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Chapter 1: ROLEPLAYIN G  

Welcome to Live Action Role-Playing  

Welcome to the world of Live Action Role-Playing! In this section, we will attempt to explain some of the basic 

concepts of what Live Action Role-Playing is. This will hopefully give new players an understanding of how it 

works, allowing them to envision our world and how they can fit into it. Although some describe Live Action 

Role Playing (or LARPing) as ñimprovisational theatreò, it requires no special training. Everyone can do it. In 

fact, we all do it on a daily basis whenever we daydream ourselves into different situations. The difference with 

LARPing is simply the ability to let go and act on how you believe you (or your character) would respond to a 

certain event. Role-playing at its best should come naturally and fluently, requiring very little in the way of 

pretending. This concept is sometimes hard to imagine to those who are new to the idea, but when everyone else 

around you is role-playing you might find it hard to act ñnormalò. 

 

When you play Underworld for the first time, you create a character for yourself. This character is your persona in 

the game and it can be as close to, or as different from, your real personality as you would like. You design the 

personality and quirks of your character as you see fit, limited in scope and detail only by your own imagination. 

Once your character is designed and registered with game officials (known as Shapers), you insert him or her into 

our world and act them out as you desire. No one tells you how you should play your character, because you 

created him / her and you know best. At first, your character concept might be a little hazy, but as you become 

immersed in different situations, you will find that your character will naturally grow and you will discover more 

of what makes them tick. Do your best to be realistic in your character. This is normally achieved by diving 

headlong into your character. Don't be shy (unless your character is shy). At first, think to yourself, ñWhat 

would/should my character do in this situation? How would s/he react to what is going on here?ò By following 

this simple questioning, your character will develop naturally in your mind and it will become easier over time to 

slip into their skin. 

 

Many people value LARPing as an outlet for personal expression, or as a valuable escape from the mundane 

world. Others do it simply because it's fun; exercise for both the body and mind. Once you experience LARPing a 

few times, we think you will realize what a healthy concept it is. Everyone is an expert in Live Action Role-

playing, the better ones are simply those who can get into their characters to a higher degree and who don't 

concern themselves with thoughts on ñactingò. Remember, this is improvisational. It is far more important to 

know your character than it is to practice acting techniques and worry about how you will look. Once you feel 

comfortable with LARPing, you will quickly realize how easy and fun it really is. 

  

Your First Event - Arriving at Game 

At the beginning of every event, you will check in at Logistics. As it is your first event, they would give you a 

small amount of starting money your character has when starting out. Each new character is allowed to bring in 

two Normal (not Silver or Magical) weapons. These weapons must be of a type the character can use in-game. In 

addition to this, you may also bring a shield. 

 

Starting Gear 

On your first event ever you will not receive any in-game tags from logistics. You will however receive one gold 

and one silver. You will also receive this starting gold and silver on your first game as subsequent characters. 

Your weapons and armour will not require them for this one event and as an added bonus, you cannot have your 

weapons or armour taken, stolen, lost, or broken. You will also not need a spellbook to memorize from if you cast 

spells. 

 

On your second event, and every event thereafter, you will need in game tags for all weapons and armour your 

character wishes to use. Weapon, shields and items that have physical representations must have their tags 
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attached to them. On your second ever event, or the first event with any future new characters, you will receive 

the following to start your character off as long as you have the proficiency and reps for them: 

 

¶ Up to 30 points of armour 

¶ Up to 2 weapons 

¶ Up to 1 shield 

¶ A spellbook containing every spell your character can cast 

 

Most importantly, you will be provided your character card. A character card contains all vital information 

relating to your character, such as, what their occupation is, how many Body points they have, what their level is, 

what skills they are able to use, etc. This should be kept with you at all times. It helps you, other players and 

Shapers keep track of your abilities and to settle any disputes which may arise. 

 

After you have collected your character card and tags, it is on to the Armour Marshal Station. Our Armour 

Marshal team diligently checks all armour and weapons for safety and quality.  

 

You will be given an Armour Card that 

represents the Armour Points that your 

character is wearing. Armour Points (AP) are 

awarded depending on what type of Armour 

you have in each designated location. You will 

need tags for your armour in order to use it in 

combat. It is important during a battle to keep 

track of the amount of AP you have left, and 

whether or not your armour has breached. (For 

more information on AP and breached armour, 

refer to the Armour section.)  

 

After Logistics and the Marshal, you find your 

campsite. Your friends have already arrived and 

set up. You notice that your friend Duncan has 

laid a very large trap in the grass just to the 

north of the tent. Unfortunately, the game has 

not started so you only know this out of 

character. Your character cannot know this 

information unless Duncan actually tells your 

character. 

 

The game begins. Fortunately, Duncan tells everyone in your camp not to walk into the trap in the grass and 

shows everyone where it is. This is good. It means that if you avoid the trap now you will not be accused of meta-

gaming. Meta-gaming means using information you have learned out-of-game for in-game means. It is considered 

to be cheating. 

 

Your friend Duncan (who is a Nightblade), informs Ariel (an Assassin) and you, that there is a man in town 

named Jeremiah, and that Jeremiah has a bounty on his head which was put there by a nearby Thieves' Guild. 

Unfortunately, Jeremiah is also the mayor of the town, so collecting on this bounty might be considered illegal. 

All of you decide that money is very important right now. Your group is going to try to capture Jeremiah alive 

and take him to the Thieves' Guild encampment outside of town. You wait until night falls and then make your 

way to the mayoral residence. 

 

When you get there, you find that there is a guard posted at the front door. He looks tough and is wearing a great 

deal of plate mail armour, but no helmet. The three of you do some whispering and decide to take him out quietly. 

Ariel begins walking past the mayoral residence and fakes twisting her leg. The two of you wait in the shadows 
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watching as she curses under her breath and falls in the roadway near the guard, pretending to be in great pain. 

The guard watches suspiciously for a moment and then comes over to help her. Now Duncan leaves his hiding 

spot and walks over to where Ariel and the guard are. 

 

"What's wrong?" asks Duncan. 

 

"This woman has sprained her ankle it would seem." says the guard. The guard is now bent over Ariel's twisted 

foot. 

 

"Just a minute" says Duncan, "I may have a Healing potion in my pack." Duncan stands over the two of them and 

begins to root around in his pack. But instead of taking out a Healing potion, he produces a dagger and nods to 

Ariel. Ariel produces a dagger as well, from behind her hip, and strikes at the guard.  

 

"1 Normal", says Ariel, to signify that her character is striking at the guard for 

1 point of Normal damage. The guard is surprised, but answers with, "Magic 

Armour." Magic Armour is a spell-protection which blocks the first attack from 

a weapon strike. Duncan and Ariel suspected that the man might be wearing 

one and that is why Ariel struck first. Now Duncan uses his Out of Game Sap 

tool, which represents the butt end of his dagger, and strikes the man between 

his shoulder blades, saying "1 Sap". Sap is an attack that surprises the target 

and is an attempt to knock the person out from behind. 

 

In this case Duncan is successful because he struck squarely between the 

shoulder blades (this represents smashing the victim on the head) and the guard 

slumps over into unconsciousness. Ariel then jumps up and motions for you to 

come over to them. Before going into the mayor's house, however, the three of 

you decide to search the guard. This always takes 1 minute of time to do unless 

they have unlocked an advanced skill.  

