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Chapter 1: ROLEPLAYIN G

Welcome to LiveAction RolePlaying

Welcome to the world of Live Action Rolelaying! In this section, we will attempt to explain some of the basic
concepts of what Live Action Rofelaying is. This will hopefully give new players an understanding of how it
works, allowing them to envisionuo world and how they can fit into it. Although some describe Live Action

Role Playing (or LARPing) aBimprovisational theati® it requires no special training. Everyone can do it. In

fact, we all do it on a daily basis whenever we daydream ourselwediffgrent 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. Rolplaying at its best should come naturally and fluently, requiring very littldnénwtay of
pretending. This concept is sometimes hard to imagine to those who are new to the idea, but when everyone else
around you is rokplaying you might find it hard to aéhormab.

When you play Underworld for the first time, you create a charmteourself. This character i®ur personan

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 golyrlowwn 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 te kealistic 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 ydWbelf,
would/should my character do in this situation? How would s/he react to whaihis on here®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 valuablefiesnajie mundane

world. Others do it simply because it's fun; exercise for both the body and mind. Once you experience LARPIing a
few times, we think you will realize what a healthy concept it is. Everyone is an expert in Live Actien Role
playing, the betteones are simply those who can get into their characters to a higher degree and who don't
concern themselves with thoughts @actingd. Remember, this is improvisational. It is far more important to
know your character than it is fwracticeacting techrques and worry about how you will loo®nce 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 yoat évent, 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 (notSilver or Magical) weapons. These weapons must be of a type the character cagame.im

addtion to this, you may also bring a shield.

Starting Gear

On your first event ever you will not receive anygame tags from logistics. You will however receive one gold

and one silverYou will also receive this starting gold and silver on your firangaas 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
spels.

On your second event, and every event thereafter, you will need in game tags for all weapons and armour your
character wishes to usE/eapon, shields and itembat have physical representations must have their tags

Q\
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attached to themOn your second &r 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:

1 Up to 30 points of armour

1 Up to 2 weapons

1 Upto 1 shield

1 A spellbook containingvery 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 nualyyd®nts they have, what their levis|

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, 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 tha Sample Armour Card
represents the Armour Points that yo
character is wearing. Armour Points (AP) a | &P ZTotal: WP, 6P, Tavshok Date:
awarded depending on what type of Armo T ST b T
you have in each designated locatidfou will ' '
need tags for your armour in order to use it | 1 Uppershall L L 15 forearm LB
combat. It is important during a battle to kee | 2 €ge= j j ’; 16 band ’; ’; ;
track of the amount of AP you have left, ar | 2 Lewer facelpacu= 7~ Iband 7
whether or not your armouras breached. (For | # Zbreet I E21L. Sigh 7 7/
more information on AP and breached armol zﬁp"‘:"“‘: s 7 7 ;‘32?‘9"/ & A0 ¢
refer to the Armour section. W 7 7 7 atin hdr
7 Rrib AN 22 R foot LA
After Logistics and the Marshal, you find yoL | g R abdoren A 231 foot 2 & ¥
campsite. Your friends have already arrived a | 10 L abdomen LA 24 Bachofpech . 7 7
set up You notice that youfriend Duncarhas | 11 &roin A 25Upperback L/ !
laid a very larg trap in the grass just to th | 12bitvi/shoulder 7 7 7/ 26 Tid bach L/
north of the tent. Unfortunatelghe game has | 13 bvéri/shoulder 77 7 27 Lowerback /7
not started soyou only know this out of | 14 ferearm L L/ 28 Clutsous L L/
character. ¥ur character cannot know thi Underworld OOE Rep Card
information unless Duncan actually tells you.
character.

The game begins. Fortunately, Dund&lls 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. Metagaming means using information you have learneebbgame for ingame 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 diesaddyGTild.
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 tohte 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 maiarmour, 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

Q\
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watching as she curses under her breath andifiallee 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 hisapk. 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 guarc
1 point of Normal damage. The guard is surprised, but answers with, "N
Armour." Magic Armour is a spefprotection which blocks the first attack fror
a weapon strike. Dhwcan and Ariel suspected that the man might be wea
one and that is why Ariel struck first. Now Duncan uses his Out of Game
tool, which represents the butt end of his dagger, and strikes the man be
his shoulder blades, saying "1 Sap". Sap istackthat surprises the targe
and is an attempt to knock the person out from behind.

In this case Duncan is successful because he struck squarely betwe
shoulder blades (this represents smashing the victim on the head) and the
slumpsover into unconsciousness. Ariel then jumps up and motions for yc
come over to them. Before going into the mayor's house, however, the thi
you decide to search the guard. This always takes 1 minute of time to do 1
they have unlocked an advauakcskill.

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,
iwe shoul d hooercomes aorgt" dhe threeof you hurry up the front walk of the mayor's house and
enter the door. Immediately a mideiged man looks up at you.

