakshi), Legend, and A Midsummer Night's Dream 
Giants
	Average Life-Span: 40 
	Body per Health: 5 

	Size: Large
	Mana per Arête: 1

	Restricted: No 
	Skill per Proficiency: 2
	PA Cost: 25


Description: Hill Giants are huge, lumbering brutes from the uncharted lands. Hill Giants are none too bright and tend to be loners—not even enjoying the company other Hill Giants for very long. They also are inclined to be lazy and have a tendency to bully. They’ve been known to capture whole halfling villages to make the halflings cook and care for them. Hill Giants are quick to anger—destruction usually follows them. Characters who are Hill Giants must speak using broken English.

Racial Skills:

· Large Stature (0 XP) Giants may not use tinkering. Giants may lope but not run.

· +1 Giant Strength (0 XP) All Giants begin the game with a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Thick Skin (5 XP) Hill Giants are naturally tough, and many of them are able to ignore minor wounds due to their sheer size and toughness. Those who purchase this skill may substitute their Skill Points for any physical damage suffered.

· +2 Giant Strength (15 XP) Purchasers of this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Giant Strength

· +3 Giant Strength (20 XP) A PC with +3 strength calls 3 extra points of damage.  At this level of Strength the PC may now throw UNCONSIOUS or WILLING members of the smaller races 5 feet.  S/he may run with an unconscious member of the medium races and may walk at normal walking speed with an unconscious member of the larger races.  

Additionally a PC with +3 strength may throw a large stone (see weapon making rules) that has a base damage of 5 (base 2 + strength modifier). Prerequisite: +2 Giant Strength
· +4 Giant Strength (30 XP) A PC with +4 Strength calls 4 extra points of damage.  At this level of strength the PC may throw UNCONSIOUS or WILLING members of the smaller 10 feet.  They may throw UNCONSCIOUS or WILLING members of the medium races 5 feet.  And they may run at full speed with any member of the larger races. 

Additionally a PC with +4 strength may throw a small boulder (see weapon making rules) that has a base damage of 7 (base 3 + strength modifier). Prerequisite: +3 Giant Strength

· +5 Giant Strength (30 XP) A PC with +5 Strength calls 5 extra points of damage.  At this level of strength the PC may throw UNCONSIOUS or WILLING members of the smaller 15 feet.  They may throw UNCONSCIOUS or WILLING members of the medium races 10 feet.  And they may run at full speed with any member of the larger races. 

Additionally a PC with +5 strength may throw a small boulder (see weapon making rules) that has a base damage of 8 (base 3 + strength modifier). Prerequisite: +4 Giant Strength
Make-up: Hill Giants must wear brown make-up on all exposed skin.

Costuming: Hill Giants must dress in primitive clothing, fur, bones, etc.

Role-Playing Resources: Mickey Meets the Giant, Jack and the Beanstalk, Big Fish (giant character).
Gnomes
	Average Life-Span: 150
	Body per Health: 2 

	Size: Small 
	Mana per Arête: 3

	Restricted: No 
	Skill per Proficiency: 4
	PA Cost: 25


Description: Gnomes can be found in the most inhospitable locations and work diligently to make their homes even more inhospitable for travelers. Calling them paranoid and xenophobic would be an understatement. Many people find them aloof and tend to "know-it-all." But in Gnomish society, these are seen as prized characteristics. Gnomes are known far and wide for their tinkering abilities. Gnomes have no known homeland, though they claim to originate from a mythical city filled with ancient and highly advanced technology.
Racial Skills:

· Small Stature (0 XP) Gnomes may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength.

· Read and Write (0 XP) All Gnomes are educated in educated with the basics of reading, writing and ciphering at a young age. 

· Tinkering Genius (5 XP) Gnomes who purchase this skill have a knack for tinkering and gain one free retest whenever they make a test based on the Tinkering skill.

· Mad Scientist (10 XP) Some Gnomes are so brilliant their inventions take on a seemingly majikal quality, bordering some would say on madness. A Gnomish Mad Scientist may use any Mana s/he may possess instead of Skill Points in constructing Tinkering Doohickeys. However, items created in this way tend to be... quirky.

Make-up: Gnomes must wear gray makeup highlights over all exposed body parts and wear pointed ears.
Costuming: Gnomes tend to dress somewhat garishly and tend to wear bright, pointed hats.

Role-Playing Resources: Mad Max: Beyond Thunderdome (Master Blaster), Farscape (Rigel), Dark Crystal (Ogra).
Halflings
Bloodline: Hobbit (Southern Halfling)

	Average Life-Span: 110
	Body per Health: 2

	Size: Small 
	Mana per Arête: 3

	Restricted: No
	Skill per Proficiency: 4
	PA Cost: 10


Description: The Southern Halflings, or Hobbits as they are often called, were one of the first to join the Allied Races. The essence of life for these diminutive folk is peace, quiet, industry and comfort. Southern Halflings enjoy fine wine, songs and poetry, light ale and a nice pipe. 

Hobbit Racial Skills:

· Small Stature (0 XP) Hobbits may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength. 

· Read and Write (0 XP) All Hobbits are taught to scribe and cipher at an early age.

· Good Aim (5 XP) Hobbits who purchase this ability have a naturally good eye and may add +1 to their damage calls with any thrown weapon.

· Hardy (5 XP) Hobbits may resist any disease by expending 5 Skill Points plus the Bid of the disease, if any.

· Good Soul (10 XP) Hobbits are naturally resistant to the corruption of the Tween. Hobbits who purchase this ability may substitute their Skill Points for any damage received from any inherently Evil source (bahle, living dead, etc... see the Oracle to find out if there are other "evil" creatures around that you should be aware of), including spells and spell-like abilities which have the words Evil, Dark, Tween or Corruption in the verbal. Hobbits may also resist being involuntarily corrupted, controlled or tainted by inherently evil forces by expending 5 Skill Points.

Make-up: Southern Halflings (Hobbits) must have hair on backs of their hands and tops of their feet (if the tops of their feet are exposed, though they may wear boots or other normal footwear to avoid this requirement). 

Costuming: Southern Halflings tend to wear comfortable, rustic Renaissance wear.

Role-Playing Resources: The Hobbit, the Lord of the Rings Trilogy
Herps

Very little is known about this race as a whole. What is known is that they are reptilian and they have a dislike for mammals or warmbloods as they call them. Herps all have a blood lust and enjoy their food living and kicking. Very few have been seen on the main continent and those that have appeared do not mingle well with the other races.
Bloodline: Skink

	Average Life-Span: 25 years
	Body per Health: 3 

	Size: Small 
	Mana per Arête: 2

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 10


Description: Small and nimble these Herps seem to be the friendliest of all the lizard folk. They are also scavengers and will eat meat even if dead. They are also the only Herp which seem able (or willing) to eat plants as well. Skinks also seem to make up the bulk of the Herp’s priests to their lizard gawds. Skinks speak in broken common and many have a hiss.

Racial Skills: 

· Small Stature (0 XP) Skinks may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength.

· Water Freedom (0 XP) Skinks are natural swimmers and may breathe and move without restriction in watery environments.

· Claws (5 XP) Skinks who purchase this ability gain claws (base damage of 1).

· Herp Regeneration (10 XP) Many Skinks naturally regenerate damage done to them. Skinks may convert Skill Points into Body Points (for themselves only). To do this, the Skink must find a sunny spot. S/he must then reach and remain in an uninterrupted state of concentration for 5 minutes, during which s/he may regenerate Body Points from available Skill Points. 

· Scramble (10 XP) Skinks are so agile that they may dodge one attack (identical to the Dodge skill, but without the needed prerequisites) in exchange from 25 Skill Points.

Makeup: Skinks may wear any color of base makeup. They must have spots (any color besides the base makeup) over the base makeup. This makeup must cover all exposed body parts. Skinks must wear between 1 – 3 horns or spikes. 

Costuming: Herps do not normally wear clothes in their home culture and only wear as much in Rendezvous as modesty requires.

Role-Playing Resources: Dark Crystal (skexies), V (the aliens), Jurassic Park (Velociraptor’s blood lust) 
Bloodline: Dragoon

	Average Life-Span: 50 years
	Body per Health: 4 

	Size: Man-Sized 
	Mana per Arête: 3

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 25


Description: Dragoons make up the citizenry of the Herps. When dealing with other races Dragoons are usually the ones who conduct business, often accompanied by a Skink priest. Dragoons are aggressive and have been known to finally devour the other person because they have become frustrated with the warmblood. Many Dragoons have a hiss when they speak.

Racial Skills: 

· Water Freedom (0 XP) Dragoons are natural swimmers and may breathe and move without restriction in watery environments.

· Claws (5 XP) Dragoons with this ability gain claws (base damage of 1).

· +1 Herp Strength (10 XP) Dragoons may purchase a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Herp Regeneration (10 XP) Many Dragoons naturally regenerate damage done to them. Dragoons may convert Skill Points into Body Points (for themselves only). To do this, the Dragoon must find a sunny spot. S/he must then reach and remain in an uninterrupted state of concentration for 5 minutes, during which s/he may regenerate Body Points from available Skill Points.

· Poisonous Gland (10 XP) The Dragoon secretes acidic saliva, which may be spit. The Dragoon may expend his or her skill points as packet-delivered acid-based damage in any increment.

Makeup: Dragoons may wear any color of base makeup. They must have vertical lines (any color besides the base makeup) over the base makeup. This makeup must cover all exposed body parts. Dragoons must wear 2 – 4 horns or spikes. 

Costuming: Herps do not normally wear clothes in their home culture and only wear as much in Rendezvous as modesty requires.

Role-Playing Resources: Dark Crystal (skexies), V (the aliens), Jurassic Park (Velociraptor’s blood lust)
Bloodline: Tyrannus

	Average Life-Span: 100 years
	Body per Health: 5 

	Size: Large 
	Mana per Arête: 1

	Restricted: Yes
	Skill per Proficiency: 4
	PA Cost: 50


Description: If Dragoons are the citizen class of the Herps, the Tyrannous are the ruling class. These huge and fearsome drake-like beasts have less (if that’s possible) tolerance and patience than the other Herps. Their ability to breathe fire further leads to the legends of Tyrannous' having drake blood. Very few of these Herps have been seen on the mainland continent. Many Tyrannus have a hiss when they speak.

Racial Skills: 

· Large Stature (0 XP) Tyrannus may not use tinkering and may not run—only lope.

· Water Freedom (0 XP) Tyrannous are natural swimmers and may breathe and move without restriction in watery environments.

· +1 Herp Strength (0 XP) All Tyrannous begin the game may purchase a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Claws (5 XP) Tyrannus with this ability gain claws (base damage of 1).

· Herp Regeneration (10 XP) Many Tyrannous naturally regenerate damage done to them. They may convert Skill Points into Body Points (for themselves only). To do this, the Tyrannus must find a sunny spot. S/he must then reach and remain in an uninterrupted state of concentration for 5 minutes, during which s/he may regenerate Body Points from available Skill Points.

· Fiery Breath (10 XP) The Tyrannus may breath fire by expending Skill Points as packet-delivered fire-based damage in any increment.  It costs one skill for each point of fire damage thrown.

· +2 Herp Strength (15 XP) Tyrannus who purchase this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Herp Strength
Makeup: A Tyrannus may wear any color of base makeup. They must have horizontal lines (any color besides the base makeup) over the base makeup. This makeup must cover all exposed body parts. Tyrannous must wear a minimum of 3 horns or spikes but may wear as many as they like. Tyrannous must also wear wings.

Costuming: Herps do not normally wear clothes in their home culture and only wear as much in Rendezvous as modesty requires.

Role-Playing Resources: Dark Crystal (skexies), V (the aliens), Jurassic Park (Velociraptor’s blood lust)
Humans

Bloodline: Northern Human (Northmen)

	Average Life-Span: 60
	Body per Health: 3

	Size: Man-Sized
	Mana per Arête: 3

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 20


Description: Northern Humans live by a harsh code of conduct that is geared towards one purpose… survival. The Northlands are harsh and unforgiving and the men and women of the North embody that aspect of their environment. They live in Tribes that are nominally ruled by a Czar, and spend much of their time hunting and making war with neighboring orc tribes (or anyone else who gets too close to one of their settlements). 

Racial Skills:

· Arctic Native (0 XP) Northmen are native to the frozen north and do not suffer passive environmental damage from climates of extreme cold. They are also not terribly slowed by snow and ice.

· Fast Learners (0 XP) The true strength of the Humans is that more than any other race, they are insatiably curious and value knowledge and learning just as highly as strength in arms. As such, all Humans receive +1 to their XP award each event.

· Weapon of Choice (5 XP) The Northmen favor large, barbaric weapons. Northmen who purchase this ability gain a +1 damage call with any large two-handed weapon.

· Runes of Protection (10 XP) Many Northmen cover their bodies with ancient runes of protection, passed down from the time of the Ancestors. Northmen who purchase this ability may substitute any Mana Points they may possess for Armor Points when they are damaged in a location in combat, as long as all exposed skin in the location is covered in elaborate runes and markings. 

· +1 Strength (10 XP) The men and women of the North are quite strong and may purchase a bonus of +1 to the Strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any larger race.

· Berserkergang (10 XP) The blood of Berserkers runs through many a Northman’s family lines. It takes one minute for a Northman who has this skill to go berserk, which must be spent pacing back and forth, mumbling, barking, growling, yelling, etc. and striking oneself. Once the berserker has successfully entered this rage, s/he gains several benefits: 
· The Berserker can substitute any Skill Points s/he may possess for any Body Damage that he s/he sustains in combat. 

· The Berserker gains a +1 bonus to strength. 

· The Berserker becomes highly resistant to spells and monstrous abilities, and may resist ANY unbid majikal or monstrous effect in exchange for 5 Skill Points. 

and disadvantages:
· The Berserker must continue to attack any visible target until s/he is rendered unconscious or killed. The Berserker will target enemies first, but if no enemy is immediately apparent, he will turn on his friends next, and if there are none, he will storm around and LOOK for something to kill and will attack on sight whomever or whatever s/he sees. 

· If no target becomes available after 1 minute, the Berserkergang ends. 

· Whenever a Berserkergang ends, the Berserker (if still alive) is immediately reduced to -0 Body and UNCONSCIOUS.

Make-up: Runes on skin if Runes of Protection is purchased.

Costuming: Northmen must wear barbaric garb (fur, feathers, bones, etc.). Adult Northern men should have a beard (being un-bearded is a sign that you haven't yet passed the Rites of Manhood). Northmen speak in simple, short phrases whenever possible. 

Role-Playing Resources: 13th Warrior, Eric the Viking, Conan the Barbarian
Bloodline: Half-Elven

	Average Life-Span: 380
	Body per Health: 3 

	Size: Man-Sized 
	Mana per Arête: 3

	Restricted: No
	Skill per Proficiency: 3
	PA Cost: 10


Description: The blood of elves is in your history. Buying this bloodline means that you are one of the common elves seen around. Most people refer to you as a Half Elf. Elves and certain NPC’s will react to you differently. This bloodline lengthens the Human’s life by 300 years, bringing a character’s typical starting age to 100 years or less.

Racial Skills:

· Read and Write (0 XP) All Half Elves learn to read and write at a young age, they also tend to learn both elven and common since the blood of the elves runs through their veins. 

· Elven Blood (0 XP) Allows the character the ability to purchase up to two Elven Racial Skills at their normal XP cost, which must be chosen from the appropriate racial skill list of their elven parent.

Make-up: Pointed ears

Costuming: Renaissance-style garb

Role-Playing Resources: Dragonlance series (Tanis Half-Elven)

Bloodline: Vistani
	Average Life-Span: 80
	Body per Health: 3

	Size: Man-Sized
	Mana per Arête: 3 

	Restricted: Yes
	Skill per Proficiency: 3 
	PA Cost: 20


Description: Mysterious travelers called Vistani seem to come and go as they please. Vistani talk in thick accents and are rumored to have Fey blood in their history. Most gypsies travel in bands called families in large wagons called Vardos. An old mother is usually a prophet or oracle and holds the family’s secrets. She usually leads the family. Besides Trolls, only gypsy women seem to have the ability to peer into the Veil and see the Realm of the Tween. Vistani must speak in a think gypsy accent.

Racial Skills:

· Fast Learners (0 XP) The true strength of the Humans is that more than any other race, they are insatiably curious and value knowledge and learning just as highly as strength in arms. As such, all Humans receive +1 to their XP award each event.

· The Sight—female gypsies only (5 XP) This skill is both a blessing and a curse.  You are able to see any creature in the Tween, including spirits.  Many female gypsies attend the CSM to train in the Life School because of this. Without the Sight, spirits are only detectable by Clerics on holy ground, but someone with the sight sees them all of the time. The curse of possessing the Sight is that it cannot be turned it off… no matter what is seen. The Tween is not a place for mortal eyes to gaze upon, and many an old gypsy woman has torn there eyes out because something a mortal was not meant to see or know wandered too close to her Sight. Most beings with this ability go mad (trolls for example are all said to be touched in the head) and die screaming and alone, begging for the visions to stop.

· Minor Curse (5 XP) Any gypsy may purchase this skill. The gypsy knows how to curse someone who has done them wrong. The Vistani must say “I curse you (PC’s Name or clearly indicated target)” three times loud enough for the victim to hear them. The curse always has an unknown (horrible) effect. The effect of this curse happens once the gypsy goes to the Oracle, who will contact an available marshal to inform the victim of what effects of the curse upon him/her. This effect lasts until removed or the next sunrise. If the Oracle feels a curse was used for no good reason, the Vistani will find him/herself similarly cursed. 

· Evil Eye—female gypsies only (10XP) Only a female gypsy with The Sight may purchase this skill. To use this skill, she will say “Evil Eye,” expend 10 Skill Points and throw a fetish.  If the fetish hits, the target is cursed and any test attempted while under the Evil Eye automatically fails on the first attempt. It may be retested if the PC has an appropriate source for a retest. This effect lasts until removed or the next sunrise.

· See Beyond—female gypsies only (10 XP) The female gypsy must possess the Sight and have gained an in-game insanity in order to purchase this skill. Like the Sight, itself, See Beyond cannot be turned off. The PC’s Sight has grown stronger, and she may not be blinded, even if her eyes are covered or ripped out. She is able to view auras as naturally as she views the physical world.  If the insanity that enables the learning of this ability is ever cured, this skill (and the associated XP, don’t forget) is removed from the Vistani’s character sheet. Old gypsy women are often referred to as witches because of their ability to detect evil and see the future.  Because of the constant bombardment by visions from the Tween, the female Vistani has grown numb to some of the lesser horrors. Although she sees possessed creatures or PCs as they appear on the Tween, she may now also resist insanities caused by Tween visions at the cost of 5 Skill Points per resist.  

· Crone’s Curse—female gypsies only (15 XP) This ritual has a required reagent: a personal item of the victim’s. The Vistani woman fashions a crude copy of the victim. Once done, the Vistani may curse the victim from a distance. The process for the curse to take effect is the same as above; however, the gypsy woman may use it without worry of a curse herself… just a mob of angry, superstitious peasants may try to tar and feather her. This effect lasts until removed or the end of the Rendezvous.

Make-up: none

Costuming: brightly colored and garish clothing

Role-Playing Resources: Fiddler on the Roof, Tinkers from Robert Jordan’s Wheel of Time series, Hunchback of Notre Dame 
Mountain Ogre

	Average Life-Span: 60 years
	Body per Health: 4

	Size: Large
	Mana per Arête: 2

	Restricted: Yes
	Skill per Proficiency: 3
	PA Cost: 0


Description: Mountain Ogres are often called “throw backs” by the rest of the world. They have survived on the very basics for hundreds of years. Mountain Ogres mostly live in large bands in huge caves of the mountains to the west of the Sacred Forest. They are rarely seen and only come down from their mountain homes to raid technology that they cannot create (swords of steel, production etc.)… and to raid and burn Yahari villages.

Racial Skills: 

· Nocturnal (0 XP) All Ogres take 2 points of damage each sunrise, which cannot be healed in any fashion until sunset.

· +1 Ogre Strength (0 XP) All Ogres begin the game with a +1 natural strength bonus. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

· Weapon of Choice (5 XP) Mountain Ogres gain a +1 damage call with any one or two-handed club..

· +2 Ogre Strength (15 XP) Ogres who purchase this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite, +1 Ogre Strength.

· Racial Memory (10 build) The Mountain Ogre is able to channel the memories of dead ancestors. When this ability is used the Mountain Ogre may temporarily remember skills by expending the XP cost of the skill in personal mana. The memory and skill lasts until it is used or for 10 minutes. This ability may be used to duplicate any basic testable skill at level one.

Makeup: Must wear yellow makeup over all exposed body parts and small tusks and speak in broken English. 

Costuming: Mountain Ogres must wear furs and skins as part of their costuming.

Role-Playing Resources: Quest For Fire (main tribe), 13th Warrior (invaders), Before We Ruled.

Mongrels

	Average Life-Span: 25 
	Body per Health: 3

	Size: Varies
	Mana per Arête: 2

	Restricted: Yes
	Skill per Proficiency: 4
	PA Cost: 10


Description: Mongrels come in a variety of shapes and sizes and always have the look of their animal ancestors to them. Mongrels are rumored to have been created by the Briarbites. This race was officially declared its own nation after Red Claw (a large bear Mongrel) raised an army and threatened war. Since then they were given a homeland to the west of Sindel and have lived there quietly for the last 50 years.

Racial Skills:

· Claws (0 XP) All Mongrels retain the natural claw and bite attacks of their animal ancestor, represented by claws (1 damage).