 

In this case, Ariel loots the guard for 60 seconds. When she is has finished, the player who is playing the 

unconscious guard opens his purse, pulls out some gold coins and gives them to Ariel. "Come on," says Ariel, 

ñwe should hurry before anyone comes along." The three of you hurry up the front walk of the mayor's house and 

enter the door. Immediately a middle-aged man looks up at you. 

 

"Who the hell are you?" he asks, "What do you want?ò  

 

"We're here to collect on a bounty," says Duncan. The man suddenly bolts for the back door and rushes through it. 

The three of you follow running and find that the man has ascended a small staircase. Duncan rushes up the stair 

first. Ariel follows him and you follow third. Halfway up the stairs you hear an electronic buzzer go off from the 

top of the stairs. "HOLD!" says a voice from upstairs, and everyone stops and gets down on one knee. 

 

The Hold command is an out-of-game expression and should not be used any other time. It means to stop what 

you are doing and get down on one knee. Usually it means that someone has hurt themselves for real, or that there 

is possible danger of injury. Sometimes it is used when fighting becomes confused and rulings must be made. In 

this case, Duncan has set off a trap that the mayor has laid at the top of the stairs for just such emergencies. You 

realize that there is an out-of-game Shaper upstairs. Good thing, otherwise you might have had to go find one. 

You hear the Shaper say, "Sleep Poison trap, Duncan. Ten foot radius." The Shaper determines that Ariel was not 

caught in the trap and then calls a Lay-on. "3, 2, 1, Lay-on" says the Shaper, and the action resumes. 

 

Ariel and you rush to the top of the stairs to find Duncan in a heap on the floor, apparently unconscious. The 

mayor is climbing out a window on the other side of the room to go down a ladder. In a second, he is out of sight. 

You rush to the window to see that he is already on the ground and turning to run. Quickly, you raise your bow, 

an arrow already notched. You fire at the mayor and the arrow hits him in the back. You shout loud enough for 
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him to hear "3 Body". The mayor collapses in a heap on the ground. The term ñBodyò in this case, is used when 

the weapon being used is armour piercing meaning Armour Points do not stop it. The amount inflicted, in this 

case 3, is subtracted directly from the victim's Body points. If the mayor were wearing Magic Armour as his guard 

was, the Magic Armour would have nullified your attack. 

 

As quickly as you can, the three of you gather Duncan, the mayor (who is unconscious but not dead), and make 

off for the Thieves' Guild to claim your reward.  

 

This is a representation of how basic combat works. Some things you do must be called out, like damage and spell 

defenses, but everything is acted out as realistically as possible. Everything you do is real-time, and up to you. Be 

a good guy or a bad guy. You decide. All the choices are yours. 

 

Role-playing  

Role-playing is a little different from acting. It is not rehearsed, so it can be a little intimidating at times. It can be 

like being an actor on stage with everyone looking at you, but having no lines. You have to know what to say. 

Eventually it will come naturally. People who have role-played for a while will often tend to distinguish between 

ñgoodò and ñbadò role-playing. This has nothing to do with whether your character is good or evil. A "good role-

playerò refers to someone who never drops out of character to laugh or make out-of-game comments. In most 

people's eyes, a good role-player does not call holds and stop the game unless it is necessary. They are good-

spirited people who role-play well in every situation, even their own deaths, without out-of-game complaining. 

Going out-of-game is frowned upon once the game has started. Good role-players are not playing the game to win 

or lose, but rather for the act of role-playing itself, even if things are not always to their character's advantage. 

 

In order to help give a better understanding of what makes for a good role-player, we have compiled a short list of 

things that many players and staff appreciate and admire in other players: 

 

¶ Always be courteous and respectful of other people's property. Sometimes your character will have the 

opportunity to steal things in-game. Please realize that the physical representation for the characterôs 

object you have stolen often belongs to the player. If you steal something, you will get to keep the tag, 

though you will have to get your own physical representation for it. Turn the other player's item over to a 

Shaper so that they can give it back to them out-of-game. 

 

¶ Stay in character. This helps to set the mood. If you drop out of character a lot, other people may get 

irritable. They all want their environment to be as realistic as possible. 

 

¶ Costuming really helps. It won't upset people if you don't have a good costume, but many people love to 

see a great costume and find it admirable when people have good costumes. It also helps you to get to 

know your character. Often, clothing says a lot about a character and will even help you discover new 

things about them. Try to avoid anachronisms. These are things like watches (out in the open), pop cans, 

coolers, running shoes, etc., which destroy the atmosphere of the game. Glasses are fine. They have been 

around since the 13th century anyhow, so they are not anachronisms. Please avoid the use of any real 

world military insignias or real world religious items or symbols. For some faiths it is required that people 

keep their out-of-game religious items with them. Please be respectful, and please be aware that 

Underworld is respectful of this. Please also be aware that any fictional religions which are created in-

game by players and/or staff must be fictional and must be created respectfully so as to not have any out-

of-game relationship to real world religions. 

 

¶ Role-playing damage is often important. If you are struck with magic or a weapon, react accordingly.  

 

PLEASE DO NOT RISK INJURY TO YOURSELF OR OTHERS. 
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The Shaper Team  

The Shaper Team consists of the Lead Shaper, Shapers and Non-Player Characters (NPCôs). Combined, they are 

storytellers, organizers, Out of Game mediators and much more. Simply put, Shapers write the introduction to the 

story and you, the Player Character (PC) write the middle and end based on your actions.  

 

Shapers are managed by the Lead Shaper who writes longer running plot spanning multiple seasons, as well as 

managing the Shaper Team to ensure rules are followed and plots progressed. A Shapers job, outside of writing 

stories, is to marshal scenes, fights and adventures to ensure that both the PCôs and NPCôs are following the rules 

and our safety standards.  

 

Shapers are sometimes referred to as Marshals or Plot.  

 

Counted Movements & Declared Actions 

In Live-Action Role-Playing, it is sometimes necessary to 

declare an action that takes a few moments to perform, and 

requires real-world effort, or is not safe to physically 

perform. Physically picking someone up, cutting clothing, 

drinking a potion, and branding someone are all examples 

of declared actions. These declared actions are usually 

performed with a 3-count, but some actions may require a 

longer count at the discretion of the Shaper present or due to another rule. In order to perform a declared action, 

you speak out loud: ñI pick you up 1, I pick you up 2, I pick you up 3.ò If the there is a longer count, you repeat 

the phrase until your count is up. 

Certain in-game actions like the administration of Killing Blows require a 5-count (see Life, Death, and 

Resurrection). 

Declared actions may be interrupted by anyone nearby, by stating: ñInterruptò. You can also interrupt a declared 

action against you by stating: ñResistò, if you are conscious (you can still resist while bound or paralyzed). After 

an action is interrupted, you must begin your count again. Skill-based counted actions like Garrotte are exceptions 

to this rule and are described fully in the skill description.  

The Honour System  

In Underworld, we use the Honour System as much as possible. You are expected to keep track of your Body and 

armour points, as well as your skills and spells. To help with tracking things, we use the tag system, which is 

meant more to help you than it is of checking up on you.  

 

Sometimes you will become confused as to how much damage you have taken. The Honour System allows you to 

be the judge of that, and to determine as honestly as possible how many Body points you have remaining. 

