Arcroc rules

Character Generation 


Creating a character to adventure within The Arcroc is a simple affair which we hope will result in a well rounded character with plenty of scope, which you will enjoy playing. The generation system is similar to that used in all Naiad adventures and has been designed to allow for almost any character type within the genre. The Arcroc is a mythical world consisting of many different lands. This variety of lands allows for characters encompassing style & time periods from pre-dark age through late medieval and into early Tudor, or a combination of theses if you wish. 

A player starts with the model outlined below and has a basic 20 points to spend on skills and abilities to add depth to their character. No character classes exist as such but you should be able to create almost any historical character, traditional fantasy stereotype or something more unusual with ease. 

At the end of this section you will find a number of pre-generated character types from various lands within The Arcroc, you may, if you wish use these as a guide or as stand alone characters. 

Your starting character has no exceptional abilities in any areas. You have little education but do have a grasp of basic numeracy (1, 2... and that one!). All Characters may start with the ability to speak the ‘common’ language for free, but do not have to. 

Note: Unless stated otherwise no skill may be taken more than once. E.g. Dodge may only be taken once, while Endurance may be chosen several times. 

There are no rules governing equipment as such, you can possess anything providing it fits in with the look and feel of the campaign, but may only use the items you have the skill to. It is assumed anyone can use basic items, e.g. saws, wood axe, etc. It is also assumed that every character will have the skill to carry out temporary repairs to any armour they possess the skill to wear. Note: Only skilled Armourers can repair armour fully. 

It also should be noted that a player with any firearm skill starts the game with enough powder for twelve shots only, regardless of the number of firearms they carry. Multiple barrelled weapons require one shot per barrel 

The following page outlines a very basic model for a starting character, from here you may adjust it to suit your own ideas and wishes, you may add any of the skills and abilities from the Race, Combat, Armour, Trade, Arcane, Additional skills or Spell lists. You may also donate points to a group or faction leader as described in a moment. Remember, you only start with 20 points to spend. 

Experience: As a character progresses through life, he/she will survive life threatening situations, solve complex problems and win many combats, gaining more knowledge of the world of the Arcroc as they go. To reflect this a player will gain extra points to spend on their character for each adventure they survive. The minimum points a character can gain is 1 point for surviving a 1 day adventure, 2 points for surviving an overnight adventure and 4 points for completing a weekend adventure. Additional points can be gained through heroic actions and quality role play. 

Group/Faction Leaders: As mentioned, all starting characters have 20 points to spend on skills and abilities. A character may however choose to donate up to 2 points of their starting quota to their group leader. Up to twenty points may be donated by a group to their leader in this fashion. The leader may then spend these points on his/her character as they see fit. Thus the larger the group, the more powerful their leader may become, as is befitting one who has risen to command. 

Upgrading Skills: Some skills, notably Trade, are available at various levels of competence. E.g. Skilled, Expert, etc. Any lower level skill may be upgraded at a later date by paying the points difference between the two skills. E.g. A character with the skill Competent Alchemist (4 Points) could upgrade to Skilled Alchemist (10 Points) by paying only 6 points (The difference between the two skills.). 

Race 


There are many varied races living on The Arcroc , racial attributes can have a profound effect on a character, making them stronger or faster, giving them some form of magical affinity, etc. Below we have listed four of the most common, however almost any racial type can be accommodated within these rules so if you want something special, get in touch and we’ll work out some details. 

Human (Free)
Humans are the most prolific of all races, they however have no real advantages or disadvantages over other races. Humans may not take the skill Endurance more than twice. 

Dwarf (8 Points)
As a Sturdy member of the Dwarvern mountain race, you gain the skill Endurance and the skill Strength. As a Dwarf you may also Read/Write Other ( Dwarvish). 

Elf (4 Points)
You are a sleek Elf. Three types of Elves exist on the Arcroc, Wood Elves are forest and woodland dwellers, High Elves hail from the isle of Lithean and live a more ordered life than the Wood Elves. The last of the Elven races are the Dark or Black Elves, corrupted and evil shadows of their High Elven brothers. As an Elf you gain the skill Magical Empathy (Life), the spell, Sleep, and the skill Read/Write Other (Elven). Elves are expert archers and so gain the skill Missile Weapon. Elves may not take the skill Endurance more than once. 

Halfling (Free)
Halflings are a race of humanoids, much smaller in stature then Humans, usually 3ft to 4ft in height, All Halflings live in small communities known as Shires and are governed by independent committees called Moots. Langonay has a number of such Shires and Halflings here mix freely with Humans. Although long lived Halflings are not physically strong and so lose 1 hit point per location (Torso etc.), Halflings however are expert hunters and so gain the skills Missile Weapon and Track. Halflings may not take the skill Endurance. 

The Unseelie (8 points)
The creatures of the Unseelie realm come in all shapes and sizes, most are humanoid, but will appear as parodies of the real world, eg. many will have horns, discoloured skin, tails, etc. The Unseelie exist between the physical world and the Ethereal, making them unusual in many respects. Unseelie cannot be slain as such by normal weaponry, blows from such items will harm their physical body but not their ethereal form. Any Unseelie slain by normal weapons is knocked back into the Ethereal, but is able to return to a later event unharmed. However, iron of any type will burn the Unseelie, causing permanent damage, magical attack, magical weaponry, all religious belief and attacks from the Ethereal can all harm and even slay the Unseelie. All Basic Magic spells from these rules cast by the Unseelie cannot be dispelled but can be Reflected and Rebounded as normal, all other magicks cast by the Unseelie can be dispelled as normal. 

Combat Skills 


The skills outlined below reflect a characters abilities in the martial arts. The more skill a character has in these areas, the more combat options will be available to them. Weapon damage or Firearm damage can be found in the Combat Rules. 

Improvise Weapon (Free)
The character is able to use simple, improvised weapons, e.g. sticks, chair legs, Etc. These weapons may never cause more than 1 wound regardless of size and cause no damage against an armoured opponent. 

Dagger (Free)
Any character may use a Dagger or Knife, Although they will cause 1 wound in hand to hand they are a little short for combat. A dagger is most useful for the skill Slit Throat. 

Basic Weapon (2 Points)
The character is able to use all single handed weapons (Swords, Maces, Short Spear (Less than 4ft.) etc.) and all throwing weapons (Knives, Throwing Stars, etc.). 

Double Handed (6 Points)
The character is able to use all double handed, non polearm weapons (Great Axes, War Hammers, Great Swords etc.) with the exception of the quarterstaff, the Staff skill is required for this. 

Polearms (6 Points)
The character is able to use all double handed Polearms (Glaives, Halberds, Long Spear (4ft. +) etc.) with the exception of the quarterstaff, the Staff skill is required for this. 

Staff (2 Points)
This skill enables the character to use a quarter staff or stave in combat. He/she may also use a spear as a quarterstaff if desired. 

Missile Weapon (6 Points)
A character with this skill is able to use all non black powder missile weapons (Bows, Crossbow etc.) 

Firearms Novice (1 Point) - This skill does not count as a prerequisite 
The character has grasped the basic load, point and shoot principles, however they are no expert. See combat rules for full details. 

Firearms (6 Points)
The character is able to use all black powder small arms (Pistols, Muskets, Blunderbusses etc.) 

Heavy Firearms (6 Points)
A character is able to use all large calibre firearms (Volley Guns, Swivel guns etc.) 

Gunner (10 Points) - must have the skill firearms or heavy firearms
The character is able to use all black powder artillery pieces, (Cannons, Organ Guns etc.) (See also the Trade Skill: Master Gunner) 

Artillerist (10 Points)
The character is able to use all non black powder artillery pieces (Ballista, Trebuchet etc.) Click here for more details. 

PRIVATE
Special combat skills 


Strength (2 Points)
The character has great physical Strength, The character may move heavy objects with greater ease then weaker individuals. More importantly they may strike a Mighty Blow once per day. A Mighty Blow causes double the amount of damage a normal blow would. i.e.. 2 points of damage for a single handed weapon, including heavy throwing weapons and 4 points of damage for double handed weapons). 

Brawl (4 Points) 
A character with this skill may cause temporary damage with hands, feet etc. See combat rules for full details. 

Martial Master (14 Points)
The character is a master in all forms of weapon based, hand-to-hand combat, see combat rules for full details. 

Haritoian Martial Master (18 Points) - Haritoian characters only
The Haritoian people have developed many forms of unarmed combat, the like of which is unknown anywhere else in the Arcroc - only Haritoians’ may take this skill, see combat rules for full details. 

Subdue (2 Points)
A character with this skill is able to stun an opponent without causing permanent injury. See combat rules for full details. 

Lethal Blow (12 Points) - may only be used once per day
The character is skilled in the art of death, and may kill with a single strike. See combat rules for full details. 

Slit Throat (12 Points)
The character knows the use of a dagger well. This skill enables characters to slit the throat of an opponent. See combat rules for full details. 

Marksman (6 Points) - must have the skill firearms or heavy firearms
A character with this skill is a crack shot with a firearm. See combat rules for full details. 

Frenzy (8 Points) - Norvic, Wildland, Japurian & Saratosian characters only
The character is an insane fighting machine. See combat rules for full details. 



PRIVATE
Defensive Skills 


Defensive skills cover natural defensive abilities as well as the skill to wear and use protective equipment, it is also a reflection of the skill to perform temporary armour repairs. 

Shield (1 Point)
The character may use any size shield. Note: Shields may only be used with single handed weapons and short spears. 

Light Armour (2 Point)
The character may wear, use & carry out temporary repairs to all armour except platemail. See Combat Rules 

Platemail (4 Points)
The character may wear, use & perform temporary repairs to platemail. See Combat Rules 

Endurance (8 Points) - May never be taken more than four times by any race. 
A character with this skill is very tough. They have 1 extra body point per location. Certain races may take this ability up to four times to allow for multiple increases. A character who takes this skill more than twice must also have the skill Strength to obtain further increases. 

Dodge (2 Points) - May not be taken more than once
The character is very agile, as a result is able to Dodge blows which would fell a slower creature. See Combat Rules for full details. 



Trade Skills 


Trade skills covers all academic, science and craft related skills that a character may posses either as a profession or an art. Note: All manufactured items require a minimum of 1 hrs. work and quality materials. 

Trader (1 Point per area)
The character with this skill has some limited knowledge of trading within a certain field, as a result he/she may add 10% to the value of all downtime transactions and dealings with NPC's in the chosen area. 

Skilled Trader (2 Points per area)
The character has a good knowledge of trading within their chosen field, the character may add 25% to the value of all downtime transactions and dealings with NPC's. 

Expert Trader (4 Points per area)
The character is well versed in the art of trade, he/she may add 50% to all downtime transactions and dealing with NPC's within their chosen field, in addition the character counts as having the skill Trader in all other areas. 

Master Trader (6 Points per area)
Trade deals with the character are a marvel to behold, the character is always able to get the highest price for any item within their chosen field, the character may add 100% to all downtime transactions and dealings with NPC's. In addition the character counts as having the skill Skilled Trader in all other areas. 

Academics
A character with one of the Academic skills has been educated in one or more areas of expertise, e.g.: Arcane Science, Maths, Commerce, History, The Classics, Psychology, Theology etc. A character may have knowledge in several fields, but must take a new Academic skill for each area. The extent of a characters knowledge can vary from simple facts to a full understanding. 

Academic (1 Point per subject)
The character has a knowledge of the subject, taught to a basic school level. 
Trusted Academic (2 Points per subject)
The character has a good understanding of the subject to the extent of being able to teach others. 
Great Academic (4 Points per subject)
The character knows almost all there is to know on the subject, a Great Academic will be greatly respected within his/her circle, and may well have written books or scrolls on their chosen subject. 
Master Academic (8 Points per subject)
The character knows everything there is to know on the subject. They may well have contributed much of the knowledge to this field themselves. The character will almost certainly have written books or scrolls and is probably writing or researching many more. 

Tactician
A character with one of the Tactician skills has been trained in one or more areas of strategic warfare, e.g.: Battlefield, Siege, Guerrilla, etc. A character may have knowledge in several fields, but must take a new Tactician skill for each area. The extent of a characters knowledge can vary from simple facts to a full understanding. A character does not need a Tactician skill to command but may find his/her combat plans more successful than a less skilled character. Nor does a character need to have had combat experience to have tactical knowledge as this knowledge may be purely academic. 

Tactician (4 Points per area)
The character has a basic understanding of warfare and could command a small group in combat. 
Great Tactician (6 Points per area)
The characters’ knowledge of his/her chosen field is extensive. The character could formulate plans for several companies. 
Master Tactician (10 Points per area)
Knowledge of this characters fame will almost certainly have spread before them, they will have command or advised on several great victories. Plans laid by this character will have a great chance of success. 

Alchemy
Alchemy is the knowledge of compounds, their uses and manufacture. The extent of a character knowledge can vary from simple, well known compound manufacture to analysis and reproduction. 

Basic Alchemist (2 Points)
The character has a basic knowledge of Alchemy. The character is able to prepare simple black powder and similar compounds. Powder for six shots takes 1 hour of preparation. 
Competent Alchemist (4 Points)
The character has all the skills of a Basic Alchemist and is able to produce twice as much of a compound per hour. 
Skilled Alchemist (10 Points)
The character has all the skills of a Competent Alchemist and is also able to brew variations on the Sleep and Paralysis potions. The character may also decipher the uses of compounds. The black powder produced by a Skilled Alchemist is of high quality, a character using such powder may ignore their first misfire of any shot. Note: this does not apply to characters with the skill Firearm Novice. 
Master Alchemist (14 Points)
A Master Alchemist has all the skill and abilities of a Skilled Alchemist but is also able to brew variations on the Painful Death and Peaceful Death potions. A Master Alchemist is also able, providing the ingredients are available, to replicate analysed compounds. All black powder produced by Master Alchemists is of the highest quality. Any character using such powder may ignore their first 2 misfires of any shot. Note: this does not apply to characters with the skill Firearm Novice. 

