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Combat and Damage

When all else fails, solutions are often found through physical combat. In Spearhead we operate a simple system that is easy to follow and use.

Locational Hits.

In the Spearhead system all players have locational hits spread over nine areas of the body; the head, the body front, the body back, the upper and lower arms and the legs. All characters start off with 1 hit point to all locations this can later be increased through wearing armour, purchasing talents or casting spells.

When a location is hit, the attacker will shout out a damage call that indicates the strength of the blow; the location hit loses points equal to the damage call. Once a location has no hit points left, it ceases to work and thus can no longer be used. The effect of this depends on the location injured:

· If the injured location is the body or the head, then the player must fall to the ground and remain silent and prone until appropriate healing is administered.

· If the injured location is an arm, then the player must drop anything being used in that hand. The arm will remain unusable until the character is healed.

· If the injured location is a leg, then the player must drop to their knees and remain there until healing is completed. 

Head Hits.

Whilst the head is a legitimate target, we at Spearhead discourage players and monsters from deliberately aiming to strike it. Factors such as players wearing glasses can mean that head injuries easily happen. Care must be taken by all thus instruction in safe fighting techniques will be given to all attending the club. 

Damage Calls.

There are a range of damage calls that the players will use and encounter. The ‘damage rating’ calls include:

· Single – this inflicts one hit point of damage to the location struck.

· Double - this inflicts two hit points of damage to the location struck.

· Triple - this inflicts three hit points of damage to the location struck.

And so on including quad, quin, and six.

As well as the standard damage power calls there are also ‘damage effects’, these are shouted in addition to the power and can include:

· Thru – a blow of this nature will ignore all armour points of the location struck.

· Knockdown – a character hit by this blow effect must fall/stumble over. This represents the sheer force and weight of the blow.

· Essence – a blow of this nature does not physically harm the location hit instead it removes some of the character’s total essence thus making them weaker. An essence effect blow ignores all armour and hit point enhancements.

· Enchanted – some creatures are immune to all forms of normal weapon damage. Some weapons are magically enhanced to be able to strike for enchanted damage thus allowing these powerful creatures to be hurt.

· Subdue – on some occasions characters may want to strike a blow with intent of only stunning their opponent. Only short blunt weapons or hands maybe used to inflict subdue damage. Subdue damage may only be used on unarmoured locations. Subdue damage does not degrade armour or inflict permanent physical injury.

Armour Classes.

Obviously being hit by weapons can be deadly for characters, thus the easiest way to protect themselves is to wear armour. There is a whole range of armour types available to the characters; these are quantified into ‘armour classes’:

· Soft leather or fur – adds one hit point to the location covered. AC1.

· Hard leather or studded soft leather – add two hit points to the location covered. AC2.

· Ringmail or studded hard leather – add three hit points to the location covered. AC3.

· Chainmail – adds four hit points to the location covered. AC4.

· Plate armour – adds five hit points to the location covered. AC5.

Different armour classes can be stacked to offer greater protection. For instance, chain (ac4) can be worn with plate (ac5) to give a total ac of 9.

When an armoured location is struck, the armour absorbs some or all of the damage however the armour itself will start to degrade.

Example:

Bob is wearing a chainmail shirt and thus has five hit points to his body. In a skirmish with some bandits he gets hit for a double in the body, his armour absorbs the blow but deteriorates. Due to the damage, Bob’s armour now has three hit points to the body.

Armour can be mended through the use of some spells and also by the skills of a craftsman with the appropriate tools and talents. Normally armour can only be repaired a total of three times before it degrades beyond use.

Armour and Magic Users.

Those characters capable of using the talent ‘channel magic’ will find that wearing large amounts of armour restricts their ability to channel the magical fluxes. This is particularly the case if the character is trying to cast high level spells; thus any character wishing to cast a spell which is higher than level one may not be wearing a type of armour above armour class two.

Treatment of Wounds

When a character’s locational hit points reach zero or less, they are considered to be wounded. These wounds must be quickly treated in order to prevent death by blood loss. There are a number of ways and combinations in which a wound can be healed:

· By drinking a locational healing potion. In order for the location to work, the hit point total must be restored to 1. Example: Bob manages to get hit for a triple to his unarmoured left arm, taking the location hp to minus 2. His arm ceases to work and he will require three points of locational healing before he is able to use it again. 

· By using bandages. A bandage applied to a wound will heal one hp. Only one bandage per wound maybe used thus it is often advisable to use bandages in combination with other forms of healing.

· By using healing spells. Healing spells act instantly and thus are often best used when a location is seriously wounded.

Deadly and Serious Wounds

If a location is ever wounded to a total of minus seven hp then it is considered to be virtually beyond healing. In the case of arms or legs, the location will need to be quickly tourniqued to prevent further blood loss. The tourniqued limb is considered to be unusable for the rest of the day.

In the case of the head or body locations, unless magical based healing is administered within a few seconds of the wound being inflicted then the character is considered to be dead.

Essence

All living creatures have a beating life force within. In game this life force is termed as Essence. It acts as measure by which a character’s endurance and stamina can be determined. 

All characters start with a base of ten essence points; this base can be increased through talents and also decreased through detrimental incidents. During an adventure essence points may be lost due to bleeding wounds and some forms of magical attack. If and when a character’s location receives enough damage to take it to a negative score then healing is required to prevent essence loss. For every minute that the wound remains unhealed the character will lose essence. The amount lost is equal to the negative hit point value of the injured location. 

Example:

Sam’s right arm is hit for a triple. Since it only had one hit point, Sam drops his sword and stops using his arm. His right arm is now on minus two hit points, due to this he requires healing. However with no healing immediately available, Sam has to leave the wound unattended. After a minute of bleeding, Sam loses two essence points. Sam will continue to lose two essence points for every minute that his wounded arm remains untreated. A bandage is then administered, curing the wound by one hit point bringing the arm to –1. Sam will continue to loss essence, but now at the reduced rate of 1 point per minute until the wound is healed to zero, or better.

When a character’s essence total drops to five, the character will start to feel unwell and is no longer able to run or fight. If the essence total drops to four or less then the character will fall over unconscious and will require healing to be revived. If a character’s essence total ever reaches zero or less then they require immediate healing in order to avoid death.

Current Essence Total.
State of Health of Character.

8 or more
The character feels great with lots of energy and up for any challenge.

6 - 7
At this level, the character starts to feel a bit weary but can still fully function.

5
Overcome with tiredness, the character can no longer summon enough energy to either run or fight. Sleep is desirable.

1 - 4
With this essence total, the character cannot maintain consciousness. Long periods of rest or healing are essential.

0
At zero, the character is on the cusp of death and requires urgent attention.

Essence can be replenished through spells, potions or a full night’s sleep.

Character Generation

Template Characters

The easiest option is to use a pre generated starting character from the templates. This allows players to begin playing in Eden with minimum effort, needing only the first and last steps (Create a Background and Equip your character).

However, for greater control over character creation, follow these steps.

· Create a background

· Choose a race

· Assign spheres

· Choose Alignment

· Assign starting talent ranks

· Equip your character

Create a background

There are no flaws and merits used within the system, but start to think about your characters upbringing. Which town / area does he come from. What did his father do? Where applicable, which Mantine family rules the area.

Also, start thinking about a name. All of this is not required right now, but think on it for later. With these thoughts running around your head, move onto step two.

Choose a race

To choose a race, review the Major Races of Eden section. The Mantine are not available as a player race. Bear in mind the minimum phys rep that is required for each of the races.