Sometimes, people will ask out-of-game to see your character card. Don't assume that they think you are cheating. 

As you play longer, you will come to see that some things are confusing for people, or that you are using a new 

unique ability that they have never heard of.  

  

Checking tags and skills is necessary, even if people trust each other and know that they never cheat. You too, 

may wish to check someone's tags or card, and you are perfectly entitled to do so. NPCs also have cards, so if you 

are fighting a creature that uses a skill/ability you have not heard of; their card should describe its effects for you. 

Please give people the benefit of the doubt. Mistakes can be cleared up with a Shaper. Please be aware that even 

Shapers make mistakes. Accept their ruling, even if you know it is wrong, and then the incident can be cleared up 

later, even if you die because of it. Shapers are very reasonable and will often elect to not "record" a death on your 



 

10 

character card if the death was unfair or due to a misruling. Please help to maintain a fun, fair, safe and good-

Spirited game for all players and staff.  

 

How to Create a Character  

In this section, we will go over how to create a character and some of the things to consider when doing so. 

Before actually addressing defined concepts such as race and occupation, we suggest a more abstract approach. A 

good idea is to decide what kind of character you would like to play in terms of personality, background and 

moral sensibility. Here are some things you might want to ask yourself: 

 

Personality  

Å What is the basic personality-type of my character? (What one word might describe him/her best?) 

Å How does my character get along with other people? (Or other types of people?) 

Å Does my character have any quirks or flaws in their personality? 

Å What does my character like/dislike? (In regards to things such as work, hobbies, moralities, beliefsé) 

Å How would my character react to different emotional situations? (Violence, compassion, awe, etc.) 

Å What are my character's thoughts on religion? 

Å What does my character do in his/her spare time? What do they enjoy doing? 

Å How does s/he react to society? What do they think of laws? What are their reactions to differing social classes? 

Where do they fit into society? Do they value wealth/power? 

 

Background  

Å Where is my character from? What type of society? (E.g.: City, village, outcast/bandit/travelling caravan, etc.) 

Å What were my characterôs parents like? Brothers / sisters? Is my character no longer with them? Why? 

Å Why is my character in this location? Did they leave their place of birth, or were they born here? 

Å What did my character do for a living, up to this point? Education? Training? Work? 

Å Would my character have any stories to tell people about their past? Exciting tales or deeds they have done? 

Å What would my character value about his/her past (both good and bad)? What experiences have they gone 

through that made them what they are today? 

 

Future  

Å What plans does my character have? What are his/her goals in life? 

Å Is my character trying to escape his/her notorious past, or are they simply 

adding to it? 

 

Defined Choices Regarding Character Creation  

Having outlined a general concept, it is necessary to make some definite 

choices for your character. Consulting the rest of the rulebook will help 

you make those choices. Donôt worry about changing your mind after the 

first event. After the first event as that character, you are able to change 

your character if you were not satisfied with the choices you made. After 

the second event, your choices are final.  

Your must choose the following: 

Å  Race: Choose one of the base Races listed in this book. 

Å Occupation: Choose one of the base Occupations that best fits your 

character concept. It is not possible to later change occupations so choose 

wisely, with the exception of the Renowned Occupations and Vocations that you MUST discover in-game (see 

the Soul Frag book).  

Å  Skills: Choose the skills your character will start with. Skill costs are based on the Occupation you chose. All 

characters begin with a base 150 character points, in addition to any racial bonuses. 
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True Names 
 

In Underworld, much like in mythology, names have power. In folklore, knowledge of a True Name allows one to 

magically affect a person or being. Such names could give power to the person who knew them (even over Gods 

in some beliefs). This is an effect used in many tales. Underworld holds a similar belief with True Names. Fae 

Magic and some advanced Ritual Spheres rely heavily on a target's (or caster's) True Name. Sometimes a True 

Name is beneficial, sometimes detrimental. Every player in Underworld should choose a True Name for his or her 

PC. Having no True Name leaves you defenceless against attacks that would require one. Imagine the letters of 

your True Name as a series of locks that protect a doorway that leads to your Spirit. Without a True Name, that 

door is always unlocked. 

 

So let us assume your character does have a True Name. Where does it come from? Who chooses it? Well, that 

question has plagued scholars and mystics alike. Perhaps the fates themselves name you at birth; perhaps it is 

something even greater. Whatever the reason; what is known is that some force secretly influences those people 

who name you at birth. The only real decision you, as a player, need to make is whether your character knows 

their own True Name. Many positive and negative abilities and spell effects rely on your True Name. Choosing 

not to know will not always protect you. There are also ways that will allow someone to find out your True Name 

(or at the very least a letter of it). These effects are rare and generally possessed by the most powerful Fae and 

Mages. 

 

There is one key rule that must be remembered when dealing with True Names. A player can never be forced, 

magically or chemically to reveal their True Name. Certain Ritual Magic can reveal anotherôs True Name, as can 

certain events or effects, at the discretion of a Shaper. This also does not mean you cannot be tricked or 

blackmailed into revealing your True Name, it just means that it cannot be obtained by force. If you reveal your 

True Name, it is always because you chose to do so. 

 

Rules and restrictions regarding True Names: 

ǒ Your True Name is only one word and may not exceed 14 characters in length. 

ǒ You must mark your True Name down on your character sheet along with whether character knows it or 

not. 

ǒ You can never be forced; magically or by alchemical means, to reveal your True Name. 

ǒ Once you pick your True Name at character creation, it cannot be changed. 

ǒ A True Name must be spelled out in the common alphabet and cannot contain any symbols or punctuation 

  

Character History  

Once you have designed a basic character concept and determined your defined character choices, youôll want to 

write a character history. In general, a character history should be approximately one page long. A character 

history is a written account of your characterôs life up until the point at which s/he starts the game. Some tips and 

suggestions for a good history follow:  

 

1) Keep it simple, short, and to the point! 1-2 pages is more than enough. Summarize. If you would like to 

write a longer version of your history, you may submit one later. 

 

2) Characters often change by their second or third event. Donôt paint yourself into a corner when you are 

still learning about the game. Long, complicated backgrounds may be more difficult to role-play than you 

originally thought, and you may find yourself abandoning your history once you have a better 

understanding of the game world. 

 

3) Keep in mind that your character is level 1. Fighting off 20 bandits by yourself in an epic battle will 

sound questionable when you canôt defeat a single kobold at your first event. You are unskilled and 

inexperienced. You will become a hero in game at events; you do not arrive as one. 



 

12 

 

4) If you are a member of an organization, you are the lowest possible rank. Youôre a recruit in the military, 

a novice in a religious order or an apprentice in the mageôs guild. 

 

5) You may begin with sentimental items or heirlooms and even rep them in game. 

 

6) Try to be original. Avoid being an amnesiac, an orphan, or the moody rebel. Your character is an adult.  

 

7) Find a reason for coming to town, even if you abandon this reason shortly after arrival.  

 

8) Joining with friends? If you are, write histories that all share the same stories. Or even better, write a 

single history for all characters. The Shaper team prefers to give time, effort, and personal plotlines 

towards groups of players rather than a single player. 

 

What will not be approved in a character history: 

 

- Any advantage that new character cannot have. 

- Special powers or abilities which were not purchased with CP. 

