Dark Sun - Core Rules

This isn’t the future any of us expected.........
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Global Hit Points and Spirit Points.

Global Hit Points.
In a Dark Sun event each character starts with 4 Global Hit Point (GHP). This is a reflection of a normal average person’s physical body. Extra GHP can be gained through purchasing the Body Development (Body Dev) skill (Please see the Skills Section for further information) on top of these GHP a character may have armour and/or a shield, these will provide the character with Armour Points (AP) for more information on armour and it used please see the Using Armour Section.
An individual may lose AP/GHP due to sustaining some kind of damage or injury, loss of APs merely represents damage to your armour/shield and does not cause you any hindrance.

The loss of GHPs represents injuries to your characters body and the more an individual loses the more severe the consequence. GHPs are lost in order of ‘outside to inside’ so, shield > armour > body dev > base. Please note that AP lost need to be repaired whereas GHPs lost from body dev or your base have to be healed. Once your GHPs reach zero or below you are in trouble and will be greatly affected. Please see below for further details.

	Global Hit Point Total
	Effect

	1 or more remaining GHP
	There is no effect on an individual. May act normally.

	0 GHP
	Badly injured. The individual is affected as per the damage call 'Stun'. This 'Stun' effect will last for 2 minutes or until the character is healed. If the player is not healed within 2 minutes the location will drop to −1 GHP due to blood loss.

	−1 GHP
	The individual is unconscious and bleeding. They immediately enter their 'Grace Period' and require first aid within 2 minutes or they will die.
Note a character can never go below −1 GHP, further damage does not affect their GHPs.


Restoring Global Hit Points.
There are two ways that a player may restore any lost Global Hit Points. These are explained below.

· Natural Healing - A player will automatically restore all of their Global Hit Points after resting for a total of 6 hours of sleep, but this sleep will be fitful..

· Healing Skills - A player can restore their own or another's Global Hit Points by using the First Aid, Combat Medic or the Combat Surgeon skills. These are explained in more details in the Character Skills section below.

Grace Period.

A player enters their Grace Period if they have sustained enough damage to reduce their Global Hit Points down to −1 GHP. The Grace Period last for 2 minutes and at the end of that time, if the player has not been healed or stabilised, the character will die.

Soul Points.
Soul points in Dark Sun represent an individual's inner strength or energy. As Soul is used or damaged, so a player will physically manifest this loss in different ways. Every starting player has a basic level of 10 Soul.
An individual may lose Soul as the game progresses through various different means, and the effect this will have on the player is explained in the chart below.

	Current ISP 
	Effect

	5 - 10 ISP
	There is no effect on an individual. May act normally.

	3 - 4 ISP
	The individual is affected as the 'Stun' effect until healed.

	1 - 2 ISP
	The individual is unconscious and in a deep coma. The only way to revive the person is to heal their ISP up to or above 5 ISP.

	0 ISP
	The person is effectively dead and cannot be revived by any normal means.


Restoring Inner Soul Points.
Restoring Inner Soul Points is very difficult, and usually requires an injured person to rest for 6 hours to regain back their entire ISP. A first aid kit can also restore a single ISP in the same way that a single GHP can be restored.
Dying.

If a character dies, that character cannot be played anymore. The player would have to start a new character using the character generation rules below. Any equipment on their deceased characters can now be looted and the items shared out between the survivors - Such is the world we now inhabit.
Combat.

There are two types of combat in the Dark Sun system. These are ranged and melee combat. More information regarding the different weapons types and the damage they inflict can be found in the equipment section of these rules.

Melee Combat.
Melee combat is when you use a weapon held in one or two hands, and striking your enemy with the correct end of said weapon. When doing this the weapon will inflict damage according to the weapon you are using.

Ranged Melee.
Ranged combat is when you use a phys-rep’d firearm to shoot your enemy. In Dark Sun, we use a variety of weapons, ranging from 'Nerf' type guns to LARP safe bows and arrows or even LARP safe bricks. To use a specific weapon you need to have the skill relating to that weapon, a suitable Phys-Rep (Physical Representation) of the desired weapon, and sufficient ammunition (if required) to fire the weapon.
A weapon will only affect a target if that target is physically hit by the ammunition (dart, disc, arrow, bolt etc.) used by that weapon. If a hit is achieved then the target must take the damage from that weapon. If the shot misses then it has no effect on the target, but the attacker has lost that round of ammunition. Any target hit by a round that missed its intended target must take the damage as normal.
At Dark Sun events, we use Nerf or similar foam dart blasters to represent modern firearms. There are many different types of foam dart blasters available to buy quite cheaply.
Different foam dart blasters may fall in to certain categories in Dark Sun; however, some guns will be able to be used in more than one category dependant on what accessories are used with it and what in game restrictions are put on it. In Table 0.1 below, Nerf products are used as examples, but other brands are allowed as long as they fit within the Dark Sun safety rules. During the pre-session safety check, the REFEREE will tell you what category your weapon fits in to and any restrictions that category might have.
Rate of Fire.
In Dark Sun ranged weapons require a character to count 3 seconds between shots, this is to allow time for the damage call and shot to be correctly registered, the only exception to this rule is; ranged weapons that have Auto ROF which are allowed to be fired as fast you can physically fire them.
General Wear and Tear & Breaking Weapons.
To ensure that a firearm remains safe to use, and does not jam or explode, a firearm requires maintenance. Unfortunately, modern guns require a high level of maintenance and some even require special tools or lubrications to continue to function. In the Dark Sun world, these items just are not available and unfortunately this means that a firearm has a limited useable life. As with Armour, weapons can be damaged by effects within the game, or by general wear and tear.
	Category
	Equivalent Foam Blaster

	Light Pistol
	Sharp Shot, Speed Load, Switch Shot, Nite Finder, Element, Scout, Proton, Firestrike, Jolt

	Auto Pistol
	Barricade, Stryfe Ω, Spectre Ω. Stockade

	Heavy Pistol
	Maverick, Vigilon, Diatron, Recon Ω, Retaliator Ω, Strongarm

	Bolt Action Rifle
	Furyfire, Retaliator, Recon, Deploy, Spectre, Praxis, Lumitron,

	Assault Rifle
	Quick Blaster, Hyperfire, Rayvenπ, Alpha Trooperπ, Nitron, Stryfeπ¥, Stampedeπ

	Sniper Rifle
	Longstrike, Longshot,

	Shotgun
	Stockade, Barrel Break, Roughcut

	Machine Gun
	Swarmfire, Stampede µ, Hailfire, Havoc, Pyragon

	Grenade Launcher
	Titan

	Ω Used with less than 6 rounds loaded and without stock or barrel extension

¥ Use with stock and barrel extension
π Used with 18 rd magazine/drum
µ Used with 25 rd or 35 rd drum


Thrown Weapons.
With thrown weapons, the target will only take the damage from the thrown weapon if the actual Phys-Rep hits the target.
Grenades.
Grenades work slightly different to the rules above. If an attacker throws a grenade and it hits a target, the target and any other player or monster within the radius of where the grenade lands also take damage. If the grenade hits the ground and explodes without hitting a player or monster then only the people within 10ft radius would take the damage.
Using Armour.
Armour works by reducing or stopping damage from reaching the body of the wearer. There are many different types of armour, ranging from a light, thin leather jacket up to a metal clad behemoth which requires serious hardware to defeat. Any character can wear armour as long as they can provide a suitable phys-rep for the type of armour they wish to use and have enough RP's to buy the armour in character. Armour and shields do not need a skill to use.
Please see below information on the three different types of armour. As with all live roleplaying games, the better the phys-rep the more believable a thing is, so we encourage all players to try their best to have good PhysRep for all their equipment.

· Light Armour
Light armour provides the least amount of protection, but is easy to maintain and make and is very light to wear. A suitable Phys-Rep for Light armour would be any clothing which is made from soft, supple leather or a padded body warmer. Light armour provides a player with 3 AP.
· Medium Armour

Medium armour provides a moderate amount of protection, but is a little heavier and is more difficult to maintain and repair. A suitable Phys-Rep for Medium armour is any modern military armour like a stab vest or body armour, as well as the harder plate-type motocross / BMX armours. Hard boiled leather or chain mail would also be classed as medium armour. Medium armour provides a player with 4 AP.
· Heavy Armour
Heavy armour is extremely rare but also extremely powerful. Whether it is a hulking Fallen with thick metal plates strapped to his body, or the sleek, mysterious Artificer armour, this armour provides the utmost protection but is extremely costly to repair, maintain and to build. A suitable phys-rep for heavy armour would be a very enclosing suit of body armour, which is made from hard, metal, plastic or ceramic plates. The wearer body would have to be completely covered, including their face. A full set of medieval plate armour or a set of moto-cross armour including arm and leg armour as well as a fully enclosed helmet would also be classed as heavy armour. Heavy armour provides a player with 5 AP. Due to the thick nature of heavy armour, it is very effective in stopping most bullets and arrows. Depending on the phys-rep used, a wearer of heavy armour may be given additional special rules as specified by a Referee.

Using Shields.
There are three types of shields in the Dark Sun system. These are:
· Light Shield - This is constructed from skins or leather. A light shield has 3 AP this is classed as light armour.

· Medium Shield - Medium shields are constructed from thick wood. A medium shield has 4 AP this is classed as medium armour.

· Heavy Shield - A heavy shield is constructed from metal. A heavy shield has 5 AP this is classed as heavy armour.

A shield can be repaired in a similar way to armour. A player with a 0AP shield would need to find another character with the corresponding Repair Armour skill

If a shield of any type is hit by the damage call CRUSH the shield will be immediately reduced to 0 AP and cannot be used until repaired.

Repairing Armour and shields.
Every time a player’s armour or shield sustains damage; either by a ranged attack or in melee, it will take damage. Each piece of armour or shield has a certain number of AP (Armour Points). Once armour has no remaining AP the player will start to take damage to their GHP. Eventually the item will sustain so much damage that it will be rendered ineffective, no longer providing protection to the wearer, until it has been repaired.

Each type of armour or shield can only be repaired a certain number of times before that particular item is useless and must be replaced with a new one. A set of armour or shield can be repaired a number of times as given below.

Light Armour/shield - 5 times.
Medium Armour/shield - 7 times.
Heavy armour/shield - 10 times.

To repair armour and shields, a player must either have or find someone who possesses the correct level of the Repair Armour Skill. Please see the skills section for more information regarding the Repair Armour Skill.

Damage Calls.

The following damage calls are some which you may hear being shouted at a Dark Sun Event. These are placed here for reference and we do not expect every player to remember every damage call. If in doubt just drop to the floor and act dead.

Single / Double / Triple or Quad.
This is the most frequent damage call and dictates the amount of damage a player will need to take from a successful hit from the player who is shouting this damage call. Players are to be aware that this damage call MUST be used for EVERY shot you fire, not just the ones which hit.

Through

A weapon, which does ‘through’ damage, ignores the protection of light and medium armour dealing its damage to the underlying GHPs. Heavy armour is of such a thickness that it would be able to stop this type of attack, but the armour itself would still lose 1 point of AP damage from the round. Some creatures are immune to this effect.

Knockback

Some weapons fire such a large projectile, or have so much force behind them that they knock a 
target off their feet to some degree. Equally some creatures are so strong that the power behind their blows can knock a person backwards. An individual hit by a weapon or creature using the knockback damage call must stagger back 5 full feet directly away from that person.

Strikedown

If an individual is hit with this damage call, they must do one of two things. They either drop to one knee with one hand, palm down, and flat on the floor or stay there for 10 seconds, or they can fall fully onto their back and then get straight back up again.

Flaming

If an individual is hit with a Flaming damage call they will take a single point of damage and they are considered to be on fire. The player will take a single point of damage every 10 seconds until the fire has been extinguished or the player is reduced to -1 GHP, where upon the flaming will stop. Please see the Global Hit Points section for more information on the effects of -1 GHP.

The character may drop everything he is carrying and roll about of the floor roleplaying putting themselves out for 10 seconds or other individuals may cover the person with a blanket or other suitable covering and role-play for 10 seconds patting them and putting the flames out, the player who is on fire will continue to sustain damage until the 10 seconds is up. Armour points are counted for 'flaming damage' but players must be aware once they reach −1 GHP they will go unconscious.

Please note there is a safety call of ‘fire’ that is not to be confused with the ‘flaming’ damage call.

Paralysis

An individual hit with a 'Paralysis' damage call must remain still and unmoving for 60 seconds. They may not move any part of their body, including their head and may not talk or make any sounds at all. Another person may move the individual, but that person may not do anything other than move the paralysed individual.

They remain fully aware of their immediate surroundings and are still breathing normally, and can see and hear those around them. If further damage is sustained during the 60 seconds that paralysis is in effect, then the effect of this will take effect after the paralysis has worn off. Please see the Global Hit Points section for more information on the effects of loss of GHP.
Fatal

A Fatal damage call reflects a particularly powerful or deadly injury, which an individual is unlikely to survive. Fatal wounds ignore light and medium armour, and immediately reduce the location hit to −1 GHP, regardless of an individual's GHP total.

