Slayers Rules Update
Hello all, as promised here are the rules updates agreed by the Ref Team after reviewing the feedback provided by players and crew.

Thank you again to all who took the time to send us emails and fill in forms, it was incredibly useful to see both the things people loved, and those that didn't quite work as originally devised.

Please note that further updates may happen; if this is the case we will forward any changes as always by email and by updating the Game Manual and Skills Table on the Facebook Group.

Combat
- Calls can now be made in combat every 3 seconds.

· The limit on ‘number’ of calls per scene on Hand to Hand combat has been removed; players can now use any of the hand to hand combat calls they have as many times as they wish per scene unless otherwise specified – but each call must be separated by 3 seconds (combat can be role played in the intervening seconds). Damage calls are still limited in Hand to hand combat, but the amount of calls that can be made has been increased.

· - The hand to hand combat table has been altered. There are now 3 pathways that can be followed that give different calls at the different levels:

	· Style
	· Level 1
	· Level 2
	· Level 3

	· Brawling
	· Stun
	· Single x 3

· Strikedown
	· Double x 2

	· Martial Arts
	· Trip
	· Single x3

· Break limb
	· Double x 2

	· Professional Training
	· Lock
	· Single x3

· Subdue
	· Double x 2


· Slay – the Slay skill may only be used if:

1- The character making the Slay call has made a different call against this target before making the Slay call (for example a Stun or a Single etc)

2- The target is already on 0 hits (incapacitated or role playing as severely wounded and disorientated)

The rational for this change is to reduce the “instant kill”, which while true to the source material does limit role play opportunities – and the dev team have chosen to support the RP at the cost of slight deviation from the source material. 

· Strength – a ‘Feat of Strength’ can be used to add 1 point of damage to an existing damage call for the duration of a scene. Thus if the character has access to a Single, they may expend their Feat of Strength to call Double for the remainder of the scene. Feat of Strength may also be used to fulfil some RP action such as breaking a lock, restraining someone etc. but may not be used to wound or damage a character / NPC outside of the above rule.

Magic
The Magic rules have undergone some revision. Practitioners will now receive a list of Foci depending on the level of their Occult Knowledge in Spellcrafting and a list of Seals depending on their level of Occult Knowledge Ritual Practices Seals, Symbols and Artefacts. All players with level 1 will receive the same list and can use any Foci or Seal on their list. Level 2 skill will receive all the level 1 as well as level 2 Foci and Seals. Level 3 will receive the full ‘standard’ list. There are additional Foci and Seals, but they must be discovered in game.

Players may only activate Foci and Seals on their list (but may participate in a spell that uses others, they simply cannot add any power to them); the Foci list will include all relevant information about their Foci, including the amount of power that will ‘overpower’ the Foci and cause the spell to fail. The side effects of Foci will also be included. The same information will be included on the Seals list.

While this will detract from the initial magical experimentation and discovery side of the game, we will ensure that is still possible through more exotic Foci , Seals and spells, while making magic use simpler and more useful in these early stages of the story. 

· Power points: The starting power points will remain the same for Practitioners and relevant Heritage classes, however we have increased the power points you may gain by purchasing the “Magic Power” skill . This will allow players who wish to specialise in Magic use to have a higher amount of points available to spend on casting spells.

· In terms of magical free actions, it was suggested in some of the feedback we received that perhaps some spells or magical actions such as levitating things or opening doors, for example, could be given as a free manifestation of magic.

Although this use of magic is seen in the Buffy TV series we feel that allowing this in game would incur in some issues: 

1) To ref these interactions would be very intensive in a game where several aspects already involve the Ref Team heavily and we simply do not have the manpower to control such uses of magic;

2) Deciding what constitutes a small burst of spontaneous magic would be too personal and open for interpretation. What may be a small thing for one player, could be narrative changing for another. To monitor these uses would mean each ref at some point may have to make a call on whether the magic was spontaneous or not and hence negate a narrative point whereas a different Ref may have other views. To appoint one Ref to monitor this, as per above, would be impossible;

3) Phys Repping these uses of magic would be outside of the realm of probability for most uses; visuals would be very important and, for example, levitating a pen whilst you're actually holding it just won't look good enough and would break immersion for a lot of players, so we have decided against spontaneous magic burst. We are aware that these are part of the show but such decisions must be made to ensure the game looks and feels as realistic as possible and we hope you'll agree that we have made the best decision in this case.