Race
Min Phys Rep
Good Phys Rep

Grell
Horns.

‘Beast’ markings coloured for channel type.
Costume colours appropriate for channel type.

Feral
Fur /ragged/leather costume.
Extended canines. War paint/tribal tattoos.

Culean
Grey/ashen face.
White hair or streaks. Shadowed eye sockets.

Savant
House Branding
House insignia on costume

Minral
Grey or brown made up face. Ragged/ pieced together costume.
Mask or rat nose prosthetic.

Tail.

The simplest race to phys rep is the Savant, who are basically human. Spearhead LRP will have a number of common House Brands on the day to provide the minimum phys rep, but bear this in mind when choosing a House.

Assign Spheres

Assigning the Spheres of Talents in the order of importance for your character is probably the most critical step when creating a character, so take your time and feel free to talk to members of staff and other players about it. The Spheres reflect types of Talents and thus are named Body, Skills, Knowledge and Power.

Sphere
Description

Body
Includes all talents that reflect physical strength, stamina and speed.

Knowledge
Talents that require study and research to learn. Often these talents are the basis for crafting careers.

Skill
Contains talents reflective of practiced learnt skills. Often these talents involve physical acts of hand-eye coordination.



Power
Includes all talents that reflect the character’s strength of mind and concentration in manipulating the raw magical energies both surrounding and within.

Once assigned, the Spheres will remain in the same order throughout the character’s career. 

The order of the Spheres affects the exp costs of the Talents in the following way:

1st Sphere talents cost the stated exp cost for the particular race.

2nd Sphere talents cost the stated exp cost for the particular race, +1

3rd Sphere talents cost the stated exp cost for the particular race + 2

4th Sphere talents cost the stated exp cost for the particular race + 3

The order that you assign the Spheres should reflect the designed character’s physical and mental capabilities. If you are unsure, review the talents that are within a certain Sphere to decide is this Sphere is important to you character concept. Also, reviewing the template characters may provide inspiration.

Typical stereotypes include:

A physically strong Culean warrior may assign the Spheres:
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Body (first), Skills, Knowledge and Power (last).

A Feral warrior shaman may assign the Spheres:

Skills (first), Power, Knowledge, Body (last).

A magic wielding Grell may assign the Spheres:

Power (first), Knowledge, Skills, Body (last).

Choose Alignment

A very simple alignment system is used – characters may be either good, or neutral. If you are not sure which alignment to choose, talk to a member of staff who will be happy to talk you through this.

The alignment of a character may change throughout his career but only through discussions with the referee.

Assign Talent Ranks

You now have 10 points to spend on assigning Talent ranks. Remember that talents from outside of you characters primary sphere will cost extra points to purchase.

Review the Talent descriptions that follow, and take note of any restrictions that are specified.

Note any modifications that these talents will have on your character. Alchemist should note down their resource point totals. A character with Channel Magic will need to decide which 3 starting spells they would like. It is wise to confer with a member of staff on this point – not all spells are available to learn in Haven.

Note down your starting essence total. In most cases this will be 10.

It is a brave soul who ventures into Haven without any weapon skills….

Equip Your Character

All starting characters are presumed to be carrying weapons appropriate to their chosen talents. The character may also start with whatever armour they are wearing though the player must be able to justify why they have it through the character background; i.e. no full plate knights! As a guideline, starting characters should begin with no more than chain mail armour, and two to three weapons. If in doubt, please ask.

Each character starts his adventuring life with 20 copper pieces, which may be used to buy such things as potions and scrolls.

Refer to the Goods and Services section to buy kit for your character.

Character Progression

Earning Exp

For each adventure that a player successfully survive and complete, they will be assigned between 1 and 5 exp. This total is dependent upon their performance throughout the day:

· 1-2 exp will be awarded for a poor or below average performance.

· 3 exp will be awarded for an average performance.

· 4-5 exp will be awarded for a good or excellent performance.

All exp gained are recorded by the referees.

Spending Exp

At the start of each adventure the players are free to spend their saved exp as they see fit. Bear in mind any restrictions on a certain Talent. Also remember that the order of the Spheres affects the exp costs of the Talents in the following way:

1st Sphere talents cost the stated exp cost for the particular race.

2nd Sphere talents cost the stated exp cost for the particular race, +1

3rd Sphere talents cost the stated exp cost for the particular race + 2

4th Sphere talents cost the stated exp cost for the particular race + 3

Talents.
Talents demonstrate the knowledge and skills of the individual characters. Through the careful saving and spending of experience points (exp) players can develop and enhance their characters. The Talents are listed on the next few pages and all fall within one of the four Spheres.

Talent Restrictions.

Some Talents 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 talents often require a great deal of practice and research in order to learn. Examples include crafting and reading talents. In such cases on purchasing the talent the player will be informed of how long it will take for the learning process to be completed. In some cases, finding a teacher or paying for training can help to speed the process up.

· Stackable(x) – these talents can be bought multiple times by the character and thus the effects are stacked. Examples of this include strength and dexterity. In such cases for each level of the talent the exp cost goes up by an increment of +1. The x refers to the number of times that the talent maybe purchased.

· Repeatable – talents marked with this can be bought multiple times at the same base exp cost. Examples of this include make item and spell research. In the latter case the character can choose to repeat the talent but keep the effects at a low level. Often repeating the talent requires the player to identify a different specialism.

· Power – these talents can only be purchased by characters that are capable of manipulating magic, totems or essence. 

· Training – talents marked with the training restriction identify talents that require a skilled master to train an apprentice so that the apprentice can achieve greater proficiency. Examples include weapon finesse – the early ranks of weapon finesse can by learnt through trial and error and from prolonged use of the weapon. However, once a certain level is reached, a master must be sought to improve further. The level set with the training restriction details the highest rank that may be purchased before training is required.
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Body Talents

Bow Draw
Enhances damage from bows, by allowing the use of higher poundage bows and being able to draw the arrow to full length. Often, technique is more important than raw strength.

Effect: When using a bow, the character is able to deal an extra point of through damage.


Constitution

Stackable 3

Represents a characters resistance to common venoms and diseases. Through additional training, a warrior can further fortify himself against these dangers, allowing him to better survive while travelling to unfamiliar lands and battling unknown foes.

Effect: Take less essence damage from any disease and venom attack.

Dexterity

Stackable 2

Some people are gifted with incredible reflexes and the ability to avoid blows. This talent represents such natural aptitudes, which may be increased by training.

Effect: gives the character an extra non-healable hit point to all locations. These hit points may only be restored through specialist spells or a full night’s rest.

Restrictions: Only applies when the character is wearing AC 1 –3 

Double Handed Weapon

Character may use a double-handed weapon that exceeds 42” in length. Without skill or power enhancements, the standard damage is double.



Mighty Blow

Stackable 3

Sometimes a series of blows is not nearly as effective as a single, concentrated strike. A character trained in this skill learns how to focus his rage and strength into a single mighty blow that inflicts terrible, and often fatal, damage to an adversary.

Effect: Strike one blow per day at double its normal damage. Mighty blows do not stack with each other. Any temporary damage enhancements in effect at the time of the blow will also be doubled. Stacking the talent allows repeated use, once per pick per day.

Resilience

Stackable 3

A character’s will to carry on going despite being injured and bleeding. For most characters if their essence drops to a score of four then they pass out. Purchasing resilience lowers this mark by one i.e. from four to three.



Effect: Reduces a characters unconsciousness rating by 1

Strength

Stackable 3

A character’s physical strength and his/her ability to carry, push, lift and pin down.