· Environmental Freedom (2 XP) Some Mongrels are adapted to various environments. Purchasing this skill allows the character to possess water freedom, snow freedom etc.. A character may purchase up to three different environmental freedoms.

· Wings (5 XP) Some Mongrels are naturally winged creatures and rarely if ever set foot on the ground. As such they are totally immune to pit traps and falling damage and may use their wings (in role-playing situations ONLY) to circumvent many physical barriers by flying over them.

· Ignore Damage Level 1 (5 XP) This skill grants immunity to waylay and the ability to not take damage from damage calls of 1.

· Thick Fur (5 XP) This skill gives the character an immunity to passive environmental effects

· Lobster Claw (5 XP) Some Mongrels have a powerful pincer. This is represented by a claw (base 3 damage) in one hand only.

· Minor Mongrel Adaptation (5XP) There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.

· Poison Fangs (10 XP) The Mongrel secretes acidic saliva, which may be spit. The Mongrel may expend his or her skill points as packet-delivered acid-based damage in any increment.

· +1 Mongrel Strength (10 XP) Mongrels may purchase a bonus of +1 to their natural strength. A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.
· Howl of Fear (10 XP) This gives the Mongrel the ability to throw a packet-based fear attack in exchange for 10 Skill points.

· Moderate Mongrel Adaptation (10 XP) There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.

· +2 Mongrel Strength (15 XP) Mongrels who purchase this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races. Prerequisite: +1 Mongrel Strength
· Major Mongrel Adaptation (15 XP) There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.
· Mutation (15 XP) Receive a random ability at the beginning of a Rendezvous—make-up is required.
Makeup: All Mongrels must have a distinct animalistic appearance. See a Race Marshall for assistance in designing your makeup.

Costuming: Mongrels are very primitive and generally wear rags, furs, bones and other primitive clothing.

Role-Playing Resources: The Island of Doctor Moreau, Thundercats, Quest for Fire (monstrous tribes)
Rules—Game Mechanics

Creating an imaginative game setting requires us to abide by some guidelines for how to be both a player and a role-playing character simultaneously. We intend for the rules to be as invisible as possible. Below are descriptions of game mechanics that help us do so.

In-Game vs. Out-of-Game (or In-Play vs. Out-of-Play)
There are two worlds that simultaneously exist in any role-playing game. The in-game world is the fantasy world that we are all working together to create where our characters live and adventure. The out-of-game world is the real world where WE (the players and staffers) go to work, pay our bills and get together to play our game. Please, always remember the difference between you and your character. If Bob the Knight attacks and killing blows Jim the Necromancer, then there is no reason at all that James (the player who plays Jim the Necromancer) should be angry at Robert (the player who plays Bob the Knight). 

Also, it is very important to understand the difference between in-play and out-of-play knowledge. Take the example of Bob and Jim above. James (the player) knows that Bob (the character) killed Jim (the character). But Jim (the character) has no idea what happened to him because his memories were clouded by exposure to the Tween. Using out-of-game knowledge while being in-play is a SERIOUS offense and is called metagaming. Metagaming can lead to serious punishment—up to and including permanent banning (expulsion) from the game. 

It is important to realize that we are playing in a very complex environment of in- and out-of-game situations. One of the most common problem situations is when someone (who is in-game) overhears a conversation between two people who are out-of-game but are discussing in-game things. The simple answer to this is that if you are not in-game, then you should not be talking about in-play things. If you MUST discuss something like this while out-of-play, then it is your responsibility to make sure you are where no one can overhear you.  This makes the common excuse of "Well, we were talking, but we weren't in-play" invalid. When consulted, a marshal will most likely decide the discussion is indeed in-game.
Headbands, Out-of-Game: Headbands are used to identify certain OUT-OF-GAME conditions. Headbands should be at least one inch in width and should be worn in a clearly visible fashion.

White:  This represents someone who is considered to be out-of-game. If you do not have a white headband, you are considered to be in-game. It is your responsibility as a player to keep a white headband with you at all times. If you do not, then the consequences are on your own head (Literally). If you must be out-of-play, but do not have a white headband, you may cross your hands over your head; however, all players are strongly encouraged to have a white headband available at all times.

Bright Orange:  This represents someone who is considered to be medically out-of-game. Anyone who intentionally physically attacks a player in an orange headband will be banned. Orange headbands allow players who have minor injuries, conditions, or disabilities to continue to play SAFELY. They can role-play and act in-play, but they may not participate in ANY form of physical role-play or combat. However, this does not mean that someone in an orange headband is totally off the hook. Anyone may killing-blow them by simply announcing his/her intention and then verbally delivering the killing-blow (No Touching!). The player wearing the orange headband may not resist or attempt to escape from this other than by screaming his/her head off for help!

Headbands, In-Game: Headbands are also used to identify certain IN-GAME conditions. Again, they should be at least one inch in width, and should be worn in a clearly visible fashion.

Bright Red:  This represents someone who is currently in the Tween. If you have been killed and are going to resurrect, you can also cross your hands over your chest in lieu of a red headband. However, you cannot use skills, spells or bonded weapons and you may not defend yourself in any way in the Tween if you are not wearing the headband.

Bright Blue:  This represents someone who is invisible and not detectable by the naked eye or with the Sight. If you do not have a blue headband then you may place your right hand on top of your head palm down. However, if you remove your hand from your head (even to defend yourself), you immediately become visible.

Bright Green:  This represents someone who is transparent or discorporal—can be seen but not touched. Discorporal creatures may require special weapons to damage them. If you do not have a green headband then you must place your left arm on your head. If you remove your arm for any reason, you are no longer discorporal and the spell/ability/effect/etc. immediately wears off.

Cabins and Defenses
In order to enhance the immersive role-playing environment of our game, we require that all players remain in-play—even when asleep (there are some exceptions to this, see below). Defending your cabin while you sleep is critical. 

Exceptions to the In-play Rule: There are a few circumstances that may exempt your cabin from remaining in-play as you sleep. Please see the Oracle if you feel that you need to sleep out of play. We generally reserve one section of cabins as an out-of-play area at night, and you may be assigned to this area if you want to be out-of-play as you sleep.

Cabin Notes: All cabins have notes attached to them next to the front door of the cabin. These notes list out-of-play information about the cabin's inhabitants and any defenses or special considerations that a marshal might need to know. Note that the ONLY people who are allowed to look at the cabin notes are the occupants of the cabin, Management and staff. ANYONE else caught looking at cabin notes inappropriately may be banned.

All sections of the cabin notes must be filled out completely before you go into play. If your cabin notes are not filled out completely and correctly, your cabin WILL be considered to be undefended. There will be NO EXCEPTIONS to this rule... Period. There is a grace period of ONE HOUR following the call of In-Play that begins the game. If you hear In-Play being called, and you haven't filled out your notes, it would be advisable for you to go and fill them out immediately.

Cabin Defenses: There are many potential types of cabin defenses. Magical spells, devious traps, and vicious creatures can all be used to guard your cabin.

Majikal Defenses:  You may have up to three majikal defenses cast upon your cabin. Note that wards and other magical defenses used in this fashion must be cast on the WHOLE cabin. You may not, for example, cast a warding around one-half of your cabin. Larger buildings that possess more than one room may cast wardings on the individual rooms inside of the building, but no room may have more than three magical defenses, and each room so protected must have its own cabin notes.

Traps:  You may have up to three traps in place to defend your cabin. Traps are created though the use of the Tinkering skill. All traps must have an approved phys-rep, and the Trap Card must be included in the folder with the cabin notes.

Locks:  You may have up to three locks in place on any door leading into your cabin. Locks are created though the use of the Tinkering skill. All locks must have an approved phys-rep, and the Lock Card must be included with the cabin notes.

Illegal Defenses:  It is illegal for you to do ANYTHING to defend your cabin that would interfere with the ability of Emergency Personnel to access the inside of the cabin in any way, or which would cause real injury to a player or staff member who is trying to enter your cabin.

In-Play Items

All in-play items must have an item tag that is kept with the item at all times. The tag must be securely attached to the item if it is easily lost or parted from you (such as a magic sword, a staff or wand, etc.). If your character comes into possession of an object that is not tagged, the item should be reported to the Oracle as soon as possible. 

If the item is particularly small or shaped so that secure tagging is not possible, then you should carry the tag associated with the item with you. You may be asked to present this tag to a marshal at any time, and if you cannot produce the tag for an in-play item that is with you, the item will be taken from you until such time as you can produce the tag. If you loan an item to another character, you must also ensure that you give them the tag that goes with the item. 

Note—while a tag is required for all in-play items, possession of just the tag does not mean that you have the item. The phys-rep for the item IS the item. If you lose a phys-rep, but still have the tag, you should turn the tag (immediately) into the Oracle who will then give that tag to whoever shows up with the phys-rep. If you are out-of-play, you should not have in-play objects on you. If you are out-of-play, but have your magic sword with you and that sword comes up missing, the theft or loss of the item will stand.

About Skills
Skills are the game mechanic through which a character interacts with the environment of Rendezvous. Skills are purchased during character creation and character updates with Experience Points (XP). Some games rely very heavily on skills, while some games have more of a "if you can do it, do it" attitude. We have decided to adopt a middle-of-the road approach. Rendezvous XE "Rendezvous"  is a classless system. To be able to call yourself a Knight or a Majus, etc., is a function of role-play and the skills that you possess (rather than the other way around, which is how class-based systems work). However, for description purposes, skills are grouped by profession (often thought of as class): combat, maji, craftsman, etc. Some skills will thus rely heavily on the physical abilities of the players while other skills will be resolved with a mechanic know as The Skill Test.

Learning Skills: Teachers

To learn a skill, you must have someone teach it to you IN-PLAY. The only exceptions to this are skills purchased at character creation. You may find it hard to find teachers for certain skills; some people travel over great distances to find people to teach them master skills. Any character who has purchased the Teacher skill may teach someone any skill s/he knows except for Racial skills.
Some skills have a Master level. A Master has perfected his/her trade. S/he knows virtually everything relating to the chosen profession and can competently teach the skills within the skill tree. Master skills give the player ONE bonus XP that s/he may award to ONE of his/her apprentices. An apprentice may only receive ONE bonus XP from ONE master per Rendezvous. To qualify to be an apprentice, s/he must have the entry level skill of the skills being learned.

Skill Prerequisites and Exclusions

Many skills also have prerequisites. A prerequisite is a requirement that a character must fulfill before buying a skill. There are many types of prerequisites including: race, culture, other skills, etc. It is important to note that the player character must maintain all prerequisite requirements at all times. If a character sells back or loses a prerequisite to a skill, all skills that hinged off that prerequisite are also lost. If a character buys a skill that is restricted by another of his/her skills, s/he loses that skill and all skills that hinged off the now illegal skill. 

You will be warned by logistics when you attempt to buy a skill that may cause one or more of your other skills to become illegal. If you continue, all of the stated consequences will be applied to your character. If you later change your mind and wish to repurchase a lost skill, you may do so. However, you must qualify and pay for the skill from scratch. 

Skill Types: There are many types of skills in the Rendezvous universe:

The Health skill:  The Health skill is available to all races. This skill controls how many Body Points a character has and always costs 3 XP. Body points determine how much damage a character can receive in a body location before it becomes useless. The number of Body Points a character receives when buying this skill varies by race—some races are just tougher than others. The full racial award is granted to the torso location. Half the racial award, rounding down, is granted to each limb location. See the descriptions of the various races in the Character Creation chapter to see how many Body Points each race gains from the Health skill. This skill may be purchased up to 10 times. 

The Arête skill:  Like the Health skill above, the Arête skill is available to all races. This skill controls how many Mana Points a character has and always costs 2 XP. Mana points power majik and majikal items. The number of Mana Points a character receives when buying this skill varies by race—some races are more majikal than others. See the descriptions of the various races in the Character Creation chapter to see how many Mana Points each race gains from the Arête skill. This skill may be purchased up to 20 times.

The Proficiency skill:  Like the Health skill above, the Proficiency skill is available to all races. This skill controls how many Skill Points a character has and always costs 2 XP. Certain skills and special maneuvers run off a character’s Proficiency skill. It is up to the PC to determine what skills to use based on how many Skill Points s/he may have. The number of Skill Points a character receives when buying this skill varies by race—some races are more skillful than others. See the descriptions of the various races in the Character Creation chapter to see how many Skill Points each race gains from the Proficiency skill.  This skill may be purchased up to 20 times.

Racial skills:  Some skills are made available to a character because of his/her race and do not require a teacher. A racial skill may not be taught to anyone who is not a member of the race. If a person ever permanently changes races, all racial skills (and associated XP) are lost. 

Action skills:  An Action skill is a skill that does not require a test to be used by the character. Weapon skills, combat spells and wear armor skills are examples of action skills.

Crafting skills:  A Craft skill is a special form of skill that is involved in the acquisition and production of in-game resources and crafted items. In order to use a craft skill, the character must know the appropriate formula, schematic, etc., for whatever it is that the character wishes to craft. The character must also have access to the appropriate tools for the use of the skill (Ex. a forge for weaponsmithing or a laboratory for alchemy). The character gathers the resources needed to complete the formula and then makes a resisted skill test using their level in the appropriate skill against the level of difficulty of the formula in question.

Resource Skills:  A Resource skill is used to gather resources (or reagents) used to create a crafted item. 

Tested skills:  Tested skills are skills that require a Skill Test to be used by the character. These skills must be intentionally and deliberately used in order to function. It is the responsibility of the player, not the marshal, to indicate that you wish to use a tested skill. The use of a tested skill requires relative peace and quiet. A marshal MAY call a HOLD for tested skill use at his/her discretion. You may not use a tested skill while engaged in combat. It is not proper for a player to call a HOLD to use a tested skill. If there is enough activity in the area that the marshal cannot respond to your request to use a tested skill, the environment is simply too distracting and you must wait until the marshal has time to help you. 
The Skill Test

The Skill Test is a simple manner by which we resolve the success of a tested skill. To do this, we use the Rock, Paper, Scissors (RPS) model. When a tested skill is used, the player (character) and the marshal do a simple RPS test. If the player wins, the skill use works. If the marshal wins, the skill use fails. If there is a tie, the player and marshal test again, until someone wins. 

Sometimes it is necessary to resolve a test against the strength or some other aspect of a character to resolve an action that cannot be safely or accurately resolved through a real world action (Ex. move a large rock or jump across a chasm, etc.). Providing the character could logically attempt the action, a simple skill test is used to determine the results of the action. If the character possesses an appropriate skill or ability (like Racial Strength), s/he may request a retest for every level they possess above the norm. The marshal may, at his/her discretion, assign a level to the action being attempted, which may result in a retest. Players will not necessarily be told exactly what the difficulty will be, but they will be told in general terms how difficult (i.e. easy, moderate, hard, nearly impossible, etc.) the task appears.
The Bid: When you choose to (or are required to) use a tested skill, you must first state what level of skill you have for the test. This does not have to be announced loudly to whoever can hear… but the marshal does need to be quietly told what your skill level is.

Overbidding: If a character possesses five or more skill levels above the marshal in a Resisted Test, the character may choose to Overbid. Overbidding changes a tie into a success for the character with the vastly superior skill. The decision to overbid must be stated immediately before the relevant test is resolved and must be based on the relative skill levels that the respective parties bid for the test.  The Overbid function may also be applied to crafting tests when a player’s crafting skill is 5 levels higher than the recipe being attempted.

Wild Cards: Some types of tests, especially crafting ones, may allow for a Wild Card result. Skills or recipes that allow for wild cards will be noted as such. A wild card results when a tie occurs on an applicable test. When this happens, an automatic retest occurs. If the retest also results in a wild card, the retests continue until one party or the other gets a win. At this point, count the total number of wild cards that occurred (including the first, but excluding the final win). The number of wild cards indicates the intensity of the resulting alteration from the use of the original skill. If a wild card reaches a severity of 10 (i.e. ten sequential tests have been made, all of which are ties), a special result occurs. The final win determines whether of not the wild card result is positive (i.e. the player wins) or negative (i.e. the resisting marshal wins).

Safety and Combat
LARPing can be a very physical activity, and as such, SAFETY is and must be a primary concern for all staffers AND players. When it comes to safety, we are firm believers in the ideas of "better safe than sorry!" and "If you aren't sure, then it isn't safe!" We don’t ever want any last words to be “Aw, I can do that!”

The single most common activity (aside from role-play) that you are likely to encounter at Rendezvous XE "LARP"  is COMBAT. Combat with monsters... combat with Non-Player-Characters (NPC's)... combat with other players... All of these make up an important part of the LARPing environment. This is not to say that your character must participate in combat, but chances are, sooner or later, you may be drawn into a combat situation. Unlike a tabletop role-playing game, a LARP XE "LARP"  does not use dice and paper to resolve combat.  

Combat is also meant to give players a sense of being immersed in combat. Our unique combat system encourages strategic combat rather than a “who has more points and can shout louder and faster” situation. Think Conan or The Princess Bride…
Combat Safety Rules

Live-action combat is a very physical activity. As such, the safety of our players and staff is a primary concern for us. You should never engage in combat in an unsafe area. If you feel that an area is unsafe and combat ensues, call a HOLD and move the combat to a safer area. In order to keep combat fair and safe we have to all agree to play by a certain set of parameters. These guidelines are designed to keep the game safe and fun for all.  Here are a few rules to remember in regard to combat.
The HOLD! Rule

The HOLD! Rule is a common convention in LARPing. Any player or staffer may call a HOLD at any time that they feel uncomfortable or unsafe, or if they feel that an unsafe condition or activity is about to occur. If ANYONE says the word HOLD, for any reason, THE GAME STOPS... immediately and with no exceptions. It is also in everyone’s best interest to take a knee when a hold is called and to freeze in place.  No one gains an unfair advantage in-game but more importantly the staff can assist the person calling the hold. If for any reason you are physically injured at the game, CALL A HOLD so you can get the help you need. To help further clarify between in-game wounds and real world injuries, we ask that people use the term medic for real world injuries and healer or cleric for in-game wounds. 

Once the reason for the HOLD is resolved, the game will be resumed by saying, "Ready? (Wait for an affirmative from all involved) 3... 2... 1... LAY ON!" If staff is present, s/he will call lay on. If not, the person who called the hold should make the lay on call. 

No one should call a HOLD for a non-safety related reason. If you have a question about something that just happened to you, step aside and ask a marshal. If it is in the heat of a huge battle and this is not possible, just go down (drop to unconscious status) and ask the marshal once the combat is finished. We realize that this is a harsher interpretation of the HOLD rule than used by other games, but we want to strongly encourage players to STAY IN PLAY to help provide the “totally immersive live action role-playing environment” we promise our players.

If a marshal needs to provide a description to the player(s) or to momentarily halt the action of the game for some story team-related reason s/he will call a Story Pause. Once s/he has given the story team description a lay on will be called as normal. Story Pause is for Marshals Only! Player questions should be fully answered before the lay on is called.

Illegal Target Areas

Knowing where you cannot strike someone is as important as knowing where to strike him or her.  Even with a foam weapon you can cause harm to the following areas:
· Above the plane of the shoulder, the head and neck are off limits.  No one wants to be poked in the eye or hit in the throat. 

· The groin is off limits in both men and women and the breasts of women are considered to be off limits.  

· The area from your wrists to the tip of your fingers and from your ankles to your toes is considered off limits.   

Note:  Intentionally using an illegal target to block an attack is considered poor sportsmanship as is intentionally striking directly above or below a restricted area. The game is after all meant to be played in both a fair and safe manner and min/maxing your strikes is considered poor sportsmanship.

Legal Swings

During normal combat, a 1-second pause is required between swings. A legal swing is made up of 3 parts, which happen simultaneously:

· A legal swing with a weapon can be no more than 90 degrees but no less than 45 degrees.  Restricting the arc of the weapon’s swing is designed to give you, the player, more control over the weapon and to make sure that you are not hitting too hard. The general rule is that you should never swing a weapon from farther back than your shoulder and you should never slap at someone with just a flick of the wrist.  Some weapons (like spears) are generally designed for thrusting instead of slashing. When performing a thrust, you should ensure that the weapon is disengaged completely from the target by a few feet before thrusting again.

· You must choose the location that you are going to swing at: Torso, Arm, or Leg and connect with the location towards the end of your tagline call. 

· Call your damage. When you swing your weapon, you should state IN A LOUD AND CLEAR VOICE, the total number of points that your swing delivers, any appropriate tag-line(s) that modify your swing and the hit-location you are damaging. (Ex. 5 Arm if using a basic weapon or 5 Flaming Arm if using a weapon with a Flaming ability or spell). Your total damage is determined by the base weapon damage of the weapon you are using, plus any strength or skill bonus that your character possesses, plus any bonuses for the craftsmanship of the weapon, plus any bonuses for majik (a majikal weapon or active spells).  

A note on Sneak Attacks: There are a variety of special attacks that are considered to be Sneak Attacks. Sneak attacks are intended to be delivered from surprise (a role-playing consideration), but for practical and consistent ruling, surprise is defined as any attack originating from and being delivered to the back of the target. You may not stand in front of another character and reach around to strike their back. You must actually be standing behind a character to use sneak attacks.  If someone states that they know you are there BEFORE the combat begins, then your sneak attack does not function. Once combat BEGINS that rule is null and void and all your sneak attacks count as long as you are behind them and striking that person’s back. This includes any sneak attacks delivered by a rogue who joins a combat already taking place. Once combat begins the “I know you’re back there” rule goes out the window. Sneak Attacks and Backstabs are immune to the 1-second delay between swings as is the case during normal combat.
Legal Blocks

An attack from a weapon can be avoided in several ways listed; here are the most common:

Avoid the blow. If the weapon does not strike you, the attack failed to hit you. By physically avoiding the strike of the weapon you can avoid the damage the weapon would have caused.  

