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The Steampunk Game
Be All That You Can’t Be!
This book is meant to be a companion of sorts to the official Alliance LARP Rule Book, which governs the fantasy game. We’re not going to be repeating all
the advice sections here, for instance.
The goal of the steampunk game is to make it match the
Alliance rules whenever possible so that it is easy to learn
(especially since this will not be used in a long-term campaign) but also to simplify the rules to the bare minimum, especially since for all we know this may be a one-shot.
Many of the Alliance rules must be very clear and laid out
so that characters can transfer between chapters. We don’t
have to worry about that, either (at least not yet). Therefore,
we’re also not listing all the rules that only apply to NPCs,
since will have someone overseeing them and approving their
actions. If you have a question about a type of attack an NPC
is doing, please ask. And trust your Plot Committee.
There are also wonderful experiments that high-level scientists and Chemists can do if they find the proper blueprints
or formulas that are not listed here. The way they work will be
explained on the blueprint or formulas (once found).
However, even though we don’t list everything here, you
are still required to obey all the safety and Code of Conduct rules in the Alliance Rule Book. You have no excuse
to not know these. The book is free to download or you can
read it online at our web page: www.AllianceHQ.com
Some things, however, need to be emphasized:

The Four Most Important Rules
The Body Contact Rule: Alliance games prohibit all body contact during combat. All combat must
take place with approved safe weapons, and certain parts of the body (head, groin, hands) are not
allowed to be hit.
The Alcohol Rule: Alliance games absolutely forbid alcohol and drugs that affect your ability at
events; nor can you use these off site and then come to the game drunk or high.
The Hold Rule: If you hear someone yell “Hold!” stop everything you are doing and “bend the knee.”
Holds should only be called if there is a real need, and usually only for safety reasons.
The Sneaking Rule: If you wish to sneak into a building or tent, you must have a marshal present.
There are strong limitations on doing this on your own, in order to prevent actual theft from taking place,
even if unwittingly.
There are other important rules, but to include too many here would de-emphasize these top four.
These particular rules have to be emphasized for safety and legal reasons.
Please follow these rules completely and report anyone who does not.
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The Game World
Atmosphere
Here’s the difference between fantasy and steampunk:
Fantasy:
“Oh Great Wizard, what is that?”
“This? This is my Wand of Power! It shoots lightning!”
“How does it work?”
“Magic!”
Steampunk:
“Professor, what is that?
“This? This is my electrified omni-powered trangromifier! It shoots lighting!”
“How does it work?”
“Science!”
We’re trying to create a game that is a bit over the top in the sense that over-acting is not discouraged. Try to imagine an old Jules Verne movie if that helps. We have science that is basically magic in
that it can do all sorts of things but we don’t always know why.
At the same time, we don’t want you to create cliched, one-dimensional characters. Make your
character have real emotions and a believable background. Bad things will happen. People will die.
While there should be comedic elements in the sense that we’re exaggerating a lot, this is not a humor
game.
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The Plot
In 1888, Professor Phineas Grimsby, angry that Edison and Tesla were getting all the attention,
performed an experiment using both electrical power and something new he called “solar power.” It
didn’t work. The explosion caused a ripple of strange radiation to quickly engulf the globe and then
dissipate into space.
The radiation caused massive changes. Most of the people of the world turned into mindless mutants whose only goal was to survive by killing others and eating their brains. Some of the mutants
evolved amazing and unusual abilities and skills.
Others mutated into the beings known as wylderkin, and yet others grew pointy ears (and were thus
dubbed “elves” by humans) and found themselves able to use psionics to control their fellows.
In the dozen years since Radiation Night, they have also discovered that their offspring end up taking
on all of the characteristics of one of their parents, meaning new children have been born as elves or
wylderkin.
Because of the carnage caused by the mutations, nations and societies fell. The world turned into
chaos. The world rejected much of what it had taken for granted in the past.
Religions died out completely. (Note: This is primarily done to keep religion out of our game so as
not to insult anyone’s beliefs. Please do not mention religion, even when discussing the time before
Radiation Night.)
The good news is that people realized that the prejudices of the past were a hinderance to survival in
the present. It simply did not make sense to discriminate against someone because of their race, sex,
sexual orientation or handicap when they could be the ones who kept you alive.
This does not mean the world became an egalitarian paradise. There were still those who felt that
humans were superior to the “mutated” races such as the elves and the kin.
By the year 1900, people tended to organize themselves into three main types of groups:
The Luddities. These people were convinced that science was the root of all problems. They shut
themselves off from any kind of modern convenience and lived in enclaves, primarily as farmers. They
would still trade with others, but avoided modern technology like electricity and guns. This does not
mean they are pacifists in any regards—they have well-trained fighters and alchemists who protect their
lands against mutants and invaders.
The Rads. These are the anarchists who care little about law, peace, or justice. They ride from
settlement to settlement, taking what they want and raiding. They generally do not accept non-humans
into their ranks. They call themselves “rads” both as a nod to the radiation that they avoided as well as
their radical nature. They are quite violent and dangerous.
The Scientists. The best minds realized that this new world needed logic, facts, and science to
protect it, and so great scientists gathered others of like mind and formed settlements where they could
better mankind through experimentation. Logically, they also needed fighters, chemists, farmers and
others, and provided these people with the science and help they needed to get by. They often have a
problem in remembering not to refer to everyone with them as “minions,” however.
This does not mean the scientists all get along, of course. There are rogue scientists doing all sorts
of wild and dangerous experiments in the world, some of whom have terrible designs on each other.
One such group travels in an airship. The leader of this group is Professor Hieronymous Till, who has
organized a sort of government that provides protection while regulating an economy.
The airship recently landed in a small area near what was once a small town called Fairdale, Pennsylvania. It has put out the call, looking for mercenaries, fighters, chemists, doctors, engineers, entertainers, farmers, and others who wish to build a just society based on science!
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The Basics
Accomodations
Keep in mind that this game is not played in a fancy hotel; you will be at a campsite, and should
prepare accordingly.
The game will take place at the Faire Play site in the Endless Mountains of northeastern Pennsylvania. Their web page is www.FairePlay.org.
There are beds and mattresses but you must bring your own bedding. If you have at least four people
in your group who have paid for the event, you can reserve a cabin (assuming they aren’t already reserved). There are also private rooms in the main building that can be reserved for $40. For more
details, go to the Alliance boards at https://alliancelarp.com/forum/ and click on the “Headquarters” section then look for the “Steampunk” subsection.
Food: Basic meals will be provided, but we really appreciate donations to cover the costs.
You may want to bring snack food on your own. If so, bring energy food (trail mix and fruit are good).
Junk food like twinkies and potato chips will only weigh you down.
Much of the game is physically intensive, like a sport. Eat and drink accordingly, like an athlete
would.
A bit of advice is to not imbibe soft drinks, despite the caffeine rush. Believe it or not, these drinks
can dehydrate you and will not aid you in any way. The best things to drink are water, juices and sports
drinks like Gatorade.
Packing: Always pack as if it is going to be colder than it is. Bring extra blankets and long johns,
because even in the summer, it can get chilly at night. It’s always better to have more than enough
clothing and blankets for those occasions. Remember: “Players Need Layers.” Lots of layers of clothing
(and blankets at night) will keep you warmer. When making your bed, put half of your blankets under you
as well as on top of you, because heat escapes in both directions. Change your underclothes before
going to bed, because otherwise the sweat in your clothing may freeze and make you uncomfortable.

Starting Items
Unlike the fantasy game, there are no “production point” skills. You will start the game with the items
appropriate to the skills you have purchased.
Fairdale has its own printed money, but the barter system is still very much in play, especially with
traveling traders who have no interest in the local currency.
There will be merchants in-game who will sell you supplies you need and may purchase supplies
from you. Some of the creatures and people you kill may also have supplies and money that can assist
you.
You start with money and tags for the armor you are wearing.
You are also given one weapon tag for every weapon skill you possess. For instance, if you buy the
skill One Handed, you will get one tag for a one handed weapon of your choice; if you buy the skill Two
Weapons, then you will get two tags since those skills need two weapons. You will not be given a tag for
every physical weapon representation you bring into game.
For archery, you will be given a tag for a bow or crossbow.

Physical Representations
If you acquire any potions, scrolls, poisons, or chemical substances during your adventures, they will
have a tag attached. If you create your own using your Apothecary skill, then you must supply a physical
representation (“phys rep”) for the item, and the tag must be attached. This physical representation can
6

be stolen, at which point the thief will take the
tag and the item.
The tag by itself is not the item. If someone
hands you an out-of-game potion tag and says
“Here, drink this!” you should reply “Drink what?”
since nothing is being shown to your character
in-game. This rule exists because after all, these
things take up room and add weight. You can’t
carry around 100 potions as easily as you could
100 tags.
However, it should be noted that the tags
themselves are stealable even if they are technically out-of-game. This is because it is not fair
to punish the thief for the disobeyance of the
phys rep rule by the victim of the theft.
Thus, if you have a bunch of tags that you
have not attached to phys reps and someone
searches you, you must turn them over. Further,
these tags can be destroyed by traps even
though they are not attached to a phys rep.
The bottom line is that there are absolutely
no advantages (but lots of disadvantages) for
not having phys reps for each of your tags. It
can never work in your interest to not have phys
reps for all of your items.
This game relies upon honesty. Your character can be the most rotten, cheating, scum of
the planet, but you must be absolutely honest
and trustworthy. We rely upon the honesty of our
players to make the game run efficiently, and
other players rely upon you to keep track of your skills and spells so that no one is getting an unfair
advantage.

Battle Boards and Logistics
You will be given a character card when you check in. On that card will be your skills. You must keep
track of those skills at all times. After you use a skill, you should mark it off your card to make sure you
don’t forget that you have used it, and should also make sure you know exactly how many Body Points
and Armor Points you have at any time.
Your skills will replenish at 6:00 a.m. and 6:00 p.m.