Effect: Whilst performing an action such as lifting, pushing, carrying or pinning down the player should loudly state how much strength the character has, for instance strength two. Also enables the character to resist certain spells. Refer to the Power of Magic section for details. When resisting a spell with Strength, players should shout the rank of strength that they have used to resist the spell so that the opposing mage knows that you have acknowledged the spell.

Toughness

Stackable 3

Through a lifetime of hardship, or perhaps through harsh training, certain individuals are capable of sustaining wounds and keep going, when such wounds would fell most mortals. 

Effect: Gives the character an extra non-healable hit point to all locations. These hit points may only be restored through specialist spells or a full night’s rest.


Restrictions: Cannot be combined with the Dexterity or Dodge talents.

Unarmed Combat

Repeatable in other specific hand.

Character may use one of his/her hands to inflict damage.

Without skill or power enhancements, the standard damage is single subdue.



Effect: Allows the character to strike for open hand damage of single subdue. At the time of purchasing the skill the player must state which hand the talent is in. The Ambidexterity talent does not apply to Unarmed Combat.

Weapon Mastery

Stackable 3

Repeatable – different specified weapons

The ability to put more power and force into a blow thus do more damage. The character must also specify which hand the skill is learnt in i.e. single-handed sword in the right hand.

Effect: When using the specified weapon in the specified hand, the character is able to strike for an extra point of damage.

Restriction: May only be used for sharp weapons greater than 28” and all blunt weapons. Requires training to achieve rank 3.
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Skill Talents

Accuracy

Stackable 2


By the careful study of opponents to detect any weaknesses, a character may then use these deficiencies in his adversary to strike at precisely those areas that will cause the greatest injuries.

Effect: The character is able to deal an extra point of through damage with propelled weapons. Or if specified, an extra point of damage when using thrown weapons.



Restriction: Training required for rank 2

Ambidexterity

Stackable 2

Allows the use of two single-handed weapons at the same time, one in each hand. Learn to fight with a weapon in each hand, for after all, are not two weapons better than one?

Rank 1 effect:  Enables the character to use up to a pairing of a long and a short weapon.

Rank 2 effect:  Enables the character to use two long weapons.

Restriction: the character may only use weapons that he/she has the relevant talents for.



Backstab

Stackable 3

An unaware opponent may be the victim of a well-placed blow that will inflict more damage than normal. The blow must be struck to the back of the opponent.

Effect: Enables the character to do one blow for thru with a dagger per day. Stacking allows the talent to be used additional times per day.

Dagger

Character may use a dagger. Without skill or power enhancements, the standard damage is single.
The dagger may be use in either of the character’s hands. In order to use two weapons at the same time the character must have the ambidexterity talent.


Disarm

Stackable 3

The skill will only have affect if the opponent’s weapon is similar or smaller in length than the characters. To use the skill the opponent’s weapon must be struck. This talent does not work against shields.

Pre-requisite: Weapon mastery or weapon finesse

Effect: The character may disarm an opponent once per day per pick.

Dodge

Stackable 2

The ability to spot incoming blows and thus dodge them. Through careful training that includes exercises specifically designed to avoid potentially devastating blows in combat, a warrior who sees a blow coming can often avoid it, or at least minimise the damage of such a strike.

Effect:  Gives the character an extra non-healable hit point to all locations. These hit points may only be restored through specialist spells or a full night’s rest.

Restrictions: Only applies when the character is wearing AC 1 –3 

Parry

Stackable 3

A warriors’ skill with a weapon is useless without that weapon. Warriors that are trained to parry blows that are aimed at disarming them may retain their weapon.

Pre Requisite: Weapon Mastery or Weapon Finesse

Effect: The character may negate the effects of a ‘disarming’ blow aimed at him once per pick per day.


Propelled Weapon

Repeatable – Different weapons

Use of a specific propelled weapon such as a bow or a crossbow. Without skill or power enhancements, the standard damage is single through.


Characters using bows or crossbows are assumed to be able to carry a maximum of 30 bolts or arrows. When a character successfully hits a target, the arrow or bolt is assumed to be broken and thus unusable. The referee will keep a tally of the number of arrows remaining.

Shield Use

Allows the use of a shield.



Single Handed Long

Use of a single-handed weapon that does not exceed 42” in length. The weapon may be used in either of the character’s hands. In order to use two weapons at the same time the character must have the ambidexterity talent. Without skill or power enhancements, the standard damage is single.



Single Handed Short

Use of a single-handed weapon that does not exceed 28” in length. The weapon may be used in either of the character’s hands. In order to use two weapons at the same time the character must have the ambidexterity talent. Without skill or power enhancements, the standard damage is single.



Staff

Use of a staff as a two handed weapon. Without skill or power enhancements, the standard damage is single.



Thrown
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Use of throwing weapons. Without skill or power enhancements, the standard damage is single.



Weapon Finesse

Stackable 2

Repeatable – Different Weapons and different hands.

Allows improvement to a character's skills with a specific melee weapon. The character must also specify which hand the skill is learnt in i.e. single-handed sword in the right hand. When using the specified weapon, the character is able to strike for an extra point of damage.

Restriction: Training required for second rank.

Power Talents

Channel Essence

Stackable 2.

Represents a character’s connection to their own life pattern, and the ability to manipulate their own life pattern to heal wounds in others. By the act of healing others, the essence of the casting character is drained. Refer to sections on the Flow and Power of Essence.

Channel Magic

Stackable.

The ability to weave magical power into the form of spells. Each stacked level of this skill allows the character two things, firstly it allows them to learn spells equivalent to the level of the skill i.e. stacking three times allows the character to learn level 3 spells. Secondly, each stacked level grants the character 6 magic points which they must assign to spell levels i.e. purchasing the skill once allows the character to cast six level one spells a day. Buying the skill for a second time gives another six points that the player can choose to assign to either level 1 or 2 spells i.e. two level one spells and two level two spells per day. Refer to section on Magic.

Channel Totem

Stackable.
This talent allows the character to channel the favours of animal totems through the use of charms. For each level of this talent bought, the character gains four ‘favours’ a day. The talent rank reflects the level of Totem Charms that the character can call upon. Each Charm costs the same number of Favours as the level of the Charm.

Example:
N’Targ buys two levels of Channel Totem, giving N’Targ eight favours per day. N’Targ will have access to first and second level Charms (depending on those that he has learnt). Casting a 1st level Charm requires 1 favour, while a second level Charm requires 2 favours.

Detect Evil

Effect:  Allows the character, through concentrating for 5 seconds, to detect evil alignment or intent in anyone within 10 metres or any magical item within one inch. 



Restrictions: May only be purchased by good aligned characters.

Enhanced Essence


Stackable

Effect: Increases the character’s total essence by one.

Enhanced Magic

Stackable. Repeatable.

Reflects the character focussing and developing their magic casting capacity.

Effect: Purchasing this skill gives the character the ability to cast an extra spell per day.

Restrictions: Character must have the talent ‘Channel Magic’.

Enhanced Totems

Stackable.

Reflects the character becoming closer with his spirit totems.

Effect: Grants an extra favour per day

Restrictions: Character must have the talent ‘Channel Totem’.

Essence Scan

Allows the character, through concentrating for 5 seconds, to scan the essence of the touched target. It will give the character an idea of the current essence strength and will detect any abnormalities present. 

Invocation

Stackable.

Enables the character to activate invocable magic items. When a magical item is created it is assigned a power level; the rank of the stacked talent must be greater or equal to the power level of the item for a successful invocation to be completed.