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

"We're here to collect on a bounty,” says Duncan.niae 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 stai
first. Ariel follows him and you follow third. Halfway up the stairs you hearlantenic 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 eof-game expression and should not be used any other time. It means to stop what
you are doingand 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 thamnthgor has laid at the top of the stairs for just such emergencies. You
realize that there is an eaf-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 radiesSh@iper determines that Ariel was not
caught in the trap and then calls a i@y, "3, 2, 1, Layon" 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 sdhat 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

by
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him to hear "3 Body". The mayor collapses in a heap onthedroun The term ABodyo in tt}
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&i ponts. If the mayor were wearing Magic Armas 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 representatiori bow 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 déinseresmhd up to you. Be
a good guy or a bad guy. You decide. All the cho@me yours.

Roleplaying

Role-playing is a little different from acting. It is nothearsedso 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 salyat to
Eventually it will come naturally. People who have fplayed for a while will often tend to distinguish between
igoodo an elaying. dahdsdhas nahing to do with whether your character is good or evil. A "goed role
pl ayer 0 r et whosevdr drops authoé character to laugh or makefegame comments. In most
people's eyes, a good rgyayer does not call holds and stop the game unless it is necessary. They are good
spirited people who rolplay well in every situation, even thewn deaths, without ouif-game complaining.
Going outof-game is frowned upon once the game has started. Goeglagkrs are not playing the game to win

or lose, but rather for the act of rgdaying itself, even if things are not always to theirrelster's advantage.

In order to help give a better understanding of what makes for a gogulagé, we have compiled a short list of
things that many players and staff appreciate and admire in other players:

1 Always be courteous and respectful of othepple's property. Sometimes your character will have the
opportunity to steal things ig a me . Pl ease realize that the phys
object you have stolen often belongs to the player. If you steal something, you willkgeiptéhe 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 therrobugfame.

9 Stay in character. This helps to set the mood. If you drop out of chasalitrother people may get
irritable. They all want their environment to be as realistic as possible.

1 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 wbeople 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 opsamspop
coolers, running shoes, etc., which destroy the atmosphere of the game. Glasses are fine. They have beer
around since the ¥3centuryanyhow, so they are not anachronisms. Please avoid the use of any real
world military insignias or real worlceligious items or symbols. For some faiths it is required that people
keep their oubf-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 whileates 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.

1 Roleplaying damage is often important. If you are struck with magic or a weapon, rearclirgly.

PLEASE DO NOT RISK INJURY TO YOURSELF OR OTHERS.



The Shaper Team

The Shaper Team consists of the Lead Shaper, Shapers aiRliNany er Char acters ( NPCO6s
storytellers, organizers, Out of Game mediators and much morelySiotpShapers 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 d adventures to ensure that both t
and our safety standards.

Shapers are sometimes referred to as Marshals or Plot.
Counted Movements & Declared Actions

In Live-Action RolePlaying, it is sometimes necessary to
declare an action that takasew momentso perform, and

requires reaWorld effort, or is not safe tghysically

perform. Physically picking someone up, cutting clothing,
drinking a potion, andranding someone are all examples

of declared actions. These declared actions are usually
performed with a 2ount, but some actions may require a

ent or due to another rule. In order to perform a dicigred ac
youspak out | oud: Al pick you .uop I1f, tlhepitchkeryeo ui supa 2,
the phrase until your count is up.

Certain ingame actions like the administration of Killing Blows require -aobnt (see Life, Deathand
Resurrection).

Declared actions may be interrupted by anyone nearbsgtatyng:fi | nt e ¥You gap also interrupd declared
actionagainst yolby stating i R e s if you abeconsciougyou can still resist while bound or paralyzeéiter
an ation is interrupted, you must begin your count ag8kill-based counted actions like Gdteoare exceptions
to this rule and are describfdly in theskill description.

The Honour System

In Underworld, we use the Honour System as much as possible. Yexpaeed tikeep track of your Bdy and
armour points as well as your skills and spellso helpwith tracking things we use the tag systeavhich is
meant more to help you théris 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 mdpnyp&nts you have remaining.
Sometimes, people witllsk outof-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.

Chedking 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 yot
are fighting a creature that useskill/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 eve
Shapers make mistakes. Accept their ruling, even ifkymw 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

Q\
<]



character card if the death was unfair or due to a misruling. Please hefintaima 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 cepts 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
A What i s t h eypddmyictarages?r(Whatromelword ngight describe him/her best?)
A How does my character get along with other people
A Does my character have aAy quirks or flaws in the
A WwWhat does my character |l i ke/ dislike? (In regard
A How would my character react to different emotion
A What are my character's thoughts on religion?
A What does my character do in his/her spare ti me?
A  How does s/ he react to society? What do they thir
Where do they fit into society? Do they value wealth/power?
Background
AWhere is my character from? What type of society? (E.g.: City, village, outcast/vameliihgcaravan, etc.)

What were my characterbés parents | ike? Brothers |/
A Why i s myisbdaton?®Did theyleave their pldce of birth, or were they born here?
A What did my character do for a living, up to this

A Would my character have any stories heywhakdohd? peopl
A What would my character value about hi s/ her past
through that made them what they are today?