Herblore
Herblore is knowledge of plants and their uses. A character with the Herblore skill is able to prepare potions and balms of various natures. The greater the knowledge a character has is this area the wider the range of mixtures and skills become available. See Potions and Poisons for a full description and uses of Herblore mixtures. 

Basic Herblore (4 Points)
The character has a basic knowledge of Herblore. The character is able to prepare herb treated bandages to tend wounds. A Treated bandage applied for five minutes will heal 1 Body Point, only one such bandage may be applied at a time. 
Competent Herbalists (8 Points)
The character has all the skills of Basic Herblore and is also able to brew 1 Healing potion every two hours. 
Skilled Herbalists (10 Points)
The character has all the skills of a Competent Herbalists and is also able to brew the blade venom Poison and the potions Restoration, Sleep and Paralysis. The character may also decipher the uses of potions and poisons through analysis. 
Master Herbalists (14 Points)
A Master Herbalists has all the skill and abilities of a Skilled Herbalists but is also able to brew the blade venom's Sleep and Paralysis, and the potions Immunity to Poison, Painful Death and Peaceful Death. A Master Herbalists is also able, providing the ingredients are available, to replicate analysed compounds. 

First Aid
First aid allows a character to tend wounds, stop bleeding and administer to the sick. How effective this treatment will be depends on the level of mastery in the field. 

Basic First Aid (2 Point)
A character with this skill may bind wounds to prevent loss of blood and thus delay death. Normal bandaging will only prevent loss of blood and will not heal the wound. A character however may apply a Treated bandage, a Treated bandage applied for five minutes will heal 1 Body Point, only one such bandage may be applied at a time. 
Competent First Aider (4 Points)
A character with this skill has all the skills of Basic First Aid plus the ability to splint broken bones allowing the wounded to be moved without further injury. 
Skilled First Aider (8 Points)
A Skilled First Aider has all the abilities of a Competent First Aider, they are also able to set broken bones and heal wounds. All healing takes 1 hour of uninterrupted care per Body Point being healed, several wounds may be treated at once. 
Master First Aider (16 Points)
A character with this skill has reached the apex of the art. They have all the skills of a Skilled First Aider and also all the skills of a Competent Herbalists. A Master First Aider may also tend the wounded in half the normal time. 

Armourer (8 Points)
The character with the Armourer skill is able to fully repair all damaged armour and shields to their original strength, all repairs take a minimum of 1 hour. An Armourer is also able to manufacture armour. 

Bowyer (4 Points)
The character with the Bowyer skill is able to fully repair all damaged missile weapons , all repairs take a minimum of 1 hour. A Bowyer is also able to manufacture missile weapons, arrows and bolts. 

Weaponsmith (4 Points)
A Weaponsmith is able to fully repair all damaged hand to hand weapons to their original strength, all repairs take a minimum of 1 hour. A Weaponsmith is also able to manufacture weapons. Combination weapons (e.g.. Cutlass Pistols etc.) may only be manufactured with the assistance of the appropriate master tradesman. 

Gunsmith (8 Points) - must have the skill firearms or heavy firearms
The character with the Gunsmith skill is able to fully repair all damaged firearms, all repairs take a minimum of 1 hour. A Gunsmith is also able to manufacture firearms. 

Master Gunner (12 Points) - must have the skill firearms or heavy firearms
The character with this skill has knowledge of the workings of firearms and artillery in the field, see the combat rules for full details. 

Evaluate (1 Point)
The character with this skill will be able to give a fairly accurate value of an items worth. 

Artisan (1 Point per area)
A character with the Artisan skill is a great artist, the area of proficiency is open to the player to choose and could be from any of the creative arts, Painting, Sculpture, etc. A character may choose as many areas as he/she wishes but must pay 1 point for each new area. 

Performer (1 Point per area)
A character with the Performer skill is a great entertainer, the area of proficiency is open to the player to choose and could be from any of the performing arts, Song, Dance, Juggling, etc. A character may choose as many areas as he/she wishes but must pay 1 point for each new area. 

Locksmith (12 Points)
A character with the Locksmith skill has all the skills of a Master Pick Lock and is also able to manufacture specialist tools, eg. lock picks, skeleton keys, etc. as well as the locks themselves. The more complex a lock the more time it will take to manufacture. The minimum time required to make a lock is 1 hour. 

Additional Skills 


The following skills fit into a much broader spectrum of abilities and so have been grouped together for convenience. 

Tracker (1 Point per environment)
The character may follow tracks in their chosen environment, e.g. woodland, jungle, desert etc., less than 24 hours old and give some details of the tracks. e.g.. approximate numbers etc.. 

Skilled Tracker (2 Points per environment)
The Skilled Tracker is able to follow tracks in their chosen environment, e.g. woodland, jungle, desert etc., up to a week old, they may also supply fairly detailed accounts of the quarry. e.g.. numbers, burden, race etc.. 

Master Tracker (4 Points per environment)
The character is able to follow tracks in their chosen environment, e.g. woodland, jungle, desert etc., several weeks old and give detailed information about the quarry, e.g.. numbers, burden, health, race, how well equipped they are etc. 

Detect Traps (1 Point)
The character is skilled at detecting traps on or in boxes etc. 

Set/Remove Traps (4 Points)
The character is able to booby trap items and also remove traps from items. 

Health (2 Points)
The character is naturally very healthy, he/she will never succumb to natural disease. 

Brawn (4 Points)
The character has great physical resolve, a character with the ability Brawn may fight off unconsciousness when reduced to 0 points front and back torso. The character may crawl to safety and perform simple tasks, eg. bandaging own wounds etc. 

Read/Write Common (1 Point)
The character is able to read and write the common language. All characters may speak the common language as well as their native tongue. 

Read/Write Other (2 Points per language)
The character may read and write another language, the language is chosen by the player themselves, suggestions are one of the other Human languages, e.g.. Saratosian or Haritoian, or maybe Dwarvern, Elvish, Orcish or even an ancient tongue. 

Secret Language (3 Points per language)
The character is well versed in a Secret Language, this may be the language of a guild, clan or tribe or some form of non-spoken communication. 

Pick Lock (1 Point)
The character is able to pick simple locks if equipped with the correct tools. 

Skilled Pick Lock (4 Points)
The character is able to pick quite complex locks if equipped with the correct tools and is also able to Detect Traps. 

Master Pick Lock (8 Points)
The character is able to pick almost any locks if given enough time and the correct equipment, the Master Pick Lock is also able to Detect Traps and Set/Remove Traps. 

Survival (2 Points per environment)
The character is skilled in the gathering of simple food and water supplies in one specified environment, e.g. woodland, jungle, desert etc. It takes 1 full hour to find food for one person. 

Hunting (6 Points per environment)
The character is skilled in the art of hunting game in a specified environment, e.g. woodland, jungle, desert etc. The character is also able to Track successfully in their chosen environment. The character is able to set/remove traps for large, man sized creatures as well as stalk prey. Laying a trap takes 1 full hour of preparation. 1 full hours hunting will provide food for one person. 

Navigator (2 Points per area)
The character is able to successfully guide by map, chart and astronomic observation is one chosen environment, e.g. plains, deserts, sea, etc. 

Extra Powder (1 Point + ) - must have the skill firearms or heavy firearms
This is not a skill as such, but enables a character to start life with extra black powder and shot. This skill may be taken multiple times and each selection gives a character 6 extra shots. 

The Arcane covers all supernatural skills and abilities, such as magic use, clairvoyance and magical empathy. 

Read Arcane (2 Points)
The character may read magically hidden scripts and cast spells from spell scrolls. 

Write Arcane (4 Points)
The character is able to prepare magical writings and also create spell scrolls from their own spell lists. A spell scroll takes one full hour to prepare. 

Bind Arcane Word (2 points) 
Prerequisite Write Arcane, Japuran and Haritoians only
Developed in the eastern lands of the Arcroc this ability is unknown elsewhere, through arcane ritual at any recharge point the caster may bind the words of a spell from their spell book into a specially prepared parchment in a similier way to Write Arcane, unlike write arcane the spell can only be released via phyical contact between the castor, the scroll and the target. Once released the spell is cast instantly, without lyrics barring the spell name, thus spells cast in this way cannot be dispelled by dispels, however Spellshields and similiers will work as normal. No spell of greater than 6 points may be stored in this way. The ritual time required is 10 minutes per point of spell cast. So a 1 point spell would require a 10 minute ritual, a 2 point spell 20 minutes, etc. 

Clairvoyance (8 Points) - This Skill may only be chosen by a starting character
The character has the ability to predict the future with some accuracy. How accurate this information will be will depend on such factors as depth of investigation, prior knowledge of Clairvoyant, time distance to event and of course quality of role play. 

Magical Empathy (1 Point per magical group eg. Battle, Divine, etc.)
A character with this skill is able to access the hidden depths of the Maelstrom. The character will be able to cast non written magicks through gesture, spoken word etc. A character must have Magical Empathy to choose any spells. Note that because of the nature of the Maelstrom, metal concentrations larger than a small dagger interrupt the magical flow and prevent casting. This include metal armour. 

Changeling (4 Points) - This Skill may only be chosen by a starting character
A changeling suffers from a disease know as Lycanthropy, the character is able to shape-shift, at will, once a day for up to 5 minutes into another creature, usually some form of animal. This polymorphing can take many forms and be of varying degrees of completeness. The most common form of Lycanthrope is that of a wolf or a wolfman, but could be just as easily be a bear, rat or some other creature. A Changeling character may also take the skills Strength, Frenzy and Lethal Blow at half cost, providing these skills only come into play in their changed form. A Lycanthrope is forced to take its animal form at night. A Character wounded 3 or more times in separate combats, by a Lycanthrope will contract a dilute form of the disease. The Character will be unable to shape shift at will, but must take the animal form at night. 

Vampiric (12 Points) - This Skill may only be chosen by a starting character
Vampiric character may attempt to drain the life energy of any prone target to increase their own vitality. For each uninterrupted minute a Vampiric character spends feeding on a Body Location, they may reduce the victims Body Points in that area by 1 point and increase their own Body Points anywhere by 1 point. No character may increase their Body Points beyond their original starting quota. A character whose Body Points are reduced in any location must receive medical assistance or healing as if the wound had be caused by a weapon. A character fed on in this way on more than 3 occasions in any one event will become a living zombie under the control of the Vampiric character. Only the death of the Vampiric character, or a Remove Curse spell will restore the victim. Any character reduced to 0 points front and back torso will die within 5 minutes without medical assistance. Any character fed on more than once in any one hour will die from loss of blood within 2 minutes without medical aid. Vampiric characters have an unusual physiology, although their physical bodies can be harmed by normal means, they can regenerate some of this damage over a period of time (this take place in downtime, between events.). As such Vampiric characters cannot be slain by normal weaponry, blows from such items will harm their physical body but not their true form. Any Vampiric character slain by normal weapons is knocked into a deep coma, but is able to return to a later event unharmed. However, silver weapons of any type will harm the character, causing permanent damage, magical attack, magical weaponry, all religious belief and attacks from the Ethereal can all harm and even slay the character. There are downsides to all this is, a Vampiric character must feed at least once per day or themselves lose one body point per location permanently. These points may never be regained and a character reduced to zero points will be slain. A Vampiric character cannot enter a new building without first being invited, a Vampiric character may never enter a site of religious significance, nor may they enter sanctified areas. 

Apply Runes (2 Points)
The caster is able to apply magical runes to either themselves, another character or in some cases an item. The first runes anyone is taught are the runes of protection. Each Body Location thus protected gains 1 additional body point as if wearing light leather armour. The runes cease to work once the location has been wounded and cannot be used in conjunction with other armour. Apply runes is a prerequistite to all other runes, some of which are listed below along with their points cost. The ancient weapon runes are runes which when applied to ordinary weapons temporarily grant the weapon a magical affect, these take many forms and only the most well known are listed below. Each rune is exhausted by the first blow struck. Each rune selected may only be applied once per day, as the preparation of woad takes time. Once prepared woad takes 8 hours to cure before it is suitable for use. It is however, also possible, if you know where to look, that the curing process may be speeded up via a recharge point in a simlier way to spells. For each uninterrupted ten minutes of meditation at a recharge location the caster may charge 1 point worth of woad, thus, to charge enough woad to make a rune of Protection, a 1 point rune, would require ten minutes of meditation. The caster must be clear as to how much woad they wish to prepare before meditation begins. If at any point the casters concentration is broken, the meditation must begin again to prepare to woad. 

PRIVATE
Rune
Points Cost
Affect


Protection
Free (with Apply Runes)
Protects one location as if wearing light armour.


Spell shield
2 Points
Offers protection as per the spell of the same name.


Bless
1 Point
Protects against the next physical hit. 


Rockskin
4 Points
Adds protection as the spell of the same name.


Calm
1 Point
Calms the target, as per the illusory spell.


Healing
1 Point
Heals one single location by 1 point when applied.


Restoration
4 Points
Heals all locations when applied.


Slow Poison
1 Point
Slows poisoning rate by half.


Remove Pain
1 Point
Removes pain from a victim.


Cleaving
1 Point
The next blow will ignore armour.