Prerequisite: For scrolls, the relevant read/write talent is also required.



Make Item

Repeatable. Stackable. Power.

The character is able to empower an object to have an invocable level 1 spell or effect in it that can be used once per day. The spell or effect must be one known to the character. Further stacking of this skill allows spells of higher levels to be stored. Refer to the ‘Crafting Making Items’ section.

Restrictions: Time, Power
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Make Scrolls

Stackable. 

Allows those characters able to channel magic to inscribe spells onto scrolls. Purchasing this skill allows the character to make one level one scroll per adventure. Stacking the skill allows scrolls of higher-level spells to be produced. The spell inscribed must be known to the character furthermore the character must have read and write. Refer to the ‘Crafting Making Items’ section.


Pre Requisite: Channel Magic.

Sense Magic

Allows the character through concentration for 5 seconds, to sense a magical aura within one inch of the character’s hand. If a magic aura is present then the character will get a prickly, tingling sensation. May be used on objects, people and locations. 



Spell Research

Repeatable. Stackable. Power.
Allows any character capable of channelling to invent or adapt a spell or effect. This new spell is subject to referee approval.

Restriction: Characters can only research spells of a level lower than the maximum level of Channeling talent known.

Willpower

Stackable 4

Reflects the character’s strength of mind and thus the ability to resist spells. The skill may only be used to resist mind-based spells specifically targeted at the character. Hence, a character with two levels of willpower is able to resist one level 2 spell or two level 1 spells per day.



Knowledge Talents

Craftsman

Stackable 3. Repeatable – new skills

Allows the character to manufacture and repair weapons and armour at reduced cost. When purchasing the skill the character must specify a specialism. Examples of this include; furs and hides, metal armour, arrows, bladed weapons, carpenter. Repeated specialism in a certain skill may allow the character to produce superior and master crafted products.

The talent cost specified in the table is variable dependent upon a number of factors including race, appropriate training and the specific craft. The cost listed is an approximate guideline. Refer to the ‘Crafting Making Items’ section.

Restriction: Time

Discern Wounds

The skill discern allows the character to carefully examine a wound and assess correctly the type and amount of healing that is required to treat it. The examination takes 5 seconds which should be role played.



Evaluate

Enables the character to identify the value and quality of an item. Through careful examination of an item, this skill may also give the character an idea of how, where and when the item was made.


Find Tracks

Stackable 2

The ability to recognise and follow recently made tracks. Stacking this skill allows the character to ascertain further information from the tracks such as weight and speed of travel.

First Aid

Enables the character to correctly apply and use bandages. It also gives them a basic knowledge of first aid techniques such as tourniquets.



Mineral Lore


Stackable 4

Enables the character to recognise and identify rocks and minerals. Combining this skill with others enables the character to use minerals in the manufacture of potions and remedies. 

Effect: Each level of mineral lore grants the character two resource points

Plant Lore

Stackable 4

Enables the character to recognise and identify plants and herbs. Combining this skill with others enables the character to use plants in the manufacture of potions and remedies.

Effect: Each level of plant lore grants the character two resource points.



Poison Lore

Stackable 4

Gives the character the ability to recognise and manufacture poisons.

Effect: Each level of poison lore grants the character two resource points and allows them to make poisons of the stacked level.



Potion Lore

Stackable 4

Gives the character the knowledge to recognise and manufacture potions.

Effect: Each level of potion lore grants the character two resource points
and allows them to make potions of the stacked level.



Read/Write Common

Enables the character to read and write the common language.



Restrictions: Time

Research


Repeatable : New areas of expertise

Reflects the character taking time to do a focussed research on a specified subject. Examples of possible subjects include; a guild, a race, a geographical location, a person, an item’s history, a faith. Equally this skill can also be used to enhance other skills by researching specifics such as wards, item manufacture, herb growth, and new metals. How the character intends to do the research must be clearly defined by the player. The skill point cost of this skill is variable dependent on the area of research.


Restrictions: Time

Trap Lore


Stackable 3

The character’s knowledge of traps. Initially this skill allows the character to set up and disarm warning or small animal traps. Stacking the skill allows potential damage causing traps to be set and/or disarmed. The character must have already spotted a trap on an item / area before using this talent to disarm the trap, i.e. the talent does not allow characters to automatically detect the presence of a trap.

Effect Rank 1: Warning and small animal traps

Effect Rank 2: Larger, able to inflict damage.

Effect Rank 3: More deadly, may include the use of venoms.
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Talent Costs

Body and Knowledge

Talent
Sphere
Savant
Grell
Minral
Culean
Ferals

Bow Draw
Body
6
6
6
5
7

Constitution.
Body
6
6
7
4
5

Dexterity.
Body
6
6
5
7
4

Double Handed Weapon.
Body
5
5
7
4
6

Mighty Blow.
Body
8
8
8
6
8

Resilience.
Body
6
6
5
4
5

Strength.
Body
6
6
9
4
6

Toughness.
Body
6
6
7
4
6

Unarmed Combat.
Body
4
4
3
3
3

Weapon Mastery.
Body
10
10
10
8
10









Craftsman
Know
5
8
6
4
6

Discern Wounds
Know
2
1
2
2
2

Evaluate.
Know
2
2
1
2
2

Find Tracks.
Know
4
6
5
6
2

First Aid.
Know
3
4
3
4
3

Mineral Lore.
Know
4
2
1
2
5

Plant Lore.
Know
4
5
4
6
2

Poison Lore.
Know
4
5
3
4
4

Potion Lore.
Know
4
5
4
4
4

Read/Write Common.
Know
2
1
3
4
3

Research.
Know
?
?
?
?
?

Trap Lore.
Know
5
7
3
6
3

Power and Skill

Talent
Sphere
Savant
Grell
Minral
Culean
Ferals

Channel Essence.
Power
6
7
7
5
7

Channel Magic.
Power
6
4
6
7
8

Channel Totems
Power
6
8
5
6
4

Detect Evil.
Power
4
4
4
4
4

Enhance Essence.
Power
5
5
5
4
5

Enhance Magic
Power
3
2
3
4
5

Enhance Totem
Power
2
2
1
2
1

Essence Scan.
Power
2
2
2
2
2

Invocation.
Power
0
0
1
2
1

Make Item
Power
6
4
5
6
5

Make Scrolls.
Power
2
2
3
6
4

Sense Magic.
Power
0
0
0
1
1

Spell Research.
Power
4
3
4
5
4

Willpower.
Power
2
2
2
2
2









Accuracy.
Skill
7
7
7
8
6

Ambidexterity.
Skill
4
4
3
4
4

Backstab.
Skill
6
6
4
6
5

Dagger.
Skill
0
0
0
0
0

Disarm.
Skill
8
8
8
8
8

Dodge.
Skill
6
6
5
6
5

Parry.
Skill
8
8
8
8
8

Propelled Weapon.
Skill
4
4
4
4
3

Shield Use
Skill
4
4
6
4
5

Single Handed Long.
Skill
3
4
3
3
3

Single Handed Short.
Skill
2
2
1
2
1

Staff.
Skill
4
4
6
4
4

Thrown.
Skill
4
4
4
4
4

Weapon Finesse.
Skill
6
6
6
7
6

The Nature of Magic

Those characters with the skill ‘channel magic’ are able to weave and manipulate the magical fluxes both within and around them. Through careful practice, these energies can be formed into spells and enchantments.