Future

A What plans does my character

A | sharaxyer trying to escape his/her notorious past, or are they si
adding to it?

Defined Choices Regarding Character Creation

Having outlined a general concept, it is hecessary to make some de
choicesfor your characterConsulting the restfahe rulebook will help
you makethosechoicesDon é6t worry about <che
first event. After the first event as that character, you are able to ch
your character if yowvere not satisfied witlthe choices you made. Afte
the secod event, your choices are final.

Your must choose the following:

ARace Choose one of the base Races listed in this book.
AOccupation: Choose one of théase Occupationthat best fits your
character conceptt is not possible to later changecupations so choosc
wisely, with the exception of thRenownedOccupationsand Vocationghat you MUST discover ingame(see
the SoulFrag mok).

A Skills: Choose the skills your character will start wigkill costs are based on the Occupation yoosehAll
characterdbegin with a bas&50 character pointg) addition to any racial bonuses




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 beirfguch 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'stéisgdsue 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, tha
guestion ha 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 decisimu, 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 sartedind out your True Name

(or at the very least a letter of it). These effects are rare and genmrsdigssetly the most powerful Faand

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 Narflee r t ai n Ri t ual Magi c can revea
certain events or effects, at the discretion of a Shafgs also does not mean you cannot be tricked or
blackmailed into revealing your Tridame, it just means thétcannot beobtainedby force If you reveal your

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

Rules and restrictions regarding True Names:
0 Your True Name is only one word and may not exceed 14 characters in length.
0 You must mark your True Name down on your character sheet along with whether character knows it or
not.

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

Once you pick your True Name at character creation, it cannotipgeth.

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

O« O¢ O«

Character History

Once you have designed a basic character concept and determined your defined characterotiibieest to
write a chara@r history. In general, a character history shouldapproximatelyone pagelong. A character
history is a written account of your charaéedife up until the point at which s/he starts the gaBmme tips and
suggestions for a good history follow:

1) Keep it simple, short, and to the point2Ipages is more than enough. Summarize. If you wikddo
write a longer version of your historypu may submit one later.

2) Characters often change by the@&cond or thircevent. Dol paint yourself into a corner when you are
still learning about the game. Long, complicated backgrounds may bedifitmdt 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 levelFighting off 20 bandits by yourself in an epic batdill

sound questionable when you Gadefeata single kobold at your first event. You are unskilled and
inexperienced. You will become a hero in gamheventsyou do not arrive as one.

Q\
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4) If you are a member of an organization, you are the lowesig®sank. Youre a recruit in the military,
a novice inareligious order or an apprentice in the magguild.

5) You maybegin with sentimental items or heirlooms and even rep them in game.
6) Try to be original. Avoid being an amnesiac, an orphan, or the nteb@y Your character is an adult.
7) Find a reason for coming town, even if you abandathis 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. Ti®naperteam prefers to give time, effort, and personal plotlines
towardsgroups of playergather thara single player.

What will notbe approvedh a character history

- Any advantage that new character cannot have.

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

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

- Magic items, dormant or not.

- Being part of a nobler importanttamily or special NPC organization.
- Namesof historical pop culture or real world religias 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
obtaningd lanket® of experience

Every t_ime your character comes to an evefgp- -~ cp CP per Base Bdv DoNts
they gain a_BIanket of Character Points at the E'r]_devql . Total,| Blanket | Warrior ] Rogue | Scholar
of said event. A Blan'rlclua l\',sdligsc e uctf.msncu by
your characteroés | ev T“"250h‘4§‘“"8*“"5'“'£' t he
less theBlankets will be worth in CP. After your 2
first event, a blanket of Experience Points (X 3 350 | 34 10 6 4
would be worth 65 Character Points. 4 450 |28 12 7 5
5 550 |24 14 8 6
Blankets of experience that you earn can 6 650 | 22 16 9 6
applied to any character you own, even if me 750 119 18 10 4
earn the points with another charactEhey are | 8 850 |17 20 11 8
banked on your character sheet and can be sp8nt 950 |16 22 12 8
in the future. You are allowed to spend | 10 1050 | 15 24 13 9
maximum limit of two Blankets per event, perll 1150 | 14 26 14 10
character, no matter how many Blankets y{ 12 1250 | 13 28 15 10
have banked. Blankets can be applied to| &3 1350 | 12 30 16 11
character and the CP lefispent. 14 1450 | 12 32 17 12
15 1550 | 11 34 18 12

Blankets are spent/applied 1 at a time, mean| 16 1650 | 11 36 19 13
that if you wish to apply 2 Blankets to your17 1750 | 10 38 20 14
character but the 1st blanket raises your level, | 18 1850 | 10 40 21 14
2nd will be worth less XP. 19 1950 | 10 42 22 15

o 20 2050 | 10 44 23 16
Blankets caronly be spent at Logistics or Prelog.x after the 20" level, follow the same progression,

Chart 1-1
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Chart :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 nsdtteveVlyou
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 afhgoacter points are equated at the new
character level row. Also, note your base numberaafyBooints changes to the new Base Value, if applicable.