Stun

An individual hit with a 'Stun' damage call must role-play being stunned. They must drop anything they are carrying in their hands, and must hold their head in their hands for 60 seconds. They will be unable to defend themselves, shoot any weapons or enter into melee combat whilst the Stun is in effect.

Blind

An individual affected by a 'Blind' damage call must close their eyes and role-play being blinded for 60 seconds. They cannot fight but may defend themselves to some degree. An individual who is blinded may be guided by another individual whilst blinded, but must remain within hand to arm contact at all times or become disorientated.

Deafen

An individual affected by the 'Deafened' damage call must role-play being deafened for 60 seconds. The individual must put both hands over their ears and role-play being in extreme pain for 60 seconds. After 60 seconds the individual does not have to role-play being in pain but will be unable to hear any audible sounds until they have received suitable treatment for their deafness.

Crush

This damage call is only used in melee combat. This reflects a particularly damaging blow from a weapon or creature if the person is armoured all AP are removed in one hit, but no damage is done to GHPs from base or body dev. If the person is ‘un-armoured’ a 'Crush' damage call, immediately reduces that location to −1 GHP All armour and shields are susceptible to this damage call. Armour and shields destroyed by the 'Crush' damage call can still be repaired as normal.

Disease

If a weapon with the 'Diseased' damage call hits an armoured target it has no effect apart from doing a single point of 
AP damage to the armour. If a weapon with the 'Diseased' damage call and hits an un-armoured target it will infect the target with a disease, which may inhibit healing or have some other effect, either natural or otherwise (see Healing and Recovery). A diseased weapon can reduce an individual to −1 GHP.

Soul
This damage call does not affect a person physical body, but attacks their life energy itself, causing them to become unwell and even die. This damage call is used in Close Combat and by FX Skills by successfully striking someone with a melee weapon, claw or open hand or by using the appropriate FX Skill. The damage call of Soul ignores ALL armour types, and removes a single Soul point form an individual's total. (See the Inner Soul Points section regarding the effects of losing Soul points).

Soul Rend

Soul Rend is a more severe form of Soul damage call, and follows all the same rules. The only difference is that Soul Rend removes 5 Inner Soul Points with each successful hit.

Soul Feed

This damage call is used in Close Combat and requires an individual to maintain contact with their victim by placing their hand flat palm against their target. The individual must say out loud every 10 seconds 'Soul Feed' in a clear and loud voice. Whilst they are doing this, they may draw one point of Soul from that person for every 10 seconds of maintained contact. The gained Soul can then be used to refresh the attackers own Soul total. If the attacker removes their hand at any point then the Soul Feed will cease.

Fear

You are gripped by a dreadful fear of a creature or object. You must immediately run away from the person or object which has caused you this effect. If anyone tries to stop you running away it will prompt you to attack them in fear. You will try and seek to get out of sight of the creature which has caused you fear. Once out of sight you will recover but will not be able to approach the creature for 60 seconds.
Terror

You are gripped by a soul wrenching sense of terror. You have never seen anything so horrifying in your whole life. You will immediately drop anything you are carrying, and will stand rooted to the spot for 30 seconds staring at what caused your terror. After 30 seconds you will be affected by the Fear damage call. Please see above.

Making a Character.
The first thing a player will need to do is make the Character that they wish to play in game. This process is quite easy and great fun to do. Follow the steps below to ensure that you develop the character which best suits you.

1. Chose a community.

2. Obtain Community Pack.

3. Spend Skill Points.

4. Note down starting Soul Point total.

5. Buy your starting equipment.

6. Develop a back ground story.

7. Develop a suitable costume.

8. Play and Enjoy

Chose a Community.

The first thing to do is have an idea of what kind of person your character is. Are they a military type, a loner or a gun totting wild-west type? Once you have decided what they are, you should be able to figure out which of the five communities they would belong to, as detailed below.

The Outcasts
This community is brutal, and members of this community more so. They are the remnants of the humans who have decide to live outside of the communities and live in the desolate wastelands and areas which most sane people chose to shun. They are naturally resilient and resourceful but their mental capacity is greatly reduced. This community is ruled by strength of arms and cunning, nothing more.

The Warden

These average people managed, through some miracle to survive the events past and have tried to maintain as normal a life as possible. This community has had to adopt a more basic life style to exist, but has not turned their back completely on modern life, and some still clings to the edges. This community is similar to the Wild West of old America.

The Nation

This community has a very prominent military background. Originating from the fractured arms of the country’s military, they are constantly living in a state of war, and everyone is trained to fight the enemy, who and where ever they are. They are very militaristic in their culture and uniform in their appearance.

The Artificers

This unusual and mysterious community have survived through trying to understand the Invaders technology, and have used some of it to their own advantage. They have taken captured alien technology and used it to survive. The community has a high number of academic and knowledgeable types within its numbers and relies on technology over physical brawn to survive.
Obtain Community Pack.

Once you have decided which Community fits your character best, then you will need to get hold of that particular Communities Players Pack. These packs are available through contacting a member of the admin team at admin@darksunlarp.co.uk or visiting our website at www.darksunlarp.co.uk. Inside each community pack is comprehensive information about your chosen community. It details any In Character and Out of Character information relevant to your chosen community and gives some ideas for costume or inspiration. It will also detail any special rules for your chosen community.
Character Skills.
Skill Restrictions
Some skills can have purchasing restrictions on them. These restrictions can be identified in the descriptions by the italic key words. Examples of these include:

· Time – These skills often require a great deal of practice and research in order to learn. Examples include crafting and reading skills. In such cases, on purchasing the skill the player will be informed of how long it will take for the learning process to be completed. Time restrictions do not apply for starting characters.

· Stackable(x) – these skills can be bought multiple times by a player and thus the effects are stacked. Examples of this include Perception and Dodge. In such cases, for each level of the skill purchased, the XP cost goes up by an increment of +1. The x refers to the number of times that the skill may be purchased.
· Repeatable – Skills marked with this can be bought multiple times at the same base XP cost. One example of this is weapon specialisation. In the latter case the character could choose to repeat the talent but will be required to use it with a different weapon type. Often repeating the talent requires the player to identify a different specialism.

· Training – skills marked with the training restriction identify skills that require a skilled master to train an apprentice, so that the apprentice can achieve greater proficiency. The trainer must have the ‘tutor’ talent. Training restrictions do not apply for starting characters.
· Role-play - Skill marked with Role-play need to be role-played for at least five minutes. If a player role-plays using a skill particularly well, a Referee may give them a bonus to that particular skill. Players are encouraged to role-play using all skills but skills marked as Role-play will not work if role-play is not used.
· Phys-Rep - These skills require a phys-rep piece of equipment to use. Details of what this phys-rep item needs to be will be given in the description of each skill. Players are encouraged to phys-rep all skills but skills marked as Phys-Rep will not work if a phys-rep is not used.
· ISP - This skill requires the expenditure of Internal Soul Points. If a player does not have the required amount of ISP available then they cannot use that particular skill.

Spend Skill Points
A new Character has 16 skill points to spend on character skills. When choosing skills, ensure that you take into account the basic skills point cost plus any extra skill points added for community skills bonuses.

Character skills are used to represent the abilities and experience that a player’s character has accumulated over their lifetime. Some skill are quite simple and only require a player to purchase that particular skill once, where as other skills have varying skill levels. These skills will be noted as being STACKABLE. The number next to where it states stackable is the maximum number of levels a player can have in this skill

To purchase new skills or to improve an existing skill, a player would need to spend experience points to do so. Experience points can be gained in a variety of ways, as stipulated below. From now on these experience points will be referred to as XP.

+2 XP - A player gains 2 XP for each day event they attend.

+2 XP - A player gains 2 XP for each day of an event which they crew.

+1 XP - A player gains 1 XP for exceptional role-playing. This could be awarded on multiple occasions.

Some skills require certain phys-rep items to use. For example the First Aid skill requires a phys-rep first aid kit. If a player does not possess this phys-rep then they cannot use that particular skill. Players are advised to read each skill very carefully to ensure that they are fulfilling this requirement.
Player Skills are segregated in to four distinct categories or spheres. These are Physical, Mental, Knowledge and Prowess. When a player chooses their characters community, they will be given the skill tree of that particular community. Skills within the 1st skill set will cost the number of skill points as dictated in the skill list below. Skill from the classes 2nd skill set cost that player +1 skill point. Skills from that communities  3rd skill set will cost that player +2 skill points. Finally, skills from their communities 4th and final skill set will cost +3 skill points. 

	Sphere
	Information

	Physical
	These are skills which require a level of strength or physical resilience. 

	Knowledge
	These are skills which require study or teaching.

	Prowess
	These are skills which require a level of dexterity. 

	Mental
	These are skills which require a level of mental ability or resilience.


	Physical
	Body Development
	8
	
	Knowledge
	Chemistry
	4

	
	Use Thrown weapon
	4
	
	
	First Aid
	4

	
	Use Bow
	4
	
	
	Weapon Specialisation
	8

	
	Use Melee Weapon
	4
	
	
	Jury Rig
	4

	
	Mighty Blow
	8
	
	
	Read & Write
	4

	
	Toughness
	6
	
	
	Read & Write (Other)
	6

	
	Use Grenade
	4
	
	
	Repair Armour
	4

	
	Use Heavy Weapon
	4
	
	
	Research
	4

	
	Suppressive Fire
	8
	
	
	
	

	
	
	
	
	
	
	

	Prowess
	Accuracy
	6
	
	Mental
	Extra Power
	8

	
	Dodge
	6
	
	
	Immune to Fear
	8

	
	Dual Wield
	4
	
	
	Meditate
	4

	
	Use Pistol
	4
	
	
	Mental Fortitude
	6

	
	Use Rifle
	4
	
	
	Thick Headed
	8

	
	Perception
	4
	
	
	Slippery Mind
	6

	
	Precise Shot
	6
	
	
	Telekinesis
	8

	
	Stealth
	6
	
	
	Telepathy
	8

	
	Tracking
	4
	
	
	
	


· Accuracy - (Stackable 3/Prowess)

You are able to utilise a break or gap in an opponent’s armour, aiming for that spot, thus bypassing the protection granted by the armour. When using this skill against an opponent wearing armour, you may call 'Through' on your next successful hit. You may use this skill a number of times per day equal to your skill level. This skill will only work on an opponent wearing light or medium armour. 

· Body Development - (Stackable 3/Physical)

You are physically tougher than most people. You may add +1 GHP every time you purchase this skill.

· Chemistry - (Stackable 3/ Phys-Rep/Knowledge)

You are knowledgeable in the mixing of chemicals to produce various liquids, drugs, stimulants and more. 

· Skill Level 1 - You start an event with two chemicals from the Level 1 Chemistry list. 
· At Skill Level 2 - You may start an event with two chemical concoctions from either the Level 2 Chemistry list. 
· At Skill Level 3 - You start an event with two chemical from the level 3 Chemistry list. 
Chemicals made will only last one event. If they are unused by the end of the event then they are discarded.
· First Aid - (Role-play / Phys-Rep/Knowledge)

You have a good knowledge of battle field wounds and trauma, and are competent in using a first aid kit to heal an individual's wounds, or to prolong their life long enough for life saving treatment to be administered. The amount of treatment you can give is dependant on the level of the skill you possess as stated below.

· Skill Level 1 – For one ‘use’ of your medical supplies, you may heal 1 global hit point, or cure one level 1 disease or poison.

· Skill Level 2 - For one ‘use’ of your medical supplies, you may heal 1 global hit point, restore 1 soul point, or cure one level 2 disease or poison. 

· Skill Level 3 - For one ‘use’ of your medical supplies, you may heal 2 global hit points, restore 2 soul points, or cure one level 3 disease or poison. 

· Dodge - (Stackable 3/Prowess)

Your reflexes are so sharp that you instinctively react to danger. You may ignore one attack per day which hits you, suffering no damage from that one hit. You must be aware of your attacker to use this skill. You may use this skill a number of times per day equal to your skill level. When using this skill you need to shout ‘Dodge’ in a loud and clear manner. 
· Dual Wield – (Prowess)
You are able to use a one handed weapons in each hand at the same time. You must have the necessary ranged or melee weapon skill to use these weapons. 
· Extra Power - (Repeatable 3/Mental)

You are able to draw more power than normal to use for your psychic abilities or to power an artificer’s gadget. Every time this skill is purchased, you may add +2 Power points to your starting total.

· Immune to Fear - (Repeatable 3/Mental)

You have witnessed terrible things in your life, or have been mentally trained to cut off your emotions when presented with a fearful situation. This skill can be used a number of times per day equal to your skill level.

· Use Pistol (Prowess)
You are able to use different types of pistols in combat. All pistols are single handed weapons. The type of pistol, and the amount of damage you will inflict is dictated by the skill level you posses as given below.

· Skill Level 1 – You are able to use a basic pistol in ranged combat. A basic pistol inflicts SINGLE damage with each successful hit. A basic Pistol holds a maximum of 6 rounds of ammunition. 

· Skill Level 2 - You are able to use auto pistols in combat. An Auto Pistol inflicts SINGLE damage with each successful hit. Auto Pistols may hold up to a maximum of twelve rounds of ammunition. 