Light Sources
There are a lot of opportunities to make some amazing costumes and props with all sorts of lighting
effects. However, care should be made in their creation and usage so as not to blind or irritate other
people at the game. Keeping the intensity of the light down, staying away from bright flash effects,
having a slow speed for blinking or tracing lights and using a filter on any light sources intended to
illuminate an area (flashlights, etc.) will help to create a visually stunning yet non-damaging spectacle.
And just for clarification, no actual explosive/flaming devices or effects are allowed beyond a party
popper.
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Tags
All items are represented by tags. This allows you to buy, sell, steal, or trade items with other players.
When you use your item, you must then turn over the tag to an NPC or Marshal, or otherwise destroy
it.
If you buy an item in-game, the seller will merely sell you the tag and you must provide the physical
representation.
Here are some examples of the tags you will see:
Item tags will only have one use, as the tags are meant to be attached to the physical representation
of the item. A potion tag or elixir tag must be inserted into the potion vial or secured in some other
manner (tape, rubber band).
Gas globe tags are not kept on the packets that we use to represent chemical gas globes for safety
reasons, but may instead be kept
on a tag ring. After a battle, you must
turn over the tags that were used.
These tags are stealable items
even though they are not on a physical representation.
Further, if someone steals your
gas globe physical representations,
you must turn over the appropriate
number of tags to represent that
which has been taken.
Weapon tags show that the
weapon exists. If a weapon does
not have one of these tags, it cannot be used (except by NPCs).
Other tags are there to represent possessions not covered by
the other tags: horses, ships,
houses and other items with value.
They are sellable in-game (if you
can find a buyer).
There are other tags you will encounter in your game but they are
easy to understand as they follow
the same basic rules.

Marshals
Marshals are the judges in our
game; they have the right to decide
certain plot things, make decisions
on rules clarifications, and answer
your questions.
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Races
The world now has three main races: Human, elven, and wylderkin.
Humans are the predominate race, and some think that makes them superior to the others. This
does little to promote world peace, but is one of the cornerstones of belief for the Rads.
Elves are a mutation, with pointed ears. They have the ability to learn psionic skills.
Wylderkin have mutated to the point where they take on animal characteristics, which include the
ability to use claws.
Unlike the fantasy game, there are no skill negatives to playing the race.

Classes
There are no “classes” as typically seen in a fantasy game. You buy whatever skills you wish and
build your character however you want.

Experience Points
Everyone will start with 50 Experience Points that they may use to buy skills.
If this event is successful and we hold a second event, those who have played this one will be given
more Experience Points at a rate to be determined.

Body Points
All players will have 10 Body Points, but if you decide you would rather play a very hardy individual,
you can purchase the skill “Constitution” and receive an extra point for each purchase of the skill.

Science Weapon Charges
Anyone can use a Science Weapon if they (a) have a weapon physical representation and (b) have
purchased the appropriate skill. What you basically do is purchase “charges” for your weapon which will
last until nightfall, whereupon the weapon can be recharged (i.e.: at logistics).
There are certain things you can make your weapon do which will use up the charges in your weapon.
Some are simple and use only one charge; some are complicated and will use nine.
Plus you may be able to find blueprints and components during the game to improve your weapon in
various ways.
When charging your weapon, you do not have to pre-select what Science you are setting the weapon
to perform. In other words, if you purchase the skill “Science Level 3” six times, you can choose at the
time of shooting which skill to use.
The ability to use these skills actually resides in a chip implanted in your head. That way, if your
Science Gun gets destroyed or stolen, you can get another gun and continue to use your skills.

Chemistry
Chemists are similar to Scientists in that they can create chemical gasses that they can throw in
battle. These gasses, however, are limited in use and expire at 6:00 (twice a day). Further, they can be
stolen or destroyed. These gas globes are similar in composition and a chemist can simply twist them
in a certain way to have the proper gas active when used, so the actual gas does not have to be chosen
in advance.
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Skills
Some skills can be purchased multiple times. These are marked with an asterisk in the Skills chapter.
Remember: This is not a computer game or a battle game; it’s a role-playing game. Don’t create
your character based on what statistics will give you the most power. Decide what kind of character you
would enjoy playing first and then decide which skills to buy. Choose a race and a personality and it will
help you decide the skills that would go along with that character.
It is assumed that in this society, everyone knows how to read and write. (Well, except for the mutants
and maybe some of the rads). You can, however, decide to play an illiterate character if you wish.

Apothecary
This skill allows Chemists to create potions and elixirs of the same level as the gas. Unlike the gas,
these potions and elixirs will not expire at 6:00. Obviously, some potions would be useless; after all, how
will you be able to get a zombie to drink a “Destroy Zombie” potion? Still, technically they can be made.

Archery
This skill allows the character to use a simple bow and a crossbow.
For safety reasons, real bows and crossbows are not used in our game. Instead, archers use padded physical representations for the bows and crossbows, and packets to represent arrows and bolts.
An arrow or bolt does 3 points of damage.

Blacksmith*
This skill allows the character to “refit” armor. This takes a complete uninterrupted minute during
which you can perform no Game Abilities and cannot walk around. The player must kneel or crouch and
adjust their armor to represent the act of refitting. If you are refitting someone else’s armor, both players
will have to kneel. This should be role-played out, perhaps by pulling out a small bag of tools and accessories, or at least by pounding at your chest or otherwise taking actions to make it clear that you are
repairing armor and not just kneeling down.

Chemistry*
Chemistry allows the character to create elixirs, poisons, gasses, oils, and solvents.
A person with this skill can, at logistics, list decide the format of the substance being created. Gasses are represented by orange packets, to differentiate them from weapon packets (which cannot be
orange), and all other substances must have a potion phys rep.
Gasses expire at the end of the logistics period, but the others remain, so a chemist must make a
decision as to what will be more useful at logistics.
This skill also allows the user to detect and identify chemical substances present in a bottle or otherwise used accordingly (such as mixed in food or affixed as a contact gel). This process must be roleplayed accordingly, by scrutinizing the bottle or substance, holding it up to the light, shaking the contents,
and otherwise investigating the mysterious liquid.
After three seconds, a character with this skill can tell whether it is chemical in nature, and after an
uninterrupted minute of this role-playing, can determine which chemical substance it is.
You cannot use the skill on a character to determine if that character is under the effects of a chemical substance.
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TRADES & CRAFTS
Blacksmith
Craftsman (Type)
Legerdemain
Medic

xp
1
1
1
2

PREREQUISITE
none
none
none
none

APOTHECARY
Potion Making 1
Potion Making 2
Potion Making 3
Potion Making 4
Potion Making 5
Potion Making 6
Potion Making 7
Potion Making 8

xp
1
2
2
3
4
4
5
6

PREREQUISITE
Chemistry Level 1
Chemistry Level 2
Chemistry Level 3
Chemistry Level 4
Chemistry Level 5
Chemistry Level 6
Chemistry Level 7
Chemistry Level 8

WEAPONS
Archery
Claws
Firearm
One Handed
Two Handed
Two Weapons

xp
6
4
8
3
4
2

PREREQUISITE
none
Wylderkin
none
none
none
One Handed

FIGHTING SKILLS
Constitution
Disarm
Dodge
Parry
Shatter
Shield
Slay
Stun Limb

xp
1
2
8
4
3
6
5
3

PREREQUISITE
none
Weapon skill
none
Weapon skill
Weapon skill
none
Weapon skill
Weapon skill

SCIENCE
Science Level 1
Science Level 2
Science Level 3
Science Level 4
Science Level 5
Science Level 6
Science Level 7
Science Level 8
Science Level 9
Professor

xp
1
2
2
3
4
4
5
6
6
4

PREREQUISITE
none
Science Level 1
Science Level 2
Science Level 3
Science Level 4
Science Level 5
Science Level 6
Science Level 7
Science Level 8
Science Level 9

CHEMISTRY
Chemistry Level 1
Chemistry Level 2
Chemistry Level 3
Chemistry Level 4
Chemistry Level 5
Chemistry Level 6
Chemistry Level 7
Chemistry Level 8
Chemistry Level 9
Doctor

xp
1
2
2
3
4
4
5
6
6
4

PREREQUISITE
none
Chemistry Level 1
Chemistry Level 2
Chemistry Level 3
Chemistry Level 4
Chemistry Level 5
Chemistry Level 6
Chemistry Level 7
Chemistry Level 8
Chemistry Level 9
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Claws
This skill allows a wylderkin character to use a one-handed “claw.” The base damage for a claw is
two points. This skill only allows the use of one claw unless the character also has Two Weapons, at
which point the character can use either two claws or a claw and a weapon.
You may use any fighting skill with the claw (such as Parry or Slay).
All claws must be short sword length and must abide by all weapon construction rules. They must be
covered with red colored tape.
The claws may not be disarmed, shattered, stolen, confiscated, or destroyed.
Characters who are hit in their claws with weapons, bows, or arrows do not take damage from the
attack. In this sense, claws are treated as weapons and can receive weapon coatings and be used with
Blade spells.
The claws can be retracted and activated without a count. The time it takes a player to acquire the
phys reps out-of-game is the time it takes the character to activate the claws in-game.
You are not allowed to call a Hold to retrieve your claws or to pick up a claw that you have dropped
from your hand during combat. The time it takes you to obtain them is the time it takes you to be able to
use them, just as if they had been “retracted.” If there is no replacement available, then you cannot use
the skill until a replacement is obtained.
Carrying a claw phys rep and a weapon phys rep in the same hand is not allowed.
All claws do one point of damage.

Constitution*
This skill grants one extra Body Point for each time the skill is taken.

Craftsman (type)*
This skill is used to add flavor to your character. It cannot be used to give a character any extra power
in-game nor does it guarantee any information from the Plot Committee, although the Plot Committee
may take it into consideration when distributing information or plotlines.
For instance, if you have Craftsman: Sailor and a module involves capturing a boat from pirates,
your skill could come in handy.
For every Craftsman skill bought, a character will receive one dollar at check-in for each game-day.
This represents income you receive from your skill. Therefore, Craftsman skills must be skills that would
provide an income. Craftsman: Good Looking or Craftsman: Lazybones would not be acceptable.
You can buy multiple levels in any Craftsman skill. If you have Craftsman: Astrologer, you can earn a
living at it, but if you have purchased that particular Craftsman skill ten times, then you’re one of the top
astrologers around.
When choosing a Craftsman skill, you cannot duplicate or imply other in-game skills.