Purchasing and stacking the skill of magic channelling allows the character to do several things:

· Every level of the skill that is stacked allows the character access to higher level spells. For instance, buying the skill twice enables level 2 spells to be used.

· For each stacked level, the character is granted six magic points, which, at the time of purchasing the skill, must be assigned to spell levels. I.e. purchasing the skill once allows the character to cast six level one spells a day. Buying the skill for a second time gives another six points that the player can choose to assign to either level 1 or 2 spells i.e. two level one spells and two level two spells per day.

· To cast a spell during an adventure, the character must clearly say or shout some appropriate vocals such as ‘By my power, by my will, name of spell’. The character must have a free hand in order to cast a spell

Certain Spells effect the mind of the victim (designated with mind after the spell name). These spells can be resisted with the willpower talent.

Learning Spells.

New spells are learnt through research and the study of scrolls. Upon finding or acquiring a spell scroll a character capable of channelling magic has the option of casting the spell from the scroll once or spending downtime permanently learning it.

Characters may only learn spells that are equivalent to or less than their level in the channelling skill. Thus a character with one level in magic cannot learn a level 3 spell from a scroll.

To purchase scrolls usually cost the following:

Level of Inscribed Spell
Cost

1
5c

2
10c

3
20c

4
30c

The Power of Magic

1st Circle Spells

Spell
Duration
Range
Effect

Comprehend Lang
2 mins
Self
Allows the caster to read any script. Requires ref.

Cure Essence

Touch
Restores 1 lost point of essence.

Cure Wounds

Touch
Restores 1 lost hit point to the touched location.

Detect Lie
2 mins
Touch
Allows the caster to know if touched target utters any lies. Requires ref.

Detect Magic
10 secs
Self
Causes all magical items within 5 metres of the caster to glow. Requires ref.

Dispel 1

Touch
Dispels one level of a warding or enchantment.

Earth Meld
2 mins
Self
Caster disappears underground and can remain there for 2 minutes or until they move. The caster must crouch to the ground with hand in air and keep their eyes shut.

Entangle
Special
10 m
Causes vines to enwrap the target’s feet thus preventing movement. The vines may be cut away to remove them - requires 6 points of damage.

Extinguish Light

10 m
Extinguishes target light source be it magical or flame.

Farcast
2 mins
Self
Extends the range of the next spell i.e. from self to touch, from touch to 10 metres, from 10 metres to sight.

Hide Aura
2 mins
Touch
Hides the aura and/or magic of the touched object or person.

Illuminate
2 mins
Touch
Causes a glowing light to emanate from the touched object.

Immobilise
10 secs
10 m
Makes the target stand still for the duration of the spell or until hit.

Jump Self
Instant
Self
Allows the caster to magically jump 10 paces in the direction they are facing. Time stop is called to allow this.

Magic Dart

10 m
Inflicts one point of enchanted damage to named location.

Mend

Touch
Mends all armour points to the touched location. May also be used to mend small objects.

Object Sight

Touch
Allows the caster to receive a vision of the touched object’s last wearer or user. Requires ref.

Counter Magic 1
2 mins
Touch
Protects the recipient from the effects of the next level 1 spell cast at them. When negating the spell effects the recipient must call ‘Counter Magic 1’.

Perceive Power
Instant
Self
Allows the caster to gauge the power, protections and strengths of target creature, i.e. will give details of any Channelling talents. Requires ref.

Refresh

Touch
Restores all lost toughness, dodge and dexterity points to the touched location.

Repel
Instant
10 m
Magically repels the target away from the caster. Has no effect on targets with strength talent 1 or greater.

Shock
Instant
Touch
Inflicts two points of enchanted damage to the touched location.

Touch Ignite
Instant
Touch
Starts a small fire. Referee will call any damage that may occur due to fire.

Touch Shatter
Instant
Touch
Shatters target solid metal, rock or glass object. Larger objects may need several shatters.

Trip
Instant
10 m
Causes a knockdown effect on target.

Warp Wood

10 m
Warps target wooden object. 
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2nd Circle Spells

Spell
Duration
Range
Effect

Blinding Flash
Instant
Self
Creates a blinding flash that emanates from the caster, blinding all who are looking at him. Ref will call a TF to declare who is affected. Ref will call when blindness wears off.

Cure Disease

Touch
Removes any disease from the recipient.

Cure Poison

Touch
Neutralises poison within the recipient.

Cure Serious

Touch
Restores 3 lost hit points to the touched location.

Decompose

10 m
Crumbles target wooden object.

Detect Invisibility
10 secs
10 m
Allows the caster to detect all invisible objects and creatures. Requires ref.

Jump Other
Instant
Touch
Allows the recipient to magically jump 10 paces in the direction they are facing. Caster should call TF.

Magic Bolt
Instant
10 m
Inflicts 3 points of enchanted damage to named location.

Magic Shield
2 mins
Touch
Recipient gains 2 points of armour to all locations.

Mute (mind)
2 mins
10 m
Victim is unable to speak for the duration of the spell.

Counter Magic 2
2 mins
Touch
Protects the recipient from the effects of the next level 2 or lower spell cast at them. When negating a spell the recipient must call ‘Counter Magic 2’.

Range Ignite

10 m
Starts a small fire. Ref will call any damage that results from the fire.

Range Shatter
Instant
10 m
Shatters target solid metal, rock or glass object. Larger objects may need several shatters.

Remove Fear 

Touch
Removes all fear effects from the recipient.

Remove Paralysis

Touch
Removes the effects of any temporary paralysis.

Sleep (mind)
Instant
10 m
Victim starts to feel drowsy and the falls to sleep. They cannot be woken for 20 secs.

Slow
2 mins
10 m
The victim must move and fight at zombie speed.

Strength
2 mins
Touch
Recipient is able to strike for +1 damage with one melee weapon.

Tree Shelter
2 mins
Touch/Self
Caster can enter a touched tree and either remain there or move to one other tree within 10 metres. The player must touch a tree and raise a hand.

3rd Circle Spells

Spell
Duration
Range
Effect

Animate Weapon
2 mins
Touch/

10 m
Allows the caster to animate a touched weapon. The caster may give simple commands, which a ref will enact out. Damage is standard by weapon type.

Befriend (mind)
2 mins
10 m
Target treats caster as best friend and will respond to reasonable requests.

Confusion (mind)
2 mins
10 m
Target becomes confused and will either sit down or wander aimlessly.

Death Touch
Instant
Touch
Inflicts six points of enchanted damage to the touched location.

Enchant Weapon
2 mins
Touch
Touched weapon becomes enchanted and the wielder is able to strike for enchanted single.

Greater Refresh

Touch
Restores all lost toughness, dodge and dexterity points to the touched recipient

Haste 
2 mins
Touch
All except the recipient must move at zombie speed. Ref will call a TF to describe effect.

Heat Metal
2 mins
10 metres
Heats target metal object to such an extent that it causes heat damage to any touching it. Ref will call damage as it occurs.

Identify Magic Object
2 mins
Touch
Allows the caster to converse with touched magic object. Requires presence of ref.

Magic Strike

10 metres
Inflicts five points of enchanted damage to named location.

Minor Guardian
2 mins
Self
Caster creates a magic shielding which negates the effects of the next 5 pts of damage.

Minor Ward
24 hours
Touch
Allows caster to set up a warding. The character must mark out warding of up to 10 metres. Ward will inflict 3 ep to any who cross it.

Counter Magic 3.
2 mins
Touch
Protects the recipient from the effects of the next level 3 or lower spell cast at them. When negating the spell effects the recipient must call ‘Counter Magic 3’.