· Skill Level 3 - You are able to use heavy pistols in combat. A heavy pistol inflicts DOUBLE damage with each successful hit. Heavy Pistols may hold up to a maximum of six rounds of ammunition. Heavy Pistols are single handed.

· Use Rifle (Prowess)
You are able to use different types of rifles in combat. All rifles are two handed weapons. The type of rifle, and the amount of damage you will inflict is dictated by the skill level you posses as given below.

· Skill Level 1 – You are able to use a basic rifle in combat. A basic rifle inflicts SINGLE damage with each successful hit. Rifles may hold up to a maximum of twelve rounds of ammunition. 
· Skill Level 2 - You are able to use Assault rifles in combat. An Assault Rifle inflicts Single damage with each successful hit. Assault Rifles may hold up to a maximum of eighteen rounds of ammunition. 
· Skill Level 3 - You are able to use Sniper rifles in combat. A Sniper Rifle inflicts Double damage with each successful hit and has a Rate of Fire of 3 seconds. Sniper Rifles may hold up to a maximum of six rounds of ammunition. Sniper Rifles are two-handed.
· Perception - (Stackable 3/Prowess)
This skill is a measure of your general awareness of your surroundings and what is going on around you. Perception skill is mainly used to detect enemies which are using the Stealth skill but can also be used by a Referee to relay extra information to you, depending on your Perception skill level. When using this skill a player must shout ‘Perception X’ in a loud and clear manner. X = skill level. If the players Perception level is the same or more than the enemies Stealth skill level, then the player has detected them and may react as if the person was there. 

· Precise Shot - (Stackable 3 / Training required for stacked levels/Prowess)

You have been trained to kill your enemies from a distance. You can only use this skill with a Sniper Rifle, Bow, Composite Bow or a Crossbow. To use this skill you must be able to see your target, and must remain still and aim at your target for 10 seconds. If you are noticed within this time, you move or your target moves out of view, then you will have to start aiming again from the beginning. Once you have done this you will need to inform a referee that you are using this skill and who your target is. The target will then suffer a single FATAL wound to a specified un-armoured location. There is no need to hit your target with the shot. This skill will require a referee. You may use this skill a number of times per day equal to your skill level.

· Stealth - (Stackable 3 / Training required for stacked levels/Prowess)
You are able to use your surroundings and shadows to effectively disappear from sight making it extremely difficult for you to be seen. To use this skill you must enter into cover which is sufficient to hide your entire body, and cross both your arms across your chest. While in this position you are hidden from view, unless an enemy has a Perception skill level which is equal to higher than your Stealth skill level. Whilst using the Stealth skill you can move at a normal walking pace. You may use this skill a number of times per day equal to your skill level.

· Use Thrown Weapon (Physical)
You may use throwing weapons in combat. A throwing weapon does SINGLE damage in combat and must be less than 12" in length (inc handle), and must be soft and pliable and must not have a solid core in its centre. Throwing Weapons are single handed. 
· Weapon Specialisation - (Repeatable / Training required/Prowess)
You are a specialist in using a particular weapon. Choose one ranged or melee weapon. When using that particular weapon, you will cause an additional point of damage per hit. You may purchase this skill multiple times but each time you purchase it you must assign it to a different ranged or melee weapon type. You must possess the specific weapon skill to gain specialisation in it.

· Jury Rig (Role-play / Phys-Rep/Knowledge)
In the outside world, most pieces of equipment or machinery has laid unused and neglected for many years. Some individuals are able to jury rig items to get them working for a short period of time. To fix an item completely, the person would need a fully equipped workshop and tools. You are able to use this skill, in conjunction with a Repair Kit to effectively fix a broken object for short period of time. You skill level will dictate how long the item will continue to function as show bellow.


Skill Level 1 
-
The Jury Rigged item will work for 60 seconds.


Skill Level 2
-
The Jury Rigged item will work for 5 minutes.


Skill Level 3
-
The Jury Rigged item will work for 60 minutes.

Using this skill will use up a number of 'Uses' from a Repair Kit. The referee will tell you the number of 'Uses' once you have successfully attempted to Jury Rig the item. This will be between 1 and 5 'Uses'.

· Read & Write (New World English) – (Knowledge)
You are able to read and write New World English. You must be trained to read and write as this skill may be lost to some Communities over the years and some just have no need for the written word anymore, and books are few and far between. 
· Read & Write (Other - Specify) - (Time, Repeatable/Knowledge)
You are able to read and write a foreign or Invader language. A player will need to role-play researching this language. Once this is done you will be able to interpret, speak and write the specified language. Some languages may require additional resources, research or time to master. Please speak to a Dark Sun Referee for more information. 

· Repair Armour - (Role-play / Stackable 3/Knowledge)
You are able to repair armour and shields using an Armour Repair Kit. The patching a mending of armour takes time and resources, so an armourer will make sure his armour repair kit is fully stocked before venturing into the wastelands. An armourer can repair most armour, this higher skilled individual seeming able to repair light or medium armour with ease. How much armour can be repaired is given below. 

· At skill level 1 you are able to repair 1 AP using 3 repair kit points by taking 2 minutes of role-play. 

· At skill level 2 you are able to repair 1 AP using 2 repair kit points by taking 1 minute of role-play. 

· At level 3 you are able to repair 1 AP using 1 repair kit points by taking 30 seconds of role-play. 

· Research - (Time / Repeatable/Knowledge)
You have been studying and researching a particular subject. When you purchase this skill for the first time you must stipulate the subject you are researching. You will gain 1 research point per level of this skill purchased. These Research points are spent when researching subjects. To research information will cost a certain number of research points. The REFEREE will tell you how many this will be when you submit a form. Research can also be used to develop new skills, or to add unusual elements or changes to existing skills. 

· Tracking - (Stackable 3/ Role-play/ Prowess)
You are able to find and follow tracks of humanoids and creatures. You must spend at least 30 seconds examining your immediate surroundings, and then a referee will explain to you what you have found. Each skill level you possess in this skill will increase the amount of information you can get from the tracks you have found, and this will be decided by the Referee.

· Use Bow (Stackable 3 / Physical)
You are able to use various types of bow weapons in combat. All bows are two-handed. The type of bow and the damage it inflicts is dictated by the level of skill you possess as shown below.

· Skill Level 1 – You may use a basic bow in combat. A basic bow does SINGLE damage with each successful hit. 
· Skill Level 2 - You are able to use a composite bow in combat. A Composite Bow does SINGLE THROUGH damage with each successful hit. Composite Bows are two-handed.

· You are able to use a crossbow in combat. A Crossbow does DOUBLE THROUGH damage with each successful hit. Crossbows are two-hand
· Use Melee Weapon (Stackable 3 / Physical)

You may use a melee weapon in hand to hand combat. The type of melee weapon, and the amount of damage you will inflict is dictated by the skill level you posses as given below.

· Skill Level 1 – You may use a small melee weapon in combat. A Small Melee weapon inflicts SINGLE damage in combat and must be less than 18" in length (inc handle). A small melee weapon is single handed.

· Skill Level 2 - You may use a medium melee weapon in combat. A medium melee weapon inflicts SINGLE damage in combat and must be between 18" and 36" in length (inc handle). A medium melee weapon is single handed.

· Skill Level 3 - You may use a large melee weapon in combat. A large melee weapon inflicts DOUBLE damage in combat and must be longer than 36" in length (inc handle). A large melee weapon is two handed.
· Use Heavy Weapon - (Stackable 3 / Physical)
You may use a Heavy weapon in ranged combat. All Heavy weapons are two-handed. The type of Heavy weapon, and the amount of damage you will inflict is dictated by the skill level you posses as given below.

· Skill Level 1 – You are able to use shotguns in combat. A Shotgun does DOUBLE damage and has a Rate of Fire of three seconds. A Shotgun may hold up to a maximum of 8 rounds of ammunition. 

· Skill Level 2 - You are able to use a machine gun in combat. A machine gun does DOUBLE damage and has a Rate of Fire of Auto. A machine gun may hold up to a maximum of fifty rounds of ammunition. Machine guns are two-handed.

· Skill Level 3 – You are able to use a grenade launcher in combat. A grenade launcher does to designated damage or effect of the grenade which is fired. A grenade launcher is a single shot weapon and will need reloading after each shot. 

· Mighty Blow - (Stackable 3/Physical)

You are physically stronger than most normal people and are able to use this strength when using a two-handed melee weapon to knock an enemy off their feet. When you strike an enemy in combat two-handed melee weapon you may use the damage call STRIKEDOWN. You may use this skill a number of times per day equal to your skill level.

· Suppressive Fire - (Stackable 3/Physical)
You have been trained to concentrate the fire of your weapon to effectively suppress an area to enable your fellow squad members to withdraw or advance safely. In order to suppress an area you must fire continually and must fire at least 1 round every second. The area will be suppressed as long as you can keep firing. You may only use this skill when using a weapon with the AUTO ROF. You will empty the weapons whole magazine or belt of ammunition into your enemies. Any shots which hit will also have the STRIKEDOWN damage call applied. You may use this skill a number of times per day equal to your skill level.

· Toughness (Stackable 3/Physical)

You are naturally tough and resistant to damage. Once you have sustained enough damage to enter your Grace Period, you will automatically stabilise, but remain unconscious. Your Grace Period will be suspended unless you sustain further damage whilst unconscious. You may use this skill a number of times per day equal to your skill level.

· Use Grenades (Physical)
You may throw grenades in combat. The damage inflicted will be dependent on the type of grenade thrown. You may only throw one grenade at a time. If you do not possess this skill you may not throw grenades. Grenades are single handed.

· Meditate (Mental)
You are versed in meditation and can meditate to restore power points. For every minute of role-played meditation, a player will restore 1 power point. The time meditating must be witnessed by a Referee.
· Mental fortitude - (Stackable 3/Mental)

Your mental focus has become so acute that you are mentally more resilient and stronger than most people. Your Soul point total increases by +1 each time you take this skill.

· Thick Headed (Stackable 3/Mental)

You are mentally tough and are able to continue functioning when others fall into unconsciousness. Whenever you suffer the stun effect, you may ignore it a number of times per day equal to your skill level.

· Slippery Mind - (Stackable 3/Mental)

Your mental reflexes are so sharp that you are able to elude mind control. You may ignore one psychic attack per day which hits you, suffering no damage from that one hit. You must be aware of your attacker to use this skill.

· Telekinesis - (Stackable 3 / Role-play/Mental)

You have manifested psychic powers, and may use the power of your mind to destroy and harm the world and those around you. The level of Telekinetic powers you may use is dictated by the skill level you possess as shown below.

· Skill Level 1 - You manifest all Level 1 Kinesis powers. 

· Skill Level 2 - You manifest all Level 2 Kinesis powers. 

·  Skill Level 3 - You manifest all Level 3 Kinesis powers.

· Telepathy - (Stackable 3 / Role-play/Mental)
You have manifested psychic powers, and may use the power of your mind to subtly manipulate the world and those around you. The level of Telepathic powers you may use is dictated by the skill level you posses as shown below.

· Skill Level 1 - You manifest all Level 1 Telepathy powers. 

· Skill Level 2 - You manifest all Level 2 Telepathy powers. 

· Skill Level 3 - You manifest all Level 3 Telepathy powers.

Powers of the Mind

Even before the Invaders and the Twinned Circle rituals, humankind has been mystified and intrigued by the human brain, and the powers locked within it pulsing grey flesh. Stories of failed military experiments, government training programme and visitations from UFO, with little green men manipulating and enhancing humans to high levels of ability.  

Of course individuals with the ability to manipulate others minds and the environment around them just by thinking a different way were rare before the Invaders came, now not so much so! Psychic powers have started to manifest themselves in a large proportion of mankind than ever before. Some say this is due to the re-establishment of magic within the world, others say that these individuals are Invader sleeper agents, asleep yet awake, waiting for their masters to arrive.  

Whatever the reason, physic powers are apparent in individuals in the New World. Some communities embrace those 'blessed' individuals'. From the revered, barbaric Shamans of the Tribal community, to the rare militaristic, unemotional Psi-operative from the Nation, these individuals are here to stay.

Psychic powers and the Communities.

There are psychic power users in most of the communities, to greater or lesser degrees. Artificers. A player may choose to play a character with psychic powers from any of available communities, but must ensure that they provide a comprehensive and detailed background story to support their character. This will need to be given to the Dark Sun Admin team before commencing playing the character. The Nation and Artificer communities are restricted with regards to psychic powers, so a player will need to discuss there ideas with Dark Sun Admin before player a psychic character from these two nations. Below are further details regarding Psychic powers.
· Outcasts

Living out in the wilderness, especially near radiated areas, means that there is a high propensity of psychic manifestation among individuals who reside out in the wilderness of the world. Psychic powers within this community seem to be predominantly of the Kinesis type, suitably reflecting the primal, power is best attitude of those people who make up the Outcasts.