Burning
1 Point
The blade burns with a magical fire


Might
1 Point
The next blow count as a Mighty Blow


Enchant
1 Point
The weapon counts as enchanted.



Chosen one (12 Points)
Fate seems to have something special in store for this character, bullets which should surely have killed them just pass through their jacket or bounce of that Bible in their top pocket, sword blows which would have sliced another character clean in two knock you down but somehow fail to penetrate. It might just be luck or maybe the gods are smiling. A character with the arcane skill Chosen one cannot be harmed by black powder weapons unless fired at close range, more importantly, the character may cheat death if slain! The character can be wounded and even killed just like anyone else, but by some miracle, they will be restored to life. Maybe the wound wasn’t as bad as it looked, or the character was only hit by the flat of the blade, for whatever reason, they cheat death and are restored to life 5 minutes after passing on. Any wounds received will still need treating but won’t be life threatening. Once slain the character loses this skill and may never be Chosen again, no matter how many extra experience points he/she may have to spend. 

Fates’ Hand (+2 Points) - This Skill may only be chosen by a starting character
Sometimes things just don’t seem fair! You have everything you want, but the more you get, the more other things seem to go wrong. A player may, if they wish, gain some additional points to spend on their character by choosing to chance Fates’ Hand. Fate is the course of events which are outside of the characters control. The exact course Fate has chosen for them does not become known to a player until the he/she has taken the ability Fates’ Hand, and is chosen at random from a deck of cards. The events dealt by Fate may be good or bad but are almost always double edged. The character may be wrongly accused of a crime, be being blackmailed, be in debt, or even slowly dying of a disease. Each card drawn from Fates’ Hand is worth 2 extra points. A character may draw up to 4 cards from Fates’ Hand for a maximum of +8 points to spend on skills. 

Bind Lesser Ethereal (6 Points) - Requires the spell Commune with Ethereal
Through arcane ritual at any recharge point the caster may entrap a single lesser ethereal creature within a single object. These creatures may then be released in the form of a spell. No spell of greater than 6 points may be stored in this way. A castor may store spells from any magical group providing the right lesser ethereal creature can be found. The ritual time required is 15 minutes per point of spell cast. So a 1 point spell would require a 15 minute ritual, a 2 point spell 30 minutes, etc. Once released the lesser ethereal creature is returned to the ethereal and the storing object is restored to normal. 



Spell Introduction 


A character with the skill Magical Empathy is able to select spells from the following relevant list at the points cost indicated. Any character with Magical Empathy may choose Basic Magics. 

Basic Magic: these are the simple spells, often taught to apprentices; 

Battle Magic: these spells are a selection of spells most suitable for combat; 

Life Magic: these spells all offer life and healing. 

Divine Magic: these spells are most commonly taught to the devout orders 

Ritualistic Magic: these are the magic's of the shamans and druids 

Illusory Magic: the arts of the tricksters and those who aim to confuse. 

Each spell selected may only be cast once per day (a nights sleep being required to regain the spell), however it is possible to take any spell multiple times providing you have the points available. It is also possible, if you know where to look, that spells may be regained through a recharge point. For each uninterrupted ten minutes of meditation at a recharge location the caster may regain 1 point worth of spell, thus, to regain the spell Sneeze, a 1 point spell, would require ten minutes of meditation, while it would require forty minutes to regain the spell Magical Strike, a 4 point spell. The caster must be clear as to which spell they wish to regain before commencing meditation. If at any point the casters concentration is broken, the meditation must begin again to regain the spell. 

Unless otherwise stated all spells have a range of 20ft. and if offensive, cause damage to the Torso unless stated otherwise or another location is selected by the caster. Remember, for a spell to work it must have a full line of lyrics which must include the name of the spell, e.g. By the power of light and magic, I call down the cleansing flame and cast upon you FIREBALL!, you must also make sure the target knows you are casting at them is a similar way to firearms, e.g. shouting You!, evil zombie with the axe or something should get their attention. It obviously isn’t necessary to call if the target can see you. 

Although not essential, many players like to represent spell effects with props and special effects. This really does add to the atmosphere of an event and is most definitely encouraged. 

Stacking Spells
In some cases, certain spells may be cast upon a character to aid their performance. Eg. Rockskin, Bless, Spellshield, etc. No spell of the same type may be cast on the same character at the same type. Casting a duplicate spell onto a character simply negates the first. 

Basic Magic 


Sleep (2 Points)
The target of this spell lapses into a deep slumber, which will last for 5 minutes, unless the character is awakened by at least 1 minute of vigorous shaking or the Awaken spell. This spell cannot be Dispelled if cast by fairies 

Awaken (1 Point)
This spell will Awaken any sleeping character from all slumber, the effect is immediate. 

Trip (1 Point)
This spell causes the victim to Trip over as if snarled by a tree root or similar. This spell cannot be Dispelled if cast by fairies 

Detect Magic (1 Point)
When cast this spell will identify magical aura or enchantment surrounding an object. 

Sneeze (1 Point)
The target of this spell will Sneeze uncontrollably for at least 1 minute. This spell cannot be Dispelled if cast by fairies 

Fumble (1 Point)
When cast the Fumble spell causes the target to drop whatever they are carrying. This spell cannot be Dispelled if cast by fairies 

Dispel (1 Point)
The Dispel spell may be used in two ways, firstly it may be used by touch, to remove the effects of magical Enchantment from objects or characters, secondly it may be used to counter spells cast against the caster. A Dispelled spell has no effect but is still lost by the caster as if it had been cast. 

Rebound (2 Points)
This spell works in a similar way to the Dispel spell in that it counters magic used against the caster. Rebound however reflects the effects of the spell back against the casting wizard. 

Reflect (4 Points)
The Reflect spell work in a similar way to the Dispel and Rebound spells, however the caster is able to Reflect the effects for any spell cast at them back against another creature. 

Comprehend Languages (1 Point)
Through this spell, the caster is able to read a single page of text in any language or understand 1 minute of spoken word. 

Dance (2 Points) - May only be chosen by Fairies - cannot be dispelled
The victim of this spell is forced to dance uncontrollibly for 30 seconds, they may carry out all other actions as normal. 

PRIVATE
Battle Magic 


Magic Missile (2 Point)
A Magic Missile is a bolt of magical energy which causes 1 Point of damage to the target, armour will protect the victim as usual. 

Fireball (8 Points)
A Fireball causes 2 Body Points of damage to every limb and 2 Body Points of damage to front or back Torso (depending on the angle of the blast), and knocks the target to the ground. Armour protects. 

Hammerhand (1 Point)
The caster strikes an opponent with the palm of his/her hand causing the victim to receive damage as if struck by a double handed weapon. The victim is knocked flat if standing. 

Magical Strike (4 Points)
This spell has the same effect as the Hammerhand spell but may be cast from up to 20ft from the target. 

Lightning Bolt (12 Points)
A Lightning Bolt will cause 3 Body Points of damage to every limb and 3 Body Points of damage to front or back Torso (depending on the angle of the blast), and will knock the target to the ground. The victims armour offers no protection from lightning. 

Paralysis (4 Points)
The target of this spell will remain frozen to the spot unable to move for 2 minutes or until they are struck in combat 

Tanglefoot (2 Points)
The targets feet become stuck fast as if sinking into mud or tangled in roots, the spell lasts for 2 minutes during which time the victim will be unable to move their feet, all other abilities will still function as normal. 

Shatter Bone (2 Points)
The caster may break a single limb by touch. The Body Location is immediately reduced to 0 Body Points. 

Boil (6 Points)
This spell causes the body temperature of the target to increase to the point of boiling, skin blisters, blood boils and the target will die within 5 minutes unless cooled down or a Dispel spell is cast over the victim 

Blind (2 Points)
The caster causes a temporary blindness to the target. The blindness lasts for 5 minutes or until cured 

Steal Sight (6 Points)
This spell is a very powerful Blind spell. The victim suffers permanent blindness. This may only be cured by the Cure Blindness spell. 

PRIVATE
Life Magic 


Heal (1 Point)
The caster may magically Heal any 1 Body Point, either on themselves or another character, to any one location simply by touch. Healing is immediate. 

Restoration (4 points)
The caster may magically restore all Body Points to the original starting values, either on themselves or another character. Healing is immediate. 

Ritual (10 Points)
The caster may perform a great healing Ritual on a number of characters at once. The characters must sit within a magical circle while the Ritual is performed. The Ritual will take 5 minutes to perform and must consist of an uninterrupted chant for this period. Up to 10 characters may be healed in this way. Note, the caster cannot be healed by their own Ritual. 

Mend Bone (2 Points)
The caster may magically heal broken bones. The effect is immediate. 

Restore Limb (4 Points)
The caster may magically restore severed limbs. The effect is immediate but the limb will remain stiff for several hours. 

Restore Life (12 Points)
The caster may actually restore life to the dead. The caster must perform the Restore Life spell within 1 hour of death for the spell to work. The spell require 5 minutes of uninterrupted meditation over the body. Once complete the victim is restored to life with 1 Body Point per location. 

Remove Paralysis (2 Points)
This spell cancels the effect of either the Paralysis spell or potion. 

Cure Disease (2 Points)
This spell will remove all traces of natural disease from a character. 

Remove Curse (2 Points)
This spell will remove all traces of magical curse placed upon another character. 

Cure Lycanthropy (2 Points)
This spell will remove the effects of the disease Lycanthropy. Only someone who contracted the disease from contamination may be cured. Natural Lycanthropes have had the disease from birth and cannot be cured as it is part of their genetic makeup. 

Cure Blindness (1 Point)
The spell removes the effects of all blindness including magical blindness. 

Detect Poison (1 Point)
The caster of this spell is able to detect all non-magical poisons 

Slow Poison (2 Points)
This spell enables the caster to slow the rate of poisoning, the poison will take twice as long as would normally be the case to take effect. 

Remove Pain (2 Points)
The caster is able to magically ease the suffering of all pain in a single target by touch. 

Death Sleep (6 Points)
The caster is able, by laying on of hands, to place a single, mortally wounded character into a deep, restful slumber. The character in this sleep can come to no harm and any previous wounds will not worsen. The spell lasts 24hrs or until an Awaken spell is cast. If the wounded character does not receive treatment for their wounds before this period they will die from their injuries. 



Spell Shield (2 Points)
The Spell Shield offers protection from the effects of magic. A character protected in this way must ignore the effects of the next spell cast on them as if it had been dispelled. Note: A Spell Shield will negate all spells including beneficial magic such as Heal. 

Command (8 Points)
The caster of the Command spell may instruct the target to perform any action of up to three words, e.g. I command "Attack your friends" or I command "Drop your weapon." A command spell will last for 2 minutes or until the victim is slain or Subdued. The caster cannot command the target to do anything completely out of character or self destructive, e.g.. I command "Kill yourself" just won’t work. 

Fear (1 Point)
The caster of this spell causes the target to fear them. A character under the influence of this spell, must try to stay away from the caster and will run from them if chased. Fear lasts for 2 minutes. 

Terror (2 Points)
The caster of this spell causes the target to be in terror of them. A character under the influence of this spell, must attempt to run from the caster. Terror lasts for 2 minutes. 

Enchant (4 Points)
The caster may magically enchant an object so that it counts as magical. This enchantment last for 1 hour. If the object is a weapon the enchantment will last 1 hour or until a blow is struck. 

Turn (2 Points)
The caster may repel the living dead through the use of holy words and symbols. The undead react as if in Fear of the caster. 

Rock Skin (4 Points)
The target of this spell is imbibed with magical protection when touched by the caster. Every location on the target gains +5 body points as if protected by plate mail. The spell lasts until each location is worn down as if real armour had been damaged. Unlike plate, Rock Skin cannot be repaired. Rock Skin cannot be used in conjunction with metal armour. With regards to special damage calls, these points count as extra endurance levels, and not armour in any way. 

Redemption (4 Points)
The caster calls upon the word of God to destroy the magical link through which the undead survive. For each full minute the caster calls upon their god, a single undead creature targeted by the caster will suffer 1 point of damage. 

Hold Undead (2 Points)
This spell magically entraps a single undead creature, freezing them to the spot. The undead creature remains trapped for 5 minutes or until the caster is slain. 

Raise Dead (12 Points)
The caster is able to raise the dead to a state of undeath simply by touch. The risen can then be controlled by the caster by the use of simple commands. The spell last until the caster chooses to end it or the newly risen are slain, but the risen creature cannot act on its own initiative and will follow all commands to the letter. 

Commune With Dead (4 Points)
Through use of this spell the caster may talk to the dead. The information the dead creature is able to supply depends on the time dead and knowledge of the creature in the first place. 

Curse (6 Points)
The Victim is Cursed by the caster. A Cursed character will receive double the amount of damage normally caused in hand to hand and long range attack. Only death or a Remove Curse spell will cancel the affects of a Curse. 

Exorcise (4 Points)
Through ritual, the caster is able to remove the affects of demonic, spiritual or ethereal possession from a single character. 

Vengeance (8 Points)
When nearing death the caster is able to call upon his/her god to reap a terrible revenge on their enemies. Upon casting the caster becomes immune to all damage and imbibed with great strength, treating all blows as Mighty Blows for the duration of the spell. The spell lasts for 1 minute, at this point the caster succumbs to his/her wounds and is slain. 

Sanctify (1 Point)
This spell purifies items in the name of God. The item must be handled by the caster and takes 1 full minute of prayer to Sanctify. Water treated in this way becomes holy. Holy water causes 1 wound when thrown onto undead and knocks the target down. 