Block with a shield. If you have the shield ability and a physical shield you can attempt to block the attack with the shield. However, not everything can be blocked with a shield and certain majikal attacks will affect you no matter where they strike you.  

Parry with a weapon. If you have a weapon handy you can attempt to parry the attack with your own weapon.  To parry, you must bring your weapon into contact with your opponent’s weapon as they attempt to strike you. Players may not force their way through the defense of another player (charging).

Use a skill, spell, or ability to negate the attack. If you are struck with an attack you have the option to call upon any of your skills, spells, abilities, or equipment (if readied) to negate the attack. Simply call its ability to negate the attack.  

Common Mistakes

Combat is supposed to be safe, sane and fun. Here are warnings on how to avoid these most common mistakes. Accidental instances of these mistakes may sometimes happen. Repeated or consistent occurrences are considered poor sportsmanship and may cause sportsmanship strikes that could result in being banned from combat.

Hard Swings:  What makes a swing too hard is totally dependent on the recipient of the swing. Basically, if the person who you are hitting thinks you are swinging too hard, then you are. If this happens you need to take a step back and tone it down a little.  You don't really have to penetrate the armor of your opponent for a swing to be effective.  After all LARP combat is a lot like tag.  If you are able to tag your opponent with your weapon you have made a successful hit.  Warnings for this are totally at the discretion of the staff. If you consistently swing too hard, you may be warned, and if necessary, banned from combat. If, however, you are thin-skinned, and think that everyone hits you too hard, then we may, at our discretion, place you in an orange headband and place you medically out-of-play.

Tag lines:  Remember to always call your full tag line (damage, material or special effect, location) CLEARLY and LOUDLY. If the target cannot hear you or understand you, they will not take your damage. Shot-gunning is when you deliver your blows so quickly that your damage and tag line become garbled. For example, an acceptable damage call is "Seven Majik Torso, Seven Majik Torso," not "Semagitors, Semagitors."  A good rule of thumb is to make attacks at a slow enough speed so that you can enunciate an intelligible tag line before your blow lands upon your opponent. Slowing swings down also ensures that you and your opponent have the time to calculate the subtractions from the body locations for each swing that legally connects. The tag line is also important because it provides the target with your attack information. Cold creatures, for example, take extra damage from fire and flaming attacks. So, if you are swinging a flaming weapon, you use the tag line of "Flaming," and the player acting the part of the cold creature will know to adjust his/her stats accordingly.

Hands, fists, and claws:  Some creatures use their fists or claws in hand-to-hand combat. It is, of course, not safe to use one’s hands directly in physical combat, so instead we use specially constructed weapons phys-reps for this purpose.  Players should understand that attacks to the claws of most creatures will cause no damage.  In order to do damage, the claws of the beast are as strong as steel so they will not be effected by weapon attacks.  

Speaking of hands, players should not attempt to snatch at other players’ weapon or shield with their hands. Players should also avoid laying their hands on each other without the express permission of the other player. LARP combat can be very intense but most “hands on events” such as carrying a wounded player or dragging a monster can be simulated and role-played. It is not required that you actually drag the other player. Grappling and wrestling is prohibited unless agreed upon by the participants in the combat.

Charging: Our system is designed to make something that is inherently unsafe, I.E. combat, safe. It is therefore not permissible to run up on your opponent and charge through or past him/her. Charging adds force to the strike of the weapon and may cause your opponent to trip or become injured. Instead you should come upon your opponent and square off. You do not have to come to a complete stop to engage your opponent but you must take care not to run your opponent down. The general rule in this is that if you find your opponent constantly backing up from you then you are probably charging.

Excessive Force: Combat in Rendezvous is quite intense and can be viewed almost like a full contact sport. However you have to remember at all times that this is just a game. We are all here to have a good time and want to go home uninjured when the event is done. Hence it is illegal to force your opponent’s weapon or shield out of the way by brute strength. These are boffer weapons, not real weapons, and excessive force can cause the weapons to break and in some cases cause damage to your opponent. You can still block an attack with a weapon but do not carelessly bat at or swing at another player’s weapon. 

Shield Use and Turtling: Players who use shields must be extremely careful to avoid shield to body contact at all times. You cannot use a shield as an offensive weapon.  Nor can you use a shield to crowd in on an opponent and pin him. Shield size has been restricted in this game to minimize the abuse. Covering up and hiding behind your shield is considered turtling.  When using a shield you should be able to see your enemy and maintain control of your weapon at all times.  


Crowding:  Players may not crowd other players. Instead players should engage each other within the minimum distances needed for their weapons to be effective. There is a tendency in some younger players to run up and hug their opponent while landing blows upon their back. This “hug of death” is unrealistic and has the potential to cause real harm among the players.   

Playing Possum:  In the real world it is surprisingly easy to distinguish the dead from the living.  After all a wounded person screams in pain and his howling can only be silenced in death. Players should also be made aware that warriors or even people who fell in combat were usually set upon by the enemy and were mercilessly hacked apart. However, in a game of simulated combat the line begins to blur. The wounded do not scream and it is hard to separate the living from the dead. In order to keep the game fair and balanced we ask that players avoid falling down and pretending to be dead unless they are actually unconscious or dying. An exception to this is if you are using it as a tactic to jump an unexpected victim on a dark trail or something similar to the situation.  But if you are in the middle of combat you cannot fall down and pretend to be dead if you are not. If you are close to dying, you may fall down and pretend to be dead if you do not reengage in combat and instead simply want to make it off the battlefield alive.

The Hit-Location System

A hit location lends itself heavily toward a more immersive combat experience.
Hit Locations

The areas below that are shown in a lighter shade (Hands, Feet, Crotch and above the Plane of the shoulders) are illegal and hitting someone in those areas will give you a strike (3 and your out of combat for the event). However the rest are fair game (right arm, left arm, right leg, left leg and the torso—front and back).
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How do I hit someone?

When striking someone you will call your weapon damage and the location being hit. You must then pause for 1 second before making another attack call. Example: Lordo the troll is going to hit Terith in the arm in an attempt to make it useless. (Ex. Lordo strikes Terith in the right arm and calls the tagline: “3 Arm,” pauses 1 second and then swings again calling “3 Arm.”) Add any additional taglines after the damage call and before the location if attempting to cause extra damage due to a special material or ability. (Ex: 3 Flaming Arm or 10 Majik Torso). If you strike someone in the leg but call arm or torso then your opponent does not take the damage and your attack is negated for that swing.

How do I improve my combat?

Additional Fighter Profession skills may be purchased that improves the damage of a weapon, perform special maneuvers and allow different fighting styles. 

Weapon Training: Training in a particular weapon in a particular hand allows the character to increase the damage called with that weapon in that hand.

Maneuvers: Maneuvers are special moves the character may use, activated by a number of skill points.

Fighting Styles:  In a normal combat situation you may only use one weapon with nothing in the other hand. Fighting styles allow you to increase your combat effectiveness by having a weapon or shield in your off hand.

What about spells and ranged attacks?

Unless limb-specific, all spells and ranged attacks affect the torso no matter where it hits. Ranged attacks use the tag line Pierce.

How many times can I be hit in a location?

Your Body Points are determined by your race, the same as it always has been with a few minor tweaks: All characters will automatically start with 4 Body Points in the Torso and 2 Body Points in each Limb. A character will then be awarded the initial racial spend in which the full points are placed in the torso and half the points, rounding down, is placed in each limb. (Example, Valia, a human, whose body award is 3 for each Health skill purchase, would initially start with 7 body points in the torso (4 base plus 3 for being a human). After dividing her racial award by two and rounding down (1), she would determine she has 3 points in each limb (2 base plus 1 for being a human)

What happens once a location has zero body?

Torso: Once a torso has been reduced to Zero or below, the victim is unconscious and loses the last 5 minutes of their conscious memory. (see the Cycle of Life, Death, and Rebirth section below for more information) If the torso is at zero exactly, the victim is considered unconscious and helpless and will stay that way for 10 minutes, and s/he will reawaken at 1 body point. For each point of damage a torso has taken below zero, an additional minute is required to regain consciousness.
Arm: If an arm is reduced to zero, that limb is considered useless (or broken).  All items in the affected arm’s hand must be dropped.  Unless they have special training, maji may not cast spells.  Two-handed weapons do not have to be dropped but may not be used except for one-handed blocking. In addition, once an arm is useless, any torso hits an opponent calls that hit the broken arm instead will still take effect on the torso.

Example: Valia sees that her hit has made Terith begin to back up.  Taking advantage of this she hits him once more in the right arm.  With the hit goes the last of the limb’s body so Terith must drop his main hand weapon and maybe start to think about getting some armor for his arms as he runs. Valia catches up to him and calls 3 copper torso, but hits his broken arm accidentally, Terith would still deduct the 3 points from his torso location.)

Legs: If a leg is reduced to zero, the victim may not move any faster than a slow walk. Limping is a good role-playing tip. While the leg is not considered severed, it is broken.

Armor

The hero of many stories, a knight in full plate-mail is really not seen that often outside of the Knighthoods. Even then the armor was probably given to the knight by his father who received it from his father. 99% of armor seen in and around the valley is what’s known as piece mail:  bits and pieces of different armors pieced together to form a suit.  To reflect this, the armor system is being integrated into the hit location system. For a complete listing of armor classifications, please see the Armor Appendix. In order to wear armor, the appropriate Wear Armor skill must be purchased (Wear Light, Wear Medium, and Wear Heavy).
Attire: If the PC is in costume and adding to the atmosphere of the game, s/he will receive a flat 5 armor points located entirely in the torso. Well done costumes receive a +5 bonus armor points to the torso (a total of 10 points in the torso). Attire cannot be stacked with any other form of armor but once breached may be repaired at the blacksmith.

Light Armor: These include Leather, Fur, Hide, Padded, etc, types of Armor.  The PC must have the Wear Light Armor skill in order to receive any benefit from light armor.

Torso: Must cover the torso from plane of the shoulders to the waist. Base 15 armor points. +5 armor for well done.

Limb: Covers at least half of the limb Base 10 armor points. +5 for well done

Medium Armor: These include Chain, Scale, Wooden etc, types of Armor.  The PC must have the Wear Medium Armor skill in order to receive any benefit from medium armor.

Torso: Must cover the torso from plane of the shoulders to the waist. Base 25 armor points. +5 armor for well done.

Limb: Covers at least half of the limb Base 20 armor points. +5 for well done

Heavy Armor: These include Plate, Banded, Stone etc, types of Armor.  The PC must have the Wear Heavy Armor skill in order to receive any benefit from heavy armor.

Torso: Must cover the torso from plane of the shoulders to the waist. Base 35 armor points. +5 armor for well done.

Limb: Covers at least half of the limb Base 30 armor points. +5 for well done

Breached Armor:  Any time a piece of armor is breached (reduced to zero armor points), it is destroyed and must be repurchased (number of armor points in value). Any effects the armor had on it are likewise destroyed unless otherwise specified.

Armor Skills
Layer Armor, 5 XP, Prerequisite: Wear Medium Armor, Description: Allows the character to wear two types of armor in a hit-location. One armor piece must be lighter than the other, and the character must possess the skills to wear both types of armors. The full value of both armors, including any bonuses for good costume, is combined to determine the armor points in the hit-location.

Tracking Damage in the Hit-Location System?

There are no tags for the hit-location system. Instead, characters track the damage taken at the end of combat on their character sheets.
Weapons
Aside from spells, the primary method of delivering damage to an opponent is accomplished through weapon combat, from swords to spears to frying pans, etc. For game purposes, a weapon is any FOAM SCULPTED object, which has been SPECIFICALLY APPROVED AS SAFE for use in combat. In order to wield a weapon, you have to have the appropriate weapon skill. Otherwise you are considered untrained in the weapon and will call no damage if you attack. This covers all in-game foam sculpted items that could be used as weapons. Below, weapons are broken down by size, into six categories, that also include a list of weapons and base damage values.
Small Weapons:  A small weapon is any weapon that is at least 12 inches but no more than 18 inches in length. Daggers, dirks, saps, wands and similar weapons fall into this category. The base damage for small weapons is 1.

Short Weapons: A short weapon is any weapon that is at least 19 inches but no more than 36 inches in length. Short swords, clubs, most hammers, picks and similar weapons fall into this category. The base damage for short weapons is 2.
Long Weapons:  A long weapon is any weapon that is at least 37 inches but no more than 54 inches in length. Long swords, most axes and maces, short spears and similar weapons fall into this category. The base damage for long weapons is 3.

Large Weapons:  A large weapon is any weapon that is at least 55 inches but no more than 72 inches in length. Two-handed swords, mauls, pole arms, long spears and similar weapons fall into this category. The base damage for large weapons is 4.

Thrown Weapons:  A thrown weapon is any weapon that can be hurled directly from the hand of a character. Thrown daggers, darts, axes, etc. must be at least 12 inches in length. Rocks and other non-standard thrown weapons must be at least the size of a softball and do a base damage of 1. 

Large-sized characters may also use specifically approved (and marked) boulders which have a base damage of 2, 3, 4 or 5; however, in order to use these special thrown weapons, the large character must have purchased the Extra-Strength racial skill (+1, +2, +3, +4, or +5 respectively). 

Bows and Crossbows: Bows and crossbows (Nerf or otherwise) have a base damage of 6.

Firearms:  Non-realistic looking firearms (Nerf) have a base damage of 3 for small firearms and 6 for long firearms.
Miscellaneous: Any weapon not covered in the above six categories fall into this category, including but not limited to bombs, fire arms, holy water, attack spells, traps, siege weapons, and some other odds and ends. Various rules below mention some of these. When you come across items not specified in the world of Rendezvous the marshal will share item-specific details.

Common Effects and Taglines
A player must state the damage amount and the hit-location as the initial tagline. Given the appropriate skill, ability, item etc. is available, you must call the additional tagline after stating the hit-location tagline. An effect is anything that can have an affect on a PC: from weapon damage to being tied up to having your spirit ripped from your body. To improve the flow of the game we have decided to comprise a list of the most common effects at Rendezvous. While it is not required that you memorize this list, it is suggested that you keep a list handy until you are familiar with them. Any effect that is not instantaneous (damage, resist, etc.) lasts 10 minutes unless otherwise specified. 

	Bone
	Any tooth or weapon made out of bone; x2 damage vs. any creature with death-susceptibility

	Claw
	Basic creature or monster tag line; cannot be disarmed in any way but can be destroyed.

	Deflect
	The target seems to have simply knocked the attack away with no effect to it.

	Disease
	Same as nausea but the PC cannot use any skills or abilities and may only move at walking speed.

	Entangle
	Victim’s arms become bound beside their body; No spells or skills may be used until the PC is freed; PC may still run and move freely and speak but simply must keep arms to his/her sides; Creatures with a +1 strength break an entangle on a 3-count (breaking one etc.); Creatures with +2 or better simply snap the effect.

	Envelope
	The victim is bound head to toe and cocooned and must fall to the ground and lie there; PC may not use any skills or spells or abilities and is effectively helpless; Noise can be made but without opening the mouth; A creature with a +4 strength bonus breaks this attack on a 3-count. A creature with a +5 or higher strength instantly snaps it.

	Explosive
	Anything using the explosive tagline bypasses armor.

	Fear
	The target is terrified and may do nothing but run and hide for 5 minutes.

	Flaming
	Tagline for any weapon using fire or made of fire; x2 damage to opponents with fire-susceptibility.

	Gale
	Tagline for any weapons using wind or made of air; x2 damage to opponents with air-susceptibility.

	Giggle
	Victim cannot stop giggling madly; PC cannot use any spells or rituals but may still attack or move as normal. This only affects spells and rituals.

	Humming
	This tagline represents a weapon that is vibrating at an amazing speed and makes a humming sound as it is swung; x2 damage vs. a target’s armor.

	Nausea
	Vertigo hits, the PC becomes ill and begins to vomit; any majik attempted automatically fails. Only base weapon damage may be used if in combat.

	Paralyze
	Exactly what it says, the victim cannot move from the neck down; PC falls to the ground and may not get up unassisted; PC may not use any skills, abilities or spells; PC may still move the head, scream, beg or whatever they wish to say to the thing that paralyzed them; This effect renders the PC helpless except for the screaming, talking, etc.

	Pierce
	Any thrusting weapon that will bypass armor; Bows, Crossbows, Firearms and Javelins may all call pierce naturally.

	Poison
	The victim’s body is filled with so much pain all s/he can do is try to limp away; PC may use no other skills, abilities or spells; PC may only move at walking speed; PC also takes 10 body damage each minute until an antidote is taken or PC dies.

	Resist
	Attack did not affect the target but it seemed to physically strain the target to resist the attack’s effect.

	Rot
	Same effects as disease except that every hour the victim does not get treatment an extremity falls off; This rotting starts with the hands, making them useless (first two hours); Then the feet rot and PC may only crawl (third and fourth hours); Finally the brain rots and death occurs (last hour).

	Sap
	Sap, delivered from behind, causes victim to become unconscious unless wearing helmet, heavy armor or spell protection.

	Sleep
	Victim falls into a deep sleep. PC is essentially helpless while in this deep slumber; PC may be woken up by someone shaking them for a full minute.

	Venom
	Victim becomes paralyzed. Muscles seize up and the PC cannot move or speak nor use any skills, spells or abilities; PC simply stands there unless moved or an antidote poultice is used.

	Stone
	Tagline for stones, boulders or any other weapon made out of rock; x2 dam. vs. earth-susceptible opponents.

	Wave
	Any weapon using water or made of water; x2 damage to opponents with water-susceptibility.

	Weaken
	Victim is weakened if this attack does body damage; PC may only move at walking speed; PC calls one less point of damage.

	Webbing
	Victim is covered with a thick sticky substance; PC calls 2 less points of melee damage because swings have been slowed; PC must move at walking speed; Creatures with a +3 or better strength are immune to this attack.

	Wood
	Tagline for any weapon made out of wood; x2 damage against creatures with nature-susceptibility


The Cycle of Life, Death, and Rebirth
Character Statuses

Your character’s status is the condition that is revealed to another character or NPC when s/he uses one of various skills (primarily Diagnose) on your character. Any skill that allows you to check for a status will be noted in the skill description. Not all skills will allow you to check for all statuses. (Ex: Alchemy will allow you to check for the Poisoned status but not the Diseased status.)

Healthy :  This is the status of any character that is at full Body points and has no negative statuses active.

Injured :  An Injured character has lost one or more Body Points. A character with an appropriate skill can determine the exact number of Body Points that the injured character has lost by spending ten full, uninterrupted seconds examining the injured character. A character that loses all Body Points (i.e. 0 Body) becomes Unconscious. A character reduced to negative Body is Dying.

Diseased, Poisoned, Paralyzed, etc.:  A number of additional statuses (mostly negative from the effects above) can be applied to a character from a number of different sources. Unless otherwise noted, these statuses (combat-related) last for 10 minutes. Some statuses last until cured or dispelled. Longer statuses that are not otherwise noted in this rulebook will be explained to you if or when they occur. Statuses include but are not limited to: Diseased, Poisoned, Paralyzed, Asleep, Nauseated, etc.

Tainted:  A tainted character has had a Bahle XE "Bahle"  spirit from the Tween posses his/her body. This means the body contains two spirits at the moment. However this same detection result would also show if a woman is pregnant. Many a Bahle have been known to hitch a ride on an unborn child and try to make the child’s body their own while the cleric mistakes the Bahle as twins. Taint is caused by murdering someone or actively participating in Tween majik (bad, evil, despicable character!). Tainted beings often have various deformities. It is quite likely that a character with deformities may become hunted by the CSM Inquisition. Taint is mechanically tracked by Malevolence points; an act that would cause a Taint causes the character to receive a Malevolence point. If a character earns 13 malevolence points, the Bahle has taken complete control of the character’s body and the player permanently loses control of the character. Malevolence points must be removed in-play and stay on the PC’s character record until removed.

Touched:  This is a lesser version of Tween Taint. The Tween has in some way, shape or form manifested in the character’s presence.  This could be because the character was passively involved in Tween majik (bad, evil, despicable character!) or the character was overwhelmed with horror by something caused by the Tween. Touch also stays until removed.

Unconscious:  A character reduced to 0 Torso Body Points is rendered Unconscious. An unconscious character is just that... unconscious. An unconscious character loses the last five minutes of their conscious memory due to the trauma caused by becoming unconscious. S/he may not move, can take no actions, use skills or items nor speak. There are other statuses and situations that may render a character unconscious without being at 0 Body points. An unconscious character will awaken in ten minutes (but will still be at 1 Body point or at whatever total s/he was at when rendered unconscious). For each body point the character is at, it takes an additional minute for the character to regain consciousness. (Ex: A character at -5 torso body would take 15 minutes to awaken at 1 Body point.) It takes an additional 30 points of damage to the torso to kill someone.
Dying:  A character that is in the process of receiving damage once his/her torso body has been reduced below zero.
Dead :  A character that is Dead must lie on the ground and play dead for 5 full minutes. At the end of that time, the forces holding the body together fail and the body turns to dust. The character's spirit then enters the Tween. The spirit may then go and seek to return to the land of the living. An appropriate prayer will return a dead character to life. Note—A character who has died may instead decide to go to the Great Beyond and achieve his/her Final Reward or Final Death (I.e. At the player’s choice, s/he has decided to create a new character and will permanently stop playing the character that died.) When a cleric attempts to resurrect someone who has died a final death, the body will appear, but it will be dead.  This dead body is then available for final rites.