Reform Object
Instant
Touch
Reforms broken or shattered magic items/weapons.

Speak with Dead
2 mins
Touch
Allows the caster to converse with a dead body. Requires ref.

Telekinesis
2 mins
10 metres
Allows the caster to mentally move any object that weighs less than 2 kg. Ref will move object as per instructions of player.

Weakness
2 mins
10 metres
Target feels weak and thus strikes for a point less damage.

Wind Blast
Instant
Self/10 metres
Blast of wind has a knockdown effect on all within 10m of the caster. Targets with strength2 or greater are not effected. 

4th Circle Spells

Spell
Duration
Range
Effect

Invisibility
2 mins
Touch
Recipient becomes invisible for duration of spell or until first attack. Player must raise their hand for duration of effect.

Blink Self
Instant
Self
Caster teleports to another point of their choosing within line of sight. Player calls a TF.

Stasis
2 mins
10 metres
Target is unable to move for the duration of the spell.

Counter Magic 4
2 mins
Touch
Protects the recipient from the effects of the next level 4 or lower spell cast at them. When negating the spell effects the recipient must call ‘Counter Magic 4’.

Protection Vs Missiles
2 mins
Touch
Protects the recipient from all forms of missile both physical and magical.

Major Guardian
2 mins
Self
Caster creates a magic shielding which negates the effects of the next 8 pts of damage.

Essence Stasis
1 hour
Touch
Recipient falls into a coma but their essences total is stabilized thus preventing bleeding to death.

Major Ward
24 hours
Touch
Allows caster to set up a warding. The character must mark out warding of up to 10 metres.  Ward will inflict 6 ep to any who cross it.

Voice of Power (mind)
2 mins
10 metres
Target must follow all commands of caster for duration of spell.

Fate Warding
2 mins
Touch
Recipient ignores the effects of the next blow or spell. On negating the next spell or blow effects, the recipient must call ‘fate warding’.

Magic Storm
Instant
10 metres
Inflicts eight points of enchanted damage to named location.

Reflect
2 mins
Touch
Reflects damage of next blow to inflictor. On receiving damage the recipient of the spell must loudly call ‘reflect’.
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 The Calling of Totems

Whilst ‘channelling magic’ focuses on the manipulation of the elemental like fluxes of the magic, ‘channelling totems’ uses the powers of totems or spirits to empower or protect the caster. Although Ferals are said to be the first to discover and use totem energy, the Minrals and enlightened individuals of the other races have more recently learnt. 

A character purchasing and stacking ‘channel spirits’ is able to do the following:

· The character gains 4 favours per stacked level of the talent. These favours can be used during an adventure to channel totem energy into effects known as charms. A level one charm costs one favour, a level two charm costs two favours etc.

· To cast a charm during an adventure, the character must clearly say or shout some appropriate vocals such as ‘I call upon the power of name of totem, by their will, name of spell’. 

On the whole totem charms are either touch or caster only based range. Listed below are the charms available.

Learning Charms

At the start of each adventure the player may choose a new shamanic charm for their character to learn. Each level of the talent that is stacked allows the character to learn higher-level spells. Further or new spells can also be accessed through the skill ‘spell research’.

The Power of Totems

1st Circle Charms

Spell
Duration
Range
Effect

Basic Commune

Self
Allows the caster to ask a single yes/no question of their totem. Requires referee.

Cure Essence

Touch
Restores 1 lost point of essence.

Cure Wounds

Touch
Restores 1 lost hit point to the touched location.

Lesser Speed
2 mins
Self
Grants a point of dexterity to all locations.

Obscure Self
2 mins
Self
Allows caster to hide undetected in any large vegetation. On casting the spell, the player must hold their hand in the air.

Perceive Power
Instant
Self
Allows the caster to gauge the power and strengths of target creature. Requires referee.

Refresh

Touch
Restores all lost toughness, dodge and dexterity points to the touched location.

Scent
2 mins
Self
Grants the caster heightened smell senses. Requires referee.

Spider Climb

Self
Allows the caster to quickly climb any tree. Player must stand next to a tree and raise their hand.

Traceless
2 mins
Self
Caster does not leave any form of track for the duration of the spell.

2nd Circle Charms

Spell
Duration
Range
Effect

Claw
2 mins
Self
Caster grows basic claws in chosen hand and is able to strike for single for the duration of the spell.

Commune
2 mins
Self
Allows the caster to ask three yes/no questions of their totem. Requires referee.

Cure Disease

Touch
Removes any disease from the recipient.

Cure Poison

Touch
Neutralises poison within the recipient.

Detect Invisibility
10 secs
10 m
Allows the caster to detect all invisible objects and creatures. Requires referee.

Far Seeing
2 mins
Self
Through meditating the caster is able to mentally scout ahead. Requires referee.

Fearless
2 mins
Self
Caster is immune to all fear effects for the duration of the spell.

Lesser Regenerate
2 mins
Self
Caster will regenerate up to three points of damage at the rate of a point every 10 secs.

Speed
2 mins
Self
Grants two points of dexterity to all locations.

Strength
2 mins
Touch
Recipient is able to strike for +1 damage with a melee weapon.

Tree Shelter
2 mins
Touch/Self
Caster can enter a touched tree and either remain there or move to one other tree within 10 metres. The player must touch a tree and raise a hand.

3rd Circle Charms

Spell
Duration
Range
Effect

Enhanced Claw
2 mins
Self
Caster grows basic claws in chosen hand and is able to strike for double for the duration of the spell.

Enhanced Speed
2 mins
Self
Grants three points of dexterity to all locations.

Greater Refresh

Touch
Restores all lost toughness, dodge and dexterity points to the touched recipient

Hunter’s Strike
2 mins
Self
Allows the caster to strike for thru damage with their next blow.

Improved Commune
2 mins
Self
Allows the caster to ask yes/no questions of their totem. Requires referee.

Iron Will
2 mins
Self
The caster is able to ignore the effects of the next mind-effecting spell specifically targeted at them.

Regenerate
2 mins
Self
Caster will regenerate up to six points of damage at the rate of a point every 10 secs.

Speak with Dead
2 mins
Touch
Allows the caster to converse with a dead body. Requires referee.

The Flow of Essence

Whilst the ‘channelling magic’ and ‘channelling totems’ provide spectacular effects, all races are also capable of channelling the very essence of life itself. Characters who buy the talent ‘Channel Essence’ are able to manipulate their own essence in order to heal wounds in others. By doing so the character transfers some of their life energy thus draining themselves. 

To channel essence during an adventure, the character must concentrate (for five secs) and touch the recipient. At the end of the five secs, clearly say or shout the name of the essence effect you have channelled.

Learning Essence Effects

All essence effects are automatically learnt when the required level of the Channel Essence talent is purchased.

The Power of Essence

Through concentrating and touching the recipient, the character may choose to weave their essence in order to have the following effects:

Essence Drain on caster.
Effect Name.
Effect on Target.

1ep
Cure Wound
Restores 1 hit point to the touched location.

1ep
Cure Essence
Restores 1 essence point.

2ep
Remove Blindness
Removes the effects of temporary blindness.

2ep
Remove Paralysis
Removes the effects of temporary paralysis.

2ep
Cure Critical
Restores 3 hit points to the touched location.

3ep
Neutralise poison
Neutralises poison within the recipient.

3ep
Cure Disease
Removes any disease from the recipient.

3ep
Cure Serious
Restores 5 hit points to the touched location.