IC: If you wish to play a psychic from the Outcasts community, you will only be able to play a Kinetic psychic, unless previously agreed with Dark Sun Admin.
· Wardens

Psychic manifestation within the Warden community is fairly even with each type of psychic type. Most Psychic's within the Warden communities are treated with suspicion but can, and do lead fairly uncomplicated lives within the Warden towns. Many a time has a Telepath or a Kinetic assisted the Sheriffs with keeping the peace.

IC: You may play either a Telepath or a Kinetic Psychic if your are from this community.
· The Nation

Psychic manifestation within the Nation community is also fairly rare. This was due to the Nation's early policy of killing any child which displayed any psychic potential, seeing it as a threat to their structured society. Recently there have been reports of Nation Psychic being witnessed, but these reports are unconfirmed as yet.

IC: You are not able to play a Psychic if you are from this community unless previously agreed with Dark Sun Admin.
· The Artificers

Whilst it is thought by many that the gadgets and implements used by the Artificers are magical or by the more learned, conduits for psychic powers, the truth is that the Artificers are actually bereft of any psychic abilities within their community at all. Some talk of gene splicing and manipulation to be the reason for the deficit, but the Artificers are neither confirming nor denying this either. 


IC: You are not able to play a psychic if you are from this community, unless previously agreed by 
Dark Sun Admin.

Types of Psychic Powers in Dark Sun

If a player decides that their character will have psychic powers, they will need to purchase the Telepath or Force psychic power skill. There are distinct differences between the two schools of psychic powers as explained below. 

· Telepathy
This type of psychic have a wide range of useful powers, but utilises their mind to manipulate others, gather information, protection, problem solve and to support those around them. 

· Kinesis

Raw, mental power! This is basically the basis for this type of psychic. They use the untapped power of their minds or manipulate the world around them to inflict damage on others. 

Soul Points, GHP and  Psychic Powers

Psychic powers require a lot of mental toughness and discipline, and to represent this commitment to perfecting and training their minds to enable them to use their gifts effectively, Psychic characters have a higher start ISP total than normal 'non-psyk's'. When a player takes a level in either the Telepathy or the Kinesis psychic power skill, they gain an additional 5 ISP. Each psychic ability is power using the psychic characters own internal Spirit Points. The concentration by a Psyker to hone their minds and thoughts unfortunately means that they are not able to dedicate as much time to their physical body as most, or are unable to adapt to become more hardy, as mist other humans. A character who uses psychic abilities will start with -1 GHP to reflect this lack of physical stamina.

Vocalisations and Psychic Powers.

When using a psychic power, a player must use a suitable vocalisation and must clearly point at the person they are targeting. If their vocalisation is not heard, and their target does not take the effect, then the ISP is not spent. A suitable vocalisation might be:

'By the power of my mind, [Damage call]'

Who is affected by a Psychic Power?

All living creatures can be affected by most psychic powers. If the target is un-dead or not living i.e. Robot then psychic powers will not affect them. A player may attempt to target an unfamiliar creature with a psychic power, and find that the crew member playing the creature counter with 'No Effect'. This means that the creature has taken no effect from that damage call. If a player is in doubt then it is best to ask a referee.

Psychic Powers and Armour

A player may not wear any armour or use shields of any type when using psychic powers. If a player decides to wear armour, their psychic abilities will be suppressed until they remove their armour. 
Healing Soul Points

When a Psyker loses Soul Points, this can be replenished by two means only. A psyker can meditate to restore some of their lost ISP or they can rest for 8 or more hours, when all of their Soul Points will return. A psyker can be healed by a first aid kit, but only up to their base Soul Point of 10. Any extra Soul Points gained through taking the psyker skill cannot be restored through the use of a first aid kit.

Psychic Powers and range

Every psychic power has a certain range as detailed in the individual psychic powers description given in the psychic power lists.  These will be Self Only, Touch, 10ft, 30ft or 60ft.

Telepath Psychic Powers List
Level 1 Telepathy Psychic Powers

Daze

ISP: 1

Duration: 10 seconds

Range: Close

You cause a sharp, intense pain in the targets visual cortex; the area of the brain associated with vision, effectively blinding them for a short period of time. The target will be suffer from the Blind effect for 10 seconds. 

Detect Psionics 

ISP: Variable (result dependant on power used)

Duration: 1 minute
Range: Medium

You may detect psionic auras. The amount of information revealed depends on if you decide to spend more power on maintaining the psychic power. For each additional power card you use you can gain additional information as detailed below.

· 1 ISP: Presence or absence of psionic auras.

· 2 ISP: Number of different psionic auras and the strength of the strongest aura.

· 3 ISP: The strength and location of each aura. These will be weak, normal or strong in strength.

Distract

ISP: 1

Duration: Effect last 10 seconds.

Range: Medium

You can use this power to confuse and distract another person thoughts. That individual will become confused and will be intently interested in what is directly behind them, enabling your or your fellows to attack them. 

Far Hand

ISP: 1

Duration: Up to 10 seconds.

Range: Close

You are able to move a small object using the power of telekinesis. The item must be able to move normally. You may move the object up to 25ft from its starting location. This power cannot be used to fight in anyway, and the object will fall to the ground if it is travelling after the duration of the power or over 25ft from it's starting location.

Missive

Power: 1

Duration: Instant

Range: Medium

You are able to send a short sentence to another person within Medium range. The message must be one sentence only. The recipient of your missive is unable to reply to you and the message remains one way. You do not have to see this person for this to work.

Lesser Verve

ISP: 1

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal one global hit point for each ISP that you spend. 

Charm Person

ISP: 1

Duration: 10 sec

Range: Close

An individual effected by the ability becomes you friend for 10 seconds. They will be more susceptible to answering any question that you may ask, within their capability, and will make no moves to hurt or injury your personally in anyway. They would also, if asked, defend you against others. This ability will only make that individual friendly towards you personally, and will not effect their interactions with any other person at that time. You can only use this psychic power once, any additional uses will not stack.

Lesser Body Adjustment

ISP: 1

Duration: Instant

Range: Self

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional global hit point. Once lost this global hit point cannot be gained again unless this psychic power is used again.

Object Read

ISP: 1

Duration: Instant

Range: Touch

You are able to tap into the psychic residue and signature left on a particular object, by the individuals who may have handled it in the last 24 hours. This psychic power requires a referee. You are able to determine information which may assist you in the future. You will only receive a visual representation of the events concerning that object in the last 24 hour; no other sensory information will be possible. 

Lesser Psychic Shield

ISP: 1

Range: Self

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to three levels of psychic power per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.
Level 2 Telepathy Psychic Powers

Brain Lock
ISP:2

Duration: 10 seconds

Range: Close

You are able to freeze the areas of a person mind, rendering them immobile. The target of this psychic power is affected by the special effect Paralysis for 10 seconds. This power may not work on some creatures or characters.

Far Sight
ISP: 2

Duration: Variable

Range: Long / Sight

You are able to hear and see what is happening anywhere within sight. This power requires a referee. The users psychic mind exits there body, which will slump to the floor. They will register as being dead whilst they are using this ability. Their spirit is now able to travel to anywhere within60ft or within sight, whichever is greater. The individuals spirit will be able to see and hear things around themselves, but is not able to interact with the 'real' world at all. An individual using this psychic power is effectively invisible, but an individual using the Detect Psychic Power ability would be able to detect them. 

Read Emotions
ISP: 2

Duration: 2 minutes

Range: Close

You are able to detect the surface emotions of a single target in range. You are able to determine if the individual is nervous, clam, scared or excited. Reading humanoids is easy, but you may not be able to read Invaders correctly or at all.

Inflict Pain
ISP: 2

Duration: Instant

Range: Close

You are able to inflict excruciating mental pain to one target. The target of this ability will take a single spirit damage.

Psychic Impression

ISP: 2

Duration: Up to 5 minutes.

Range: Long

You are able to tap into the psychic emanations left behind in an area, weaving them into a vision which will show you what has transpired in that area within the last 24 hours. A referee is needed to use this skill, and the information gathered could vary. 

Concussive Strike

ISP: 2

Duration: 30 seconds.

Range: Close

You are able to psychically stun another living creature. The target of this spell will be subject to the stunned effect for the next 30 seconds.

Body Adjustment

ISP: 2

Duration: Instant

Range: Self

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional two global hit points. Once lost these global hit points cannot be gained again until this psychic power is used again. You can only use this psychic power once, any additional uses will not stack.

Verve

ISP: 2

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal two global hit point for each ISP that you spend. 

Psychic Shield

ISP: 2

Range: Self

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to six levels of psychic powers per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.
Mind Link
ISP: 2

Duration: 10 minutes

Range: Touch

You are able to establish a link to another living creatures mind, effectively seeing into their thoughts and memories. The target must be living, and you must maintain contact with the persons head at all times. A referee will be required to use this power. If the participant is unwilling, then this psychic power will not work.

Level 3 Telepathy Psychic Powers

Domination

ISP: 3

Duration: 24 hours

Range: Close

You are able to completely dominate a single individual in close range. This individual will carry out ANY command that you give them for the next 24 hours. They will obey you to the best of their ability. The only way for this to be stopped is for the original user of the psychic power to be killed.

Mental Blast
ISP: 3

Duration: Instant

Range: Close

You send a massive psychic blast straight into another individuals mind, effectively overloading their mental synapses and knocking them unconscious. The target of this psychic power will instantly take five points of ISP damage. 

Greater Mind Link
ISP: 3

Duration: 10 minutes

Range: Touch

You are able to establish a link to another living creatures mind, effectively seeing into their thoughts and memories. The target must be living, and you must maintain contact with the persons head at all times. A referee will be required to use this power. This psychic power will work even if the target is unwilling to participate.

Greater Psychic Shield

ISP: 3

Range: Self

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to nine levels of psychic power per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.

Greater Verve

ISP: 3

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal three global hit point for each ISP that you spend. 

Greater Body Adjustment

ISP: 3

Duration: Instant

Range: Self

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional three global hit points. Once lost these global hit points cannot be gained again until this psychic power is used again. 

Animate weapon

ISP: 3

Range: Medium

Duration: 2 minutes

You may use this psychic power to animate single handed weapon to strike a target within medium range. If this is a melee weapon, the weapon will attack to target until the duration of the spell has elapsed. If the weapon is a ranged weapon, it will continue to fire at the target until it has run out of ammunition. You are required to concentrate on this ability for the duration of the psychic power. If your concentration is interrupted, due to you losing consciousness or any other effect which would break your concentration then the power will stop immediately.

Sending
Power: 3

Duration: Instant

Range: Special - See description

You are able to send a short sentence to another person you know anywhere. The message must be one sentence only. The recipient of your missive is unable to reply to you and the message remains one way.

Kinesis Psychic Powers List
Level 1 Kinetic Psychic Powers

Detect Psionics 

ISP: Variable (result dependant on power used)

Duration: 1 minute
Range: 30ft

You may detect psionic auras. The amount of information revealed depends on if you decide to spend more power on maintaining the psychic power. For each additional power you use you can gain additional information as detailed below.

· 1 ISP: Presence or absence of psionic auras.

· 2 ISP : Number of different psionic auras and the strength of the strongest aura.

· 3 ISP: The strength and location of each aura. These will be weak, normal or strong in strength.

Far Punch

ISP: 1

Duration: Instant

Range: 10ft

You inflict one point of physical damage on a target within close range.

Valour

ISP: 1

Duration: 1st fear effect.

Range: Self Only

You gain immunity to the first FEAR effect which is used on you. 

Spark
ISP: 1

Duration: Instant

Range: 30ft

You manifest a small spark from your hand and send it to hit a target within 30ft. That target takes a single point of fire damage, but does not catch fire.

Lesser Verve

ISP: 1

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal one global hit point for each ISP that you spend. 

Lesser Body Adjustment

ISP: 1

Duration: Instant

Range: Self Only

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional global hit point. Once lost this global hit point cannot be gained again unless this psychic power is used again.

Lesser Psychic Shield

ISP: 1

Range: Self Only

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to three levels of psychic power per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.

Force Punch

ISP: 1

Duration: Instant

Range: 30ft

One target within 30ft take a single point of physical damage and is effected by the knockback effect.
Level 2 Kinetic Psychic Powers

Fire Bolt
ISP: 2

Duration: Instant

Range: 30ft

You manifest a bolt of fire from your hand and send it to hit a target within 30ft. That target takes two points of fire damage, but does not catch fire.

Force Slam
ISP: 2

Duration: Instant

Range: 30ft

One target within 30ft take two points of physical damage and is effected by the Strikedown effect.
Inflict Pain
ISP: 2

Duration: Instant

Range: 10ft

You are able to inflict excruciating mental pain to one target. The target of this ability will take a single spirit damage.

Concussive Strike

ISP: 2

Duration: 30 seconds.

Range: C10ft

You are able to psychically stun another living creature. The target of this spell will be subject to the stunned effect for the next 30 seconds.

Body Adjustment

ISP: 2

Duration: Instant

Range: Self Only

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional two global hit points. Once lost these global hit points cannot be gained again until this psychic power is used again. You can only use this psychic power once, any additional uses will not stack.

Verve

ISP: 2

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal two global hit point for each ISP that you spend. 