Disarm*
This skill allows the player to disarm a possession of the target after a valid weapon blow. This skill
has the same effect as the Disarm effect and follows all rules for that effect. A landed blow does no
damage.
The Disarm applies to only one landed blow, and will remain active until the blow is landed or ten
minutes pass. The character must say “Disarm <item>!” Once declared, this skill must be called with
every swing (or thrown weapon/arrow/bolt, including when wielding two weapons or swapping out weapons) or it is considered expended. Using other skills that do not involve swinging your weapon (such as
throwing a gas globe) do not interrupt this skill.
A Science Shield, Parry, or Dodge protects against a Disarm and expends the Disarm.
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Doctor*
This skill allows you to conduct Chemical experiments using formulas and ingredients.

Dodge*
The use of this skill allows the character to once a day dodge and thus avoid any single weapon
attack or any packet delivered attack for each time the skill is purchased.
It does not protect against traps (except weapon traps) or Killing Blows. Dodge cannot be used if a
character is completely immobilized, such as when under the effect of a Confine or even simply being
tied up.

Firearm
Firearm allows the use of a nerf-style gun that is not automatic. In other words, your nerf gun cannot
be the kind that shoots many bullets quickly. All firearms must be approved by a marshal beforehand.
Guns are better than archery as far as damage goes, but otherwise follow archery rules. You can
purchase the same weapon skill as are available to archers.
A firearm does 5 points of damage.

Medic
Medic allows the user to use first aid to stabilize a dying creature (at -1 Body Points), bringing the
recipient to zero Body Points. The person will then regain consciousness in ten minutes with one Body
Point.
A character with this skill can also determine if someone is diseased, sleeping, paralyzed, dead,
dying, unconscious, or merely faking injury upon examining them. The exact extent of injuries can be
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determined as well.
A person with this skill examining a hurt body
can tell exactly how many points of healing are
necessary for complete recovery. (Asking “How
many Body Points are you down?” is an out-ofgame question.)
These out-of-game questions can only include the following: How many Body Points are
you down? Were you damaged by edged
weapons or claws? Were you waylaid? Are you
diseased? Are you sleeping? Are you paralyzed? Are you regenerating? Are you unconscious (at zero body)? Are you dying (at -1
body)? Are you dead (need a Life chemistry)?
How much time until you <wake up, become
conscious, become unparalyzed, die>?
This skill only works with humanlike physiologies. It will not work on creatures with no metabolism (such as clockwork men), or on animals or other non-humanoid creatures (although, at a Plot team’s discretion, an appropriate Craftsman skill might assist in this type
of situation).
This skill cannot save a creature hit with a Killing Blow or a Death effect.
The skill requires a full uninterrupted minute. If interrupted while giving first aid, then the one-minute
“Death Countdown” continues where it left off when the first aid was started.
You cannot apply this skill to more than one person at a time, nor can you perform any other Game
Ability while applying this skill. The recipient can make no response as to whether the skill is having an
effect or whether it is successful.
The user must role-play this skill for the full minute and it must be obvious to anyone looking that the
first aid is being performed. In other words, you cannot lie on the ground next to your victim with your
hand on your victim’s torso and be performing this skill.
A player who is being given this skill and does not wish to have body contact must tell the player with
the skill. This does not mean the aid is being refused in-game.

Legerdemain*
This skill allows the character to attempt to arm a trap, disarm a trap, or pick a lock. It does not
guarantee success.
You must have this skill to even attempt to set a trap, disarm a trap, or pick a lock. You may not even
cut an obvious trip wire without this skill.
A person without this skill can detect whether a trap is present but will have no idea how to disarm
that trap.
When you encounter a trap or lock, there will be a number assigned to it. If your level in Legerdemain
is the same or greater than that number, you can pick the lock or disarm the trap instantly. For every level
the lock or trap is above your level, you will add a minute to your time unless you can physically do it
before that time.
Thus, if you have Legerdemain 3 and the lock is at level 5, it will take you two minutes to pick that lock
unless you literally pick it yourself before that time is up.
This is a skill that requires a marshal.
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One Handed Weapon
This skill allows the character to wield a one handed weapon. It also allows the use of a one handed
spear which may only be used as a thrusting weapon.
All weapons do one point of damage.

Parry*
A Parry allows the character to defend against any one physical weapon delivered attack, including
arrows, bullets, bolts and thrown weapons It cannot be used against traps (except for weapon traps) nor
can it be used against a packet delivered attack except arrows and bolts.
Parry may be used with any weapon in which the user has the appropriate skill. It cannot be used with
a crossbow, thrown weapon, firearm, science gun, or shield.
You may not use a Parry if you do not have a weapon in your hand or if your weapon is not free. A two
handed weapon must be held in both hands to be able to use a Parry. A bow is considered a one
handed weapon when using this skill.
You may only Parry a blow you could logically parry at the point where the strike is given. Your weapon
must be able to reach the attacker’s weapon, otherwise the strike is too far away to parry. If you actually
interpose yourself between your mage and a fighter trying to slay him or her, you may call a Parry and
nullify the attacker’s blow. However, you cannot call a Parry while standing at the other end of the battle,
nor can you parry a blow meant for someone else if you were at that time engaged in a fight with a third
person. You also may not use a bow to Parry a blow intended for someone else at a distance.

Professor*
This skill allows you to conduct Science experiments using blueprints and components.

Science*
This skill allows the character to use a Science Weapon and purchase a charge for that weapon.
They must call out any damage amount the weapon causes (for instance, “12 lightning”).

Shatter*
This skill allows the player to shatter a possession of the target after a valid weapon blow. A landed
blow does no damage.
The Shatter applies to only one landed blow, and will remain active until the blow is landed or ten
minutes pass. When first activating the skill, the character must say “Shatter <item>!” Once declared,
this skill must be called with every swing (or thrown weapon/arrow/bolt, including when wielding two
weapons or swapping out weapons) or it is considered expended. Using other skills that do not involve
swinging your weapon do not interrupt this skill.
A Science Shield, Parry, or Dodge protects against a Shatter.
Once declared, this skill must be called with every swing, or thrown weapon/arrow/bolt, including
when wielding two weapons or swapping out weapons, or it is considered expended.

Shield
This skill allows a character to use a shield. It will stop any weapon except Science Guns (or gas
globes).
Shield use in our game is unrealistic, as shields are practically indestructible. To compensate for
this, shield use is somewhat restricted.
Note that a shield is not considered a weapon. You cannot use a shield to perform weapon-based
skills such as Parry.
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Slay*
This skill enables the character to do one powerful attack of damage to one opponent once per day
for each time the skill is bought, bringing the opponent to -1 Body Points. This skill may be used with any
weapon in which the character has the appropriate weapon skill.
You do announce any special qualifiers that your weapon may cause, such as “Lightning.”
The Slay applies to only one landed blow, and will remain active until the blow is landed or ten
minutes pass. Once declared, this skill must be called with every swing (or thrown weapon/arrow/bolt,
including when wielding two weapons or swapping out weapons) or it is considered expended.
A Science Shield, Parry, or Dodge protects against a Slay.

Stun Limb*
This skill allows the character to stun the limb of the target after a valid weapon blow.
A landed blow does no damage.
Only the arms and legs can be affected, and the stunned limb will recover on its own in ten minutes.
If the limb is not indicated in the call, then it is up to the victim to decide which limb was stunned. You do
not actually have to hit the limb in order for the skill to be effective.
The Stun Limb applies to only one landed blow, and will remain active until the blow is landed or ten
minutes pass. When first activating the skill,
the character must say “Stun <limb>!” Once
declared, this skill must be called with every
swing (or thrown weapon/arrow/bolt, including when wielding two weapons or swapping
out weapons) or it is considered expended.
Using other skills that do not involve swinging your weapon do not interrupt this skill.
A Science Shield, Parry, or Dodge protects against a Stun Limb and uses it up in
the process.
Once declared, this skill must be called
with every swing, or thrown weapon/arrow/
bolt, including when wielding two weapons
or swapping out weapons, or it is considered expended.

Two Handed Weapon
This skill allows a character to wield a
two handed weapon, including a polearm or
a staff. Two handed weapons still only do 1
point of damage, but you have the advantage of a longer reach.