- Special contacts (vampires, clerics, military generals, etc.). 

- Magic items, dormant or not. 

- Being part of a noble or important family or special NPC organization. 

- Names of historical, pop culture or real world religious figures. 

 

Experience & Character Points 

Your character gains levels in Underworld by amassing what we refer to as Character Points (CP). There are 

several ways to get Character Points, the most obvious of which is through playing your character at an event and 

obtaining òblanketsò of experience.  

 

Every time your character comes to an event, 

they gain a Blanket of Character Points at the end 

of said event. A Blanketôs value is determined by 

your characterôs level. The higher the level, the 

less the Blankets will be worth in CP. After your 

first event, a blanket of Experience Points (XP) 

would be worth 65 Character Points.  

 

Blankets of experience that you earn can be 

applied to any character you own, even if you 

earn the points with another character. They are 

banked on your character sheet and can be spent 

in the future. You are allowed to spend a 

maximum limit of two Blankets per event, per 

character, no matter how many Blankets you 

have banked. Blankets can be applied to a 

character and the CP left unspent.  

 

Blankets are spent/applied 1 at a time, meaning 

that if you wish to apply 2 Blankets to your 

character but the 1st blanket raises your level, the 

2nd will be worth less XP.  

 

Blankets can only be spent at Logistics or Prelog. 

Character 
Level 

CP 
Total 

CP per 
Blanket 

Base Body points 

Warrior Rogue Scholar 

1 150 65 6 4 3 

2 250 43 8 5 4 

3 350 34 10 6 4 

4 450 28 12 7 5 

5 550 24 14 8 6 

6 650 22 16 9 6 

7 750 19 18 10 7 

8 850 17 20 11 8 

9 950 16 22 12 8 

10 1050 15 24 13 9 

11 1150 14 26 14 10 

12 1250 13 28 15 10 

13 1350 12 30 16 11 

14 1450 12 32 17 12 

15 1550 11 34 18 12 

16 1650 11 36 19 13 

17 1750 10 38 20 14 

18 1850 10 40 21 14 

19 1950 10 42 22 15 

20 2050 10 44 23 16 

*  After the 20th level, follow the same progression. 
Chart 1-1 
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Chart 1-1 shows the number of Character Points gained at each level. It takes 100 Character Points to gain a level. 

As you go up in level, you gain fewer Character Points per Blanket of Character Points. No matter what level you 

are, you will always gain at least 10 character points per Blanket. 

 

The CP Column shows how many Character Points you acquire per Blanket. Once you acquire 100 Character 

Points, your character level increases by one and the remainder of your character points are equated at the new 

character level row. Also, note your base number of Body points changes to the new Base Value, if applicable.  

 

All characters receive 150 free Character Points to start with. Thereafter, they must earn their Experience and 

Character Points by attending events, donating props or costuming etc. (please ask management for more 

information), or for helping out with running the game. 

 

Character Points are the building blocks of your character. All abilities and skills take Character Points for your 

character to be able to learn various skills. Skill costs are calculated in Character Points and vary widely, from 

only 10 CP to buy some skills, to 200 for others. All skills and costs are outlined in the sections "Skill Costs" and 

"Skill Descriptions".  

 

Life & Death  

As a player in Underworld, the rules regarding life and death are important ones to understand. Body points 

represent your life force and as they decrease you come closer to death. The maximum Body points a character 

has varies by occupation, race, and level (See chart 1-1).  

 

Body points  

During the game, your character will lose Body points 

from damage that you suffer from weapons, spells, and 

other effects. Should your body drop to less than 2, you 

are in grave danger of becoming semi-conscious, 

unconscious, or worse ï dead. While your Body points 

are at 2 or higher, you are able to function normally. 

Suffering any damage to your Body points while 

performing a counted action will immediately interrupt 

your count and you must start the count again to 

complete your action (See Counted Movements & 

Declared Actions). 

Semi-consciousness 

At 1 Body point, you become semi-conscious and have 

difficulty performing actions. While semi-conscious, 

you may not move faster than a walk, and using any 

skill or ability will immediately drop you to 0 Body, 

which renders you unconscious. You may, however, use 

potions, magic items, and Alchemy on yourself to heal 

Body points. Defenses that automatically go off will not 

trigger the unconsciousness.  

 

Unconsciousness 

When you reach 0 Body points, you become unconscious. Unless you are healed or injured further, you will 

remain unconscious for 5 minutes, after which time you awaken with 1 Body point.  

 

Racial & Spell Protections While Unconscious 

Current B ody 

points 

Physical State Duration 

Healthy 2 + Alive and conscious N/A 

1 Alive and semi-

conscious 

5 minutes 

0 Unconscious 5 minutes 

-1 Dying (Bleed Count) 1 minute 

After 1 minute 

at -1 

Dead (Death Count) 5 minutes 

After 5 minutes 

at Dead 

Dead: Resurrection 

Required 

N/A 

Chart 1-2 
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Spell and Racial protections can be divided into two categories, those that activate automatically and those that 

require conscious activation. 

 

 

When unconscious: 

¶ Spell protections that require conscious activation cannot be used. 

¶ Spell protections that activate automatically will function as normal. 

¶ Racial protections must always be activated by the target, and can be done so regardless of whether the 

target is unconscious or not. 

 

Bleeding Out and Death  

At -1 Body Points, your character is dying. You must immediately begin a 1-minute Bleed count. While in your 

Bleed count, healing from any source will bring you to one Body point, or more. Once this 1-minute Bleed count 

expires, you must begin your Death count. A Killing Blow delivered to you while in your Bleed count, or 

otherwise, will forfeit the Bleed count and take you into your Death count immediately. 

 

Upon entering your Death count, you must begin a 5-minute count until your spirit leaves your body. Once the 

Death count begins, all spell effects, including protections, are removed from your Spirit. Standard healing no 

longer works, and the only thing that can revive you is a Life spell or other Life effect. Once your 5-minute Death 

count ends, you are dead. Your spirit will then travel to the nearest Resurrection Circle to be resurrected (see 

Resurrection).  

 

When in spirit form, it is necessary that you wear your white headband, or put one hand on your head to indicate 

that you are out-of-game. Your body dissipates, leaving your in-game belongings behind. Leave your weapons 

and tags where you died. You may also leave other bits of your costume to help those who find them identify who 

died there.  

 

Natural and Magical Healing  

There are many forms of healing found throughout the land, from the gentle touch of a friendly physician, to the 

mortal wound restoring magic of a battle healer. As you overcome obstacles and adversities, you are bound to get 

a couple of bumps and scrapes along the way. When you take Body damage, you will require some degree of 

healing to be restored to full health. This can range from a physician's bandage to a magic healing spell. Each 

healing method will have an associated number of Body points it will heal. Add that number to your current Body 

points and enjoy the effects of a restored Body.   

 

Healing can never restore you past your maximum Body points, as determined by your level and racial abilities; 

any excess Body points that were healed past your maximum are lost. 

 

Debilitating Effects 

Occasionally you may find yourself stricken with a debilitating effect like Sap or Silent Strike, which only ceases 

once a specific amount of the Body has been healed, as indicated in the effect description. When you heal this 

damage, the negative effect will cease immediately. If you have temporary Body points when stricken by this type 

of effect, a single Body point of healing will remove the effect. 