All characters receive 150 free Character Points to start with. Thereafter, they must earn theindexpeude
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 ik, 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 und&sthngdoints
represent yourife force and as they decrease you come closer to deathmaximum Bdy ponts a character
hasvariesby occupation, race, and level (See chat)1

Body points . .
During the game, your character will lose Body pointscurrent Body Physical State Duration
from damage that you suffer from weapons, spells, and__POINts

other effects. Should your body dropléss than 2you Healthy 2 + | Alive and conscious N/A

are in grave danger of becoming semnscious, 1 Alive gndsemr 5 minutes

unconscious, oworsei dead. While your Body point conscious _

are at 2 or higher, you are able to function normally. 0 Unconscious 5 minutes
-1 Dying (Bleed Count)| 1 minute

Suffering any damage to your Body points whi After 1 minute | Dead (Death Count)| 5 minutes

performing a counted action will immediately interru at-l_ _

your count and you must start the count again|t4fter 5 minutes| Dead: Resurrection N/A

complete yar action (See Counted Movements at Dead Required

Declared Actions). Chart 1-2

Semiconsciousness

At 1 Body point, you become setmbnscious and have
difficulty performing actions. While senrtionscious,
you may not move faster than a walk, amng any
skill or ability will immediately drop you to O Body,
which renders you unconsciodu may, however, use
potions, magic items, and Alchemy on yourself &alh
Body points.Defenses that automatically go off will no
trigger the unconsciousness.

—

Unconsciousness
When you reach 0 Body points, you become unconscidnkessyou arehealedor injured furtheryou will
remain unconscious for 5 minutes, after ethiime you awaken with 1 Body point.

Racial & Spell Protections While Unconscious



Spell and Racial protections can be divided into two categories, tiwisactivate automatically and thoseat
require conscious activation.

When unconscious
1 Spellprotectionghatrequire conscious activation cannot be used.
1 Spellprotectionghatactivate automatically will function as normal.
1 Racialprotections musalways be activated by the target, and can be done so regardless of whether the
target is unconscig or not.

Bleeding Out and Death

At -1 Body Points, your character is dyinou must immediately begin arinute Bleed countWhile in your
Bleed counthealingfrom any source will bringyouto one Bdy pont, or more Oncethis 1-minuteBleedcount
expires,you must begin your Death count. A Killing Blow delivered to you while in yBlaed count, or
otherwise, will forfeit theBleed count and takgu into your Deatlcount immediately.

Upon entering youbeathcount, you must begin arhinute count until your spirit leaves your body. Once the
Death count begins, all spell effects, includprgtections, are removed from your Spirit. Standard healing no
longer works, and the only thing that can revive you is adp@l or other Lifeeffect Once yours-minute Death
count ends, you are dead. Your spirit will then travel to the nearest Resurrection Circle to be regsgected
Resurrection)

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

that you are oudf-game. Your body dissipates, leaving yougame 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 healerygis overcomebstacles and adversitiggu are bound to get

a couple ofboumps and scrapes along the way. Wieun takeBody damageyou will require some degree of
healing to be restored to full health. This can range from a physician's bandage to a magic heallbachpell.
healing method will have an associated number ofyBwihts it will heal.Add that number to your current Body
points and enjoy the effects of a restoBatly.

Healing can never restore you past your maximum Body points, as determined by your level and racial abilities;
any excess Body points that wérealed past your maximum are lost.

Debilitating Effects

Occasionallyyou may findyourselfstricken with a debilitating effect like Sap or Silent Strikéich only ceases
once a specific amount of tleody has been healeds indicated in the effect dmption. Whenyou healthis
damage, the negative effect will ceasenediately 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 naturallyheal onyour ownif you regularly take care ofour wounds.Once every 24
hours occurring immediately afteyour tenrminute Reset,you may choose to spend an additional ten minutes
cleaningyour wounds doing so will naturally heal 1 &ly pont.

Drinking, the Effects of Alcohol, and Stamina Points

Underworld LARP has a very strict zero tolerance policy on OOG drinking during combat &lastdoes not
mean that you cannot pretend to drink in character.



Whether it be the rancidour milk of a Dwaren Gutbuster or the distilled fermented displacer bloddask EIf
Shade Wine, alcohol plays an important part in thehiaracter, game worl@€haracters that drink to excess will
get drunk. More robust and constitutionally sound characters will obyidiasle a higher tolerance to alcohol
than their weaker and frailer companions will. This is measured in Stamina Points.

Your total Stamina Points are always equayéair unaltered total Bdy ponts. All normal alcoholic beverages

will be assigned a darga valueThe exact number is determined at creation by the logistics marshal or a, Shaper
and is written on the ta@nce consumeyou will look at the damage value and mentally subtract that yixam

total Stamina PointsThe closeryou get to zero, tharunkeryou become.This effect should be rolplayed
appropriately.