Two Weapons
This skill allows the character to hold and
use two weapons in combat, one in each
hand. Neither weapon can be a two handed
weapon.
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Psionics
Elves have the ability to perform psionic abilities such as “mind melds.” These abilities are all completely role-playing in nature.
Generally speaking, a creature with these abilities can instill or remove role-playing insanity or otherwise “cure” mental damage.
A player always has the right to refuse to role-play any of these abilities and can at any time decide
to “break off” the contact or be cured. A player who is a recipient of these abilities has the right to see the
character card or monster card of the person performing the ability to confirm that indeed they have the
skills necessary to perform that skill. (A marshal may be called if the player does not wish to show his or
her card to the recipient.)
Note that the character on whom these abilities are being performed may be completely unconscious at the time of the use of these abilities, and thus be unable to resist. Once more, it is the player
who decides whether to accept.
These abilities cannot be used to disrupt or harm someone’s character unless all parties agree outof-game. Even so, the harmed party can choose to change his or her mind at any time, thus “freeing”
himself or herself from the mind ability. However, the player so deciding cannot suddenly remember who
did this to him or her if the character was previously unaware. You can’t have your cake and eat it too.
In order to use this role-playing ability, the players must be touching each other and be concentrating
completely by either staring in each other’s eyes or having their eyes closed. You cannot perform any
Game Abilities while role-playing this. This is performed with out-of-game conversation between the
two.
The conversation establishes what communication is being transmitted mentally and should be performed very quietly. Players who observe this ability being used must be careful not to listen to the
conversation or else they may be accused of metagaming. It is up to the players involved to make sure
that any observers know that the conversation is out-of-game.
The bottom line is always: this is a role-playing ability only and the recipient can decide at any time,
and for any reason, that the mind affecting ability does not work or that the effects have worn off. No
player can ever be forced against their will to have their character accept one of these role-playing only
effects.
Further, these abilities can never be used to tell if another character is lying or otherwise get around
any Alliance rule. These mental abilities can never override any skills bought with XP.
These abilities should all take a minimum of a few minutes, and even longer for the more complicated and role-playing intensive ones. They are not meant to be quick fixes on the battlefield.
Players who have elf characters should also keep in mind that for the good of the game as a whole,
not every NPC will be susceptible to these abilities and most will resist your attempts. We cannot spare
the time it would take to give every single NPC on the field of battle a backstory and information. NPCs
who have not been given specific information beforehand should always “resist” the mental abilities.
It should also be emphasized that not every creature has a brain that is developed enough or familiar
enough to be entered.
Block/Remove Block and Trap/Remove Trap are the only two Psionics that can be used by elves
on themselves. All other Psionics can only be performed on others.
Each ability below lists the XP level the character must reach (to represent one’s “life experiences”).
The level is important if you are placing mental Blocks or Traps and such in someone’s mind. You must
tell the recipient your OOG level when doing this. Later, if someone tries to remove or repair what you
have done, they will compare their level with yours.
The character trying to remove or change the Block or Trap must have more levels than the person
who placed it. Thus, if an elf with a level of 10 placed the Trap, one with a level of 11 or more would be
needed to get past it or remove it.
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The recipient will not know anyone’s levels in-game. This is purely out-of-game information used to
determine the success or failure of future actions.
NPC creatures (other than NPC elves) are not limited by the level restrictions.
When dealing with the mind, remember that memories are not always completely true, and that two
people can observe the same event and have different memories about that event. These abilities never
allow you to find out exactly what happened, but only what the recipient thinks happened.
Calm
XP needed: 1
This allows an elf to go into the mind of a willing recipient to remove instant emotional trauma and
calm the person. It is a temporary fix and will not permanently remove long term emotional scars.
Mind Reading
XP needed: 5
This ability allows an elf to go into the mind of the recipient to observe the recipient’s memory of a
specific event. This is a one-way exchange of a memory (story) in someone’s head. It takes as long to
read the memory as it takes to talk it out between the players involved.
The recipient cannot lie about what is seen; however, the recipient may only provide a part of the
information, meaning that section of their mind is just too complicated or hard to penetrate. Elves learn
quickly not to fully trust this ability.
When viewing a memory, the elf’s reaction to what is seen should be the same as if that character
had experienced it. The elf should have an emotional response as if they had seen it themselves. For
example, if you witness horrific scenes of death on
a battlefield, your character should react as if they
are on that battlefield. The length and depth of the
role-play response is up to the player involved.
Mind Meld
XP needed: 10
Mind melding is when two elves with this skill
exchange thoughts without allowing others to know
what they are thinking. It’s a way of communicating
without being overheard. Otherwise, the communication is only one way, from the elf to the recipient.
Remove Emotions / Restore Emotions
XP needed: 15
This is the fixing of any emotional scars that a
person may have as a result of a terrible experience. A person who is constantly depressed or
scared, for instance, could have those emotions that
are directly related to the cause of the depression
or fear removed.
Both the elf and the recipient will have very bad
headaches for the next few minutes after completion. This ability will always leave “visible” scars to
anyone with mental abilities who goes into the
recipient’s mind.
This ability can also restore emotions that had
previously been removed by this method.
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Block / Remove Block
XP needed: 20
This is the setting up of a defensive barrier in order to prevent tampering with a mind. Anyone attempting to perform another mental ability (Repair, Wipe, etc.) who cannot get past the Block will be
unsuccessful.
The Block can also be labeled so that anyone else going into the recipient’s mind can see the label.
For instance, a elf may place a message or a “warning” sign on the barrier, or perhaps a symbol which
could mean something to a specific person.
When the Block is created, it is at the level of the elf. To remove the Block will take a elf of a higher
level. In other words, if a elf at level 10 creates a Block, an 11th level or higher elf is needed to get past
it or remove it. It is therefore important for any recipient of a Block to find out the level of the elf performing the Block.
Trap / Remove Trap
XP needed: 25
This is the setting up of a defensive/offensive trapped barrier to prevent tampering with a mind. It is
essentially a Block with protection.
A elf must have at 8 levels in order to detect a trap; however, the elf will not be able to detect the level
of the elf or stone elf who set the trap. Upon observing the Trap, a elf can “back away” and not set it off,
but will then be unable to get past the Block.
Alternatively, the elf can attempt to remove the Trap. If the elf’s level is higher than the one who set the
Trap, it will be disarmed. (This should be role-played properly, of course.) If the one setting the trap is of
a higher level, the Trap will be set off, and the Trap and the Block will still remain.
If a trap is set off, all parties involved feel the effects, including the Trapped individual. The setting off
of the Trap will cause both parties to be weakened, upset, and suffering from terrible headaches which
could last hours depending on the differences in levels. A very high difference could even cause the elf
and the recipient to become unconscious for a short period.
Like a Block, it is important for any recipient of a Trap to find out the level of the elf (or the NPC
monster) performing the Trap.
Cause Pain
XP needed: 30
This ability will cause the recipient to suffer tremendous pain, but does not leave any lasting damage. The recipient will writhe around and scream in agony but will not be able to break the connection.
The recipient will not lose any Body Points. All elves are immune to this ability.
Plant False Emotions / Repair Emotions
XP needed: 40
With this ability, an elf can plant false emotions in the minds of their recipients. These false emotions
can be limited to specific causes: For instance, the elf could plant a false fear of snakes in someone’s
mind, or a false sense of love toward someone. This is, of course, almost always performed against the
will of the recipient.
This is extremely painful to both parties, who will each take half of their current Body Points as
damage.
This skill can also be used to remove these false emotions.
The level of the stone elves involved is irrelevant to this skill, so long as it is above the minimum.
Alteration
XP needed: 50
Alteration changes a memory in a small way while not removing or changing the underlying memory.
19

(For example, changing the memory as to who did something from one person to another, or changing
the meaning of something that was said.) This must be performed within 24 hours of the incident.
Repair
XP needed: 60
This is the fixing of any mental memory problem except for Blocks and Traps. Like any repair, the
result will not be as strong as the original untouched mind. All repairs are seen and felt as a scar being
sewn together, just like a flesh wound. Both the elf and the recipient will have very bad headaches for the
next few minutes after completion. Repairs always leave “visible” scars to any elf who goes into the
recipient’s mind.
To repair effects like Alterations and Twists, the elf must be of a higher level than the one who performed the ability.
Restore
XP needed: 70
Restore is a complete restoration of a damaged area of memory. This is a rebuilding to make it as
good as new, without any “visible scars.” The restoring gives both parties a terrible migraine headache
for at least an hour and will leave both under the effects of a Weakness for that hour, which cannot be
cured by normal means. It takes at least five minutes to role-play and is very emotionally draining.
To restore effects like Alterations and
Twists, the elf must be of a higher Racial Skill
level than the one who performed the ability.
Repair Blast
XP needed: 80
This is the repair of one’s mind against
their will. (“Their will” being the character’s will,
not the player’s will. Remember that a player
can always refuse to accept the mental skill.)
This is extremely painful to both parties, who
will each take half of their current Body Points
as damage. The elf doing the forced repair
will suffer as well.
To repair effects like Alterations and
Twists, the elf must be of a higher level than
the one who performed the ability.
Destroy Moral Code / Return Moral
Code
XP needed: 90
The elf employing this ability totally removes all sense of morality in the recipient’s
mind, but otherwise leaves the recipient’s personality intact. The character with the destroyed moral code will no longer have any
sense of morals, guilt, or selflessness. Furthermore, they will be incapable of being taught
any new sense of morality while this is in effect. These characters will act only to fill their
own wants and needs, with no thought of oth20

ers.
Use of this ability gives both parties a terrible migraine headache for at least an hour. It takes at least
a half an hour to role-play and is very emotionally draining. Almost no recipient of this ability will allow his
or her moral code to be destroyed willingly.
This ability can also be used to return the recipient to normal. However, ironically, almost no recipient
of this ability will allow his or her mind to be returned willingly, because they would think they were better
off without these pesky moral codes.
The level of the elves involved is irrelevant to this skill, so long as it is above the minimum.
Twist
XP needed: 100
This is an advanced form of Alteration that allows for more than just a small change. A Twist can
change up to 30 minutes’ worth of a memory into something completely different. It must be performed
within 24 hours of the incident.
Advanced Alteration
XP needed: 110
This is the same as Alteration but can be done at any time after the incident.
Advanced Twist
XP needed: 120
This is the same as Twist but can be done at any time after the incident.
Freeze
XP needed: 130
This is the removal or altering of one’s memory up for to one year of time, replacing even Alterations
and Twists. In this instance, one memory is removed and another is put in its place.
Since this is so major to someone’s character, the Plot Committee must have this in writing within 30
days or it will reverse itself.
Like a Restore, this gives both parties a terrible migraine headache for at least an hour. It takes at
least a half an hour to role-play and is very emotionally draining.
Cure Insanity
XP needed: 140
The mind is such a complicated thing that insanity is often more of a physical ailment than a mental
one. As such, use of this ability is often unsuccessful, and even if the insanity is seemingly cured, it may
reappear at any time.
Since there are so many types and degrees of insanity which could be affecting a character, it is up
to the elf and the recipient to role-play it accordingly based on the type and degree of insanity involved.
Wipe
XP needed: 150
This is the removal of one’s memory, leaving nothing in its place just a blank empty void. This is equal
to ripping out memories with a machete. It’s very messy and painful, and the recipient is left with no
memory of the period being wiped.
The amount of time it takes to wipe a memory is equivalent to the time spent performing the wipe. To
take out five minutes of memory will take five minutes of role-playing. Thus it is impossible to take out a
lifetime of memories with this ability.
This skill can never be used to take away a recipient’s Game Abilities or learned skills.
In the end, both parties will have severe headaches for the same amount of time as the wipe.
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Armor
Armor
The costume and armor you wear determines the maximum amount of Armor Points that you can
use. This is known as your Armor Rating and is assigned by a marshal.