  

If all else fails, you will naturally heal on your own if you regularly take care of your wounds. Once every 24 

hours, occurring immediately after your ten-minute Reset, you may choose to spend an additional ten minutes 

cleaning your wounds; doing so will naturally heal 1 Body point. 

 

Drinking, the Effects of Alcohol, and Stamina Points  

Underworld LARP has a very strict zero tolerance policy on OOG drinking during combat events. This does not 

mean that you cannot pretend to drink in character.  
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Whether it be the rancid, sour milk of a Dwarven Gutbuster or the distilled fermented displacer blood of Dark Elf 

Shade Wine, alcohol plays an important part in the in-character, game world. Characters that drink to excess will 

get drunk. More robust and constitutionally sound characters will obviously have a higher tolerance to alcohol 

than their weaker and frailer companions will. This is measured in Stamina Points.  

 

Your total Stamina Points are always equal to your unaltered total Body points. All normal alcoholic beverages 

will be assigned a damage value. The exact number is determined at creation by the logistics marshal or a Shaper, 

and is written on the tag. Once consumed you will look at the damage value and mentally subtract that from your 

total Stamina Points. The closer you get to zero, the drunker you become. This effect should be role-played 

appropriately.  

 

At zero Stamina Points you have achieved a level of extreme intoxication and are no longer able to properly 

function for 10 minutes. During this time, you are unable to use any skills or abilities; speech is slurred to an 

unrecognized level, and walking straight is impossible. If you continue to drink during this period, you will 

immediately pass out drunk for the next hour. Once the 10 minutes of extreme intoxication passes, you will r eturn 

to 1 Stamina Point and from that point on Stamina Points regenerate at a rate of 2 points per hour. If you drink hot 

coffee and have your head continually dunked in cold water, you will double the rate of Stamina Point 

regeneration for that hour. Outside of extreme intoxication, the loss and gain of Stamina Points has no effect on 

your Body points or the use of skills and abilities ï just roleplay your level of drunkenness appropriately. Some 

rare brews, as well as magical and alchemical intoxicants can have a damage value much higher than normal 

alcohol.   

 

Please drink responsibly in-game and remember that drinking real alcohol is still strictly forbidden. 

 

Example ï Schmendrick the Bard has had his heart broken again and has decided to drown his sorrows, in 

character, at ye local tavern. Schmendrick is Level 5 with 6 Body points, and therefore has 6 Stamina Points. He 

orders himself up a tall glass of High Elven wine and hastily throws it down the hatch. After drinking, 

Schmendrick looks at the tag and sees the damage value for that glass of wine is 2. He subtracts 2 from his total 

Stamina Points, which brings him to 4. Schmendrick is 1/3 on his way to extreme drunkenness. The player role-

plays the effects by slurring Schmendrickôs speech and bumping into other bar patrons. A short while later 

Schmendrick orders another drink, this time with a damage value of 3. This brings his total Stamina Points to 1. 

Schmendrick is now very drunk. He tries to pick a fight with the bouncer, unsuccessfully flirts with the waitress, 

and eventually gets lost on his way to the outhouse. Schmendrick knows when enough is enough and is aware that 

another drink will put him over the edge so he calls it a night. He leaves and drunkenly staggers back to his camp 

while singing loudly (and poorly). In an hourôs time Schmendrick has sobered up somewhat and his total Stamina 

Points have regenerated to 3. He is still feeling the effects of the drinks and likely some hangover but it isnôt as 

bad as it once was. 

  

Blood  

Blood is powerful and it has many uses from Wytchcraft to Summoning Ritual Magic. In the wrong hands a 

characterôs blood becomes a powerful weapon that will likely be used against them. Blood is obtained from 

bleeding the host, who is often unwilling. Harvesting enough blood to use with any skill, ability, or spell requires 

a full 60-second count, which produces enough blood to fill a 1-liter vessel. Each liter of blood that is harvested 

inflicts 1 Body point of damage on the host.  

 

Blood cannot be taken from an unwilling target without their knowledge without a Shaper present, nor can any 

blood be withdrawn without targetôs knowledge unless they are somehow incapacitated. Blood cannot be 

harvested from a host with a threshold, unless that threshold can be breached with the tools available, nor can 

blood be harvested from a host who is in their 5-minute Death count.  
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Harvested blood is must be tagged and signed for out of game by the host player or a Shaper. All blood, no matter 

the quantity, expires after 1 month unless it is extended through ritual magic. The harvested blood does not 

dissipate if the host dies and resurrects. 

 

Killing Blow Delivery  

A Killing Blow is a death strike. It is a final assurance that the victim of an attack is dead. A proper Killing Blow 

takes a 10-count with bare hands or a 5-count with a weapon. A successful Killing Blow (one that has not been 

interrupted) forces the victim to skip their 1-minute bleed count and proceed directly into their 5-minute death 

count. The attacker may optionally choose to put the victim into their 1-minute bleed count instead of their 5-

minute death count. The call for a Killing Blow is ñKilling Blow 1, Killing Blow 2, éò and ends with ñBleedò if 

the attacker does not wish the victim to skip their bleed count. A Killing Blow without this suffix will place the 

victim in their death count. Unless a victim is unconscious or bleeding out, the victim can resist/interrupt the 

Killing Blow at any time. Even if the victim is paralysed or has all 4 limbs bound, the victim can still resist 

Killing Blows, but the attacker may choose to have their attacks go straight to the victimôs Body, bypassing their 

armour. A Killing Blow cannot be used to decapitate the victim. 

 

When a PC reaches 5th level they are considered to be ñKilling Blow activeò. This means that NPC random 

encounters may use Killing Blows and instant death effects on them. NPCôs should ask what level you are before 

delivering such an attack. If they do not, simply inform them in a discrete manner. Before a PC reaches level 5, 

they cannot be attacked with a Killing Blow by an NPC. Players are always Killing Blow active with respect to 

other players. 

  

Death in Underworld  

While in your 5-minute Death count, your Spirit has left your body and is hovering nearby. All  that can save you 

is a Life Spell or similar effect. Immediately after your death count ends, your spirit will travel directly to the 

nearest non-hostile Resurrection Circle (see Hostile Circles). Your character does not need to know where the 

circle is; your Spirit automatically knows where to find it.  

 

When dead, you must put on your white headband and you are not permitted to communicate with other players, 

whether they are alive or dead. You must leave your in-game possessions (like weapons and all tags) behind to 

represent your body. It is a good idea to leave a well-known piece of your costume that others can identify as you, 

should they come upon it.   

 

Resurrecting  

Once your Spirit (represented by you out-of-game) has found a non-hostile Resurrection Circle, it will enter the 

Circle and the process of Resurrection will begin. A barrier circle will not prevent a Spirit from entering a 

Resurrection Circle.  

 

When a Spirit enters a Resurrection Circle, all of those who are invested in the Circle 

will be made aware of its presence, no matter how distant the Circle is to them. Two 

things can happen at this point, either someone who is invested in the Circle will arrive 

and perform the Resurrection process or the Circle itself will resurrect the Spirit. The 

Spirit will arrive inside the Circle as a red cloud of loose strands and wispy filaments. 

The person being resurrected is unidentifiable to all who see them, save those invested in 

the Circle. 