Bless (1 Point)
The caster may protect one character from harm simply by laying on of hands. A Blessed character may ignore the effects of the next physical hit. 

Courage (2 Points)
The target of this spell will feel no fear for its duration. They will also be immune to the spells Fear and Terror. Courage last 5 minutes. 

Commune with Ethereal (4 Points)
The caster of this spell may attempt to speak to the creatures of the spirit world. Spirits include such things as Demons and Deities as well as ghosts etc. 

Commune with Animals (2 Points)
The caster is able to communicate with animals, though not all animals will be that willing to talk. 

Hold Spirit (4 Points)
This spell magically entraps a single ethereal creature, freezing them to the spot. The ethereal creature remains trapped for 2 minutes or until the caster is slain. 

Entrap Ethereal (4 Points)
This spell magical entangles a single ethereal creature as long as the caster maintains the spell. The caster is required to continuously chant a ritual to hold the spirit. The chant must include at least 4 words. 

Banish Spirit (6 Points)
The caster is able through ritual and the use of magical symbols to banish a spirit back to the world of the ethereal. 

Spirit Wrack (8 Points)
This spell causes immense pain on any creature from the world of the ethereal. The pain is so great as to completely disable the creature for the duration of the spell. The spell lasts for 5 minutes or until the caster chooses to end it. The creatures name is required for this spell to work. 

Summon Spirit (6 Points)
This spell allows the caster to summon a creature from the ethereal world. Some ritual is required as is the name of the spirit being summoned. The caster has no control over summoned spirits. 

Spirit Gate (4 Points)
The caster is able to open a magical gateway between the world of the ethereal and the real world. Any creature may pass between the two worlds freely until the gate closes. Many factors affect the length of time the gate remains open including the casters abilities and the will of the spirits. 

Assume Ethereal (6 Points)
The caster through chant and ritual is able to slip into the world of the ethereal. While in this state the caster will remain invisible to the living eye for as long as the he/she continues to chant. The caster may move freely and observe events but may not interact with the living world in any other way. The caster cannot maintain this spell for longer than 5 minutes, any attempt to do so brings the caster crashing back into the living world, the caster will immediately become visible, suffer 1 wound per location, and be knocked down as a result. 

Detect Ethereal (2 Points)
By means of this spell the caster is able to detect the presence of ethereal creatures or spirits. 

Rainbow Sight (2 Points)
The target of this spell will see beautiful flowing lights floating around them. The sight is so awe inspiring as to completely transfix the victim for 2 minutes. During this time the victim may do nothing but gaze around them. If struck in combat the spells hold over the target is broken. 

Calm (1 Point)
A feeling of deep relaxation will overcome the target of this spell. This spell will cancel the affects of Fear and Terror spells. It will also calm angry and violent creatures. Calm lasts for 2 minutes. 

Befriend (2 Points)
One creature, targeted by this spell, will believe the caster to be his/her long lost friend, all of the casters words will seem believable and trustworthy. The effects of these words will last for 5 minutes after the spell is cast. 

Beneficence (6 Points)
The caster of Beneficence will appear as a great person to all around. All his/her words will seem wise and sensible to those who hear. The belief in the casters words will last for 5 minutes after the spell is cast. 

Hallucinate (6 Points)
The victim of this spell will see images suggested to them by the caster. The spell will last while the caster describes the scene or five minutes, whichever is the shorter. 

Smite (1 Point)
The target of this spell will believe themselves to have been struck as if by a double-hand weapon, no damage is caused but the victim is knocked down by the imaginary force. 

Potions and Poisons 


Potions and poisons can be brewed by any character skilled in the art of Herblore. All potions and poisons take two hours to prepare. A Master Herbalists may prepare Heal and Restoration potions in half this time. Note, other potions and poisons exist and only some of the most common are listed below. 

Note: If you intend to use an actual representation for your potions or poisons, You must clear its use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. 

Healing
Healing Potions are a natural infusion of herbs and roots brewed to treat minor wounds. A single Healing Potion will cure 1 wound if taken internally. Only one Potion may be administered every 5 minutes. Note: Healing Potions cannot cure disease or mend broken bones. 

Restoration
Restoration is a very powerful Healing Potion brewed by Skilled Herbalists. One Restoration Potion, taken internally will cure all wounds on a single character. Note: Restoration potions cannot cure disease or mend broken bones. 

Sleep
A Sleep potion taken internally will cause the recipient to slip into a peaceful slumber. The sleep will last for 5 minutes although the victim can be woken be vigorous shaking or the Awaken spell. This potion is brewed by Skilled Herbalists and Skilled Alchemists and takes 1 minute to take effect. 

Paralysis
A potion of paralysis causes the victim to become frozen, unable to move or talk but fully aware of their surroundings. The effects of the potion lasts 5 minutes and only a Remove Paralysis spell can break the effect. This potion is brewed by Skilled Herbalists and Skilled Alchemists and takes 1 minute to work. 

Cure Disease
This potion is brewed by a Skilled Herbalists and can cure most non-magical diseases. It is necessary to brew a potion to match the disease. 

Painful Death
This nasty potion can only be brewed by Master Herbalists and Master Alchemists. When taken internally the victim lapses into a painful fit. This will continue for 1 hour at which point the victim will die if no cure is found 

Peaceful Death
When this potion is consumed the victim lapses into a peaceful sleep. Death will occur 1 hour later if no cure is found, only Master Herbalists and Master Alchemists may brew Peaceful Death potions. 

Immunity to Poison
A Master Herbalists is able to brew various potions which neutralise the affects of poisons. Each poison type requires a different potion. Potions can be brewed to protect against Painful and Peaceful Death potions, the blade Poison and certain creature venom's. It is also possible to brew potions which protect against Sleep and Paralysis. A single Immunity to Poison potion will remain effective for 24hrs. after consumption. Several potions of differing type may be taken at once to allow for multiple protection. 

Blade Venom
Blade venoms are poisons brew by Skilled and Master Herbalists which are coated onto the cutting edge of weapons to cause additional damage or effect. A blade venom lasts until the first blow is struck, the blow must wound for the venom to function, so wounds saved by armour negate the poison and it is wasted. Only one venom may be applied to a blade at a time. 

Poison
There are many different blade poison, all of which have similar results. A Poisoned blade will cause 1 additional wound and may be applied to any bladed weapon. 

Sleep
Sleep venom has similar effects to the Sleep potion, the Sleep however only lasts 1 minute. The venom may be applied of any bladed weapon. 

Paralysis
Paralysis venoms have the same effect as the potion, but the Paralysis will only lasts 1 minute. This Venom may be applied to any bladed weapon. 

Combat System 


The combat system in the world of The Arcroc is designed to be as realistic as possible while still maintaining the highest levels of safety. Combat involves two or more individuals acting out every slash and blow and every thrust and parry, as some physical contact in necessary there are a few simple guidelines that need to be followed. 

1. All weapons must be made from foam/latex and must be reasonably lightweight with no sharp or jagged edges. As a rule of thumb if you would not want to be hit by it then it isn’t safe. Shields will need to be foam fronted and must never be used to "shield barge" as this can lead to injuries. 

2. Firearms must be of the replica, percussion cap or blank firing variety and must not fire any form of projectile. 

3. Bows and crossbows must be no larger than 28lb pull and must fire thick foam tipped arrows/bolts. Under no circumstances should shots be aimed for the head or genitals. Fire into mass combat should be avoided as firstly you cannot guarantee where your shoot will land and secondly these hit are often not noticed by the target in the thrust and push of the fight. 

4. All blows must be delivered with limited force. At no time should you deliberately aim for the head or genitals of an opponent and you should never push or shove an opponent. If you feel that your opponent isn’t "taking their wounds" don’t hit them harder, speak to a referee who will act accordingly. 

5. At no time should you retaliate if another player or crew member does break any of these rules. Firstly it may have been an accident and they may well apologise straight away. Secondly, retaliation doesn’t help anyone. If you are unhappy with the behaviour of any player or crew member please talk to a referee who will take appropriate action. 

6. All weapons that you intend to use in combat must be checked at the beginning of the event by a referee. An area will be made available for this. 

It is hoped that with these guidelines an enjoyable and safe event will be had by all. 

Now, on with the system...... 

Body Points
All basic players have two body points per location, locations being front and back torso, and each limb. Head blows are illegal and so have no value. 

Wounds
Wounds are caused when a location is struck, shot at, or attacked by magic. Any location reduced to zero points by combat, missile fire, firearms or magic is badly wounded and becomes useless. If the front and back torso are both reduced to zero the victim lapses into unconsciousness and will die within five minutes without medical attention. If the front and back torso are reduced below zero they are critically injured and will die within two minutes without assistance. 

Any limb reduced below zero is considered severed and will need major attention. This injury is severe and the victim will immediately collapse and die within five minutes without assistance. 

First aid, potions and healing magic's can be used to treat all wounds and stop bleeding. However only the spell restore limb can be used to heal severed limbs. 

Please role play your wounds effectively, if both your legs are on zero points and you are on the ground, moan and scream. It would hurt. 

Armour
Armour protects the wearer from harm by absorbing the damage from the blow. Armour only protect the area it covers, so try to make your representations are realistic as possible . Some weapons, notably powerful firearms and some magic will penetrate or even destroy armour thus causing wounds straight to the body. 

The chart below outlines the amount of damage amour may absorb before it is damaged beyond use and will require repair. 

PRIVATE
Armour

Protection

Leather, light furs, or paper

1 Point

Thick or studded leather, thick furs, wooden or bone

2 Points

Thick studded leather, ring mail or scale mail

3 Points

Chain mail

4 Points

Plate mail

5 Points

Leather or wooden helmet

+1 Point

Metal helmet

+2 Points


A character with the skill Strength may stack armour one on another up to 8 points deep on the torso and six deep on each limb. A player wearing a helmet may, in addition add +1 point for a leather or wooden helm and +2 points for metal helmets to the torso. This seems the fairest way of representing otherwise dangerous and illegal head blows. 

Armour repair
Any player may attempt to repair armour temporarily. This will take five minutes of uninterrupted repair and will return the armour to its’ previous maximum -1. E.g.. If you are wearing chainmail and in was damaged in combat, repairing it would restore it to an armour value of 3 (4 - 1). If that armour was damaged again it couldn’t be repaired beyond 2 (3 - 1). A player with the skill Armourer may restore amour to its’ maximum strength with no penalties, this however is a complex job and will take at least an hour of uninterrupted work. 

Weapon Effects and Damage
Weapons cause different amounts of damage depending on type and construction. For any weapon to cause damage it must be swung its’ full length, approximately its’ blade or hafts length. Taps from six inches away are not blows and won’t cause damage. 

PRIVATE
Weapon
Damage
Notes

Single handed weapons: swords, maces, etc. All thrusting weapons
1 Point
See unusual weapons list for notes on flails

Light throwing weapons: knives, throwing stars, darts or sling shot
1 Point
A light throwing weapon cannot harm an armoured opponent, nor cause damage to armour

Heavy throwing weapons: javelins, spears, hammers etc. Crossbow pistol
1 Point
Crossbow pistols penetrate armour

Large two handed weapons: Swords, axes, etc.
2 Points
Requires both hands to use, wounded target of man size or less is knocked down

Arrows and Heavy Crossbow bolts
2 Points
Arrows and bolts penetrate armour and knock down the target

Wooden and Bone weapons
1 Point
All Wooden or bone weapons cause 1 wound regardless of size



Blade venom
All edged weapons, swords, daggers etc. can have venom's applied to the blade. The venom lasts for one strike and it is necessary to call the venom type at the time of the attack. E.g.. shouting "Paralysis" if that were the venom to alert the victim. It the venom attack in negated by armour the venom has no effect. 


Enchanted Weapons
Some weapons may be magical in nature or enchanted by magic while some creatures may only be struck by magical or enchanted weapons. When striking such a creature with a magical blade it is necessary to call the magical attack type, E.g.. "Enchanted", "Holy" or "Flaming blade" etc. It isn’t necessary to call if the attack would work without the enchantment. 

Firearms
Firearms cause damage as stated below and as no projectile is fired the target must be made aware of the shot. (Shouting, "You, Orc in the blue" or similar usually works.) 

PRIVATE
Firearm
Range
Damage
Notes

Small pistols, derringers, etc.
10ft
1 Point


Pistols
20ft
1 Point


Blunderbuss and Duckfoot pistols
10ft
1 point to the torso and 1 point to each limb or 1 point to each leg
Double damage at point blank range to a single location

Blunderbuss and Fowlers
15ft
1 point to each location
4 points to location at point blank range. Knocks down victim

Carbines and Muskets
30ft
1 Point
Penetrates armour at less than 15ft

Rifles and Jezels
60ft
1 Point
Penetrates armour at less than 30ft

Volley Guns
30ft
1 Point per barrel up to a maximum of 6
Penetrates armour at less than 15ft

Swivel Guns, Musketoons, etc.
30ft
4 Points per location.
Double damage at point blank range. Knocks down victim.

Long Rifles (over 5ft)
80ft
1 point
penetrates armour at less than 40ft 


Unless stated, or at point blank range or the character has the skill Marksman all firearm shots wound the Torso. 

Using these rules, all weapon damage should be self explanatory, with no damage calls being required. Providing your opponent can see the striking weapon, the amount of damage taken should be clear. It is never necessary to call "single" hits, if no call is made, a blow is clearly a single. However if striking from behind is may be necessary to call "double" hits if your target can’t see you. 