Armor Locations
Each of the following Armor Locations receives a value of one Armor Point for costume and two
Armor Points for leather or thicker. No location can be assigned a value lower than zero, and no person
can have more than 10 Armor Points.
Head: A fine hat is all the rage in civilized society.
Chest: A lovely shirt, vest, or corset makes the man or woman.
Legs: In this modern day, even women wear pants.
Feet: Thick, fashionable boots or shoes are a must in this climate.
Back: A fine cloak or coat can add protection as well.
If you remove a piece of armor at any time during the game, your Armor Rating is reduced by the
appropriate amount.
Armor may be damaged during a battle. You must have the skill of Blacksmith to be able to refit
armor.

Shields
Shields can be very beneficial, but there are some definite negatives. You cannot use a shield with a
two-handed weapon, nor can you strap one onto your arm (like a buckler) and use two weapons. Shields
can be used with firearms, Science Guns, and crossbows however, you may not wield a weapon with
the hand or arm holding the shield.
A weapon attack that lands on a shield will not count. This includes shots from arrows and firearms.
A shield will not stop attacks from gas globes or from a Science Gun.
Shields can be made of almost any strong material such as plastic, wood, and aluminum, or can be
made out of light rigid materials such as foam insulation.
Safety is the prime consideration when constructing a shield. Bolts or protuberances are not allowed. All shields must be approved by a marshal before you play the game.
Shields can be any size, but the larger the shield, the better target for a Science Gun or a gas globe.
Shields do not protect the owner from any kind of trap other than a weapon trap, which uses a
weapon blade or missile weapon to deliver its damage.
Shields are strictly for defense. They are not considered weapons in any way, and cannot be used
offensively.
You cannot use a shield for any weapon-based skill such as Parry.
Shield Bashing is the intentional use of a shield to gain physical out-of-game advantage over an
opponent. Shield Bashing is a serious violation of the safety rules—it is similar to Charging. The potential for injury is great. Excessive use of Shield Bashing will result in warnings and possible loss of the
Shield skill.
“Turtling” or hiding behind an impenetrable shield (with little more than your head showing) is not
allowed.
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Weapons
There is no combat with anything other than a weapon.
Safety is the main concern here; we are using our weapons to represent battles, not to actually cause damage.
Therefore, every weapon must be inspected and approved by a duly appointed Marshal before every event. It
is your responibility to make sure your weapon has been
approved before you start playing. If anyone is hurt from
your unsafe weapon and you did not get it checked and
approved beforehand, you will be held responsible.

Weapon Tags
Every weapon must have a tag that shows that the
weapon is in-game. When you purchase a weapon from a
blacksmith, you will be buying this tag for your weapon.

NPC Weapons
Most NPC weapons are useless as treasure, because
otherwise the game economy would be ruined. You’ll just
have to pretend that most NPCs use crappy weapons.
However, sometimes you can find NPC weapons that
can be taken as treasure. You should take the tag and leave
the physical representation (“phys rep”) with the NPC and
then provide your own phys rep for the weapon if you wish
to use it.
If you disarm a weapon or shield from an NPC during a battle, you can pick up that weapon or shield
and use it for the duration of that battle even if there is no weapon tag attached. (This assumes of course
that you have the skill in that particular weapon.) Once the battle is completed, you must return the phys
rep to the NPC.
Please be fair about this—don’t go taking all of the NPC weapons in order to prevent the NPCs from
coming back into the battle as a differentcharacter. If you are not using the weapon, you must give it back
to any NPC who is out-of-game and needs a weapon to come back into game as another character.

Weapon Guidelines
Claws must be primarily red. While small decorations of other colors are allowed, all claws must be
easily recognizable as red from a distance without asking whether the weapon is a claw. Other weapons
may not use red as their predominant color and should leave no question that they are not claws when
seen from any range. Claws usable by wylderkin must be of short weapon length. Some monsters may
have long claws or even two handed claws, but must follow the rules standard rules for fighting with two
weapons (including length restrictions) or a two handed weapon.
Blunt weapons, axes, one handed spears and pole arms must have a padded head that is
shaped appropriate to the weapon type. This padded head must be made out of foam and it must be
placed over the 5/8" pipe insulation that covers the core. The head must be noticeably thicker than the
pipe insulation and should squash easily. Everything above the grip area must be padded—like all
weapons, any part that might come into contact with your opponents should have foam padding. Note
that blunt weapons may never be used to thrust.
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One handed spears can only be used to perform thrusting attacks, and can never be thrown. A
character hit by any part other than the thrusting tip takes no damage.
Staffs may only be handled in the middle 3 feet. This distance should be marked off so it is easily
identifiable. You must have both hands on the staff to attack, but you may block with only one hand on the
staff, or in conjunction with a short weapon for the purposes of the Two Weapons skill. Note that for
safety reasons, padding may be required on the grip section of the staff depending on how it is designed.
Two handed weapons must be used with both hands at all times. If you lose the use of one arm,
then you cannot wield the weapon at all.

Archery
Archery is represented with a packet delivered attack. All archery does 3 points of damage.
Bows are made of a curved phys rep, padded like a regular weapon. No string is attached. It is
considered a Two Handed Weapon for attacking purposes; in other words, both hands and both arms
must be free to utilize a bow.
The grip of the bow must be in the bow’s center and the bow may only ever be utilized while holding
the grip. A Bow phys rep is not required to have open cell tips on its ends. However, as with all weapons,
sufficient padding must be in place that the core of the weapon may not be felt and a marshal judges the
weapon to be safe in combat.
The bow phys rep can be used for blocking defense with one hand. It may be used for blocking in
conjunction with another weapon of up to short weapon length if the archer has Two Weapon skill. The
bow is always considered the longer of the two weapons. A bow may not be used for melee attacks or
waylays.
Crossbows are made of closed cell foam only—no PVC core is allowed. No string is attached. A
crossbow cannot be used for blocking. It is considered a Two Handed weapon for attacking purposes;
in other words, both hands and both arms must be free to utilize a crossbow. In our game, the crossbow
is meant to be a lighter, more portable counterpart to the bow.
Using the skill: When using a bow, the arm holding the bow must be held straight out and aimed at
the target. A crossbow may be held with arm bent, but must still be aimed at the target. The arrow or bolt
packet must be touched to the bow/crossbow and then brought up to the chin/shoulder area before
being thrown. The packet may be held at the chin/shoulder area for as long as desired and then thrown.
If the packet leaves the chin/shoulder area, it must be touched to the bow/crossbow again.
The archer must finish the damage verbal before throwing the packet. If the packet is not thrown, it is
still consumed. Shields and weapons will block an archery attack.
Head shots from archery packets do not count. Hand shots do not count if a usable weapon is in that
hand, as the hand is considered part of the blocking weapon. Shots to a hand without a weapon in it, or
a weapon that the target cannot use, or one hand on a two handed weapon, are considered hits.
Ammunition: Arrows are used exclusively by bows. Bolts are used exclusively by crossbows. Arrows and bolts are treated exactly the same as far as the rules are concerned, except that they may only
be used with their respective weapon. Arrows and bolts are on tags similar in design to armor tags, and
when used, you must rip off the amount of arrows or bolts used in the battle.

Firearms
Guns are represented with nerf-style weapons. They do 5 points of damage.
Science Weapons use packet delivery and must be distinguished from other guns as much as
possible.
Guns otherwise follow Archery rules.
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In-Game Limitations
Counted Actions
Some actions cannot actually be performed for reasons of safety or reality, but must be considered
as taking some time to complete. Such actions will have a specific count, usually three, and a definite
phrase to indicate what is happening.
For example, to simulate a scientist coming through a teleportation portal, the NPC could say “I
come through the portal one, I come through the portal two, I come through the portal three.”
During the time in which the player is saying this, he or she is
completely vulnerable to attack and cannot use any game skills
except Dodge. These skills cause the counted action to be interrupted. The skill is used up, and the count is aborted and must be
started again.
The three count is used primarily when the NPCs are right
there next to the players who can then try to affect the NPCs. It
should only be used when it has to be made clear that you, the
NPC, are phasing in or otherwise taking some sort of action that
the player would not be able to observe otherwise.
NPCs coming out from the woods or from behind buildings
should not announce their presence with a three count. Why let
the player know you are sneaking up on them? As long as you are
far enough away that it will take at least three seconds to reach
the player, you should not announce your presence. And if you are
closer than that, you should be moving farther back. In other words,
NPCs should not, in the presence of players, suddenly take off
their white headbands and just appear.
This rule was never meant to mean that you, the player, should
count off every action you do. You do not have to count off drinking
potions, repairing your armor, or doing anything else that requires
game time to perform.
Basically, counting actions is out-of-game and discouraged unless (a) you are performing an ability
that has to be counted, such as “rifting in”; or (b) you are in-game performing an action that you are not
really performing out-of-game and you are aware that you may be attacked while performing this action.
To better explain (b), imagine that you want to climb out a window. If you really are going to climb out
the window, no count is necessary because you really are performing the act. If you are in a module and
the marshal says to pretend there is a window there and you have to walk outside and pretend to have
come through it, then you are doing the action in-game only and probably should count.
Note that if you are NPCing and are instructed by the marshal of the encounter to do a three count, do
so. There may be specific reasons for it. But in general, let’s do all we can to keep all our actions ingame and count free as much as possible.