Psychic Shield

ISP: 2

Range: Self Only

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to six levels of psychic powers per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.
Psi Claw
ISP: 2

Duration: 2 minutes

Range: Self Only

You manifest a psychic claw. You may use this claw in hand to hand, causing single damage with each hit. You must have a Larp safe claw phys-rep to use this power.

Level 3 Kinetic  Psychic Powers

Mental Blast
ISP: 3

Duration: Instant

Range: 10ft

You send a massive psychic blast straight into another individuals mind, effectively overloading their mental synapses and knocking them unconscious. The target of this psychic power will instantly take five points of ISP damage. 

Greater Psychic Shield

ISP: 3

Range: Self Only

Duration: Varies. See description

You are able to create a psychic shield which will absorb a certain number of psychic attacks against you. This psychic shield will absorb up to nine levels of psychic power per use. You may only have one psychic shield active at any one time, and any further psychic shield used will not stack and are wasted.

Greater Verve

ISP: 3

Duration: Instant
Range: Self Only

You are able to manipulate the cells of your body on a psychic level, prompting them to increase healing significantly. When you use this ability, you will heal three global hit point for each ISP that you spend. 

Greater Body Adjustment

ISP: 3

Duration: Instant

Range: Self Only

You are able to steal your mind and body to endure more pain and injury than normal. You gain an additional three global hit points. Once lost these global hit points cannot be gained again until this psychic power is used again. 

Animate weapon

ISP: 3

Range: 30ft

Duration: 2 minutes

You may use this psychic power to animate single handed weapon to strike a target within medium range. If this is a melee weapon, the weapon will attack to target until the duration of the spell has elapsed. If the weapon is a ranged weapon, it will continue to fire at the target until it has run out of ammunition. You are required to concentrate on this ability for the duration of the psychic power. If your concentration is interrupted, due to you losing consciousness or any other effect which would break your concentration then the power will stop immediately.

Spontaneous Combustion

ISP: 3

Duration: 1 minute

Range: 10ft

You cause one target within 10 feet to spontaneously burst into flames. The target will be effected by the FLAMING effect for the next 60 seconds.

Combat Precognition

ISP: 3

Duration: 1st successful attack which hits

Range: Self Only

You can ignore the first successful hit on you, ignoring the damage caused.

Inner Beast
ISP: 3

Duration: 1 minute.

Range: Self Only

You gain Haste, +3 temporary GHP, are immune to fear and terror, and manifest two psi-claws which do double damage in melee. Once the duration of the psychic power has expired, you will take five points of spirit damage. 
Mind Fire
ISP: 3

Duration: Instant

Range: 30ft

Designate a target. This may be an individual or an area. Everyone, friend or foe within that area takes double damage and if effected by the FLAMING damage effect. 
Equipment in Dark Sun.
In the Dark Sun post-apocalyptic world, what was once mundane and easy to get hold of now becomes a valued commodity or even a family treasure. Gone are the massive production industries of modern earth due to the complete devastation visited on the planet by the various Invaders.

There are no known massive power grids, satellites for global communication, inter-linked networks or the World Wide Web. The world has been plunged back into the dark ages where technology is concerned. Along with this is money in general. There is no economy anymore, as the powers in the world have crashed and been annihilated and neutralised. Trade has also returned to the old fashion medieval use of bartering. Live stock traded for fuel or commodities. Food traded for resources and tools. 
Weapons in the Dark Sun world are also changing. Ranged weapons like pistols, rifles machine guns are still attainable, but just going to the local gun shop and buying a replacement once it has broken is no longer an option. Everyone who owns such a piece of equipment has to ensure that they look after and care for their weapons, for if it should break, then finding someone with the skills to fix it, and then having the spare parts to do so is getting more and more difficult.

This is also true of other equipment. Medical supplies and medicines are also difficult to find or trade. If they are available, they are extremely costly as the traders know they are rare indeed. A resurgence of the old medicinal arts has been in evident for a while now and the use of herbs and natural healing products is used extensively in the more outlying and remote areas of the world. Some are even said to be blessed with the powers of healing, but these are just old wives tales, aren't they?

The lack of resources does not reflect the lack of ingenuity or knowledge possessed by some, and some have started to use Invader technology to fill in the gaps left by these shortfalls. Using the Invaders technology is not without risk, but some; the Artificers, have managed to perfect this type of engineering and to manufacture 'gadgets' which they and others can use to replace the much dwindling resources and technologies of earth.

Some societies embrace this use of Invader technology, whilst others see it as a subtle way that the outsiders are using to infiltrate and take over the world, and some react fairly violently to anyone seen using this technology for good or for bad. In the outlying districts and lands, the locals view all unknown technology or abilities with the up most of suspicion and there are tales of Artificers who have awoken to being roasted in their own blankets by a blood thirsty crowd of pitch fork wielding locals.

There are rumours that human kind has started to produce some items from hidden workshops and factories across the world but due to there being no transport infrastructure, supply is limited to the immediate area around these production areas.

To reflect these conditions, purchasing of equipment within the Dark Sun world is not done by spending 'money' but by the use of 'Resource Points'. Each player starts with 500 resource points to spend on their starting equipment. Throughout the game they may acquire items which they can trade at a later date or us to barter with. They may also find pieces of Invader technology which may also be useful, and they will earn resource points form completely key missions throughout the event.

Details on how much each item costs in RP's (resource points) and any relevant information about the item and its in-game effects are given below.

Ranged Weapons
Pistol
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A Pistol is a standard side arm which were quite prolific in the old world. These low powered firearms could be purchasable from many different outlets and many citizens possessed one for personal protection of themselves, their families and their property. Firing a standard low-calibre round, a pistol has a slow rate of fire and minimal stopping power, but is fairly easy to use and was cheap to purchase off the shelf. These small pistols were manufactured as a self defence weapon and as such did not have a very large magazine capacity.

In Game Information:
Cost: 

50 RP
Damage:
Single

ROF:

3 Sec

#Shots:

6 (max)
PhysRep:
Sharp Shot, Speed Load, Switch Shot, Nite Finder, Element, Scout, Proton, Firestrike, Jolt 

Auto Pistol
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An Auto Pistol has the same stopping power as a regular Light Pistol, but is designed to have a much higher rate of fire. Auto Pistols make up for their lack of stopping power by the sheer number of rounds which are fired. This high rate of fire should make the auto pistol significantly more deadly than its smaller counterpart, but with the higher rate of fire, comes a price. The auto pistol is not as accurate as the Light Pistol, and is prone to 'walking' when firing. Due to the higher rate of fire, this side arm is able to accommodate a larger magazine than its lighter cousin.
In Game Information

Cost: 

100 RP

Damage:
Single

ROF:

Auto

#Shots:

10 (Max)
PhysRep:
Barricade, Stryfe, Spectre, Stockade 
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Heavy Pistol

Heavy Pistols are the daddies of the side arms. These brutish guns rely on brute force and power to make them effective. These big guns are more like cannons than pistols. They use considerably large rounds than a conventional side arm; and due to this have a significantly smaller magazine capacity. It requires a lot of physical strength for a person to effectively fire one of these weapons and due to the nature of the ammunition, this weapon is expensive to maintain and load. In complete opposition to the Auto Pistol, this weapon has a slow rate of fire, but when it hits, it hits!

In Game Information
Cost:

150 RP
Damage:
Double

ROF:

3 Sec

#Shots:

6 (max)


PhysRep:
Maverick, Vigilon, Diatron, Recon, Retaliator, Strongarm 

Rifle
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Rifles come in many shapes, sizes, calibres and looks, but a fundamentally the same regarding range and stopping power. The range from single shot, bolt loaded weapons used by the general citizens and those who partake in hunting type recreational activities, to the more advanced rifles use for sporting or in the law enforcement or army. Firing a larger round than an assault rifle or pistol, a rifle is slow firing. Once again the attraction of this type of gun is it's easy of use and simplicity. Also due to the nature of distribution of this type of weapon, obtaining ammunition and parts is also fairly easy.

In Game Information

Cost:

100 RP

Damage:
Double 
ROF:

3 Sec

#Shots:

7 (max)

PhysRep:
 Furyfire, Retaliator, Recon, Deploy, Spectre, Praxis, Lumitron 

Assault Rifle
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Assault rifles have been the main weapon of choice of many armies and law enforcement agencies the world over. This weapon is able to fire a very high rate of rounds over a short period of time, relying on quantity not quality of shots to ensure success. There exists some very advanced versions of assault rifle, but the most common is fairly easy to maintain and use. An assault rifle fires a modified pistol cartridge to reduce on the space and weight of its large capacity magazine.

In Game Information
Cost:

150 RP
Damage:
Single 

ROF:

Auto

#Shots

18 (max)


PhysRep:
Quick Blaster, Hyperfire, Rayven, Nitron, Stryfe, Stampede, Rapidstrike
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Sniper Rifle

Sniper rifles have been used by amateur hunters, law enforcement agencies and covert military units for centuries. These slow firing, powerful, long ranged rifles are used to kill targets at a much further range, and with much of efficiency than other ranged weapon, and to effectively eliminate the target with the minimum of shots as possible, so maintaining the firers cover and position. The majority of sniper rifles are bolt action, although some semi-automatic versions do exist within military and law enforcement agencies. 

In Game Information

Cost:

300 RP

Damage:
Triple 

ROF:

3 Sec

#Shots:

6 (max)

PhysRep:
Longstrike, Longshot, Centurion
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Shotgun

Extremely effective at close range, and in confined spaces, the shotgun has been around for many decades, and is one of many weapons available to the public, alongside the normal pistol above. Shotguns originally were designed to fire one or two cartridges, the more modern versions stored additional round either under the barrel or in the stock of the weapon. These cartridges traditionally contained large amounts of small metal balls or 'shot' when fired, these small balls would exit the shotguns barrel in a spread effect, usually 2-3 feet across, hitting anything within the area. Less powerful at longer ranges, the shotgun can be devastating up close.

In Game Information

Cost:

100 RP

Damage:
Double 

ROF:

3 Sec

#Shots:

8 (max)

PhysRep:
Stockade, Barrel Break, Roughcut, Alpha Trooper

Light Machine Gun
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Carried into battle by members of units to provide covering fire and suppressive capability, the light machine gun has been an integral part of wht worlds fighting forces for many decades. Designed to be robust and easy to maintain, these light machine guns are able to be carried by a one or tow man team, and can be fired from a bi-pod usually mounted on the front of the weapon. Fed from a high capacity magaizne, the light machine gun has a high ate of fire and a moderate level of stopping power.

In Game Information

Cost:

200 RP

Damage:
Triple 
ROF:

Auto

#Shots:

36 (max)


PhysRep:
Stampede, Rayven, Rapidstrike

Heavy Machine Gun
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The ultimate in high rate of fire and devastation, the heavy machine gun remains the lord of all firearms. With its exceptionally high rate of fire, and magazine capacity, the lord of battlefields remains the ultimate weapon of defence in the new world. Difficult to maintain and repair, the machine gun is still seen, but as time goes by less and less. These weapons are very heavy and unwieldy, meaning that they cannot be fired from the hip, and are usually positioned in fixed, defence structures or are mounted on a tripod prior to an engagement.

In Game Information

Cost:

300 RP

Damage:
Quad

ROF:

Auto

#Shots:

50 (max)

PhysRep:
Havoc

Grenade Launcher
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Whether it is a standalone grenade launcher or one slung under the barrel of a weapon, these guns are devastating. Firing a variety of different grenade types, these firearms are both deadly and versatile. Whether you are covering your friends withdraw with well placed smoke grenade rounds, or blowing apart Mechanids with short range HE grenades, a grenade launcher is a welcome addition to any group of survivalist. The only down side is that the rounds are very expensive.

In Game Information

Cost: 

300 RP

Damage:
See Grenades

ROF: 

3 Sec

#Shots:

Single

PhysRep:
Suitable looking launcher. 
Archaic Ranged Weapons

Basic Bow
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The bow has been around for many thousands of years, and due to advances in armour and general protection on the battlefield, the bow had been relegated to general hobbies and sporting events. Due to recent events in the new world, and the continued depletion of resources, the bow has started to make a comeback. Composed of natural material and easy to produce, combined with ammunition which is fairly simple to manufacture, the bow is definitely back in fashion. 

Cost:

60 RP
Damage:
Single

ROF:

Auto

PhysRep:
Any LARP safe bow.

Composite Bow
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Composed of modern materials, and using complicated pulley systems to increase the power of each draw, the composite bow is a much more powerful version of a normal bow. A composite bow is more powerful and has a much longer range than its basic counterpart. Not so easy to maintain than its more basic cousin, the composite bow is definitely a precision machine in a not so precise world.

Cost:

75 RP
Damage:
Double

ROF:

Auto

PhysRep:
Any LARP safe bow.
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Crossbow

A modern crossbow is worlds apart from the original crossbows of ancient times. Constructed and used like a modern firearm, the modern crossbow is a cross between a composite bow and a rifle. Bedecked in scopes and red-dot lasers, a crossbow is deadly and silent. Firing metal tipped bolts; these ranged weapons are extremely effective. The only down side is the time it take to reload this weapons.