 

If an individual who is invested in the Circle is present or arrives to perform the 

Resurrection, the process takes a total of 10 minutes. During this time, the investor 

begins re-forming the Spirit by plucking and knitting the Spirit strands into the form of a 

body. It is in this manner that the body will re-form as time progresses. At the end of the 
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10 minutes, the body has been fully rebuilt and will regain consciousness with full Body points.  

 

If an individual who is invested in the Circle is not present, the Circle itself will resurrect the Spirit. This is a long 

and painful process for the Spirit, taking an hour to complete. The body will begin to re-form but without the 

assistance of an investor, the strands and filaments must re-knit on their own. Although very taxing, there is no 

permanent damage to the body and it will be fully conscious and healed at the end of the hour. 

 

The final step of Resurrection is to determine if your Spirit remembers its death. There is a 1 in 10 chance that 

your Spirit will remember the hour immediately prior to your death. Whether your Spirit remembers or not can be 

determined by the rolling of dice, writing a number on a piece of paper and having the dead PC guess it or any 

other means convenient at the time. This is administered by the individual who performed the resurrection or by a 

Shaper. If the odds are against you, the memory of the hour preceding your death will be forever lost. This also 

means that you cannot remember where you died. If your Spirit cannot remember the death, the Shaper may tell 

you a fantastical Resurrection Dream of what you remember happened to replace the lost memory. Your Spirit 

knows this dream is false. If there is no Resurrection Dream, the memory is simply blanked out.  

 

If you were turned into an Undead after death, this does not change the timing of the hour; the hour duration is set 

by the end of the 5-minute Death count. Any time spent Undead before the five minutes are up will be 

remembered. Any time spent Undead after the five minutes are up cannot be remembered. 

 

A body that has successfully undergone Resurrection will: 

¶ Be naked (in-game, not out-of-game) 

¶ Be at full health 

¶ Have no spell protections or spells attached to their Spirit (minus some Ritual Magic)  

 

Hostile Circles  

When approaching a Resurrection Circle, you can use your out-of-game knowledge to determine that the circle is 

hostile to you. The circle can be considered hostile for many reasons, such as an investor who might wish you 

harm, the type of circle, and even its location or what is going on around it. Meta-gaming is allowed in this one 

situation, as it is unfair to resurrect at a circle only to be immediately killed. If the nearest circle is considered 

hostile, your Spirit will ignore it and move on to the next closest, non-hostile circle. If you do not know where 

another circle lies, it is a good idea to find a Shaper who can inform you about other circles within close range 

that you might not know about.  

 

Final Death  

Each character receives two ñfreeò deaths. These free deaths guarantee that you will not suffer the Final Death the 

first two times you die. Starting with your third death, you have a 50% chance of taking the Final Death and dying 

permanently. A coin flip is usually used to determine whether you took your Final Death. A Shaper must be 

present and they must perform the coin flip. If a Shaper is not present, you MUST immediately find one to 

perform the coin flip. If you take your Final Death, your body will reappear where it died to remain there as a 

permanent corpse. 

 

Scarring  

 

You can choose to be scarred after taking Body damage. Even though your Body points might be restored through 

healing, you can remain scarred, should you decide to do so. Once you choose scarring to remain, it cannot be 

removed until your next successful Resurrection. The scar remains permanently after receiving healing because 

the Spirit chose to remember the scar and it is now part of the Spirit.  Losing an eye or a limb is considered 

scarring. When you resurrect, you can choose to keep the scar or to have it heal. There are instances where the 

scarring ran so deep it affected the Spirit permanently, and the scars never heal. This is a roleplaying choice for 

additional character development. 
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An example would be a pirate who has a hook for a hand. The character would gladly resurrect with a new hand 

rather than the hook but the player of the pirate would like to keep it, so he resurrects without the hand to further 

the character's development. 

 

Resurrection and Age 

Individuals below the age of óYoung Adultô for their race do not resurrect. Neither do animals. All characters 

must begin at an age where they are old enough to resurrect. 

 

Also of note is that Final Death occurs when a characterôs age reaches or surpasses their Maximum Life 

Expectancy. M.L.E. is determined by the player at character creation and is based on racial M.L.E. limitations. 

Note also that some Ritual Magic ritual flaws, backlashes, spells, and monster attacks may result in premature 

aging of a character. In some cases, the ritual itself will always age the caster. Players must determine their own 

starting age, and must do so before M.L.E. is determined. 

 

In Game and OOG Colours 

Some colours are reserved for both out-of-game and in-game use: 

 

White: This is the universal Out of Game colour. Whether a white headband on an OOG player, a white Glow 

stick hanging on the neck of a Shaper, or a white ribbon tied around a playerôs backpack, if you see white, itôs out 

of game.  

Green Glow Stick : In glow stick form, green is reserved for Alchemical Lights. 

Orange Glow Stick : An orange glow stick represents a Ghost or Spirit visible only to those with Mysticism. Not 

to be confused with a typical Undead, Ghosts and Spirits are lost souls that appear as semitransparent versions of 

their living selves. Approach at your own peril!  

 

Lighting 

Each Guild has its own policies regarding light sources such as lanterns. There are no tag requirements for a 

lantern. 

 

Lanterns must be: 

¶ Free of any open flame. 

¶ Diffused so that they don't ruin night vision. 

¶ Look period 

 

There are many available battery powered light sources that meet these criteria. As long as the light source is not 

anachronistic and fits the period-look, and it is not an open flame, it will be allowed. While the above restrictions 

pertain primarily to OOG concerns, there are also some IG restrictions to keep in mind. The following restrictions 

apply to lights in Jericho: 

 

Safety Lights: Must be diffused red, these are primarily hand-held flashlights. These lights are considered to be 

OOG when used. 

Stationary Lights:  Lights in this category include things like Candles, Fixed Lanterns as well as any light source 

that isnôt removed from a camp it is placed in, do not require tags or Alchemical Lights. 

Carried Lanterns:  If you want to carry a lantern or light with you to multiple places as an IG light-source, you 

must have an Alchemical Light tag attached to it.  

 

These policies apply to Jericho. Please check your local guildôs policies for more details. 
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Looting & Searching 

In order for a player to begin searching or looting a target, the playerôs hand must be within reach of the target. A 

search may be conducted for as long as the player wants, though in most cases 60 seconds is sufficient. At the end 

of the search count, your target will give you all the coin and tagged objects on their body that you found. 

 

To initiate searching, begin the search count: ñSearching 1, 2, 3é60ò or ñLooting 1, 2, 3é60ò 

 

A player can search or loot a target for as long as they want. While 60 seconds is normally sufficient, some 

individuals may have skills which make finding their items more difficult. In these cases a longer search or loot 

time will be required. 

 

4ÈÉÅÖÉÎÇ ÁÎÄ 9ÏÕȡ ! "ÁÎÄÉÔȭÓ 'ÕÉÄÅ ÔÏ 3ËÕÌÌÄÕÇÇÅÒÙ  

Underworld LARP is an 18 + game with heavy horror 

overtones. This means that in your character's life you are 

likely to encounter or engage in love, hate, murder, death, 

bribery, corruption, ritual sacrifice, the eating of babies, and 

of course thievery.  

 

Because we are an 18+ game we expect our player base to 

act as adults when confronted with any of the above. 