Disguises
You are not allowed to disguise your character to look like another race by using any sort of makeup
to change your appearance, since makeup is the only way that players can represent another race or
physical characteristics that the players themselves do not have. If you wish to have your character travel
incognito, you must use costume and mannerisms.
After all, if there really were elves and wylderkin, you would be able to easily distinguish between a
real elf and someone disguised as one, wearing fake ears.
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Matters of Life and Death
Unconscious: If you are reduced to exactly zero Body Points, you are unconscious. You will regain
consciousness (at one Body Point only) after ten minutes.
You cannot make sounds at all while unconscious or dying. If people do not notice that you are on the
ground, they do not see you lying there in-game as well. You can’t moan or say “Well it looks like I’m
unconscious.”
If you are unconscious, all effects that may be on you will still affect you and any new ones will as well.
Bleeding Out: Any time you are reduced below zero Body Points, you drop to -1 and no further,
even if the last blow on you would have reduced you to -48. Once you are reduced to -1, your character
is dying. You will die unless a medic gives you first aid or someone gives you curing within one minute.
This one-minute is referred to as your “death countdown.”
A medic will takes a complete uninterrupted minute for first aid to be successful. Once that has
begun, the one-minute death countdown freezes.
If you receive more damage while in this condition, then the first aid is interrupted and you will continue the death countdown from where it was interrupted.
Another attempt of first aid will again freeze your death countdown, but another full minute will need to
be spent to complete it.
If the first aid is completed, you will be at zero Body Points (unconscious) and will wake in ten minutes with one Body Point.
A curing effect will immediately bring you to consciousness without the minute needed for first aid.
While you are bleeding out, you are still under any effects that were affecting you before, and your
Science Shild will still go off if you are hit.
Dead: If you are reduced to -1 Body Points and you are not given either first aid or some sort of
curing before your death countdown reaches 60 seconds, or if you have been given a Killing Blow, you
are dead.
All of effects on you will immediately disappear once you are dead.
Only a Life effect delivered within five minutes of death can restore a dead person. If the five minutes
pass without a Life, then you can only be brought back by a Revival.
It should be noted that a Life will only work on the physical representation of the body needing the
spell—namely, you. If your character is in need of a Life effect, another PC cannot cut your character’s
hand off and go running off pretending to hold a severed hand and get the Life on the hand. It must be
applied to you, and if they want to drag your sorry body all over the place to it, they will have to abide by
the rules for carrying another body.
It is generally impossible to burn or otherwise completely destroy the body. Yeah, we know this
doesn’t make sense, but let’s not ruin the game for your fellow players by not allowing them to revive.
If your body dies out in the woods and no one knows about it, and you lie there and no one comes by
to take you to be revived, please go OOG to the NPC camp and let them know. After all, there are
devices that can locate missing bodies that can activate when they detect a dead body known to the
Professor. Science!

Revival
Death isn’t the end. Not when there is science!
If your body is brought to a fully-equipped laboratory (in other words, the one run by the NPC Professor), the fun starts. The Professor will grab his assistants, toss you onto the slab, attach some electrodes to you and, after performing a few necessary adjustments to the equipment, order his assistant to
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pull the switch. Electricity will shoot through your body (painfully). The Professor will adjust the levels as
needed, cursing mightily at times, and then watch as the power rejuvenates you and regenerats you to
full health. This is usually accompanied by dramatic lighting and a shout of “It’s alive!” aimed at the
ceiling.

The Bag of Chance
However, there are risks. When you die, you will have to pull a stone from the Bag of Chance. In the
bag will be ten stones. There will be one Death Stone for each time you have previously died. There will
also be a number of Life Stones put into the bag so that the total number of stones is always ten. (Thus,
for the first time you die,
there will be nothing but
Life stones so you be successfully revived.)
If you pick a Death
Stone, you have two
choices:
Death: You can decide That’s it, I’m out of
here. You can then start
another character.
Postponing Death:
Alternatively, you may
choose to keep your character and give them one final chance at life. The character revives successfully
as though they had chosen
a Life Stone, but the next
time they die, they do not
draw from the Bag of
Chance and instead die
permanently.
This permanent death
may not be evaded or extended by means. That’s
it—no changing your
mind, no “science” solution, nothing. No loopholes.
The character is aware
that this will be their last
chance at life, but no one
else will know in-game. It
is then up to the character
whether to tell everyone
that their next death will be
their last if they so desire.
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Combat
Safety Concerns
Safety is a primary concern in all our games. Not following these rules is the quickest way to be
removed from the game.
Body Contact: The only contact allowed during battle is by weapon. Any other type of fighting
contact such as grabbing someone, hitting, or kicking is strictly forbidden.
Charging: During combat, you must never come into physical contact with your opponent. If you are
crowding your opponent so much that he or she must step back to avoid body contact with you, you are
charging.
If you have moved so close to your opponent that he or she can hold out a hand and touch you, you
are probably charging.
Anyone who is reported for excessive charging will be pulled from combat for being unsafe. As
previously stated, any contact in combat must be with weapons.
Pinning Weapons: “Pinning” refers to a fighting tactic where you trap your opponent’s weapon so
that it is unusable. Although pinning weapons is a mainstay of many swashbuckling movies, it is dangerous in combat and as such there are many restrictions as to its use.
Pinning of weapons can only be done with another weapon, and only in areas where it is possible for
the victim to escape by backing up and getting away. You cannot pin the weapon of someone backed to
a wall or in a corner, because that player becomes unable to defend himself or herself because the rules
prohibit any battle actions except through weapons; shoving or charging in order to escape is not allowed.
Any weapon shaped in such a way as to trap weapons (whether accidentally, or by design) is expressly forbidden.
Legal targets: Legal targets include the entire body except the head, neck, throat, hands from the
wrist out, and the groin. A player observed to be hitting restricted areas repeatedly is subject to disciplinary action.
You may not intentionally block a hit with an illegal target.
If you do not have the skill to use a weapon you are carrying, or if you are presently unable to use a
weapon in which you are skilled, you must either immediately drop the weapon or take any damage that
hits your weapon.
You may not hold more than one weapon in a hand and have the ability to use those weapons. If you
are holding more than one weapon in a hand and one of those weapons is hit with a weapon blow, then
you must take the damage. For this purpose only, a shield is considered a “weapon.”
You may hold other small non-weapon items (such as gas globes, arrow packets, potions, etc.),
either IG or OOG, in your weapon or shield hand and utilize that weapon or shield normally. This must be
done safely. You may not hold a bottle, piece of wood, a mug, or anything that would be large and unsafe.
If a marshal feels your combat has become unsafe because of what you are holding in your weapon or
shield hand, they may require you to empty your hand of the item during combat.

Weapon Attacks
The key to the Alliance combat system working is to fight with out-of-game honor, even if your character has no honor in-game. If you don’t count hits on yourself, soon your opponent will stop counting his
or her own hits as well. It’s a self-correcting system. Give your opponent his or her due and die gracefully.
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Don’t take being reduced to zero hit points
or dying so seriously that you refuse to accept what happens to you. It’s only a game!
Weapon attacks must be done in a specific way. If you are holding a weapon in a
way that is not allowed by the skill, you will
take the damage.
Blocked and deflected shots do not
count. If the block was weak and the swing
hit with about half or more normal force then
the hit should count.
Here is where we start getting into judgment calls by the players on themselves: Was
that hit on the neck or the shoulder? Did I really get hit? (You often can’t feel hits at all if
you have good armor.)
In combat, a light tap is just as effective
as a heavy swing. You do not actually have to
hurt your opponent in order to cause damage to the character. You only need to apply
enough pressure to make sure your opponent is aware of the attack. Hitting an armored
person from behind may need more vigor
than a standard tap, and if it appears that your
opponent is not taking all of your damage it
may be because your hits are not being felt
under all that armor.
You should mention to your opponent
when you think you got a hit in, and all players should acknowledge hits upon themselves whenever possible.
If you are swinging so fast that you cannot announce the damage fast enough to keep up with the
swings, then you are “Drum Rolling” or “Machine Gunning.” Your opponent should count all of that as one
or maybe two hits.
A weapon swing should progress between 45 to 90 degrees. If you are merely moving your wrist
back and forth to cause your damage, then you are not fighting correctly and may be subject to disciplinary action.
Consecutive hits upon the same spot on the body only count as one hit. You must vary your hits on
your target in order to prevent machine gunning. For instance, a double hit upon the right shoulder
requires that the victim take damage only once. However, if more than two seconds elapses between
two scored hits, or if a different location has been hit, then the damage is taken. For instance, if a warrior
quickly hits the right shoulder, then hits the shield, and then hits the right shoulder of his victim, the victim
is required to take damage twice.
Clear damage “verbals” will be enforced. If the victim cannot understand the damage called, he or
she does not have to take the damage. Warriors must pronounce their “verbals” just like spellcasters
must pronounce their spell incants.
Remember that Alliance battles are representations of battles and are not meant to be re-creations
of real battle. These battles are our way of determining the winner of a battle without using dice or “rock/
paper/scissors.” Real medieval battles, with their heavy weapons, did not happen as quickly, nor were
they as clean and blood free.
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Packet Attacks
All packet-delivered attacks are effective on contact with the target or any of the target’s immediate
possessions, such as a shield or cloak.
Packet attacks include spells, gas globes, and certain monster abilities. Note that unlike the weapon
rules, a packet attack will count if it hits “nonlegal targets” such as the head or groin—but that’s not to say
you should aim at these illegal targets. The only exception is archery packets, which follow weapons
rules.
You may not throw a packet with any other in-game or out-of-game item in your throwing hand. You
may touch-cast on yourself or another with an item in your hand, but this must be done safely and courteously.
Packets are constructed with bird seed and fabric. The bird seed should be the small variety, with no
large sunflower seeds or other heavy or sharp items that could hurt.
The birdseed is placed in the center of the fabric, and the fabric is gathered around it and held
together with tape or a rubber band or sewn shut. If there is a “tail,” it must not have sharp tape extending
past the end of the tail, and no metal or plastic tie wraps may be used.
Packets should be loosely packed—tight balls of birdseed can hurt! You should never use so much
material that the resulting packet cannot fit into a 35mm film canister. Packets that are larger than that
will be confiscated by a marshal.
The packet may be of any color except orange. (Orange packets are used to represent chemical
gas globes.)
You can not carry more packets in your hand than you can actually use at that moment (although you
can have plenty of extra packets in your pouches or pockets). In other words, you cannot have a “cauliflower hand” with 42 packets between your fingers if you only have the ability to throw three gas globes
at that time.