Spirit:  A character who is a Spirit has entered the Tween. These characters cannot be perceived by the living world nor can they perceive the living world. Remember that once your spirit flees your body, it turns to dust.  This means any spell or effect that makes your spirit automatically flee your body instantly turns you to dust and you must resurrect. Spirits CAN interact with other spirits as well as with characters and creatures that are in the Tween, but this interaction is severely limited (refer to “Your Spirit and the Tween” below). The shock of becoming a spirit is very traumatic, and when the spirit leaves the body, all memories for the last half hour of life, ESPECIALLY those relating to the circumstances of one’s death are erased. Note—ANY attempt to use ANY knowledge that is directly related to your death is considered metagaming and may result in sanctions.

Your Spirit and The Tween

The Tween is the "place that is not a place." It is what exists between the Realm of the Living and the Realms Above, Below and Beyond. The Tween is where a spirit goes when its body is killed. When your character dies and your 5-minute death-count expires, you must immediately stand up and put on a Red headband. As long as you are in the Tween, you must wear this headband. If you do not have an appropriately colored headband, you may cross your hands over your chest to indicate that you are a spirit. 

Spirits that have entered the Tween cannot be seen by those who are still in the Realm of the Living. However, there are certain spells and character abilities (and perhaps a few magical items) that may allow a character to detect the presence of a spirit. Any character who has a skill that allows him/her to sense creatures in the Tween (or knows a spell, has a magic item, etc.) may ask for the appropriate test to use the skill at any time. If you possess an appropriate skill, spell or item, it is quite proper to react to creatures in the Tween as a bad feeling or something similar to justify the use of your skill, spell or item. 

Spirits may likewise not see into the Realm of the Living or attempt to interact with the living in any way. Contact between a spirit and a living character may ONLY be initiated from the Realm of the Living. Violation of these rules is considered a very serious form of metagaming and will be dealt with accordingly. There are certain holy areas that act as beacons to a spirit in the Tween leading them back so that they may be resurrected. 

Spirits, however, are not the only things to be found in the Tween. Sometimes a spirit in the Tween becomes Lost. Over time, these lost spirits become corrupted by the alien energies of the Tween. Eventually, they are driven mad and become Tweenlings. Some spirits come into being in the Tween. These spirits are called Bahle spirits and they are even more twisted and often actively work to possess a living being (causing that being to be tainted). Some bahle are quite weak (though still dangerous), but some of them are immensely powerful.  

The only thing that keeps these beings from overrunning the world with their madness is their inability to voluntarily enter the Realm of the Living. Contact must be initiated from the living side, and even the most evil and corrupt men fear the things that dwell in the Tween. There is no crime more heinous or more zealously pursued to final punishment than allowing a bahle to enter the living world. 

While in the Tween, a spirit may interact with other entities in the Tween, though only in limited ways. A spirit in the Tween is aware of itself and even knows how they came to be in the Tween. A spirit may converse with other spirits and with creatures of the Tween itself. However, this is unwise, as the creatures of the Tween are very jealous of the living and their spirits, and will invariably try to corrupt, confuse or even devour the still living energy that links a spirit to the living world. 

Most spells, skills, abilities and items are useless in the Tween. However, there are a few ways that a spirit can protect itself. The most important one is that the spirit can FLEE! The creatures of the Tween cannot enter holy areas, so it is in the best interests of most spirits to seek these places as quickly as they can. There are also a few spells that can be cast while in the Tween as well as certain rituals that can be performed on a weapon to allow a spirit to carry it along when it crosses into the Tween. 

Generally, your best bet is to find a holy place… quickly. If a bahle gets its claws on your spirit, rest assured it will not be pretty. If your character is lost or devoured while in the Tween, a special ritual may be required to call your spirit from within the bahle that has eaten you.  The spirit must be rescued by a majus before it can be resurrected by a cleric. Rescue is a dangerous and often unpredictable ritual—even powerful magi may be hesitant to attempt one.

When you are resurrected, all of your memories from the Tween become clouded and inaccessible (in addition to the 30 minutes prior to your death). Sometimes (at Story Team discretion only), the lesser bahle that haunt the borders between the realms will torture returning spirits with visions of the past, present or future. Sometimes these visions represent true events, but sometimes they are pure fabrications.  Please Note—Once a cleric has begun resurrecting your spirit, the player should go to the Oracle out-of-play and record their death in the Death Log.
The Death Count and Resurrection

In Rendezvous XE "Rendezvous" , we do not limit how many times a character may be brought back from the dead. In theory, any character may be brought back from the dead an infinite number of times. Instead, we count the number of times that a character has died. This number is known as your Death Count. Each time a character dies, his/her death count increases by one. When a cleric attempts a resurrection spell on a character, the cost in Faith for the resurrection is one Faith Point plus the death count of the character. There are also other spells and effects which may factor into your character's death count.

A Note on Losing Characters...

No one likes to permanently lose a character. But, as we have mentioned above, there have to be consequences if we want to have a truly exciting game. And, eventually, your healer buddies may just not be able to afford (or even find) the necessary Faith to resurrect you. 

Once you die, you have three full events (the count begins at the next event following your death) to get yourself back to the Realm of the Living. There are a lot of ways to get raised, and you would be well served to check some of them out before you die (and save valuable time). If you have not been raised by the end of the third FULL game after your character dies, your character must make the final journey to the (appropriate) Land of the Dead (time to make a new character). 

We realize that the real world may prevent you from attending an event. If this is the case, we will exempt this requirement. If you are given an exemption, once three full events have passed (whether you attend or not), the next event that you attend will be considered your final event.
Skullduggery Rules

Burglary

You may become involved in an assault on a cabin or other building in-play. When this happens, you must have a story team marshal present. The marshal will then check the cabin notes of the building in question and supervise the actions which follow. ONLY a story team marshal may look at the cabin notes during a raid. Remember that if your cabin notes are not filled out, none of the protections which you have on your cabin are valid. There are no exceptions to this rule.

Theft of In-Game Objects 

Sooner or later you are likely to encounter a situation involving the in-play theft of an in-play object. ALL IN-PLAY OBJECTS MUST BE TAGGED... NO EXCEPTIONS. This does not include costuming or other semi-in-play objects (such as costume-only jewelry and clothing, and normal armor or weapons). Any item which has an in-game function is considered in-play and may be stolen. If this happens, you DO NOT have the right to recover the phys-rep of the item if it is lost by your character. Any tagged items become the property of the Rendezvous XE "Rendezvous"  Campaign. When a stolen items leaves play (gets destroyed, traded out, etc.) we will TRY to return the phys-rep to you. However, we cannot guarantee that you will get an item back that was lost if stolen in-play. (I.e., player that stole the item didn’t turn it in to the Oracle.) So please do not make your wedding ring a majik ring.

There are two types of in-play theft: marshaled and unmarshaled thefts. A marshaled theft is one that takes place while under the supervision of a marshal (cabin raids, modules, etc.). In this case, you should deal with the marshal in charge of the encounter and report any thefts directly to them (quietly at the end of the module is sufficient). 

The second type of theft is the unmarshaled theft. Any time you pick up any item that does not belong to your character, you should immediately check it to make sure it is tagged. If it is not, then you should deliver the item to the Oracle immediately to report that you stole the item but it had no tag. The player who owned it should bring the tag to the Oracle once they notice it is missing. Even if the stolen item is tagged, you should report the theft to the Oracle as soon as possible. Failure to follow these guidelines may result in a strike. 

 Any player retrieving a phys-rep from the Oracle will be required to sign an out-of-play statement that they actually (out-of-game) own the item in question. If the player wishes to bring the returned item back into play, he or she may be required to pay an in-play cost to retag the item.

Traps and Locks

During the course of play, you may encounter boxes, doors or other objects that are locked. We do not use real locks in Rendezvous XE "Rendezvous"  for various safety-related and legal issues. Instead, we phys-rep our locks with a special card that is attached to the outside of any object that is locked. In order to open a locked item, you must either possess the appropriate key (represented by a special tag) that is intended to open the lock, or you must pick the lock. Picking a lock requires a set of tools created by the Tinkering skill, and your character must know the Pick Locks skill. 

Setting and Disarming Traps

During the course of play, you may also encounter objects that are trapped. We do not use real traps in Rendezvous XE "Rendezvous" , for obvious reasons. Instead, we phys-rep our traps with a special card that is attached to the inside of any object that is trapped. All traps must have a trigger that is appropriate to the type of trap in question that can be detected by another player if the appropriate precautions are taken. Please see the Oracle for details on what constitutes a proper trigger. 

Detecting a trap is not a function of any skill. You (the player) must actually detect the trap to avoid accidentally setting it off. Disarming a trap, however, is a function of the Disarm Traps skill. Disarming a trap requires a set of tools created by the Tinkering skill, and your character must know the Disarm Traps skill. The Disarm Traps skill is used to attempt to disarm traps, which also have a level that must be overcome. This is resolved as if the trap is resisting the skill being used by the character to bypass the defense. Wards (magical defenses placed on objects or places) also resist attempts to bypass them in the same way. All traps have a difficulty rating. When you wish to disarm a trap, you must have a Story Team marshal present and then must make a resisted test of your Disarm Traps skill versus the difficulty of the trap. If you win, the trap is disarmed. If you lose, the trap goes off and you take the full effects of the trap. If you tie, the trap does NOT go off but is not disarmed, and you may choose whether or not you wish to continue trying to disarm the trap.

Using Poisons

Alchemists can create numerous types of poisonous concoctions. In order to effectively use a poison, you must have the Poisoning skill. There are four types of poison.

Contact Poisons:  A Contact Poison is represented by a special tag that must be attached to the object in question. Contact poisons are clearly visible to anyone who bothers to look and are thus fairly easy to avoid. The trade off, of course, is that contact poisons tend to be rather potent. Wearing gloves or picking an object up with a piece of cloth or leather will also defeat a contact poison. Please note that you cannot use contact poisons as an active weapon. The target must initiate the touching of the object in order for the contact poison to be effective.

Ingested Poisons:  An Ingested Poison must be eaten or drunk by the target to be effective. How you get the target to do this is up to you. It is possible to mix ingested poisons with food or drink to deceive the target but doing so requires the presence of a Story Team marshal. 

Gas Poisons:  Gas Poisons are only used in traps and similar devices. A gas poison affects everyone in an area of effect determined by the device which delivers the poison. We do not have thrown gas poisons in Rendezvous XE "Rendezvous" .

Blade Poisons:  A Blade Poison is similar to a contact poison but must be applied to a bladed weapon. The Poisoning skill is needed to apply a blade poison to a weapon or to use a weapon that has a blade poison applied to it. Once a blade poison is applied to a weapon, the NEXT combat in which that weapon is used, the player must add the appropriate poison tagline to their combat swings. Please note that failure to call the appropriate tagline during a combat does not allow the player to save the poison for the next combat. The activity of the fight is considered to wear the poison from the blade.

Crafting Rules

Crafting skills are in-game ways that players create and design the equipment necessary for the day-to-day use of many skills. These skills of creation and adaptation are performed through scientific means rather than majikal. Once a root craft skill level is attained, a craftsman may use blueprints for creating in-game items. All production skills have the prerequisite of the level before it (must buy level one before level two etc.).  Some commonly known plans of each type of crafting skills are included in the Appendix. 

One rule to remember for any crafting process is that it takes 5 minutes and 1 skill point per point of difficulty for any craftsman skill. Example: Joe Joe the fighter wants to have a sword made for him. He wants it to be sharp and durable but not to awfully expensive. He goes to his buddy Brogar the dwarf. Brogar listens to Joe Joe and comes up with the following schematic: Because Joe Joe wants a sword Brogar will have to make a normal sword (forge normal weapon) -2 reagents. He wants it sharp so Brogar adds an alloy sheen (alloy sheen)-5 reagents. And Joe Joe wants it a little bit tougher so Brogar decides to reinforce it (reinforce)-1 reagent. So the number of reagents and skill points used to create Joe Joe’s sword is a total of 8 each. And adding construction time it will take a total of 40 minutes to create. The in-game price will be determined by the two characters. 

Alchemy:  Alchemists use reagents and follow formulas to create various potions with varying effects. 
Blacksmithing:  Blacksmiths use reagents and follow schematics to create or modify weapons and armor.

Surgery: Surgeons use reagents and follow remedies for various healing and effects on wounds.

Tinkering: Tinkers use reagents and follow doohickeys to create gadgets with varying effects.

Reagents 
A reagent is a physical prerequisite that is required for use with any crafting skill. Reagents required are one per level. As crafting plans increase in level, the reagents required are rarer.

· Commons can be found in most general stores or merchant houses. Common Reagents are needed in any crafting plan. 
· Uncommons can usually be ordered from the local merchant but only specialty shops will frequently carry it. Use required starting with 3rd and 4th level crafting plans. 
· Semi-rares may be ordered from a specialty shop but will take a long time to receive. Maybe one person in a county would know where to readily find one. Use required starting with 5th and 6th level crafting plans. 
· Rares are usually found on module boss monsters or as treasure. Would take months for a specialty shop to get one in. Use required starting with 7th and 8th level crafting plans. 
· Very Rares: Treasure maps are made to the location of one of these items. Usually cannot even be bought on the open market. Use required with most 9th and 10th level crafting plans. 
· Near Unique: Someone’s cousin’s, grandfather knew someone who saw it once. Some people search for years for one of these Reagents. Special module only spell, or part of a larger plot-line, reward for dangerous mission etc. 
Majik Rules
Majik is the lifeblood of the Universe. If flows throughout creation, sustaining all life. Wizards are the hearts which pump and direct the flow of that blood. Some wizards, called maji, have an affinity for majik inherited though a special bloodline. The first majus was said to be the son of the Lost Gawd and a mortal woman. Legends say the bloodlines of maji are one and all descended from this one union. Of course, we know that this could not possibly be true, since virtually all races produce those rare individuals to whom Majik is as necessary as air itself.  Of course, not all majik is restricted to those who are born special. Anyone may learn Low Majik or Hedge Majik (see below). But, the most potent spells and rituals are reserved for those of maji blood. Characters who dedicate their lives to the study of majik are knows as wizards, regardless of their bloodline.

Types of Majik

Hedge Majik:  Hedge Majik is often called Low Majik, and is any spell of Levels 1 – 5. Anyone can learn Low Majik.  Hedge Majik also consists of several demi-paths which can be learned by various classes, races or bloodlines but which are not governed by the nine traditional schools (see below). Most Hedge Majik is rather limited in scope, but some of spells can be powerful, especially in the right situation. 

High Majik:  High Majik is any spell of Levels 6 – 9. High Majik may only be learned and cast by characters that are of the maji bloodline. In order for a maji to learn a 6th level spell in any school, s/he must know 5 levels of two schools. Please Note—The Collegiate School of Majik (CSM) only recognizes people as maji if they have learned a 6th level of a school.

Gawd Majik:  Gawd Majik is a special form of Majik granted by the gawds. Every Gawd has a unique set of spells and abilities that are granted to that gawd's followers. In order to learn and cast Gawd Majik, a character must be dedicated to a particular gawd. Once a level of a gawd path is purchased, the cleric gains immediate access to any prayers (clerical spells) and abilities granted by the gawd at that particular time.  As the gawd’s notice waxes and wanes, so too, shall the cleric’s spells and abilities. (For more information, see the Gawdly Majik Rules below.)

Other Majik Terms

Reagents: Reagents are material components for spells or crafting. Some reagents occur naturally and may be found or harvested (usually as treasure on monsters). These reagents can be used by a wizard to power his/her spells, rituals and mana-using abilities. When required, these components MUST be immediately on hand (in the DIRECT possession of the caster) in order for it to function. Some reagents are also basically mana in a bottle. These reagents can be any object that contains a supply of mana. When a reagent is used (whether it be one or all the mana available from a reagent), the reagent is destroyed and crumbles to dust.

Nodes: A Node is a natural, constantly renewing source of mana. Some nodes produce raw mana, which must be used on the spot, but some actually produce reagents which may be taken away from the node.
Font:  A Font is an artificial node created by a wizard (usually by a large group of wizards, working in concert).

Spells:  A spell is pre-determined set of actions, words and/or reagents that produce a specific majikal effect. There are four types of spells: Simple Spells, Rotes, Counter Spells, Rituals.

Prayers:  A prayer is pre-determined set of actions, words and/or reagents from Gawdly Majik that produce a specific majikal effect. There are two types of prayers: Simple Prayers and Rites

Simple Spells/Prayers:  A simple spell or prayer is a short phrase that produces an immediate, targeted effect. Flame Dart, Sleep and Dispel are all examples of simple spells. All Simple Spells are used by expending the necessary mana (usually 1 mana per level of the spell unless otherwise specified), clearly and loudly stating the verbal for the spell and then hitting the target with a fetish.  All Simple Prayers are used by expending 1 Faith Point, clearly and loudly stating the verbal for the prayer and then hitting the target with a fetish.

Rote:  A rote is a complex spell. A complex spell is a longer collection of actions that produce a majikal effect. All complex spells take five minutes to complete. In order to cast a complex spell, the majus must expend the necessary mana (usually 1 mana per level of the spell unless otherwise specified),, assume an uninterrupted state of concentration and then count off the required time. At the end of the five minutes, the complex spell takes effect on the indicated target (no fetish is needed unless specifically noted in the spell description). Please note that this is NOT the same thing as a true Ritual spell (see below).

Rite:  A rite is a complex prayer that is a longer collection of actions producing a majikal effect. All complex prayers take five minutes to complete. In order to cast a complex prayer, the cleric must expend 1 Faith Point (or more if required by the nature of the prayer), assume an uninterrupted state of concentration and then count off the required time. At the end of the five minutes, the complex spell takes effect on the indicated target (no fetish is needed unless specifically noted in the spell description). Please note that this is NOT the same thing as a true Ritual spell (below). Keep in mind, the gawds can be fickle, so a cleric may choose to spend more than 5 minutes performing a rite in the hopes the gawd will respond.

Spell-like Abilities:  A spell-like ability is a spell that enables maji to perform some sort of unusual action, sometimes instantly or sometimes for an extended period of time. The Bear Claw spell is an example of a spell-like ability. To use a spell-like ability, the majus must expend the necessary mana and state the activating verbal for the spell. The ability is then available for use for the length of time specified by the spell.

Counter Spells:  A Counter Spell is an instantaneous defensive majikal ability. In order to use a Counter, the majus must expend the necessary mana and say the required countering phrase. If the majus is not the target of the spell to be countered, s/he must also strike the target of the spell to be countered with a fetish. If s/he is the target of a spell to be countered that would incapacitate him/her, s/he must begin the Counter immediately (within a 3-count) of the moment that the spell to be countered takes effect.

It is also possible to counter certain ritual effects (see Ritual majik). To counter a ritual, the countering caster must know and then cast the appropriate spell designated to counter the ritual effect in question. If the counter spell is successful, the targeted ritual effect is countered. It is possible to make a ritual effect more difficult to counter by bidding additional mana at the time of the original casting. When this has been done, the caster who wishes to counter the ritual effect must offer his/her own additional mana, in excess of the amount of mana which was bid by the original caster. Normally, it is not possible to determine how much mana has been bid on a ritual spell effect that you wish to counter; although the countering caster will know immediately that a targeted ritual effect has a bid attached to it. If you attempt to counter a ritual effect but bid less mana, your counter fails, even if the countering ritual succeeds.

Ritual Majik:  Ritual majik is a special kind of spell or miracle that requires a lengthy, complex series of majikal actions of such power and complexity that no normal wizard or majus can remember all of the intricacies associated with the spell. The Ritual Majik skill works very similar to the way other crafting skills work as it is a tested skill and is learned in levels. All rituals have a level of difficulty assigned to them that should be noted on the ritual. Rituals may take any length of time to complete, from as little as five minutes to as long as several hours. Rituals are found in books and tomes, on ancient scrolls and scrawled on the walls of ruined temples. Ritual scrolls and majikal tomes are not indestructible unless specifically noted. 

Any majus who possesses the Ritual Majik skill may attempt any ritual, providing s/he is in direct possession of the requirements to cast the ritual.  (Many rituals require possession of a ritual scroll.) The majus must also possess all of the required reagents and prerequisites of the ritual, as listed in the ritual. All rituals require one or more special reagents. Some of these are fixed. Other of these components may be substituted with various effects on the final outcome of the ritual. All rituals have a series of required steps and components that must be completed in order for the ritual to take effect. Please Note—Knowing Level 5 of any school of Majik is a prerequisite to learning the Ritual Majik skill.
The ritual skill can be used to make scrolls that can be used by anyone with Level 1 of any School of Majik (unless a particular school is specified by the ritual) and the Read Majik spell. The ritualist must use an appropriate number of Skill Points and reagents for the difficulty of the scroll and also provide the mana needed by the spell to cast into the scroll.

Spell Casting

A majus must have the use of his/her hands in order to cast spells. S/he must hold a wand, staff, or rod; and, if required, a scroll and/or fetishes in his/her hands to cast spells. Sometimes a state of concentration is also required. Only Light Armor may be worn.  If a majus’ hands are bound in any way, s/he is unable to cast spells, including complex spells and ritual majik. Clerics may use weapons and wear armor, but they must be holding forth their holy symbol (either in their hand or painted on an equipped shield).

A note on Maji Fighting Styles: Unless a majus has trained upon the path of the combat majus, no other object may be held while spellcasting occurs. Maji are also limited to light armor because of the semantics of spell casting. Purchasing a majikal fighting styles means the majus has learned how to use majik while wielding a weapon and/or wearing armor.