Thievery is the most important out of all the evil that you 

can do because it requires you to engage in certain out-of-

game activities (the actual taking of in-game property). 

Below are the rules for in-game thieving at Underworld 

LARP. These are not suggestions; they are heavily 

enforced rules.  
 

Step 1 - Where are you looting?  

 

If you are taking an item that is NOT in an unoccupied tent 

then you can carry on to Step 2. If you are looting a 

personal tent or cabin and its owner is not there (dead or otherwise) you MUST have a Shaper present. You 

CANNOT enter a player's personal property alone without a Shaper. If you are caught doing this, you will be 

removed from the game and possibly charged.  

 

 

Step 2 - Taking the tag  

 

Any item you are taking MUST have a tag. If it does not have a tag you cannot take it. If you believe an item is 

being used and it does not have a tag, you need to inform a Shaper. The Shaper team deals with the problem and if 

necessary, compensates you. You cannot take an item without a tag after informing a Shaper.  

 

The only exception to this rule is that if you cannot see if the item has a tag. If i t's dark and you're thieving, and 

you see a sword on the ground so you grab it and run. Very shortly afterwards, you look and find out there is no 

tag. In this case, you MUST give the rep to a Shaper so they can give it back to the player. It is likely this is a new 

playerôs rep with no tag yet. Those items do not qualify as targets to thieves. 

  

If the item has a tag then you must immediately take that item rep and tag to a Shaper. This must happen quickly 

so that we can return the rep OOG back to that player. It is possible that the player will wish for you to keep that 

rep so they can identify it later. If this is the case, we will return the rep to you and you will be forced to re-attach 

the tag.  
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Step 3 - Profit  

 

You now have a tag and possibly the rep (if the victim of your thievery requests it). Now you may go about your 

business and try to pawn or use the item as you see fit. If, at any point, the item gets destroyed or sold to an NPC 

that is likely never to return to Jericho, you must return the rep to a Shaper so we can give it back to the original 

player.  

 

OOG Bags  

It is possible for a player to have an OOG bag. This bag MUST be marked with white cloth and/or be clearly 

labeled as OOG. Absolutely no UW tags or treasure may be placed in your OOG bag. There are no exceptions to 

this rule. It does not matter if the item in question is offsite or any other reason. The golden rule is if the tag is 

on site, it is IG. If it is found that a player is keeping tags in their OOG bag, we will consider it cheating and act 

appropriately. If you, as a thief, find a bag that is clearly OOG, you cannot pilfer it. It does not exist for you to 

find in character. It likely contains a playerôs personal effects such as medicine, keys, etc. If you are caught going 

through an OOG bag you will be dealt with severely.  

 

Happy Burglarizing! 
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Chapter 2: RACES 
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Character Races  

Many fantasy races exist in the world that your character inhabits. Some of them are highly magical in nature, 

while others are more mundane. Each race includes automatic and purchased advantages, as well as any 

disadvantages that members of the race share. These packages are commonly referred to as ñRacialsò. 

 

In order to play certain races it is necessary to wear the appropriate make-up. This includes prosthetic racial 

features such as Elf ears, or a Dwarfôs beard. The removal of racial features IG will not disguise your race. Your 

race is always recognizable except in extreme circumstances.  

 

Before you choose a race that requires makeup and/or prosthetics such as beards, ears, and horns; ensure that you 

are not allergic to makeup and are willing to wear it for a whole weekend at a time.  

 

Racial advantages are either automatic or purchased. Automatic advantages are possessed by every member of the 

race and your character begins with those advantages at no cost. Purchased advantages must be bought like a skill. 

These skills can be purchased every odd level. Each race also has a unique, shared disadvantage.  

 

Using Resist Racials: Any racial that lets you resist some type of effect always has an in-game effect that is 

obvious to everyone around you when you call ñResistò. It is not possible to hide the fact that you resisted 

something. The same rule applies to immunities that are used when ñNo Effectò is called as a defence. You cannot 

hide the fact that you are immune to something.  

 

Race Summary 

Bestial  

SavarôAving Matriarchal race of cat people 

Construct  

Gargylen Sentient race of magically created constructs 

Dwarves  

Mountain Stocky humanoids, famed for mining, smithing, and beards 

Elves  

High Graceful, artistic scholars. Known for mastery of magic 

Dark Subterranean elves. Natural chemists and alchemists 

Wild Tribal nomads. Try to live in harmony with nature at all times 

Fae  

Wood Distant cousins to True Fae. Rumoured to be borne of raw magic 

Goblinoid  

Orc Fierce and competitive tribal warriors appreciating strength over all 

Humanoid  

Hobling Small, peaceful, furry footed people 

Human Numerous and varied. The most diverse of the races 

Ajaunti Also known as Aja. They are a colourful, extravagant race of nomads 

Einher A superstitious, warrior race. Known for strong honour codes and traditions 
Chart 2-1 

Half-Breeds  

A lot of RPGs and LARPS allow for half-breed races (Half-Elf, Half-Orcs, etc.) as playable character options. 

Underworld does not. Although many races may choose to mate with one another, there are limitations when it 

comes to breeding. Only races of a similar type can produce offspring. Races that mate with others within their 

category (humanoid, goblinoid, elves) may produce offspring. The result of mixed sub-race pairings within a 

category will always result in the birth of a purebred child of the motherôs race. For example: a SavarôAving and a 

Human cannot produce a child. An Einher and Ajaunti will, and the childôs race will be the same as the motherôs. 
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Bestial Races 

SavarôAving 

Life Span: 40-60 years 

 

The SavarôAving are a matriarchal race of cat-people who resemble humanoid hunting cats. Somewhere deep in 

the dark forests of Felnir lays their capital city Mrrnall. Their society is ruled by women and views male 

SavarôAving as second-class citizens. It is rare to find a dominant male SavarôAving who is free and even more 

rare for him to survive for long. The SavarôAving are a strong, proud race with deep ties to nature and the 

mysterious Grey Elves. They have recently suffered a catastrophic plague of necromantic origin that kill ed many 

of their people and then turned them unto Undead. The few SavarôAving that survive today struggle to put to rest 

their Undead sisters and attempt to rebuild their once great society. This fate fell upon the SavarôAving around the 

same time as the Fulmination and the disappearance of the mysterious Grey Elves. The SavarôAving were 

originally known simply as the Savar, but those who survived the plague began to call themselves SavarôAving to 

remind themselves that, no matter what fate throws at them, they will triumph. 

 

Racial Characteristics: Their distinguishing characteristics are make-up appropriate for the type of cat being 
played, and possibly the use of a prosthetic feline nose if make-up is sub-par or your subspecies is similar 
looking to another race. Example: Black Panther 3ÁÖÁÒȭ!ÖÉÎÇ and Dark Elves. 
 

Advantages 

 

Nine Lives (Purchased): When a SavarôAving has used up their free deaths, and is flipping for Final Death, they 

may use this skill. The skill must be activated after the SavarôAvingôs ñDeath Countò but before the death flip. If 

the SavarôAving fails the flip s/he may then flip an additional time. This skill cannot be stacked and is only usable 

once per death. This skill is usable once per day, per purchase. 