At zero Stamina Pointgou haveachieved a level of extremiatoxication andare no longer able to properly
function for 10 minutesDuring this time,you are unable to use any skilks abilities speech is slurred to an
unrecognized level, and walking straight is impossilfleiou continue to drink during thiperiod you will
immediately pass out drunk for the next hddnce thelO minutes of extreme intoxicatiopassesyou will return

to 1 Stamina Point and from that point on Stamina Points regenerate at a rate of 2 points [ferooodirink hot
coffee andhave your heactontinualy dunked in cold water, yowvill double the rate of Stamina Point
regeneration for that houQutside of extremeéntoxication the loss and gain of Stamina Points has no effect on
your Body ponts orthe use of skills and abilitieg just roleplay your level of drunkenness appropriatS8gne

rare brewsas well agnagicaland alchemical intoxicantgan have a damage value much higher than normal
alcohol.

Please drink responsibig-gameand remember that drinkimgal alcohoils still strictly forbidden.

Examplei Schmendrick the Bard has had his heart broken again and has decided to drewamokis, in
character, at ye local tavern. Schmendrick is Level 5 witlo@dyBponts, 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 thegand sees the damage value for that glass of wine is 2. He subtracts 2 from his total
Stamina Pointswhich brings him to 4. Schmendrick is 1/3 on his way to extreme drunkeriiresglayer role
plays the effects by sl ur rngin otlsec tammatnodst A shkrdvehile dafere e ¢ h
Schmendrick orders another drink, this time with a damage value of 3. This brings his total Stamina Points to 1.
Schmendrick isiow very drunk. He tries to pick a fight with the bouncer, unsuccessfully Witts the waitress

and eventually gets lost on his way to the outhouse. Schmendrick knows when enough is enough and is aware tha
another drink will put him over the edge so he calls it a night. He leaves and drunkenly staggers back to his camp
whilesingng | oudly (and poorly). Il n an houro6és time Schm
Points have regenerated to 3. He is stildl feeling
bad as it once was.

Blood

Blood is pwerful and it has many usé®m Wytchcraftto SummoningRitual Magic. In the wrong hands a
character6s bl ood b etlraowtdikely e uged againstfthedrBlood é alptaoned from
bleeding the host, wha ioften unwilling.Harvestingenough blood to useith any skill, ability, or spell requires
a full 60-secondcount, which producesnough blood to fill a liter vessel Eachliter of blood that is harvested
inflicts 1 Body point of damagen the host.

Blood cannot be taken from an unwilling target without their knowledge without a Shaper present, nor can any
blood be withdrawn without targist knowledge unless they are somehow incapacit®&xbd cannot be
harvested from a host with a threshold, unkisd threshold can be breached with the tesigilable nor can
bloodbe harvestettom a host who is in their-Binute Death count.



Harvested blooés must be tagged arsijnedfor out of gameby thehostplayer or a Shapeall blood, no matter
the cuantity, expires after 1 month unless it is extentedughritual 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 arkasaiead. A propeKilling Blow

takes a 1l&ount with bare hands or acbunt with a weapon. A successKilling Blow (one that has not been
interrupted) forces the victim to skip thewniinute bleed count and proceed directly into themiBute death

count. The attacker magpptionally choose to put the victinmto their minute bleed couninstead of their 5

minute deathcounT he call for a Killing Bl ow i endivikhiilBIl ieifegl 0B 1
the attacker does not wish thectuin to skip their bleed countA Killing Blow without this suffix will place the

victim in their death countJnless a victim is unconscious or bleeding out, the victimreaist/interrupt the

Killing Blow at any time. Even if the victim is paralysedhas all 4 limbs bouh the victim can still resist

Killing Blows, but the attacker may choose to have theratk s g o st r a b Boldyt bygassingttheie v i
armour.A Killing Blow cannot be used to decapitate the victim.

When a PC reaches 5thé&evy t hey ar e KibngBlowaceidveadd. bEhifis means t
encounters may us€iling Bl ows and i nstant death effects on them.
delivering such an attack. If they do not, simply inform them disarete manner. Before a PC reaches level 5,

they cannot be attacked withKalling Blow by an NPC. Players are alwaiiling Blow active with respect to

other players.

Death in Underworld

While in your5-minute Deathcount, your Spirit hakeft yourbody and is hoveringearby All that can save you

is a Life Spellor similar effect. Immediately after youleathcount ends, your spirit will travel directly to the
nearestonhostile Resurrection Circldsee 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 deadou must leave your irgame possessiorfke weapons and all tagbehind to
represent your body. It is a good idea to leave akvelivn piece of your costume that others can identify as you,
should they come upon it.

Resurrecting

Once your Spirit (represted by you oubf-game) has found a ndrostile 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 Resurreati@ircle, all of those who are invested in the Circ
will be made aware of its presence, no matter how distant the Circle is to them.
things can happen at this point, either someone who is invested in the Circle will
and perform the Resurreatiqorocess or the Circle itself will resurrect the Spirit. T
Spirit will arrive inside the Circle as a red cloud of loose strands and wispy filam
The person being resurrected is unidentifiable to all who see them, save those inve
the Circle.