Rules for Concentration

In order to remain in a state of concentration, the following conditions must be true:

· The caster must keep line-of-sight on the target. Line-of sight is only broken if the wizard cannot see the target for a full 3-count.

· The caster may walk to follow the victim but running will disrupt the concentration.

· If the caster sustains damage from any source, the concentration is disrupted.

· If the caster speaks (except to cast additional spells on the SAME target), the concentration is disrupted. 

If the caster attempts any active skill (including spell or weapon combat) or begins a killing blow, the concentration is broken. The only exceptions to this rule are certain systems which require the character to perform multiple prescribed actions (such as certain rotes, rites and rituals).

Use of Fetishes (Spell Packets)

In the before times, the first wizards learned and practiced their art only through the use of Ritual majik. However, more recent generations of wizards and clerics have discovered that through the use of specially prepared majikal fetishes, majikal energies can be packaged and delivered to a target by throwing the majikal spell component at the intended subject. From this discovery came the development of various simple and complex spells. All fetishes (also referred to as spell components) are considered to be in-play. Spell components are considered to be one of the core concepts in the use of majik in the Rendezvous game world. What this means is that it is possible to disarm a spell caster by depriving him or her access to fetishes. It is legitimate to deprive a caster of his/her spell components in a role-playing situation. However, also note that this does not include the use of the Disarm skill or Disarm spell in combat, nor does it allow a player to attempt to strike the hands (an illegal target) of a spell caster to cause them to drop their spell components. 

It is considered bad sportsmanship to attempt to gather all of the fetishes from the ground after a battle, and then hoard, hide or destroy those packets. All unclaimed fetishes should be turned into the Oracle. If you need more packets, you may come to the Oracle to get them (if they are available), but you may (and probably will) be asked to work a Community Enhancement shift before being allowed to have them.

Majik:  The Five Schools
Each of these schools is well established by centuries of use and lore by the maji of the world. All spells within a school share a common set of basic skills and knowledge that is necessary in order to command the forces governing the specified majik. These schools represent generalized types of majikal spells and rituals. These categories are used for determining how spells and rituals interact with the various other elements of the game (For example, golems are immune to any spell from the Mind school). There are now fiveSchools of Majik:
The School of Aegis Majik:  Studies mysteries of living bodies and the spirits that reside within them. Healing and Fortifying the Spirit are the skills taught by this School. This School also has a number of spells that work particularly well against Bhale. The original students of this school were actually healers, who dedicated themselves to protecting the Realm of the Living from the predations of the Tween. Most maji of this school use their skills and spells to protect the Realm of the Living. Some few try to use their majik for personal gain and power through dealing with the spirits of the dead and the creatures of the Tween. These fallen maji tend not to last very long.
The School of Mind Majik:  The school of internal discovery. Wizards who study this school learn to manipulate the minds of intelligent creatures and to induce confusion, sleep, and other mental conditions. Some maji who study this school are so powerful that they can even alter the very memories of their subjects. The maji who study this school can also create illusionary beasts and scenes and cast spells that involve deception, misdirection, and perception.
The School of Elemental Majik:  Earth, Air, Fire and Water are the tools of this school. This school has a high potential for destruction and mayhem. Most packet-delivered damaging spells come from this school.

The School of Force Majik:  Less chaotic than elemental Majik, this school controls raw Majikal energies and natural forces through rigorous study and discipline. This School includes various effects, including potent forms of warding and Cabin Defenses. 

The School of Artifice Majik:  The school of creation (and also destruction). Artificers use their majik to create wondrous majikal devices and tools. Many maji dabble in this school, as even the lesser rituals of this school can be of great usefulness. 

The School of Nature Majik:  The province of keepers and protectors of wild places of the world. These spells involve understanding, controlling, and mimicking aspects of plants and animals, and of being at one with Nature and the Universe.
Learning Majik Ability

Each school has nine levels of majik ability.  When you purchase a level of majik in a school, you gain the ability to cast any spell that you can find to learn that exists for that school level. Each level of a school has a prerequisite of knowing the level before (linear progression instead of pyramidal progression). Each school has an entry skill that is a prerequisite to learning the first level of the school.  Please note—in order to learn above 5th level in a school, the wizard must know the first 5 levels of majik in two schools. As a role-playing note, the CSM will only teach a character above level 5 if one of the schools the character has learned is Arcane. The CSM believes the Arcane school is general majik skills that all competent maji should learn. This does not require your character to learn the Arcane school. Though, it will definitely be more challenging for your character to find a teacher. 

Learning Spells

All spells are purchased as zero XP skills and are found or learned in-game. In order to learn a spell, a majus must have a teacher for that spell (either an NPC, teaching book, or another character). Maji may learn any number of spells. For example: Mara knows Meditation, Mind School Level 1, Mind School Level 2, Mind School Level 3 and Mind School Level 4.  Mara wants to learn Mesmerize, a 3rd level Mind spell. Mara goes to her teacher and learns the spell.  She can now cast Mesmerize as often as she wants providing she has mana to power the spell.  Let’s also say Mara found a book that teaches Tower of Iron Will, a 5th level Mind spell.  Mara may not learn this spell until she has purchased Mind School Level 5. Once she has purchased the skill, she can then learn Tower of Iron Will. 
Verbals

Complex spells have pre-defined verbals. See the Spells Appendix for a listing of all spells with verbals. Simple spell verbals are more free form. To cast a simple spell, the caster must state the school’s standard beginning phrase, any additional flavor text (if any) s/he wishes, the name of the spell, and the target, if applicable. Beginning phrases for the 5 schools are listed below:

Elemental: With Elemental (specify element), I…

Mind: Summoning Mental Might, I… 

Force:  Commanding Primal Force, I…

Nature: Entreating Nature’s Will, I… 

Aegis: By Compassion’s Light, I… 
Majik Circles

Some spells call for a Majik Circle (an Arcane Spell) to be inscribed in order for them to function. All Majik Circles must be phys-repped. In order to qualify as a Majik Circle, the phys-rep must be clearly and physically marked. A hastily inscribed mark on the ground IS NOT SUFFICIENT to qualify as a phys-rep for a Majik Circle. See the spell description of Majik Circle for more details.
Familiars

A familiar is a majikal assistant that helps a wizard in a number of ways, the most notable of which is in the casting of majikal rituals. If a wizard has his/her familiar ON HIS/HER PERSON, s/he may ask for a single retest of any majikly-based resisted test. This is automatically granted (if desired) for Ritual spells and may apply to other tests at the discretion of the ruling marshal. A majus can acquire a familiar through casting the appropriate majikal ritual(s). 

A familiar may possess additional abilities, depending on the details of how it was summoned. See the Summon Familiar spell for more information. If a familiar is killed, the wizard immediately loses ALL personal mana and may not rest to regain mana for the rest of the weekend. S/he may not use a Node or Font to restore mana, although s/he may use reagents and stored mana to power spells. For the rest of the weekend, if the wizard attempts to cast Ritual majik, the first result of the ritual test will automatically be a failure; however, s/he may then call for any retests for which s/he is still eligible. 

Phys-Repping your Familiar

All familiars must have a precise phys-rep, which cannot be changed once chosen. The phys-rep must be a soft, stuffed animal or doll. The phys-rep must look as realistic as possible. By realistic, we mean that it needs to look like a familiar, not a cutsie stuffed cartoon animal. This doesn't mean that a familiar can't be cute, but if your familiar is a cat, the phys-rep should look like a cat, but not like Garfield. Bogglins, small stuffed Faeries, and stuffed monsters are acceptable as well as realistic looking animals.

Clerics and the Gawds

A Cleric is a special type of character of that draws his/her powers from a Gawd. In exchange for strictly following a Gawd's Code, the cleric is granted certain bonuses, which MAY include faith points, granted abilities and/or secret knowledge. However, if the cleric violates the code of his/her Gawd, s/he loses these bonuses and may suffer additional penalties as well. A cleric does not have to be a wizard or a maji to learn to cast the spells and abilities granted by his/her Gawd. However, in the world of Rendezvous, most, if not all, clerics have attended at least one year at the Collegiate School of Majik to understand the fundamentals of majik.

Playing a cleric can be a very challenging experience. Clerics MUST adhere to a much stricter level of role-play than the average character. Gawds are demanding and jealous and are often fickle masters. Only those clerics who truly distinguish themselves through exemplary action and service to their Gawd ever truly reap the full rewards of that service.  In order to use Gawdly Majik, the cleric must display a holy symbol.  They must either have a painted symbol on an equipped shield or a holy symbol in hand. (Some races may use different symbols than the standard ones listed for each gawd; any other approved symbols appear in the race packet.) Unless otherwise specified in the prayer, any cleric may cast any prayer they know at the cost of 1 Faith point.
Casting Prayers

To cast a prayer, the cleric must hold forth his/her holy symbol (or holy symbol painted on a shield), speak a free form verbal, and if necessary, throw a fetish at the intended target. Verbals must include a supplication phrase (I invoke or By the Power of or I call upon, etc.), the gawd’s name, the prayer name, and target (if applicable). Ex: I invoke the strength of Blessed Eluna to Stauch Your Wounds. Each prayer costs the cleric 1 Belief point to cast, no matter the level, unless a specific prayer has an additional cost.. Ex: Raise Dead costs 1 Belief Point to cast plus 1 Belief Point for every death the character has experienced.
Keeping the Faith (how to keep your Belief Points coming)

All majik users need something to power their spells. Clerics, however, specifically need Belief Points to power their prayers. Belief points come from their Gawd if they properly follow their Gawd's code. Exactly when, where and how you get Belief points is different for each Gawd. If you decide to play a cleric, you will need to be aware of your Gawd's code at all times and act appropriately. Provided they are in good standing with their gawd, all clerics will be awarded two Belief Points per level of the Gawd Path at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her devotions between events.  As described earlier, because the cleric is a role-play-intensive class, additional Belief Points may be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Belief points are retained by the cleric until used (either at that event or a subsequent event).  
Clerics may also host discussions of their gawd’s belief and deeds with their gawds followers. Once per event, the cleric may host an hour-long discussion about their gawd. For every two followers (whether dedicated or not) who attend the entire discussion, the cleric is awarded an additional Belief point (rounded down) from his/her gawd. Provide the Oracle with a signed list of followers to gain the Belief points.
The Codes

Each Gawd has a specific code of behavior the clerical orders dedicated to that Gawd must adhere to. Clerics sworn to a particular Gawd have a special area on their character sheet noting their Gawd's code. The cleric must fulfill their code and have another player (and in some cases monster, NPC or STORY TEAM member) sign off on his/her code to verify the cleric is behaving as s/he should. Failure to do so may result in the character falling out of favor with his/her gawd. Repeated failures may result in severe repercussions, including the loss the gawd’s path (and thus, all skills in the path). Before checking out, clerics should also write on their character sheet a brief summary of their clerical activities performed during the course of the event. This may or may not result in a bonus Faith award for the next event.
The Gawds and Their Codes

There are a number of Gawds in our campaign. Choosing a patron Gawd is a good way to help flesh out your character even if you are not a cleric. All clerics must choose a patron Gawd as a prerequisite for learning and casting Gawdly majik. A cleric who has chosen a patron Gawd has joined a clerical order, which is similar to a majikal path. A Gawd may have more than one clerical order dedicated to them, but a character may only join one gawdly order. The five gawds are:

Solek, Father of All; Eluna, the Great Mother; Kord, the Just Son; Leks, the Lost Son; Une, the Dark Daughter
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An ancient portrayal of Solek and Eluna creating Aerth

Solek, Father of All

Lord of the Sun (Southern), The Sky Hunter (Northern) 
Heraldry: An orb, or, rising on a field, azure. 
Holy Symbol: A Golden Orb. 

Lord Solek is the Father of the Gawds and Husband to Eluna, the Great Mother. In the South, he is often called The Good Father and is viewed as an older, kind (yet stern) figure. In the North, Solek is seen as more of a Provider, the teacher of the skills of Hunting and Survival. Solek favors the spear and the bow as his weapons, and his Clerics often specialize in these weapons as well. 

Solek is the Gawd of all things Male—thus his followers are almost exclusively men. He is seen as the Source of all Light.  He is the greatest of hunters, master of building, and the bravest of warriors. 

His realms include War Craft; Hunting; Protection of Hearth and Home; Prosperity and Stability; and Invention. In times of peace Solek is looked to for good fortune on a hunt and for good weather.

Solek's Holy Day is the Summer Solstice. The Rites of Solek are always conducted during the day (most often at dawn or high noon). Followers of Solek consider cloudy days to be a bad omen. 

Code of the Father

1. Hunt, kill, and skin one animal and make use of its bounty. 

2. Recite the Litany of Days. The Litany of Days is based on an ancient Aztec ritual where the sun-priests kept a count of the days, weeks, months, years, etc. of the Aztec sun-calendar. In-play, the priest players would have to know what day it was at all times, and would have to recite a brief history beginning on the day their temple was established. The purpose is priests of Solek keep up with the passage of time, so that knowledge and history will never again be lost, as it was during the Scourge. This generally occurs at within a few hours of Dawn.
3. Speak of the great deeds of the Father to someone worthy to worship the Father or discuss his deeds amongst a group of Solek followers.
Eluna, the Great Mother

Lady of the Fields (Southern), The Wyldwoman (Northern) 
Heraldry: A branch, vert, on a field of brown. 
Holy Symbol: A blue and green spiral (the favored Yahari symbol) or a an Eluna flower (white flowers on a vine) Mistletoe is also sometimes used but not as often as the other two symbols. (Please do not damage the plant life of the site in order to procure a branch for use as a holy symbol.)
Lady Eluna is the Mother of the Gawds. She is the Wife and companion of Solek (or as her worshippers would say, Solek is the companion of Eluna). In the South, Eluna is viewed as a benign figure who watches over fields and nature. In the North, however, she is seen as The Crone, the keeper of ancient knowledge that lurks in the Dark Places of the Forest.  Eluna is often pictured carrying a wooden club or cudgel entwined with vines and her priestesses almost solely favor using these weapons. 

Eluna is the beginning and the end. She is the Earth Mother of all living creatures. Eluna is the epitome of all things Female, and her clerics are almost always women. However, many have been known to call upon her during a bad pregnancy or to heal a loved one. Often males make offerings to her to watch over their wives and daughters when they go to war. 

The spirits of all living things that die a natural death are taken by Eluna and are cared for in the Realms of Summer. She is also the Gawdess of Healing. Her realms include Life, Healing, Protection, Nature, Peace and Death. 

The Rites of Eluna may take place at any time but are always held in places of natural beauty. Eluna does have temples dedicated to her, but they are built near (in the North) or sometimes around (in the South) a natural feature at the center of the place, which itself remains untouched during the construction of the surrounding building. The Winter Solstice is the most Holy Day of Eluna, and she is seen not in the sky (as are all of the other Gawds), but rather as the Earth itself. 

Code of the Mother

Each Rendezvous a cleric of Eluna must perform each of the following tasks to remain in good standing with Eluna:

1. Perform services as a healer in the local Temple of Eluna (see the High Priest or Priestess for scheduling). 
2. Provide healing or council to supplicants in need. If they are honorable and worthy, the supplicant should not be refused. If the supplicant has been dishonorable in the past and is honestly repentant, grant them the Mother’s forgiveness.

3. Speak of the love and wisdom of the Mother to a different character each event or host a discussion of the Mother to a group of interested Eluna followers.

Kord, the Just Son

The Justicar (Southern), Gawd of War (Northern) 

Heraldry: A sceptre, gules, on a field
Holy Symbol: A Red Scepter 

Kord is the firstborn of Solek and Eluna. He was raised with the good principles of his parents engrained in him. Although, truth be told, Kord tends to favor his Father. He is the Gawd of Justice and War. In the South, his priests are knows as Justicars and are charged with the responsibility if determining the truth in matters and contentions of law. 

His realms include Loyalty, Sacrifice, Compassion, Truth, Honesty and Valor in Battle. His followers are mostly male, though no few women find their way into the Service of Justice. Most of his clerics are knights and necromancers; however, those trying to find courage for a task or need truthful answers will often call upon him. The followers of Kord favor the Mace, and other blunt weapons. The Sword is viewed by them as a symbol of battle without wisdom, and few if any Clerics of Kord will resort to such base bloodletting. Kord is universally revered among warriors with one notable exception... berserkers. The temples of Kord are known as the Halls of Truth and even kings are bound by decisions handed down from the Justicars. 

Kord’s favorite hours are daytime. Kord is seen in the skies as the various stars and constellations which he places there in an attempt to make night brighter. Only the most worthy of heroes and the most foul of villains are set in the stars by the Judge of All. 

Code of the Just Son

Each Rendezvous a cleric of Kord must perform each of the following tasks to remain in good standing with Kord:

1. Must seek the Truth in all things, and may not lie, nor tolerate any falsehood.

2. Must uphold the standards of Honor, and may never refuse a challenge to honorable, one-on-one combat.

Leks, the Lost Son

The Wanderer (Southern), The Trickster (Northern)

Heraldry: A dagger, argent on a field, purple. 

Holy Symbol: A Silver Dagger 

Leks was second-born of the children. Leks is unique among the Gawds. During his upbringing, he became curious about the ways of mortals. He often went to earth to watch their antics. When the Tween formed into existence, Leks is said to have became trapped on the earth and walks among us even today as a mortal man. Though, no man or woman knows who he may be. His realms include Curiosity, Stealth, Travel, Luxury, Trickery and Entertainment. 

Leks is a Gawd of contrasts. His purview includes wealth, extravagance and pleasure, but he is also the King of Shadows. Thus, all skullduggerous acts fall within his domain. Stories of Leks tell of the joy he takes in impersonating other people. And, when someone acts contrary to what one would expect, it is sometimes said that Leks has taken the form of that person as part of some cosmic prank.

Leks counts both men and women in roughly equal numbers among his followers, and most of them favor the dagger as their weapon of choice. Most of his clerics are bards, thespians and thieves; however, anyone taking a long trip usually makes an offering to him. His clerics travel from town to town, seemingly at random, and set up huge tents as temporary temples, and then move on often without warning. Followers of Leks often create small roadside shrines dedicated to the Gawd, and leave offerings to the Gawd in the form of useful items intended for other travelers.

Leks’ favorite hours are dusk and dawn—the times of change. Leks is viewed in the celestial cosmology as a wandering Comet, only appearing in the sky during times of great travail. 

Leks has no fixed temples, and no special Holy Days. It is considered very bad luck to take anything that you do not truly need from a shrine of Leks. 

Code of the Lost Son

Each Rendezvous a cleric of Leks must perform each of the following tasks to remain in good standing with Leks:

1. Leave a useful item at a shrine dedicated to Leks. 

2. Aid a fellow traveler in some way.
3. Speak of or have a celebration of Leks with someone, whether they be stranger or friend—The more the merrier! 

Une, the Dark Daughter

Keeper of the Restless Dead (Southern), the Mistress of Vengeance (Northern) 

Heraldry: A crescent, argent, on a field, sable. 

Holy Symbol: A Skull. 
Une is the Goddess of all things Dark and Terrible. She is the Painbringer, the Slayer, the Stalker in the Night and She Who Hates. Une was the last of the children. Rumors say that after Une was born her parents stopped having children for fear that they may have another one like her. If Kord represents the day and Leks the dusk and dawn, Une is most definitely the night. Her realms include Greed, Hate, Obsession, Pain, Fear and Revenge. 

The Dark Lady has few true worshippers, and they are mostly assassins, fallen necromancers and obsessed lovers; however, those looking for revenge often make a promise or offering to her.  It is rare that anyone actually follows Une, though it is wise to appease her and to ask her favor when seeking vengeance on your enemies.  Her clerics are usually covered in scars from proving their devotion to her. While following Une is not technically illegal, her followers are often shunned and avoided.

Une favors sickles, scythes and polearms in combat, as do her worshippers. Some Northern Tribes also picture her as a great Huntress, armed with a wicked bow from which she fires the arrows of misery and death. More than any other among the Gawds, Une holds a deep and abiding hatred for all things of the 'Tween, and any who become tainted with the alien energies of that place often find their ends at the hands of the Moon Sisters.

The Holy Days of Une are the nights of the full moon. Une is also the keeper of the spirits of all those who die an unnatural death. There is a legend among the Gnomes of one among them who in the ancient past created a looking glass so powerful that he was able to actually see the figures of the restless dead, forever toiling and suffering on the surface of the Moon above them in the sky.

Code of the Dark Daughter

1. Ensure that the bodies of anyone who dies in your presence are properly disposed of or interned. 

2. If asked, take vengeance in the name of one who has been wronged. If the plea is just in the eyes of Une, you may not refuse.
3. Speak of the Daughter’s ways to those she would find worthy or hold a discussion of Une with a group of her followers.

Skills Table
In the real world you survive by your wits, who you know and what you know.  In the world of Rendezvous life is no different.  Skills represent the abilities your character possesses to survive in the valley.  While you may have played other LARPS that had per-day skills or abilities, the way our skills work are a little more… well… liquid.  Listed below are the skills currently known in the world of Rendezvous:
	Type
	Name
	Cost
	Prerequisite
	Description

	Racial Skills
	+1 Strength
	0

10
	Giant, Titan, Troll, Ogre, Tyrannus

Barbarous Vistani, The Ugnar, Northern Human, Dwarf, Orc, Dragoon, Mongrel
	A PC with +1 Strength calls 1 extra point of damage and is able to walk at normal walking speed while carrying any of the smaller races. The PC must drag (half walking speed) any of the medium-sized creatures. The PC is unable to move any of the larger races.