Firearms Novice
Characters with this skill will always hit the torso, even at point blank range, this is because all their effort is going into controlling the recoil, rather than aiming. Also, all Pistol and Blunderbuss ranges are halved, including armour penetration, the character is simply not a very good shot. Characters with Firearms Novice cannot use other firearms as the weapons require too much maintanence for them to use effectively. 

Point blank range
All firearms penetrate armour at point blank range. (Less than 1ft.) 

Unique and Unusual Weapons
The following weapons are very rare items, only manufactured in a single country and usually only by specialists, these weapons will be very difficult to find and are not available to a starting character. 

Caltrops Caltrops are unusual weapons fielded by the man-at-arms of Migra. The design of caltrops vary from simple nails fused together to solid spike covered balls. Too light weight to cause damage in combat, these weapons are designed so that when thrown they will always land with a spike facing upwards. When trodden upon a single caltrop will sink deep into the foot causing 1 single hit, through light armour, to the appropriate foot. Heavy metal shoes or thick wooden boots will afford armour protection. Caltrops are bladed weapons and may have blade venoms applied. 

Creathan Fire Flasks
The secret of Creathan fire is known to only a few Master Alchemists from the island of Creatha. The bombs are made from pottery casks filled with a highly volatile mixture of oils, black powder and other secret ingredients. When the flask is shattered the contents bursts into flames, scattering burning liquid on anyone close enough. Anything hit by Creathan fire will suffer 1 point per location of damage, through armour. Creathan fire will however continue to burn, causing 1 additional hit every 30 seconds until put out. Only smothering, rolling or complete submersion in water will kill the flames. Anyone touching a burning body will also suffer 1 point of damage as the sticky, flaming oil touches them. 

Haritoian Fire Throwers
Haritoian Fire Throwers use a similar oily substance to the Creathan Fire Flasks. A 4ft-6ft Bamboo tube is packed with a charge of black powder, the tube is then filled with the thick oil. When the charge is detonated, via a small fuse, the contents bursts into flames and a thick jet of burning oil is projected forwards towards the target. Anyone hit by Haritoian Fire will receive 1 point of damage through armour. Unlike the Creathan version, Haritoian fire evaporates soon after ejection, and so causes no additional damage. 

Grenades
The grenades of the Arcroc are simple anti-personnel affairs, consisting of a fused pottery pot packed with Black Powder and shrapnel. These devices, which are currently only manufactured at the Gunnery School of Berg in Langonay, explode showering a 10ft area around them with debris. Any creature within this area will receive 1 point of damage to each limb, and 1 point to either front or back torso, depending on the angle of the blast. Armour protects as normal. 

Blowpipes
The blowpipe, which is only found in Amazonia, is a hollow tube through which a small, lightweight dart is blown. The darts themselves cannot penetrate armour, and are too light to damage as such but are almost always poisoned by the native tribes who carry them. A blow dart may be tipped with any of the blade venoms. 

Flails
Although not that unusual, the rules for flails do require some additional explanation. Flails are heavy, unwieldy weapons which require great endurance to use effectively. To reflect this, all flails, whether 1 or 2 handed, require the skills Strength and Double Handed Weapon to use, because of the great weight of a flail all non-wooden flails cause 2 wounds, even if wielded single handed. 

Cestus (also: Knuckle Duster or Fighting glove.)
The Cestus is a thick leather glove that has spikes, razor edges or blade running along the back and on the knuckles. These weapons are typically found in Creathan arenas and are less common else where. Because of the vicious nature of the Cestus, and its’ close association with banditry, many lands, including Langonay, Japura and the Wildlands have outlawed its’ use and heavy penalties for its possession exist. All Brawling damage caused whilst wearing a Cestus counts as permanent. 

Flaming Arrow
Found across the Arcroc, the flaming arrow is a specially designed and weighted missile wrapped in pitch socked rags. The arrow is ignited and fired from a bow, causing additional damage to flammable targets. Because of its’ extra weight, a flaming arrow cannot penetrate heavy armour. Only a character with the skill Bowyer may make effective flaming arrows. 

Artillery
Artillery represents very powerful field pieces, ballistas, catapults, cannons etc.

A Ballista causes 6 wounds on a single location, destroys armour and will knock the target unconscious. The victim will dies within 2 minutes without medical help. 

Catapult/Trebuchet will cause 6 wounds to a single location, knock the victim unconscious and cause death within 2 minutes without medical assistance. 

Cannons cause 6 wounds on all targets within a 1ft wide corridor of the barrel and within a 60ft range. Cannons destroy armour. 

Mortars cause 6 wounds on all targets within 10ft of the detonation. Mortars destroy armour. 

Organ Guns have a range of 30ft cause 4 wounds on all targets in the line of fire. 

Reload times
Firearms take 1 minute per barrel to reload. All barrels must be reloaded before a gun may fire. 
Blunderbusses, swivel guns and fowlers take 2 minutes to reload. 
Cannons take 5 minutes to reload, or 3 minutes if a player with the Master Gunner skill is supervising the cannon. 

Misfires
A misfire occurs when the percussion cap or blank fails to detonate. If a firearm fails to fire twice in a row the gun backfires causing 1 point of damage, through armour on the firers arm holding the gun, or in the case of rifles, volley guns, muskets and blunderbusses 1 point of damage to the front torso. 

If a black powder artillery piece misfires all crew receive 6 wounds and are knocked unconscious They will die within 2 minutes without medical assistance. 


Special Skills
Brawl
A character with this skill may cause temporary damage without the aid of weaponry. For safety reasons all brawls must be carefully handled. Under no circumstances must a blow actually land. If you aim to miss by around 6 inches you should be safe enough. A blow from brawling causes 1 temporary wound. A character reduced to zero points from brawling lapses into unconsciousness and will remain so for 2 minutes. 

Martial Master
A character with this skill is an expert in the art of hand-to-hand combat, they gain the skills Basic Weapon, Double Handed, Staff, Brawl and Dodge. 

Subdue
A character with this skill may knock another unarmoured character into unconsciousness if striking from behind with a single blow. A subdued player will remain unconscious for 2 minutes. 

Lethal Blow
A character with this skill may deliver a killing blow against an unarmoured opponent. A Character stuck in this way will lapse in unconsciousness and will die within 5 minutes without medical help. Armoured opponents receive relevant armour damage instead. 

Slit Throat
A character with the Slit Throat skill may strike from behind with a dagger immediately reducing the target to zero point on front and back torso. If the victim is wearing some sort of throat armour the Torso armour receives 1 Point of damage instead. 

Master Gunner
A character with this skill may reload a cannon within 3 minutes rather than the usual 5 minutes. Also a Master Gunner may ignore any damage affects caused by firearm misfires , the Master Gunner keeps his gun in perfect order and any faults are minor. Finally a Master Gunner may check another characters gun for faults, any gun checked by a Master Gunner may ignore its’ first misfire. 

Marksman
A character with this skill is a crack shot and may effectively double the range of non-scatter type firearms. A marksman is also able to select the location struck if within normal firing range. Note: Blunderbusses, Blunderbuss type pistols, Swivel Gun type and Fowlers fire scattered shot and so may not be used with the Marksman skill. 

Frenzy - Norvic, Wildland, Japurian & Saratosian characters only
The character is extremely savage. The character enters a state of bloodlust when in combat and will not stop fighting until all his opponents are dead or the character themselves have been reduced to the negative equivalent of their starting wounds, E.g.. if the character has 2 Body Points Front and Back Torso, these would need to be reduced to -2 to cause unconsciousness. This effectively doubles a characters Body Points. A badly wounded (i.e.. any Body Location reduced to 0 Points or below) frenzied character will collapse immediately after combat and must be treated as normal. Limbs reduced below 0 still become useless. 

Dodge
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may ignore the first blow struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal. 

Mighty Blow
A character with the skill Strength, may land a Mighty Blow against a hand to hand opponent, once per day. A Mighty Blow will cause double the amount of damage normally caused by the weapon type used. I.e. 2 points of damage for a single handed weapons, including throwing weapons and 4 points of damage for double handed weapons). 

Haritoian Martial Master - Haritoian characters only
The people of Harito have developed a form of martial mastery little known to the rest of the Arcroc. Although there are many different forms of these arts, all achieve similar results, striking with hands and feet at lighting speeds, and achieving seemingly impossible feats of acrobatics. All masters of these arts gain the skills Brawl, Subdue and Dodge. In addition, these characters may cause permanent damage, even when striking unarmed as if armed with a Basic weapon. The character may also harm an armoured opponent even if striking with an Improvised weapon. The character may also parry blows from weapons using hands and feet as if using a shield. Only blows deliberately parried are deflected, other blows wound as normal. Blows striking the torso will always wound. 

In addition to these skills a character may perform the following feats once per day. 

Dragons Fist
By summoning a great force the character may strike a Mighty Blow against an opponent. 

Swift Wind
The character is able to concentrate the power of his/her energy into one mighty mental shove, the character may effectively cast the spell Smite. 

Leaping Tiger
The character is able to leap thrice his/her own height in a single leap. 

Eagles Claw
Through great concentration the character may deliver a crushing blow to any item gripped, wood will shatter, bones will break and metal will bend. 

Quivering Monkey
The character is able to vibrate his/her palm at great speed. so as to cause multiple shock waves. Any character hit will receive 4 wounds, through armour. 

Stinging Scorpion
Through a precision strike the character is able to paralyse a victims limb for 24hrs. 

Character advancement in The Arcroc 



The Arcroc is a vast world of forests, rivers, villages, mighty cities; deserts, hills and mountains, populated by thousands of people of all types and races. It is a world of magic and monsters, of horrific demons and all seeing deities, of mighty heroes .............. - So where are these great warriors and mysterious sorcerers?. Players in the Arcroc have only 20 points, 28 maximum, if they’re prepared to risk Fates Hand, to spend on developing a character. They may be strong, but others are definitely stronger. 

Experience: As a character progresses through life, he/she will survive life threatening situations, solve complex problems and win many combats, gaining more knowledge of the world of the Arcroc as they go. To reflect this a player will gain extra points to spend on their character for each adventure they survive. The minimum points a character can gain is 1 point for surviving a 1 day adventure, 2 points for surviving an overnight adventure and 4 points for completing a weekend adventure. Additional points can be gained through heroic actions and quality role play. 

Now, these points are spent on your character to improve various skills, abilities and arcane use, the more points you have, the better your character. However, there comes a point when your character will have outgrown the existing rules - it’s unlikely he/she will have all the skills available, but very likely that you will wish to develop a particular theme further than previously allowed. To reflect this five additional rule sets exist, each providing advancement in almost all areas beyond the scope of the original rules. Skills may be freely chosen from each set up to the maximum current point value of your character, eg: Mortain the Barbarian is a 52 point character, which makes him a champion. He may choose any skills he has experience available for from Adventurers in the Arcroc, and also from the Champions in the Arcroc rules, he cannot choose from Heroes in the Arcroc or above until he has reached the minimum point value of those advancement rules. The full set of rules are: - 

Adventurers in the Arcroc ............................................... 0 - 39 point characters
Champions in the Arcroc ................................................. 40 - 59 point characters 
Heroes in the Arcroc ...................................................... 60 - 79 point characters 
Mighty Heroes in the Arcroc ............................................ 80 - 99 point characters 
Lords and Ladies of the Arcroc ......................................... 100- 199 point characters 
Of Demons and Deities .................................................... 200+ point characters 

PRIVATE
Champions Character Advancement 

Combat SkillsMighty Strength (4 Points) - Prerequisite: Strength 
The character has Mighty Strength, The character may move very heavy objects with greater ease then weaker individuals. More importantly they may strike a Mighty Blow once per hour. A Mighty Blow causes double the amount of damage a normal blow would. i.e.. 2 points of damage for a single handed weapon, including heavy throwing weapons and 4 points of damage for double handed weapons). 

Lethal Blow II (16 Points) - Prerequisite: Lethal Blow - may be used once per hour. 
A character with this skill may deliver a killing blow against an unarmoured opponent. A Character stuck in this way will lapse in unconsciousness and will die within 5 minutes without medical help. Armoured opponents receive relevant armour damage instead. Note: Lethal Blow II just allows more killing blows to be struck in a day, the call is still simply “Lethal Blow”. 

Expert Marksman (6 Points) - Prerequisite: Marksman. 
A character with this skill is a crack shot and may effectively triple the range of non-scatter type firearms. An Expert Marksman is also able to select the location struck if within double firing range . Note: Blunderbusses, Blunderbuss type pistols, Swivel Gun type and Fowlers fire scattered shot and so may not be used with the Expert Marksman skill. 

Pistolier (6 Points) - Prerequisite: Marksman. 
A character with this skill has great co-ordination, he/she may shoot with 2 non - scatter type pistols at two separate targets at the same time. Note: Blunderbuss and Duckfoot type pistols, fire scattered shot and have too much recoil to be used with the Pistolier skill. 

Rapid Reload (6 Points) - Prerequisite: Firearms or Heavy Firearms 
A character with this skill is used to loading guns under pressure. He/she may reload any firearm faster than normal. 
Rapid Reload times : Firearms take 30 seconds per barrel to reload. All barrels must be reloaded before a gun may fire. Blunderbusses, swivel guns and fowlers take 1 minute to reload. 

Haritoian Martial Master Champion - (12 Points) - Prerequisite: Haritoian Martial Master 
Haritoian Martial Master Champions’ have studied their art well beyond the norm. A Haritoian Martial Master Champion may use any of the Haritoian Special Skills he/she is trained to use twice per day rather than simply once per day. 

Leg Sweep (2 Points) - Prerequisite: Haritoian Martial Master 
The character may sweep the legs from under an opponent with a gentle tap with foot or hand, the victim fall to the ground as if the spell Trip had been cast. 