Cost:

150 RP

Damage:
Triple

ROF:

3 Sec

PhysRep:
Any LARP safe crossbow.

Melee Weapons
Small Melee Weapon
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A small melee weapon is a term used for any hand to hand weapon which a person can easily hold and wield with one hand, and has a blade length under 18" in length. Melee weapons use the wielders strength, combined with either a sharp edge or its own weight, to cause damage either through cutting or bludgeon.  Certain improved weapons would also fall under this category. 

Cost:

25 RP
Damage:
Single

PhysRep:
Any LARP safe single handed melee weapon under 12" length.

Medium Melee Weapon
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A small melee weapon is a term used for any hand to hand weapon which a person can easily hold and wield with one hand, and has a blade length between 19" and 24" in length. Melee weapons use the wielders strength, combined with either a sharp edge or its own weight, to cause damage either through cutting or bludgeon.  Certain improved weapons would also fall under this category. 

Cost:

75 RP
Damage:
Single

PhysRep:
Any LARP safe single handed melee weapon between 19" and 24" in length.

Large Melee Weapon
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A large melee weapon is a term used for any hand to hand weapon which a person needs two hands to hold and, and has a blade length longer than 24" in length. Melee weapons use the wielders strength, combined with either a sharp edge or its own weight, to cause damage either through slashing or bludgeon.  Certain improved weapons would also fall under this category. 

Cost:

150RP

Damage:
Double

PhysRep:
Any LARP safe single handed melee weapon over 24" in length.

Chain Weapon
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A chain weapon is a one or two handed weapon with a motor driven chainsaw blade in place of a normal blade. These weapons are truly frightening, ripping flesh as they chew into their targets. Chain weapon range from crude, massive heavy contraptions built for power and damage, and alien looking advanced versions built for speed and precision. At the end of the day, whether built for brawn or quickness, these weapons are devastating when used in hand to hand. 

Cost:

Cost of normal weapon + 500RP

Damage:
As normal weapon plus Crush. 

PhysRep:
A suitable LARP safe PhysRep must be used. 

Armour

Helmet










Cost: 75RP
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A helmet comes in many shapes and sizes, but all essential serve the same purpose. They stop individuals from taking damage to the head, either from being shot or from a large blunt object being used to open their skulls. A helmet will provide a player with AP equal to the type of armour it is made from (see armour descriptions below) as well as make the wearer immune to all subdual damage made to their heads with a blunt weapon. 

Light Armour









Cost: 250RP
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Light body Armour affords a minimum level of extra protection (AP3) against small arms fire and small melee weapons, but is also the least restrictive of all the body armours available. Light armour can be thick leather, padded fabric or a light weight combat jacket. Light armour to the chest, arms and back can be easily achieved, and leather trousers can be worn to give protection to the legs. Light armour to the head can be achieved by wearing a thick cloth cap or hat. 

Medium Armour









Cost: 300RP
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Medium armour affords a moderate level of protection (AP4) against most damage from firearms and melee weapons. It is usually constructed from layers of fibrous material or Kevlar, and requires a higher level of skill to fight in effectively. Light armour to the chest, and back can be achieved through wearing a modern stab vest. Arms and legs cane be armoured by the use of arm and leg protectors common at most sports shops. Medium armour on the head can be achieved by wearing a hard helmet similar to a motocross or skating helmet.

Heavy Armour









Cost: 500RP
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Heavy body armour is the ultimate in personal protection (AP5). Impervious to any but the most powerful of small arms fire, this armour makes it's wearing nigh on invincible in most fire fights. As the armour is all enclosed, the wearer is resistant to gas attacks, smokes and gases. Comprising of segregated pieces of high density polymer plates, Heavy armour is the panicle of modern protection.

Shields

Light Shield









Cost: 75RP
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Light shields are constructed from wood, leathers or furs and are very basic in design. Fairly effective against melee weapons, light shield are not strong or robust enough to stop bullets from any ranged weapon. Easy to make and maintain, the light shield definitely has its place in the modern world, and with the steady decline of firearms, one day it will once again be one of the most effective defensive aids in the world.

A Light shield has AP3, and can be mended 3 times before being unusable.

Medium Shield









Cost: 150RP
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Medium shields are made from thin composite, high density polycarbonates or thin metal and are used around the world in modern law enforcement agencies and armies. These shields are effective at stopping damage from most light to medium powered hand guns and rifles. Light enough to wield effectively without compromising mobility, these shields give a much needed boost to an individual's survivability.

A Medium Shield has AP4, and can be mended 4 times before being unusable.
Heavy Shield









Cost: 200RP
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Heavy shields are made from thick metal and laminated with composite materials to add even more protection. These shields are large and can provide cover for a whole individual. Heavy shields are used in a more defensive posture than the other two shields, and usually have a small visor or clear plate installed to allow the user to observe what is occurring on the other side of the shield. These shields are very heavy and cumbersome, and not suited to anyone who requires speed and stealth over protection.

A Heavy Shield has AP5, and can be mended 5 times before being unusable.
Special:
Cannot run whilst using or carrying a heavy shield.

Ammunition
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	Gun Type
	RP cost per round

	Pistol
	1

	Auto-Pistol
	1

	Heavy Pistol
	2

	Rifle
	2

	Assault Rifle
	2

	Sniper Rifle
	3

	Shotgun
	2

	LMG
	2

	HMG
	3

	Arrows
	1

	Bolts
	2


Ammunition comes in a variety of shapes, sizes and calibres. At the period that the Invaders appeared, countries and governments around the world were trying to standardise rounds of ammunition to allow different countries to share resources both in war and during manufacturing. This went some way to addressing the problem, but not far enough before the Invaders attacked. Ammunition is extremely scarce in the present time, probably due to the long, drawn out wars mankind fought against the Invaders in the beginning. Ammunition has been manufactured by The Nation and Artificer communities, but this is time consuming and expensive to do. So of this high quality ammunition does sometimes become available but when it does, it is not around for long. There has also been an increase in specialist ammunition over the last ten to fifteen years. These unusual rounds have mainly been invented and produced by the Artificer communities, and they continue to manufacture and improve as the years go by.

Specialist Ammunition

The Nation and the Artificers are constantly working to produce, improve and modify existing ammunition for weapons to enhance its damage and capabilities. Over the last ten to fifteen years, the Nation and Artificers have produced quite a number of specialist rounds of ammunition. Some of these are only useable in certain types of ranged weapon, but there are some which are useable in any ranged firearm. These are detailed below.

Magazines of specialist ammunition MUST be marked with the designated coloured tape to indicate which type of ammunition they contain. This tape is out of character and players will not be able to see this in-character.

· AP (Armour-piercing)

Armour-piercing rifle and pistol cartridges are usually built around a penetrator of hardened steel, tungsten, or tungsten carbide, and such cartridges are often called 'hard-core bullets'. The penetrator is a pointed mass of high-density material that is designed to retain its shape and carry the maximum possible amount of energy as deeply as possible into the target. 

Weapon: P, AP, HP, R, AR, SR, LMG, HMG

Cost: x2 

Special: Through.

Markings: Yellow

· API (Armour-piercing Incendiary)

Some armour-piercing rounds also use explosive or incendiary tips to aid in the penetration of thicker armour. This ammunition combines a tungsten carbide penetrator with an incendiary and explosive tip.

Weapon: P, AP, HP, R, AR, SR, LMG, HMG


Cost: x5


Special: Flaming Through

Markings: Red 
· Stun 

This fairly recent invention by the Artificer community holds a small but powerful electrical charge which when in contact with an individual's body, emits a strong electrical pulse which stuns the target for a short period of time. These rounds have proven to be ineffective against non-humanoid or mechanical targets. Some humanoids, if particularly tough of strong will be able to resist the effects of this ammunition.

Weapon: SG

Cost: x2

Special: Stun

Marking: Blue

· Spirit

Developed by the Artificers community through extensive testing and experimentation, this unusual ammunition contains an undisclosed chemical which seems to affect incorporeal creatures. This ammunition, though devastating to these types of enemies, seems to have little effect on all others. Some feel that this ammunition may use the same technology as the Artificers fabled Ethereal Disruptors. These rounds of ammunition can only be used in a a firearm which has been modified by an Artificer.

Weapon: Any Artificer modified weapon.

Cost: x5

Special: Soul

Marking: White

· Man Stopper

This deadly and brutish ammunition has been developed by the Outcast community. It combines a huge amount of explosive charge with a soft, lead bullet. On impact these rounds of ammunition flatten, making a large entry wound and an even large exit wound. They cause extraordinary damage as they pass through the targets body. The only disadvantage of these rounds is that the soft bullet is easily stopped by armour.

Weapon: Shotgun or Heavy Pistol Only.

Cost: x3

Special: Double damage on un-armoured targets.

Marking: Black

· Acid

These potent rounds of ammunition contain a small, fragile glass vial or ampoule. Inside this is a small amount of acid which, when the ampoule is broken, reacts violently with the outside air. The acid contained within is very effective against non-organic substances. These rounds are extremely fragile, and great care must be taken when transporting or carrying these to ensure that they remain intact until used. Also due to their fragile nature, these rounds of ammunition may not be used larger, more powerful firearms.

Weapon: P, AP, R, AR

Cost: x4

Special:  1 point of damage every 10 seconds for 1 minute. Armour damaged by acid will be un-repairable if the acid eats through the armours total AP.

Marking: Green
Medical Supplies

Bandages









Cost: 25RP
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A standard bandage is a strip of cloth approximately 2-3 inches wide and 1.5 - 2 feet long, and is used to wrap around a bleeding wound to staunch the flow of blood, thus reducing the risk of blood loss and death. In time of need any strip of suitable material can be used. Once used, a bandage is discarded as it would be soaked in the blood and would not be useable on anyone else. For more information on using bandages to staunch bleeding please see the Skill section of the main rules.

First Aid Kit









Cost: 250RP
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A First Aid kit contains a variety of equipment to bind, sanitise and treat injuries or wounds. Ideally all the equipment within a first aid kit should be sterile and clean, but in the post apocalyptic world of Dark Sun this is impossible to guarantee. Some claim that their fallen comrades might have survived their wounds were it not for the dirty, rusty equipment and foul bandages wrapped around their injuries by an Outcast medic.  A basic first aid kit must contain various bandages, equipment to stitch wounds together and items to bind or splint broken limbs and bones. A suitable PhysRep of a first aid kit must be used. Each first aid kit contains 10 'uses'. See the skill section for more information on using First Aid Kits.

Synth-Skin Spray
(Level 2 Chemical)






Cost: 250RP
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Synth-Skin spray is artificially developed synthetic skin in a can. Used extensively by battlefield medics, this can of liquid has saved many a life. Each can holds 10 applications and is used to cover and treat minor injuries or wounds like bandage. The difference between a bandage and a Synth-Skin spray is that multiple layers of Synth-skin can be applied to the same wound, increasing the effectiveness of the spray each time. The user does not require any first aid skill to use this product. A single application of Synth-skin will cure one LHP

Injections









Cost: Varies
[image: image30.jpg]



Injections contain a variety of chemicals which are designed to cure a multitude of conditions like diseases, poisons or viral infections in an individual. They can also be used to inject certain chemicals into someone's body either to benefit or hinder that person. Each injection contains one does of a particular curative chemical. Some disease poisons or viruses require multiple doses to cure. Many a survivor has fallen prey to conditions out in the outlands, and wish they had an immunisation injection on them to cure their infliction. A person does not need first aid skill to use an immunisation injection. The cost of an immunisation injection is dependent on what condition it will cure as given below.

· Vaccine
(Level 2 Chemical)








Cost: 50RP
This is used to treat a diseased patient. A single dose of a vaccine will cure any Minor Disease, two doses will cure a moderate disease and three doses will cure an advanced disease.

· Anti-toxin (Level 2 Chemical)








Cost: 50RP
An anti-toxin will negate the effect of a poison when used on an individual. A single dose of an Anti-toxin will negate the effects of any minor poison. Two doses will negate the effect of a moderate poison and three doses will negate the effects of an advanced poison.

· Rad-Ex (Level 1 Chemical)









Cost: 25RP
Rad-Ex is a combination of chemicals which has been developed over the years to combat the effects of Radiation. Although this chemical eliminates the effects of radiation on an individual, is ravages the person immune system and leave them feeling weak and lethargic for a period of time afterwards. Rad-Ex will remove all traces of radiation sickness from a single individual but that person will instantly lose 5 Soul after using the injection. 

· Adrenal+ (Level 3 Chemical)








Cost: 75RP
Adrenal+ was developed by Nation scientist to increase, for a short period of time, a soldier's combat prowess. This chemical releases large doses of adrenaline into the recipients system, causing their bodies to move at an accelerated rate, but causes extreme strain on the muscles and heart of the individual. Once a person has taken Adrenal+, they will move and fight at double their normal speed for 60 seconds. Once 60 seconds has elapsed, they will immediately take 5 points of Soul damage. This cannot be prevented, but may be cured as normal.