 

Natural Claws (Automatic): SavarôAving can choose between being declawed at birth or keeping their claws 

throughout their life. The choice must be made at character creation and the effect is permanent. Should a 

SavarôAving keep their claws they are restricted from using any other weapon or shield. A SavarôAving with 

claws receives a free proficiency in <Medium Weapons Group Proficiency: Claws> and may use one claw boffer 

weapon (See Chart 6-1 - Weapon Creation) in their good hand and nothing in their off hand. They may buy 

specialization with them as Medium Weapon Specialization: Claws. Should a SavarôAving purchase the skill 

ñAmbidexterityò, they may use a second claw boffer weapon in their off-hand. SavarôAving claws are to be used 

as weapons of their size, with the exception that they cannot be destroyed or disarmed. SavarôAving claws 

otherwise act like regular weapons for the purposes of augmentation and may be enchanted with Battle Magic 

spells and even master-crafted as medium weapons. 

 

Disadvantages 

 

Plagued (Automatic): While the worst of the plague seems to have past, its effects on the SavarôAving people still 

linger. As a result, all living SavarôAving take double damage from the Dark and Necromantic sources of Magic. 

As with all racial vulnerabilities, damage from either of these spheres will bypass any thresholds a SavarôAving 

might have. Furthermore, should a SavarôAving enter their death count via Dark or Necromantic Magic, they will 

immediately rise as a mindless lesser Undead, cursed to destruction. The SavarôAving's Body points will be 

restored but not their Armour Points. This Undeath does not grant the SavarôAving the special abilities of Undead 

like Sense Life or Psionic immunity. However, they will still suffer all the negative effects such as Control 

Undead and quadruple damage from the Healing Sphere. While in this form, the SavarôAving may not use their 

spells or abilities and may only swing base weapon damage. Nothing short of resurrection or divine intervention 

will return the SavarôAving back to life. This Undead form will last 24 hours or until the SavarôAving is slain.  
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Construct Races  

Gargylen 

Lifespan: Immortal 

 

The Gargylen are a sentient race of half-construct, half-living gargoyles. Within the last 20 years, they have 

broken free from the oppressive yoke of their creators: The Conclave. In that 20 years, this infant race have 

proven that they have free will and are sentient. They have also developed a method of reproduction. Very little is 

known about them, and they have no recognized territory or homeland. A Gargylenôs skin is stone grey and often 

hardened, making them less susceptible to conventional weapons. All Gargylen are horned and although some 

have wings, they are all flightless. They are an enigma, and questions surround their purpose or moral standings. 

Most seem to possess an instinctual need to protect the innocent, although this is certainly not the case with all 

Gargylen. 

 

Racial Characteristics: Grey Skin with large horns protruding from the forehead. Note: wings are optional, but 
will not allow flight. 
 

Advantages 

 

Stone Skin (Purchased): A Gargylen who has purchased this skill has learned a finer degree of control over their 

crafted body. When the skill is used, the Gargylenôs skin becomes as hard as stone, making them less susceptible 

to all weapons. The Gargylen must declare ñInnate Stone Skinò and proceed to complete an uninterrupted 30 

second count. Once this count is completed, for the duration of 1 hour a Gargylen gains temporary Body points 

based on the Gargylenôs level. At 1st level the Body bonus is 20 Body points, at 5th level it is 30 and at 10th level 

it is 40. These Body points act as normal Body points with the exception that they are damaged and removed first 

from the Gargylenôs Body point Total and cannot be healed or refit. While Stone Skin is active, the Gargylen 

suffers double damage from all spells that damage into Body, such as Ego Rend, etc. This double damage will 

extend past the bonus Body points allotted by Stone Skin and will carry over onto the Gargylenôs permanent Body 

points. Stone Skin may be ended by the Gargylen with an uninterrupted 30 second count. If the count is 

interrupted the skill is not considered used, but the count must be restarted. A Gargylenôs Stone Skin will not 

affect, in any way, their Armour Points or any other magical or non-magical protections. This skill is usable once 

per day, per purchase. 

 

Alternative Healing (Automatic): A Gargylen may be healed as if his/her body was made of armour. Any 

Blacksmith may Refit a Gargylen as they would any suit of armour. Every 1 minute of Refit will heal the 

Gargylen 10 Body. See Blacksmithing skill for more detail. Should the Gargylen enter their ñBleedò count, any 

use of the Blacksmith skill to heal / Refit will pause the ñBleedò count much like the First Aid skill does. If the 

Blacksmith is interrupted, or stops Refitting the Gargylen, the attempt will fail and the Gargylen will continue 

their ñBleedò count from where s/he last left off. Any successful Refit while in the ñBleedò count will heal the 

Gargylen to 1 Body. 

 

Body Point Bonus (Purchased): This skill represents extra constitutional training the Gargylen has gone though, 

beyond what is standard for their race and grants +5 Body. This skill can only be purchased twice throughout the 

character's entire existence. 

 

Disadvantages 

 

Healing Limitation  (Automatic): Although a Gargylen possesses the same living organs as most other races, they 

are still part construct. As a result, the normal methods of healing and first aid will not function. A Gargylen may 

only heal damaged Body points with the Blacksmithing skill. Gargylen cannot have Body points restored by 
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magic, Alchemy, or the First Aid/Physician skills, although First Aid may still be used to halt a Gargylenôs bleed 

count and raise them to 0 Body. A Life Spell will still function as normal. 
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Dwarven Races  

Mountain Dwarves 

Life Span: 250-300 years 

 

Mountain Dwarves come from the mountainous lands of Gerdain. They are famed miners and smiths, though they 

may specialize in any number of trades. All dwarves sport a full beard and, although they are generally shorter 

than humans, they are on average stockier and hairier. 

 

Racial Characteristics: All Mountain Dwarves have a full beard, regardless of whether they are male or female. 
)Æ Á $×ÁÒÆȭÓ ÂÅÁÒÄ ÉÓ ÅÖÅÒ ÃÕÔȟ ÉÔ ×ÉÌÌ ÇÒÏ× ÂÁÃË within a few minutes.  
 

Advantages 

 

Resist Toxin (Automatic): Allows the user to ñResistò any toxin, poison, or disease which strikes them externally, 

be it Magical or non-Magical in nature, once per day. The user may choose which toxin to resist and when. When 

a Resist Toxin goes off it gives off a white flash of light. Resist Toxin will not protect the user from ingested 

toxins. As a racial benefit, it may be used to ñResistò Chemistry. 

 

Body Point Bonus (Purchased): This skill represents extra constitutional training the Mountain Dwarf has gone 

though, beyond what is standard for their race and grants +5 Body. This skill can be purchased only thrice 

throughout the character's entire existence. 

 

Disadvantages 

 

Restriction: Gas Globes & Magic Items (Automatic): Dwarves have a hard time using magic items and 

alchemical gas globes, partially due to their clumsy and thick fingers and also because of their distaste for both. In 

dwarven culture, magic items with activation words are considered "cheating" and frowned upon. Gas globes are 

rarely used among dwarves due to their resistance to toxin. All dwarves must activate magical items twice in 

order to get a single use out of them. This does not use up two charges, instead they must state the incant twice in 

succession instead of once. This disadvantage does not apply to magic items which are "always on" or otherwise 

do not have activation requirements. Also, gas globes must be prepared for 6 seconds instead of the standard 3 

seconds before they are thrown. 

 

 

 

 

 

  






















































































































































































