Characters who stack the ‘channel essence’ talent are able to produce more powerful forms of healing. These are:

Essence Drain on caster.
Effect Name.
Effect on Target.

5ep
Essence stasis
Recipient falls into a coma but their essences total is stabilized thus preventing bleeding to death. This lasts for 1 hour or until next damage received.

6ep
Limb Join
Caster is able to rejoin a severed limb.

6ep
Bind All
All of the recipient’s physical wounds are healed.

Crafting and Making Items

A number of the talents allow the characters to make a wide range of items from armour, to potions, to weapons. Due to the small nature of the Haven community, characters with such talents will be invaluable.

Below is further explanation of the possibilities available through the crafting talents.

The ‘Craftsman’ Talent

This talent covers a broad range of specialisms and options for the character. On purchasing the talent the player must specify what area of expertise it is in, options include; fletching, carpentry, metal armour, shields, leather working, bladed weapons, etc…

The talent itself maybe both stacked and repeated. Stacking can produce the following effects:

Number of Times Purchased.
Typical Effect.

Once
Character has the ability to produce items at half normal listed cost. 

Twice
Character has the ability to produce specified items at quarter normal listed cost.

Three
Character has the ability to produce specified items at quarter normal listed cost. He/she also has the knowledge to make master-crafted products.

The number of items produced is down to a number of factors such as time, resources and availability of tools and apparatus. 

Master-crafted products also range in type and effect. 

· In the case of weapons, enhanced damage or un-shatterability are common effects.

· With armour, increased protection or more durability are common effects of being master-crafted.

Example:

In this case metal armour:

Number of Times Purchased.
Typical Effect.

Once – specialising in metal armour.
Character can make metal armour at a cost of 2 copper per point of ac. 

Twice - specialising in chainmail.
Character can make metal armour at a cost of 2 copper per point of ac. 

Character can make chainmail at a cost of 1 copper per point of ac.

Three – specialising in chainmail vests.
Character can make metal armour at a cost of 2 copper per point of ac. 

Character can make chainmail at a cost of 1 copper per point of ac. 

Character can make master-crafted chainmail vests, which offer a point of extra protection, and maybe magically repaired 4 times a day.

Individual ideas and input from the players are welcome if they wish to specialise in certain crafting fields.

The ‘Make Scrolls’ Talent 

This talent allows the character to inscribe the pattern of a spell onto a scroll. To do this, the character must have the talent of ‘channel magic’ and also be able to read/write.

Scrolls can be used in a number of ways, firstly through invocation the inscribed spell can be cast from the scroll. Alternatively the scroll may be studied by another magic user and thus the spell learnt. Both of these processes cause the spell pattern to fade and the parchment itself to crumble.

To inscribe a scroll the character must firstly have a suitable parchment to work on (can be bought for 2 copper) and must know how to cast the desired spell. The art of scribing scrolls can take hours to complete and can be complex. Thus on initially buying the talent, characters may only inscribe level 1 spells. By stacking the character is able to become practised at the art and thus produce either higher-level scrolls or greater numbers of low level.

Example:

· Having bought the talent once the character may make one level 1 scroll per adventure at a cost of 2 copper per parchment.

· Having bought the talent twice, the character may make either one level 2 or two level 1 scrolls per adventure. Parchment costs still apply. 

Further stacking of the talent allow higher level or more scrolls to be produced.

The ‘Make Item’ Talent

This talent allows the character to empower items with the pattern of a known spell. This item, once made, can be invoked once per day and thus the stored spell cast. To use this talent, the character must be able to channel one of essence, magic or totems. It appears that virtually any non-living object may be used to act as the store.

On first buying the talent, the character is able to store one of their known level 1 spells or charms into an object of their choice. 

This talent is both stackable and repeatable thus the character may:

· By stacking the talent, make items that contain higher-level spells or charms. For instance buying the talent three times will allow the character to make an item that contains a level 3 effect.

· By repeating the talent allows the character to produce an item at a level previously bought. For instance, if a character has stacked the talent twice they may decide that they want to make another level 1 item and thus can choose to buy the talent again at level 1 cost.
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The Art of Alchemy

Potions and poisons are vital to the success of all missions and quests. They can be used to give the characters the upper hand in any skirmish; though when all goes wrong they can also be the only way that healing is managed.

Characters who are capable of producing their own concoctions thus are highly valued members of any society.

Potion and Poison Types

There are several types of brews, these include:

· Ingestive – these doses must be drunk to be effective.

· Contact – these must be applied to bare skin in order to have effect.

· Thrown – these doses must be thrown at or near to the target to be effective.

· Blade – these, often pastes, must be applied to a bladed weapon. The next blow must be to an unarmoured location for the dose to be effective.

The Realms of Alchemy

There are four realms of alchemy. The two primary realms – Potions and Poisons – deal broadly with the effect that is being produced. Broadly speaking, the Potions realm deals with curing and aiding, whereas the Poison realm is detrimental to the targets health.

The two sub realms – Plant and Mineral – add more scope to the primary realms and often produce more potent brews. It is not unusual to find brews that require knowledge of three realms.

Making Potions and Poisons.

Any character that buys either potion or poison lore is capable of making brews and pastes. The chart of concoctions displays the better-known recipes and the relevant skills required to make them. For instance a recipe that requires ‘Potion2. Plant1’ means that in order to make it the character must have two levels of potion lore and one level of plant lore.

The skills potion, poison, plant and mineral lore all give the purchasing character two ‘resource points’ per level. It is these points that dictate how many doses in total a character can make per adventure.

· For one resource point – the character can make a ‘short life’ level 1 or 2 potion or poison. This will mean that if not used, the dose will deteriorate after two days.

· For two resource points – the character can make a ‘long life’ level 1 or 2 potion or poison. A dose produced in this manner will remain useable for up to 2 months.

· For two resource points – the character can make a ‘short life’ level 3 or 4 potion or poison. This will mean that if not used, the dose will deteriorate after two days.

· For three resource points – the character can make a ‘long life’ level 3 or 4 potion or poison. A dose produced in this manner will remain useable for up to 2 months.

For instance a character with potion lore 2 and plant lore 1 has a total of six resource points to use per adventure. This means that by making short life potions, the character can make a total of six doses of many of the common level 1 and 2 potions.

Potion and poison bottles cost 1 copper each. Multiple doses of the same potion or poison maybe stored in the same bottle.

The Power of Alchemy

1st Circle Poisons and Potions

Name
Effect
Type
Required Skill

Cure Wound
Each dose restores one hit point to one location
Ingestive
Potion1.

Cure Essence
Each dose restores one point of essence
Ingestive
Potion1. Plant1.

Entangle
When thrown at the target’s feet, vines wrapping around the legs prevent movement.
Thrown.
Potion1. Plant1.

Sleep
Victim falls to sleep after 30 secs
Ingestive
Poison1.

Mute
Victim is unable to speak for 2 mins
Ingestive
Poison1.

2nd Circle Poisons and Potions

Name
Effect
Type
Required Skill

Cure Disease
Removes any disease from the consumer
Ingestive
Potion2.

Neutralise Weak Poison
Neutralises any level 1or2 poison.
Ingestive
Potion2. Mineral1.

Blinding Flash
On impact the potion creates a blinding flash which temporarily blinds any looking at it
Thrown
Potion2. Mineral2.

Flammable
Covers the victim in flammable liquid
Thrown
Potion2. Plant2.

Perceive Power
Allows the drinker to gauge the power and strength of nearby monsters.
Ingestive
Potion2. Plant1. 