Limb Break (4 Points) - Prerequisite: Haritoian Martial Master 
The character may break a man-sized opponents unarmoured limb with a single blow, the limb is immediately reduced to zero points and becomes useless - armoured opponent cannot be harmed by Limb Break. 

Disarm (6 Points) - Prerequisite: Haritoian Martial Master 
The character may disarm a single opponent with a single strike just as if the spell Fumble had been cast against them. 

Throw (4 Points) - Prerequisite: Haritoian Martial Master 
By using an opponents strength against them the character is able to throw a man-sized opponent 10 feet in any direction with a gentle shove. The victim lands up to 10 feet away and falls to the ground as if the spell Trip had been cast. 

Dragons Tail (6 Points) - Prerequisite: Haritoian Martial Master 
The character is able to concentrate the power of his/her energy into one psychic shove, the character may effectively cast the spell Magical Strike.This skill may be employed by a Haritoian Martial Master once per day and a Haritoian Martial Master champion twice per day. 


Defensive SkillsDodge II (4 Points) - Prerequisite - Dodge - cannot be taken more than once 
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may, when combined with Dodge ignore the first two blows struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal. 

Dodge Bullet (2 Points) - Prerequisite - Dodge - once per day. 
The character is either very fast or very lucky, he/she may dodge out of the way of one bullet per day, the character may choose which shot this is, but only one may be dodged per day. 


Trade SkillsFast Worker (8 Points per skill) - Prerequisite - Any Trade skill. 
The character is well used to working quickly, they may perform any task in a particular trade twice as fast as normal. E.g.. poisons and potions will take half the time to prepare, repairs can be carried out 30 minutes rather than 1 hour, etc.. 


Additional SkillsThe following skills fit into a much broader spectrum of abilities and so have been grouped together for convenience. 
Escape Artist (8 Points) 
The character with this skill is able to escape even the best tied ropes. handcuffs etc.. with ease. 

Rock Hard 4 Points, Prerequisites Brawn & Brawl
The character has lived a tough life or has untaken extensive training which enables them to absorb blows which would harm a weaker individual. A character with this skill may ignore the effects of the first blow of any brawling damage (although they must still react to the blow) or the first attempt to subdue them. In addition, the character reduces the time unconcious from brawling/subdual damage by a quarter. 


Arcane SkillsSupernatural Health (8 Points) - Prerequisite - Health 
The character with this skill is immune to the affects of all poisons. 

Set Magical Trap (6 Points) - Prerequisite - Bind Lesser Ethereal 
The caster may entrap a single item to release the effects of a single spell, (of up to six points) when tampered with. The caster must have the spell in their spell list and setting the trap counts as casting. The item will remain trapped until either a Dispel spell is cast over the object or the spell is released. 

Immunity to Religion (6 Points) - Fairies & Vampiric characters only 
The fairy or Vampiric character with this skill has come to terms with religion and so cannot be harmed by religious belief. 

Spider Climb 2 points, prerequisite Vampiric, once per day.
The vampire with this skill is able to climb up to 100ft of sheer surface once per day, the character does not need hand or foot holds to do this, they simply cling to the surface. This skill may be taken up to 3 times by a single character. 

Domain 1 point, prequisite Vampiric
The vampire with this skill has lived long enough to choose an area of land as his/her Domain, the land will start to shape to reflect the vampires personality. E.g. A dark or evil character will find their domain becoming stormy with tree with little or no leaves, etc. Domain is also a prerequisite for later vampiric skills and can also affect Downtime Actions. 

Dominion 2 points, prerequisite Domain
The vampiric character has limited control over up to 5 individuals NPCS, these NPC's are from the vampires Domain and the vampire may guide their actions, see through their eyes and to a limited degree hear their thoughts. This skill has some benefit in character and in Downtime. 


Basic MagicBind Tounge (4 points)
A character target by this spell will be struck dumb for 1 full minute, they will not be able to make any articulate sounds during this period, this will prevent all spoken communication, spell casting requiring vocal instructions etc. 

Mass Awaken (4 Points) - Prerequisite - Awaken 
This spell will Awaken any sleeping characters from all slumber, the effect is immediate. 

Mass Trip (4 Points) - Prerequisite - Trip 
This spell causes up to four victims to Trip over as if snarled by a tree root or similar. This spell can be Dispelled even if cast by fairies. 

Mass Sneeze (4 Points) - Prerequisite - Sneeze 
Up to four characters targeted by this spell will Sneeze uncontrollably for at least 1 minute. This spell can be Dispelled even if cast by fairies. 


Battle MagicMagical Hail (8 Points) - Prerequisite - Magic Missile 
Magical Hail is a multiple Magic Missile attack, up to four targets with 10ft of each other are struck simultaneously by a bolt of magical energy which causes 1 Point of damage to the target, armour will protect the victims as usual. 

Mass Tanglefoot (8 Points) - Prerequisite - Tanglefoot 
This spell may be used to entangle up to four creatures, the targets feet become stuck fast as if sinking into mud or tangled in roots, the spell lasts for 2 minutes during which time the victim will be unable to move their feet, all other abilities will still function as normal. 


Life Magic

Halt Poison (6 Points) - Prerequisite - Slow Poison 
This spell enables the caster to halt the effects of poisoning, the victim of poisoning will not deteriorate further, but will still require a cure. 


Divine MagicSpell Wall (12 Points) - Prerequisite - Spell Shield 
The Spell Wall is an advanced Spell Shield and is cast through means of a protective ritual. Up to ten characters may be protected in this way and each character must ignore the effects of the next spell cast on them as if it had been dispelled. Note: A Spell Shield will negate all spells including beneficial magic such as Heal. 

Mass Fear (8 Points) - Prerequisite - Fear 
The caster of this spell causes up to four targets to fear them. The characters under the influence of this spell, must try to stay away from the caster and will run from them if chased. Fear lasts for 2 minutes. 

Repel Dead (8 Points) - Prerequisite - Turn 
The caster may repel up to four of the living dead through the use of holy words and symbols. The undead react as if in Fear of the caster. 

Entrap Undead (8 Points) - Prerequisite - Hold Undead 
This spell magically entraps up to four undead creatures, freezing them to the spot. The undead creatures remains trapped for 5 minutes or until the caster is slain. 

Mass Exorcise (12 Points) - Prerequisite - Exorcise 
Through ritual, the caster is able to remove the affects of demonic, spiritual or ethereal possession from up to four characters. 


Illusory MagicMass Smite (4 Points) - Prerequisite - Smite 
The caster may target up to four character with this spell, the targets will believe themselves to have been struck as if by a double-hand weapon, no damage is caused but the victim is knocked down by the imaginary force. 


Potions and PoisonsPotions and poisons can be brewed by any character skilled in the art of Herblore or Alchemy . All potions and poisons take two hours to prepare. All Potions and Poisons listed below are only available to either Master Herbalists or Master Alchemists at the points cost indicated. Note: If you intend to use an actual representation for your potions or poisons, You must clear its’ use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. Note: It is also possible for a character to earn the ability to make these mixtures at events through role-play. In this case the character simply has the skill to manufacture the required mixture, they have spent no points on gaining the skill and so do not count the skill cost in their experience total. 

Creathan Fire (8 Points) - Prerequisite - Master Alchemist - Creathans only 
Creathan fire is a mixture of quicklime, black powder, coconut oil, saltpetre, sulphur and water. When mixed in the correct quantities and exposed to air the mixture explodes into flame with devistating effect. Each Flask take 1 hour to prepare 
Note: A good pys. rep. for use as Creathan Fire are water bombs or similiar. The secret of Creathan fire is known to only a few Master Alchemists from the island of Creatha. The bombs are made from pottery casks filled with a highly volatile mixture of oils, black powder and other secret ingredients. When the flask is shattered the contents bursts into flames, scattering burning liquid on anyone close enough. Anything hit by Creathan fire will suffer 1 point per location of damage, through armour. Creathan fire will however continue to burn, causing 1 additional hit every 30 seconds until put out. Only smothering, rolling or complete submersion in water will kill the flames. Anyone touching a burning body will also suffer 1 point of damage as the sticky, flaming oil touches them. 

Potion of Strength (6 Points) - Prerequisite - Master Herbalists 
The Potion of Strength is brewed from an infusion of herbs and berries. When drunk the recipient is blessed with great Strength for 30 seconds, during this time all blows struck by the character count as Mighty Blows. At the end of 30 seconds the character is overwhelmed by exhaustion and must rest completely for 1 full minute. - No more than one Potion of Strength may be taken by a character in any 24hr period. Additional Potions’ of Strength taken during this period have no effect and are wasted. 

Poison Gas (12 Points) - Prerequisite - Master Alchemist 
Poison Gas is created by mixing various chemicals together to create a creeping mist. Any character entering the gas cloud will receive 1 torso wound every 30 seconds they are in the cloud. Masks over the face and nose etc.. will extend this time to 1 minute. Note: Immunity to Poison potion will protect against the effect of Poison Gas completely. 



Hero Character Advancement 

Combat SkillsMighty Punch (4 Points) - Prerequisite: Brawl & Mighty Strength 
A character with this skill has a mighty punch when brawling. A Mighty Punch causes 2 points of damage rather than 1. Note: All brawling damage is temporary. 

Haritoian Martial Master Hero - (12 Points) - Prerequisite: Haritoian Martial Master Champion.
Haritoian Martial Master Heroes’ are true experts of their art. A Haritoian Martial Master Hero may use any of the Haritoian Special Skills he/she is trained to use three times per day. 

Mighty Throw (4 Points) - Prerequisite: Haritoian Martial Master & Throw
By using an opponents strength against them the character is able to throw a man-sized opponent 20 feet in any direction with a gentle shove. The victim lands up to 20 feet away and falls to the ground as if the spell Trip had been cast. The victim will receive 1 point of damage to the back torso upon landing. 

Sleeping Turtle (2 Points) - Prerequisite: Haritoian Martial Master Champion
The character is able to tense muscles in such a way as to deflect blows as if covered by a protective shell. The character may ignore the affects of one blow as if the spell Bless had been cast upon them. This skill may be employed by a Haritoian Martial Master Champion twice per day and a Haritoian Martial Master Hero three times per day. 

Iron Hand (8 Points) -Prerequisite: Haritoian Martial Master Champion 
The character has incredible speed, they are able to physically catch bullets fired at them, obviously only shots which are seen can been caught. Only single shots may be caught, scatter type weapons fire many shots and thus only one may be caught, all others wound as normal. This skill may be employed by a Haritoian Martial Master Champion twice per day and a Haritoian Martial Master Hero three times per day. 


Defensive SkillsDodge III (4 Points) - Prerequisite - Dodge II- cannot be taken more than once
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may, when combined with Dodge II, ignore the first three blows struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal. 

Dodge Bullet II (2 Points) - Prerequisite - Dodge Bullet - once per day.
The character is either very fast or very lucky, he/she may dodge out of the way of one extra bullet per. day, the character may choose which shot this is, but only one extra bullet may be dodged per day. 


Trade SkillsMaster Tradesman (2 Points per skill) - Prerequisite: Any Trade skill.
The characters work is of exceptional quality, all work by them is worth twice its’ normal value. they may perform any task in a particular trade twice as fast as normal. E.g.. poisons and potions will take half the time to prepare, repairs can be carried out 30 minutes rather than 1 hour, etc.. 

Academic Study (2 Points per area) - Prerequisite: Any Academic Skill. 
The character has access to material that can aid in researching his/her chosen field. the skill Academic Study improves in character research by 10% and downtime research by 25% 


Additional SkillsIron Will (8 Points) 
The character has great mental strength and resolve. The character may ignore the affects of the spell Fear. 

Immune to Pain 4 Points Prerequisites Rock Hard
The character has lived a tough life or has untaken extensive training which enables them to absorb blows which would harm a weaker individual. A character with this skill may ignore the effects of the first two blows of any brawling damage (although they must still react to the blow) or the first two attempts to subdue them. In addition, the character reduces the time unconcious from brawling/subdual damage by half. 


Arcane SkillsImmunity to Iron or Silver (6 Points) - Fairies or Vampiric characters only
The character with this skill has developed an immunity to iron or silver and iron or silver weapons, the character may treat iron or silver as normal and thus cannot be slain by it. Note: Iron or silver weapons still cause damage, the character simply cannot be slain by them. 

Arcane Master (8 Points) - Any Magical Empathy
The character is a master of the arcane arts, having learnt great control over the ebb and flow of the Maelstrom. The character is able to cast spells even if wearing large quantities of metal. In addition the caster may regain spells after only 8 hours rather than requiring a full nights rest. 

Transfix (4 Points) - Prerequisite - Vampiric. 
The character with the skill may Transfix a single character and bend them to their will. A Transfixed character cannot struggle or defend themselves from attack while the Vampiric character concentrates on them. 

Dominion II 2 points, prerequisite Dominion
The vampiric character has limited control over up to 10 individual NPCS, these NPC's are from the vampires Domain and the vampire may guide their actions, see through their eyes and to a limited degree hear their thoughts. This skill has some benefit in character and in Downtime. 


Basic MagicGlamour (4 Points) - Fairies only
The Glamour spell may be cast upon any object, the affected object appearing to all who see it to be something other than it is, the exact nature of this glamour is up to the caster but the affect only lasts 30 minutes. 

Detect Glamour (2 Points)
The Detect Glamour spell may be cast upon any enchanted object, the affected objects true nature will be revealed for all to see. 