If an individual who is invested in the Circle is present or arrives to perform
Resurrection, the process takes a total of 10 minutes. During this time, the in
begins reforming the Spirit by plucking and knitting the Spirit strands into the fofia

body. It is in this manner that the body willi@m as time progresses. At the end of t




10 minutes, the body has been fully rebuilt and will regain consciousness witlodiylpBints.

If an individual who is invested in the Circle is qesent, 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 begirfdamrdout without the
assistance of an investor, the strands and filaments migsitren their avn. 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 determingdftir Spirit remembers its deatfihere is a 1 in 10 chandkat

your Sprit will rememberthe hour immediately prior to yodeath Whetheryour Spiritremember®r notcan 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 tifiis is administered by the individual who performed the resurrection or by a
Shaperlf the odds are against yotlne memory of théour preceding your death will be forever IoBhis also

means that you cannot remember where you diigahur Spirit cannot @member the deatthe Shapemay tell

you a fantasticaResurrection Beamof whatyou remember happened to replace the lost menYayr Spirit

knows this dream is fals# there is ndResurrection Dreanthe memory isimply blanked out

If you wereturned into artndeal afterdeath this does not change the timing of the hdlobe hour duration is set
by the end of thés-minute Death count. Any time spertindeal before the five minutes are wpill be
remembered. Any time spedhdeal after the five rimutes are up cannot be remembered.

A body that has successfully undergone Resurrection will:
1 Be nakedifi-game not outof-gam¢
1 Be at full health
1 Have no spell protections or spells attached to their Spirit (minus some Ritual Magic)

Hostile Circles

When approaching a Resurrection Circle, you can use yowf@ame knowledge to determine that the circle is
hostile to you.The circle can be considered hostile for pna@asons, such as an investor who migish you

harm, the type of circle, and evds location or what is going on aroundMetagaming is allowed in this one
situation,as it is unfair to resurrect at a circle only to be immediatélgd. If the nearest circle is considered
hostile, your Spirit will ignore it and move on to the nekdsest, nofhostile circle.If you do not know where
another circle lies;tiis 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 charact er r e.clleesevreedeathswguaramtéerthatey@u widl moaisuftershe Final theath
first two times you dieStarting 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 whethertgold your Final Death. A Shaper must be
present and they must perform the coin flip. If a Shaper is not present, you MUST immediatedp€fitad
perform the coin flip. If you take your Final Death, your body will reappear where it died to remain tlaere as
permanentorpse.

Scarring

You can choose to be scarred after taking Body damage tkwegh 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 Resurrectibime scar remains permanently after receivinglihg because

the Spirit chose to remember the scar and it is now part of the Spirit. Laisiege or dimb is considered

scarring. When you resurrect, you can choose to keep the scar or to have it heal. There are instances where th
scarring ran so deeit affected the Spirit permanently, and the scars never heal. This is a roleplaying choice for
additonal character development.

Q\
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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 théook 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

I ndi viduals below the age of 6Young Adul t Gardcters t he
must begin at an age where they are old enough to resurrect.

Also of note is that Final Death occurs when a char@ctege reaches or surpasses their Maximum Life
Expectancy. M.L.E. is determined by the player at character creation and isobasszial 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 alwayshagmaster. 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-ofsgame and irgame 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 r
of game.

Green Glow Stick: In glow stick form, green is reserved fatchemical Lighs.

Orange Glow Stick: An orangeglow stick represents a Ghost or Spirit visible only to those with Mysticisot.

to be confused with a typicdindeal, Ghosts and Spirits are lost souls that appear as semitransparent versions of
their living selvesApproach at your own peril!

Lighting

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

Lanterns must be:
1 Free of any open flame.
9 Diffused so that they don't ruin night vision.
1 Look period

There are many available battery poweredbtligpurces that meet these criteAia.long as the light source is not
anachronistic and fits the peritabk, and it is not an open flame, it will be allow&dhile the above restrictions
pertain primarily to OOG concerns, there are also some |G rastadb keep in mindlhe following restrictions
apply to lights in Jericho:

Safety Lights: Must be diffused red, these are primarily hdwedd 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 isndédt removed from a c aAllpemicatlights pl aced in, do
Carried Lanterns: If you want to carry a lantern or light with yaa multiple placesas an IG lightsource, you

must have mAlchemical Lighttag attached to it.

These policies apply to JerichBlease heck your | ocal guildés policies f



Looting & Searching

In order for a player to begin searching or |l ootincg
search may be conducted for as long as the player wants, though in most cases 60 seconds isAduffeciemd.
of the search count, votarget will give you all the coin and tagged objects on their body that you found.

To initiate searching, begin the searchcotinbe ar chie®® 01 or2 AiL&60OiONg 1, 2, 3

A player can search or loot a target for as long as they want. Whilec6@dseis 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.

AEEAOET ¢ AT A 910 ! "ATAEOGO ' OEAA O 3EOI T AOCCAOU

Underworld LARP is an 18 + gamwith heavy horror
overtones. This means that in your character's life you
likely to encounter or engage in love, hate, murder, de
bribery, corruption, ritual sacrifice, the eating of bapésd

of course thievery.