· Co-Ag+ (Level 1 Chemical)









Cost: 75RP
Co-Ag Plus is a chemical which accelerates the blood natural coagulant properties, enabling a medic to work on a patient for longer by slowing down the patient's blood, thus slowing them form bleeding out. A single dose of Co-Ag Plus increases a player Grace Period by 50% (4 minutes)

· Adrenal Boost (Level 2 Chemical)








Cost: 50RP
Adrenal Boost is a chemical which kicks starts the body into action by affecting the amygdale of the brain; the part of the brain which instigates the primal flight system of the body. The chemical allows a incapacitated person, who is on minus GHP to run for 10 seconds. At the end of ten seconds, that person will collapse and any wounds suffered before the use of the injection will now take effect. 

· Truth Serum (Level 2 Chemical)








Cost: 50RP

The Truth Serum affects the areas of the brain which deals with conscious thoughts and the ability to fabricate lies. This chemical causes the victim to tell the truth for 60 seconds. These truths are based on the individuals own experiences, so the person may not know the answer to some questions asked, and also some people may be resistant to the effect for some reason.

· Courage (Level 1 Chemical)








Cost: 25RP

This chemical works on the primitive part of the brain called the Amygdala. It stimulates the Fight part of this organ, allowing an individual to resist the first ‘Fear’ effect used on them for one event.

· Skin Knit (Level 1 Chemical)








Cost: 25rp

This chemical stimulates the natural healing properties of the body, knitting wounds and mending bones. This chemical heals 1 GHP per use. 

· Second Life (Level 3 Chemical)








Cost: 300RP

This chemical is the closest mortal man will come to being god-like. This chemical kick starts the body from near death, healing all damage to the person’s body and soul. This chemical with cure all damage to an individual’s GHP and Soul instantly, but the residual effect gives the person -1 Soul Points permanently, because of the shock of the effect on the body. This chemical does not work on a dead person!

· Inviga-8 (Level 2 Chemical)








Costs: 50RP

This chemical invigorates the mind, restoring Soul points to an effected person. This chemical heals 1 Soul point per use. 

· Daddy-Bio (Level 2 Chemical)








Cost: 50rp

This chemical contains a powerful herbicide based growth chemical which instantly promotes rapid plant growth in a small area. When thrown, any individual within 10 foot of where the chemical lands is affected by an ‘Entangle’ effect for 60 seconds. Multiple chemicals do not stack.

· Sixth Sense (Level 1 Chemical)








Cost: 25RP

This chemical enhances the user’s senses to enable them to detect hidden creatures. The user gains Perception (1) as per the skill for 60 seconds. 

· Psychic Null (Level 3 Chemical)








Cost: 300RP

This chemical fortitudes the users mind against physic powers used against them, The user is immune to all psychic powers used against them for 60 seconds, but at the end of the 60 seconds the user takes 5 soul damage. 

· Shift (Level 1 Chemical)









Cost: 75RP

This chemical enhances the users speed for a short period of time, allowing them to move quickly and dodge an incoming blow. The user may ignore the first damaging hit against them within 60 seconds of taking the chemical. 

· Flash (Level 1 Chemical)









Cost: 50RP

This chemical is a combination of volatile of chemicals that when exposed to the open air, ignites causing an intense flash of bright light. This chemical causes all individuals within 10 feet of where the chemical lands to be affected by the ‘Blind’ damage effect. This effect will only work on creatures that have physical sight, so some creature will be immune to the affect. Individuals may also cover their eyes if they are aware of the use of the chemical, also negating the effect. 

· Boooomm!! (Level 1 Chemical)








Cost: 50RP

This chemical is a combination of chemicals which when exposed to the open air cause a chemical reaction resulting in a extremely loud bang. All individuals who can hear the effect are affected by the ‘Deafen’ damage effect. Covering the ears negates the effect of this chemical. 

· Acid (Level 2 Chemical)









Cost: 75RP

This chemical is a virulent acid which, when exposed to the air activates the acid which will eat into flesh and metal alike. An individual hit by this chemical will take damage as per the ‘Acid’ damage effect. 
· Immu8 (Level 2 Chemical)









Cost: 75RP

This chemical contains a volatile chemical that when exposed to air bursts into flame. Any individual hit by this chemical will take damage as per the ‘Flaming’ damage call.

· Frozen (Level 2 Chemical)









Cost: 75RP

This chemical contains liquid nitrogen which when exposed to flesh causes severe cold burns. When enough is used on metal object, it can cause the metal to become brittle and easier to break. An individual hit by the chemical will take cold damage as per the ‘Cold’ damage effect. 

Repair Kits
Armour Repair Kit










Cost: 200RP
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An armour repair kit is an essential piece of kit for any armour smith venturing out into the barren waste lands. This small kit contains a small supply of materials to allow someone with the Repair Armour skill to patch up and repair light body armour. The kit contains enough supplies in it or 10 uses. 

Weapon Repair Kit










Cost: 200RP
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A weapon repair kit enables a trained weapon smith to repair, improve or even dissemble any fire arm. In the modern world of Dark Sun, a weapon smith is a much sort after individual. The weather and environment is hard wearing on firearms more delicate internal components, and the last thing any Warden or Nation trooper wants is their gun breaking just as they are going to shoot a charging mutant, intent on killing them. A weapon repair kit has enough supplies in it for 10 uses.

Misc Items
Two-Way Radio











Cost: 300RP
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A two-way radio is currently the only effective form of communication over a distance now available to most survivors. These use short band radio waves to transmit, and as yet these do not seem to have been noticed by the Invaders and blocked. The can take many different forms from basic 'children' radios to large military style sets. A Two Way Radio requires 1 battery pack to function, and includes this when purchased, but this battery will need replacing. Please see information on Batteries for more information on duration.

Artificer Gadgets
Bio-matter Re-constructor (Level 2 Gadget)
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This gadget allows you to scan people’s auras and discern their meanings. You may expend one power point, point at an individual within 30ft and call out in a clear voice “Discern Aura”. You may diagnose any of the following auras: Human, Mutant, Dominator, Warper, Incorporeal, Mechanoid, or Undead. Your attention and concentration make it obvious to your target that you are examining them somehow, and some creatures may take offence of this. 
*The Aura Scanner takes the form of either a hand-held device, or a pair of goggles.*
Diagnostic Scanner (Level 1 Gadget)
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This Gadget allows you to tell what sort of effect is af​flicting a patient. You may expend one power point and use the call “Discern nature of wounds, diseases and poisons”. The patient is then able to inform you of what they are suffering from.
*The Diagnostic Scanner takes the form of either a hand-held device, or a pair of goggles.*
Ethereal Disruptor (Level 1 Gadget)
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You have modified one of your personal firearms to imbue the ammunition it fires to be harmful to incorporeal creatures. You must choose at the time the skill is bought whether to modify a pistol or a rifle. Instead of firing the gun normally, you may spend two power points to change the damage call of your next shot that hits to Spirit. 

The gun may still fire normal rounds if you wish, and functions as a normal firearm of its type if wielded by anyone but you. 

Many incorporeal creatures will be vulnerable to this attack form even while they are incorporeal. Since incorporeal creatures are invulnerable to normal physical attacks, attacking them with this type of attack will attract their attention and you may become the target of their attacks. Each purchase of this skill allows you to modify an addi​tional gun prop. There is no limit to the number of times you may purchase the skill.
Electrostatic Dis-charger (Level 2 Gadget)
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This gadget collects ambient electricity, and allows you to wreath your hand in static electricity which can be used against a foe in melee combat. While wearing the Electrostatic Dis-charger you may spend two power points to make your next successful hit in melee combat use the damage call of ‘Stun’ 
*The Electrostatic Dis-charger takes the form of a glove or bracer.

Preservation Band (Level 3 Gadget)
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This gadget is worn by people that expect to be at per​sonal risk in combat. The band monitors their meta​bolic vital signs, and helps to boost the wearer’s heal​ing powers if they are badly injured. 

If you are wearing a Preservation Band and become unstable, 59 seconds later the band will grant instantly stabilise the wearer, thus stopping their death count. No call is needed for this effect, as it is not obvious to those around you that the band has functioned. The Band loses its pow​er after one use, or at the end of the event.
*A Preservation Band takes the form of a bracelet, bracer or necklace.
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Heat Ray (Level 3 Gadget)
You have modified one of your personal firearms to imbue the ammunition it fires to be harmful to incorporeal creatures. You must choose at the time the skill is bought whether to modify a pistol or a rifle. Instead of firing the gun normally, you may spend three power points to change the damage type of your next successful hit in at range to “Flaming.” 
The gun may still fire normal rounds if you wish, and functions as a normal firearm of its type if wielded by anyone but you.

Each purchase of this skill allows you to modify an addi​tional gun prop. There is no limit to the number of times you may purchase the skill.
*A Heat Ray needs to be represented on a weapon or a weapon needs to be modified to represent the Heat Ray
Soul Rounds (Level 3 Gadget)
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Soul Rounds were developed by the Artificer community to counter act the incorporeal nature of spirits; the foot soldiers of the recently killed Watcher. These rounds are charged with a chemical which has been psychical charged to affect the life essence of incorporeal creatures.  
These rounds come in different sizes to fit most pistols and rifles, but due to their complicated manufacture, they cannot be made in great numbers and as such are not available to weapons which fire multiple shots like assault rifles or machine guns.

Soul Rounds are produced in batches of 5 rounds, and can only be sought from the Artificers community at this time. 

A weapon firing Soul Rounds will inflict 1 point of Soul damage on any corporeal creature. When  used against incorporeal creatures or those creatures who use psychic powers, they inflict Soul Rend on that creature. 

Kinetic Dampener (Level 3 Gadget)
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Kinetic Dampeners are commonly worn by Artifi​cers wishing to supplement the power of their Per​sonal Shields, but they are a useful addition to any type of protection. They reduce the speed of incom​ing attacks, lessening the damage the user takes from impacts and making them more able to avoid other types of harm. 
While wearing a Kinetic Dampener any damage received by the wearer is reduced by one damage point, to a minimum of one. Multiple Kinetic Dampeners do not stack with one another.
*A Kinetic Dampener takes the form of a gadget worn on the main body like a necklace or brooch.
Metabolic Re-constructor (Level 1 Gadget)
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This gadget allows you to enhance the natural healing powers of yourself or an ally. With the gadget in hand, touch your target, spend one Power Card, and an​nounce “Cure Wound.” 
*This gadget takes the form of a hand-held device.
Personal Shield (Level 2 Gadget)
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While wearing this gadget, you may spend two power points to create a force field that grants you 2AP. You may not ben​efit from any other type of armour while using a Personal Shield. These armour points will decrease as they are hit in combat, but may be refreshed with the expanse of another Two Power points.

*A Personal Shield is worn on the belt or as an arm​band. It must be worn visibly for the shield to function.
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Stealth Suit. (Level 3 Gadget)

While wearing a stealth suit an artificer is able to hide from sight like someone with the stealth skill. You are able to bend light and wrap it around yourself for a short period of time, essentially making you invisible to all but the most observant of creatures. To activate the Stealth Suit you must use three power points and cross both your arms across your chest. You may not move whilst using Stealth and are classed as having an effective Stealth skill level of 1. While in this position you are hidden from view, unless an enemy has a Perception skill level which is equal to higher than you present Stealth level

*This gadget requires a suitable phys-rep to be made which is visible to all. 

LARP Terms and Ideals.

There are some terms, ideas and restrictions that you must be aware of to better understand a LARP and enjoy play, in this section you will find some of them along with a brief explanation, all participants are encouraged to read the entire section, however experienced LARPers may find most of this section familiar.
In Character (I.C.) vs. out of Character (O.O.C.).

Within LARP’s in general and therefore within the Dark Sun website and during a Dark Sun event, there exists the concept of items, people and comments being either:
· In Character (I.C.) and therefore In Game (I.G.)

Or

· Out of Character (O.O.C.) and therefore Out of Game (O.O.G.)
It is good LARP form and Dark Sun policy for participants to remain in character whenever possible, so unless it is clearly obvious that something said or done is O.O.C. it will be assumed to be I.C.
Any participant (often a member of the monster party) that is holding their hand up in the air is to be considered O.O.C. other participants that are I.C. are not able to see, hear or touch them. Please do not react to them or use other O.O.C. information during play, as this will ruin the game both for you and for others around you. Going O.O.C. is not a thing a player should do without a good reason, if at all possible please remain I.C. until you can remove yourself from an I.C. location.
Phys-Rep.

A ‘PhysRep' is something used during a LARP to phys-ically rep-resent something that in a game, for example a tennis ball coated and painted black to make a ‘PhysRep' LARP safe grenade.
Acceptable LARP behaviour.

During play, characters may have reason to say and do things that when viewed by the public, could be misinterpreted, as such please be aware of what you are saying and doing and how it could be interpreted by passers-by.
In Games Calls.

In addition to the 4 safety calls listed in the safety calls section there are some calls that are made to control the flow of the game, here is an explanation of the main ones.
· ‘Time-freeze’.