Life MagicRepair (1 Point)
This spell enable the caster to repair broken non - metallic items. Non metallic armour may be repaired by 1 point each time the spell is cast. 


Divine MagicCircle of Protection (4 Points)
The Circle of Protection is a magically enchanted area marked upon the ground, once cast a Circle of Protection offers protection for those within. No creature or object may enter the circle while the spell remains in effect. The spell lasts 1 minute or until a character leaves, whichever is the sooner. 

Mass Terror (4 Points) - Prerequisite - Terror
The caster of this spell causes terror in up to four targets. The victims under the influence of this spell, must attempt to run from the caster. Terror lasts for 2 minutes. 

Animate Dead (12 Points) - Prerequisite - Raise Dead
The caster is able to raise the dead to a state of undeath simply by touch. Up to four creatures may be risen and can then be controlled by the caster by the use of simple commands. The spell last until the caster chooses to end it or the newly risen are slain, but the risen creature cannot act on its own initiative and will follow all commands to the letter. 


Ritualistic MagicSummon Spirit Warriors (4 Points) - Bind Lesser Ethereal
The caster of Summon Spirit Warriors call forth a mighty swarm of ghostly animal forms to attack his/her foe. The target of the spell believes themselves to be under attack by creatures of the castors choice. The attack lasts 1 minute and will cause 1 wound per location. The victim cannot take any action during this time except attempt to fend off the swarm. Armour protects as normal. 


Potions and PoisonsPotions and poisons can be brewed by any character skilled in the art of Herblore or Alchemy . All potions and poisons take two hours to prepare. All Potions and Poisons listed below are only available to either Master Herbalists or Master Alchemists at the points cost indicated. Note: As always, If you intend to use an actual representation for your potions or poisons, You must clear its’ use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. Note: It is also possible for a character to earn the ability to make these mixtures at events through role-play. In this case the character simply has the skill to manufacture the required mixture, they have spent no points on gaining the skill and so do not count the skill cost in their experience total. 

Potion of Mighty Strength (6 Points) - Prerequisite - Potion of Strength
The Potion of Mighty Strength is brewed from an infusion of herbs and berries. When drunk the recipient is blessed with Mighty Strength for 1 minute, during this time all blows struck by the character count as Mighty Blows. At the end of 1minute the character is overwhelmed by exhaustion and must rest completely for 1 full minute. - No more than one Potion of Strength (of any type), may be taken by a character in any 24hr period. Additional Potions’ of Strength taken during this period have no effect and are wasted. 

Sleeping Gas (12 Points) - Prerequisite - Master Alchemist
Sleeping Gas is created by mixing various chemicals together to create a creeping mist. Any character entering the gas cloud succumb to a deep slumber if immersed in the cloud for 30 seconds. The effects of the Sleeping Gas is identical to the spell. Masks over the face and nose etc.. will delay the affect by minute. Note: Immunity to Poison potion will protect against the effect of Sleeping Gas completely. 

Mighty Hero Character Advancement 

Combat SkillsMassive Strength (4 Points) - Prerequisite: Mighty Strength
The character has Massive Strength, The character may move extremely heavy objects with greater ease then weaker individuals. More importantly they may strike a Mighty Blow once per combat. A Mighty Blow causes double the amount of damage a normal blow would. i.e.. 2 points of damage for a single handed weapon, including heavy throwing weapons and 4 points of damage for double handed weapons). 

Massive Punch (4 Points) - Prerequisite: Brawl & Massive Strength
A character with this skill has a mighty punch when brawling. A Mighty Punch causes 4 points of damage rather than 1. Note: All brawling damage is temporary. 

Master Marksman (6 Points) - Prerequisite: Expert Marksman.
A character with this skill is an incredible shot and may effectively quadruple the range of non-scatter type firearms. A Master Marksman is also able to select the location struck if within triple firing range Note: Blunderbusses, Blunderbuss type pistols, Swivel Gun type and Fowlers fire scattered shot and so may not be used with the Master Marksman skill. 

Gunslinger (6 Points) - Prerequisite: Pistolier
The character with this skill is very fast when drawing a pistol. When confronted with another firearm armed opponent, the Gunslinger will always loose the first shot, effectively Dodgeing the bullet of his/her opponent. This skill is negated if faced with another Gunslinger. Note: Blunderbusses, Blunderbuss type pistols, Swivel Gun type and Fowlers fire scattered shot and have too much recoil to be used with the Gunslinger skill 

Haritoian Martial Master Mighty Hero - (12 Points) - Prerequisite: Haritoian Martial Master Hero
Haritoian Martial Master Mighty Heroes are perfectly tuned masters of their art. A Haritoian Martial Master Mighty Hero may use any of the Haritoian Special Skills he/she is trained to use four times per day. 

Chi Strikes (6 Points) - Prerequisite: Haritoian Martial Master Mighty Hero.
Through use of the mind the Haritoian Martial Master Mighty Hero is able to project his/her attacks against a single opponent up to 20ft away. The attack wounds as normal. Note: Only normal attacks may be projected in this way, Haritoian Special Skills cannot. 

Chi Counters (2 Points) - Prerequisite: Haritoian Martial Master Mighty Hero. 
Through use of the mind the Haritoian Martial Master Mighty Hero is able to counter Chi Strike attacks from a single opponent up to 20ft away. 

Return Bullet (8 Points) - Prerequisite: Haritoian Martial Master & Catch Bullet. 
A character with this skill is able to return caught bullets towards the firer as if they themselves were armed with a firearm. The Returned Bullet is treated exactly like a shot fired from a pistol. 


Defensive SkillsDodge IV (4 Points) - Prerequisite: Dodge III- cannot be taken more than once
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may, when combined with Dodge III, ignore the first four blows struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal. 

Dodge Bullet III (2 Points) - Prerequisite: Dodge Bullet II- once per day.
The character is either very fast or very lucky, he/she may dodge out of the way of one extra bullet per. day, the character may choose which shot this is, but only one extra bullet may be dodged per day 

Mighty Endurance (8 Points) - Prerequisite: Endurance.
A character with this skill is extremely tough. They may double the number of basic body points (I.e.. before armour, magical adjustment, etc..) they have per location. E.g.. A character with the skill Endurance twice would have 4 basic body points per location, with Mighty Endurance this would be doubled to 8 points per location. 


Trade SkillsAcademic Study II (2 Points per area) - Prerequisite: Academic Study. 
The character has access to material that can aid in researching his/her chosen field. the skill Academic Study improves in character research by 20% and downtime research by 50% 


Additional SkillsSteel Will (4 Points) - Prerequisite: Iron Will.
The character has great mental strength and resolve. The character may ignore the affects of the spell Terror. 


Arcane SkillsEnchant Manufacture (6 Points) - Any Magical Empathy & Bind Lesser Ethereal.
The character with this ability is able, through ritual, to bind an ethereal spirit directly to an object at the point of manufacture. These creatures may then be released once per day, in the form of a spell. No spell of greater than 6 points may be stored in this way. A caster may store spells from any magical group providing the right lesser ethereal creature can be found. The ritual time required is 15 minutes per point of spell cast. So a 1 point spell would require a 15 minute ritual, a 2 point spell 30 minutes, etc.. Note: This may only be performed as the item is being made, and this well may require the aid of a skilled tradesman. 

Bind Greater Ethereal(6 Points) - Prerequisite - Bind Lesser Ethereal
Through arcane ritual at any recharge point the caster may entrap a single greater ethereal creature within a single object. These creatures may then be released in the form of a spell. Any spell may be stored in this way. A caster may store spells from any magical group providing the right greater ethereal creature can be found. The ritual time required is 30 minutes per point of spell cast. So a 1 point spell would require a 30 minute ritual, a 2 point spell 1 hour, etc.. 

Necromancer (4 Points) 
The character with the skill has studied the Necromadic arts in depth and may double the effects of any spell affecting the living dead, eg, Turn, Raise Dead, etc.. 

Assume Gaseous Form (4 Points) - Vampiric only - once per day, may be taken up to 4 times.
The vampire character is able to assume a gaseous form and reappear anywhere within 100ft of their original position. The player should place their hand in the air and move to the new position. This move cannot take more than 10 seconds. 

Dominion III 2 points, prerequisite Dominion II
The vampiric character has limited control over up to 50 individuals NPCS, these NPC's are from the vampires Domain and the vampire may guide their actions, see through their eyes and to a limited degree hear their thoughts. This skill has some benefit in character and in Downtime. 

Defy 6 points prerequisite Immunity to Religion
The vampire with this skill is literally able to cause a holy symbol used against them to overload with energy, resulting in the item exploding, causing 1 point of damage to the character holding it. Armour will protect against this as normal. The item is question is destroyed. 


Battle MagicConflagration (12 Points) - Prerequisite - Fireball 
The caster of the Conflagrationspell may cast multiple Fireballs at a single target, the spell causes 6 points of damage to each location, armour protects as normal. 


Divine MagicCircle of Sanctuary (4 Points) - Prerequisite - Circle of Protection.
The Circle of Sanctuary is a magically enchanted area marked upon the ground, once cast a Circle of Sanctuary offers protection for those within. No creature or object may enter the circle while the spell remains in effect. The spell lasts 5 minutes or until a character leaves, whichever is the sooner. 


Ritualistic MagicRot Armour (4 Points)
This spell enables the caster to decay all not metal armour, each time the spell is cast the armour permanently loses one point of protection. This damage cannot be repaired by non-arcane means. 


Potions and PoisonsPotions and poisons can be brewed by any character skilled in the art of Herblore or Alchemy . All potions and poisons take two hours to prepare. All Potions and Poisons listed below are only available to either Master Herbalists or Master Alchemists at the points cost indicated. Note: If you intend to use an actual representation for your potions or poisons, You must clear its’ use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. Note: It is also possible for a character to earn the ability to make these mixtures at events through role-play. In this case the character simply has the skill to manufacture the required mixture, they have spent no points on gaining the skill and so do not count the skill cost in their experience total. 

Potion of Massive Strength (6 Points) - Prerequisite - Potion of Mighty Strength
The Potion of Massive Strength is brewed from an infusion of herbs and berries. When drunk the recipient is blessed with Massive Strength for 2 minutes, during this time all blows struck by the character count as Mighty Blows. At the end of 2 minutes the character is overwhelmed by exhaustion and must rest completely for 1 full minute. - No more than one Potion of Strength (of any type), may be taken by a character in any 24hr period. Additional Potions’ of Strength taken during this period have no effect and are wasted. 

Potion of Speed (4 Points) - Prerequisite: Master Herbalists or Master Alchemist
Upon consumption of this potion, the character may move with lightning speed, he/she may move for 5 seconds in any direction effectively with his/her opponents in a temporary time freeze. The player simply places their hand in the air, moves and carries on. The move cannot take more than 5 seconds. If a call is required call “Speed”, not “Time Freeze” - No more than one Potion of Speed may be taken by a character in any 24hr period. Additional Potions’ of Speed taken during this period have no effect and are wasted. 

Potion of Rock Skin (4 Points) - Prerequisite: Master Herbalists or Master Alchemist.
When drunk this potion imbibes the character with a massive toughness. Every location on the target gains +5 body points as if protected by plate mail. The effect lasts until each location is worn down as if real armour had been damaged. Unlike plate, Rock Skin cannot be repaired. Rock Skin cannot be used in conjunction with metal armour. No more than one Potion of Rock Skin may be taken by a character in any 24hr period. Additional Potions’ of Rock Skin taken during this period have no effect and are wasted. 

Acidic Gas (12 Points) - Prerequisite - Master Alchemist
Acidic Gas is created by mixing various chemicals together to create a creeping mist. Any character entering the gas cloud will be burnt by the vapour. For every 15 seconds a character is inside the gas cloud they will receive 1 point of damage per location. Armour protects are normal but is permanently damaged by the gas and cannot be repaired by non-arcane means. 

PRIVATE
Lords and Ladies Character Advancement 



Lords and Ladies are some of the most powerful characters in the Arcroc, Lords and Ladies characters choose their additional skills based on the number of Experience points they have available. The format used in Lords and Ladies of the Arcroc and all the other advancement rules is identical to Champions in the Arcroc. In many cases a prerequisite skill is required, sometimes certain skills are only available to certain races. 

Combat SkillsLightning Reload (6 Points) - Prerequisite: Rapid Reload
A character with this skill is well used to loading guns under pressure. He/she may reload any firearm much faster than normal. Lightning Reload times. Firearms take 15 seconds per barrel to reload. All barrels must be reloaded before a gun may fire. Blunderbusses, swivel guns and fowlers take 30 second to reload. 

Trick Shot (6 Points) - Prerequisite: Master Marksman
The character has such a keen eye they are able to perform almost impossible shots, ricocheting bullets off posts, around corners, etc.. to hit their target. The character may hit targets which are just behind cover and normally out of site. A call may be require for this, something along the lines of “You behind the wall, trick shot off the post.”. Note: Blunderbusses, Blunderbuss type pistols, Swivel Gun type and Fowlers fire scattered shot and so may not be used with the Trick Shot skill. Note II: Only targets just out of site may be hit, unseen targets, target completely behind cover etc., cannot be targeted. 

Haritoian Martial Master Lord/Lady - (12 Points) - Prerequisite: Haritoian Martial Master Mighty Hero
Haritoian Martial Master Lords and Ladies’ are true masters of their art. A Haritoian Martial Master Lords and Ladies may use any of the Haritoian Special Skills he/she is trained to use six times per day. 

1 Inch Punch (4 Points) - Prerequisite: Haritoian Martial Master Mighty Hero
The character is able to deliver a mighty punch with almost no room to manoeuvre. A 1 Inch Punch causes 2 points of damage and knocks the target down. 