Acid
Acid will slowly eat through any armour. Causes damage to unarmoured location.
Thrown
Poison2. Plant1.

Remove Blindness
Removes any temporary blindness effects. 
Ingestive
Potion2. 

Weak Venom
Causes essence loss at the rate of 1 per minute.
Ingestive. Contact.
Poison2. Plant1.

Sleep
Victim falls to sleep after 30 secs
Contact. 
Poison2.

Stoneskin
Grants the drinker an extra 2 armour points per location for 2 mins
Ingestive
Potion2. Mineral2.

Slow
The victim must move at zombie speed for 2 mins
Ingestive
Poison2.

3rd Circle Poisons and Potions

Name
Effect
Type
Required Skill

Truth
The victim is unable to lie for a period of 2 mins
Ingestive. Contact.
Poison3.

True Sight
The drinker is able to perceive all illusions, glamours and auras for 2 mins.
Ingestive
Potion3. Mineral2.

Gas Cloud
On impact a gas cloud is produced; all within 5 metres come under the effects of a weak venom.
Thrown.
Poison3. Plant1.

Venom
Causes essence loss at the rate of 1 per 30 secs.
Ingestive. Contact. Blade.
Poison3. Plant1.

Haste
Consumer moves at twice normal speed for 2 mins.
Ingestive.
Potion3.

Weakness
Victim feels significantly weaker and thus strikes for a point less damage
Contact. Blade.
Poison3.

Cure Critical
Each dose restores five lost hit points. 
Ingestive.
Potion3. 

Pain
Allows the user to strike for extra point of damage for the next three blows.
Blade.
Poison3.

Imbue Essence.
Each dose restores five points of essence
Ingestive.
Potion3. Plant1

4th Circle Poisons and Potions

Name
Effect
Type
Required Skill

Lethal Venom
Causes essence loss at the rate of 1 per 10 secs.
Ingestive. Contact.

Blade.
Poison4. Plant2.

Diamond Paste
When applied to a blade, it allows the next blow to do thru damage.
Blade.
Poison4. Mineral2.

Greater Stoneskin.
Grants the drinker an extra 4 armour points per location for 2 mins
Ingestive.
Potion4. Mineral2.

Paralysis Paste
Victim is unable to move for 30 secs.
Contact.
Poison4.

Invisibility
Drinker becomes invisible to all normal sight for either 2 mins or first attack.
Ingestive.
Potion4.

Essence Stasis
When consumed the drinker falls into a coma. Essence total stabilises and thus prevents bleeding to death.
Ingestive.
Potion4. Plant1. Mineral1.

Antidote
Makes consumer immune to all poison effects for 2 mins.
Ingestive.
Potion4.

The Use of the Arcane Powers

Casting Spells, Charms and Using Essence.

The casting of Magic Spells and Totem Charms requires the character to recite and appropriate vocal (which should contain the Spell/Charm name) and to indicate with a gesture the target (even if self) – this requires a free hand, though this need not be a “weapon hand”.

The Channelling of essence does not require an in character vocal, but does require the caster to touch the recipient and to say the name of the Essence Effect that they are using.

Stacking the Arcane Powers

There are three Realms that may provide a character with a given effect, i.e. enhanced damage. These Realms are:

· Magic – through Spells

· Totems – through Charms

· Alchemy – through potions

Effects may not be stacked with lesser / greater versions of themselves from the same Realm. Where this is attempted, the greater version of the effect will take place. The same effect cannot be stacked with a copy of itself. If this is attempted, the most recent version of the spell replaces the older version.

Example:

James is playing a warrior-mage character and casts the magic spell Minor Guardian on himself (Caster creates a magic shielding which negates the effects of the next 5 pts of damage). He then casts the magic spell Major Guardian (Caster creates a magic shielding which negates the effects of the next 8 pts of damage). However, these spells are from the same Realm, and hence will not stack. The greater version of the spell will take effect, replacing the lesser version of the spell.

Example:

James is playing a warrior-mage character and casts the magic spell Minor Guardian on himself (Caster creates a magic shielding which negates the effects of the next 5 pts of damage). He then gets hit for a quad, leaving one point remaining on the Guardian. Being cautious, James recasts the Minor Guardian spell. This replaces the original spell giving the guardian spell 5 points of damage absorption, not six.

However, effects from different realms may be stacked.

Example:

A character named Grandle comes under the effect of the Magic Spell Weakness (Target feels weak and thus strikes for a point less damage.) and is then poisoned with the Alchemy Weakness Poison (Victim feels significantly weaker and thus strikes for a point less damage). Grandle is then striking for two points less damage than he would normally.

In extreme circumstances an effect may be combined from all three realms.

Example:

Vartu – a Feral shaman character - casts the Totem Charm Strength (Recipient is able to strike for +1 damage) on himself, and his friend a mage casts the Magic Spell Strength on the Vartu as well. The Alchemist in the group offers a dose of an unusual Strength potion (Recipient is able to strike for +1 damage, non standard potion) thus allowing the character to stack from all three realms and hence strike for +3 damage (at least for three blows).

Game System Calls

TIME FREEZE

When this call is shouted, all players must immediately stand still and close their eyes. On occasion the referee may request that the players loudly hum to cover the sound of monster movement.

TIME OUT

When the referee shouts this, then game time is suspended and no actions (such as retrieving weapons, looking for treasure or curing) are permitted.

TIME IN

This call means that the game is in action and all players should assume the roles of their characters. 

TIME STOP

This call means that the game is temporarily suspended - all players should stand still and stay quiet. This call is usually used by the referee to describe a scene or a monster, so it is important to listen.

Fingers in the Air

Any person with their finger or hand in the air is assumed to be either invisible or out of the game action. All players must ignore the presence of any such person.

Monsters.

Monsters play a fundamental role during the day. Given detailed briefs and maps they interact with the players in the guise of different races and creatures. It is the monsters that flesh out the story and provide the players with adrenaline pumping skirmishes.

Monstering for an adventure is free. Due to the undoubted hard work involved in monstering we are more than happy to reward them. For each day that an individual monsters for the club they will receive a ‘monster credit’. These credits can be exchanged for the following:

· Three monster credits can be exchanged for a free adventure as a player.

· One monster credit can be exchanged for 3 skill points. These skill points can be used to enhance existing or new characters that belong to the individual.

Records of all monster credits are kept by the club managers. Monster credits cannot be exchanged for cash.

Contact

Further details and methods of contact can be found through the club website at www.spearheadlrp.co.uk
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Template Characters.

Listed below are some example characters of a variety of types.

Culean Fighter:

Spheres – Body (first), Skill, Knowledge, Power.

Talents Known – double handed weapon (4), strength (4), dagger (1). Saving one point.

Essence Total – 10.

Feral Tracker:

Spheres – Skill (first), Knowledge, Power, Body.

Talents Known – find tracks (3), short weapon (1), ambidexterity (4), dagger (0). Saving two points.

Essence Total – 10.

Grell Mage:

Spheres – Power (first), Knowledge, Skill, Body.

Talents Known – channel magic (4), invocation (0), sense magic (0), read/write (2), make scroll 1 (2). Saving two points.

Essence Total – 10.

Minral Alchemist

Spheres – Knowledge (first), Skill, Body, Power.

Talents Known – poison lore (3), mineral lore (1), dagger (1), ambidexterity (4). Saving one point.

Essence Total – 10.

Savant Archer.

Spheres – Skill (first), Knowledge, Body, Power.

Talents Known – craftsman (Fletcher) (6), propelled weapon (4).

Essence Total – 10.
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