	
	+2 Strength
	15
	+1 Strength and Giant, Titan, Troll, Orc, Mongrel , Ogre, or Tyrannus
	Purchasers of this skill gain an additional bonus to their natural strength, raising their total strength bonus to +2. A PC with +2 Strength calls 2 extra points of damage. S/he may now run with an unconscious PC of any of the smaller races, may walk at normal walking speed with any of the medium races, and are now able to drag a member of the large races.

	
	+3 Strength (Large Stature)
	20
	+2 Strength, Giant, Titan, Ogre
	A PC with +3 strength calls 3 extra points of damage.  At this level of Strength the PC may now throw UNCONSIOUS or WILLING members of the smaller races 5 feet.  S/he may run with an unconscious member of the medium races and may walk at normal walking speed with an unconscious member of the larger races.  Additionally a PC with +3 strength may throw a large stone (see weapon making rules) which has a base damage of 5 (base 2 + strength modifier).

	
	+4 Strength (Large Stature)


	25
	+3 Strength, Giant, Titan
	A PC with +4 Strength the PC calls 4 extra points of damage.  At this level of strength the PC may throw UNCONSIOUS or WILLING members of the smaller races 10 feet.  They may throw UNCONSCIOUS or WILLING members of the medium races 5 feet.  They may run at full speed with any member of the larger races. Additionally a PC with +4 strength may throw a small boulder (see weapon making rules) which has a base damage of 7 (base 3 + strength modifier).

	
	+5 Strength (Large Stature)


	30
	+4 Strength, Giant
	A PC with +5 Strength the PC calls 5 extra points of damage.  At this level of strength the PC may throw UNCONSIOUS or WILLING members of the smaller races 15 feet, of the medium races 10 feet, and of larger races 5 feet.  They may run at full speed with any member of the larger races. Additionally a PC with +5 strength may throw a small boulder (see weapon making rules) which has a base damage of 8 (base 3 + strength modifier).

	
	Ancestral Burglars
	5
	Nashon
	Nashons who purchase this ability belong to a long line of Master Burglars. The spirits of their ancestors watch over them, allowing the Nashon to use any Mana Points he may possess to supplement his Skill Points when paying for the use of any Skullduggery Skill.

	
	Arctic Nature
	0
	Northern Human, Nashon
	Northmen are native to the frozen north and do not suffer passive environmental damage from climates of extreme cold.

	
	Berserkergang
	10
	Northern Human, Orc
	It takes one minute for one who has this skill to go berserk, which must be spend pacing back and forth, mumbling, barking, yelling and striking oneself. Once the berserker has successfully entered this rage, s/he gains several benefits: 

· The Berserker can substitute any Skill Points s/he may possess for any Body Damage that he s/he sustains in combat. 

· The Berserker gains a +1 bonus to strength. 

· The Berserker becomes highly resistant to spells and monstrous abilities, and may resist ANY unbid majikal or monstrous effect in exchange for 5 Skill Points. 

and disadvantages:

· The Berserker must continue to attack any visible target until s/he is rendered unconscious or killed. The Berserker will target enemies first, but if no enemy is immediately apparent, he will turn on his friends next, and if there are none, he will storm around and LOOK for something to kill and will attack on sight whomever or whatever s/he sees. 

· If no target becomes available after 1 minute, the Bersergang ends. 

Whenever a Berserkergang ends, the Berserker (if still alive) is immediately reduced to 0 Torso Body and UNCONCIOUS.

	
	Birth Band
	0
	Any Jan-I
	This band allows the Jan-I to call their element as a tagline with any weapon they can use. The Jan-I suffer double damage, however, from the element which opposes this band. This band represents the actual lineage of the Jan-I. Jan have one element, Jin have two elements, Djinn have three elements. 

	
	Call Element
	5
	Any Jan-I
	The Jan is able to deliver a packet delivered attack using skill points to cause damage and the band element as the tagline (example 5 fire) 3 skill for Jan, 2 skill for Jin, 1 skill for Djinn.

	
	Claws
	0

5
	Mongrel

Dragoon, Skink, Troll, Tyrannous
	Claws are a natural attack that allows the race to use its razor like claws to deal damage.  Since the claws are so hard and sharp they do not take damage upon them. Base damage for claws is one  (1 claw)

	
	Crone’s Curse
	15
	Female Barbarous Vistani, Female Vistani
	This complex spell must has a required reagent: a personal item of the victim’s.  The Vistani woman fashions a crude facsimile of the victim.  Once this is done the gypsy woman may curse the victim from a distance.  The process for the curse to take effect is the same as in minor curse; however, the gypsy woman may use it without worry of a curse herself… just a mob of angry, superstitious peasants may try to tar and feather her.

	
	Desert Native
	0
	Any Jan-I
	The Jan-I are native to the black sands of the inhospitable desert and do not suffer passive environmental damage from climates of extreme heat.

	
	Diurnal
	0
	Sulanni
	 All Sulanni take two points of torso damage each sunset, which cannot be healed in any fashion until sunrise

	
	Smithing Genius
	5
	The Ugnar, Dwarf
	Many Dwarves have a knack for smithcraft, and any who purchase this skill receive one free retest during their use of any Smithing skill (Blacksmith, Armorsmith, Weaponsmith).

	
	Elemental Bloodline
	0
	Any Jan-I
	All Jan-I are attuned to one or more of the desert elements: water/sea, fire/sun, earth/sand or air/storm. Jan have one element, Jin have two elements, Djinn have three elements. 

	
	Elven Blood
	0
	Half-Elven Human
	Allows the character the ability to purchase up to two Elven Racial Skills at their normal CP cost, which must be chosen from the appropriate racial skill list of their elven parent.

	
	Environmental Freedom
	2
	Mongrel
	Some Mongrels are adapted to various environments. Purchasing this skill allows the character to possess water freedom, snow freedom etc.. A character may purchase up to three different environmental freedoms.

	
	Evil Eye
	10
	Female Barbarous Vistani, Female Vistani
	Only a female gypsy with The Sight may purchase this skill. To use this skill, she will say “Evil Eye,” expend 10 Skill Points and throw a fetish.  If the fetish hits, the target is cursed and any test attempted while under the Evil Eye automatically fails on the first attempt. It may be retested if the PC has an appropriate source for a retest.

	
	Fast Learners
	0
	Southern Human, Northern Human, Vistani
	The true strength of the Humans is that more than any other race, they are insatiably curious and value knowledge and learning just as highly as strength in arms. As such, all Humans receive +1 to their XP award each event.

	
	Fey Majik
	0
	Fey
	Fey are naturally majikal beings and may learn any First Level Rote or Spell from any Majikal School without learning the normal prerequisite skills. Even the most warlike Fey is likely to know at least a few majikal spells. These spells are actually innate abilities developed by the Fey and may be cast even when the character does not have a free hand. The player must still strike the target with a fetish, if required. One 1st level spell may be learned at character creation. If a Fey actually wants to learn higher majik in a school, s/he must purchase all the prerequisite skills for the school.

	
	Fiery Breath
	10
	Tyrannous
	The Tyrannus may breath fire by expending Skill Points as packet-delivered fire-based damage in any increment. One skill for each point of fire damage thrown.

	
	Friend of the Forest
	10
	Yahari
	Yahari may speak with any natural animal and invoke a friendly response from any natural animal by simply raising his or her palm, saying "Friend of the Forest," and expending 5 skill points. If the Yahari attacks a natural animal for any reason, it will no longer respect the Elf's claims of friendship, should s/he later attempt to use this ability.

	
	Good Aim
	5
	Hobbit, Nashon
	Halflings who purchase this ability have a naturally good eye and may add +1 to their damage calls with any thrown weapon.

	
	Good Soul
	5
	Hobbit
	Hobbits are naturally resistant to the corruption of the Tween. Hobbits who purchase this ability may substitute their Skill Points for any damage received from any inherently Evil source (bahle, undead, etc... see the Story Team to find out if there are other "evil" creatures around that you should be aware of), including spells and spell-like abilities which have the words Evil, Dark, Tween or Corruption in the verbal. Hobbits may also resist being involuntarily corrupted, controlled or tainted by inherently evil forces by expending 5 Skill Points.

	
	Hardy
	5
	Hobbit, Nashon
	Halflings who purchase this ability may resist any disease by expending 5 Skill Points plus the Bid of the disease, if any.

	
	Hover
	0
	Fey
	Fey are naturally winged creatures and rarely if ever set foot on the ground. As such they are totally immune to pit traps and falling damage and may use their wings (in role-playing situations ONLY) to circumvent many physical barriers by flying over them.

	
	Howl
	10
	Mongrel
	This gives the Mongrel the ability to throw a packet-based fear attack in exchange for 10 Skill points.

	
	Ignore Damage Level 1
	5
	The Ugnar, Dwarves, Mongrels, Orcs
	Those who purchase this skill gain immunity to waylay. In addition, when a PC begins taking body damage in a location, any non-majikal damage equal to or under a character’s Ignore Damage level is answered with the PC saying “No effect.”  The damage is not counted towards the damage total. For Level 1, the PC takes no damage from any non-majikal call of 1-damage. Ignore Damage only affects physical damage to the body, not the PC’s armor.  The PC may only say “No effect” when the attack has gone through their armor and starts to hit body. If the damage is even one point higher than the PC’s Ignore Damage level, the PC takes full damage.

	
	Large Stature
	0
	Giant, Titan, Troll, Tyrannus, Ogre
	Characters may not use Tinkering and may not run—only lope.

	
	Legendary Craftsman
	5
	Titan
	Titans have always held a special understanding of art and craftsmanship. As such, Titans who purchase this skill receive one free retest of any test relating to crafting any majikal or mundane item.

	
	Lobster Claw
	5
	Mongrel
	Claw damage base 3.

	
	Mad Scientist
	10
	The Ugnar, Gnome
	Some Gnomes are so brilliant their inventions take on a seemingly majikal quality, bordering some would say on madness. A Gnomish Mad Scientist may use any Mana s/he may possess instead of Skill Points in constructing Tinkering Doohickeys. However, items created in this way tend to be... quirky.

	
	Major Mongrel Adaptation
	15
	Mongrel
	There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.

	
	Minor Curse
	5
	Barbarous Vistani, Vistani
	Any gypsy may purchase this skill. The gypsy knows how to curse someone who has done them wrong.  The Vistani must say “I curse you (PC’s Name or clearly indicated target)” three times loud enough for the victim to hear them. The curse always has an unknown (horrible) effect.  The effect of this curse happens once the gypsy goes to the Oracle who will contact an available marshal. The marshal informs the victim of what effects of the curse upon him/her. 

If the marshal feels that the Vistani used a curse for no good reason, the Vistani will find him/herself under a very similar curse.  

	
	Minor Mongrel Adaptation
	5
	Mongrel
	There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.

	
	Moderate Mongrel Adaptation
	10
	Mongrel
	There are many more possible adaptations for Mongrels than are currently listed here. You may present possible adaptations to the Story Team, and if approved, may be allowed to purchase them for your character.

	
	Natural Thieves
	5
	Nashon
	Nashons are scavengers and thieves by nature. Nashons who purchase this ability may make one free retest when using any Skullduggery skill.

	
	Nocturnal
	0
	Troll, Goblin, Orc, Ogre
	Races who have this take two points of torso damage each sunrise, which cannot be healed in any fashion until sunset.

	
	Packrat
	5
	Goblin
	Many Goblins are natural packrats and tend to... ahem... collect various random items and knick-knacks. Goblins who purchase this ability receive a small package of random items (craftables, reagents, small weapons and/or currency) at the beginning of every Rendezvous weekend.

	
	Poison Fangs
	10
	Mongrel
	The Mongrel secretes acidic saliva, which may be spit. The Mongrel may expend his or her skill points as packet-delivered acid-based damage in any increment.

	
	Poisonous Gland
	10
	Dragoon
	The Dragoon secretes acidic saliva, which may be spit. The Dragoon may expend his or her skill points as packet-delivered acid-based damage in any increment.

	
	Prophecy
	10
	Troll
	Some Trolls are gifted with extraordinary powers of foresight. Trolls who have this ability may ask one question of the Oracle, once per weekend, and are guaranteed a truthful (if not complete or easily interpretable) answer. However, the Troll cannot directly reveal any knowledge gained in this way and may only respond to questions concerning it through riddles and vague references. Anyone abusing this power will have it removed permanently from the character sheet.

	
	Purebred Thunderhoof
	5
	Flatland Ogre
	Cuts between-event travel time down to a third.

	
	Racial Memory
	10
	Mountain Ogre
	The Mountain Ogre is able to channel the memories of dead ancestors. When this ability is used the Mountain Ogre may temporarily remember skills by expending the XP cost of the skill in personal mana. The memory and skill lasts until it is used or for 10 minutes. This ability may be used to duplicate any basic testable skill at level one.

	
	Read and Write
	0
	The Ugnar, Southern Human, Hobbit, Gnome, Dwarf, Titan, Fey, Sulanni, Yahari, Goblin, Jan-I
	The character was educated in the basics of reading, writing and ciphering at a young age.

	
	Regeneration—Herps
	10
	Skink, Dragoon, Tyrannus
	Herps naturally regenerate damage done to them. Dragoons may convert Skill Points into Body Points (for themselves only). To do this, the Dragoon must find a sunny spot. S/he must then reach and remain in an uninterrupted state of concentration for 5 minutes, during which time s/he may regenerate Body Points from any available Skill Points.

	
	Regeneration—Trolls
	15
	Troll
	Trolls naturally regenerate any damage done to them. Trolls may convert their Skill Points into Body Points (for themselves only). To do this, the Troll must remain in an uninterrupted state of concentration for 5 minutes, during which time he may regenerate any number of body points, providing s/he has the available skill points. If a Troll is reduced to -1 Body / the DYING status, the Troll will automatically begin to regenerate. If the Troll is not killing-blowed, at the end of his/her five minute count, s/he will regenerate (assuming available Skill Points) instead of turning to dust.

	
	Resist Element
	5
	Any Jan-I
	This skill allows the Jan-I to substitute Skill Points for any damage sustained from any of their band elements.

	
	Resistant to Charms
	5
	Sulanni, Yahari
	May resist any unbid charm-based effect by expending 5 Skill Points. 

	
	Resistant to Disease
	5
	Sulanni, Yahari
	May resist any unbid disease-based effect by expending 5 Skill Points. 

	
	Resistant to Majik
	5
	Dwarf
	Dwarves who purchase this skill are particularly resistant to majik and may substitute their Skill Points for any damage delivered to them from a majikal source.

	
	Resistant to Sleep
	5
	Sulanni, Yahari
	May resist any unbid sleep-based effect by expending 5 Skill Points. 

	
	Runes of Protection
	10
	Barbarous Vistani, Northern Human
	Many Northmen cover their bodies with ancient runes of protection, passed down from the time of the Ancestors. Northmen who purchase this ability may substitute any Mana Points they may possess for Armor Points when they are damaged in combat, as long as all exposed skin is covered in elaborate runes and markings.

	
	Scramble
	10
	Skink
	Skinks are so agile that they may dodge one attack (identical to the Dodge skill, but without the needed prerequisites) in exchange from 25 Skill Points.

	
	See Beyond
	10
	The Sight, Female Barbarous Vistani, Female Vistani, Troll
	The character must possess the Sight and have gained an in-game insanity in order to purchase this skill. Like the Sight, itself, See Beyond cannot be turned off. The PC’s Sight has grown stronger, and s/he may not be blinded, even if their eyes are covered or ripped out. S/he is able to view auras as naturally as s/he views the physical world.  If the insanity that enables the learning of this ability is ever cured, this skill (and the associated XP, don’t forget) is removed from the character sheet.

Old gypsy women are often referred to as witches because of their ability to detect evil and see the future.  Because of the constant bombardment by visions from the Tween, the female Vistani has grown numb to some of the lesser horrors. Although she is sees possessed creatures or PCs as they appear on the Tween, she may now also resist insanities caused by Tween visions at the cost of 5 Skill Points per resist.  

	
	Sense Tween
	10
	Sulanni
	Some Sulanni possess a limited ability to sense when the Tween is near. S/he cannot pinpoint where and doesn't actually see into the Tween but can “feel” it whenever there is a presence of the Tween (including bhale, living dead, Tween Touch, Tween Taint and dead spirits). To use the ability the Sulanni must raise his hand palm out and say “Sense Tween.”  If there is a presence which can be revealed by use of this ability, the marshal or player will acknowledge "yes." Costs 5 skill points to use.

	
	Small Stature
	0
	Hobbit, Nashon, Gnome, Fey, Goblin, Skink
	Characters may not use two-handed weapons and cannot drag or otherwise move characters of a medium or large size using their own strength.

	
	The Sight
	0

5
	Troll

Female Barbarous Vistani, Female Vistani
	This skill is both a blessing and a curse.  You are able to see any creature in the Tween, including spirits.  Many female gypsies attend the CSM to train in the Life School because of this.  Without the Sight, spirits are only visible on holy or unholy ground, but someone with the sight sees them all of the time.

The curse of possessing the Sight is that it cannot be turned it off… no matter what is seen. The Tween is not a place for mortal eyes to gaze upon, and many an old gypsy woman has torn there eyes out because something a mortal was not meant to see or know wandered to close to her Sight. Most beings with this ability go mad (trolls for example are all said to be touched in the head) and die screaming and alone, begging for the visions to stop.

	
	Thick Fur
	5
	Mongrel
	This skill gives the character an immunity to passive environmental effects

	
	Thick Skin
	5
	Giant
	Hill Giants are naturally tough, and many of them are able to ignore minor wounds due to their sheer size and toughness. Those who purchase this skill may substitute their Skill Points for any physical damage suffered.

	
	Thunderhoof
	0
	Flatland Ogre
	The Ogre’s personal mount—cuts between-event travel time in half.

	
	Tinkering Genius
	5
	The Ugnar, Gnome
	Gnomes who purchase this skill have a knack for tinkering and gain one free retest whenever they make a test based on the Tinkering skill.

	
	Troupe Underground
	10
	Goblin
	It is widely known that Goblins maintain close contact with each other's Troupes, though exactly how they do this is unknown. Those who purchase this ability may take anything of worth that they come into possession of and may trade it to receive the cash value of that item. This process requires that the Goblin reach a predetermined point of contact (see the Oracle). The player must remain out-of-play for one full community enhancement shift, which upon completion they receive the base monetary worth of the item(s), and may return in-play  at the same point from which they left. Also, a Goblin may instead use this time to receive a rumor, though the truth and/or usefulness of such rumors is suspect.

	
	Twitchy
	0
	Troll
	Trolls are constantly exposed to visions of the Tween and must see the Oracle at the beginning of every Rendezvous weekend to be assigned a quirk, which effects their behavior.

	
	Water Freedom
	0
	Skink, Dragoon, Tyrannus
	Herps are natural swimmers and may breathe and move without restriction in watery environments.

	
	Weapon of Choice
	5
	Barbarous Vistani, The Ugnar, Southern Human, Northern Human, Dwarf, Sulanni, Yahari, Ogre
	The character receives a +1 to damage when using the race’s weapon of choice.

	
	Wings
	5
	Mongrel
	Some Mongrels are naturally winged creatures and rarely if ever set foot on the ground. As such they are totally immune to pit traps and falling damage and may use their wings (in role-playing situations ONLY) to circumvent many physical barriers by flying over them

	General skills
	Health
	3
	None
	A character’s Health determines how much physical damage they can take. (Each point of damage a character receives deducts an Armor Point or Body Points.) Please refer to the Races section of the Character Creation chapter to determine the number of Body Points your race receives each time the Health skill is purchased.

	
	Arête
	2
	None
	A character’s Arête determines how much majikal energy can be manipulated.  Please refer to the Races section of the Character Creation chapter to determine the number of Mana Points your race receives each time the Arête skill is purchased.

	
	Proficiency
	2
	None
	The proficiency skill grants the character Skill Points that are used to determine how often or well the character is able to perform certain skills.  If the skill you are using has a skill cost, this cost is paid for from your remaining Skill Points.  Once a character is out of Skill Points, performing skills that have a skill cost is impossible. Please refer to the Races section of the Character Creation chapter to determine the number of Skill Points your race receives each time the Proficiency skill is purchased.

	Learning/ Employment
	Teacher
	2
	None
	This skill allows a character to teach another character any of the skills they currently know.

	
	Bard
	2
	None
	The character knows how to play a musical instrument, sing, juggle or otherwise entertain people. You, the player, must really be able to play an instrument or entertain (see the Oracle). No attacks may be made on bards when performing in the designated performing area.

	
	Master Bard
	10
	Bard
	This skill allows the character to gain 1 XP be delivering a public performance. (Only 1 XP may be earned per Rendezvous.) In order to gain this experience point, the player must sign up in advance for one of the Tavern’s performance shifts (first come, first serve). The player must then show up (on time) and perform for at least 30 minutes. The Bard Marshall may disqualify anyone from this skill at any time if s/he feels that the performance was inadequate. Other stages for performance may be approved by the Bard Marshal.

	
	Employed
	1
	None
	The character has some kind of job between events and earns 2 kingdom crowns at the start of every event.

	Gathering
	Scrounge Levels 1 – 10
	2 per level
	None
	Scrounge gives the PC the ability to find and gather a random type of reagent in the wild. For each shift the PC works at gathering s/he receives 2 reagents per level of his/her skill. One resource-gathering skill may be used per shift. The previous level is the prerequisite for the purchase of the current level needed.

	
	Gather Reagents Levels 1 - 10
	2 per level
	Alchemy Level 1 or Ritual Level 1
	Scrounge gives the PC the ability to find and gather reagents for alchemy and rituals in the wild. For each shift the PC works at gathering s/he receives 2 reagents per level of his/her skill. One resource-gathering skill may be used per shift. The previous level is the prerequisite for the purchase of the current level needed.