3 Inch Punch (8 Points) - Prerequisite: Haritoian Martial Master Mighty Hero
The character is able to deliver a massive punch with almost no room to manoeuvre. A 3 Inch Punch causes 4 points of damage and knocks the target down. 

Massive Throw (4 Points) - Prerequisite: Mighty Throw
By using an opponents strength against them the character is able to throw a man-sized opponent 30 feet in any direction with a gentle shove. The victim lands up to 30 feet away and falls to the ground as if the spell Trip had been cast. The victim will receive 1 point of damage to the back torso upon landing. 

Soaring Eagle (4 Points) - Prerequisite: Haritoian Martial Master Champion
The character may move with lightning speed, he/she may take up to 2 steps in any direction effectively with his/her opponents in a temporary time freeze. The player simply places their hand in the air, moves and carrys on. The move cannot take more than 2 seconds. If a call is required call “Soaring Eagle”, not “Time Freeze”. This skill may be employed by a Haritoian Martial Master Champion twice per day, a Haritoian Martial Master Hero three times per day, a Haritoian Martial Master Mighty Hero three times per day and a Haritoian Martial Master Lord or Lady six times per day. 


Defensive SkillsDodge V(4 Points) - Prerequisite: Dodge IV- cannot be taken more than once
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may, when combined with Dodge IV, ignore the first five blows struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal. 

Dodge Bullet VI (2 Points) - Prerequisite: Dodge Bullet III- once per day
The character is either very fast or very lucky, he/she may dodge out of the way of one extra bullet per. day, the character may choose which shot this is, but only one extra bullet may be dodged per day 


Trade SkillsAcademic Study III (2 Points per area) - Prerequisite: Academic Study II
The character has access to material that can aid in researching his/her chosen field. the skill Academic Study improves in character research by 30% and downtime research by 75% 


Arcane SkillsArcane Lord/Lady (8 Points) - Arcane Master. 
The character has a knowledge of the maelstrom is almost second to none. All Basic Magics cast by this character cannot be Dispelled, In addition the caster may regain spells after only 4 hours rather than requiring a full nights rest. 

Necromadic Master (4 Points) - Prerequisite: Necromancer. 
The character has great mastery of the Necromadic arts, and may quadruple the effects of any spell affecting the living dead, eg, Turn, Raise Dead, etc.. 

Store Life (6 Points) - Vampiric characters only. 
The Vampiric character with this skill has a great will for life, the character may store body points over their natural maximum when feeding. The character may then call upon this reserve when reduced to 0 points front and back torso, thus saving their own life by restoring the points in these locations to 1 each. This process take five minutes and the character may take no other action during this time. Once used this store must be replaced by feeding. 

Dominion IV 4 points, prerequisite Dominion III
The vampiric character has limited control over up to 100 individuals NPCS, these NPC's are from the vampires Domain and the vampire may guide their actions, see through their eyes and to a limited degree hear their thoughts. This skill has some benefit in character and in Downtime. 

Vampiric Regeneration 6 points, prerequistite Domain
The character with this skill may regenerate permanent damage caused to them, e.g. damage caused by magic, holy items, etc., including damage caused by failure to feed. To do this the vampiric character must spend a full nights sleep on soil from his/her own Domain. For each full night spent resting in this way the character regains one body point of damage until they reach their original total number of body points. 


Basic MagicMaster Dispel (2 Points) - Prerequisite: Arcane Master & Dispel
The Master Dispel spell may be used in two ways, firstly it may be used by touch, to remove the effects of magical Enchantment from objects or characters just as the Dispel spell, secondly it may be used to counter spells cast against the caster. Unlike Dispel, the Master Dispel will Dispel all magic, including Unseelie magic and spells cast by Arcane Lords. The Dispelled spell has no effect but is still lost by the caster as if it had been cast. 


Life MagicRepair All (2 Points) - Prerequisite: Repair
The Repair All spell enables the castors to repair all broken items. Non metallic armour may be fully repaired with 1 casting, metal armour may be repaired by 1 point each time the spell is cast. 


Divine MagicSummon Energy (8 Points)
The Summon Energy spell allows the caster, though ritual, and the use of a magical circle, to summon energy directly from the Maelstrom, effectively creating a recharge point within the circle. All characters within the circle may treat the area as a recharge point and may regain their spells in the same way. The caster may draw energy through for up to 1 hour but must never leave the circle during this period. 

Invisibility (8 Points)
The Invisibility spell is does just that, when cast the target will become invisible to the eye, being able to move around and act unseen, the effects of the spell last 1 minute 


Ritualistic MagicRust Armour (4 Points) - Prerequisite: Rot Armour
This spell enables the caster to decay all metal armour, each time the spell is cast the armour permanently loses one point of protection. This damage cannot be repaired by non-arcane means. 

Control Lesser Ethereal (12 Points) - Prerequisite: Summon Ethereal. 
The spell allows the caster to control Summoned lesser Etherealcreatures, the creature will follow the commands of the caster to the letter, and will always try to twist the castors words and escape its bondage. 


Potions and PoisonsPotions and poisons can be brewed by any character skilled in the art of Herblore or Alchemy . All potions and poisons take two hours to prepare. All Potions and Poisons listed below are only available to either Master Herbalists or Master Alchemists at the points cost indicated. Note: If you intend to use an actual representation for your potions or poisons, You must clear its’ use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. Note: It is also possible for a character to earn the ability to make these mixtures at events through role-play. In this case the character simply has the skill to manufacture the required mixture, they have spent no points on gaining the skill and so do not count the skill cost in their experience total. 

Potion of Invisibility (8 Points) - Prerequisite - Master Herbalists
The Potion of Invisibility does just that, when consumed the recipient will become invisible to the eye, being able to move around and act unseen, the effects of the potion last 1 minute. No more than one Potion of Invisibility may be taken by a character in any 24hr period. Additional Potions’ of Invisibility taken during this period have no effect and are wasted. 

Potion of Immunity to Poisons (4 Points) - Prerequisite - Master Herbalists or Master Alchemist
This potion will protect the drinker from all forms of poisons, including blade venoms and gases. The potion will remain effective for 24hrs. 

Paralysis Gas (6 Points) - Prerequisite - Master Alchemist
Paralysis Gas is created by mixing various chemicals together to create a creeping mist. Any character entering the gas cloud will become frozen after 15 seconds. The victim of this gas will remain frozen to the spot unable to move for 2 minutes or until they are struck in combat. 



Of Demons and Deities Advancement 



Well, we have reached the point for the ultimate characters, these individuals are all powerful, to have made it this far in life takes work and sometimes blind luck, many of these characters may even be worshipped as gods themselves. These characters may choose their additional skills based on the number of Experience points they have available. The format used in Of Demons and Deities is identical to Champions in the Arcroc. 

Combat SkillsLethal Blow III (8 Points) - Prerequisite: Lethal Blow II - may be used once per combat.
A character with this skill may deliver a killing blow against an unarmoured opponent. A Character stuck in this way will lapse in unconsciousness and will die within 5 minutes without medical help. Armoured opponents receive relevant armour damage instead. Note: Lethal Blow III just allows more killing blows to be struck in a day, the call is still simply “Lethal Blow”. 

Haritoian Martial Divine Master (12 Points) - Prerequisite: Haritoian Martial Master Lord or Lady.
Haritoian Martial Divine Masters’ are super human masters of their art. The character may use any of the Haritoian Special Skills he/she is trained to use permanently. 

Perfect Balance (4 Points) - Prerequisite: Haritoian Martial Master Mighty Hero
The character has perfect balance, they may never be knocked down by any means, Leg sweeps won’t work, Trip spells fail, etc. 

Chi Master (8 Points) - Prerequisite: Haritoian Martial Master Mighty Hero.
The character is completely in tune with his/her inner self, the character may project all Haritoian Special Skill attacks as long range strikes, striking at target up to 20ft away. 

The Earth Trembles (6 Points) - Prerequisite: Haritoian Martial Master Mighty Hero.
The character may land an incredibly powerful blow upon the ground, this blow will actually create a small earth tremor causing all within 10ft forward of the character to fall to the ground as if the spell Trip had been cast upon them. This skill may be employed by a Haritoian Martial Master Mighty Hero three times per day and a Haritoian Martial Master Lord or Lady six times per day or a Haritoian Martial Divine Master permanently. 

Life Master (6 Points) - Prerequisite: Haritoian Martial Master Mighty Hero.
The character is completely in harmony with the world around them. The character may pass through solid objects as if they were not there. This skill may be employed by a Haritoian Martial Master Mighty Hero three times per day and a Haritoian Martial Master Lord or Lady six times per day or a Haritoian Martial Divine Master permanently. 

Defensive SkillsDodge VI (4 Points) - Prerequisite: Dodge V- cannot be taken more than once
The character is very agile, as a result they are able to Dodge blows which would fell a slower creature. A character with this skill may, when combined with Dodge IV, ignore the first six blows struck against them in each combat, obviously, a character can only Dodge the blows they see, so blows struck from behind, magical strikes and blows struck against a prone opponent wound as normal.

Dodge All Bullets (4 Points) - Prerequisite: Dodge Bullet IV. 
The character is either very fast or very lucky, he/she may dodge out of the way all single bullets fired at them, obviously only shots which are seen may be dodged, shots from behind etc., wound as normal. 


Trade SkillsAcademic Study IV (2 Points per area) - Prerequisite: Academic Study III.
The character has access to material that can aid in researching his/her chosen field. the skill Academic Study improves in character research by 50% and downtime research by 90% 


Arcane SkillsArcane Divinity (8 Points) - Arcane Lord/Lady
The character has knowledge of the maelstrom which is second to none. The caster may regain all Basic Magic spells immediately and all others after only 1 hour. 

Necromadic Lord (4 Points) - Prerequisite: Necromancer. 
The character has ultimate mastery of the Necromadic arts, and may multiple the effects of any spell affecting the living dead, eg, Turn, Raise Dead, etc. by eight times. 

Regenerate (8 Points) - Non-Vampiric characters only. 
The character has some form of arcane protection, they automatically regain a wound every ten minutes until they are restored to they normal maximum body points. Note: This cannot save the character if they have been slain. 

Set Divine Trap (6 Points) - Prerequisite - Bind Greater Ethereal & Set Magical Trap 
The caster may entrap a single item to release the effects of any single spell, when tampered with. The caster must have the spell in their spell list and setting the trap counts as casting. The item will remain trapped until either a Dispel spell is cast over the object or the spell is released. 

Dominion V 6 points, prerequisite Dominion IV
The vampiric character has limited control over up to 1000 individuals NPCS, these NPC's are from the vampires Domain and the vampire may guide their actions, see through their eyes and to a limited degree hear their thoughts. This skill has some benefit in character and in Downtime. 


Life MagicFate (12 Points) - Prerequisites: Restoration & Bless spells.
The spell Fate enable the castor to choose a single character to be Fated. A character blessed in this way is ordained for greater things. The character is able to cheat death if slain! The character can be wounded and even killed just like anyone else, but by some miracle, they will be restored to life. Maybe the wound wasn’t as bad as it looked, or the character was only hit by the flat of the blade, for whatever reason, they cheat death and are restored to life 5 minutes after passing on. Any wounds received will still need treating but won’t be life threatening. A character can be Fated even if they are also a Chosen one. A character may also be Fated on several separate occasions, but remember, everybody's luck runs out some day. 


Divine MagicSummon Energy (8 Points) 
The Summon Energy spell allows the caster, though ritual, and the use of a magical circle, to summon energy directly from the Maelstrom, effectively creating a recharge point within the circle. All characters within the circle may treat the area as a recharge point and may regain their spells in the same way. The caster may draw energy through for up to 1 hour but must never leave the circle during this period. 

Invisibility (8 Points) 
The Invisibility spell is does just that, when cast the target will become invisible to the eye, being able to move around and act unseen, the effects of the spell last 1 minute 


Ritualistic MagicDestroy Armour (4 Points) - Prerequisite: Rust Armour. 
This spell enables the caster to destroy all non magical armour, When cast this spell is cast the armour targeted is immediately destroyed, melting away to nothing. This damage cannot be repaired. 

Control Greater Ethereal (12 Points) - Prerequisite: Control Lesser Ethereal. 
The spell allows the caster to control Summoned Greater Ethereal creatures, the creature will follow the commands of the caster to the letter, and will always try to twist the castors words and escape its bondage. 


Potions and PoisonsPotions and poisons can be brewed by any character skilled in the art of Herblore or Alchemy . All potions and poisons take two hours to prepare. All Potions and Poisons listed below are only available to either Master Herbalists or Master Alchemists at the points cost indicated. Note: If you intend to use an actual representation for your potions or poisons, You must clear its’ use with a Ref. Your intended victim may be allergic to certain items or have a medical condition of which you are unaware, which could cause them actual harm. Note: It is also possible for a character to earn the ability to make these mixtures at events through role-play. In this case the character simply has the skill to manufacture the required mixture, they have spent no points on gaining the skill and so do not count the skill cost in their experience total. 

Painful Death Gas (12 Points) - Prerequisite - Master Alchemist 
This nasty gas can only be prepared by Master Alchemists. When inhaled the victim lapses into a painful fit. This will continue for 1 hour at which point the victim will die if no cure is found. 

Peaceful Death (8 Points) - Prerequisite - Master Alchemists 
When this gas is inhaled the victim lapses into a peaceful sleep. Death will occur 1 hour later if no cure is found, only Master Alchemists may prepare Peaceful Death gas. 