From time to time, a REFEREE or participant there may be reason to call a ‘Time-Freeze’ usually this is to enable something to happen to ease the flow of the game; all players must close their eyes and ignore anything they hear unless told otherwise by a REFEREE.
· ‘Time-Faff’.

There may at times need to be a delay between encounters, usually so they next encounter can be setup. A referee will call a ‘Time-Faff this means he wants the player party to hang around but does not see a need to call a halt to play. Players can stay in character and role-play some I.C. interactions or they are free to step away from the I.C. action and take a short O.O.C. break remember if you are going O.O.C. you cannot interact with people that are still I.C.
· ‘Time-in’.

Once everyone is ready for play to commence or restart after a pause the Referee will call a ‘Time-In’, from that moment on everything is considered I.G. and I.C.
· ‘Referee’.

If you require assistance from a Referee, you can call for them by making a ‘Referee’ call.
Health & Safety
All participants must read and understand all the rules, if you have any questions, clarifications or queries you MUST speak to an onsite REFEREE before you play.
As with any LARP based game that includes weapons and fighting of any description, there is always the risk of injury. To try and reduce the risk of injury a Dark Sun event organisers will ensure that weapons, armour and any other PhysRep which could pose a risk to other participants is examined and that everyone involved in the game is fighting a safely as possible.

Dark Sun is primarily an 18 or over game, anyone younger than this will be only allowed to be involved in the game if accompanied by a parent or guardian at all times the accompanying parent or guardian remains responsible for them at all times.
UNDER NO CIRCUMSTANCE MUST ANY INDIVIDUAL PARTICIPATING IN A DARK SUN EVENT:
HIT, OR MAKE AS IF TO HIT, A MEMBER OF THE PUBLIC.
SHOOT A WEAPON AT OR NEAR A MEMBER OF THE PUBLIC.
THROW ANYTHING AT OR NEAR A MEMBER OF THE PUBLIC.
THREATEN A MEMBER OF THE PUBLIC IN ANY WAY.

Individuals participating in a Dark Sun event are agreeing that they are aware of the level of risk a full contact game like Live Action Role Play is, and that they will not hold any Dark Sun event organiser or any individual participating in the game responsible for any injury sustained whilst participating in an event.

In the unfortunate event of an individual sustaining an injury during an event, at least one the referee or crew team will be first aid trained, carrying a first aid kit, and will be able to assist administering first aid if required.

Dark Sun LARP advised that eye protection is worn at all times during Dark Sun events. Eye protection devices are available to purchase online for as little as £2. If a player wishes not to wear eye protection, this is their choice and in the event of injury, will not hold any Dark Sun event organiser or any individual participating in the game responsible for any injury sustained .

No individual must ever be restrained in any way during a Dark Sun event. If anyone wishes to stop another individual from moving, they should place one hand on the individuals shoulder and say clearly and loudly 'Restrain'.

If an individual wishes to tie up another individual then a PhysRep of rope must be used but the persons actual hands must NEVER be actually tied together. They are to grasp the rope in their hand and hold their own hands together to simulate being tied up.

Under no circumstances must an individual physically carry another person. To simulate carrying an injured individual, place an arm under that persons arm, and hold them around the waist. Carrying an individual requires TWO people you can only move at a walk you cannot run while carrying someone.

Safety Calls.
During play many things may be called out, some are in character comments, some are to describe or control the flow of the game, many are described in the LARP terms section others in the equipment and damage section.

There are however 4 very important safety calls that EVERYONE needs to be aware of:-

The ‘Man-Down’ Call.

If an individual sustains a severe injury during an event, ANY percipient may use the ‘Man Down’ call by clearly and loudly calling out:

'MAN-DOWN, MAN-DOWN'

This call to alert everyone present to the persons plight. ALL activity must cease on hearing this call all players must be quite, and the person making the call is to make themselves known to the referees immediately. Using this call for anything other than an emergency is an extremely dangerous thing to do, and anyone found doing so without due care or attention will be banned from future Dark Sun events.

The ‘Fire’ Call.

If an individual discovers a real world fire, ANY percipient may use the ‘Fire’ call by clearly and loudly calling out:

‘FIRE, FIRE’

This call to alert everyone present to uncontrolled or dangerous real world fire or situation that requires action and a pause in play. ALL activity must cease on hearing this call, the person making the call then to make the danger or situation known to a Referee and people around.

Please note there is an in game damage type call of ‘flaming’ so you must be clear when making calls.

The ‘Timeout’ Call

If an individual notices a danger or situation that requires a pause in play, ANY percipient may use the ‘Timeout’ call by clearly and sensibly loudly calling out:

‘TIMEOUT, TIMEOUT’

This call to alert everyone present to a danger or situation that requires a pause in play. ALL activity must cease on hearing this call all players must be quite, and the person making the call will then to make the danger or situation known to a Referee and people around.
Some examples of valid reasons for a timeout call are:

· When you believe other participants need to be made aware of something or there is risk of injury. E.g. a hidden drop, broken glass on the ground, a dangerous slippery surface; ALL game play will be suspended A REFEREE will then decide what action (if any) to take to negate the danger or deal with the situation, play will only resume once all participants are ready and only when a REFEREE calls ‘Time In’.

· If members of the public are present; ALL game play will be suspended until the members of public have passed and will only resume once all participants are ready, the risk to member of the public have been negated and only when a REFEREE calls ‘Time In’.

· If horses, horse riders or other similar form of animal are present, ALL game play will be suspended, ALL percipients are to move to ONE side (normally the left side when facing the direction the players were travelling). ALL Monsters in costume are to turn their faces away from the path and try to cover or remove any of their costume that might frighten a horse; ALL percipients are to remain still and silent until a REFEREE calls ‘Time In’

When making a ‘Timeout’ call due to horses be aware that your call could startle the horse, so be sensible with the volume whilst still making yourself heard.

The ‘Non-Combat’ Call.

If at any time you feel that you are at risk of injury during any combat situation, you may drop anything you are holding in your hands, hold your empty hands above their head and clearly and loudly call out:

'NON-COMBAT, NON-COMBAT'

This call is NOT to be used when you ‘want to take a break’ but when you are at risk of injury, or real world distress if combat continues around you.

Any one fighting or shooting near the person making a ‘Non-Combat’ call must treat the person making the call as out of combat; they are not to be treated as a valid target:

· Anyone fighting with that individual at that time must stop immediately and withdraw to at least 5 full paces away from them.

· Anyone firing at or near them must treat them at protected and not shoot near them.

The individual who used the ‘non-combat’ call will instantly be considered; reduced to 0 GHP AND unconscious, but in a stable condition and must act as appropriately, they will be required to lay on the ground in the nearest safe location, and will remain there until the combat has finished.

Once Combat has ended you can return to normal play, your character cannot die as a result of a ‘Non-Combat’ call.

This is a safety call and should NOT be used to avoid character damage or to subvert the rules.

Weapon, Armour and Kit.

A safety check will be carried out to on all weapons, armour and kit at the beginning of each session by suitable Authorised Dark Sun representative to ensure that they are not dangerous to other participant, during this check item may be marked with an invisible UV marker for purposes of identification. If you do not want you item marked you must advise the Dark Sun representative, but you may not be allowed to use it at Dark Sun events until it is marked. This is for the safety of all participants so please wait quietly for you kit to be checked.

Any item deemed as being unsafe must not be used on an event or any future events unless the issues with is has been resolved.

If your weapon, armour or kit is real world damaged during play you must get it rechecked by a REFEREE before you continue using it. Broken kit can have sharp edges.

If you intend to lend, sell or give anyone a piece of kit, including a weapon or piece of armour, you must make the other person aware of any safety concerns, or considerations.

Due to the nature of the game and the environment that the events are held in, it is unfortunately inevitable that participants will lose a percentage of their ammunition per event. The increased size of LARP Safe arrows, crossbow bolts and thrown weapons make them less likely to be lost, however it is still very possible. This is something that ALL participants must be aware of and any loses are not the responsibility of the event organisers.

Melee Weapons

All melee weapons must include an internal rod / core surrounded by high-density foam, and then coated with latex.

Any weapon that is not LARP-safe or any form of non-foam, weapons must NEVER be used by any individual participating in a Dark Sun event.

Armour

Armour must not have any sharp edges, spikes or protrusions, which could cause injury.

An individual must NEVER strike individuals with an armoured part of their body.

Shields

A shield must NEVER be used as a weapon in melee, an individual must never hit, strike, bash or push another person with a shield.
Projectile Weapons (Guns)

Dark Sun uses soft dart guns (Nerf, Buzz Bee etc.) for ranged combat. These need to be in a good state of repair and working properly. If a participant has modified their weapon in any way, they must specifically inform the referee of the type and nature of the modification. If you are unsure if your weapon has been modified (if you brought it second hand for example) you must inform the referee.

Players can paint and personalise their weapons for use in Dark Sun events, but they must ensure that any colours or modifications comply with any current laws or legislations relating to them. It remains the owner’s responsibility to ensure that their gun is legal. We encourage players to leave a large proportion of their ranged weapon in bright, ‘unrealistic colouring’ to ensure that it is immediately recognised as an ‘Unrealistic Imitation’. No matter how legal you think your gun is the on-site Ref still holds the option of telling you not to use a particular item in play.

Only soft dart guns are to be used at Dark Sun. Participants are not permitted to use Air Soft guns, which fire small metal or plastic ball-bearings, or paint ball guns for any reason. Using these types of weapons will result in a participant being banned from the game.

Any type of gun must NEVER be used as a close combat weapon. If a participant uses a gun in this fashion, it will result in that participant being banned from the game.

Ammunition for Projectile Weapons (Guns)

There are many different types of foam darts on the market, only normal retail darts are permitted.

UNDER NO CIRCUMSTANCES MUST MODIFIED OR HOME MADE AMMUNITION BE USED AT A DARK SUN EVENT.

In the case of guns, which require ammunition, players must have a PhysRep for EVERY SINGLE round of ammunition they wish to purchase. If a player wishes to purchase 100 rounds of ammunition but only has 50 actual Nerf darts, then unless he can get hold of another 50 Nerf darts, that player can only buy 50 rounds of ammunition.

If an Individual is using a gun, which fires foam darts or discs, they are NOT permitted to pick up and use already fired ammunition, which may be lying on the ground until the end of the encounter. Players must keep a tally of the amount of ammunition they start play with so a suitable number of dart can be shared out at the end of the encounter, losses will be divided up appropriately between the participants.

Projectile Weapons (Bows and Crossbows)

The use of LARP safe bows and crossbows is permitted in a Dark Sun game, following the same rules as above. All bows and crossbows must be safe and in good working order. Participants must only use LARP safe arrows or bolts, and these will be check prior to the start of an event to ensure they are un-broken and safe.

All bows and crossbows must be under 29lb sq. inch pull. Anything higher than this must be seen by a referee and a safety check carried out to ensure that the weapon is safe to use. If this check is failed, the weapon must not be used in game.

Bows, crossbows, arrows or bolts must NEVER be used as a close combat weapon. If a participant uses bows, crossbows, arrows or bolts in this fashion, it will result in that participant being banned from the game.

Ammunition for Projectile Weapons (Bows and Crossbows)

All arrows and bolts must be LARP safe. A character using a bow or crossbow will only be able to carry in game 30 arrows or crossbow bolts maximum. A participant who is using a bow or crossbow will not be required to have the exact number of PhysRep, as these are a lot bigger and more expensive to purchase in real life, but will be required to have at least a token number of PhysRep and a suitable quiver. Characters can get another character to carry more arrows or bolts, but these participants will also have to have suitable PhysRep and holder.

Arrows and bolts may be retrieved by participants after each encounter or during an encounter if it is safe to do so but any lost or broken arrows or bolts are not the responsibility of the event organisers. It is also recommended that participants who wish to use arrows or bolts, mark their kit in some way to aid identification and to differentiate them from another participants kit.

Thrown Weapons and Grenades

The use of Thrown Weapons and LARP grenades is permitted in a Dark Sun game. All thrown weapons and grenades, regardless of their shape or look must be soft and pliable. They must not have a hard core or hard centre, there must not be any hard edges to the weapon and they must not be bigger than a normal sized hand grenade or thrown weapon (about the size of a can of baked beans). If these guidelines are followed, a participant should be able to throw a grenade or thrown weapon directly at another participant or monster with little fear of injury being sustained.

Participants are encouraged by the organisers of Dark Sun to make their own unique throwing weapons, but these will be subject to a safety check and can only be used if given the all clear by the event organiser.

Thrown weapons and grenades must NEVER be used as close combat weapons. If a participant uses a thrown weapon or grenade in this fashion, it will result in that participant being banned from the game.

Thrown weapons including grenades, may be retrieved by participants after each encounter or during an encounter if it is safe to do so but any lost or broken thrown weapons and grenades are not the responsibility of the event organisers. It is also recommended that participants who wish to use, thrown weapons or grenades mark their kit in some way to aid identification and to differentiate them form another participant’s kit.
Headshots

Players must never knowingly aim for another players or crew members head. Anyone found to be doing this could be banned. The head is a valid called shot location as the player will not actually be hitting the head with any weapon or projectile.
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