	
	Skinning
	2
	None
	This skill allows the PC to gather any animal type reagents from a slain animal, IF AVAILABLE.

	
	Taxidermy
	2
	Skinning
	This skill allows the PC to gather and preserve animal-type reagents from unnatural beasts (cryptids) IF AVAILABLE.

	Basic Healing
	Bandage
	4
	None
	This skill allows a character to Treat an Unconscious or Dying PC. The character performing the Bandage skill must lightly touch the target PC, and begin a 1-minute count (Bandage 1, Bandage 2, Bandage 3, Bandage 4...etc.). The character must remain in an uninterrupted state of concentration while treating the injured PC. If the Bandage is successfully completed, a Dying PC becomes Unconscious (0 Body Points), and an Unconscious PC awakens (but does not regain any further Body Points). It takes two successful uses of this skill to take a PC from Dying all the way to Conscious. It expends one “use” of a Bandage to use this skill.

	
	Diagnose
	4
	Bandage
	The PC holds the palm outward toward a specific location. The Diagnosing PC then has two options. With a brief examination (a 3-count... Diagnosing one, Diagnosing two, Diagnosing Three), the target tells what their Status is  (dead, diseased, etc. and states how many body points are lost from the location). A thorough exam may be performed (lasting 1 minute), giving more specific information (body points from all locations, and causes of statuses Ex. Mummy Rot caused disease).

	Knowledge
	Gossip
	10
	None
	You tend to pay attention to what everyone is saying these days. May ask Story Team for any rumors.

	
	Prophecy
	10
	None
	Prophecy allows characters a random chance to divine the future. Any PC with this skill should inform the Story Team during check in. If there have been any prophetic signs or portents, the player will be prophecy. The PC may role-play in a manner of his/her choosing how s/he receives the prophecy (reading the stars, tea leaves, dreams, etc.).

	
	Read and Write
	4
	None
	This skill allows someone to know how to read and write in-game. Some races begin with this skill for free.  

	
	Appraisal
	6
	Read and Write
	This skill allows a PC to be able to determine a monetary value for gems, reagents and other in-play items. (See the Oracle.)

	
	Translation
	2
	Read and Write
	The character has a knack with understanding languages. The character has a single chance to translate a page of a text for 5 skill points. Upon a successful test, the character may translate a page of text for 5 skill points.  Possessing a Library allows a retest per level of the Library. Prerequisite skill for Sagecraft. The time it takes to translate the text is how long the PC takes to write down the translation from the Story Team copy of the text.

	
	Archaeology
	3
	Translation
	Archaeology allows a PC to receive extra information on the history of a location or area if any is available.

The PC may also receive hints and bits of in-play information for places or items such as ruins, artifacts or past cultures. 

	
	Sagecraft Levels 1 - 10
	2 per level
	Translation
	There are many tomes written in ancient and forgotten languages and few people out there to correctly translate them.  This skill allows the PC to attempt to translate texts. The PC may also be able to figure out clues and hints written on crypt walls or simply discover what says exit and what says death. The difficulty of the text in question will govern how many skill points are required to translate it. The more ancient and difficult the text, the higher the skill points required to successfully translate it. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed. The time it takes to translate the text is how long the PC takes to write down the translation from the Story Team copy of the text.

	
	Cryptozoology
	5
	Sagecraft Level 1
	Cryptozoology allows a PC to say to a monster “Crypto” and the creature will then reply with the name of the monster they are instead of giving a description. (Ex: Danlien the explorer comes across a creature.  She then asks what do I see?” The monster then replies with “6 foot tall humanoid with green skin” leaving her unsure of the opponent’s abilities. Since she has the Cryptozoology skill, she then says “Crypto” and the monster in question replies, “Orc.”) Cryptozoology does not allow the PC to know any abilities of the creature or the history of the creature.

	Fighter Profession Skills
	Bow
	7
	None
	This skill gives the character the ability to use all bows, excluding crossbows but including tinker bows. Bow has a maximum pull of 20 lbs., and has a base damage of 6.

	Weapons
	Brawling
	7
	None
	This skill gives the character the ability to use hand-to-hand combat.  When purchased, brawling signifies that the PC has a basic understanding of a pugilist.  Fists phys-reps must meet the same requirements as a small weapon with no cross guards and have a base damage of 1.

	
	Crossbow
	7
	None
	This skill gives the character the ability to use all crossbows, including Tinker Crossbows. Crossbow has a maximum pull of 20 lbs and base damage of 6.

	
	Exotic Weapon
	8
	None
	This skill gives the character the ability to use exotic weapons. Katana, halfling war widget, bastard sword, etc., all fall under the exotic weapon category. Weapons damage will be judged on a weapon-by-weapon basis, depending on the size of the weapon.

	
	Small Firearms
	3
	None
	This allows the player to use all small arms including derringers, handguns, and carbines. Base damage for small firearms is 3 pierce. All firearms use slugs as ammo. Specialty ammunition may be found in-play. A derringer is described as generally the smallest usable handgun of a given caliber capable of only a single shot. A handgun is described as a a firearm designed to be held in the hand when used, consisting either of revolvers or pistols. Both derringers and handguns are no longer then 36cm in length. Carbines are described as a firearm similar to, but generally shorter and less powerful than a rifle. Carbines are larger then handguns but no longer then 51cm.

	
	Long Firearms
	6
	Small Firearms
	This skill allows the player to use all long arms which include all rifles and shotguns. A long gun is a firearm with an extended barrel, usually designed to be fired braced against the shoulder. Barrels of such weapons commonly extend to around 25cm or longer, giving considerable accuracy and range. No long arm may be shorter then 52cm in total length. Long firearms use slugs as ammo. Speciality ammunication may be found in-play.

	
	One-Handed Blunt
	6
	None
	This skill gives the character the ability to use all blunt weapons that can be wielded in one hand.  (Ex: maces, clubs, etc.) 

	
	One-Handed Edged
	6
	None
	This skill gives the character the ability to use all edged weapons that can be wielded in one hand.  (Ex: longswords, axes, shorter spears, etc.)

	
	Quarterstaff
	4
	None
	This skill gives the character the ability to use any staff or staff-like weapon. 

	
	Small Weapons
	0
	None
	This skill gives the character the ability to use all small weapons.  Ex. daggers, saps, etc., and for maji, wands.

	
	Thrown Weapon
	3
	None
	This skill gives the character the ability to use all handheld ranged weapons, including the thrown devices and formulas created by the Alchemy and Tinkering Skills. (Ex:  Thrown daggers, javelins, shuriken, flame bombs, acid globes, etc.) 

	
	Two-Handed Blunt
	8
	None
	This skill gives the character the ability to use all blunt weapons that must be wielded with two hands. (Ex: mauls, trees, etc.) Two-handed blunt weapons are base damage 4.

	
	Two-Handed Edged 
	8
	None
	This skill gives the character the ability to use all edged weapons that must be wielded with two hands.  (Ex. two-handed swords, two-handed axes, great spears, polearm, etc.)

	
	Blade Mastery
	5
	1-Handed Edged, 2-Handed Edged, Weapon Training Level 5
	This skill gives the character the ability to use all edged weapons unless restricted by race. A character with this skill may use half of his/her highest Weapon Training level (round down) with any bladed weapon.

	
	Blunt Mastery
	5
	1-Handed Blunt, 2-Handed Blunt, Weapon Training Level 5
	This skill gives the character the ability to use all blunt weapons unless restricted by race. A character with this skill may use half of their highest Weapon Training level (round down) with any blunt weapon.

	
	Melee Mastery
	5
	Weapon Training Level 10, Blunt or Blade Mastery
	This skill allows the character to use half of their highest Weapon Training level damage with ANY melee weapon they pick up unless restricted by race. 

	
	Ranged Mastery
	5
	Two weapons skills: Bow, Crossbow and/or Thrown Weapon; Weapon Training Level 10
	This skill gives the character the ability to use all ranged weapons. A character with this skill may use half of his/her highest level Weapon Training (round down) with any ranged weapon.

	
	Weapon Master
	5
	Blade, Blunt, or Ranged Mastery; Weapon Training Level 10 in any weapon skill
	A character with this skill may use all weaponry. A Weapon Master may use half of his/her highest level in any Weapon Training (round down) for any other weapon. A Weapon Master may award 1 XP to an apprentice. Apprentice must have a weapon skill to be eligible for the XP award.

	Weapon Training
	Weapon Training Levels 1 - 6
	15
	Any Weapon Skill
	The PC must choose a specific hand to train in a specific weapon type (Ex: longsword, short sword, axe, etc.) Training adds an amount of damage dependant on level of training. Weapon Training Level 1 allows the player to call 1 extra point of damage when using the chosen weapon. Each additional training level allows the player to call an additional point of damage when using the chosen weapon. 

	
	Weapon Training Levels 7 - 10
	20
	The previous level of Weapon Training
	Weapon training continues at the cost of 20 build per level with the prerequisite being that the character attains the previous Weapon Training level in the chosen weapon. The maximum training that any character can master with a particular weapon is Level 10.

	Styles
	Shield (Style)
	2
	None
	This skill allows the PC to use a shield, which may be used to block any damage that does not call the Massive tag line.  If used to block a maneuver, it cancels that maneuver.

	
	Florentine (Style)
	4
	Shield, Weapon Training Level 1
	Florentine allows the PC to use a normal or short-sized weapon in the primary hand and a small weapon in the off hand. 

	
	Two Weapons (Style)
	7
	Florentine
	The Two Weapons skill allows the PC to use a normal or short-sized weapon in the primary hand and a short or small weapon in the off hand.

	
	Exotic (Style)
	15
	Two Weapons, Exotic Weapon
	The Exotic Style allows a person to use an unusual style or combination of weapons (such as spear/shortsword, two katanas, etc.) 


	
	Style Mastery
	10
	Exotic Style
	Style Mastery allows the PC to call half of his/her primary hand Weapon Training level bonus (round down) in the off hand. 

	Maneuvers
	Disarm (Maneuver) 
	10
	Weapon Training Level 2, Florentine
	This skill allows the PC to say “Disarm (right or left)  hand” and strike the target character or his/her weapon.  The victim must drop the weapon unless a counter (like Parry) is used to void the Disarm. A PC must use 10 Skill Points to perform Disarm.

	
	Multistrike (Maneuver)
	10
	Weapon Training Level 2 in Thrown Weapon
	The PC may throw three thrown weapons and call the accumulated damage.  All three of the thrown weapons must be launched together and may not be thrown one-at-a-time. (Ex: Tryx has + 2 Weapon Training in Thrown Weapon.  He decides he needs to kill the lizardman coming at him.  He may then throw 3 throwing daggers. As long as at least one dagger hits his opponent, he may call a 9-damage tagline once.) A PC must use 5 Skill Points to perform Multistrike.

	
	Parry (Maneuver)
	10
	Weapon Training Level 2
	Parry allows the PC to counter any maneuver or source of physical (weapon or claw) damage unless otherwise stated. The PC must try to block the blow and say “Parry.”  A Parry will negate the effect of any other maneuver.  This skill does not affect damage from ranged weapons or maneuvers with the Massive tag line. A PC must use 5 Skill Points to perform a Parry.

	
	Ranged Parry  (Maneuver)
	10
	Weapon Training Level 2 in a Fist.
	The PC is able to parry ranged weapon attacks.  The PC says “Ranged Parry” and any damage coming from a ranged source is blocked.  This skill does not work if the Massive tagline is being used. A PC must use 5 Skill Points to perform a Ranged Defense. This ability does not work if the character is holding a weapon.

	
	Shield Block (Maneuver)
	7
	Weapon Training Level 2, Shield Skill
	The Shield Block skill allows the PC to counter any maneuver or source of physical damage unless otherwise stated. The PC must try to block the blow with their equipped shield and say “Shield Block.”  A shield block will negate the effect of any other maneuver. This skill does not affect maneuvers with the Massive tag line but is effective against ranged weapons (not spells). A PC must use 5 Skill Points to Shield Block.

	
	Sweeping Blow (Maneuver)
	10
	Weapon Training Level 2 in Brawling, claw or quarterstaff
	When used the PC states “Sweeping Blow” and calls full weapon damage. This skill does not work on characters with wings. If the damage overcomes the opponent’s Ignore Damage level, the victim must fall to the ground and stay there for a three count before getting up. A PC must use 10 Skill Points to perform a Sweeping Blow.

	
	Mighty Blow (Maneuver)
	10
	Weapon Training Level 2 in a chosen weapon
	Mighty blow allows the PC to call double the normal weapon damage for three consecutive swings. The PC must call the Mighty Blow tagline and then call the doubled damage for the next three swings, whether or not they connect. It costs 10 Skill Points to perform a Mighty Blow.

	
	Mortal Blow (Maneuver)
	20
	Mighty Blow, Weapon Training Level 5 in a weapon
	This skill allows the PC to deliver a mortal wound to an opponent. Whenever this skill is used the PC calls “Mortal Blow” and attempts to strike the target. If the attack hits, the target is wounded in such a way, that he or she will fall down dead (reduced to -1 Body points and the DYING status). The PC must use 15 Skill Points to perform a Mortal Blow.

	
	Crushing Blow (Maneuver)
	20
	Stunning Blow, Weapon Training Level 8 in a blunt weapon
	This skill allows the PC to render his opponent unconscious with a powerful blow. Whenever this skill is used, the PC calls "Crushing Blow" and attempts to strike the target. If the attack hits, the Target is reduced to 0 Torso Body points and is rendered Unconscious.  The PC must use 15 skill points to perform a Crushing Blow.

	
	Stunning Blow (Maneuver)
	15
	Mighty Blow, Weapon Training Level 5 in a blunt weapon
	Stunning Blow will stun an opponent for a 15-count. The attacking character calls “Stunning Blow.” Stunned opponents may not use any skills and may only move at walking speed, though they are not considered "helpless" and may still resist being killing-blowed. The PC must use 15 Skill Points to perform a Stunning Blow.

	
	Severing Blow (Maneuver)
	15
	Mighty Blow, Weapon Training Level 5 in 2-handed edged weapon
	Whenever this skill is used the PC calls “Severing Blow” and must strike the target in either an arm or a leg. Whatever limb is struck is Severed. If a leg is severed, the victim must fall to the ground. If an arm is severed, the victim is unable to use that arm was severed and drops anything in that hand. A Majus without majikal combat training must have both arms in order to cast Spells. The limb remains Severed until the victim receives majikal or alchemical healing that restores limbs. The PC must use 15 Skill Points to perform a Severing Blow.

	
	Decapitate (Maneuver)
	25
	Severing Blow, Weapon Training Level 8 in an edged weapon
	This skill allows the PC to strike his opponent dead with a powerful blow, removing his or her head. Whenever this skill is used, the PC calls "Decapitate" and attempts to strike the target. If the attack hits, the Target is immediately reduced to the Spirit Status (yes, this skill dusts the target!). The PC must use 15 skill points to perform a Decapitate. This skill bypasses armor.

	Armor Skills
	Wear Light Armor
	3
	None
	This skill allows characters to wear light armors (base 5) as long as they have a phys-rep for the armor (see armor rules).

	
	Wear Medium Armor
	5
	Wear Light Armor
	This skill allows characters to wear medium armors (base 10) as long as they have a phys-rep for the armor (see armor rules).

	
	Wear Heavy Armor
	7
	Wear Medium Armor
	This skill allows characters to wear heavy armors (base 15) as long as they have a phys-rep for the armor (see armor rules).

	
	Layer Armor
	5
	Wear Medium Armor
	Allows the character to wear two types of armor in a hit-location. One armor piece must be lighter than the other, and the character must possess the skills to wear both types of armors. The full value of both armors, including any bonuses for good costume, is combined to determine the armor points in the hit-location.

	Skullduggery Profession Skills
	Chicanery
	10
	Gossip
	The PC may lie like a rug in-play—even against spells and spell-like abilities. The PC doesn’t have to inform the target that s/he has the Chicanery skill; s/he simply doesn’t have to tell the truth unless s/he wants to.

	
	Tracking Levels 1 – 10
	2
	None for Level 1
	Tracking gives the PC a chance to follow where someone is going or determine that s/he has someone following his/her own trail. This skill is for either between-game or marshaled encounters only.  A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	Burglary
	Stealth
	2
	None
	You are better at sneaking than most others you know. Prerequisite skill for Evasion. Gives one retest for Evasion tests.

	
	Evasion Levels 1 - 10
	2 per level
	Stealth
	Evasion gives the PC a chance to cover his/her trail and to ensure s/he can not be followed. This skill is for either between-game or marshaled encounters only.  A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Pass without Trace
	2
	Evasion Level 2
	Rangers, Druids and Naturalists, while in their declared domains, are virtually impossible to track. The Pass without Trace skill allows the Ranger or Druid/Naturalist to treat all Tie Results as Failures when someone is attempting to Track him or her.

	
	Pick Locks Levels 1 – 3
	2
	Owning a set of Lock Picks, Tinkering Level 1
	This skill allows the PC to attempt to pick in-game locks. The level of Pick Locks is the number used to test against a lock’s difficulty.  You must have a set of lock picks in order to attempt to pick a lock. This skill may only be used in marshaled encounters.  A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Pick Locks Levels 4 – 6 
	4
	Previous level of Pick Locks
	See above.

	
	Pick Locks Levels 7 – 9
	6
	Previous level of Pick Locks
	See above.

	
	Pick Locks Level 10
	8
	Previous level of Pick Locks
	See above.

	
	Set/Disarm Traps Levels 1 – 3
	2
	Tools, Tinkering Level 3
	This skill allows the PC to attempt to set and disarm in-game traps. The level of Set/Disarm Traps skill is the number used to test against a trap’s difficulty.  You must have a set of tools in order to attempt to set or disarm a trap.  (See Tinkering for more information on Traps.) This skill may only be used in marshaled encounters. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Set/Disarm Traps Levels 4 – 6
	4
	
	See above.

	
	Set/Disarm Traps Levels 7 – 9
	6
	
	See above.

	
	Set/Disarm Traps Level 10
	8
	
	See above.

	Attacks
	Sap
	8
	Small Weapon skill
	Waylay allows the PC to make a surprise attack that stuns the victim and causing him/her to fall unconscious for 5 minutes. Waylay may only be performed with a small weapon or a one-handed weapon.  The PC walks up behind the victim and taps the shoulder blade lightly while saying “Sap.” If the PC is wearing a helm or if they are wearing heavy Torso armor the Waylay does not work. A PC must use 5 Skill Points to perform Waylay.

	
	Sneak Attack Training Levels 1 - 6
	15
	1-handed edged weapon, Sap
	A Sneak Attack is only useable when hitting a target in the back Torso. Attacks from the side or front do not count. You also cannot hit someone in the back from the front. The 1-second pause between swings does not apply to Sneak Attack. Training in Sneak Attack must be chosen in the right or left hand but may be used with any one-handed edged weapon. Sneak Attack Training Level 1 allows the PC to call 2 extra points of damage. Damage calls will increase at the rate of two extra points per called for every level purchased.

	
	Sneak Attack Training Levels 7 - 10
	20
	Previous level of Sneak Attack Training
	Sneak Attack Training continues at the cost of 20 build per level with the prerequisite being that the character attains the previous Sneak Attack Training level in the chosen weapon. The maximum training that any character can master with a particular weapon is Level 10. Damage calls, as before, increase by 2 for each level purchased.

	Maneuvers
	Backstab (Maneuver) 
	10
	Sneak Attack Training Level 2
	Backstab must always begin from the back of the intended victim. Backstab allows the PC to call double the normal sneak attack weapon damage for three consecutive swings to the back of the Torso. The PC calls Backstab and then calls the doubled damage for the next three swings, regardless of whether they connect. The 1-second pause between swings does not apply to Backstab. A PC must use 5 Skill Points to perform Backstab.

	
	Escape (Maneuver)
	10
	Sneak Attack Training Level 2
	The PC may Escape from any non-majikal restraint (shackles, ropes, chains etc.).  The player gives a 3-count (escaping one, escaping two, etc.) and at the end says “Escape” and is free of the bonds. A PC must use 5 Skill Points to perform Escape.

	
	Dodge (Maneuver)
	20
	Escape, Sneak Attack Training Level 4
	The PC may avoid the effects of one packet-delivered or weapon-delivered (including thrown) attack. The player says “Dodge” and suffers no effect from the avoided attack. This skill may not be used to avoid area of effect attacks. This skill may not be used if the PC is wearing heavier than light armor. A PC must use 15 Skill Points to perform Dodge.

	
	Take One For The Team
	5
	Escape
	If anyone within arm’s reach is struck by a spell or blow, the PC has 3 seconds to reach up and touch the intended target and say “Block.”  The PC then takes the effect of the spell or attack instead of the intended victim. This skill may not be used to save someone from area-of-effect attacks or traps. A PC must use 5 Skill Points to perform Take One For The Team.

	
	Master Thief
	10
	Escape, Sneak Attack Training Level 10
	Each time the Master Thief skill is used one cabin defense is automatically avoided. Before the thief enters the cabin, keep etc., s/he must give a marshal the points for the number of times s/he intends to use the skill.  The uses begin when the burglar enters the cabin, and the burglar cannot spend more points on this skill until s/he is again outside the cabin. If the total uses are not expended before the burglar leaves the cabin, the proficiency points are lost.  (This is why many rogues will case a place first and get to know the people who live there.) A PC must use 25 Skill Points to perform the Master Thief skill. A Master Thief may award 1 XP to an apprentice. Apprentices must have the Escape skill to be eligible for the XP award.