Calling Hits
Calling hits against yourself is strongly encouraged by saying “got it” or “ouch!”
Acknowledging which hits you are accepting and which ones you feel you blocked will help reduce
disputes from your opponent. In large melees this is not always possible, as there are too many swings
coming at you and too much confusion, but in any case, this should always be attempted to assure fair
playing by all.

Killing Blows
Once a person has been incapacitated, it is not too difficult to kill them. This is represented by a
Killing Blow.
To give a Killing Blow, you must stand over the victim, placing your weapon or your hand on their
torso, and remain that way while you recite “Killing blow one; killing blow two; killing blow three.” This
should be done in a normal speaking style and should take at least three seconds. This is to allow others
to try to stop you from giving the Killing Blow.
If anyone strikes you during the count (even if the strike does not affect you), or knocks your weapon
away, then the Killing Blow is interrupted and fails to kill the intended victim.
A Killing Blow must be struck on the torso of the victim—an arm, leg, or shoulder is not sufficient. The
blow cannot be struck on a moving target.
If you have Waylaid someone, you must wait for the body to come to rest before you can deliver the
Killing Blow.
A Killing Blow can be delivered by anyone, whether they have a weapon or not. You can do this with
your bare hands.
A Killing Blow cannot be Dodged, Parried, or otherwise avoided through Game Abilities or spells.
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Effects and Deliveries
Every call in our game is based on two things: The effect and the delivery. The effect describes how
your character will react and the delivery tells how that effect was given to you.
Once the effect affects you it does not matter how it was delivered.

Effects
Identical effects do not stack. No person may have a second copy of the same effect active at the
same time.The newest identical effect will always override the older ones. This resets the duration of the
effect if it had a timed duration.
Many effects are visible to those observing them. Bind, Confine, Entangle, Paralysis, Pin,
Prison, and Web are all visible while they are in effect to any viewer who takes the time to observe them.
This means you have to ask the person who is standing there things like “Are you paralyzed?” This is an
out-of-game question and answer, so both parties can ask and answer this even if affected by Silence.
You cannot ask “What do I see?” You must ask if you observe each individual effect until you get the right
one or are stumped.
Note that Bind, Confine, Entangle, Pin, and Web do not affect the head, so the affected person can
yell out things in-game like “Help! I am pinned!” However, if you are affected by Paralysis or Prison, you
cannot speak at all in-game and cannot “volunteer” to people nearby that you may be under the effects of
a Paralysis or a Prison. They must notice you standing still and then ask you out-of-game.
You cannot call a Hold to determine whether any visible effects are present on someone.
The amount of time it takes to ask if your character sees the effect is the amount of time it took your
character to notice the effect.

Deliveries
Packet: All packet attacks are delivered by throwing a packet or by touching a packet to a target.
This includes gas globes, arrows, bolts, and bullets, and perhaps some NPC attacks. The packet only
needs to touch the target or any possession of the target to have an affect.
Weapon: This includes all blows from all weapons including arrows, bolts, thrown weapons, and
claws.
Ingested: All ingested attacks are delivered by placing a potion or elixir phys rep next to the mouth
of the target or by having the target consume a prepared item. Ingested deliveries always ignore protectives, even if taken while unconscious. They cannot be Dodged.
Radius: Radius deliveries include traps, contact poisons, and monster abilities such as eye contact
or sound of voice. Usually a Hold is called when a radius attack takes place and everyone partially within
the radius is affected. Radius attacks can never be Dodged.

Science Shield & Remove Effect
A Science Shield protects against one effect and then is dissipated. You must announce that it has
gone off by saying “Science!” preferably in a loud and dramatic fashion. This, however, is an out-ofgame phrase that your character is not saying, and which you must say, even if your character is Silenced or mute.
Remove Effect will remove any effect on you—even ones you want to keep.
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Science and Chemistry!
Scientist Guns
Studying science allows you to use a Science Gun. A Science Gun should be a phys rep that is
clearly not a real gun; perhaps it could have a large disc in front or gears whirling about it or perhaps it
may glow. The choice is yours but the gun must not look like a real gun.
The guns have the ability to be charged with certain effects. The more skilled your Scientist, the more
effects he or she can store in the Gun.
This is based on how many skills you have purchased. At logistics, you will state what charges you
have placed into your Science Gun for that day. The charges will last until the next logistics period, so if
you do not use all your charges by logistics, they will dissipate and be unavailable.
You can have as many charges of any level that you wish, but must meet the prerequisites of at least
one charge of the level below.
The Scientist using the Science Gun must hold the gun in one hand and point it toward the target
while throwing a packet with the other hand.

Chemists
Chemists collect ingredients and are able to create elixirs which then can be turned into gas globes
or potions. The gas globes are fragile and will only last a short time before the gasses dissipate (i.e.: at
6:00 a.m. and 6:00 p.m.), but the potions will last until used.

Potions
All potion phys reps must be large enough to hold at least a minimum of a quarter ounce of liquid.
The phys rep does not actually have to contain any liquid to be valid.
To use a potion, you must role-play the proper drinking motions, and this must take at least three
seconds. You should not count it out loud. Only one potion may be quaffed at a time.
A potion may be “force fed” to an unconscious or sleeping person by someone else, but such a
character cannot “accidentally” drink one. You cannot attach a potion or elixir to your collar or shield and
“bite” into it to get its effects while bound or in battle. You must be able to actually hold one in your hand,
motion removing a cork or cap, and then drink it.
All potions affect the drinker only, and bypass Science Shields.
Potions can be mixed into food or drink but will only affect the first person consuming it. You may
need a marshal if you wish to do this.

Gas Globes
Gas globes are represented by orange packets. They represent small items that shatter upon contact, releasing the gas within and affecting the target and only the target.

Verbals and Packets
For both the Science Gun and gas globes, you must announce to your foe the Effect you are using.
With a voice loud enough to be heard by the intended target, you must say what the effect is. For
instance, “12 Lighting!” Within two seconds after finishing this verbal, the caster must then throw the
packet and hit the target or the target’s direct possessions, including cloaks, shields, weapons, pouches,
or a carried object. If you are caught too often throwing the packet before saying the verbal, you may be
subject to out-of-game penalties, such as losing the ability to use your Science Gun for a period of time.
These verbals are out-of-game and can be said even if you are under the effect of a Silence.
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Effects
This chapter lists all of the effects in the game except for weapon effects.

Adrenaline

Level

10 Minutes
This will instantly heal a person to their maximum Body Points plus ten more. These extra points
can be lost in the regular way, and once lost, the
recipient’s maximum Body Points remains as it
was before the Adrenaline. A second Adrenaline
can then be used, but the maximum amount can
never be more than ten above the recipient’s normal Body Point maximum.
It can be removed by a Remove Effect.

Amnesia

1
2
3
4
5
6
7
8
9

Science
2 Ice
2 Lightning
Disarm
4 Ice
4 Lightning
Wall of Force
6 Ice
6 Lightning
Ice Blade
8 Ice
8 Lightning
Lightning Blade
10 Ice
10 Lightning
Amnesia
12 Ice
12 Lightning
Vertigo
14 Ice
14 Lightning
Berserk
16 Ice
16 Lightning
Destroy
18 Ice
18 Lightning
Prison

Chemistry
2 Healing
Endow
Science Shield
4 Healing
Pin
Shun
6 Healing
Bind
Remove Effect
8 Healing
Destroy Zombie
Discombobulate
10 Healing
Web
Silence
12 Healing
Feeblemind
Sleep
14 Healing
Charm
Fear
16 Healing
Adrenaline
Confine
18 Healing
Death
Life

10 Minutes
This effect causes a person to forget who they
are or what they are doing for ten minutes.
A person under this effect will not remember
his or her name, will not recognize friends, and will
not be able to figure out which side they are on in a
battle. Their entire self identity and history is lost to
them.
They do not become stupid and do not necessarily listen to suggestions from their friends or enemies or otherwise act our of character. They are just completely confused and can’t remember their
own life.
They can still remember how to use their skills and even how to read and write.
It lasts ten minutes and can be removed by a Remove Effect.

Berserk
10 Minutes
This effect drives the victim into an insane mindless killing fury, causing the victim to attack all creatures in the vicinity, starting with the closest, friend or foe.
The victim can use all skills they normally could use.
A person under the effects of a Berserk will not stop to give a Killing Blow or search a victim, but will
immediately turn to find something else to attack once an attack victim falls.
It lasts ten minutes and can be removed by a Remove Effect.

Bind
10 Minutes
This effect snares the arms of its victim, binding them straight to its sides. The victim may talk freely,
but may not use any Game Abilities requiring the use of arms, including using a weapon or shield, or
throwing a gas globe. The victim may walk, run or leave the combat area as desired.
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This effect does not prevent the victim from being searched or being given a Killing Blow, although a
moving victim is unlikely to allow either action.
It lasts ten minutes and can be removed by a Remove Effect.

Charm
10 Minutes
This elixir makes the victim view the Chemist as his or her best friend in the world. No amount of logic
or role-playing will convince the victim that they are indeed charmed, and any order given will be justified
and make perfect sense in the mind of the victim. The victim will not remember being hit by the gas
globe or drinking the potion.
An attack on the victim by the Chemist’s companions will not immediately break the charm but if the
Chemist does not attempt to stop it and if no good reason is provided for the attack, the charm may be
broken. A direct attack by the Chemist will always break the charm, as will attempting a Killing Blow. An
order to kill yourself would also break the effect.
A victim of this elixir will not do anything absolutely contradictory to their own nature. If given an order
to attack their own party, the victim would have to also be given a very good and convincing reason. (The
victim will, however, protect the new “friend” from attacks, no matter who from.)
This elixir only works on creatures that have a mind as defined by the game. Many creatures (such as
zombies, golems or insects) do not have a mind that can be affected by this effect. Further, the victim
must understand the language of the Chemist in order to follow the orders.
Victims cannot refuse to obey orders with the explanation that they “wouldn’t do that even for my best
friend.” This effect overwrites the logic of the brain. If your new “best friend” tells you to hand over all your
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items, you will do so without question.
When the elixir’s duration ends, the victim remembers everything that happened except the actual
administration of the elixir, and will almost always realize that he or she had been charmed.
A victim may only have one Charm active on at any one time. The most recent Charm effect takes
precedence.
It lasts ten mutes and can be removed by a Remove Effect.