Because we are an 18+ game aw@ect our player base t
act as adults when confronted with any of the abo
Thievery is the most important out of all the evil that y
can do because it requires you to engage in certaiofou
game activities (the actual taking @f-game property).

Below are the rules fom-game thievingat Underworld

LARP. These are not suggestionsthey are heavily

enforced rules.

Step 1- Where are you looting?

If you are taking an item that is NOT in an unoccupied t:
then you can carry on to Steb 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 witho8haper If you are caught doing this, you will be
removed from the gae 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 tegith tlealsroblem and if
necessary, compensates you. Yaunot take an item without a tag after informing a Shaper

The only exception to this rule ikatif you cannot see if the item has a tdgt's darkandyou're thievingand

you see a sword aime ground so you grab it and run. Very shortly afterwards, you look and find out there is no
tag.In this caseyou MUST give the rep to a Shaper so they can give it back to the player. It isHikeéga new
playeés repwith no tag yetThose itemslo not qualify as targets thieves.

If the item has a tathenyou must immediatelyake thatitemrep and tago a ShaperThis must happen quickly
so that we can return the rep OOG back to that player. It is possible that the player will wishtmkgep that
rep so they can identify it later. If this is the case, we will return the rep to you and you will be forcattache
the tag.



Step 3- Profit

You now have a tag and possibly the rep (if the victim of your thievery requests itlydlomay 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 Jerichmu must return the rep to a Shaperwe can give it back to the original

player.

OOG Bags

It is possible for a player to hava &0G bag. This bag MUST be marked with white cloth antéoclearly
labeledasOOG. 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 régs®molden rule is if the tag is

on site, it is IG. If it is found that glayer 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. I t Iffects suchyas roedlicine,keys, stc. i yowpareacgught gbisg p €
through an OOG bag you will be dealt with severely.

Happy Burglarizing!
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Chapter 2: RACES




Character Races

Many fantasy races exist in the world that yebaracteiinhabits Some of them arbighly magicalin nature,
while others are more mundanBach race includeautomaticand purchased advantages well asany
disadvantages that members of thedae T hese packages are commonly ref

In order toplay certain races it is necessary to wear the appropriate-upakghis includes prosthetic racial
features such as EIf ear s, or a Dwarf o6s beard. The
race is always recognizable except itreme circumstances.

Before you choose a race that requires maleewibr prosthetics such as bear earsand horns; esure that you
are not allergic to makeup and are willing to wear it for a whole weekend at a time.

Racialadvantageare either awmatic or purchased. Automatdvantageare possessed by every member of the
race and your character begins with those advantages costPurchaseddvantagemust be bought like a skill.
These skills can be purchased every odd I&eathracealsohas aunique, sharedisadvantage.

Using Resist Racials:Any racial that lets you resist some type of effect always has agameeffectthat is
obvioust 0 everyone around Yy dtus netlpassible yodiude tleddctl thatfydueresistedt o .
somethingThe same rule applies to i mmunities tYowmcannar e u
hide the fact that you are immune to something.

Race Summary
Bestial
Savar 0 A| 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 masteryradgic
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 tribalarriors 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 superstitiouswarrior race. Known for strong honour codes and traditic
Chart 2-1
Half-Breeds

A lot of RPGs and LARPS allow for hatireed races (Haflf, 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. fRateste with others within their
category (humanoid, goblinoid, elyeshay produce offspring. The result of mixed gabe pairings within a
category wil/ always result in the biraSavafr tesdwap inrge b
Human cannot produce a child. An Einher and Ajaunt.

Q\
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Bestial Races

Savar oAving

Life Span: 4660 years

TheS a v a r Gafe\aimatrgarchal race of ga¢oplewho resembldiumanoid kinting catsSomewhere eep in

the dark forest of Felnir lays their capital cityMrrnall. Their societyis ruled by womenand views male

S av ar Gassedoneapsscitizens It is rare to find a dominant maga v a r owAowis fregand even me

rare for him tosurvive for long The S a v a r Gafevai smoggproud race with deep ties to nature and the
mysterious Grey Elves. They have recently suffered a catastrophic plfageeromantic origirthatkill ed many

of their people and then twedthem unto Undead’he fewS a v a r @hatwsurvivg todagtruggle to put to rest

their Undeal sisters and attempt to rebutlieir once great societ¥his fate fell upon th& a v a r Gardbund theg

same timeas the Fulmination and the disappearance of the mysterious Grey EheSav ar 6 Avi ng
originally known simply as the Savar, but those who survived the plague began to call themsele®Savan g t o
remind themselves that, no matter what fate thradvtisean, they will triumph.

Racial Characteristics: Their distinguishing characteristics are make appropriate for the type of cat being
played, and possibly the use of a prosthetic feline nose if makés subpar or your subspecies is similar
looking to another race. Example: Black PantharA O A O &nd O&HK Ees.

Advantages

Nine Lives (Purchased): When@ a v a r chéswsed yp their free deaths, and is flipping for Final Death, they
may use this skill. The skill must be activated afterS3rev ar 6 Aviibgat h Count 6 but be
theS a v a r &allsvthie flig s/he may then flip an additial time. This skill cannot be stacked and is only usable
once per death. This skill is usable once per gdaypurchase.