	
	Poisoning
	3
	Alchemy Level 2
	This skill allows the character to use poisonous substances created by the Alchemy Skill (blade poisons, mixing ingested poisons into food, loading gas poisons into bombs and traps, etc.).

	
	Master Assassin
	10
	Sneak Attack Training Level 10, Poisoning
	Master Assassin allows the PC to say “Assassinate” and strike a victim in the BACK with a slashing or piercing melee weapon. The victim goes directly to the Dead status and cannot use the Parry skill, Dodge skill or have someone else Take One For The Team. A PC must use 25 Skill Points to perform the Master Assassin skill. A Master Assassin may award 1 XP to an apprentice. Apprentice must have Waylay to be eligible for the XP award.

	Science Profession Skills
	Crate
	10
	Level 5 in anyCraft:  Alchemy, Blacksmith, Surgery, or Tinkering
	The PC receives a sizable envelope of random items when (and if) the Stage Coach arrives at the Rendezvous.

	Alchemy
	Alchemy Levels 1 – 3
	3
	None
	Alchemy is the skill of transforming reagents through scientific means rather than majikal.  Alchemists often partner with maji, especially Artifice maji, in the creation of items. The plans an alchemist uses for creation are called formulas. The level of Alchemy the PC has learned is the number used for tests. An alchemist may always attempt a higher level formula but risks things going horribly awry. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Alchemy Levels 4 – 6 
	4
	Previous Level of Alchemy
	See above.

	
	Alchemy Levels 7 – 9
	6
	Previous level of Alchemy
	See above.

	
	Alchemy Level 10
	8
	Previous level of Alchemy
	See above.

	
	Master Alchemist
	10
	Alchemy Level 10
	The alchemist is known far and wide for his/her abilities and the potions created are highly sought after. A Master Alchemist may award 1 XP to an apprentice, who must have the Mixing skill to be eligible for the XP award.

	
	Identify Substance
	2
	Alchemy Level 2
	This skill may be used to determine what material a weapon is made out of, what types of gems an item may have on it or what that green goo bubbling out of the ground is. The difficulty to identify the substance in question will govern how many skill points it takes to identify it. The more complex the substance, the higher the bid of skill points required to successfully identify it. If the PC bids fewer skill points than are required, the Identification attempt fails.

	
	Resistance to Poison Type
	10
	Alchemy Level 8
	“During my travels I have built up a resistance to Iocane powder.” Through long years of sipping a certain type of poison you have built up immunity to it.  You may learn a single immunity to ONE poison that you know and are able to create. 

	Blacksmith
	Blacksmith Levels 1 – 3 
	3
	None
	Found in every town, shire, war tribe or troupe, a blacksmith is a center personality for most communities and often sits on the town council as a highly respected member of the community. Blacksmith is the forging items through scientific means rather than majikal.  Blacksmiths often partner with maji, especially Artifice maji, in the creation of items. The plans a smith uses for creations are called schematics. The level of Blacksmith the PC has learned is the number used for tests. A smith may always attempt a higher level schematics but risks things going horribly awry. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Blacksmith Levels 4 – 6 
	4
	Previous level of Blacksmith
	See above.

	
	Blacksmith Levels 7 – 9
	6
	Previous level of Blacksmith
	See above.

	
	Blacksmith Level 10
	8
	Previous level of Blacksmith
	See above.

	
	Master Smith
	10
	Blacksmith Level 10
	The blacksmith is known far and wide for his/her abilities and the weapons and armor created are highly sought after. A Master Alchemist may award 1 XP to an apprentice, who must have the Metallurgy skill to be eligible for the XP award.

	
	Mining Levels 1 – 10
	2 per level
	Blacksmith Level 1
	Mining gives the PC the ability to find and gather blacksmith reagents.  For each shift the PC works at gathering s/he receives a 2 reagents per level of his/her skill instead of the normal the 20 each of Mana, Body and Skill Points regained.  You may only use one resource-gathering skill per shift. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	Surgery
	Surgery Levels 1 – 2 
	4
	Diagnose
	Like most skills surgery has a rank of 1-10.  It has skills at each level that are called “remedies”.  At each level of Surgery a PC may choose one remedy to learn unless the level contains a remedy that is automatically learned. In that case, that remedy reflects some basic abilities of surgeons and is the one that must be chosen. Other remedies must be found in play. Surgery is not a majikal or spiritual path and requires no mana or faith to perform, surgery runs off of skill points and bandages… lots of bandages. Amongst the population of the world surgery is a new science. Many do not trust it and prefer their local priest to take care of their woes. Out of all the races Humans accept the science of surgery more than any other. 

	
	Surgery Levels 3 – 4
	6
	Previous level of Surgery
	See above.

	
	Surgery Levels 5 – 6
	8
	Previous level of Surgery
	See above.

	
	Surgery Levels 7 – 8 
	10
	Previous Level of Surgery
	See above.

	
	Surgery Levels 9 – 10
	12
	Previous Level of Surgery
	See above.

	
	Master Surgeon
	10
	Surgery Level 10
	The Surgeon is known far and wide for his/her skills and remedies to heal the wounded. A Master Surgeon may award 1 XP to an apprentice, who must have the Diagnose skill to be eligible for the XP award.

	Tinkering
	Tinkering Levels 1 – 3
	3
	None
	Many tinkers scoff at maji, not as an unproven force or charlatan, but because the powers of majik can be channeled and controlled just as easily through science. Tinkering is the skill of creation through scientific means rather than majikal.  Many tinkers scoff at maji—not as an unproven force or charlatans but that the powers of majik can be channeled and controlled just as easily through science. The plans a tinker uses for his creations are called Doohickeys. Tinkering comes in levels 1 through 10.  The level of Tinkering the PC has learned is the number used for tests. A tinker may always attempt a higher formula but risks things going horribly awry. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed.

	
	Tinkering Levels 4 – 6
	4
	Previous level of Tinkering
	See above.

	
	Tinkering Levels 7 – 9
	6
	Previous level of Tinkering
	See above.

	
	Tinkering Level 10
	8
	Previous level of Tinkering
	See above.

	
	Master Tinker
	10
	Tinkering Level 10
	The tinker is known far and wide for his/her abilities and items created are highly sought after. A Master Tinker may award 1 XP to an apprentice, who must have the Rigging skill to be eligible for the XP award.

	
	Packrat Levels 1 - 10
	2 per level
	Tinkering Level 1
	This skill gives the tinker the ability to find common reagents once s/he remembers where s/he put them.  For each shift the tinker works at searching through his/her stuff (community enhancement) s/he receives 2 random common reagents. You may only use one resource gathering skill per shift. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed. Increased levels may allow the packrat to find better reagents.

	Maji Profession Skills
	Maji Blood
	15
	Purchased during character creation only
	All races possess some small amount of majikal potential... enough for Low/Hedge Majik and Gawd Majik. However, the talent needed to cast True Majik, or High Majik (6th and above level spells), is reserved for those characters possessing this special heritage.  

	
	Sense Majik
	2
	Maji Blood
	This skill allows a character with the background Maji Blood to examine any object or creature and determine if it radiates a majikal aura. To use this skill, place your hand within a few inches of the subject and say "Sense Majik." No specific information as to the specific type or intensity of majik present on the subject is provided—only the presence of majik is detected with this skill.

	
	Master Majus
	10
	A 9th level spell in any school
	The majus has learned the inner and outer workings of complex majik.  A Master Majus may award 1 XP to an apprentice, who must have at least one first level spell skill to be eligible for the XP award. The PC may also submit a spell to the Story Team and, if it is approved, will be told what s/he must do in-play to create this spell. Once this deed is accomplished s/he will be able to bring the spell into play and name it what s/he wishes (must be approved). The PC may only submit one spell at a time and must wait until the Story Team’s decision before submitting another one. Please note that submitting a spell does NOT mean that the spell will be automatically approved as is. This ability works solely at the Story Team and Management’s decision.

	Combat
	Battle Majus
	5
	First Level of any School
	This skill allows the majus to wear medium armors and still be able to cast spells. XP must still be used to purchase the skill Wear Medium Armor. 

	
	Combat Majus
	10
	Battle Majus
	The majus does not need both hands free to cast.  S/he still needs one to hold the wand or staff, but may have a weapon or shield in the other.

	
	Panzer Majus
	15
	Combat Majus
	This skill allows the majus cast spells without the use of a wand or staff. The majus may also wear heavy armors and still cast spells. XP must still be used to purchase the skill Wear Heavy Armor.

	
	Kata Majus
	20
	Panzer Majus
	This skill allows the majus to continue casting even when taking damage.

	Aegis Majik
	School of Aegis Majik Levels 1 – 2 
	7
	None
	The School of Aegis studies the mysteries of living bodies and the spirits that reside within them. Healing, Raising the Dead, and Fortifying the Spirit are the skills taught by this School. This School also has a number of spells that work particularly well against Bhale. Once a character has purchased a level in a school, s/he has the ability to cast any level of that school’s spell that s/he can find to learn. The character may choose 1 common spell of that level to learn when the skill is purchased.  All other spells must be found and learned in-play.

	
	School of Aegis Majik Levels 3 – 4
	9
	Previous level of School of Aegis Majik
	See above.

	
	School of Aegis Majik Level 5
	10
	Aegis Majik Level 4
	See above.

	
	School of Aegis Majik Level 6
	11
	Maji Blood, Aegis Majik Level 5
	See above.

	
	School of Aegis Majik Levels 7 – 8
	12
	Previous level of School of Aegis Majik
	See above.

	
	School of Aegis Majik Level 9
	15
	Previous level of School of Aegis Majik
	See above.

	Elemental Majik
	First Elemental Attunement
	0
	None
	All elemental majik is attuned to one of the four elements: Air, Earth, Fire or Water. The elementalist receives the first attunement of his/her choice for 0 XP. Ex. Air Attunement allows the elementalist to cast the air-based versions of all elemental spells.

	
	Second – Fourth Elemental Attunements
	5
	First Elemental Attunement
	An elementalist may adopt more than one of these attunements and select any attuned elements for use in known spells at will.

	
	School of Elemental Majik Levels 1 – 2 
	7
	Attunement to Air, Earth, Fire or Water
	Earth, Air, Fire and Water are the tools of the School of Elemental Majik. This school has a high potential for destruction and mayhem. Most packet-delivered damaging spells come from this school. Once a character has purchased a level in a school, s/he has the ability to cast any level of that school’s spell that s/he can find to learn. The character may choose 1 common spell of that level to learn when the skill is purchased.  All other spells must be found and learned in-play.

	
	School of Elemental Majik Levels 3 – 4
	9
	Previous level of School of Elemental Majik
	See above.

	
	School of Elemental Majik Level 5
	10
	Elemental Majik Level 4
	See above.

	
	School of Elemental Majik Level 6
	11
	Maji Blood, Elemental Majik Level 5
	See above.

	
	School of Elemental Majik Levels 7 – 8
	12
	Previous level of School of Elemental Majik
	See above.

	
	School of Elemental Majik Level 9
	15
	Previous level of School of Elemental Majik
	See above.

	Force Majik
	School of Force Majik Levels 1 – 2 
	7
	None
	Less chaotic than elemental Majik, the School of Force controls raw majikal energies and natural “forces” through rigorous study and discipline. This School is skilled in a variety of effects, including the most potent forms of warding and other cabin defenses. Once a character has purchased a level in a school, s/he has the ability to cast any level of that school’s spell that s/he can find to learn. The character may choose 1 common spell of that level to learn when the skill is purchased.  All other spells must be found and learned in-play.

	
	School of Force Majik Levels 3 –4 
	9
	Previous level of School of Force Majik
	See above.

	
	School of Force Majik Level 5
	10
	Force Majik Level 4
	See above.

	
	School of Force Majik Level 6
	11
	Maji Blood, Force Majik Level 5
	See above.

	
	School of Force Majik Levels 7 – 8
	12
	Previous level of School of Force Majik
	See above.

	
	School of Force Majik Level 9
	15
	Previous level of School of Force Majik
	See above.

	Mind Majik
	School of Mind Majik Levels 1 – 2 
	7
	None
	The School of Mind is the school of internal discovery. Wizards who study this school learn to manipulate the minds of intelligent creatures and to induce confusion, sleep, and other mental conditions. Some maji who study this school are so powerful that they can even alter the very memories of their subjects. Once a character has purchased a level in a school, s/he has the ability to cast any level of that school’s spell that s/he can find to learn. The character may choose 1 common spell of that level to learn when the skill is purchased.  All other spells must be found and learned in-play.

	
	School of Mind Majik Levels 3 –4 
	9
	Previous level of School of Mind Majik
	See above.

	
	School of Mind Majik Levels 5 – 6 
	11
	Maji Blood, Mind Majik Level 5
	See above.

	
	School of Mind Majik Levels 7 – 8
	12
	Previous level of School of Mind Majik
	See above.

	
	School of Mind Majik Level 9
	15
	Previous level of School of Mind Majik
	See above.

	Nature Majik
	School of Nature Majik Levels 1 – 2 
	7
	None
	The School of Nature is the province of the keepers and protectors of the wild places of the world. These spells involve understanding, controlling, and mimicking the various aspects of plants and animals, and of being at one with Nature and the Universe. Once a character has purchased a level in a school, s/he has the ability to cast any level of that school’s spell that s/he can find to learn. The character may choose 1 common spell of that level to learn when the skill is purchased.  All other spells must be found and learned in-play.

	
	School of Nature Majik Levels 3 – 4
	9
	Previous level of School of Nature Majik
	See above.

	
	School of Nature Majik Level 5
	10
	Nature Majik Level 4
	See above.

	
	School of Nature Majik Level 6
	11
	Maji Blood, Nature Majik Level 5
	See above.

	
	School of Nature Majik Levels 7 – 8
	12
	Previous level of School of Nature Majik
	See above.

	
	School of Nature Majik Level 9
	15
	Previous level of School of Nature Majik
	See above.

	Ritual Majik
	Ritual Levels 1 – 2 
	2
	Level 5 in any School of Majik
	Ritual is the science of majikal casting using various components such as reagents, recipes, etc. to create a pre-determined majikal result using scientific study in addition to majikal force.  Hedge wizards or maji, often of the Artifice school are typical ritual experts. The plans a ritualist uses for creation are called rituals. The level of Ritual the PC has learned is the number used for tests. A ritualist may always attempt a higher level formula but risks things going horribly awry. A character may purchase up to 10 levels in this skill: the previous level is the prerequisite for the purchase of the current level needed. The ritual skill is also used to create scrolls that can be used by anyone who possesses School of Arcane Level 1 and knows the Read Majik spell.  In order to create the scroll, the ritualist must use the appropriate number of Skill Points for the scroll being created along with providing the necessary mana to cast the spell into the scroll.

	
	Ritual Levels 3 – 4
	4
	Previous level of Ritual
	See above.

	
	Ritual Levels 5 – 6
	6
	Previous level of Ritual
	See above.

	
	Ritual Levels 7 – 8 
	8
	Previous Level of Ritual
	See above.

	
	Ritual Levels 9 – 10
	10
	Previous Level of Ritual
	See above.

	
	Master Ritualist
	10
	Ritual Level 10
	The ritualist is known far and wide for his/her abilities and the potions created are highly sought after. A Master Ritualist may award 1 XP to an apprentice, who must know Level 5 in a School of Majik to gain the XP award.

	Cleric Profession Skills
	Dedication
	5
	None
	This is both the entry skill for walking the Gawdly majikal path and a skill that identifies a character as a fervent follower of a gawd. When you dedicate you pick one of the Gawds from the Gawds list and devote yourself to that Gawd’s cause. This skill on its own grants the character 1 Belief Point each event, which can be saved or transferred to a cleric of the same gawd.

	
	Kata Cleric
	30
	None
	This ability allows the cleric to continue casting prayers even when taking body damage.

	
	High Priest
	10
	A 9th level clerical path of any gawd
	A Master Cleric has fully realized the potential given to him by the Gawds. A Master Cleric may award 1 XP to an apprentice, who must be Dedicated to the same Gawd and must have learned at least the first level of the Gawd's path in order to be eligible for the XP award.

	Eluna
	Path of Eluna, Mother of All, Levels 1 – 2 
	10
	Dedication to Eluna
	Once a cleric has purchased a level of the Path of Eluna, s/he will be able to use any abilities and use Faith Points to cast any miracles that are granted by Eluna under each Level of the Path that has been learned. Miracles and abilities granted at each level can and will change depending on how faithful the cleric shows him/herself to be. In order to use Gawdly Majik, clerics must display their holy symbol. They must either have a painted symbol on equipped shield or hold up a holy symbol in their hand.Two Faith Points per level of the Gawd Path are granted at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her followers. Faith may also be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Faith points are retained by the cleric until used.

	
	Path of Eluna, Mother of All, Levels 3 – 4
	12
	Previous level of Path of Eluna
	See above.

	
	Path of Eluna, Mother of All, Levels 5 – 6 
	16
	Previous level of Path of Eluna
	See above.

	
	Path of Eluna, Mother of All, Levels 7 – 8
	18
	Previous level of Path of Eluna
	See above.

	
	Path of Eluna, Mother of All,  Level 9
	20
	Previous level of Path of Eluna
	See above.

	Kord
	Path of Kord, the Just Son, Levels 1 – 2 
	10
	Dedication to Kord
	Once a cleric has purchased a level of the Path of Kord, s/he will be able to use any abilities and use Faith Points to cast any miracles that are granted by Kord under each Level of the Path that has been learned. Miracles and abilities granted at each level can and will change depending on how faithful the cleric shows him/herself to be. In order to use Gawdly Majik, clerics must display their holy symbol. They must either have a painted symbol on equipped shield or hold up a holy symbol in their hand. Two Faith Points per level of the Gawd Path are granted at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her followers. Faith may also be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Faith points are retained by the cleric until used.

	
	Path of Kord, the Just Son, Levels 3 – 4
	12
	Previous level of Path of Kord
	See above.

	
	Path of Kord, the Just Son, Levels 5 – 6 
	16
	Previous level of Path of Kord
	See above.

	
	Path of Kord, the Just Son, Levels 7 – 8
	18
	Previous level of Path of Kord
	See above.

	
	Path of Kord, the Just Son,  Level 9
	20
	Previous level of Path of Kord
	See above.

	Leks
	Path of Leks, the Lost Son, Levels 1 – 2 
	10
	Dedication to Leks
	Once a cleric has purchased a level of the Path of Leks, s/he will be able to use any abilities and use Faith Points to cast any miracles that are granted by Leks under each Level of the Path that has been learned. Miracles and abilities granted at each level can and will change depending on how faithful the cleric shows him/herself to be. In order to use Gawdly Majik, clerics must display their holy symbol. They must either have a painted symbol on equipped shield or hold up a holy symbol in their hand. Two Faith Points per level of the Gawd Path are granted at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her followers. Faith may also be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Faith points are retained by the cleric until used.

	
	Path of Leks, the Lost Son, Levels 3 – 
	12
	Previous level of Path of Leks
	See above.

	
	Path of Leks, the Lost Son, Levels 5 – 6 
	16
	Previous level of Path of Leks
	See above.

	
	Path of Leks, the Lost Son, Levels 7 – 8
	18
	Previous level of Path of Leks
	See above.

	
	Path of Leks, the Lost Son,  Level 9
	20
	Previous level of Path of Leks
	See above.

	Solek
	Path of Solek, Father of All, Levels 1 – 2 
	10
	Dedication to Solek
	Once a cleric has purchased a level of the Path of Solek, s/he will be able to use any abilities and use Faith Points to cast any miracles that are granted by Solek under each Level of the Path that has been learned. Miracles and abilities granted at each level can and will change depending on how faithful the cleric shows him/herself to be. In order to use Gawdly Majik, clerics must display their holy symbol. They must either have a painted symbol on equipped shield or hold up a holy symbol in their hand. Two Faith Points per level of the Gawd Path are granted at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her followers. Faith may also be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Faith points are retained by the cleric until used.

	
	Path of Solek, Father of All, Levels 3 – 
	12
	Previous level of Path of Solek
	See above.

	
	Path of Solek, Father of All, Levels 5 – 6 
	16
	Previous level of Path of Solek
	See above.

	
	Path of Solek, Father of All, Levels 7 – 8
	18
	Previous level of Path of Solek
	See above.

	
	Path of Solek, Father of All,  Level 9
	20
	Previous level of Path of Solek
	See above.

	Une
	Path of Une, the Dark Daughter, Levels 1 – 2 
	10
	Dedication to Une
	Once a cleric has purchased a level of the Path of Une, s/he will be able to use any abilities and use Faith Points to cast any miracles that are granted by Une under each Level of the Path that has been learned. Miracles and abilities granted at each level can and will change depending on how faithful the cleric shows him/herself to be. In order to use Gawdly Majik, clerics must display their holy symbol. They must either have a painted symbol on equipped shield or hold up a holy symbol in their hand. Two Faith Points per level of the Gawd Path are granted at the beginning of each Rendezvous the cleric attends to represent that gawd’s notice of his/her followers. Faith may also be awarded during each Rendezvous as the PC is observed successfully portraying a faithful cleric in their role-play. Faith points are retained by the cleric until used.

	
	Path of Une, the Dark Daughter, Levels 3 – 
	12
	Previous level of Path of Une
	See above.

	
	Path of Une, the Dark Daughter, Levels 5 – 6 
	16
	Previous level of Path of Une
	See above.

	
	Path of Une, the Dark Daughter, Levels 7 – 8
	18
	Previous level of Path of Une
	See above.

	
	Path of Une, the Dark Daughter,  Level 9
	20
	Previous level of Path of Une
	See above.
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