Confine
10 Minutes
This effect snares the arms of its victim, binding them straight to its sides, and immobilizes the victim
completely. The victim may talk freely, but may not use any Game Abilities requiring the use of arms or
legs, including using a weapon or shield, casting a effect, or activating a gas globe. The victim may not
walk, run, or be moved in any way. This victim can be searched and can be given a Killing Blow.
It lasts ten minutes and can be removed by a Remove Effect.

Death
Instant
This effect causes the spirit of any victim with a metabolism to flee its body. Any armor the character
was wearing is still intact, but all effects active on the victim will disappear.
This acts as a Killing Blow, and the only thing that will save the victim is a Life.

Destroy
Instant
This effect will utterly destroy any object up to the size of a normal door, rendering it useless. It cannot
be used to create a door-sized hole in an object larger than a door. Once destroyed, the phys rep will
become unusable but not unrecognizable. A Destroy used against a door will not totally destroy the door,
but will damage it enough to allow passage through the door’s frame.
The Scientist must announce loudly what is to be destroyed when making the verbal, for instance
“Destroy armor!”
This effect can target a clothing, reducing them to rags and knocking their Armor Point values to 0.
You will have to buy new clothes (which, amazingly, may look exactly like the clothes you had previously
been wearing.)
Destroying a trapped item will set off and destroy the trap as well.
The target item must be named, and only the target item will be destroyed. Items that are contained
within or attached will not be affected.

Destroy Zombie
Instant
This effect cleanses the rot that ambulates a zombie, calling it to fall to pieces.

Discombobulate
10 Minutes
This effect will cause any Scientific item to become useless for 10 minutes unless removed by a
Remove Effect.
This includes Science Guns and other strange objects you may encounter during the game. When
using this, you must call out the item to be targeted, for example: “Discombobulate Science Gun!” and
then hit the person holding the item with a packet. The packet does not have to hit the item.
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Disarm
5 Seconds
This effect causes the target to drop one specific
hand-held item by zapping the hand with a devistating
involuntary loss of control. The dropped item may not
be picked up by the victim for five seconds.
The Scientist decides what the item is that is to be
disarmed. A general description like “weapon” is fine,
although if the target is holding two items that match
the description, it is the target’s choice as to which to
drop. If the target is only carrying one thing, then “item”
is sufficient.
Shields, arrows, bolts and bullets are not considered “weapons” for purposes of this effect, although a
gun, bow or crossbow is. If the caster wishes to disarm a shield, arrow or bolt, then the specific item must
be stated in the verbal.
Packets cannot be affected by this effect, but gas
globes can be.
Disarm is strong enough to overcome any rope or
chain that may be attached to the hand. You cannot
avoid this effect by tying your weapon to your hand.
You cannot avoid this effect by borrowing a weapon
and thus claiming that the effect doesn’t affect you because the weapon isn’t “yours.” Nor can you avoid it
by dropping the weapon to the ground or throwing your
weapon up in the air just before the packet is about to hit you, thus claiming that the weapon was not in
your possession at the point of contact of the effect.

Endow
Indefinite
This effect endows the recipient with the ability to inflict two extra points of damage if the swing hits
the target. The total damage must be announced while swinging, by saying “Endow (number)”. Once
called, the effect is used up whether the blow succeeds or not.
The recipient may choose when to use an Endow.
This effect can also be used to perform certain limited role-playing tasks such as quickly dragging
an unconscious or debilitated creature for five seconds without having to literally perform the task out-ofgame. You must state “Endow” when doing these actions. This is an out-of-game statement and can be
made while under the effects of Silence.
Endow does not allow you to break a lock or other item, throw creatures, break down doors, or jump
long distances.
This ability will be removed by a Remove Effect whether you want it removed or not.

Fear
10 Minutes
The feared victim must run and hide from the person who caused the effect, and cannot perform any
Game Abilities while trying to escape.
It lasts ten minutes and can be removed by a Remove Effect.
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Feeblemind
10 Minutes
This effect lowers a character’s intelligence to that of an idiot for ten minutes.
A Feebleminded person is still smart enough to run away from obvious danger but too stupid to use
any Game Abilities or use items, including weapons.
A Feebleminded person can never take actions to cure the Feeblemind. It lasts ten minutes and can
be removed by a Remove Effect.

Healing
Instant
This effect heals 5 Body Points to the victim per level. The Chemist must announce the damage prior
to throwing the packet, and any potion must clearly have a tag listing the amount to be healed.

Ice
Instant
This effect inflicts 2 points of ice damage to the victim per level. The Scientist must announce the
damage prior to throwing the packet.

Ice Blade
10 Minutes
This effect allows the recipient to transform a weapon into a temporary ice-enchanted blade doing
an extra 2 points of damage.
The recipient must announce the total damage of the swing while saying “ice” when meeting a new
target, and by repeating it occassionally to make sure the target knows.
It lasts ten minutes but can be removed by a Remove Effect.

Life
10 Minutes
This elixir must be administered within five minutes of a creature’s death. It restores the target to one
Body Point and the creature is not forced to revive. Only this effect can save someone who has been
given a Killing Blow or hit by a Death effect.
This effect will not normally affect a living target or an undead creature, nor a permanently dead
character. Like all effects, it will remove a living person or undead creature’s Science Shield.

Lightning
Instant
This effect inflicts 2 points of lightning damage to the victim per level. The Scientist must announce
the damage prior to throwing the packet.

Lightning Blade
10 Minutes
This effect allows the recipient to transform a weapon into a temporary lightning-enchanted blade
doing an extra 2 points of damage.
The recipient must announce the total damage of the swing while saying “lightning” when meeting a
new target, and by repeating it occassionally to make sure the target knows.
It lasts ten minutes but can be removed by a Remove Effect.
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Pin
10 Minutes
This effect will instantly root the target’s right foot in place. If
the target’s foot was off the ground at the time the packet hit,
then the foot will be forced to the ground. The target may pivot
their body 360 degrees but may not move their right foot.
It lasts ten minutes and can be removed by a Remove Effect.

Prison
10 Minutes
This effect seals the victim into a rigid, form-fitting and unbreakable barrier, trapping him or her within. The victim cannot
move, speak, or perform any Game Abilities.
Any creature sealed within a Prison will call “No effect” to all
effects (except Remove Effect), nor will they take any damage
from physical attacks or traps. First aid will not work through a
Prison. A creature within a Prison cannot be searched.
However, the Prison does not provide complete and absolute protection against harm. The victim will suffocate if placed
underwater (assuming the victim needs to breathe to survive). The Prisoned creature may also be injured or slain from overwhelming damage such as falling from a great height, at the judgement of a
Marshal or Plot member on the scene.
A victim of the Prison is completely aware of his or her surroundings and unless unconscious or
otherwise impaired will remember all that occurred while Prisoned. For safety reasons, you are never
allowed to lay the Prisoned victim on the ground, remove the Prison, and then beat the victim to -1
points. It lasts ten minutes and can be removed by a Remove Effect.

Remove Effect
Instant
This effect will remove all active effects on a given creature or object whatever the cause, whether
beneficial or harmful, whether you want the effect removed or not.

Science Shield
Indefinite
This effect represents a scientific force field around the recipient which will protect the wearer from
the next single attack, whether by weapon, gun, bow, crossbow, or gas. It does not protect against
ingested elixirs.The attack and the Science Shield are then expended.
This does not protect against a Killing Blow or a fall, nor does it work against any traps other than
weapon traps.

Shun
10 Minutes
This effect causes the victim to feel great discomfort around the Chemist that administered the
effect. The victim will not initiate attack on that person while the effect is active, and the victim will immediately move at least ten feet away.
It lasts ten minutes and can be removed by a Remove Effect.
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Silence
10 Minutes
The victim of this effect cannot talk. The player must still call out the damage points his or her weapons inflict if combat ensues while the effect is in effect, as well as any out-of-game phrases such as
“Science!”
It lasts ten minutes and can be removed by a Remove Effect.

Sleep
10 Minutes
This effect causes the target to instantly fall into a deep sleep. Not even strong shaking or yelling in
the victim’s ear will rouse them from this magical sleep.
This effect will not work on some creatures without a metabolism, such as zombies, golems, or
some giant insects.
It lasts ten minutes and can be removed by a Remove Effect.

Vertigo
10 Minutes
This effect will cause the victim to lose balance and be unable to remain standing for ten minutes,
during which the victim can not use any Game Abilities.
The victim can still speak and thus call for help or activate a magic item but cannot walk away.
It lasts ten minutes and can be removed by a Remove Effect.

Wall of Force
10 Minutes
When a Scientist aims their gun at a doorway and activates this effect, it will create an invisible
barrier that will stretch no more than ten feet across. It must be cast on a doorway or other portal of up to
ten feet across and 25 feet high.
The floor of the Wall of Force must be marked in some way (such as by a rope, chalk mark, or ribbon)
to indicate to all observers that a Wall of Force is in place. This is an out-of-game representation which
cannot be moved, and must be placed before the effect is used. Even though the placing of this is out-ofgame and in-game, no one observes you doing it, you cannot call a Hold to do this.
Neither the Wall nor the frame may be Destroyed. Normal traps will not affect it.
Nothing may pass though the Wall once the Wall is cast, including effects, thrown gasses, weapons
and creatures. Air may pass through, but other gasses may not.
It lasts ten minutes and can be removed by a Remove Effect.

Web
10 Minutes
This effect snares the arms of its victim, binding them straight to its sides and immobilizing the victim
completely from the neck down.
The victim may talk freely, but may not use any Game Ability requiring the use of the arms, including
using a weapon or shield, casting a effect, or activating a gas globe.
The victim may not walk, run, or be moved in any way. This effect does not prevent the victim from
being searched or being giving a Killing Blow.
It lasts ten minutes and can be removed by a Remove Effect.

39