Natural Claws (Automatic): S a v a r d6cAnvchoosg 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
Sav ar Okéep thairgclaws they are restricted from using any other weapon or shiflch ha r owlitlv i n g
claws receives a free proficiency in <Medium Weapornsu@ Proficiency: Claws> and may use one claw boffer
weapon (See ChartB- Weapon Creation) in their good hand and nothing in their off hand. They may buy
specialization with them as Medium Weapon Specialization: Claws. ShoBld & a r 6pArghasetige skill
AAmMbi dexterityodo, they may use -handSea ¢ an &lawsiana w bebusefl f e r
as weapons of their size, with the exception that they cannot be destroyed or dishaneda r 6ckawsi n g
otherwise act likeegular weapons for the purposes of augmentation and may be enchant8attiéthviagic

spells and even masterafted as medium weapons.

Disadvantages

Plagued(Automatic): While the worst of the plague seems to have past, its effects ®ratheavingdpdople still

linger. As a result, all livings a v a r Gakeszdoublg damage from the Dark and Necromantic sources of Magic.
As with all racial vulnerabilities, damage from either of these spheres will bypass any threshadg a r 6 Av i n
might have Furthermore, should& a v a r Geiter theirgleath count via Dark or Necromantic Magic, they will
immediately rise as a mindless les&érdead, cursed to destruction. T8ea v a r & Bady pogts will be

restored but not their Armour Points. Thiadedh does not grant th® a v a r &h& gpieaiababilities dfindead

like Sense Life or Psionic immunity. However, they will still suffer all the negative effects such as Control
Undead andjuaduple damage from the Healing Sphere. While in this form,She v a r émfay riotruge their

spells or abilities and may only swing base weapon damage. Nothing short of resurrection or divine intervention
will return theS a v a r &ack tb lifegrhis Undead form will last 24 hours or until tiea v a r GsAhain. n g

Q\
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Construct Races

Gargylen

Lifespan Immortal

The Gargylen are a sentient race of {walfistruct, haHiving gargoyles. Within the last 20 years, they have
broken free from theppressive 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 recognizedterrr y or homel and. A Gargyl enbd
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 tlusie punmoral standings.

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

RacialCharacteristics:Grey Skin with large horns protruding from the forehead. Note: wings are optiobat,
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 skildl i s used, t he uSaptibley!| ené
to all weapons. The Gargylen must decl are flnnate
second count. Once this count is completed, for the duration of 1 hour a Gargylen gains tenqgutygits
based on t he.AGkstlegeythdeodydbhanuslis2® Boblgoints, at 5th level it is 30 and at 10th level

it is 40.These Bdy ponts act as normal Bodyoints with the exception that they are damaged and removed first
from t he Ga poqyTotel ar@ €anrdtobd ked or refit. While Stone Skin is active, the Gargylen

suffers double damage from all spells that damageBotdy, such as Ego Rend, etthis double damage will

extend past the bonuo8y ponts allotted by Stone Skin and will carry overontoGher gy | en éd sodp er ma |
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
affect, in anyway, their Armour Points or any other magical orsmaagical 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 Gargyleas 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 entefiiBlesich count, any

use of the Blacksmith skil/l t muchhli&eatheFirgt AidRskilf dods. Ifwhe | | p
Blacksmith is interrupted, or stops Refitting the Gargylen, the attempt will fail and the Gargylen will continue
their fABleedodo count from where s/ héBleédacount wl hedl the of f .
Gargylen to 1Body.

Body Point Bonus(Purchased): This skill represents extra constitutional training the Gargylen has gone though,
beyond what is standard for their raaoed grants +5 BodyT his skill can only be purchased twice throughbet t
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 nibdrfiudcGargylen may
only heal damaged dly ponts with the Blacksmithing skill. Gargylen cannot h&®dy ponts restored by



magic, Achemy, orthe First AidPhysicianskills, al t hough
count and raisthem to 0 BodyA Life Spell will still function as normal.
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Dwarven Races

Mountain Dwarves

Life Span: 25600 years
Mountain Dwarves come from the mountainous lands of Gerdain. They are famed miners and smiths, though they

may specialize in angumber 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.

) £ A $xAO0OLEEO AAAOA BvhinA@AGInUBROOh EO xEI T COT x AAAE
Advantages
Resist Toxin(Automatic):Al | ows t he u s exin, pbison, érEisease whiclo strikes themtexternally,

be it Magical or nofMagical in nature, once per day. The user may choose which toxin toares$iathen When
a Resist Toxin goes off it gives off a white flash of light. Resist Toxin will not pratecuser from ingested
t oxi ns. As a raci al benef it it may be used to fARes

Body Point Bonus(Purchased): This skill represents extra constitutional training the Mountain Dwarf has gone
though, beyond what is standard for their racel gants +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 toitlbumsy 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 dsvanust 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 it
succession instead of once. This disadvantage does not apply to magic items which are "alwagtherwise

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

































































































































































































































































































