As a general clarification with regards to the Practitioner Archetype, when the game was designed we were very aware that each Archetype had a specific game they are built for and that our skills are very “Min-Max”.

Slayers are built for Combat, Watchers for Research and Knowledge of the Occult, Practitioners for Magic, Heritage for Magic or Combat and Civilians are the wild card, though they are skewed towards more Wealth and Contacts influence.

As per the original Buffy Scooby Gang, each character has a set of skills that allows them to contribute to furthering the plot in their own unique way.

As such, it was a very deliberate choice for us to attribute high cost for magic spells that mimic combat and combat defence. 

Our system was not designed to allow for outright “Battle Mages” characters as these aren't present in the tv series. The only time you see Practitioners inflicting damage is when they go down the path towards becoming “Dark”, with Dark Willow being the culmination of that.

Even so, Dark Willow has to replenish her magical power several times after killing Warren and fighting Buffy and then Giles for short amounts of times. Her Magical power isn't infinite, in fact it isn't even that great, suggesting that hurting others takes a great toll on magical power and its user.

There are plenty of situations in game for Practitioners to use their Magic, but should a Practitioner decide to spend their points by creating spells to inflict damage or to create a protection, then they will have to accept that the cost may be too high at times for something you can replicate by taking an actual combat skill instead, or investing on a form of armour. As we learn in Buffy, trying to use Magic to do things that you can easily do in real life with some time and effort may lead you towards abusing your power. This is a perfectly great characterisation, however it is the players decision whether this is what their character wants to do and it is not for us to stir you in either direction. Know that this is a deliberate choice of the Ref Team and that it fits our vision of the game.

“If you have a Patron, and you think they're sexy, come on baby let us know” Or “The Religious Game (we have one of those now, who knew!)”
In our original design of the game we appear to have missed the “religious” angle, however, as these things often do in LRP, one appears to have organically manifested in game thanks to the wonderful work of some of our players and crew.

With that in view, we thought it would be useful to have a better “guide” to what this part of the game can offer and how to make the most of it.

If you have chosen a Supernatural Patron then your game is certainly about to become interesting. Patrons can be anything, from a powerful Demon or Angel to a certified deity. However you decide to role play your relationships, there are certainly different angles you may consider.

Business or pleasure?

Do you command or do you worship?

If you have chosen a deity, in particular, worshipping just comes with the territory, but all Patrons will certainly have one thing in common: they expect tribute to be given and they won't be happy if you fail to deliver.

In terms of mechanics, you do not need any particular skills apart from the “Supernatural Patron”. How in depth your description of the Patron chosen is will of course help the Ref Team in delivering a more accurate version of what you have created in your background. If you have chosen a Patron who is part of a well established mythology (a Roman God, an Archangel, etc) we will of course research and gain inspiration from stories and legends; if you tell us the type of relationship you have with your Patron, the NPC portraying it will be able to understand what the expectations are and try and deliver to the best of their ability.

Knowing your Patron is a powerful weapon towards gaining “Blessings”, or favours. What things they prefer, what things they do not like, what makes them tick?

For example, a love poem to Aphrodite, a sharp, indulgently decorated, effective weapon for Mars, blood, food, trinkets, magical artefacts...if you know what your Patron wants you are one step ahead of the game.

During an event, characters with a Patron will be given specific tasks by their supernatural “benefactor”. Should they succeed, they will receive a “Blessing”, should they fail, they will receive a “Curse”. The higher the level of the Patron, the higher the rewards and risks. The more worship and tribute you donate, the more likely your Patron will look upon you with benevolence, but don't forget Powerful and Immortal beings are often fickle and their mood can change based on their primal nature.

If your belief is strong and your background allows it, your Patron will surely at some point manifest and interact directly with you. This happened for a few characters during Event 1 but we are planning to expand this game so that more characters may experience the thrill of spending face to face time with their Patron, hopefully adding to their role playing experience.

The feedback we have received with regards to the Patron NPC has been wonderful, inspiring us to make this a more integral part of the game.

 - How to role play your relationship with your Patron: Practitioners aren't the only ones that can put up a show. Altars dedicated to your Patron, worshipping Rituals, praying sessions, these are all fantastic way s to add to your role playing experience and that of others. Bring candles, incense, blood, fake dead chickens...whatever the flavour of your worship, make sure it will be pleasing to your Patron and who knows, they may just grant you some extra boons!
